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Wiy of the Open Hand™ is a sourcebook with a dual purpose.
On ene hand, it is intended to add Haver and depth to the
Brothechood of Shinsei and Rokupgan's monastic orders. On
the other, it is designed to present new and dynamic fighting
styles, from the realistic to the bizarre and mystical. All of the
styles, history, and character aptions in this bock are inspired
by the martial ares traditions of history and legend alike, and
given a uniquely Rokugani spin. The ideas contained here can
be incorporated easily into any given Legend of the Tive Rings
campaign, or taken and transplanted into any d20 System™
setting, Just as in the Tao itself, dear reader, you are encour-
aged to use what you Hnd Interesting and enlightening and
leave the rest behind.

Way of the Open Hand is broken dewn into chapters as
follows:

Chapter One lays out some general rules for Rokugani
martial arts, ns well 25 detailing the vows and recent history of
the Brotherhood.

Chapters Two through Four each deal with major groups
within the Brotherhood.

Chaprer Five derails groups that, while technically ourside
the Brotherhood of Shinsei, yet maintain monastic beliels and
traditions,

Chapter Six introduces o multitude of new martial ans for
the Grear Clans, ronin, Nezumi, and even gaijin characters,
encompassing a wide variety fighting styles from the
offensive o the defensive to the simply bizarre, 1o fi
nearly any campaign.

The entire team had a blast writing chis book;
it introduces a lot of new legends, mysteries,
and just plain fun to Bokugan, We hope vou
enjoy Way of the Open Hand

n=w
M=CHANICS

The Legend af the Five Rings game setting has been officially
presented in two separate game systems, the Legend of the Five
Rings RPG 2nd Edition System (presented in the Flayer’s Guide
and Game Master's Guide) and Wizards of the Coast's d20
System™ (presented in Rokugan,™ the official supplement o
Orienlal Adventures™ ). While these rwo sysrems are somewhat
dissimilar, the sertiing presented in both versions of the game
is the same, and thus it is our intent to present a sourcebook
that 15 uscful no matter which of these systems you choose
to use when running your game.

Generally, when a new rule or mechanic is presented,
whenever applicable we will present equivalent dzo
System™ and L5K RPG 2E System versions in close
proximicy.

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

Rules and options for the LTER RPG 2E System look
like this.

Ocecasionally, extensive new information may be exclusive
to a specific system (such as New Paths for the LSR RPG 2E
System or new fears for the d20 Svstem™). In such a case,
the information will follow the same convention as above.
The d20 System™ material will appear in black and the LR
RPG 2E Systemn material in blue,

In the case of characters, accasionally, a charseter’s name
will be followed by a short explanation of his character elass in
liew of full statistical information. Such an example might

lock like this:

TORITAKA TATSUNE

[Samurai 6 /Berserker 4/5hadowlands Veteran 10; Hida
Bushi 5/Hida Avenger 3]

The information presented before the semicolon is the
character’s class and level in the d20 System,™ The informartion
presented after the semicelon is the characrer's rank and
school in the LR RPG 2E System.,

Sometimes material must be presented for one system
or the other. In such cases. this text will be contained in
a callout box with a gray background, such as the cre below

The headers for these boxes will clearly label which information

is for the d20 System™ and which information isfor the LSR
RPG 2nd Edition ("L5R BPG 2E").
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Shiba Gysfaido sal down in the shede with his bowd of rice, awny
from wherethe other bushi were taking their midday-meal. Tiie
prale vaiing bughi looked casually at the athers, studying Uheiy
actions befare beginning s meal. All about the Shogun's canip,
Cgiert i warnen were maving quickly from one duty fo the nexl,
muaking sure Lhe site wonld be teedy by maghtfall. Kaneka
Aemanded his saldicrs master the art of steiking eamp quickly, The
soldiers becane quite adept ol the fask. Nonethieles, ff was o furi-
pus, inelemant niater this sebiing up and breakang dows camps
repeatedly. Shiba Geukudo woendered if he wonld soer srow acceis-
tothed fo semamg an e IL--|1r.lgu:l:|:r-uTnm-' bt so long as the shegenja
fre pratected waes conmurded do follma Banela, Tie wies didy Bound
tofolliie,
14t i rave mement when e wngablelo e away from
Lsnanar Jairt s side, Ahogh be wias stever g af whene she uag,
Liket all frmod by the Shilw Yofimbo Academy, Gyrileteds shared o
supernatiral sense of his charge, and he made certam he feper
shrivyed oo fur even in mmogmesnts of vedl, His senior iank among e
abtrer bushi i the comp allowes hine the small lixiry of walking
fo thee edge of the cammp and tuming his back on the bustle if con-
barirted, indl Gysthaido took advantage of 11,
The yojimbo looked out upon the volling grass plains and
altempled dp share i theiy quiet harmony The tios of the long
- grass wagied slotolydnea mild breese, and Gyadeado dlosed hes eyes as
I allowed the serasation of laating ta overtake b, The stiss and
. ees of th past days fell mway froom haim, allowing the yoimba to
" heve d amoment of —

“T think they EAVE YU T i than I gak s vaice, s.‘Pru:r‘p .;md
irrilating snapped Gyttkiide ol of NS meditation i ieslant,
The Shiba ynoved the conrment veflexively aftempting to fall back
intto his trarce.

: ﬂJnr_r here, 1 caric J'E-r' rhrfmd Wihtere 1 the line jﬂr the glur].'-‘"
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sk as well Hle man conlived, obously coming closer, “I
thiepthe T get tived if F Had afull stomac?

Sightrg wardly, Grakatdo shoswly opered his eyes dpd he:nlteri '
his hiead to repard the ntruder. The yojinibo’s anger rose as he sai
the unkenipt ronin before him. The other man wore fll-mzin-
tained armoer and tatlered rogs thal may have ehee passed for a
kirmane, The rorins unshaven face was shill fegarding the bowl in
his s as if staring ab ot forlormly would couse mare: '|"|.|'.-a" ta
nm:mr ; o

"o are |!I:~||..|'|'1IJ:II|?, mie! Crackudo said curtly,” E'Jnm L:m'e we

to my meditations”
“Meditalions? Are pou a menk? the vondy asked with impolti
(LTl

'L annat a monly ronin, nonetheless | ant medilaing come
the Phoenix’s vesporse, this time somewhal o ireitaled,

“Lam nol avonin, Ehoen s, Tam calingl” the ather snar cagkled
in yespones, mnrh:::g Covtabeaded s wamds, '

Gyikudo lock a deep lnenth, Uhen staod and teernd 4o J'Jlii!_} fizce
the ronin. 'The Fhoenix Ineshi touvered o gord foot over the oy
i o glaved down at i, WL a ke you :Ir.ung it e o
Shomin aamp, vonin " L

Tust as swiftly'as Gyubda stood wp, the other m’f:r: sal ditln
and plopped his ree bowlan his lap: 1 was invilec, ¢f yvou mst
Rrote” hie said wagging a finger ut the Phoenix in o scolding ges
fure, ﬂlwgh Lfired 1f riede a samurai is 5o curiows of ﬂnnlhnrs'
busimess.”

“1 have a hard time believing sich an insolent renin 11mJJbﬂ

given the hanor fo shave in the glory of the army of f{'nurlm the -2

whugt-url
“Gloryi™ the ronen replicd quickly lookang from side to ade, His:
eyes were wide with sediden, eager awve, "I did not kiow there flas
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Oyt swent slack jawed in shack as he stared at the hittle men.
“Stop playing games, ronin, and leave befare T have you bealen for
arraying me)

The rinin's face beeamne deadly calm as he Tooked wp ot Gyukudo,
*1 not an annoying semurai. And 1 warn you aginst brying to have
me punished, T would nol like to harm your lackeys for having fo
carry mil your misguided commnds”

“That'’s enough!” Cyulado nearly roared, and meve thas one of
the ather bushi in Lhe camp hegan lo lake notice of the
seepte, The Phaenix samurai reached for his katana as he
took: e step toward the man on the grownd, £0)

Wilh alarming speed, the little man foszed bos rice ]
bowl al the Phoenix's fecl, causing the yojimbo lo
stumble, From his sitting position, the wmin leapt af
Gyukudo's chesl, gripping the swmurai'’s swend
hartad with hiis own and farcing them both to the
graerd witle his momentum. Gyubedo slemmed
inla The earth with his chin and chest, while the
ranin landed an the yojimbo’s back, pinning
Cyakwdo’s arm behind hes back.

“Apologize,” the nean chided.

Shiba Gyakado was mof @ man given do fits of mge,
bait he wies swiftly veaching his lmit, With a lowd grund,
he shifted his weight and [lipped over. The vonin sprang
away simbly, and Gyuluda quickly got back on his own feel,
The two combatents circled exch other warily Jor a maoment,
ani a senall group began to walch the proceedings. Tuo Shiba
sarturai began o move lowands the gray, bul Cyuekudo neised
a hand and barfed, *Stand downl This 15 my fight."

Seeing an spening, the vonin leapl forwand again, bt the
Shibe was veady, Crulendo turned to the side, fucking bath arms
elainid hais bagk anad Leshing oul wilh a side kick at his aivborne
oppanentl, The ronin twisted impossibly in the aix, dodging the
attiack and ence again landing on fiis feel, Mot missing a momenl,
Covukudo drew hus sword and made a skilled cul through the air af
the ranin, The blow stopped an immeasurally small distance from
the ronin's face, and both men stoed abselutely stell as they locked
FAZes,

“The Way of the Phoenix is the way of peace, ronin. 1 would prefer
not fo takee yourr head," Gyidaudo said throegh elenclied teeth, *Gie
P at rEsor b spuere you, vorden”

“Hewe's one,” the man replied, smiling innocently as if his death
whas Hat a razor's alee from hés own face, *1am not a roning 1 an a
monk, Also” the man continued, and Gyukeda’s mrms suddenly felt
lighter than air, “because youe don'l huve @ svond”

Confused, Gyukudo lpaked down at his arms, which were both
held by the shably monk's hands in a comples grip. It was at that
rhowment thal the Phoenix vealized he could not feel his arms at all,
and his sword’s hall was resting befween hs appanent's foreerins,

“Keen!" a familiar voice barked, and both men snepped to
aftertion instantly, The crowsd that gathered quickly fell in s well as
they recogmized the stern command of their Shogun. Gyuleuda’s swond
fell to the grass and the yojimbo flicked his gaze to i for a half second
before realizing any movernent at this point weuld be an affront
to Kanela,

“Koan," the Shogan vepealed, walking up sowly to the hua nen.
The Shogun looked the vorin up and diwm exitically and finally saad,
“You're here, then, Good, Gyubkudo-san e said, turning to the
Phoenix. "Pick up your sword and salute your mew senser”

Koan smiled.

MARTIAL ARTS
STYL=S

Wity of the Open Haed introduces a number of new martial ans
styles utilized by the Brotherhood of Shinsei, rthe Grear Clans,
and other groups throughour Rekugan and beyond, Marrial
art styles in this book are divided into two types, major and
minor, Major martial arts are highly advanced schoals thar
have existed for centuries, Minor schools, while sill impres-
sive, have not ver quite progressed ro the same heights as
major styles. Characters progress through these styles by gain-
ing a chain of abilities, each of which must be learned in the
proper onder.,

MARTIAL ARTS STYLE
CHAIN FEATS

Exch major martial are style is described as a series of
five style chain feats — Novice, Intermediate,
Advanced, Expert, and Master. Minor

martial art feats have only three feats
e Wovice, Advaneed, and Master,

P Ly T



hese martial art fears often counr as kiho fears, so thar
:i!il.»:.'!.-‘i.‘.l characters :|:|1Eg|.':|r have easier aceess to them,
depending on the particular stvle. The siyles of cerrain
Great Clans might alse count as clan feaes if that style is
exclusively used by bushi of thar clan (though access 1o
these feats can be gained by taking the Different School
feat normally). Martial are scyles chae are frequently
utilized by non-bushi members of a clan might not coum
as technigue Teats — see the description of individual
feats [or details,

Each martial art style chain is designed 1o work inde-
p-enr[e'nﬂ‘_.-'. Feat Tequirements are |:{-]'|T o @ minimmum,
though Improved Unarmed Strike s common and all
requite the previous links in the style chain. However,
many style chains do have additional abilities if com
bined with feats outside the style chain, No two martial
artists are alike, even in the same style, and would-he
mattial areists are encourapged e experiment and com-
hine abilitics to taste.

Unlike other feacs, 2]l martial art .li1'!|"1|‘. chatn fears
require a teacher, This teacher must possess the feat in
question, Once the student has studied for what the GM
fecls 15 an appropriate amoeuant of time, the character
pains the feat normally.

Some GM's may require players to spend months
honing their skills. Others may feel thar the player has
mastered most of his art through ‘an-the-job eaining'
and merely requires a few hours with his sensei 1o
process what he is learned. This is lefr up to individual
play styles and the demands of the campaign.

There is no specific rule against taking fears from more
than one style chain, However, students of o particular
discipline may be reluctant o share their seerets with a
known pracritioner of another mareial art, In many cases
it may requlre a great deal of effort, respect, and perhaps
even guile on the part of the student if he wishes 1o find
a willing teacher.

RMARTIAL ARTS STYLE
CHAIN TITLES

The Jiujursu skill is the defaule hand-to-hand combar
skill for all martial art :-.I:.-'|1'::. This counts ns a WrEnpon
Class skill rather than a Specialized Weapon Skill (see the
Player’s Guide, page 175, for a definition of Weapon Class Skills
and Spectalized Weapon Skills).

Far a character to become adept in 2 certain martial art
style, he must first gain the Specialized Weapon Skill chat
pertaing to that stvle. Gaining this Specialized Skill does
nothing in and of itself other than granting the character
the normal advantages of a Specialized Skill, However,
once the character has acquired the appropriste amount
of skill ranks. he may purchase a ritle.

Each major martlal act stvle is deseribed as a serdes of
five style chain titles — Noviee, Intermediate, Advanced,
Expert, and Master. Minor martial art feats have only
three titles — Novice, Advanced, and Master, Thess titles
are rt--:h'.'ni-:'-.1||1l,' Advantages, and each one costs a certain
number of character points. Each style also lisis cost
reductions that might apply if the character is of the
appropriate clan, profession, or has certain Advantages.
All reductions are cumulative,

KNOW THE SCHOOL

D20 SYSTEM:

The Know the School feat, as presented in Rekugan™
can be applied to martial arts styles as well as clans, At
the GM's option, practitioners of a particular style
who have grossly offended a player character in some
manner (like, for instance, killing the character's
teacher) might result in granting double the normal
bonus. If, at some point, the player character resolves
this conflict (by, for instance, killing the master of the
rival school that murdered his teacher) this feat can
be exchanged for any feat from the character's martial
arts style chain that could have been taken when
Know the School was originally required. This feat
may be taken without the aid of a teacher, represent-
ing the knowledge the character obtained through
defeating his enemy.

L5x A7G 2=

The Know the School skill, as presented in Way of the
Samurai, can be applied to martial arts styles as well
as clans, At the GM's oprion, practitioners of a partic-
ular style who have grossly offended a player charae-
ter in some manner (like, for instance, killing the
character's teacher) nligllt result in granting double
the normal bonus, If, at some point, the player char-
acter resolves this conflict (by, for instance, killing
the master of the rival school that murdered his
teacher) this skill can be cashed in for the experience
points spent, which can then be spent on ranks in
martial art specialized skills or advantages from the
character’s martial arts style chain. Style chain titles
may be taken without the aid of a teacher, represent-
ing the knowledge the character obtained through
defeating his enemy,

Far a title to be gained, the character must be of the
appropriate Insight Rank. These Insight Ranks are as fol-
lows: Movice (1), Intermediate (2), Advanced (3), Expert
{4), Master (5), In addition, all marcial art style chain
titles require 2 teacher. This teacher must be of an Insight
Rank equal to or higher than the student, and must pos-
sess the title in question. Once the student has studied
for what the GM feels is an appropriate amount of time,
the character gains the feat normally

Some GM's may require plavers to spend months
honing their skills. Others may feel that the player has
mastered most of his are through ‘on-the-job training’
and merely requires o few hours with his sensei to
process what he is learned. This is left up to individual
play styles and the demands of the campaign.

Chere is no specific rule against taking titles from
mare than one style chain, However, students of a partic-
ular discipline may be relucrant to share their secrees
with a known practitioner of another martial art. In
many cases it may require a great deal of effort, respect,
and perhaps even guile on the pare of the student if he
wishes o find a willing reacher.
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UNRARMN=ZD GRH??LIHG

COMBAT RUL=S

The unarmed combat rules and descriptions of kaze-do
and mizu-do in the Player's Guide are designed for use in
any campaign. The versions of kaze-do and mizo-do
described in this book are more detailed, and overrule
the ones presented in the Players Guide if this book is
used in a campaipgn. In addition, other unarmed comban
rules have been updated and consolidated here to keep
things organized and up-to-date.

If an attacker wishes o grapple his opponent, he must
first make contact with an artack roll using his Wrestling
sleill. (Some Specialized Martial Art Skills can be utilized
in place of Weestling.) Armor provides no TN bonus
against this artack. The attacker may declare Raises at this
time in erder to gain an equal bonus on the ensuing grap-
ple if successful.

1f the artack is successful, the artacker mav make a con-
tested Strenpgth roll 1o grapple. He gains a 45 bonus on
his Strength roll for every Ralse declared on the inirial
attack roll for this purpose, IF the attacker is successful,
he gains control of the grapple.

O their rurn, the combatant who controls the grapple
ean elther choose to release the grapple or inflicts
unarmed damage on the opponent and bold them
motionless for one round. I the combatant who contrals
the grapple maintains it, they must make another con-
tested Strength roll every round on their turn to main
tain ir, though the contraller gains a 45 bonus on his roll,
If the defender winsg this contested roll, he may either
escape the attacker's geip or attempt 1o gain control. This
requites a second contested Strengeh roll (the former
controller gains no benus for chis),

MULTI?LE RTTACKS

Certain bushi schools provide muldple atwacks ar higher
levels. These multiple atracks may be used for unarmed
strikes, at the bushi’s discretion, but may not be used for
multiple grapple arcempts or other advanced attack
forms provided by a martial art (tackles, sweeps, joint
locls) unless specilically stated in char martial are's
description,

THROWS

A throw is a bazic maneuver that can he performed by
anvone with at least one rank in an unarmed Gghiting art
(including fiujursu and Wrestling). A throw follows the
same rules as a grapple, but the artacker must make rwo
Raizes on his inirial atrack (these do not provide a bonus
on the contested Strenggth roll),

1f the attacker sirtkes his opponent and sueceeds at the
contested Strengeh roll, the defender is a number of feet
away equal to the artacker's Strength %2 and lands prone
;|':||;! |;|l-:|_". r'.|:-r111.'|| -;|;||1|;|!;.,' I'n-r Af LIEwEE |'|'||-|1 :|r|:|:'|-.' [:'Ir II|I.|.=-
GM's option possibly more if e is thrown onte broken
glass, a spear; off a cliff, erc),

If the thrown character makes an Agility roll greater
than the atacker’s initial artack roll, he lands on his feet
but suffers a +5 TN penaley to all artacks for one round.

WRESTLING
Note that Wrestling skill as described in the Player's
Cuide is intended as a sport, not a combar skill, Any char-
ke |.|::."ihr:__ the ";"l'.-r'n'h.ll'ilq; aleill ir coml wal, T sulfers o =10
[nitiative penaliy

UNARMED DARAG=

The default damage of an unarmed attack is 0ki, The
attneker rolls extra die equal 1o his Strength a8 normal
The Hands of Stone Advantage increases this damage 1o

0k2. The Large Advantage allows the attacker to add +5 10
Damage rolls. Both of these Advantages are described in
the Player's Guide, and can be extremely useful for
unarmed combatants,

UVILVARMED Vs, ARRMED

Generally speaking, an unarmed combatant facing a
trained samuerai is in a grear deal of erouble. There are no
penalties for lighting unarmed against an armed oppo-
nent, other than the face that the armed charaerer likely
does greater damage and has other advantages granted by
the weapon. Using the right martial art seyles, however,
can give the unarmed character o decided advantage.

TH= SHOBO

This weapon was described in the Exolic Avms Guide™
but is of particular interest to martial arrisrs. The
!lilLlI:lU' I5 6 .1-E] ore 1[!..1 Il L".'.[llld‘l.'l' '“'lt].'l Bl ".'rII! L._].‘L' 1lu1:: TU!F
welded halbway down the shaft, allowing it to be held
in a varicty of positions. The shobe is similar in fune-
tion to brass knuckles, adding weight to the fist so
that additional damage can be intlicted. This weapon
is popular among the more militant sects of the
Brotherhood of Shinsei, as well as with ronin, fire-
man gangs, and assorted common thugs.

P20 SYSTEM:

This weapon prants a +2 damage bonus when fighting
unarmed, A character wielding a shobo is not consid-
cred armed unless he has the Improved Unarmed
Strilce feat, It costs 3 bu and weighs _ b

LER R¥G
This weapon allows the wielder ro roll an extra die on
i|." Ui '.t 'ililn'lllgl".




HISTORY OF
RORVGAS
MONASTIC
ORD=RS

Fortune waorship begins in Rokugan: pre-history

The primitive tribes of humans scattered throughout what
will one day become Rokugan discover the presence of pow-
erful nature spirits. These spirits, denizens of Tengoli, hold
tremendous stay over events in the mortal world, These spirits
come to be known as Fortunes and are worshiped in couniless
shrines and remples across the land.

The Tao of Shinsei transcribed: vear 42

Shinsel, the Little Propher, arrives in the Hantei's coure, He
promises a victory over the armies of Fu Leng, and pains an
audience with the Emperor, The two speal throughout the
night, their conversations dutifully recoerded by Hantei'’s
brother Shiba. Shinsel's advice, 1o gather a band of mortals
from every Great Clan, ultimately leads to the Fu Leng's
defeat. The legend of the Seven Thunders is born, and Shinse
vanishes into history.

The first Great Convocation is held: year 44

Twro vears after Shinsei's disappearance, those who have taken
up the S1.L|:IJ.:|.' of his words come h:-g:!l]mr irs Shinsei no Surmii
Mura, a village devored to the Little Propher in the Dragon
lands, At this council, the various groups of monks whe have
come to embrace Shinseis wisdom agree to compile and
codify tales of his travels and combine them with Shiba's own
transeriptions. Thus the Teo of Shinsei is born. 1t is agreed that
a convocation shall be convened ae Shinsei no Sumal Mura
every ten years, when the various leaders of different monas-
tic groups can come together and address issues that pertain
toall students of Shinsei’s wisdom, and additions may be made
1o the Tao if necessary.

Shl.nself.m and Fortune \‘I‘i}rﬁ]‘ﬂp combined: yvear 48

Twra years after taking the throne, the Shining Prince Fante

Genji officially unites Shinseism and the worship of the For-
tunes, declaring hoth 1o be equally importane and official reli-
gions of the Empire. There is initial resistance from funda-
mentalists of both beliefs, but the Empire soon ﬂl.'l_'illi[.‘? to the
idea thar these two sets of beliets are not mutually exclusive,

The Phoenix Clan discovers Uildo,

the Serene Prophet: year 72

I[n g remore provinee, the Phoenix discover the child Uik,
cursed with the terrible pife of prophecy. His maddened rav-
ings vary berween inspiring insights into Shinsei's wisdom
and terrifying prophecies of death and darkness. The Phoenix
rake Uilklku into their custody and care for him, dutifully
recording all his prophecies. The Phoenix share this informa-
tion freely with the Brotherhood, who help them to under-
stand more obscure and enigmatic portions of Ulikku's rim-
blings. The serene prophet lives comforrably in the Phoenix’s
custody for almest twenty years before suceumblng to a terri-

ble fL'.'n;,r.

Formation of the Shinmaki Shinseist sect: year 234
At the tenth Grear Convocation, 2 monk called Basso Appears,
claiming o have in his possession a lost compilation of Shin-

sei’s wisdom, written immediately before the Little Propher
disappeared into the Shadowlands, Many believe its philoso-
phies are an outgrowth of Togashi's interpretations of Shinsei's
wisdom, rather than Shibak, Basso urges the wisdom of this
"Diamend Surra” over other collections of Shinsei’s writing.
Bassos urgings were considered outrageous by some, includ-
ing the legendary monk Kobe, who left the meeting and was
never seen again. At the Convocation’s end, enough monlks
had embraced Basso's ideas thae 2 new sect, Shinmaki Shin-
seism, came into being, The exice teachings of this sect remain
a mystery to all save those within it, as the differences
between the Dinmond Sutra and the original Tao are subtle 1o
be sure. Even so, subtle differences in a document as impor-
tant as the Tao are enough to cause a wise rift between the
Shinmaki and other Shinseists,

Togashi Kaze is executed: year 251

The ise zumi 'l'ugu.lihi Kaze, progenitor of kare-do, iz called
before Hanrei Ningi to demonstrace his martial ares. Kaze
refuses, citing that he has anly taught his art to peasants so
that they might delend themselves in the face of an Imperial
decree forbidding them from carrying weapons. The Emperor
commands his Emerald Champion to disparch Kaze, but the
Champion refuses and commirs seppuleu, The Emperor's gen-
eral, a Marsu, is offered the position as Champion on the con-
dition that he exceute Kaze, The Lion warrior cuts the monk
down without hesitation, bur kaee-do survives.

Formation of the Shintao sect; year 254

At the pwelfth Grear Convocation, the Brotherhood of Shinsed
decides to peacelully resolve prowing philosophical disputes
among the order by formally separating the Brotherhood into
multiple sects. Shinmaki is recognized among these, bur the
most predominant is the Shintao sect, Students of the Shinte
path believe that studying the Tao is unnecessary to achieve
enlightenment. Shinsei himself achieved that elusive seate
before the Tao was ever written, they claim, and thus anyone
can achieve enlightenment if only they do what is necessary,
This sect places great emphasis on meditation and contempla-
tion, and immedintely draws the attention of many more
inrernal and philosophical Brotherhood members.

The Asahina lamily of the Crane is formed: year 353

The powerlul Phoenix shugenja lsawa Asahina launches a
vengeful campaign against the Crane, only 1o be swayed by
the honor and selflessness of a single Daoji samurai-ko.
Asahina joins the Crane ¢lan and i given a family name in
return for his many contributions. Asahina forms 2 close hond
with the Brotherhood of Shinsei, particularly the Order of
Mercy, a sect devoted 1o the Fortune [izo. Many new monas-
teries and shrines are built throughout Crane lands as o result
of this hond.

Hantei Kusada sponsors the Brotherhood

of Shinsei: year 428

The cighth Hantei Emperor, Hantei Kusada, becomes a pawn
of the Gozoku Alliance, This cabal of Crane, Scorpion, and
Phoenix leaders train Kusada ro be a loyal pawn after kidnap-
ping him to gain control of his father, Hantei Fujiwa. Kusadas
only accomplishment of note is his sponsorship of religion,
and he is responsible for building over vwo dozen magnificemt
temples in Onesan Uchi in places where Shinsei visited or per-
formed a holy act. At one point, it occurs 1o Kusada thae the
Brotherhood is completely beyond the Gozoku's control, and
orders them to serve him as his spies while he seeks o0 escape
from their domination.
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The Brotherhood has little choice bur to obey, as the
Emperor is the supreme authority for all Shinseist orders. The
Gaozoku discovers four of the spies and publicly executes them
for ereason, all in the Emperors name, The Brotherhood is out-
raged by this action, and begin to resist the Gozoku openly.
The goeoku strile back, arresting Gaman, Master ol the Four
Temples, and burning three sohel monasteries. The peasantry
see the Emperor’s servants attacking the peaceful monks of
Shinsei and rebel. The Gozoku are forced to cease all action
against the Brotherhood and make reparations to the arder,
but the damage is already done. The Brotherhood of Shinsei
have proven that the Gozolou are not invincible, and it is not
long before their grasp upoen the Emperor is broken,

Coronation of Hantei X: year 487

The first Emperor to be traced back from a lose branch of the
Otomo when the previous Empress dies without an heir,
Hantei X surrenders his personal name so that he might just
be known as the Hantel. This becomes a tradition for the
Hantei dynasty and eventually for the Toturd dynasey that Fol-
lovwes.

Hantei X is well known for his distaste for shugenja, Thus
he sponsors the Brotherhood and other prominent monastic
arders throughout his rule, viewing them as a preferable alter-
native to the mystic rituals of shugenja. This creates somewhat
of a rift between shugenja and monks, causing each to pursue
their own agendas maore frequently than cooperating with one
another,

Temple of Lost Gods created: year 597

Hantei XV, also called the Steel Chevsanthemum, is well
known for his disregard of religion among his many other
deep character flaws. During his reign of terror, Hante: XV
abuses bis status us leader of Rokugani eeligion to elevate
dozens of mortals to lesser Formune starus as 2 means of eter-
nally humiliating them. Such Fortunes include the Foartune of
Torture, the Fortune of Dung, and other such sbominable
titles. Following his death, Hantei XV11 establishes an
arrangement with the Four Temples within Otosan Uchi. In
the future, all such decrees are handed down from the
Emperor to be formally anncunced by the head monk in the
Four Temples, and will not be announced unless the head
monk can fnd an Guspiciovs (tme 1o do so The definition of
what is auspicious' is intentionally left up ro the Brotherhood,
granting them unoflicial power to file away dishonorable o
frivolous requests indefinitely. Even with this new edicr, the
Steel Chrysanthemum's blasphemy cannot be undone {and,
technically, is not blasphemy). A small temple in Fhoenix
lands is dedicated to these *lost” Fortunes but they are other
wise ignored in both the mortal realm and in Tengoku,

The Hirst Tournament of Thunder is held: year 675

The Order of Thunder, follovwers of Osano-Wo, hold their first
great tournament on the Plain of Thunder near the vase Shi-
nomen Morl. The monks there invite grear warrlors from all
across the Empire in an attempt to find a mortal worthy of
receiving the Thunderer's blessing. Over a hundred compen-
tors enter the Hest tournament, representing all Grear Clans
and most major sects of Shinseism. A monk follower of Bisha-
mon emerges victorious and receives the blessing of both For-
tunes. The monk takes the name Kobo, after a legendary
monk from early in the Empires history, The Tournament of
Thunder 1s not held again until Kobos death many vears later.

The first shugenja wins the

Tournament of Thunder: year 912

A shugenja emerges victorlous in the Tournament of Thunder,
practicing a previously unknown mystical art that none else a1
the tournament recognize. The shugenja adopts the name
Koan and sets out into Rokugan to hone his art,

The Pure Land sect is formed: year 1004

At the ninety-sixth Grear Convocation, 2 new sect is formed
within the Brotherbood of Shinsei. This sect comes about
from a graup of vounger monks who assert that Shinsei was a
Fartune, much in the same way thar the Order of Mercy
viewed the Fortune Jizo. Upon Shinsei's death, they claim that
lie aseended into a pure realin froe of the Celestial Oeder and
the kharmic wheel of existence, The Pure Land sect claims
that those who are worthy can ascend to the same realm upon
their death and achieve enliphrenment from the Liccle
Prophet’s direct teachings. Although most sects and samurai
find this idea somewhat strange, it 15 soon embraced by many
peasants, who pray to Shinsei to allow them ar their ancestors
entrance into this paradise realm.

Yogo Junzo launches o campaign against

the Brotherhood: year 1126

Consumed by Taint and corruption, the fallen Scorpion
shugenja Yogo Junzo and his horde of undead and demonic
followers rmmpage across the Empire. Junzo rargets all manner
of historical recards and libraries, but his foremost targets are
Brotherhood monasteries in hopes of finding Shinsei's
descendant, By necessity, the monks are forced to enter the
Clan War and Face Junzos dark forces or lose all their order has
buailt,

The Second Day of Thunder: year 1128

Shinsei’s descendant, known as the Hooded Ronin, gathers
Tu::uge,-l;her the reincarnated Seven Thunders to face Fu Leng,
whao has possessed the last Hantei Emperor, While the Broth-
erhood [ights side-by-side with the Greatr Clans against the
Shadowlands horde, the Hoeded Ronin guides the Thunders
in their Gght against che Dark Lord. Fu Leng s defeated and
the Shadowlands Horde is brolken,

The MNew Tao: year 1128

Following the Day of Thunder, the Hooded Ronin has o pro-
longed discussion with Toturi, the hero who is to become
Rokugan's new Emperor. Isawa Osugi records this discussion,
which the Brotherhood dub the Mew Tao. Shortly after chis
discussion, the Hooded Ronin disappears into the same
obscurity from which he come,

The death of Hida Kisada: year 1130

The Great Bear Hida Kisada, Cral Clan Champion, is declared
the Fortune of Persistence by the Emperor Toturi 1. Kisada is
the first mortal granted Fortune siatus by Imperial decree in
several centuries, and some find it highly ironic that one of
Toturis [rse decrees granes Fortune status 1o o man char was
once his biterest enemy. The pronouncement leads to cele
bration throughout the Crab lands, and many elderly warriors
shave their heads to hegin a new life as monks revering
Kisada, The Brotherhood is granted numerous resources
within Crab lands to aid in establishing this new order, giving
rige to many new monasteries appearing throughout the Crab
lands. This creates a close bond berween the Brotherhood and
the normally indifferent Crab Clan that continues to the
modern day, which some theorize was Toturi’s intent all along.




Loss of the True Tao: year 1132

The original copy of Shinsei's Tao, including the New Tuo, is
srolen from Orosan Uchi by the Kolat in an attempt to protect
it from the Shadow. Fall the Tao is consumed by the Lying
Darkness, and presumed lost forever. The other half is eventu-
ally given back into the safekeeping of the Crane Clan,

War in the Heavens: year 1132

During the peak of fighting with the Lying Darkness, the
Empire is plunged into chaos, Onnotangu, the Lord Moon,
gends an avatar to Otosan Uchi to aid in the city's destruction.
A monk named Takao, the Acolyre of Fire, defeats the Moon's
champion in single combat and breaks the Shadow’s hald aver
the city. He thereafier bears the tirle "Master of Five.”

The Master of Five disappears: year 1153

Takao disappears, All attempis w discover his whereabours are
fruitless. The Brotherhood decrees thar che Master has gone in
seqrch of some pivotal aspect of his enlightenment and makes
no move to fill the position.

Tsi Xing Guo ascends: vear 1155

The ronin blade smich Tsi Xing Guo is selected by Lady Meon
and Lord Sun o ascend to Tengolu and serve them as the For-
tune of Sreel, Tai Xing Guo serves the Lord and Moon by erali-
ing weapons at their behest, thar they may continue their
battle across the heavens for eternity,

Shiba Tsukune ascends: year 1158

Shiba Tsukune, Phoenix Clan Champion, chooses 1o abandon
her family and clan in order ro save the immorral soul of
Shiba, She succeeds and wkes her place among the henvens are
Osano-Wa's behest, becoming the Fortune of Rebivth.

The lost Tao is recovered: year 1158

A cabal of Scarpion shugenja, seeking to plumb the secrets of
the Spirit Realms to determine il the Tying Darkness is truly
destroved, Inadvertenty summoen foreh the lost hall of Shin-
sei’s Tao, Yogo Tjeki returns the Tao to the Brotherhood on
behall of his lord Bayushi Yojiro, reminding the monks that
the Scorpion may call upan them for a favor of equal caliber ar
a loter daee, Wicth the Tao restored, many prominent monks
withdraw 1o study the text anew at the Four Temples of
Eyuden Seppun.

The War in Tengoku: year 1159
Fu Leng is unleashed from Meido, Realm of the Dead, and lays
siepe to the pates of Tenpoku, the Celestlal Heavens. Along
with his vast army of ond and other dark creatures, Fu Leng
spends months attempting 1o gain aceess eo the heavens.
Many Fortunes die at the hands of the Fallen Kami and his
minions, sending shockwaves through the moreal world's
monastic sects and followers of the slain Fortunes,
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Plains Wind monastery worships

the Lords of Death: year 1161

A small but prominent monastery within the Unicorn lands,
Plains Wind monastery, announces to the Brotherhood irs
intention to change its predominant focus from reverence for
the Fortune Kuroshin to worship of the Shi-Tien Yen-Wang,
the so-called Lords of Death. These former gaijin gods, newly
revered by the Moto, seized power in Meido during the War in
Tengoku and now, the monks of Pliin Winds MOenastery
assert, should be revered with equal devetion to Emma-O, the
Fortune of Death,

The rest of the Brotherhood is generally shocked by this
potentially blasphemous declaration, too outtageous even for
their open-minded membership. The monks of Plains Wind
are cautioned to rechink cheir proclamarion, but they refuse,
Most of the Brotherhood shun Plains Wind Monastery and
avoid contact with irs monls until the later ascension of Toturi
111, who officially recognized the status of the Shi-Tien Yen-
Wang as minor Fortunes,

MONK
CHARACT=R
CLASSZES IN

ROKVUGATL

Manastic traditiens are among Rolugans lonpgest-stand-
ing cultural and societal insticutions. Monks devoring

The zohel class represents a pure warrior monl, The
class's nbilities are considerably more combat-oriented
than the standard monk, and make for an excellent Seven
Fortunes monk, at least for those Fortunes that are more
wrathful and destructive. Bishamon, the Fortune of
Strength, would certainly have a monk with such abili-
ties. Even some minor Fortunes, particularly powerful or
combative beings, might share an affinity for combarive
abilities. Osano-Wo, the Fortune of Fire and Thunder, is
perhaps the finest example of a divine power that has fol-
lowers from the sohei class. If the Oriental Adventures
sourcebook s not available, howaver, the standand monk
or an inkyo with the proper fears can fulfill this role with
ease,

The inlyo is a monk on the path to enlightenment, a
soul in touch both with his inner energy and the ele-
mentil energy that all mortal men can access if only they
learn howe Even among a Brotherhood monastery, there
are typically only a handful of inkyo, and mose never
advance to true mastery of their abilities. A high-level
inkya is an exceptionally rare individual, and tend o he
legends among their breehren, remembered for all time
as the truly enlightened souls of Rokugan, While inkyo
ave vare individuals, this is net o siy I:lu::,.l ke rare |1|:|jr|.~.r
characters, As plaver characters tend to be powerful,
charismatic, and exeraordinary individials inkyo make
excellent choices for a player character on the path of
enlightenment.

vLAYING A RMONK
IN ROKVGAT

themnselves o the Seven Fortunes have existed as long s
any histarical records known 1o exist, and some believe
certain sects predare the Kami's fall from Ningen-do
from the Celestinl Heavens. The study of Shingel's
wisdom began not long alter that, with the Hrst studens
taking up the writings that would become the Tao even
before the Lirtle Prophet and his Seven Thunders disap-
peared into the Shadowlands.

Bepresenting the different philesophies of the differ-
ent monastic arders in Rolugan is a relatively simple
matter that can be medified o allow for a large number
of varians. Frestige classes and feats allow for 1 great deal
of customization, of course, but the basic building blocks
of 1 monk character beging with the three monk base
classes available 1o characters in Rekugan: the Monk
(from The Mavers Hondbook™), the Sohei (from Ovienlal
Adventures™), and the Inkyo (from Rokugan™). Each of
these classes has varying ahiliries and strengths that can
be used to represent different facets of Rokugan's many
monastic rraditions.

Thf.‘ .l:l';IFi.I: ]'.I'.ID].'I]{ '.'.].I'IEE 15 an E‘?i.'.'.'l'.“l]l:'nt Means 1o l'L'I_JI.'E-
sent a monk who has a slightly less passive and more
martial bent. As 0 monk increases in level, the abilities
become more and more impressive, bordering on the
superhuman, This is an excellent means of retlecting a
monle b&g,].m]ihg [0 eXpEnence the a[u']:ilir_'s that ]{ihu and
E-nli.g;hrenmrnr br[ng. Monks that follow minor Formmnes
plien have access to these abilities, although they rarely
advance o the rype of abilities possessed by the other
monk classes,

The presence of o monk in o party of player charaeters can be
problematic. Monks hold a curious place in the Celesdal
Order, existing in a nebulous state that places them techni-
cally in the same category as heimin, though above samurai in
that they are honored advisors and keepers of knowledge.
While samural are not required to pay them any attention, and
monks generally acknowledge no lerds other than the
Emperor, it isa foolish sumurai indeed who Ignores the advice
of the Bratherhood.

The primary obstacle in the inclusion of moenk characters
i a campaign is mative, Monls in Rokugan are often ascetics,
EI.'II'j FI'LLEFLII." & J.E.I.-L' L'Ii- EU[!'I.I:IHP!-EI“.I'_'IJ.'I. ﬂl'l.ll! 51.1.IIJ.'!." I-iJ[J:Il'..'E [J.'EEI].'I
adventure, Exceptions always occur, however, and there are a
number of means by which a monk could come to teavel
alongside samural,

VNFINISH=D BUSINZSS

According to convention, a samurai usually shaves his head
and retires to a monastery at the age of 40. This tradition is
overlooked by a large number of samurai, but there are still
many who follow it. Mot all find the lite of @ monk to their
|i|:r.lr|g, however, and come e J'r_'}_:anl matters from their preve-
ous life with increasing imporeance, It is not unheard of for
sich individuals ro return to the Empire ar large to complete
some task. Some even return to serve their lord in g dilferen
capacity, such as the monk Konetsu served Daji Kurohiee.
Such individuals are typically viewed with mild disdain for
(ailing to follow through on their commitments, however
they are often treated with the respect a fellow samurai would
normally receive,

i




ENLIGHTENMENT THROUGH ADVERSITY
Some monaste orders teach that enlightenment can only be
achieved by thoroughly challenging ones mental and physical
abilities. The Togashi ise zumi are the most prominent of
these, but there are many sects deveted to worshipping the
Fortunes that have similar philosophies, Monks of Osano-Wo,
among athers, believe that they honor their patron with feats
of strength and bravery.

SUANGELISM

letlgi:. Shinseism is not a proselvtizing religion, the Drother-
hood of Shinsei embraces the importance of education as one
ofits primary vows. It is not uncemmon for brother monks to
travel through the Empire spreading Shinset's wisdom o
those who require it Of course those who require il are nol
always aware of their need, and some individuals require
unconventional training in the forms of [ife lessons (usually at
the hand of 2 pranksier monk). Thus & monk may join a party
because he feels a particular player character requires instruc-
tlon, or merely so that he might travel beside the other char-
acters nnd spread Shinseis wisdom along their imvels,

VOws OF TH=
BROTH=RHOOD

*The world 15 simple. Tt 15 those whe pereeive if that seake things
complicated.” ~ Shinsei

Shinseism is, by its nature, a religion with no -:inﬁ'mn and relz-
tively few inherent strictures for its pr:h.'ljlimml*s.'l']h: Book af
Dutles, which lists the responsibilities of Shinseist monlks, is
written in the form of o series of cautionney parables rather
than as a set of rules. Each sect of the Brotherhood interprets
the Tac's instructions differently, with the vews of one sect dil-
fering wildly from the next.

One important consideration when understanding the
Brotherhood (s the nature of 3 vow. Vows are not a lifelong
commitment to be followed blindly, They are a promise, val
timtarily taken to aid a soul on the path to harmony. A vow, if
broken, is not moot nor is a monk [orever damned for a single
mistake. Ifa vow is violated, it is a monks duty to adhere to it
even more strongly in the furure, Likewise, not all vows are
eternal. A vow of silence, for example, mighr be adopred while
the monk learns the value of patience and communication,
Cnce he feels this lesson has been adequately understeod, the
vow can be set agide.

All vows are very personal, only entered into by choice,
E¥en 50, some seces are somewhat scricrer in their beliefs, and
thus may require their adherents 10 obey certain vows, A
monk wha fails o maintain these vows may no longer be wel-
come 1o that particular sect, but he is by no means case out of
the Brotherhood entirely. In most cases, such a parting may
even be amicable. The sect may recognize that the monk can
learn nothing further by adhering to their beliefs, and must
continue his journey elsewhere,

Though most vows are optional, there is 2 series of vows
recorded in the ook of duties that is considered central to a
monks duties, These are known collectively as the Four Yows,
and though all sects adhere ta them, interpretations wary

'I.'I.';il:]]_'!lr_

LIVING BEINGS ARE COUNTLESS;
| VOW TO SAVE THEM ALL.

O the Four Viows, the [irst couses the preatest amount of con-
traversy between worldly sects and their mare reclusive coun-
terparts. The idea that it i 2 monk's duty to save’ others is not
in dispute, but what it means to save’ another and how pre-
cisely this should be accomplished is open o deprees of inter-
pretatio,

The vamabushi monks of the northern mountains, for
example, firmly believe that one can only obain true wisdom
individually. For this reason, they remove themselves from
sociery so that others might be left 1o find this ultimare truth
themselves, Monks of the Questioner sect, on the other hand,
believe that an ordinary soul, if left to his an devices, will
slagiale in ignorance. Thus Questioners venture out into the
world, seeking to shatter the preconceptions of everyone they
meet with difficulr questions and odd behaviee

Almaost all sects interprer this vow 1o be an admonishment
against violence and killing. This is the reason many sects take
vows of pacifism, and others take strict vows against consum-
ing meat produces of any kind, Numerous seces extend this
interpretation beyond themselves, [t is not enough o simply
refuse to harm others — o monk must make it his duty 1o
actively prevent others from harming one another, The Seven
Fortunes monks accept this interpretation as an encourage-
ment to act as diplomats and arbiters, aiding in the resolurion
of disputes and advising men and women in power so that
peaceful solutions can be found. Other extreme sects have
been known to protest war in the name of this vow, blacking
the J.'I-dlllf-i ol armies even at the cost of their own lives.

Most sects have somewhat fuzzy interpretations of this vow
where the Shadowlands is concerned. A handful of sects hold
absolure wiews on this matrer — even Shadowlands ereatures
ate not beyond redemption and thus it is not 2« monk's respon.
sibiliey to deem their lives forfeit. Other sects, notably the
maonks of Qsane-wo and the Kuni Witch Hunters, do not
believe thar this vow includes Shadowlands creatures, These
seces see Shadowlands creatures as living embodiments of
evil, corrupron, and death thus they are not only unprotected
by this wow

D=FIL=M=NTS ARE ENDPLESS;
| VOW TO SELIMINATE THEM ALL.

Another 5i111pl|: vow with infinite interpretations, Almost all
sects see this vow as a warning against material entangle-
menis. By becoming ico enmeshed in the marerinl world, one
will inevitably be seduced by corruptive influences and led
down a false path. Observance of this vow frequently leads 1o
a number of secondary vows, including vows of poverry,
celibacy, chastity, silence, and solitude,

Some seces have a grear deal of difficulrty weighing the
importance of the second vow against the first, How can one
sive all living belngs if the world s rile with impurity tha
must be eliminated? Reclusive sects would argue that it the
-;.1111:.-' puss:ib]r_' Wiy I8 1o sefve as an 1.‘:{:!!33]]]1!. Society is created
by corrupt and imperfect beings — only by removing aneself
from society can one stand as an example of the purity and
wisdom thar can be obrained by refusing the values of the
material world. Worldly seces argue the exact oppasite. To
ignore the corruption found in normal seciety does not elimi-
nate it, meher it encourages it. Only by becoming a pare of the
world and undoing evil wherever it may be found can both
the first and econd vows be fulfilled,




A handful of sects grant this vow 1 somewhat more arcane
interpretation, and view it a8 a monk's encouragement (o deal
with unquiet spirits, By lingering in a realm where they are no
longer needed, the ghosts of the dead create defilement and
disharmony that it is a monk’s duty to combat. For this reason
many monks study the ans of exorcism and spirit lore, and are
accomplished at finding metheds of easing the unguier dead.
Taken a step further, sects such as the Crab Witch Hunters sec
the Shadowlands as a living embodiment of defilement. Thus
it is 0 monk’s duty to destroy the Taint wherever it is found,
showing neither mercy nor fear.

SHINSZI'S TEACHINGS ARE VUNLIMITED,
1 VOW TO LEARMN THEM ALL.

This vow has been met with a considerable number of inter-
pretations, due partly to the fact that some versions of the Tao
vecord this vow as “the Ic':u']ﬁm_.r,s are infinite; 1 vow 1o learn
them all" So, while some sects see this vow as an encourage-
tnent to master the Tao as written, others view it a5 an encour-
agement to study.

The Four Temples monks adhere 1o this latter view. Mo sub-
ject of learning is beneath thelr notice. Thus Four Temples
monks are more scholarly than most, and many are well
versed on a variety of academic subjects. The Four Temples

serve a5 much as libraries as temples, and contain a wealth of

scralls detailing all manner of ehscure and arcane love,

Some worldly sects, including the Questioners, do not
believe Shinsei ever intended his monks to restrict their
learning to the Tao, but rather use che Tap as a starting point as
they moved on to learn new things. For these monks, this is
the most imporeant of the Four Vows, and their interpretation
of the other theee vows is viewed through this perspective.
In their geal 1o help others in accordance with the Firse Yow,
these monks act as teachers and advisors — sharing the
infinite teachings in order to save all living beings. In their
goal to remove all defilements in accordance with the Second
Vow, knowledge is never sought blindly All things contain
impurities, and learning is no exception. It is not enough 1o
merely learn something; both the student and the subject
must be improved by the learning. Tt is a scholar's duty not
enly to record data in memory, but 1o improve upon what he
has learned and leave a notes on his discoveries for the nexe
generation, As for the Fourch Vow, there is very little distine-
tion berween it and the Third Vow, for le: arming is a path o
enlightenment in and of itself,

THE 7ATH OF =ENLIGHTENMMENT IS

SUPREMNE; | VYOW TO ATTAIN IT.
At once both che simplest and most demanding of the four
vows — a monk must alwavs seek enlightenment.

Some sects believe that enlightenment can be found in g
simple and caleulated manner. The monks of the Lotus secr,
for example, believe that repeatedly chanting the phrase
"Homage to the Lots Surma’ is a difficule but guaranteed path
to enlightenment. A single perfece recitation of chis phrase,
it is sald, is enough 1o steain enligheenment. Of course the
definition n[:'prrfl:'i:t.' is far from *:.puan:‘:'l'in:J and each member
of the sect is leli 1o explore the mysieries of this perfection
on their own

Most secis believe thar enlightenment is a far less definable
notion, Mo two souls find enlightenment in the snme manner,
Further, enlightenment is not a permanent state. A soul that
finds perfect harmony might just as easily lose thar seate

within moments, and spend a thousand lifetimes trying to
regain it Itis not encugh ro simply attain enlightenment; it is
a state that muse be eternally preserved.

Some sects believe that they have metheds of discerning
when a soul is enlightened, and even go so far as awarding cer-
tificates o those who have proven themselves to be enlighs-
ened. Mosr sects scoll st the idea that a2 material certificare
ceuld prove one's soul has obtained a state of perlect harmony.
Whether or not a mortal being can truly be said ro be enlight-
ened is a truth chat ean only be realized ot the end of their life,
Much like the Third Vow, 2 number of interpretations of chis
vow stem from the fice that not all copies of the Too record
this vow in the same manner. The MMamond Suera, & recording
ol the Tao tollowed by the Shinmalci sece, records this vow as
"The paths of enlightenment are infinite; 1 vow to attaln them
all” By this interpretation, becoming enlightencd once is a
simple task. In face, all souls are enlightened in some small
way, Thiz is not sulticient to become truly enlightened. A
person must become enliphtened an inflinite number of
times, an infinite number of ways, to artain rrue wisdom, Tf
the path seems impossible, then that is, after all, the point.

Enlighrenment is not meant to be easily had.,

SO HOW DO | BECOM=
ENLIGHTENED?

Inevitably, a player character Is going to ask this ques-
tion. How can their wise, pious inky unlock the
secrets of the universe — _ oy ge :
A canny GM might counter that any individual who
sechs enlightenment merely for the power it brings
will never truly become enlightened, Some GMs, on
the other hand, may encourage this sort of behavior
and wish to grant mechanical benefits for becoming
enlightened.

Shinsei stressed thar rrue enlightenment and har-
mony was, of necessity, an intensely personal path.
No two men could discover the truth that lay within
themselves in the same manner. .T_i]u:wise, the
rewards of enlightenment are seldom the same in two
cases, If GM decides to give concrete benefits for
enlightenment, he should feel free to use his imagi-
nation and invent rewards appropriate for the charac-
ter in question, the path they took to enlightenment,
and the campaign.

MYTHS ANRD
L=GENDS

Mysteries abound in Rokugan, Each clan and faction has
secrets that they keep to themselves, from the inhuman
origing ol the Kitsu family, to the mystical traditions of the
Aszko, 1o the horrors the Hiruma witness beyond the Kaiu
Wall. Enlightenment, however, is 2 mystery understood only
by the select fewe who have reached i and even in these cases

some cannot say how they truly came to be enlightened
Many beliefs regording enlightenment fall ineo one of four
CATEEOries.




PANMACERA

In many p-nvtrf.y-ﬁ[l‘il_‘ku:ll peasant villages, enlightenment is
thought aof a5 simply an end to the elevaced soul’s level of dis-
cu-ﬂ:lfﬂ'l'f- Cenerations of peasants have taken the stories of the
serene monks (o indicate thar such people have no problems,
and that enlightenment is a solution to earthly pain. These
individuals may seek the life of a monk simply to be freed from
the redious labor that is their let, rather than -.ir.'r.'k.hag ull[igh!-
epment to truly understand the nature of their existence.

COMPR=HE=NSION

& commen myth is that enlightenment is simply the deepest
level of understnnding everything Many think that Shinsei
wias simply too humble 1o show off his knowledge, bue in fact
knew everything that had occurred, was occurring, and would
occur. Such omniscience is believed ro be pare and parcel of
enlightenment aceording 1o dozens of seets and millions of
individuals across the Empirve. Many scholars (who are other-
wige quite well informed and educated) seek enlighrenment
[or this sake, mistakenly believing it will grant them the ulii-
mate knowledge they hunger for.

—
row=xr
Some seek enlightenment merely out of a desire for power.
The extraordinary abilitics possessed by monks and tales of
Shinsel’s preat fighting prowess only lend credence o the
belief that enlightenment grants real ultimare power upon irs
possessor. While this is, in a certain manner of speaking, true,
the idea that someone seelking to understand the true under-
standing merely so that he might gain the power to subject
others to his will is a contradiction that many elder monks
regird with great amusement. Anvone who pained true

enlightenment, after all, would nort abuse their power in such
i fashion.

RYOTH=0SIS

The Asako believe that an enlightened mortal, one who has
achieved the pinnacle of mortal existence, will surpass the
mormlity and become a Forrune, breaking free of the cvele of
reincarnation. The Asako keep their secres well, bur their belief
is not unique. Many sects believe that through a regime of
meditation and proper behavior one could obtain Fortune
status. Other Shinseists will point out that to become 2 Fortune
one need only for the Emperor to declare you one — such
ascension is more often the vesule of 3 magical effect than true
enlightenment. To become enlightened is not o become
a thing that you are nol — it is o understand whe you are.

TRADITIONAL VIEWS
ON =MLIGHTEMUMENT

CRAB
The Ceab largely reject the pursuit of enlightenment, as they
consider it wasteful when their duties lie upon the Wall, Thar
b“'-"l“E -“--'t'lt[. there are o number of L‘.‘u'.1.!|'ﬂ]11|!|}" picus and intro-
spective Crab, When faced with the horrors they encounter
'dﬂi']'!-". many grizzled veterans rurn inward secking meaning in
their endless battle, or rurn to religion as a souree of hope and
strength, A surprising number of experdenced Crab samurai
have a much deeper and profound understanding of them
selves than any realize, and a number have found 2 small piece
of enlightenment in the midst of their interminable battles,

CRANE

To the Crane, lor whom perfect excellence is the most sub-
lime of all goals, enlightenment is the most honorable goal
any samural can attain, Though enlightenment is more fre-
quent in the monastic orders, the Crane recoghize that it is not
exclusive to monks, and many samurai study the Tao or prac-
tice meditation in their spare time hoping o attain enlighten-
ment, For moest Crane enlighrenment is akin to the mastery of
the Blade or mastery of the court: complete oneness with ones
art, where the student of 1rn|ighlu:nm1~nr'ﬁ art 15 the warld,

PRAGON

Of all the Grear Clans, the Dragon Clan s the most open and
eager to embrace the concept of enlightenment. For the Three
Orders, enlightenment is a primary pursuit, and many tar-
toaed men spend a great deal of time seeking this state in one
form or another. While some believe that eheir mystic frons
grant them an edge on their quest ro enlightenment, the tat-
tooed men know this is not true. The tatoos ave merely a tool
that teaches them more about themselves; the real advantage
they have in their quest is that all tattoced men aee supporeed
and aided by a group of like-minded individuals, ready and
eager to aid one another on their gues:,

LION

Much like the Crab, the Lion are a clan of warriors. They find
lietle soluce in what they see as the trite wonds and empry plar-
itudes of Shinsei. They seek to leave their mark en the world
through actien, not contemplation. Allowing a paciflst monk
1o tell them how o ‘understand the universe' is, in their view,
aveaste of time, Ironically this subborn insistence en linding
their own way through existence places them a step closer o
e I:nligl:lunl::r_'n! than mest, tha ug]'u their absession with
material accomplishments often prevents them from finding
true wisdom.

MANTIS

Far the Mintis, ﬂh]ighl-::l'tmunl i%a l_url:ign cancept. Absarhed
a5 they are in mercenary actvities, accurmulation of wealth,
and ambitious quests [or personal power, the path of enlight-
enment is not one that is open 1o many Mantis (or that even
holds any interest [or them), For those few Mantis who da
seek this path, usually members of the Moshi family, the iso-
lated mounains and quiet beaches where this clan makes dis
home are ideal for philosophical pursuirs.

rHOZ=M1X

The Phoenix are the keepers of the Empires wisdom and
knowledge. As the original authors of the Tao, enlightenment
iz a primary poal for members of this clan. Even bushi and
peasants in Phoenix lands can quote the Tao and spend a great
deal of time in pursuit of L:I1]iE|.l|.|:!IU'|'||.':!I'|I. For the Phoenix,
such activity is not seen as a dereliction of one’s duties — to
seel enlightenment is the duty of all Phoenix.

SCORPION

Often roo concerned with appearance and its manipulation,
most af the Scorpion Clan eschew enlightenment straight
aut, Why waste time seeking harmony with the universe or
peace in the next world when one can masrer this one? In con-
trast, many junshin and retired samurai, sick of the deception
required for their life, embrace the life of a contemplative
monk seeking enlightenment.
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UNICORN

The Unlcorn Clan does not view enlightenment as an exalred
atate, simply an elevated one, Most Unicorn recognize it as a
state some achieve, some do not, and for the most part those
wha are not enlightened live lives as worthy as those who are.
While it is not unusual for any Unicormn to seck unlig]ncn-
ment, it is not common either. Monastic life is especially
common among the Mot

IMPERIAL FARILIES

The Otoma family often look upon enlightenment as a myth,
a harmless task 1o occupy the minds of those with 1o much
Hme on their hands. The Seppun and Miya are more accepting
of the idea, l]]uugh cu:mmun]].r [111:}' consider it ﬁumrr]'ling 4]
be left uneil after retivement. The Toturi Fﬂ]'l'li.!]." i5 51:3:]1|1_,a' 100
young to have any sort of uniform opinion on enlightenment;
each samurai who bears the Toturi name looks upon the con-
cept In their own unigue manner.

SHINSZ]

Shinsei holds a curious position in the Empire’s history. He is
Si.i'r'll.I!T:hH:!l:JFI'.-i]'j" the most beloved and mysterious figun: in
l-L-r.rL-;ugan‘:: histary His priging are unknown. He :|p]11:r|n,'|:|
sccming]? from nowhere, He had na fa mi]'!.-, ne comedes, and
none of the old ribes that existed before the Kami fell knew
of his name, He humbly presented himself before the
Emperor and asked that he mighe help find a way 1o defeat Fu
Leng, The fact that Hantei obeyed the sirange man's request
LH.'I!':." |I|:-:]Jr_'11h' thye mystery. Did Shinsel pu.!r]1:||1:.' say something
or reveal some now forgotten wisdom that impressed the Arst
Emnperor? Was it Hantels own divine heritage that allowed
him to recognize the weight of destiny that rested on the lictle
prophet’s shoulders? Was it simply puve luck thar allowed
Shinset 1o arrive at the time of the Kami's greatest desperation,
when even the advice of a wandering siranger was 1oo pre-
clous to lgnore?

All that is truly known is that Shinsei was Rokugan's first
great hero, His elever insights saved the Empire from destrue-
tion at the hands of Fu Leng, and his kind wisdom inspired
the Empire that was buile in the peace thar followed. Thar he
Shinsei, a man of peace, is so greatly respected in a nation
ruled by warriors may seem something of a comradiction —
but such contradictions are often to be expected when one
plumbs the mysteries of the Tao.

TH= TRUTH

The teuth about Shinsel has never been spoken in any courtof
the Empire. 1t is known D]1|.}' to Shinsei's true descendant, and
the handful of loyal monks who share his lonely path. Before
the dawn of the Empire, Shinsei was a scholar, He traveled the
lands extensively, recording the lineage and histories of the
rough tribes that ruled the land in those days. He never spent
a preat deal of time in any single place, always moving on 1o
the next horizan, the next mystery, There was little respect for
men of learning in those days and Shinset's face was lorger-
table. Mone took note of him, He served no master but his
own curiosity, for few truly cared about the answers he
soughe.

Shinsei chose not to bow to the Kami when 1E=r_l1.r fell from
the Celestial Heavens, for he did not crust that such strange
creatures would rule morials wisely, He had seen many con-

qUETOTE Come and go in hiz long life, and in his eye these dom-
ineering En:l-.is seemed even more d:mgi:mus than most. He
quietly departed, seeking new lands to explore,

During his travels scross what would one day be called the
Plains Above Evil, Shinsei was caught in a terrible storm,
Forced to take refuge within o secluded cave, he made a mar-
velous discovery. He found the ruins of an ancient temple,
alder than any he had scen, with the contenes preserved in
perfect condition. The walls were carved throughourt in the
language of strange inhuman creatures. In thase days associa-
ton with such creatures was not unu:sua], and 5]1'[115-:."1 ]1:u;l
found it useful ro learn the language of the kenku, Thus Shin-
sed discovered thar he could understand some of the writings
he found,

Stud?l:u_.: the WEILNEE 1n more detail, Shinsei saw the pat-
terns of fime laid out before him. He learned the history of a
puwcrf-ul civilization, an :l!i.‘ii.‘ll!i]]!,-' aof five races now ground
into dust benearh their own arrogance. Every one thousand
vears, he learned, there come a powerful confrontation
berween the opposing Spirit Realms. At this time, Jigoku
would serike at the Celestial Heavens rhn:-ugh Ningen-dn:-. the
Realm of Mortals, Each realm would choose its champions
from the denizens of Ningen-do and set them againse che
other. Jigoku's power was in corruption and ciw destruction,
thus its champions were always neardivine beings, Tengoka,
in contrast, drew its power through wisdom and understand-
Img. Thus its |:]'|.'|n1.|'.|in:r|5 Were :1|w.11;'5 iimple maortals, guided
by honor and courage, Whichever side trivmphed would
determine the fate of all existence for ten centuries 1o come,

Shinsei vealized even as he read this how elosely the tales of
past battles echoed those of the present. Fu Leng, who now
vose in the south and threatened the Kamis fedgling Empire,
could be none other than Jigoku's champion. Surely if he did
not return and warn the Emperoer, all who dwelled in the
martal realm would suffer [or one thousand vears, If he
returned, his life would be at risle, for the Kami had little
patience for those who chose not to serve them, Heedless of
the rlrlnger 5} himself Shinsei rﬂuvned ta the Empire, hu.:np[l:g
that Hanred would be patient enough o hear his warning.

Teondeally it was the cloak thae the lintle troveler bore that
truly gained the Emperor’s attention. Just &s his guards pre-
pared 1o turn Shinsei away, Hantei noticed the black crow
emblazoned upen his bacl. Shinsei had found the robe in the
sncient ruing and thrown it ever his shoulders to warm him-
self after the rain, The crow was a symbol of the ancient
kenku. Even the Kami respected the kenku's wisdom, thus
Hantei offered Shinsei an opportunity to speale his piece.

[t eook Shinsei only a few moments (o give his warning, and
explain the gravicy of the situation. Once he had the
Emperars attention, however, Shinsei snw how foalish he had
been to tern his back on the Empire. He saw that Hantei and
the athers meant the Empire no harm, they merely wished to
create some semblance of the order they found in Tengeku,
Though many had stepped forward o serve them, none truly
understood them. Most of their own samurai feared them. The
Kami were strangers in their own Empire.

S0 Shinsei spole o thom. Fe old ihem of his adventures
acrass the Empire, the people he had mer, He shared the
simple wisdom he bad learned on his journeys — and the
First Emperor listened intently. Though the Empire had
existed for decades before, the little prophet had taken the
Hrst true step towards an understanding berween the morial
and the divine, Hantel and Shinsei Rpﬂhn for hiours. Each
learned a grear deal from the other and Shiba recorded every
workd,



THE DAY OF THUNDER
AND AFTER

The First Day of Thunder was the greatest challenge in Shin-
sei’s life, Dmwing upon 2 liferime of skill and wisdom, he nar-
rovely led the Seven Thunders to victory In the wake of that
hattle, he was regarded as a hero across the Empire. The
Emperor elfered ]1'L|_:|: a ]J].EICr.' of honor in his court, with stand-
ing equal 1o any of his divine brothers and sisters, A Grear
Clan, symbolized by the crow, would e his, Shingei politely
refused.

At Arst, Shinsei’s refusal was for simple reasons. He had
seen great horrors during the War Against Fu Leng. The
heroes he had come to see as friends, the Seven Thunders, had
given up their lives and souls so that the Empire would sur-
vive, Shinsei’s heart was shattered, He wanted nothing more
than 1o be left in peace, in solitude with his grief. Over the
months that followed, Shinsei realized he had made the righe
choice. He watched as a mouncain of importance was buile
around his simple conversation with the Emperor, He
watched temples rise in his name, dedicared to his wisdom.
He watched as people began the path of enlightenment, fol-
lowing his example. The idea that so many could draw so
much from the words of a simple man such as himself was ter-
rifying, How could any man live up to such expectations?
Shinsei lnew the truth — he was just o man. Could he truly
say he was enlightened? (The sume humility thae allowed
Shinsei to deny his own enlightenment is, of course, an
sign of enlightenment,)

Enlightened or no, Shinsei knew was that he was
mortal, and thus flawed, The Shinsei that walked
!h'ﬂugh the pages of Shiba's Tap was perlect —
_EFFI'I'Ibﬂl that all men could emulate. Shinsei feared that
the real man, the mortal man, might destroy the good that
ﬂl_'ll‘ Tao could da by his very existence. If he should ever
stumble, if he should ever fail, all those wha followed die Tao
would fail with him, Instead, Shinsei chose ta withdraw
from the same Empire he had saved and inspived.

Before Shinsei departed he old the Emperar’s brother,
Topashi, of his reasons [or leaving, Togashi undesstood,
ind promised that when Shinsei's descendants
EEturned that he would be the first ta greet them.
Togashi also promised that he would remem-

Shinsei's warning. When one thousand
yeurs had passed and another Day of
Thunder approached, he would help
;?:PH"-' the mortals for what they must

THE HOOD=D ROTMUMN

In the year 1128, ar the climax of the Clan Wars,
an individual known only as the Hooded Ronin
appeared, This mysterious hero fought the ser
vints of Yopo Junze and offered his wisdom o
the Empire's heleaguered heroes. When it
came clear that Junzo was a puppet of Fu Leng,
the Hooded Ronin stepped torward and revealed
himself to be the descendant of Shinsei Gather.
ing the descendants of the original Seven Thun-
ers, he led them into barile apainst Fu Leng and
defeated him a second Hme,
After the Second Day of Thunder, the Hooded
Ronin remained only long enough o bhelp Toturl
lﬂﬂhﬂﬂjﬁh hiz role as the new Emperor, The

Hooded Ronins discussions with Totur were recorded by his
scribe, Isawa Osugi, and soon became known as the MNew Tao.
Once Toturi’s reign seemed secure, the Hooded Ronin van-
ished as mysreriously as he appeared.

This time, however, Shinseis descendant did not remove
himself entirely from the Empire. Hiding among the
common people, he watched as Rokugan grew and changed.
He watched as wicked men attempred to use what they called
the Mew Tac ro change the Empire and were instead changedd
by it He watched as the Sun and Moon fell, and aided Miru-
moto Hitomi on her quest o set things rght once more. He
watched as the Four Winds divided the Empire among them
selves, and Otosan Uchi, the place where his ancestor had
revealed the original Tao, burned [or thelr arrogance, He
witched as the death of one Wind taughe the other three their
fally, and the Empire was made whele once more. He watched
as luchiban’s Rain of Blood left a stain of corruption across the
heart of the Empire,
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The Hooded Bonin died in a small hut well hidden in the
mountaing. Though surrounded by his family and loval swu-
dents proud to have served him, he wondered if he had truly
succeeded. FHe wondered if perhaps there was more that he
could have done, if perhaps the Empire would have suffered
so greatly had he not withdrawn as his ancestor had. As he
died he drew a promise from his son, Rosoku — not o let
Shinsei’s puidance vanish from the Empire forever,

ROSORV RAND THE REEPERS
OF TH= FIV= RINGS

Rosol, the son of the Hooded Ronin, has returned to the
Empire using his father's well known alias. Rosoku knows ic is
of critical importance that Shinget's line continue so that Shin-
sel’s spleit can guide futire heroes on the next Day of Thunder,
but he cannot deny his father's dying wish to insure that his
I':u:u:i|1l.-":-.: wisdom P_uidr. the Toturi Dynasty. How can hi* remain
if l1j-:'|[ng. ver continue o prm.'irle guidnncei‘ The answer is
simple — he must find someons else worthy 1o guide,

To thar end, Rosoliu has assembled a collection of wisdom,
observations penned by his enliphtened ancestors during
their centuries of seclusion, These scralls have been organized
into five books, each named alter o particular elemeni.
Appearing before the Emperor, Rosolou offered to grant each
of the books 1o whoever could meet his challenges

« The smith who can craft a helmet strang enough o shateer
ane thousand blades shall keep the Beok of Earth.

* The scholar who can contain one thousand years of learn-
ing on g single parchment shall keep the Doolk ol Adr,

* The warrior who can defeat a thousand enemies in a single
stroke shall keep the Book of Fire,

= The general who can lead his armies from one end of the
Empire i the other in a single night shall keep the Book of
Water,

»  And the sage who can perform a task greater than these four
things combined shall keep the Book of the Void.

And to the soul who can master all five of these, an even
areater gift — a collection of these five serolls supplemented
by ancient seralls penned by the original Shinset. Rosoku calls
this volume the Book of Five Rings.

With the return of Tuchiban and countless lesser wars
threatening the Empire's salety, a lesser Emperor might have
ipnored Rosoku’s offer or ar least forced him o postpone his
challenges, Ever the cunning statesman, Toturd [I1 sent
messages throughout the Empire proclaiming Shinsei's
veturn. The Emperor saw the true potential in these chal-
lenges. He hoped chat news of the Hooded Ronin's reappear-
ance might light the spark of hope in a fearful populace, and
that great heroes mighr attempt to meet the Renin's chal-
lenges in batele against the Bloodspealers,

TH= =L=M=NTAL K==7?=RS
Though many great heroes may step forward to fulfill the
Hooded Ronins ckm]]cnguﬁ, Rosclu reserves H]Jr_'l:.'i.:ll pewards
rm' those whn- are r'iw:[ o r'nlr':'ll E-:'qrh rhn]|angp. [hese individ-
unls receive the oviginal copies of the five books, and there-
after their descendants will be the Keepers af those boaks,

Though it has only been a short time since the Hooded
Ronin offered his challenges, there has been a great deal of
conjecture regarding what magical power the elemental
books and the Book of Five Rings hold, The truth, as only

Toturi 111 has alveady guessed, is simple. There is no magie in
the bools, only simple wisdom. Those with the luck, tlent,
and skill to ebrain the books might be surprised 1o find that
they do not truly need them.

It is in the secking, not the finding, that true enlighten-
ment is found.

THE FIV=E CHALLENGES
I YOUR CAMPAIGI

The Hooded Ronin's five challenges are a natural
adventure hook for any GM who doesn't mind adjust-
ing canon I-I.uI-mgnn a bit for his own campaign. One
of the party members may hear of Rosoku's
challenges and attempt to become a Keeper, Perhaps
multiple members of the party may make the
attempt, either in unison or in competition with one
another,

If 0 GM wishes to run Rosoku's ::hullqmguﬁ a5 an
adventure, he is encouraged to be creative in his inter-
pretation of the challenges. The challenges seem
impossible, but they are not meant to be taken com-
pletely literally, and the more cunning a character is
in fulfilling them, the more likely the Hooded Ronin
is to award them with one of the Books. The Book of
Fire, for example could be won by o clever character
that, with a single stroke of a sword, overturns a small
vock that, in turn, buries his enemy's army in an
avalanche, Alternately, a courtier who ends a war by
signing a treaty with a single stroke of an ink brush
might also be worthy of the Book of Fire.

SHINSEZ] I TH= TRO

Shinse qnughr no followers {other than the Seven Thunders)
and did noe ask thae his words be recorded or revered. It was
the Phoenix scholars and peasant monks who later organized
his teachings and founded the Shintao religion that {rights
fully) placed such great importance on his profound wisdom,
The fundamental document of this veligion is the Tao, which
is divided into three books: the Book of Discussion, Kook of
Diuties, and Book of the Soul.

The Boak of the Durties details precise rules governing the
behavior of Shintao monks. It cantains 225 laws, each accom-
panied by a parable of iragedy regarding the dive fare that
befell 3 monk wha did not obey the lavws,

The Book of the Soul contains none of Shinsei's wisdom,
bur was instead written by Phoenix monks attempting to
resolve discrepancies berween the Tao and kaml worship.
This book also contains extensive discussions concerning the
nature of human theught and behavior, and has frequenty
found a place in the libraries of magistrates and generals as
weell s lnk].-'u.

The first and largest book, the Book of Discussion, s the
only volume chat directly addresses Shinsei’s life. 1t contains
not only the legendary conversation ketween Shinsei and
Flantei, but many stories of the lietle prophet's adventures
afrerward on his way to battle Fu Leng, From a purely logical
:'.L:md|m:'nl, it would be [11:|pa:|55i|.:-l|:' for all of the tales recorded
in this book to have ocourred between Shinset's de pariure
[rom Chosar Uchi and his arrival in the Shadowlands, If con-




fronted with this fact, most Shintne monks would care litle.
The lessons one can learn from Shinsei’s adventures are what
i truly important — whether or not they ever truly happened
is irrelevant.

The Book of Discussion has changed over the centuries.
Larer authors and scribes have altered the original stories
gmd11n|.11_,.1. making them more accessible to modern audi-

encas. Other authors bave also quir..'llg.r added in ‘new’ tales of

Shinsel’s rravels. These adventures are not tales of the original
Shingei, but stories of his descendanis who, though anony-
mous, continue o influence and inspire people. The few
monks who know the seceet of Shinseis lineage continue o
record these tales, changing the names and details so that they
appedt to have happened to the original Shinsei, and include
them in new copies of the Book of Discussion when the
opporiunity arises,

TH= N=W TRO

At the beginning of Toturd's reign, the new Emperor’s conver-
eations with the Hooded Ronin were recorded and added o
the Book of Discussion, This conversation, along with larer
analyses of it that appear in the Book of the Soul, have come 1o
be collectvely known as "The New Tan" These secrions origi-
nally featured numerous tales that focus on the power of
human accomplishment, and the strengeh of free will, Some,
when read in the Proper coniexr, eyven ,:q"npr;:::’c-;f to stross thae
a teuly enlightenad soul was independent of the Emperor and
his laws,

None of this comes as a great surprise when you consider
that Isnwa Osugi, the scribe who recorded the New Tio, was o
Kolat agent, The Kolat had hoped 1o subtly pervert the New
Lo with their philosophy and agendas, thereby slowly twist-
ing sentiment against the Emperor. Unfortunately their plan

- went awry when the Lying Darkness invaded the Empire, As
part of the Darkness' plan o wipe out the Bmpires history,
half of the original copy of the New Tao {along with the
Emperors own capy af the original Tao) was consumed in
durkness,

Isawa Crupi rescued che other half and successfully hid ic
‘within the Emperor’s Palace, Consumed with remorse over
how she had eainted wisdom intended for the ages with her
own agenda, Osugi rewrate the rem aining half of the Tag,
temoving the Kolat propagands that had been seeded
throughout. She then smuggled the Tao our of the palace via
her Kolat contacts only minuies before her execution at the
hands of the Shadow-possessed emperor, Unaware that the
MNew Tho had been restared, Kolat Master Akodo Eape pave
the missing half of the Teo to the Crane Clan, whose artisans
mapidly copied and distributed it chroughout the Empire so its
wisdom would not be lost, By the dme Kage realized that the
Tao was no longer seeded with Kolag propiganda, it was too
late, Tao many coples had already been distributed. The oppor-
inity seemed forever lost,

Yetopportunity smiled upon the Kolat five vears ago, when
the Scorpion shugenja Yogo Tjeki discovered a means by
which the lost half of the Tao could be restored from its con-
sumption by the Lying Darkness. Unaware that the restored
half of the Tao was siill nwisted by Osupi’s Kolat sympathies,
Tieki pave the restored Tao to the Brotherhood of Shinsei, It

8 since been copied and diseributed throughout the Empire,
fnd thuugh many scholars have noted how different in theme
and style it seems from the rest of the Tuo, none have yot
Euessed the truth. [

RIHO

Unlike shugenja, who use cheir unique gifts 1o summon the
aid of the elements, o monk's supernatural are (kiho) draws
from within, Kihe focus the inner sirength, the chi, of the
practitioner for results that ave far beyond the abilities of moest
mortalz. Masters of certzin kiho arts can shatter steel with an
apen hand, render themselves immune 1o the ravages of even
the most terrible weather, and sustain themselves withour
food and drink for supernatural periods of ime,

Though kiho are mostly practiced by monks who attempt
toalign their spirit and body in o quest for personal perlection
and enlightenment, they are not solely the province of such
men and women. All that is required for the most basic kiho is
patience, focus, and a desire 1o center one's spirit with one's
body, However, the advanced kiho require a deep understand-
ing of ind attunement with the environment, and thus are the
domain of wise and experienced monks alone, Dabblers in
these arts will be rewarded for their effort, bue true masters
can walk through stone, heal their own wounds with a
thought, and produce other such amazing elfects.

AR FIST

One of the most basic kiho tnug]:t to students of the martial
arts, the Air Fist kiho focuses the user’s unarmed serilees with
the speed al the wind, Using this kiko causes the hands and
feet of the artacker to feel somewhat light and insubstandal,
almost as if they were made of fog,
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Air Fist [Kiho Feat]

Prerequisites: Improved Unarmed Strike, Void Use,
[ex 13+

Renefit: Once per turn, when making an unarmed
strike, you may spend a Vioid point Lo galn a banus 1o
vour attack roll equal to your initiative modifier, Tf the
attack is successiul, the resulting damage suffers an equal
penalty {minimum che),

Adr Fist (Air Kihe)

Type: Mushin

Mastery: 3

Ry focusing vour elemental Air into your strikes, you
strike your loes with the speed of the wind, You may
chaoose to add your Air to vour totz] aztack roll when
making an unarmed attack, but the resulting damage
suflers an equal penalty.

WAT=R FIST

The spirlt of water is one of change, adaprability, and bound-
less strength, This kiho summons the raw strength of the
monk, using it to overpower and topple his enemies with o
5i ng|{r bl

Water Fist [Kiho Feat]

Prerequisites: Improved Unarmed Strike, Vold Use,
Ser 13+

Benefit: When vou make a successtul unarmed strike
against an opponent, you may spend two Void Peints to
J1.we [I'I.IJ rll;r:n;l: indtiate 2 bull rush ;Lguinﬂ the Larget
instead al iul'lir.rlu_;_l_ dnmuge. This must be declared
befare the steike is made; if the artack fails the Void
Points are lost,

Water Fist (Water Kiho)

Type: Mushin

Mauastery: 4

Drawing upon the strength of the tides, you tocus your
elemental Water into a single unarmed strike against an
opponent, If the artack is successful, no damage is done
But instead you make a Contested Water roll against the
target, If you win, the target is knocked prone and must
spend his next action getting back on his feet. You must
spend two Void Poings to activate this kiho, whether or
not the attack is successtul.

FLAMZE FIST

Fire is often respected for its well-recognized destrucrive
nature, burning everything in its path until there is nothing
E;@Ft, 'I'Jmugh this aspect 15 not to ke |5_.r,n-:11'¢'4.|. moere educated
martial arelses do not wish to emulate e for such ressons, bue
instead attempe to mimic fire's manipulation of energy. It

draws life and vitality from everything around it and never

vields until completely quenched, Even the smallest spark laft
behind can transler its enerpy 1o a new souree of fuel and ance
again blossom inte a roaring flame,

Flame Fist [Kilho Feat]
Prerequisites: Improved Unarmed Strike, Void Use,
Drex 134
Benetit: If you ever become stunned, you may spend
two ¥oid Points to make a single unarmed attack againse
any living enemy within reach. 1f the attack is successlul,
the target takes no damage but instead must make a save

KIHO Il THE L5R
ROLE-PLAYING SYSTEM

Rules for kiho were originally introduced in Way of
Shinsei along with many kiho for use by monks and
non-monks alilke. For case of reference, the rules for
attaining and performing kiho are condensed and
repeated here

Monlk characters being with three kiho and may
select more upon c reation at the cost of twice the
kkiho's mastery level in Character Foints. A monk may
not know any kiho that has a mastery level higher
than the monk's Rank + relevant L].l.'l'l‘!.l'.‘i'l[.ll. Ring.
Ench new Tuuu,ht Ranlk the character gains a8 a monk
earns him two more kiho, though he may never have
more kiho of a single element than his Ring in that
element.

Shugenja and non-monks that belong to certain
mystically-aligned groups (such as the Tattooed
Orders, the Henshin, the Witch Hunters, and similar
schools) may learn and use kiho with heavy restric-
tions. Such characters may only know one kiho per
Rank they have in such schools, and purchase them
by expending Character Points or Experience Points
equal twice the mastery level of the kiho. Shugenja
may add half their Insight Rank (instead of their full
Rank) to their Elemental Ring when determining
what kiho they may learn; non-shugenja use only
their Ring. Jﬂl School or Insight Rank l:].l.']_'llt'ﬁill'lll
effects of a kiho used by a non-monk treat the users
effective Ranl as 1.

Kiho are divided into four types, mushin, aiki,
Icharmic, and aiki, Mushin kiho are delivered via
attacks (unarmed unless stated otherwise) and only
one mushin kiho may be applied to each attack. Aiki
Lkiho represent a state of meditative focus that is on
until the kiho is ended; only one aiki kiho may be
active at a time, Kharmic kiho react to o specific
trigger and do nothing until that trigger occurs; like
aiki only one kharmic kiho may be active at a time.
Zanshin kiho defy categorization; any rules govern-
ing their use will be outlined in the description of the
kihe. A character may switch from one active aiki or
kharmic kiko to another via fifteen minutes of medi-
tation or by expending a single Void Point.

of the same type and DC as the original stun effect, but
with a <4 circumstance bonus. If this save fails, vou are
o longer stunned and the trget becomes stunned for
the rest of the duration of the original effect.

Elame Fist (Fire Kiho)

Type: Mushin

Mastery: 3

If you make a successful unarmed seeike againse an
opponent and spend two Void Points, you may choose 1o
deal no damage and instead reduce your Wound Rank
by double your Fiee Ring for a number of rounds equal
to your Void. The target's TN penalties are increased by
an equal amount Ler an equal amount of time, You
cannot ignore the effects of being Down, Out, or Dead
with this effect.
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wis large eboeli fo fart o sizeable swath of land for the Dragon T

Clan, whetn the peaserls sevved, bul there was Ditle elsein the |
way of wesourees, The only queality fhat separnted the village from

atholsend offers Tl i svas tee lepel of-education the AreTage
peasant passessed. The maorks of Dawn’s Light sonastery were par-
ticularly forward in the Brotherhood's philasophy of education,
ahd I'r'n:ltfrrll:lH:I”].r the dentizens rJ|r Kl Mum tiere .-:rm:gme[}-' el
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“Thee money is not here, my fricnd.” An ald man stepped out from
the kifchen. Moy are the ones you seek. 1 helped them Lo safety
already”

“What do you mean there’s ne money?” Chiliie demanded. " We
s Ihie caravan’”

“The cavavan of which you speak traveled through this village over
amonth age,” the old sman explained, "It was on ats way back to Uni-
corre lands when you abtacked it

“The money must shill be here!" The bandit an Chilirs left was
growing angry. "Theres nothing to use it on in this swamp of a vil-
lagel”

“Thie villagers gave the majovity of it to their londs as an offering of
their loyally They are @ pious and honomble peaple” The eld man's
eyes strvowed. “Your conld learn much from them. It is nat oo e

The angry bandit gave an inarticulate snarl of rage and painled
lowerrd e ald san, *Get him onl of onr way” Chikiri commanded.

The eld man looked sorvoseful. °1 have na love of vielence.”

“Cioad” one of the bandits said, his vaice Huek with serace, He
shifledd his blade from one hand to another and darled Jorward with
a brutal overhand strike. The ald man moved casually aside, ki
entire bady moving less than a Jool The strike crashed down inlo a
teble, cutting it jaggedly in tuo The ald s reached out and almose
playfully tepped the ma an the tenple. He collapsed inlo an wnean-
sceons pele ane did ot smave,

The basdil o Chikin's vight Turded his wakizashi at the old nan,
its tip painted at his heart. The old man caught the blade neatly
Beteeen his palims and threw it back. The handle straecle the bandit
sqpearely in the face. He foo collaged.

Chikiri leapt forward to attack, He had always been The faslest
blade among his men, but the old man moved fasler than his eye
conld follaws, Tn seconds, he was on the [loor, his weapon gene ard his
leg twisted bengath hum o pain. “You said you had no love of vin-
learee,” e higsed Thvougle the prin,

1 do not)” the olid man said, fool pressing down an Chitkirds chesl.
“But sadly, I am no stranger fo it The mank frowned in thought.
“Whal is your nanee?”

“Chilriri” the bandit said with a sneer. " Why do you core?”

1 knew @ Chikeivi once” Banasu said. "An arvogant yeung bay
with a fiery spirit, ., he abandoned this vallage when his parents died
of the plague many pears ago. I always wondered what becarme af
him.”

“Why have you done his?” Chilivi demanded. "Why would sonie-
omie 5o poiverful care abowt people so worthless, Banasu?”

“I vever said my name, the old man said with a patient sile, 1
s once like you, Chikairy, a viclenl and evil man. A monk look me
anteder his wing and 1 learned from him.”

“Melay" Chikiri repealed,

“Because | atlempted to kill him,” Banasu explained flatly. “He
injeved me ard then gave me the choice T present to you." He held his
hand out " You may come with me, and 1 shall leach you while vou
heal. When you are well again, you mey choose fo leave or remain
with te. 1wl nat force you,”

“And i 1 do not? the bandit demanded.

*Then 1 unll leave you here to do as you wash,” Banasu saad, “Of
conirse, wille your leg broken, it may prove difficedt o escape befere the
maistrates arvive, They will not be so meriful, I think”

“Thig is so choice,” Chileivi spal.

“I thought the samne thivg, onee,’ Bartasy confessed. "1 was wreng,”

Chikiri was silent for a long menent. The idea was templing, a
chance lo stap loaking over hus shoulder, waiting far the mom el
when ane of his men would inevitably turn on bim, A chernee o stard
agiin, 1Ewas havd to believe, * Why me?™ Chakiri asked.

“Heeaiese, unlike taese others, you still have a flicker af compassion
in your heart)” Banesu sald, " Though you may nol recogrize 11"

“What vse wonld your orler hove for @ vaan like me?”

“Thal is far you o decide” Bamesu said,
The bandil curlslu!..mi the salier for several moments, *1 H.-'t!
accarpuny your"
“wanderful! the monke smiled. "You have lakes Hhe fivst stl.p.u !
the voad e wisdom, my friend”

BACKGROUND

Although he never took a direet role in establishing the Bro
ethood of Shinsei, the original Shinsei s known and reve -. _
throughout the Empire, from lowly eta to the Imperial Fami-
lies. Even though the Brothe rhood of Shinsei has develap ,|
beyond the simple reachings of a single man, the order’s his-
tary cannot be casily separated from the man for whom it ig
named. |
Dring the Hrst War Agninst Fu Leng the Empires armi 1
fought valiantly but were ultimately no match for the Dark?
Kami. When Shinsel approached the Emperor, clffcrmg
means to defeat Fu Leng where even Akodo and Hida had i
failed, Fantei was skeptical. However, alter one night C-D:I‘.I
versing with Shinsei, Emperer Flantei realized that Ehlnﬁe
understood things that even he and his fellow Kami did naot,
The next day, Hanrel gave Shinsei his blessings and supportins
assembling the Seven Thunders o fight Fu Leng.
The story is known throughout the Empire. Alter assemn :_
Bling the Seven Thunders, Shinsei guided them into battle
against Fu Leng, where Isawa bound him inte the Black Scra s 3
for a thousand years. Shinsei’s accomplishment in defearing
the dark _gml .:Juub with the sell-evident wisdom v-‘.nﬁtl':tml
within the Tao of Shinsei, left @ permanent impression n-‘
the Empiee, Shinseiis rev rered as both the grestest hero and the
greatest teacher the Empire has ever known, No sAmuCais
education is complete without some knowledge of the Tag:
After the Day of Thunder, Shinsei's words, deeds, and
secomplishments grew with each telling, Even though Shi
sei never took followers, his teachings were popular A ew
came to realize that the unique quality Shinsei possessed that
allowed him to attain enlightenment was not mystical
unusual, but that he was willing to re-examine conce
thought sacred. conclusions thought established. Shinseis
true wisdom stemmed from the fact that he was curious
encuph 1o ask questions when others would now.
By that point, the Tao of Shinsei had been widely n:in:ul:il 'I
throughout the Empire, and many had been expose «d 1o
teachings, either from having met Shinsei or by having fﬂ
the Tuo, A few, whose lives had been most affected by the ideds
Shinsei espw u:cl:ll, continued his work, as they fele chat Shi
sei’s wisdom offered a plateau for all to aspire 1o, Often, sami®
rai and era alike would ask these first successors of Shinset
why they devoted their lives to spreading the teachings | of
another man,
The answer was always the same: “With respect, we do o [
wish to merely spread Shinseds words” |
Towhich they were always asked: "Then what i it that yo
wish to do?”
“We wish to help others achisve r-lﬂ:i_g]'ntenmenr. the same
way his example showed us the way”
Many, 11-'1Tt1-ru|i'1|.']1_.r those who had pe r':l:"m“:r mer Shinseid
were moved by these words and provided support — food
fram [armers, goods from merchants, and money from noble
Likewise, several shrines, libraries, and temples had nlnﬂd i
been independently erected in honor of Shinsei, his RO




‘ehments, and his teachings, These were quietly put 1o use
by chinseis successors in hopes of helping each person to
schieve enlightenment. Over time, these successors, who
refirsed any formal tiele recognition as "students” or “disciples™
of Shinsei, became known as his brothers and sisters —
,,:.:uup-all'lﬂll'i in # combined efore to |:nr:'11g an un-.‘|1.'r51:1|1|iﬁng
of the teachings to anyone who valued them. Before long. the
:ppﬂu:“i”n “Rratherhood of Shinsei" was adopred and widely
accepted.

For the Brotherhood, the thousand years between the First
and Seeond Day of Thunder were spent quietly preparing for
the day when Shinsei’s wisdom would be needed again,
for those whe teuly understood the Tao held linle
doubt that Shinsei's wark was not yet complete.
Shinsed knew that the victory the Seven Thunders
scored against Fu Leng had not hrought perma-
nent harmony to the cosmos. Like enlighren-
ment, rrue harmony was o never ending quest.
Within their quiet monasteries, the Brother-
hood of Shinsei began preparing for the next
confrontition with Fu Leng.

During the Clan War, the maniacal
Yogo Junzo sought to slay Shinsei’s
deseendant, thus preventing him from
gathering the Seven Thunders to batcle
his master, Fu Leng. Numerous Shin-
seist temples were razed as Junzo and
the Shadewlands Horde desperaely
sought to assassinate Shinseis heir, bur
the Brotherhood did net go meekly o
slaughter. Brave sohei leapt to the fore-
front of battle, Skilled martial artises
stepped forth to defend peasants from
the undead hordes, Enlightened mystics
emerged from their temples ro offer the
"-"-"_Isdnm of the ages o Toturl and

raes like him. In time, Shingei's
descendant revealed himself and
also joined the battle agalnst Fu
Leng's minjons,

Though great damage had been
done 1o many temples of the
‘-l_'.-":"- the wisdam of Shin-
581 survived the
~din Wars intacr,
Inthe years following
the Second Day of Thun-
2 .'ﬂm Bratherhoo focused

THILOSO?H Y
RND PRACTICES

The Brotherhood of Shinsed is based upon the peinciple that
earnest investigation into the phenemenal world, combined
with a willingness to look deeper into concepts previously
gecepted as truth, is the kev mo rniighh:'n ment, To the Brother-
hood, there is nothing enigmatic or mystical about enlighten-
ment, it is merely a question of combining an intellecrual
understanding of life with an intuitive appreciation of
the marvels of creation. Enlightenment. it claims, is
the natural product of casting aside your preconcep-
tions while retaining your good sense. To qualify
something as ‘mystical’ or hevond comprehension is

to surrender the quest for rue understanding.
More than any other quality, the Brocher-
hood encourages curiosity in its members, The five
elements combine and interact in countless WLy
At every moment, so merely pausing to pay
attention generates astounding insight, Shinsei
manks have been known to spend hours talking
with farmers abour how earch and warer can
combine o yield bealiby ceops, or to marvel at
how the fine craftsmanship in a particular
futon creates o comfortable cushion of aiv
beneath a sleeping man, To the Brother-
hood, the idea that a pavtdcular event can be

‘maore” or “less” meaningful is lndicrons —

even !!I'.J'rfe':lﬁ:l:hl and mundine ||1'i;|1g5 Cin
prove o be iluminadng.

One aspect of the Brotherhood that most fail
to understand is that the Brotherhood of Shinsei
is not a single group. The Brotherhoad is, in [act,
composed of countless sects, some quite Lirge and
some composed of no more than o handful of
members While rivalries berween these
sects pecasionally oceur, they are

rarely viclent. The very existence
of secrs, in fact, is insurance
apgainst violent conflict within
the brotherhcod, Should
a group of monks
decide o take
strange  vows,

hold an unusual

its :EEﬂI'.t_S on TE'I_'IuﬂdlhE and con- : ;
SN its worl:, showing Rolugan ; S

ﬂﬁ'__' tl‘mugh eiach person had to find his

'n“'nll’“ Lo E'11l!'g]‘lrem'm_'|1t, shared msighrg made the path
possible to travel The war with the Lving Durkness proved the
truth behind that philosophy as the Brocherhood apain lent its
Wisdom and power to the might of the Ereat clans, When the
inenk hero, Takao, defeared Lord Moon's avatar it struck a
Iesounding blow against the Lying Darliness and set 2 heroic
example for the Empire as a whole.
Wij:h the Day of Thunder now a memory, the Brotherhood
h"“f'i has returned o its more familiar role as teachers
il tf'umd"'“[f* of those on the path 1o enlightenment. Fading
Erttu,r:;ﬂ} ﬂl‘"‘ ]:'IE':I*EFU'I_-IJIJ..I:hILz Brotherhood l':- Ewuilllng aclive
ing 1nﬁtm‘.;-lm in the l_‘!l'll_i‘l:n'H day- In-l1|:|1_.r palitics, concentrar-
y fason rebuilding, recruiting, and exploring the
nges that have affected the Empire in recent penerarions,

Fortune in high esteem, or

decide to interprer the Tao in o heretofore
unknown way, they need not worry about conflicting with
their brethren and ereating disagreement. They simply find
those that agree with them and begin cheir cwn seer,

This is not to say that the seces never meet with one another
or tTy to convince one another of their point of view Conver-
sation and debate are frequent Brotherhood activides, for such
behavior fosters 0 keen mind and proves the strength (or
weikness) of ane’s ideas. A popular pastime and instructional
method is to discuss famons works of literature cutside the
Tao, from the Kakieas The Sword to Tangen's Lies, and inter
pret cach through the wisdom of the Tao. Such discussions are
rarely held with consensus in interpreration as theiv goals;
instead, the point is to try to come 1o understand the true
meaning of the original writing, the true meaning of the Tao,
and why athers interprer each in their owmn way
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Brothers are expected not only to be familiar with the pre-
cepts of the Tag, but to also tie it into their personal experi-
ences and values, Once an initiate has begun to travel, it is
very cominon for bim to visit multiple clans, 1o get a5 wide an
exposure to different philosophies a5 possible, Brotherhood
monks particularly enjoy soliciting opinions from the Alado,
as that family has opinions regarding the Tao that are unique
to say the least.

Likewise, when opportunities present themselves, many
Shintao monks attempt to observe the goings-on of noble
houses, particularly the politically sceive Crane and Scorpion,
as the two Clans attempt ro reconcile higher philosophical
ideals with the cold realities of political expediency. So far as
the Brotherhood is concerned, the warld is a classroom, and
seeing it and its inhabitants is an effective way to come to
terms with your self,

Mowhere is this dual philosophy of understanding oneself
and one's environment clearer than the Brotherhood's
approach to the martiol aces. In addition o the pracrical pur-
poses of self-defense and Atness, the martal arts cultivare an
understanding of anatomy, metion, and psychology. The inter-
play of the elements and the importance of focus and disci-
pline are more readily apparent when people are locked in
battle, be it during practice sparcing or ln an earnest discus-
sion, than at any other time. In addition, body language speaks
with an eloquence all its own, and understanding the lmies of
your body helps to expand your mental horizons.

Erom martial disciplines o philosophy to travel, the Broth-
erhood devotes its efforts ro understanding and sharing Shin-
sei's ideals. One of a handlul of statements whose meaning is
penetally accepted throughout the Brotherhood is Shinsei's
famous quate "Fartune favors the merial man.” Hantel and his

HISTORY

siblings interpreted this to mean chat humanity had a special
role in their Celestial Order, but the Brotherhood has si
concluded that Shinsel may have had another meaning in
mind, obe that escaped the Kami's notice, The Celestial Crd -_.
was developed by the Kami as a mirror of Tengolo's Laws, .
though this served ns a useful model from which to structu 3
Rokupani society, Shinsel recognized something thar the
Kami chose not toc the Celestinl Order is still merely 2 madeli
and does not bind individuals the same way the cosmic laws of
Tengoku binds Formunes and Kami. Samurai and other nobles®
have different duties and opporturities than the lesser social’
classes, but unlike the inherent differences that set apart

himselt to the point ol achieving enlightenment.

CHILD"
INNOCENC=
HOHRST_RS’

Located in Unicorn lands, a few miles brom Shinden Horue _'
and the Kojiin orphanage, the Temple of Child's Innocen
was ariginally founded by the Brotherhood o help the Horls
uchi family tend orphans of the Clan Wars and War Againg®
the Darkness. Despairing arphans with no other source frof



\which to draw strengeh ofren had ro look 1o themselves, a
_ - ese that broke the spirits of many At Childs Innocence,
e Brotherhood, with the assistance of the Horiuchi family,
mrigmpl:tu:l o make the Filt]'l fram grief easier for Thn_:ir wards.

with a litele support [rom caring adules, mose of the chil-
dren overcame their sorrow. Many children were taughe the
udiments of Shinrao, and maost could speeak eloguently abour
how the insights of Shinsei and the Brotherhood resonated in
their own lives, As an appreciation for life and the ability 10
communicate it are skills the Brotherhood wishes to develop
in its members, the role of Childs Innecence has gradually
evalved from providing succor to the young to reaching
:FEDP'!E how to help each other.,

TRADITION
Monks assigned 1o Childs Innocence learn to see the world
through the eyes of a child, an d learn to see how precious and
rare the perspective of & child is, Children ar the monastery
are always orphans, many of whom have seen their parents
and loved ones slain in battle, Many monks assigned to the
monastery have seen hearts broken, hopes shattered, and
voung lives surrendered ro apathy and despair, Yer the monks
persist, and many children, while never leaving the grelel
behind them, eventually do learn to look to the future,
Childs Innocence caters to children who have been
brought in by the Unicorn or wandering Shintao monlks, and
therefore has few formal traditions — the background of
many of its inhabitants diverge wildly across social and peo-
graphic boundaries. The monks encourage the children to
remember the ways they were taught rather than set their
- memories aside, and thus Childs Innocence is o strange bland
of eultural traditions from across the Empire. Monks serving

i ﬁ_ﬁh! temple are expected to listen, to understand, and 1o
- eeept the worries and sorrows of the children. Likewise, the

monks have come to realize that prying into the past or
; df_t!lin:[ing specific answers is often too much for children to

BE3E Those who study ar Childs Innecence are good listeners,

and stand ready 1o offer encouragement or solace to those
F.hﬂneed it —when ThE].? are I:'{'ill:]‘l.’ to accept it,

"‘-‘.‘.In'mm other respects, Childs Innocence is fairly typical of
:‘EE'& ﬁtmaswries_ It 15 supported largely by donation from
: tlr:m} & classes, The Horfuchi in particular are sympathetic

MRS cause The monks spend a preat deal of time teaching
“fen about the Tao, and len rning how a different mindser
Paches Shinseis wisdom, Likewise, Child's Innocence is
-Eﬁc;ﬁf FaIEET Tf't'n]:"-'E!!ﬁ in that even without being actively
[ :|J_I' it has 5127:111-11.::111! influence. Brotherhood monks
-‘;Eﬁ' L over the Empire, and the monastery is tiuffirienrlj,.'

o snawn that even those unaffiliated with the Brother-
fitve been known 1o deliver children in need of care,
= children who leave Childs Innocence to seele their own
s eemember the monks fondly, and are always ready to
S8 10 their beloved teachers when necessary

TRAINNG

TI““ is no formal tralning regimen at Child's Innocence
Z-Q&ILEI than a general schooling in the Tao, a5 the Brotherhood
ks Found it impossible to "teach’ emetions or genuine sym-
Pathy, Instead, initiates are expected to learn how and why
thie gjl;En feel more deeply and more openly than adules, and
_ ildren have a chance 1o see how a balanced, philosophi-
“Approach o life can help them to overcome grief. So far,
5 Cﬁ{&‘? have been admirable — those who have spent time
e Innocence are generally able to sympathize with

i
_

pain and share joy, and a deep emotional connection berween
speaker and audience invaluable when addressing such vague
concepts as enlightenment,

The majority -::-f1r:1[:niug that occues o Childs Tnnecence is
directed towards the children in residence. The monks pri-
mary dury is to insure that the children are watched over and
educared. 1n most cases, the monks and children work on the
sume tasks side by side, with the monks in a supervisory role.

Another important aspect of cducation ar Child's Inno-
cence that some find surprising is training in the martial ares,
All residents are weleomed to learn the Brotherhood's martial
arts not a8 an art of self defense, but as an art of self discipline,
locus, and physical [iness. Ordered rows of acolytes and aged
masters can be found practicing beside roddlers and
teenugers. By learning rogether, practicing together, growing
tagether, the residents of Child's Innocence have become
more than a mere collection of secluded monks and forgotten
souls, They are a family,

SENSE]
The head sensei of Childs Innocence Monastery Is usually
alse the head administrator, mostly for logistical reasons, The
liead sensed serves until he or she dies or steps down as many
Brotherhood members find an urge to change their surround-
ings after a time. Replacements are chosen from the various
monks serving at the shrine through a process of informal
peer selection, although wsually, the head sensei will desip.
nate her replacement before leaving, Sensei teach classes on
everything from gardening (the monastery grows much of iis
own food, a5 a way to cultivate appreciation for nature and
heimin], to the Tuo, 1o mariinl aees, Sl.:bj'l:l_'l:s HEK L] i|s'_-:|'i;n|;_'d hased
on a sense’s expertise as well as being based on demand.
Becoming a sensei at Child's Innocence is actually rather
Ea5Y, a5 the shrine alwaj.-'si needs more p::nplu. {:{enern!J',.r, F
w:::-rl-:ing Z'—m-::-w]edgn of the Tap and a wE]]ingnuﬁ to learn more
about it, life, and other people is enough for the monks o
extend an invitation. Since the term sensei is applied quite lib-
erally by the children to every adult on the grounds, the dtle is
somewhat less prestgious than it is elsewhere in the Empire.

Asuko, Sensei of Child’s Innocence Monastery

[Unicorn Shugenja 8/Inkyo 4; Horiuchi Shugenja 4]
Formerly Horinchi Asuko, Asuko is, in spite of her status as
“retired] still an active and energetic woman. Having rerired
just betore the death of Toturi 1, she attempred 1o setle down
into o position at Child's Innocence, using her influence
within the Clan 1o have a lew retired warhorses donared 1o the
monastery, Even though her tendency ro go on extended irips,
vovages, and jaunts proved unabated by her new n:-.-'punh'ibili-
ties, she managed to te topether her wanderlust and her love
of children, taking them on short rides throughout the Uni-
corn lands and occasionally into neighboring provinces as
well,

Under her tuelage, the children emerged from their emo-
tional shells quickly, Few activities could loster an apprecia-
ton of the world faster than seeing it. Before long, her fre-
quent expeditions bepan 1o gather notice from the rest of the
monks, When Tku, then master of the monastery, decided 1o
leave Childs Innocence for 2 less demanding pesition in the
Mantis Isles, his choice as 1 successor was B8,

Asuko has not allowed her promotion e change her ati-
tude. She still rakes children our regularly to show them the
wonders of the world, and she siills assigns stable dury as both
a reward for good behavier (horses need to ke walked and
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ridden}, and as punishment for poor behavior {they also need
ta be cleamed up after). Though she is now quite aged (none
can say for certain how ald given her excellent health) she
shows no signs of slowing down, and everyone whao is associ-
ated with Childs Innocence is glad this is the case.

MOVUNTAIN SONG
MONAST=RY

HISTORY

One of Shinset's most crypric quotes was that “enlightenment
can be found in the song of stone, if only one can learn o
listen.” The exact meaning of this baffling kean was debated
for decades following the Little Propher’s disappearance, Mosi
interpreted it as some form of elemental interpretation, per-
haps indicating a means through which shugenja could
achieve enlightenment by communicating with the elemen-
tal earch, Many have spent their lives in communion with
such spirits, finding no greater {or lesser) success than those
taking any other path to enlightenment, As any shugenia
would attest, the spirits of earth are gruff, sutly beings with
little love for song, It was finally assumed that ie was nothing
mare than o riddle of some sort, one of hundreds or thousands
that Shinsed left that was not intended 1o be deciphered.

Three hundred years after Shinsei disappeared, a lone
monk seeking enlightenment was wandering the mountaing
that dominate the Dragon Clan lands, An ascetic, the monlk
had forsaken food for several days and was on the brink of
exhaustion when he stumbled ncross a plateas high in the
meuntaing dotted with great stone pillars twisted into strange
shapes by exposure 1o the wind and elements,

Struck by the beaury of this hidden place, the monk
stopped to rest and meditate. While conre mp!rtring the waid,
his reverie was interrupted by the serange sound of the wind,
blowing through the twisting stone towers, producing o musi-
cal sound that was almost too beauriful to bear. Entaprured by
the scund, the monk immediately broke his Gst and retuened
to share the news of his discovery

It was not lang belore someone within the Brotherhood
connected the platean with the obscure quote from Shinses.
Knowing that Shinsei had teaveled the Dragon mountains on
at least one oceasion, the Brotherhood's more prominent
scholars and philosophers had to consider the notion thar the
quote wis made with this p:‘:r[ir.u|ur location in mind. The
decision was made 10 construce a monastery there, but only
under the conditions that the monastery would not interfere
imany way with the natural features that defined the avea. [t
was decided that the only course that would be acceptable
would be to do the impessible: to build the monastery into the
side of the mountain on which the plateau rested.

Constructon of Mountain Song monastery took nearly half
4 Century. The work was done almose uxc]llz-'h':.'l'l.-' by Brother-
hood members, many of whom were former craltsmen or
engineees, M 1'|:II'.|J.ﬁ|.|. al peasani worleers and samurai assisted
in the task, those who heard rales of what was being done and
who wished to be invalved. When it was finally completed,
the monastery was elegant in 115 simplicity. The building was
carved from the mountain itself, making it among the most
unigque scructures in the Empire. Stene SLainvays wonnd up o
the plateau where the brothers could medirate, and dawnward

TRADITION

toward the distant paths leading o Dragon lands. 1t was, qlf
agreed, a magnificent building, That the soft music from the
wind and stones above could be heard throughout the
monastery during all hours of the day was enough 10 mafk, ¥
Maountain Song menastery an instant legend among mongs .E.
circles. i
In the centuries since ics creation, Mountain Song hae
become & center of ACtivIcY fc-r r|1|? Shinm{r sact of Sh-inge;ig o
The Tao is still studied extensively, of course, as there are -_:
resentatives of many different sects present within the
monasiery, but the prevailing atmosphere is one of apreemg .,',
with the Shinrao philosophy: that enlightenment can J\'
achieved primarily through meditation, contemplation, g d
introspection. As might be imagined, the plareau above the
mnmah:'r} i=q |.'|.f||'|"|'1|!|'| F;:-u consrant I'nl:l:hl |['||;,1j'| WLIZ]I me '|
present at all howrs meditating in the serenity and ]11r111c-n-,r of
the mouniains SO
The monestery's presence in Dragon lands has proven '.
lematic at times during its history, Irs remote location pro
tected it from harm during the Clan War, [or it was so high in
the mouncains that even Yogo Junszo's inhuman forces wers
unable to reach it without risking atack from the assemb
Dragon armies. During the War Against the Darlness,
Hoshi order temporarily used the monastery as a center of
operations when they were attempting to prevent the Dragon
from being consumed by the Lying Darkness.
The greatest threat that Mountain Song rn:;:un*tsr-er}'h 5
laced since its construction, however, is the Deagon-Fhoanif
war that began seven years ago, The velcanic eruption thaf
sparked the conflict ook place dangerously near Mountain
Song, so close it was possible to see lava streams from the
platenu atop the monastery, The brothers refused to aband
the monaster ¥ however, and several were killed as the & Wi
ronmental conditions became nigh unbearable, It was only
througl incredible seli-discipline, u::-Lu:puuml physical condis
tioning, and the assistance of several ise zumd that allowed e
brothers living at the monastery to survive until the Tame
could calm the wild volcano. Ny

Mountain Song monastery is a bastion of traditdon, EH:-:llpi
as it is by so many monks of varying sects. It would be {mpe
sible to maintain a serene atmosphere with so many ditfe "-'
beliefs and philosophics assembled in a single place unless
those who oversaw the monastery implemented any but ".5!
most basic practices.

There are morning, afternoon, and evening rituals tl:mt
brothers of a cereain rank and below are expected to ntten
Higher-ranking members are [tee to pursue their own pat '1
but many choose to attend in arder to serve as an example
newer members and to remain grounded in the simple el
ments of their beliel system, The period berween mornin
amd allernoon ritual is flled with traditional tasks of physical
conditioning for newer members. Again, many older metis
bers choose 1o partake, although they are free o pursue t it
own agendas if they wish, The periad herween afternoon ant
evening ritual is when the younger members pecform the
comntless chores that are necessary 1o maintain the monasterg
This peried is when most pilgrims and higher-ranking mef
bers choose to pursue their individual paths wo enlightenme it
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TRAINNG

hountain Song monastery is not generally regarded s place
ﬁl‘ craining new inductecs into the Brothechood of :';ll:ill!-ilfi.
There are initiates present, of course, as they are necessary for
the n:ll'l.ll'ﬂj arder (o continue within the monastery. These
= and women receive the teaditional training thar any
\nember of their order would, namely extensive physical con-
ﬂ"innu-'gaﬁd academic instruction followed by in-depth spir-
itusl development through meditation and study of the Tao.

SENSE! |
¥ The ;:H:ﬁltinn of administentor al t.'-iQI.UIII:|[11 Song :I'|'|-:|I'|:|:~|.I|:!.|'!r'.i_tg
a prestigious appointment, considering the remple’s grand lis-
tory. The monastery has teaditionally been adminiserated by
moderate brothers, men and women not particulacly devoted
1o one sect or another. In this way, the Brotherhood hopes o
prevent philosophical diflerences from dividing those who
visit the monistery.

Tadahisa
14; Brotherhood Monk (Insight Rank 4}]

Tadahisas life before he joined the Brotherhood is unknown,
though it is believed that he was onee samural, He is well
known AMong his fellows for his keen mind and silent natire,
and for finding new wisdom in lamiliar passages of the Tao.
His appointment to Mountain Song is no surprise, for many
believe ke is on the brink of enlightenment.

THE RMOUNTAINS SONG

¥ou may focus your inner encigy with great clarity, deaw-
Ing upon your spiritual energy to aid you in even the sim-

51 tasks,

Prerequisite: Depths of the Void, Void Use

Benefit: Whenever you spend a Vaid point on any
non-combat action, the bonus is increased by +1. This is
cumulative with any class benelits that similacly increase
your Void banus,

, -
JTHE mMOunTAINS SONG
U0 201InTS)
&N spending a Void point ro increase a skill roll, you
m‘?]" add vour lowest Ring to the total.
abiliry may not be applied to any combat action or

toll, nor any roll that is intended to deceive or mmanipu-
& another,

=W M=CHANICS

TASAI-DO
(RATOR MARTIAL ART)

HISTORY
EEE?ES]JJ'_““[" first approached Hamtei the Firse, the Emperor
i EPRical. One overzealous guard, secking to please the
PEror, Atempted to remove the Little Prophet by force,
i EEldm-.qfrl? 'illEf'-'-iLtL'd the guard, using nothing more tha
i an EFnd doing the man no harm. The significance of this
i I'E“':"T"L'd in official histories, as Shinsei’s subsequent
: Yersation with Haneel, the Tao of Shinsei, and Day of the

Thunder have captured Rokugan's imaginartion, Howewver,
for one palace guard beaten by Shinsed, that day marked his
lirst steps on Shinset’s path.

The guard, a young bushi named Tasaii, was astounded by
the ease with which Shinsei dispatched him. He was also
deeply moved by the wisdom Shinsei shared with the
Emperor, and was among the Hrst to follow the preceprs of
Shinseism, Ty the rime Tasaii rerired, he had become an expert
on applying the Taos precepts 1o his lile, and had begun te
devise his own methods of unarmed combat. Tasait's tech-
niques ard philoscphy, thar martial training was an essencial
part of understanding the whole of existence, became the
foundation for modern Tasaii-do (named alter its inventor
lony atter his death). practieed by most Brotherhood monas-
teries and temples throughout Rokugan.

STYLE

Visually, Tasaii-de is neither flashy nor inteicate, 1o the point
where most cannot help but wonder why it i= so effective. The
style is premised upon understanding how movement, force,
chi, and maoiion are all intertwined, allowing simple motions
to have profound effects. Tasaii-do does not look elegant as
much ug it looks efficient, and s kata, althowgh unassuming
to watch, are premised upon knowing how and why things
happen.

The seyle is as much a tool of self-education as it 15 2 tool of
defense, incorporating many kata whose primary purpose is
exercise or relaxation. In practice, the kata stretch the limits of
Tasaii-dos students in o lteral sense since many motions force
practitioners to push themselves, they became more aware of
their bodies and what they are capable of. Tasaii-do fosters an
intuitive appreciation for the body, its capabilities, and its rela-
tionship with the spivie, This not only is seen as o necessavy
step on the path 1o enlightenment, it means that Tasaii-de
practitioners never hesitate during conflicts — they know
exactly what they can and cannet sccomplish and thus racely
overextend themselves or miss opportunities.

Tasail-do sensei deseribe the seyle as highly reactive,
although mest oursiders think of it as relatively aggressive,
The difference can be attribuced to one of perspective:
whereas as most people see that the student moves quickly 1o
-_'xplujt Openings, sensei argude that [laws in opponents’
defenses invite attacks. In either case, Tasati-do 15 intricate in
its du-.iig_n and the intricacy gocs into :|11r|i~::iny, the style
simple to practice.

PURPOSE

Fasaii-do has become a philosophical expression for the Broth-
erhood of Shinsei. Proctitioners combine knowledpe of
anatomy and the physics of moetion, making them flexible
combatanes capable of surmounting most ohstacles, Bven
though Tasaii-do is intended a5 a ool o help achieve medita-
rive focus first and as a combat technique second, the tech-
nigues it provides combined with the Brotherhood's mastery
of kkiho malces its practitioners capable against both mundane
and supernatueal threats,

Tasaii-de is not explicitly designed o be lethal, b the same
anatomical knowledge that most monks possess can easily be
put towards hyper-extending joints and breaking bones.
A Brotherhood monk never enters into combar lighely because
maost are extremely aware of the Implications of battle for its
patrticipants.
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TRAITUNG Tasaii-do Intermediate

Training in Tasail-do is easy 1o obtain, 15 monasterdes all over Required Specialized Skill: Tasaii-do (3 ranks) '
the Empire offers open public sessions o promote health and Cost: 14 points

introspection, The basic lata, stances, ond maneuvers of the Cost H“-'dm:ﬂl-“ns'- :I"'t:-':"f’kl“ 0 podnes) [
style are fairly easy 1o learn, and the Brotherhood is quite will- If you have higher initiative than your opponent, yo 5
ing to train interested candidates, particularly if they also may delay your action until their tuen. If that opponene:
exhibit o desire to learn the Tao. In most cases, the Brather- attacks you, you may make 1 contested Tasaii-do rg :
hood does so to encourage a commaonalicy of interests and against their attack roll. 1f vour roll is higher, their atta
backgrounds between the Empires different castes, as every- is canceled,

one is considered an equal on the dojo floor.
Even though instruction in the basics of Tasaii-do is readily  ADVANCED

+ : available, learning the advanced techniques and unlocking An advaneed practitioner of Tasati-do knows his limits and
H f the style’s true power requires considerable dedication. Much capabilities thoroughly, allowing him o push harder "-"-"].11.1]1 -1'
- N like the Brotherhood and philosephy that spawned it, Tasaii- needs to push his limits, i
] do is easy to get in to, but the rewards of deeper insight ave sig- ) '

nificant. Progressing through Tasaii-do requires dedication Tasaii-do Advanced [Kiho]

that is difficult, if not impossible, for non-monks to artain. Prerequisites: Base Attack Bonus <4, |T|'|i'-'Tm’*-"-ﬂ.r

Unarmed Strike, Tasati-do Movice, Tasaii-do Intermediate

TASAN-DO M=CHANICS

novIcE
A novice in Tasaii-do learns to zone out all distenctions :]uring
combat, to focus solely upon himself and his opponents.

Tasaii-do Novice [Kiho]

Prerequisites: Improved Unarmed Strike

Benefit: If you voluntarily impose a penalty 1o your
attack roll (due to Power Attack, Combar Expertize, or
similar abilities) and miss your targer due to the penalry
you impose, vou may reroll vour artack roll once with
the same penaleies, IF this attack roll is successful you
strike your target but lese any benefits vou gained
when the penalty was imposed (heightened damage,
AT, ete)

Note: All feats in chis style chain thae rely upoen
unarmed attacks may also be performed with a bo
staff {quarrerstaff ).
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Tasaii-do Novice

Required Specialized Skill: Tasati-do {1 rank)

Cost: 7 points

Cost Reductions: Monk {5 points)

If you make Raises on an unarmed attack and fail 1o
strike your enemy due to the Raises, you may spend a
Void point to malke a second attack roll against the same
TN IF this succeeds, you strike your target without the
benetit of any Raises.

Note: Tasaii-do may be used with a bo staff as well as
unarmed, All maneuvers in this style chain that refer 1o
unarmed attacks may also be performed with a bo,

INTERMEDIATE
The intermediare student learns to distupr the tempo of bis
opponents’ attacks by interrupting them with atacks of his
(WL

Tasaii-do Intermediate [Kiho]
Frerequisites: Base attzck bonus +2, [:|1'||:||'L:n.rr:|l
Unarmed Sirike, Tasaii-do Novice
Benefit: If you ready an unarmed arteack against an
opponent’s attack, you may make an opposed atack roll.
I your attack roll is higher than your anacker’s, their ;
atrack automatically misses you, it 6y 1 it




:-?J[ For every three points by which you lower
= artack bonus when uging Power Attack, Combat
e¢, or similar abilities while fighting unarmed,
s you receive is increased by one.

 Advanced

gired Specialized Skill: Tasaii-do (5 ranks)

- 21 points

Reductions: Monk (15 points)

¥ ﬁﬂ:,- three Raiscs you make when ﬂg].uing
e wou receive the benefits of a Free Raise,

; :Ert in Tazaii-do has learned to focus the wisdom of
. E-ﬁm[mg heightened ability to gauge an opponent's

1z You pain a +2 bonus to unarmed ateacl and
1ls against any opponent who has used a feat or
to lower their atrack bonus (such as Power Attack

Reductions: Monk (20 points)
gain a Free Raize on unarmed attack rolls against
panent who has made a Raise (Free or otherwise)

ﬁll! of Tasail-do wastes no movement, with Every

reating new opportunities to evade artacks and
shing hlows,

Mastex [Kiho]

uisites: Base Attack Bonus +9, Improved
Strike, Tasaii-do Movice, Tasaif-do Intermedi-
do Advanced Tasaii-do Expert,

it: You do not need to declare your use of
Expertise, Power Attack, or similar feats until
l"!"-!"ﬂ made your frst arrack roll of the round.
ing for your first attack, you may choose to

her these Feats normally, All applied bonuses
ulties apply for the normal durarion thereafter.

0 Master
lllili"!ﬂ- Specialized Slkill: Tasaii-do (9 ranks)

_ﬁg{{mlnm

 Reductions: Monk (20 points)

may spend three Void Points to declare raises for
E’Eﬂﬁﬂ' vou have rolled to hit an opponent,

W RIHO

IONY OF THE BODY IKIHOI
ﬂlffmﬂ the body's natural tendeney to keep the
Elements in balance, you can resist disease, poison,
tdebilitating effoces.
euisites: Concentration (8 ranks), Cleansing
Fortune's Breath, Void Use, Con or Wis 134

Benefit: Whenever called upon to make a Forthade or
Will save the monk may spend 2 Vaid Point to add his
base save [rom the other save type (Fortitude or Will) as
an insight bonus to his saving throw,

Note: Improved Void Use and Superior Void Use
improve the results of this bonus normally,

HARMONMY OF THE BODY (EARTH KIHO)

Type: Kharmic

Maostery: §

The Brotherhood of Shinsei realizes that everything in
the world is r.mnpnsﬂd of the Five Blements, and
nowhere s this more apparent than in the human body,
When the Five Elements are in bolance, an individual
will remain healthy and sound in both mind and body.
When the Five Elements are out of balance, illness and
other symproms appear.

The Harmony of the Body kiho is based upon the prin-
ciple that the human body naturally acts to keep the Five
Elements balanced. Any time the user must make a
Willpower, Stamina, or Earth roll, he may spend a Void
Point to roll an additional number of dice equal to his
Earth,

HAZMONY OF TH= RIND [KIHO1

An :nlightfnﬂd mind posscsses the best features of both
achild and an adult—endlessly curious and ateentive, yet
li.iﬂl'l'l :.I!'Id f-ncu.-im:l.

Prerequisites: Spot (9 ranks}), Int or Wis 13+, Alert-
ness, Void Use

Benefit: Onece per encounter, the character may make
a Spot check against one target (DC 10 + target’s Hit Dice
+ target's Charisma modifier). If this Spot check is sug-
cessful, he learns any one of the following: the tarpers
lowest ability score modifier, the targers lowest saving
thmw r:r']'.lﬂ.'-.. T4 I Fri.'ll arl st :r']L" ]-I'I'H.'I"'.'."n l'l':f' [']'H': [ﬁl’ﬁl’:r. T
the I!ar_get'5 I&j.E]J.-I:EiI. class level. Mote that spu::ific values
are not learned (such as the exact bonus of a target’s high-
est saving throw].

HARMONY OF THE MNP (NEW AR KIHO)

Type: Zanshin

Mastery: &

Monks of the Brotherhood are known across Rokugan
for their ability to quickly analyze and assess any individ-
ual, This kiho may, in part, be responsible for this belief.

Omnce per day, you may make an Awareness roll against
asingle targer, with a TH equal to 10+ the targers Insight
Rank x 5. I this roll is suceessful, you may learn the
target’s lowest Trait in g selected Ring, one martial art
style known by the target, or the target's highest School
Rank. Note that specific information regarding the
target’s rank (o a Trait or School ave not given.
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BROTHERHOOD
WAYFINDERS
(PRESTIGE CLASS)

The Brotherhood of Shinsei, more than any other menastic
order in the Empire, wants to bring enlightenment to every-
one, irrespective of social class or alfiliatdon, To that end, many
in the Brotherhood take time to explore the empire, sharing
ideas as they travel. These people sometimes call themselves
'.l.':t:,.lfi:ndcrﬁ, and are lrlrg_ﬂ]j.r |'-nsp|:||15:'h]-:! for keeping the Broth-
erhood informed abour the Empire even as they keep the
Empire informed about the Beotherhood,

Duiring their tralning, initlates in the Brotherheod are
typically assigned to study under a maseer, chosen to reflect
the temperament of both student and reacher. Master-student
paiTing L'l'l:'l:]'lE’F over time, as the needs and ]'||1i||‘r'i|.':|p]'|iE'5 ol
both evolve. Often, after a period of time studying within a
monastery, students will develop a hunger to explore the
empire, Sich students are paived with like-minded masters, so
that both can be challenged by each other's thoughts, and
pruvhln: a second voice and perspective with which 1o expliin
the Tao to those the two tavelers encounter,

FIit Die: do

‘F REQUIREMENTS

To qualify to become a wayfinder, a character must fulfill all
af the If'c:d]c:l'p-.'ingr critera;

Skills: Diplomacy: 4 ranks, Gather Information: 4 ranks,
Knowledge (Shinmo): 8 ranks, Professien (Teaching): 8 ranks,
Wilderness Lore: 4 mnks

Feats: At least five kiho lears, including Void Use

Special: Must eravel and study with a member of this
Frestige Class for ae loasi one manih,

CLASS SKILLS

The waylinders class skills (and key ability for each skill} are
Diplemacy (Chal, Gather Information (Cha), Knowledge
fany) (Int), Listen (Wis), Prolession (Wis), Read Lips (I, Tea
Ceremony [ Wis), Wilderness Love (Wis)

Slkill Points Per Level: & + Int Modifier

CLASS F=ATURES:

Wenpon and Armor l"rnficicnr_'].r: ‘ﬁ‘nﬁindm‘s do not gain
any additional Weapon or Armor Proficiencies [or jolning this
prestipe class,

Unarmed Combat Progression: Even though their locus
upan learning and teaching distracts them trom studying
mote esoteric forms, wayfinders maintain their studies of the
martial arts. A menk or inkyo characrer may add his class level
as o waylinder 1o either his Monk or Inkyo Class Levels
for determining his unarmed baze attack bonus and damage
of his unarmed attacks,

TaBLE 2-1: BROTHERHOOD WAYFINDER

Level Base Attack Bonus Fort Save Ref Save
1 +0 +d +0
2 41 +3 0
3 +2 43 +1
4 43 +4 #1
a +3 +4 *+1

BROTHE=RHOOD WAYFIND=
(N=W PATH)

Will Save Special _
+2 Unarmed Progression, Path of Wisdom i
=1 Unarmed Progression, Meither Will |

+3 Unarmed Progression, The Way of the Werld ©

4 Unarmed Proprossion, Knowing Your Weakness -
i Lnarmed Propression, & Mew Way f

Path of Wisdom (Ex): All wayfinders quickly learn tha
the path to, and rewards of, enlightenment are UNigUe to s
individual. The wayfinder receives a speclal ++ Insighr B
that enny be applied to any skill, save, or attack roll thae e
wsed once per day per Class Level, e":.l[:.ln.m.l}, the wa}-ﬂ
may use this 1|1:|'|1|}.- to advise another, naming a specific s;
throw, skill, or weapon. The next time that character uses i
skill, makes that save, or attacks with that weapon withintR
next twenty-four hours, he gaing the +4 insight bonus, TR
wayfinder may not make use of this akility {for himself o
anether] until the person he has advised has used the by
Meither Will I (Ex): The actions of one individugl
often hove dramatic effects on those around him, Th
wayfinder may use the aid another action o simultanegusk
aid o mlml‘.-t-r of individuals r-qu*ﬂ to his Charisma I_-.mg. i
The Way of the World: Insight and wisdom apply not
during times of peace, bur during times of sirfe as well, 7__
waviinder adds his Wisdom bonus to her AC in the gy my
manner as a monk would, I the wayfinder receives this bony
[rom levels in the monk closs, he paing i +4 dodge bonus w' ".3_-
instead,
Knowing Your Weakness (Ex): Recognizing your £aili I
iz the st step in overcoming them. Any dme the wqyﬁn
is called upon te malee a skill, save, or mtack roll based vpon
attribute, he may spend 2 H-'md point to substiture his higl
J:Ifllll.‘.lll[-L bonus instead, As a standard action, the munk _
spend three Void Points and extend chis bonus toan |l
within thirty feer. The target must be able to heae _-‘i_-
w;a}'l'indi:r. |
A New Way (Ex): Much as there is more than one pathi's
enlightenment, worldly problems ofren reguire more
e attempt to be solved. T the waylinder fails a skill rolli i
may immediately spend two Void Points to attempt the 1ol
apain [this new roll receives all bonuses and prenalties of the
original roll). Fle may continuee using chis ability as long a8
has Void Points 1o 5]u=|1r|, burif ke fails the final roll he sul
the nermal consequences, This ability can apply to oppo
skill checks, allowing the waylinder 1o reroll his result unté
he is successiul or no longer wishes o spend Void Fain

Tu.l:ight Rank: 2

Fath of Entry: Brotherhood n:'-t'*ihinsej Monk 1

Path of Egress: Brotherhood of Shinsei Monk 2

Technigue: Path of Wisdom |

The wayfinders specialize in learning from, teaching:: il
working u.ﬂh other people, 1o the benefit of all. The wayfl -:'
can gain a bonus to any skill roll equal 1o his Void Ring3
number of tmes per day equal to his Void + Insight H:EIJ!]'IJ L
can also pass @ use of this bonus to another person by speakifif
to them briefly, granting them the same bonus the next i "'
they use a skill named by the waylinder within twenty-t
hours. The waylinder may not use this ability again 1J-t'ltll
target uses the bonus,
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s comtity from the woods: The peasants shood at the rdge’
“'rli'r!. u‘p'i‘:sT'E‘n{J: catrEing sl !!-nrh'ju“ of trinkets

gthet misorted e The fallest of the threr, the som :1]‘
.r-;'lﬂmnh tools'a step farumnd and stmmmered *Tan.,
aftheotheys” o did nof understand
he inhiiman voice asked, A pair of glowing eye

: n.lhejﬁridﬂwf of the forest, " Tell me, poung ane. Did

mvinice fhetn i
ﬁ’ﬂh HI'! ilmﬂhl-ﬂ:ﬂs .'HJJ‘:Ir rephiad. Al his n:p!}_, the pther

s Jﬁﬂi{fd to fuivn then o the ground, il early writ-

i faces. "The. . the tribube must be patd’ e said,

Tﬂ'lﬁt.“-l‘ﬂh!fi F'Lti_ﬁlﬂrrrﬂrl"uf infochis head, The tribuite
1A

The samuraidemand vice, “and e forest spm!'

ance of this priviciple resulfod in ' meeting with
orworse, The Just villager who attenptéd fn ward a
of what de I[i the farest served s o stark example of
could be winsg tlian death, The prasants still did ol
had be-rﬂrrtr of the sapurat.

v the Hﬂhf said, itz eyes bobling in .ﬂ_gnerru'rr.[ andd
*fmdhr daritness, “the tribute st be prid: You
far, Wiise, lifee your father f profict the villageIn the

_ !}*"Hﬂﬁlﬂﬂighmwd s he grimmed broadly. “Tell e,

ﬁwﬂmﬂﬂf}fm did yocanshince your tllagers;?

'ilﬁhﬂ ﬁ"mas o ot Rnow w]:uiy.:n— .
rld. :ir-[ri]ﬂnrgmufm' Tell me, Did you
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I sysamay’ Bokatu's guilty expression softered o Little, as if
thye fovest spirik with His obedience. "1 wsed the

o i ransgrin began slowdy o natch U denson’s,
vill your tell your samurai-lord, Bokataz® another;
ilinr voice came from behind the peasanis, Bokati aned his

-~ compumians turned quickly to see o single man standing in‘the

falling moo HE.LDL He wiote sienple robes and o wide jingasa eow

cered his face. The monle's hands were stretched aut wide 1 it s
Lianing gosfire, and ane heldia lang wipaden staff, ! Sl yorid tell
higre you have panished your father's subordinates for rffusmg ip

bow fo the will of this demon

‘el mway)” the spinit's voree called from IFlnfani:r:rji Leave me
by norik; ai 1 shall devenr you w5 easily as 1 have broken these
wereledies” ;

“You do not command me, copveipon” the monk replicd, his
gentle lone laking a hond edpe. "Hegone, demon, and trouble these
peasanis no fongey. The honest niert and wenen have theiy burden
[ Bear in the balance of the Way, and you will mokadd 1o i1

“Words willnat seare e, ittle smen ! the demon roared, lrnping

frot the shadows af e trees. Thee villagers aone amed and fell back=0
wiards-as they attempted to flee the brast that charged from the
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of enedless razor tigped feelh A it movied with frl!rrw mgility towrards

Hir' monlk,
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buarck: smpothly and setting the end of his siaff inte the gravnd, " You
e o abarniration. Youare an intbalence thet niusl be corrected,
afnd the unerse uall move to do 50” He did not flirch as the ori

v cloder, unbl at the fast seeortd D brought the leading eu:ﬂi}'
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fis staff up with o resawnding evack intdo the jaw of the beast. The
rank's eves closed as the strike connected, and a deafening neal of
thunder echoed across the shill night,

The ani fell backwands and eway from the monk and landed on
the ground in @ heap of uselessly twitching tentacles and a hissing,
gurgling growl, "My. . willage” it saed again, attempling to rise and
strike oul al the monk again,

“Misguided spivit, the monk said as he vaised his staff to end the
threal for good, “These men and women have warked these ficlds far
gencnations. You eould no sove pessess wiuet ey have buill than 1
can take a fisthil of aiv fo claim as my awn. Conternplate this in the
Pit”

With that, the monk sent the demon bk to Jigoku with a final
Herast of his staff.

BACKGROUND

While unorganized tribes still wandered throughout Roku-
gan, mottals began to recognize there were unseen powers
guiding them. The thought that powerful entdes might exist
inspired them 1o believe thar olferings might curry favor with
these forces, Their dedication was rewarded with plentiful
harvests and good formune in battle. The pre-Rokugani began
to build small sheines and set up regular offerings 1o the For-
Lnés

So that their followers would know whom they were wor-
shipping, the Seven Fortunes gifted some of their more
devout followers and artisans with their names and o vision of
their likenesses. Such divine images inspired sculprors 1w cast
claborate statues conveying Benten's beauty, the strength of
Bishamaon, and Daikoku’s generosity. With the Fortunes guid-
ing their hands, the caretakers of these shrines became much
sought after to speak to the peeple about the wondrous
powers of the Fortunes, The artisans were viewed as blessed
and many wealthy patrons begged them o create paintings
for homes or carve netsuke of the Fortunes to carry cheir favor
while ll]r..'}' traveled. These artisans came to devote thelr lives
to the Fortunes they had depicted, and thus bacame the firs:
true monks. Word of these shrines and their blessed caretak-
ers spread to distan tribes, members of which made pilgrim-
ages to behold the statues created in honor of the Seven For-
funes.

Pilgrims brought offerings for the Fortunes, which gave the
shrine’s caretakers the resources they needed to build larger
temples. These temples served 1o house the monks guarding
the shrine as well as the influx of visitors. In addition to reach-
ing worshippers more about the Seven Fortunes, the monks
began 1o set down the ideology of their religion. They stated
that the greatest of the Kami were the Sun and Moon, but they
ravely interfeved in human affairs, The Seven Fortunes were
quite powerful and there were & variety of lesser Fortunes that
watched over all aspects of every day life. The monks listed
one thousand Fortunes who helped and rested mortals on this
plane, shaping their existence. They went on to further note
that a spirit was within many apparently mundane objects,
stuch as rocks, trees, and roads, a secret already known 1o the
handful of humans who practiced elemenral magic. Among
the doctrine they established rules on what protocals were o
be followed when beseeching the Formunes for favors, It was
also advised that those who sought petty favors would earn
the disfavor of the Fortunes. The pods wished mortals ro he
respectful, but mor rely upon them for all problems,

The [irst large monastery for the Seven Fortung
leunded sbout one hundred years before the bhlldl.‘& p
and Moon fell 1o Ningen-do. It was built in 'Gis;'
devated to the Seven Fortunes who had the Ereatest ;
over the realm. Every depiction of the Kami pictured
a beatitic and loving aspect. .

After the ehildren of Amaterasu and Cnnog
earth, many of those who still doubted the Fortunes g
doubted no longer. The Kamis deseent was quite |i
sign from on high that their religion was based in s
The Kami revealed thar the Fortunes and gods wers
complex caste system, and created a reflection of ¢
system when they built Rokugan’s governmene. Bae
should know their place and function in the world,

With a sudden surge in belief in the Foriy ' B
prospered. Their large temples doubled as colleges e
early days. As the monks Felt that warkare was a togk b
1o samurai, an effort thar distracted holy men ﬁ-gm.'h
pursuits, they became pacifists for the most part, The
that those who believed in the Seven Fortunes and fry
them would lead [n11|:{ nnr] PEOSPETOUS ]ir.r.}g a5 [DI'IE
lived a just life free from vice. Flard work, discipling, 5
passion were the core of their philosophy. For a tim
ship of the Seven Fortunes was the dominant relia
and fts monks were regarded as the most ]{nnwleﬂéq :
enlightened moreals. i

The monks of the Seven Formunes continued their or:
of seclusion and passive contemplation unril Shinse
ance. As Shinseis teachings spread across the Emp
Seven Fortunes monks became resentul. Taken from
perspective, Shinsei's philosophies encouraged m
draw upon their own natural sense of strengeh an
inherent wisdom; if mortals had such strength, then w
pose would there be for the eternal Fortunes? As Shi
lowers grew in number, the Seven Fortunes monks
the Emperor, Surely the Son of Hezven could find some
1 rekindle the people’s faith in the Fortunes who had
much for them without shaming the heroic example.
had set. X

Hantel Genjis solution was simple and elegant, vet su
ing. He found one commaon bond within these two
religions — that adherenis of both loved, honor
u]'l:'ym[ their Emperor, Rather than .'1|'||:-!:i5|1i:|1_g Shinsei
foreing Shinsei's followers 1o acknowledge the Fort
simply declarad, despire all evidence 1o the contrary bot
gions & single religion and that he was the leader, Pe
with such a declaration, the followers of each rEHg:ll::ll
no more speak out apainst one another than they cou
their beloved Emperor, Both bepan to see the wisde
value in the cther, Peominent scholars stuppdd ﬁ:ﬁ!"ﬁﬂiﬂ ie
the murual truths and inherent similarities berween b
worship and the Teo, offering legitimate proof 1o sup
Emperor’s arbitrary proclimarion (as the Emperor ki
would), To this day the followers of Shinsei and wors
of the Seven Fortunes exist peacefully as a single Mf :
body, Over the centuries each has deawn wisdom and
tion from the other, until the two have become vietuall
arable,

"
%



. PHILOSOPHY
AND PRACTICES

- ;-;j.lﬂi'thg pHashers u_f vty warld, but pebbles wpan its shore. 5o
s think we are somelhing other than the pebbles, we revurin
o i Lhe chore, and apir ﬁ'mji the world, Coace we under-
it we are, we become a part of the world and 1t no longer
— Chous=sin

o the wm-g]:ip of the Seven Fortunes Pn::l::tcs oven
of the Kami, this sect is the oldest religious _
o ta the Empin'.ThE hng ]1intnr1; of this 2 -
has given rise fo 4 great many strong tradi-
: ﬁ:;ly all of which have remained
nged since the first cribes of mortals
<hipping the Seven Fortunes,
e Inception of the sect, monks of
Fortunes have adhered to strict
«n-f behavior, organization, and
Though the Fortunes are the
tions the monks worship, the
of the Seven Forrunes under-
hat the gods are merely incarna- ¢
e preat Kharmic Wheel Ivis g4
mic Wheel, the Celestial  J§ -
I.|.I nd the natural dance of the |-'I.':_ o
; "Etl_'mr' Seven Fortunes
y seele 1o understand and
erfect harmony with. This
st defining principle that
‘monks of the Seven For-
ntially apart from the
rhood — while the
of Shinsei secks to
strength found in
soul and realize man's
1‘_5-%::]!'2 furture, Seven
ohks seek o understand
instead and live in har-
_I_t-' The Bratherhood

fe Seven Fortunes
SE¢ 15 to understand,
ot be done with-
tanding,

rngs of the Seven
urally place a

i strictly enforced classes, bue the monks of the Seven
understand that to disobey the order of things is not
ting the wrath of 3 magisirate — it is courting the fury
elestial Order. To reflect this, the monasteries, tem-
- shrines are organized with a strict adherence o rank
Ven an Akodo general would envy Like a samurai, each
vttiunes monk 1s leenly aware of his station relative 1o
Seven Fortunes monks, and the importance of his home
in Comparison to other holy sites. Authority and juris-
B clearly defined throughout the sect, and disobedi-

ence is rare. Those whe show signs of a rebellious nature
hardly make it below the rank of initiate while the monks
attempt to reach them a more mannered and ordered lifesoyle.

Monks of the Seven Fortunes on average tend to be less
prone 1o violence than their peers, with the notable exception
of the sohei of Osano-Wo and Bishamon. Like the Phoenix,
the monks believe violence causes disharmeny when used
inappropriately — it is a defilement to be avoided. Like the
pacifistic Asahing, they also make an exception for Shadow-
lands creatures. These heasts represent a total corruption of
the Celestlal Order, and must be destroyed, Those who are
Tainted bue still in control of their wills and are repentant can

find mercy in the temples of the Seven Fortunes, for as
long as they resist the Taine's sinister call.

Becanse of the 111].rri.51:l nature of the For-
runes, moenks of the Seven Fortunes are hard o
define on a case by cose basis. Those who choose 1o
dedicate themselves to the study and worship of a

Pﬂl'[jl! l|.|.:|.f Fartune l"l'."l!ld o f‘ﬂ]{E on m:m}.r FEIEE]'ITI].“
iry trairs associated with thar Fortune, if they did
not possess such artitudes previ-
pusly. Such dedication is
COmMman &ma HH Tll'l.ﬂ."
sect, though it is nat a
m[e, E:tch major l.‘emp!g
tended by the monks of
the Seven Fortunes is ded-
feated o a particular Forrune
and monks in the upper echelons
of authority within the temple are
almost always dedicated to the worship of
that Fartune, Beyond that, the menks are free
te make their own chedce in such worship.
Making such a decision is one of the few things
within the sect that is not regulated and entoreed.
Accepiance into the sect is a H:imple process for
retired samurai. Because of the ordered lifestyle
af Seven Fartunes monks, many samurai choose
te retire to this sect to aveld upsetting their sensi-
hilities somewhat, ag many bushi cannor adjust ro
the loose crganization of the greater Brother-
hoad. Retired samurai doe not hold many posi-
tions of power within the seet, however, us
the monks of the Seven Fortunes under-
stand a samurai’ retirement should not
be a mirror of his days as a noble, vying
for prestige and authority over
=. others. Those whoe are adopied into
the temples carlier in life, either
by being accepted in their child-
hood, retiring due to some failing
to the clan, or other circum-
stances, are the ones who generally
advance in rank within the temple. The monks
believe thar those who become monks before reaching the age
of retirement are brought to the [ife of a monk by the Celestial
pattern for o reasan.

Because monks of the Seven Fortunes habitually view
themselves as subordinate, imperfect, and inferior to the For-
tunes, they are exceptionally forpiving of [ailure. The human
condition is one of preat potential but also grear weakness, In
their many scholarly discussions, monks of the Seven For-
runes often point cut 1o other Shinseists that the second
group of Seven Thunders was comprised of o thug, 8 woman-
izer, a vengeance-crazed samurai-ko, 2 dishonored ronin, a
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Tainted shugenja, a seductress, and a samural who laer fell 1o
corruption. The only true failure in the cyes of the Seven For-
ienes ds the failure to strive furgn:alm:ss and cower in the face
of opposition, Incompetents are educated repeatedly, the
infirm are taught how 1o conguer their wealness, and failures
are invited to redeem themselves, IFanything, the studies and
philosophies of the Seven Fortunes monks provide a great
deal of insight into how 1o properly deal with weaknesses of
bath body and mind.

Duties of each tem p!c: are zlwa ' defined |J-:|-' the Formune
represented there. Tuse as the Clans serve the Emperar in
some unigue way. each Fortune's group of dedicated worship-
pers contribute in a specific way to the larger secr. Monks of
Benten use their naturel charm and understanding of human
emotion to deal with those outside the order when the need
arises, Monks of Bishamon are a martial [orce that are often
|.||-|dq-n-::|im;|r¢1r| A diwmi:snd l‘.qr nrher::, but can be used o
enforee peace in Rokugan and combat the spiritual threat of
the Shadowlands. Though meney is usually not a concern for
monks, temples do not fund themselves, and monks ded:-
cated to Datkoku are usually called upon to deal with the wor-
shippers when things do not go smoothly with annual dono-
tions. When peace fails and war ravages the land, monks of
Ebisu arve brought forth to help organize peasanes and monks
alike in rebuilding efforts and lend their own hands o the
task as well. Monks dedicated to Fukurckujin are respected
for their wisdom beyond even other learned monks and
great many somurai and even other monks seek them out for
spuidance. The menks of Hotel are often spread out among the
many temples in the Empire, helping guide souls towards 1
peaceful path and bringing assistance wo those who are el wou-
bled mind, Finally, the monks of Jurojin are by far the most
traveled ofall Seven Fortunes monks, as their healing arts are
easily the equal of the Asake and Asahina,

Seven Fortunes monks tend to be reclusive, preferring 1o
let the universe unfold as naturally. The monks are not slow 1o
give assistance when it is needed, however, and are somewhat
infamous in the courts of Rokugan for being impossible to
dissuade once set upon g task. Courtiers who invite Seven For-
tunes monks to aid in a stoall marrer evenmally And rhe monk
pointing out every major flow ar problem connected 1o the
original issue, though they never would have pointed cur said
faults before they were asked, For this reason, wise samurai
only ask for the counsel of a Seven Fortumes monk ifchey are
prepared to have everything around them deconstructed and
examined under the x-ray vision dictated by the monk's
almost insane perfectionism.

TEM?LE OF THS
FOURTES
HANDS

Like the Fortunes themselves, the temples dedicated o their
worship ave varied in appearance and purpose. As one of the
largest orders of monks, they are spread throughour the
Empire, from the remote reaches of the Unicomn plains 1o the
southern coasts of the Yasuki lands,

HISTORY

Located on the southern edpe of Phoenix Lands, the
the Fourteen Hands is the thied oldest temple maings
honor of the Seven Fortunes, surpassed only by Gis
and the ruins found in Otosan Uchi. When the Phoe
began sertling the wilderness that the Emperor had op
them o maintain, they did not go abour settling as iy,
and the Crane had. Instead of attempting o bring civi
to every inch of land beneath their leer, the Phoenix p
to maintain a few great eitles and create small ourposts
influence without unduly disturbing nature, Due
pacilistic nature, they did not build castles and Lu_-e'pﬁ
they settled, Small cemples sprang up across the Bk
lands, all buile with the intention o coexist witl the fog
nacure, As rh:!:-:n were the un'|1_.r SlITuUcCiinges ullrside thg :
cities of each [amily, they soon became the outpeses w
visited on their way to Kyuden Isawa or Shiro Shiba.
One of the earliese temples built was called the
the Fourteen Hands, a relerence to the hands of the Seve;
tunes, The Phoenix named the temple to reflece the fore
moved and shaped the mortal realm — the fourteen han
the Fortunes, This mmpie r-u.r.[nrl_iu.lit at the edge o f the
Phoenix border with Lion lands, and served in many wa
point of entry and exit from the Phoenix provinees. H'
Euests of the Phoenix !-FI.EI':."I:I'.I in the 'l'elup]e of the Fm iy
Hands before beginning the long journey to the hea
Phoenix territory (at the time, few roads were buile, wl
compounded the relatively wild narure of the Phoenix
This was due 1o the temple’s locarion racher than any s
protocol, though eventually the Phoenix recognized
importince of the Temple of the Fourteen Hands and its 188
Hon, M
After the frst few generations came and went, the ten
had grown at an extracrdinary rate, which caused it1o
a primary location for retired Thoenix nobles, The Eb
soon faced a problem regarding the remple’s populit
monks, a8 they began to take up spaces that had been reset
for traveling emissaries to the Phoenix lands from otherd
They could not rightly force the monks aut for decidin
live in a temple, though the Phoenix Clan's travel rolites
Erown somewhat dependent on the location of the te
Building a cicy around the temple was also impracte
purpose of the structure was to blend in with the na
roundings, not overwhelm them. Finally, the Phoenix
to huild another city on a neatby plain. The sk s
cated, aggravating to visitors and Phoenix alike, butit
of the first major examples of the Phoenix choosing 9
t their principles over an easier path. Though the city i8
known as Honored Treaty City, the temple remaing
south, at ¢ distance rom traveled routes and now ned
gotren by these who do nor wish to find i, ..
The Il-‘II!I-IJ!\'-' was left in control of the monks under Eh [
diction of the Shiba family, Over the years, the Temple
Fourteen Hlands has grown slowly, though not consid
50 since its time as an unofficial border city of the Phoenits
i5 due to its shoee duey in that regaed char the temple is DS
ally large, even for a Phoenix temple. Its sheer size has
it to remain a common choice for Phoenix samurai
upan retitement as well as being an indispensable reso
knowledge for the Phoenix Clan, Though the monks s
nically without alignment in the political and miliary
glea in the Empire, tlll_*}* do not hesitaie 10 aid the I"]!lﬁ[ i
missions of mercy and healing when chey are called UE




b eemnle of the Fourteen Hands is the template for the
fons Frm::icm:l by 2ll Seven Fortunes monks. 11 is
e functioning base of power for the sect, and is as
st “typical.” Monks maintain stice disciplines of
1a on, physical labor, and study se in a rigorous daily
_The only thing that varies day to day is exactly what
;]'jm-fﬂrmed, the subject studied, and the subject
of the meditation.
e are free to allow their minds to center on nothing,
r:'Er anything, or everything during their personal
'"gl =0 lnng a5 it hl‘LnE&i them balance and focus. Itisa
- personal reflection, as even the heavily serncrured
Fortunes monlks realize thar few humans are exactly
those who seel the wisdom of the Tao are encouraged o
v it, while others may try eo find wisdom or answers
or works. Each method of study must be brought before
ior monk for approval, though few things are consid-
srhidden topies. Finally, the chores of manual labor and
al exercise are completely regimented by the master of
 Whatever needs repair is given w monhs with the
:f_i}:ill-s for maintenance, along with the day 1o day
cleaning, gardening, and cocking,
lace an equal importance in serength of hady and
ook to the Celestial Heavens [or wisdom, but do
The aifr of flesh given to them by the universe,
111 _bers of the sect clten trein in unormed martial
hile the older members practice light exercise and soft,
that focus on coordination and stretching, Because
anced and regimented lifestyle, those adopted eacly
lemples of the Seven Fortunes tend to lead extraordi-
ves by no supernatural means. Retived samurai in
5 also tend 10 cutlive their peers whao retire o

s teach one thing above all else — balance.
1 2 Elements, balance berween the Spirit Realms,
? Between body, mind, and spirit lead to harmony
Eie To imbalance yourself is 1o bring disorder to
18 cause suffering to the Celestial Order. Training
= congists equally of scholarly and physical pur-
L'as learning to accepr the ebhb and flow of natural
= world.,

[ﬁblﬁﬂhnm i5 not to ignore imbalance, but to under-
) recognize and retuen it to a state of balance,
i soime manner, maintains balance for excessive
Jead to stagnation. Monlis of the Seven Forrunes
P ected 1o set aside anger, grief, or confusion, but
0 temper these with compassion, joy, and clariry.
: hkbﬂngs pain and anger into the world, he must
b _.,_hﬁf-ﬂnﬁﬂ by performing a task of atonement, usu-
corollary 1o his failing. A monk who loses his
! ,_.'_I:'f:inﬁml':f'll'd to meditate for an equal period of
mank who lashes out needlessly at another must
time among the sick, tending their illnesses, This
R ese mensures take the place of any proper pun-
- e monk may deserve, monls are still subject to the
Empire and the reprimand of their supericrs, but
# ekpected 1o heal the imbalance the manle bri s
10rtal realm,
BE with others, in and out of combar, the mank is
y this philosophy in the same manner. Mortals
Smplex web of needs and wants and combat flows

in a patern of movement can be predicted. Understanding
the patrarn the monk lives within dees not free him of it but
gives him the power to understand the movements and moti-
vatlons of others with startling clarity. Those secking 1o outwit
and ourmaneuver the monk find themselves out of their
depth and undone quickly. A Seven Fortunes monk can easily
be picled our in combar by his nearly supernarural ability 1o
avoid the siriles of others and prediet nearly everything that
will happen around him.

SENSE]
The master of the Temple of the Fourteen Hands is 1 powerful
and prestigious pesition that is carefully given to a menk who
has no desice for prestige or power. The position eventually
m-i'l]l‘l."ﬁ tl'.l.l." I'.I'.Il.'.ll'l[': thﬂ muost :Illtl'.lﬂl'i.tl][i"!'l: ml’:]'l.'lb'l:'f Df hlh seCt
and can wield a grear deal of influence within his own group
and throughout the Empire, Because the position is not inher-
ited and held as it would be in the samurai world, those who
'|.'|.'l.':ll.l.ll;[ ar dU ilh’l]ﬁl" 1|'.|li.! FL!"'.’."I."[' Uf ||'.|l." ]'."Zil'.'i" are fL"JTIIiJ'u'Ed [EI.Ii.L'I:'II'!.'i

Lko

(Inlyo 14; Seven Fortunes Monk §)

The ds the aged and wise master of the Temple of the Fourteen
Hands and has held the position for eleven years, He is n quier
man not prone to spealidng loudly or moving quickly ar any
time. In fact, Tko is not likely to speak or move at any given
time, preferring o listen 1o the thyihm of the world ihrough
his long medirations, lkos dealings with the physical world

grow shorrer each doy and when he does rise from his con-

templations, he always has at least a dozen monks waiting to
petition him for his words of wisdom and experience. 1ka
understands that his time in the mortal world is growing
short, but does not care. Ciher monks have begun bothering
him about his responsibilities and duties, which the aged
master ighores, Thelr concerns are not proper for their place,
though few of them realize it. He has grown oo old to pry the
'i]'IEDrfEET.' thl]EI'.II'E fTD]TI T].'I.IJEE‘ EFD'I.I]'I.I:I him, :|n1:| 'i.]'l.!'TfEI'II:I
chooses w 5p:nd his time with the younger tnitizges in the
temple, artempting to ensure they arve instilled with the
proper degree of respect, appreciation, and wonder for the
world they have inherired.

THE T=N
THOUSAND
TERMPLES

HISTORY

The Ten Thousand Temples is the youngest major temple of
the Seven Fortunes, It was constructed juse outside the walls
of Toshi Ranbo shortly after the coronation of Toturi 111, As
the Emperor is the leading mortal figure in Rokugani religion
and Toshi Banbo held no major temples in its lands (the
reople who dwelled in Violence Behind Courtliness City
were never particularly religious), the monks of the Seven
Fortunes quickly moved to correct this oversight, The temple
was constructed in under a year and the sect quickly chose
many of its finest members to live there, Tt is important to
note that during the winter of the temples construetion there
was no deep freezing period, an omen the monks viewed as
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the Fortunes' own blessing upon their labors. This allowed che
workers to labor [or seven menths streight withour interrup-
tion. After working for seven months, the monks ondered con-
struction to hale for seven d.l]':,l'!-i before continuing, nll::-wiug
them to give thanks to each Fortune for a whaole day,

The Ten TEmu.r.andTumplﬂs takees its name from the I:u'_'ﬁl']'!,l'
impossible number of shrines located on its prounds. Once
the initial construction of the temple was complete and the
arounds were strwctured properly, the monlks began erecting
numerous shrines all over the grounds, inside the temple, and
around the owside. Each shrine represents a known Fortune,
from the mighty Seven Fortunes down to the most obscure
and esoteric Fortunes ever made known, While there are
likely not ten thousand shrines actually here, the true toral
cannot be far from that amount.

The master of the temple, Kiharu, knows each shrine and
its associated Fartune F:-}' _-i:ighl, as he is also the monk who
constructed over half of the shrines. Viewed in groups, the
shrines seem scattered almost haphazardly throughout the
area, but once the larger plerure is considered, they [oem a pat-
tern much like the branches and voots of o tree. The shrines to
the Seven Fortunes are spaced apart from each other and rela-
tively important Minor Fortunes associated with each For-
tune has their shrine placed nearby. The association between
the location of the shrine and its importance continues, until
the outer reaches of the temple grounds house the shrines for
such Minor Fortunes as the Fortune of Plum Trees or the For-
tune of Knots.

The Temple did not originally stand within the borders of
Toshi Ranbe, a fact Torurl 1 quickly remedied by redefining
the borders of the city to include his Empires new center of
wotship. While the Ten Thousand Temples is technically the
Emperor's personal temple, he only exercises his aurhority to
empty the place of all other worshippers on rare occasions,
The Emperor iz, at heart, not an openly religious man, but he
can easily appreciate a silent place for comemplation and the
silent power of faith, even if it is a power he sometimes finds
difficult to rely upon when cold logic is close at hand, all
Imperial observances of holidays and holy rituals are held
within these sacred walls, though usually under the supervi-
sion of the Seppun guardsmen and shugenja.

Because of the temple's obvious impertance for the religion
of Rokugan, it has quickly replaced the holy Four Temples
near Chosan Uchi as a Fh':.?ﬁlitﬁl Tepresentation of the heart of
waorship, Though the menks of the Four Temples undersiand
thar they should not wish for prestige and learn to accepr their
A Pl:'-‘:"*'= a small rivaley has buile up over the years betwieen
the Four Temples and the Ten Thousand Temples. Even the
name is viewed by some as o subtle insule, an obvious aremps
1o make the Emperor's new temple outshine the old. Though
neither side is so absorbed into the matter to cause any true
strife, any “unimportant” requests from one temple tend to get
ignored or intentionally mishandled by the other.

TRADITION

The remple’s proximity to the nexus of Rokugani political and
military power resules in the monks of the Ten Thousand Tem-
ples having an atypical understanding of politics. Monks who
reside in this temple rarely have the time to work among the
peasants of pass their days in quiet contemplation of the Tae.
Tnstead, the halls of the temple are constantly filled with pow-
erful and influential nobles, including Toturi 111 and his
entourage. Many statesmen come (o seek refuge from the end-
less and draining political struggles that go on within Toshi

TRAINUNG

Ranba, while others come o present o plous face to theie g
in the lmperial Coure while they carry out their in
either case, the monks af the Ten Thousand Tem;
chosen {or their u].'rilil_:,' to deal with such powerful fig,
creetly and politely. Those thar cannot cope 8
drzm:m-:iing dutics are sent elsewhere in h;l.r.n:;, the E ;
talerates no failures in the heart of his Templ-e. ;

While the monks do their best 1o accommodage
less stream of visirors, they also strive to remain
within the web of power and conflict that makes Tash
ril. 'I'lu:j.f reinain in & unique position o seand the u .
test nF:wnir[jng the subtle epo temptations that in .,I;_“ i
being in the company of such successful leaders and 1ol _
credit few succumb to such desires, -

Monks of the Ten Thousand '['L':In]:-l-:# Attempr to na
rcgim:ntcd training schedule in both the mateers af
and mind, but their proximity to the Emperor’s Con
intrudes on day to day activities. When the tem
founded, the monks (like any other newcomer to the
Cotire's Prcﬁcncc] were astounded Just how manj.r'
week the Clans stood on the edge of declaring war up
other, Thnugh the vast majoricy of these incidents e
out any serious repercussions, they almaost always invo
monks of the Ten Thousind Temples in some manneras
sides seek puidance or support from the Brothes
Courtiers come calling to meditate and regain their fo
seek the wisdem of the monks. Bushi seel blu:sslngs"
conflicts ahead, or forpiveness for words rashly said.
constant intrusions, while leritating are accepted noy
unavoidable circumstance by the ever pragmatic Seven ot
tunes monks.
Maintenance of the temple is also a matter that the mons
do noet often atrend to on their own, depriving them @
monlk's usual soutce of physical exercise outside of
practice, The clans, constantly vying [o the Empero ;
tion and favers, often ateempt to get into the Bmperor
graces, are well aware of how he favers his Temple, Th
important nobles offer clan artisans to perform che
maintenance an the Ten Thousand Temples, While
vents many of the monks from having a regular e
physical discipline and scholarly research common
temples, they have learned 1o work in o more spantid
fashion toward these ends,

=nsEl h
Tor date, there has only been ane master of the Ten Thousase
Temples due to its exceptionally young history, Sep
Kiharu is samewhat young o be the senior monk of s
important temple, and though he is retived he maintai

Family name to show his dedication, ahove all, is to the I
ial Families. Though this would be unseemly in any
remple, the monks understand the position of :11.: st
the Ten Thousand Temples is unigue. When Kiharit £
down from his station, it is expected his successor Wi
chosen for their ability to serve in two distinct worlds Just
Kiharu does.

Seppun Kiharu (Inkyo 12; Seven Fortunes Mnrllli 4}.; i
The Mastet of the Ten Thousand Temples is a greganas
spoken, and widely liked man in his arly thirties. Rib
one of numerous Seppun who maintain very close miE
the monk brotherhoods bur mainrain ties to the IMPSE

wil



s a5 well. As the Seppun are one of the most spiritual
ven more so than most of the shugenju families of
I];U-E gssociation has never caused any strife among,
roup. When Toturi ITT agreed to the construction of a
emple to serve as the Emperor’s personal spirirual
s :'ﬂ:'l,., geppun immedistely bepan working to make
. of their number would become a powerful influence
emple. Where many other families would attempt to
surof ¢ need for political power and gain, the Seppun
; Ll:i:'j.'LlI‘l acrion as their :Im;,- to bath gu.’m‘l the Emperor
e a5 his spiritual compass.

was chosen for 0 good number of reasons, the least
is his ability to remain completely Inolfensive and
e to all parties in matters of negotiation, He is,
r;; campetent man with no ambition wharsoever.
st Kiharu implicicly While Kiharu's title is certainly
of true envy in the courrs, he tkes even greater
jet) pride inan even rarer accomplishment — he is
Jew souls whom Toturi 111 considers a true friend,
finds Kiharu's intelligent yet guileless demeanor
 and often confides in che temple master when
the court begin o weigh upon his soul.

takes his duties in seride and with humility — the

s bloodline.

S

W MECHATCS

(R ,, RMARTIAL ART)

sebun-do dates back o the relgn of Hantei the
':"1'_'}:'5 dedicated 1o the Seven Fortunes often found
' HEFEF By bandits and their temples fouled by
15 against whom their peaceful wisdom proved a
5e. I i5 possible that the order might have ceased wo
1& Fortines nor intervened.
e named Fusie soon found hersell beser by night-
cring the order’s worst fears. In dreams, Fusae saw
E._‘F‘IIEI'}" Fortune case dﬂ'l-'l'i'l, i her brethren stand irngt
lace of worship was desecrated. Helpless to do any-
Fusae cried our in anguish as she watched her Shadow-
easts artd ruthless bandits murder her brothers and sis-
! ally her entire order was wiped out and the people
forget the Fortunes. These dreams continued and
[,iﬂ" and persistence so thar o night J1:1n:lt].r Went h!,.'
djdlﬂ awaken soaked in sweat and shaking. Beliey-
54 message from the Fortunes she meditated on
reantinue on in harmony wich the forces af the cosmos
Mantaining a proper defense of one's life and home.
seventh t']-ﬂ!r' af Im.!ﬂi'lltllng on the question, Fusae
with a series of visions from the Fortunes, Each
aled a mayvement that resonated with the Fortunes
e, When she came to her senses, she found their
005 clearly embedded within her memory, and her
Pein the mids of atrack by bandies. This time they found
PrEvas she quickly dispatched the small band of ruffi-
G cinminutes. Afer defeating her foes she rurned ro her
d"f.d brethren and told them the Fortunes had
,ﬂ:lﬂu: Pravers. Thus sebun-do was born.

STYL=

Sebun-do is a relarively passive art, focusing on evading and
redirecting an opponent's strikes and using an attacker's
strength against them. The punch of a sebun-do arcist is
likened 1o that of being punched by someone whose fist i3
coated in cotton, as the blows are quick and soft. Rather than
tocus on hardening the body and building strength, overall
health and well-being is encouraged. This martial sevle
[ocuses more on speed and hitting key accupoints on the
target to inflice damape.

rURYOSE
Sebun-do in mainly used in defense, and is considered a soft
art in many ways, Unlike other defensive arts, sebun-do does

give the anist the ability 10 strike out affensively. More preci-

sion and morality is demanded of the sebun-do marrial ars
form, as one punch hit in che wrong place can couse the entire
body of their opponent ta shur down,

TRAINING
Befare any punches are thrown or stances taught, the scudent
of sebun-do is instructed on how to deal with others in o
moral way, 50 a5 not to lnvite attack. Philosophical reachings
and debates as well as morality lessons dominate the carly

portions of training. After ascerraining that their students are F18

prepared to learn, the sensei will show them how to use the art
of sebun-do to improve their body end 1o heal thar of others,
Many students are turned away due to their inability to
conform to the strict morality imposed by the instruceors.
A sense of compassion and kindness are necessary traits
fostered in sebun-do students,

[n addition to teaching their students to be noble in spirir,
those who teach sebun-do also requive that their pupils learn
to uge their knowledge to heal others, While there is a consid-
erable potential to harm others inkerent in this martial style,
there is equally the potential to heal. While learning what
points to touch in order w inflice harm on their opponent, the
novice also learns about the various poines in the body that
can bolster the immune system. This malees sebun-do masters
both efficient killers and healers.

EBUN-DO RMECHANICS

novic=
At this level the apprentice learns to evade, redirect and blend
attacks directed rowards them. also begin 1o be able to read the
energies within their opponent and have some limited abilicy
to sense in which manner their enemy will strike next.

Sebun-do Novice [Kiho)
Prerequisites: Dex. 13+, Heal skill, Improved
Unarmed Strike.
Benefit: You gain a +2 dodge bonus to AC when fight-
ing defensively. You pet o +2 honus to Fleal checks,

Scbun-do Novice

Required Specialized Skill: Sebun-do (1 rank)

Cost: 9 points

Cost Reductions: Seven Tortunes Monk (5 points},
Soft-Hearted (2 points)

You gain a Free Raise on all Defense and Medicine
rolls. You may choose to keep as few as one die on any
damage rolls. The Sebun-do skill may be used on all
unarmed attacks as well as grappling,
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INTEXMEPIATE

The pracritioner is now able to start using their enemy’s
strength and strategy againse them.

Sebun-do Intermediate [Kiho]
Prerequisites: Dex. 13+, Heal skill, Improved
Unarmed Strike, Sebun-de Novice,
Denefit: When making attacks of opportunity, you
may add your opponent's Strength moedifier to your
unarmed domage rolls (as well as your own),

Sebun-do Intermediate
Required Specialized Slkill: Sebun-do (3 ranks)
Cost: 18 points
Cost Reductions: Seven Fortunes Monk (10 poins],
Soft-Hearted (4 points)
.H- }'I,Jl,l il[!:'lf.l{ an EIP]_'.IEII'“: Tk W]'LD -.'|1|-.'||;']'“!';] Y'n” Whjlﬂ an

Full Defense on the previous round, you may roll extra
dice equal to your opponent’s Strength on unarmed

damage rolls.

ADVANCED

As his knowledpe [or Sebun-do grows, so does his empithy
for the energies that course through all living things. He is
skilled at making his opponent believe thae he is going to
strike in one manner, and surprises his adversary by acting in
an unexpected manner.

Sebun-do Advanced [Kiho]

Prerequisites: Dex, 13+, Heal skill, Improved
Unarmed Strike, Sebun-do Movice, Sebun-do Intermedi-
ate,

Benefit: You may voluntarily impose a penalty on
your unarmed damage roll against an apponent o gain
an equal insight bonus on any trip or grapple attempts
(hoth artack rolls and che ensuing opposed rolls) against
that opponent within the next round, The penalty must
be declared before the damage is rolled, and cannor be
grcater than your base attack bonus, If the penaly you
declare is greater than the damage you roll, the bonus is
reduced 1o the damage rolled.

Sebun-do Advanced

Required Specialized Skill: Scbun-do (5 ranks)

Cost: 27 points

Cost Reductions: Seven Fortunes Monk {15 points),
Soft-Hearted (& polnts)

Upon successfully swriking an opponent with an
unarmed attack, you may give up any number of damage
dice (both rolled and kept) to gain an equal number of
dice (rolled and kept) on o grapple attack within the next
round. This bonus applies to both the attack roll and
ensuing opposed rolls

SAVEAT

Once the student reaches this level ol expertise he is almost
impossible o touch, and able to throw baclk his opponents
through the usge of key pressure points and the harnessing of
his own chi. Ble has also advanced further in his kuuwll:llg_:: ol
the hcn]ing arts,

Sebun-do Expert [Kihao]
Prerequisites: Dex, 13+, Heal skill, Improved
Unarmed Steike, Sebun-do Movice, Sebun-do Intermedi-
ate, Sebun-do Advanced.

MAST=R

Benefit: As o free action, vou may choose 1o i
single opponent 1 +6 circumstance bonus 1o hicyoy y
your next action, You may make an artack of opportuny
apainst them after their first melee attack against yoy
(assuming you survive the artack). 3

You gain a +4 bonus to Heal checks. This stacks wi;
the bonus gained at Sebun-do Movice,

Sebun-do Bxpert
Required bpenahnﬂl Skill: Sebun-do (7 Tanl;;]
Cost: 36 points
Cost Reductions: Seven Fortunes Monk (20 po 'l
Solt-Hearted (B pmntaj ¥
OIn your turn, you may chioose o ELANT 31 CPPONERE;
pi0 o all aitack molls Against you until your next action, 1§
this opponent artacks you and you survive, you ma
immediately make an unarmed attack against the;
You gain two more Free Raises on Medicine S]I.ﬂl

Dnee the student masters sechun-do, he has Itlld'll!-' :I'-.
height of awareness. His ability to understand the wea kness
af his ppponent is unparalleled and he is able to incapael
his ememy at a touch. Anyone wishing ro inflict hart

master of this art quickly finds that their own b
swiltly redirected back on themselves, and they are unab
hit their opponent,

Sebun-do Master [Kiho|

Prerequisites: Dex. 134, Heal skill, II‘-I'I
Unarmed Serike, Sebun-do Novice, Sebun-do Inte
ate, Sebun-do Advanced, Sebun-do Expert, !

Benefit: At the beginning of combar, you may el
single opponent. The first time this opponent m
attack roll againse you, you may make Reflex 3
equal to the damage deale). IF this save is succes
tale no damage. IF you attack this epponent ﬁﬁ 3!
benetit is lost. _

You gain a +2 bonus on all Strengeh checks totHE
ppponents and opposed grapple checks, and a #2 "' !
bonus to AC on toral defense.

Sebun-do Master .
Required Specialized Skill: Sebun-do (9 "'"
Cost: 45 polnls 1" i
Cost Reductions; Seven Fortunes Monk {.ﬂ o

Soft-Hearted (10 polns)

At the beginning of combat, you may select of
nent. The first time this opponent makes a5
artack roll against you, you may make a Reflex 58
equal o the Wounds dealt). If this roll is succes
take no damage. 1 you attack this l:-ppl:m'&“'
benefit is lost.

You gain a Free Raise on all opposed Streng
grapple, and a Free Raise on all Defense rolls.



rtlmr':'ls [.lrlmied a bleak and unforgiving hrm!-
Hser aors relentless, and it was e alay whert the

r]’ﬁilt!!jr' Courtless leaends survounded the mognfadi,

_-_ { ?‘m ri's il spivile that dwelled aniong the I“Wd
' LTSS “i[! pErftpire lived in fear of whal Levrows Lhe
M::iuini .:'u:lhfnrm.d anid for good rensan: the myths

' .\‘H:I.h didd imtw e ﬂ]nmmu lo mrh the E,.!I'HIE praks.
#ﬂ«n thich traveling closk Hhal might ande have been
fﬂhgasmrc fddied t gmy, TEe elimbed slowly but surely
' [ﬁrdﬂts, fiis steps canctious. Rocks skittered dowi the
; 7 his Hﬂ‘r:ld.: ancl sandals, but e did not stop.
-_!Eﬂfmk receded inte o plateai The traveler sighed
rrmine Fﬂll'rld then tfnrﬁfnifnhufrﬂ Fle brushed {Te
obe absently wied-dook in e spectacle befave i,
aomie to a smgle defming feafuns o e qmp]c
: .'ﬁ'ﬂﬂlﬂle inounlain stone. 1t bore a strong resem-
W_ﬂﬂ}' lesser strongholds settimed thraughout the -E'rm':l
gtq}liff: bvoeghet awsistful somle o the rmwhrkﬁ:cr Ay
M‘ﬂ #0 figure eiteried from fhe stane Brilding and
asefully towand him,
HeE s foll and broad of shotdden Hn‘fnrm s
g hiurs af exetrlion, s clothang raugh and darse.
'!ﬂfﬂij'.‘ihﬂl-'i‘ﬂ FGreehings, rend” the man :::uni it
-{J‘,ﬂ!ﬂ :'EI!'IIH, brother of the Onder of Stecl. 1 weltome
FHORsdery
: ﬂrﬁﬂ’r the traveler smiled. * There is a legion of
EEmpre ot large thatcall themselves by the same
‘_ﬁh_!_'j’ are auvire tial yoir order beans the title a3

“IEds of fitle consequence,” Hoku said zuiﬂmut malice, " They
may pefition the Ford e L:_I' Steel if hey wish it fo be changed. 1
dagehl ke will prsver them.”

80 11 i Teue, then” the fraveler said. * Your mlmuslpr].-';.;:iw[hlpd-

o the warslip of T Xing Guo, the Forbune of Steel!

"W are hisadherents; that s correck, There ane hut three monas-
tevies marntained by pur onder, although there has been falk of a
fonartle, Wby e youl sopght g oy

The traveler nrlfuas!frlnd hig cloal to veveal his non-descripl

clothirig withm and a lone wakizashi wpon his bell. I:,.Fmrll Hiree

ei!u}s agd, 1 was kyown as Kaiy Furefin, 1 s srruth and

engineer for myord for nearly twenty years but | hive m:d:rd the

cutshornary tinee of velirentent, 16 s time for me lo sk pew pati,!
SAnd you leave choten our onder? For what roasop 2"

Foropin renoved his blade fram his obi and held il el fo the
monk. “The onz true love of my life has been wovking sleel. Tiwas
grateful for the chusee b do so 1 sy lord's nane, buat wity soul s
not pure, 1 did not live to sevve hin, 1 lived for the experience” He
petaised for a syt and regarded the blade! “Thal is why I chase

in rt'lu'r, thougl iy choose otherwise. I need to seek ﬂh_ p:mr'.r ;

it iyself; '

Baku nodded. ":ﬂ:u are wise, Yo have embraced the ga,ﬂs i

Xing Guo bies given us, You wall be welcomed here. Cﬂnr. hrother,
Lel ne show vou our monastery” The fwo ien strode ﬂlmugh the
lavge stone Hoors ard inbo the conrtyand,

‘et Blade miasastery was laid aub in o combemporary and
simple manner contmon to niost temples and monasteries that
Iltn?]:rr hiad visited. The inlerior colerd vard, howeerrer; was qmlq,

different. Rather than beaving a sand g:ml‘rh of zorne sort, if wias

home to the Trrrg-:i! forge Toe Juacd ever seen outside of Kt Shiro,
“Magiificent,” Fumojm hr;‘a[Fm:f ; .
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“It s indeed” Boku agreed. "It is a teslament to aur Fortene's
wisdom arnd power.”

“Hokar-san,” the old Creb said hesilantly, "I must be fruthfed with
you. 1 krow nalhing of the Fortene of Steel. I have knoun him only
through his works and creations, [wish te foin youy onder, but T e
never been a pios man.”

The monk smiled. “This 15 not a monasiery fo the Seven Fortunes,
nor the study of Shissei. Our patron was @ moral man only a short
time ago. He does not covet yoer prayers or meditalion, You reverence
for b a5 evident in the love you shave for his coaft. We ave monks,
Bl ortly in the sense that we have obandoned our worldly goods and
pursuits in exchange for devotion fo what he represents.” He smeled,
“You are mistaken, my friceed. You are indeed a piows man."

Furojin looked down and van his hand weross e Lilt and tsuba of
his exquisitely crafted waleizashe, "1 have dreamed of such a thing my
wiele life

“Welcame home, brother” Bokse temoved his short and picked up
Jarge harmer. “Came, 1t is inee for our marming prayer” He gestigred
lo the forge and smiled again, more broadly,

Farojin laid down his hlade and picked wup anather hammer.,

BACKGROUND

The term “monks of the mikokami" is frequently used in
Rokupgan to describe dozens of small independent manastic
sects. These groups, are often limited to a single monastery or
a handful seartered across the Empire. Their philosophies,
while varying wildly, are often highly specific and may con-
tain more extreme tenets that are generally overlooked by
most Rokugani because of the obscurity in which these
smaller groups tend to operate.

Obviously, there is no one means by which these myriad
sects developed. Each group has its own unigue origin and
history, There are, however, certain elements that can be con-
sidered common among the historical records. In particular,
there are two common origins that give rise to new sects.

One common option for the creation of a new sect is in the
strong religious beliefs of a particularly charismaric individ-
ual. This is a 1ale common throughout history, and is nof
unique to monastic sects, Some men are gifred in the ar af
inspiring others, whether that inspiration may be to take up
arms apainst one's lord, to ride the highways as a bandit, or
even to enter inte o monastery and take up reverence of a
lesser Fortune, These men and women are ofien simple peas-
ants who had some sort of dramatic religious expericnce,
awalkening their natural talents and giving them purpose. To
maty, this is nothing less than a manifestation of true enlighe-
enment, or perhaps divine will. The oldest known monastery
devoted to Inard, the Tortune of Rice, was founded by o [armer
who claimed to have been visited by the Fortune in a dream.
T his dream he saw a vase lield of land that yielded a bounti-
ful harvest. The man found the land [rom his dream, which
athets had abandoned, and planted his crops. When harvest
time came, lis yield was more than double that of anyone else
in the province. Others flocked to the land, and the farmer
began a monastery devored wo the Held’s divine patron.

I a similar vein, there are accasions when an instance o
divine intervention is so obvious and pnwrrfl.il that it affects
many people at once, Given that the Rokugani are largely a
pious people, it is not uncomman for such things ta result in
small numbers of withesses joining 2 monastery or éven cre-
ating o new one in honor of the kami responsible. The most

notable example of this phenomenon is the credtlon ap
first monastery devoted to Osano-Wao, Fortune of B o
Thunder. Shortly afier Hida Osano-Wo's death, | i-" |
Kaimetsu-uo and his Mantis followers laid siege g
Shiba, where the assassin was hiding, The young
called out o his father for aid, and lightning split ¢
gate instantly, The Shiba daimyo, awed by this d
power, surtendered the assassin ro Kaimersu-uo and
ﬂ[E‘hi‘ retired. He and several others, both Phoeniy an
alike, moved to the Plains of Thunder and built th
monastery to revere the Thunderer, mightiest of all L
tunes. Osano-Wo's sect continues 1o be the largest gf l.
mikekami currently in existence. il
Still, despite stmilurities, these myriad sects rypleally
little in common with one another beyond the EimplE
zational structure they all tend to follew, a templa
lished by the Taos Book of Duties. Examine any dozen ¢
teries and one will discover a dozen unigue histories
detailing all of them would be a task worthy of a hi
entire lifetime, there are o handful of larger seers that aney
known., 1

(AMI-NO-KRAZS

The Fortune of Wind is among the oldest revered Fon I
Rokugan, A cult existed prioT to the Kami's arrival in Re
that venerated a wind End- When the Hantei ﬂmpgm
shinseism and Fortune worship as the official re
Rokugan, he asdopted several prominent pre-cxisting 2
into the pantheon of Fortunes. Kami-no-Kaze was ampg
these new Fortunes. .
Kaze-no-kami and the other so-called Unnamed Forming
all remnants from before the Kamt's fall, have had: !
ents since the Empires birth. Those monks dﬁutini
selves 1o the Fortune of Wind have removed chemselve
the Empire at large. Few have heard of their mong
throughout history, as they tend to congregate in'g
mountain temples or shrines situated in the center of,
wind-swepr plains. Peasants pay homage to the Forn
simall, untended shrines left I:I:r' the monks seross the E
but de not regard it with the same reverence as other Foj
tunes. To many, Kaze-ne-kami has ever been a primal; pe
tive being more akin o a narure spirit than any sort of div
entity B
During the Four Winds Era, the assauli on Tengo
Leng and his demanic minions resulted in the deat
eral Fortunes, Kami-no-Kaze among them, The death
patron has caused Kami-no-Kaze’s adherents great dist
conflict. Many ameng them believe that the Fortune
shall be reboen, even as the dying hreeze stirs agaii
period of quiet. Most believe that this reincarnat
|,'*Z|'|'||.‘.-:‘.|d':,? itself in one among their number, who wil
into Tengoku to replace the dead wind god. Needless
many adherents are eager to prove their worth, and thy
ters of the temple are constuntly searching for any sign
reborn kami. i

=MmRn-0 N
The Fortune of Death is not so much revered in RokH
feared. Monks who serve Emma-O are rare indeed, ”rmd.
warrant the rerm order. Manks of Emma-0 are solitaf
viduals who tend 1o the many small shrines ro theit
that dot Rokugan's landseape. Those who take up the E
of Death’s ways tend ta come from professions where
abundant. Peasants who deal with the dead, warwe
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" 15CENSION VIA

Rt o e,
nreErRIAL DECREE
nost reliable means for a human being to
e a lesser Fortune is t]'u'm:g‘h an I'mperial
o issued by the true and rightful Emperor of
Ii-;.lm-.-.ﬂﬂ- This ahility was given to the Hrst Hantei by
bl oved mother Amaterasu, and has remained the
Emperor’s discretion ever since. Upon Toturi's
qsion to the throne, the Hantei ancestors passed
(his power t0 his dynasty.
such Imperial decrees are issued l'nr::'l}r under mose
irenmstances (with the exception of Hantei XVI),
ol most Emperor's have gone through their entire
eirn without ever having issued one. Only when the
Emperor 18 convinced that an individual pfr!-innif:i:ﬁ
: nce of some tralt or quality is this act even
considered. ﬁn]'!.-' then will a rigitrenus Emperor
admit thar individual’s soul to Tengoku by number-
ing them among the Fortunes,

[he

a5, former torturers, and others who must face the realicy of
th on a daily basis are among the Order of Death's num-
Huni born without the ability 10 speak 10 the kami are
se often drawn into this secr.

ose who wish ta join the Order of Death must seck oui a
: Hh:ﬁf monk and convinee them of their sincerity, Those
are successhul are taken under the elder monl's wing and
B Ehasie rites and pracrices, then permirted to go on their
ftorsolitude is an important vow among Emma-0% adher-
iete is lintle concern among the order for the behavior
vitual members. Those who fail o disnppoint Emma- O

6t be punished in this world, Lo the Fortune of Death
ind them in time.

SEtune of the Seq is revered all across Rolkugan's const,
rf‘_h? Sallors but by any whose livelihood is bound to the
ten, shipweights, merchants and travelers pay
tﬂtht?Eng[-ﬁﬂ bfllng at the shrines that are present at
Arport on the Empires shores,

_ BUS monastic followe t2 have existed almost since the
Was established. Even in the earliest times, men took
A Vatlery of reasons, and in each case they made
A 1o the Fortune of the Sea 1o warch over and protect
Em. Given Suitengu's rempestuous nature, however, there
%.ilw“ﬁ been lives lose to the sea. Over the centuries,
sespared such wrath, either because of simple omission or
Hrvival, would ke up reverence of Suitengu as o means of
SRR the Fortune for sparing their lives, Thus the Order of
283 was horn,

*_j"-“'d“"-“grt*ales-l concentration exists in the Mantis
'!-'I.rher.: 1o less than half a dozen monasteries dot the
OUS isles that the clan occupies. There are many more
e coacr, but none s large as these off the shore, sur-
Stitengu’s majesty,

-
SHIMN
= SEUne of Rogds is one of Tengokus more cavelvee enti-
Seerned with formality and ricual. Koshin has
bt hI_l Tevered by traveling merchants and the Miya her
%5 order was never significant enouph to be nore-

L)

worthy until the Unicorn Clan's return to Relugan. The chil-
dren of Lady Shinjo are travelers first and foremose, and more
shrines to Koshin gppear in their lands than in the rest of
Rokugan combined — ironic when one considers thar the
nomadic elan uses Few true roads,

Although Koshin has been known and honored by the
Rokugani people since the Empire was founded, the monastic
sect devoted ro him was not founded until the fourth century.
Historical records indicate that a minor branch of the Daidoji
fumily, predominantly made up of merchants and traders,
came to prominence within the clan following the Emperors
construction of a mew series of roads and highways. This
minor branch fully commirted every resource ac their disposal
to developing merchant caravans, o concept that was not pop-
ular at that time, The plan was a great success, and this partic-
ular family branch became one of the deminant groups within
the family. Upon his retirement, the family patriarch estab-
lished a monastery and temple to Koshin in the Crane tade
city of Heigen Toshl, which remains the largest of Koshin's
temples to this day.

TH= SHI-TIENL YEN-WANG

Strangest of all mikoleami, the Shi-Tien Yen-va ng (or Lords of
Death) are not Fortunes ar all, but lesser paijin pods who have
eatned their place among the Rekugani cosmology and thus
gained Fortune status by default. They haunted the Moto for
centuries, despising the nomads for abandoning them in favor
of Rokugan's gods. Mate Chagatal, Khan of the Unicorn Clan,
took pity upon them and swore an oath to revere them equally
among the Forrunes, In return, he demanded they cease their
fruitless vengeance against his family. The Lords of Death
accepted, and ascended o Tengoku 1o petition for entrance
inte the Celestial Heavens

The Lords of Death were not welcome in Tengoku upon
their arrival, and it was not undl Fu Leng’s assault on the Gate
of Heaven that they found a mensure of acceptance. The Lords
aided Tengoku in its defense, saving Olura ne Oni from deach
or worse at Fu Leng’s hands. In return, they were granted con-
trol over Meide, the Realm of the Dead, alongside the Fortune
of Deach Emma-0; They have become, for all intents and pur-
poses, lesser Fortunes of Death. Some also deseribe them as
Fortunes of Vengeance or Fortunes of Judgment. As ver, there
are but three temples devoted to the Shi-Tien Yen-Wang in the
Unicorn lands, each with a small contingent of monks and
shugenja who serve and commune with the Lords of Death,

rHILOSO?PHY
RND PRACTICES

Much in a manner that mirrors their history and develop-
ment, no two sects devoted to lesser Fortunes have exactly the
same beliel system, philosophy, or daily rituals. Ench pursues
the doctrine of their patron in their own way. This is compli-
cated somewhat |11-’ the fact that several lesser Fortunes were
once mortal beings who ascended to Tengolu either through
Imperial decree or through some other divine means. With
the ability 1o learn maore about 2 Fortunes mortal lifi, a sect of
monks can become decidedly different than the norm, nor
appreciating that ascension radically transforms the human
soul.
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There are several conventions that are commaonly held by
these smaller sects. While it cannoe be said chae all of these
conventions are uniformly respected and adhered to sericely,
they are generally acknowledged among most sects:

SVERENCE FOR TH=
FORTUNZ'S PATRON

Lesser Fortunes are invariably connected in some way to one
of the Seven Fortunes. It is commonly believed by many
shugenia that lesser Fortunes were created by the Seven For-
tunes to do their bidding or vo embody certain aspects of their
diviniry, The few monks who revere Ekibyogami, Foroune of
Disease, equally revere her patron Jurojin, the Fortune of
Lanpgeviry. The preat Osano-Wo, lependary Fortune of Fire and
Thunder, is a servant of Bishamon, the Fortune of Strength in
much the same way as a samurai warrior serves a clan daimyo.
The wise and elegant Tengen, Fortune of Writing, serves
Fukurokujin, the Formune of Wisdom. Sects do nor always
agree on what Fortune a given mikokami serves, and the For-
tunes are often ot forthcoming about the nature of their ser-
viee, There are, for instance, two distinct schools of thought
within the order of Inar, Fortune of Rice, Many believe Inari
serves Ebisu, the Fortune of Honest Work, Oihers believe thar
the Fortune of Wealth, Daikokuw, is Inari’s parvon. Emma- 0,
Fortune of Death, refuses to reveal which, if any, of the Seven
Fortunes he favors, In any case when cheee is debate, the sects
tend to revere any and all Fortunes that might serve as their
Fortunes patron,
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TH= LOST GODS

A unique subset of once-mortal mikokami is the
collection of entities known as the Lost Gods, These
pitiable beings have virtually no adherents in the
mortal realm, and are outcasts even ianngn]l:u Their
plight is remembered by a small number of monks
who tend to a small shrine in their honor deep in the
wilderness in Phoenix lands.

The Lost Gods' suffering is a remnant from the
moertal rule of Hantei XVI, the madman history
remembers as the Steel ["'hnrﬁ'lnthn.mum Exver a petty
and vindictive man, Hantei XVI delighted in cursing
those who aroused his ire to an eternal afterlife of
shame and suffering. A Seppun guardsman who plot-
ted apainst the Hanted was proclaimed the Fortune of
Torture upon his execution. A fastidious Kakita
courtier that attracted the Hantei's ire with an off-
color comment was proclaimed the Fortune of Dung
after being executed in a unique manner not recorded
in the histories. Over a dozen such decrees were
issued, and many more would ]i[-:l:l].r have followed if
not for the Steel Chrysanthemum's death.

The Brotherhood has made it their goal to remem-
ber these lost Fortunes, for they are still divine beings
despite their disgrace. The denizens of Tengoku hold
the Lost Gods in low regard, but grudgingly acknowl-
1:.:!51_ their rlbhtlui [.11..1::_ among the Heavens. |.1'H,.l,'1,.
are no sects that revere these beings, bur the Brother-
hood maintains a single shrine in their honor.

STUDY OF TH=E TRO

rHYSICAL AND
SYIRITUAL ?URITY g

UNLIQUE PRACTICES

TH= ORDER OF S5TEE

Although this is less emphasized among mikokam| ea
Tao is still recognized as the greatest source Eﬁf‘.’.l’l:gdqm:!
maortal world has ever produced. No monk of any rr
would speak ill of Shinsei, though some might regard
ditions of the greater Brotherhood with disdain, Ry e
for Shinsei's teachings is particularly strong among 1|-, '
that follow Fortunes who were once mortal. Some helj

by reaching enlightenment through the Tao and :I
l1["r'1't1l.r]1:-, they can ascend to serve their patron in th
world. Others ncknowledge these Fortunes not oug a
ests in ascending themselves, but merely out of preat ¢
for these mortal souls whe have found divinity.

Almost invariably, mikekami sects adhere strenuously
oldest and most anclent monastie traditions, ach
absolute purity u“‘ll}d}' and spirit. There are of cours
tions to this, as there always are. Maonks of Inari rypica
take of sake on a regular basis, and monks that tev

aleohalic brews that come from their patron grananies T
moenks do not view inebriation as defilement, as other ot

r|:1. but a5 both 2 blessed j_.[ifr and an ONEoing test met ]

substances yet maintain focus and control have masten
more step on the path of enlightenment.

Although it would be impractical to describe the countiees
permutations in rituals and customs that are practiced
the varieus mikokami sects, there are a few that are
larly noteworthy, These sects often have tradirions th
radical departure from what is expected of 2 standard
seist shrine, This is not to sav thar these customs are §
priate or even [rowned upon by the Brotherhoad, aldl
that has occurred in the past, but rather are slmply.n
thy as a result of their divergence from the norm

The monks of Tsi Xing Guo, the Fortune of Steel, are g
the most unconventional of any practicing sect curee
aperating in Rokugan, They adhere to the basic monass
cepts described above, but the resemblance to most o
sects ends there, The brothers of steel revere their patmg
well as Bishamon, whom they consider Tsi Xing GIJ'-‘J'E
factor. Above Hishamon, however, the brothers worsh
Lord Sun and Lady Moon, who elevated their patro
heavens,

The Brothers of Steel ]JJ:u:u o strong :.'Luph;lsiﬁ on m
tion and contemplation, but not in a form thar other
might recagnize. They believe that true peace ﬂ'fm
spiritual purity is achieved through the working of stet
as their patron did in life and continues to do in the "'E
Initiates in the order hone their bedies through the mintigs
raw ore from the mountains, and senior membets a8 HI
puriry through forging all manner of weapons and togis

These monks believe that their own impuriries are E
just as they are purging the Lmpurities rom the steek
pure soul can forge a pure blade, and che mark of impets
enlightenment is the creation of a true, perfect blades
many of these manlks were never rrained in the samurEEs

|_'_|__



members to touch the karana they have forped
peasant status, These peasant monks are still for-
e katana as weapons, and though they will test the
inst inanimate targets they will never use them
ng being, not even in self defense,

ORD=ER OF MERCY
tollow Jizo, the Fortunc of Mercy, are perhaps the
2 of any sect in Rokugan, Their doctrine of con-
and introspection is complemented by 2 busy
ending ro the needs of nearby communities. Vil-
5 with nearby monasteries devored to Jizo are
g;hlﬂﬂlhﬂest and bese-malntained for hundreds of

BEE.LH their day with lengthy periods of medira-
sical training, exactly as countless other sects do
fokipan. The majority of their day, however, is
itle the monastery, in the service of others. Brathers
Y are trained in o variery of healing ares. These are
'k iLin nature, bur a few have introduced acupune-
Bther advanced medicines as well When not tending
tiding peasants in their Jabor, many Jizo monks

“.:'.'FIIE ta arens of need, Any natural disasier, be it
h&,ﬁm_m& [leod, or disease, will draw Brathers of
Atge numbers, These men and women are much
the peasants and are popular among more peace-

s such as the Asilio and Asahina.

THE ORDER OF JUDGRENT
Although the Brotherhood strongly discourages the use of
such a name, the Ovder of Judgment is the name given o
those monks who follow the Shi-Tien Yen-¥Wang, the Lords of
Denth revered by the Moto familv The sect has existed [or less
than a decade, but their controversial pracrices and beliefs
have ensured that many within the Brotherhood know thelr
name.

The brothers of judgment consider their patrons’ mandate
to be their own, Juse as the Lords of Death judge the dead, so
do their adherents piss judgmcnt on the |:'1.ring_ Brothers of
judgment can often be found lending aid to the Unicorn
Clan's many magistrates, wherher through direet action
(when permitted) or through research and investigation.
Unigue among the Brotherhood, the order of judgment holds
litele regard for Shinsel's teaching beyvond a mild historic
curiosity, For its members, studying the wisdom of a morral is
insignificant compared to communing directly with divine
beings who believe in taking an active role in the morel
world.

THE ORDER OF OSANO-WO
The Brothers of Thunder are undoubtedly the most famous of
all milkokami secis. The wrathful Fortune of Fire and Thunder
was onee a mortal, the son of Hida and the Thunder Dragon,
and is counted among the greatest warriors Rokugan has ever
known, Understandably, bushi of all clans are drawn o his
service following their retirement.
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More so than any other monastic tradition in Rolkugan, the
Order of Thunder eschews spiritual prrdty for the purification
and perfection of one'’s physical form. Just as Osano-Wo
ascended upon his death, so oo do the brothers of thunder
believe that they can earn a place at his side, or at least among
his descendants in Yomi, by striving to achieve the same grear-
ness and battle prowess he possessed in lile, The order s
debatably the most militant of all orders, challenged only in
this regard by the monks of Bishamon, Fortune of Strength.
These monks are known for their martial ProWess, 15 well as
their uncouth practices of ritual scarification to prove their
strength and dedication to the Thunderer’s way. Most of their
day is spent in vigerous martial training and meditation.
While they favor the ono (a weapon invented by this order)
and unarmed combat, Brothers of Thunder study a wide vari-
ety of fighting arts. These monks alse embrace the 'Tao and are,
;u:n:nn}iug their own viewpoint, pnfifists. T]'Lm::gh facusing
their srrength and focusing upon the martial aves, they puar-
antee that none would be foolish encugh o disturl the peace
and sancrity of their temples, Though the Brothers of Thunder
newver initiate a conflict, they nre always coger 10 finish one
once it in play

TH=E ORD=R OF TH= SHORE=

Monks who follow Isora, Fortune of the Seashore, lean
towards the tempestuous and the melancholy. Their parron is
a mournful Fortune, said to have lost her lover to the Lying
Darkness centuries ago. While most mikokami monks choose
3 Fortune so that []‘u!j,-' :111511[ share that divine entity’s wisdom,
manles of 1sora instead hope that they might stand as an exam-
ple for Isora, helping her to conguer her madness and secaside
her tempestuons ways.

Outside of their normal activities, Isora Monks tend E:LFE,L'
fires in their r::rnpll.:s and shrines, These are maintained with
tireleas vigilance, and are never extinguished even when
threatened by the harshest storm. I a flame should somehow
be extinguished, the brothers immediacely reipnite it and
maintain a prayer vigil for seven days before allowing any af
their number 1o leave the temple once more, These fires serve
a dual purpese in both demonstrating the monks' dedication
ter their patron and providing a signal 1o those at sea, helping
them avoid Tsorn'’s unfocused wrach,

GARAN
ROROMMURVI
G ONE ST an >

HISTORY

Tnmplq.- Suitengu is located on one of the maost beautiful
beaches in the Mantis Isles, only a few hours' ride south of
Toshi no Inneuma. Tt alsa bears the distinetion of being one of
the oldest temples dedicared 1o Suitengu. In Year 137 by the
Isawa Calendar a wealthy Crane merchant named Mishima
led a trndlng vessel from Crane lands to che Mantis Isles. On
the way they were beset by a violent storm. Of the crew of
about one hundred sailors, only Mishima survived.

For days she was left stranded in the middle of the ocean
with no hope of rescue. Without food or water she entered
into o state of delifium where she could swear she heard the

TRADITION

TRAINING

fish within the sea debatng on whar day she 'l-'-'nuld."' :
thu-l.r would be free to consume her, At lost, ncpgm"
drated and stacving, she {ell unconscious. While g
Mishima dreamr thar she was flonting in gentle oee
The form of a man with perfectly shaped featires g
the ocean’s surface and spoke with her. He rald hep ha
Sultengu, Kami of che waters and he had saved her |{f %
had profited from her many trips taken over his witepe o
now she could repay the favors he had granted her,
bade her to use her wealth ta build him s temple of sy )
beauty, The first piece of land she set foot upon should hey
site for his new remple,
When Mishime awoke she was on the shore of ong afs
Mantis lslands. Believing that the dream had no zignj
.‘Ihﬂ ['l'i.l:'li to hl:h'.l]'[ | F:'IEEUE_C ona 1';';."‘.""111.' {[1] hﬂﬂl:[ l',fll‘ll.'_i{.
lands, The kebune prepared 1o leave only to notice |
ship would not budge, One of the sailors noticed
bottom of the kolune appeared to be covered in barn:
bound the vessel to the sea Hoor, Mishima tried to b
sape on 4 second ship only to meer the same result,
that the dream had truly been 3 vision, she walked b
beach where she had washed ashore. The outline o
Feotpeint was cleacly marked, despite many day
passed since her veturn, Beside i, there lay an u
oyster. Mishima cracked open the oyster and inside w
pu:tﬂ the like of which had never been seen, Withi
could see the movements of the se., 5
Using all the funds ar ber disposal, Mishima hired &
ta aid her in building Suitengu's Temple, After years
and her entire fortune all but spent, the monastery
whals, The blue pp.:lrl was 5ein g pquE of honor,
streiched |‘r:’|]|'|'|.'i: of Suitengu’ statue, -
A large dock surrounds the temple and several Bshing®
sels are berthed there. The monks and the local fishe
these boats from time o tme, and {cis said that no
who makes his home in Suitengu'’s village and TI'“_[:H Lkt

the Fortune will be lose at seq.
s

Mast af those who tend the Temple of Suitengu &
sailors, retired from 2 long life at sea. The atmosphe
temple is pesceful and serene, and the sounds of oce
echo always through its halls, As the largest tempt
engu in all of Rokugan it has a steady stream DF"'ISI_ 0
ing the Formunes favor. s

Each day the villagers supply the remple with ﬁ'?
feed the monks. The monks themselves often g
ing vessels and lend a hand in the labor, enjoying
well as the opportunity to commune with Suite
The sailors believe thar to have o monk of Sulten
the ship is 1 sign of good fortune and that the Kami ¥l
not harm a ship so blessed.

Novice monks are apprenticed 1o merchant 'h"ﬂ_!é!t
and retived samurni alike. Many former samura h_ s
time stomaching orders from a heimin, but hun iliny
lessan that must be learned one way or another
learn o humble themselves o their fellow man:
might be humble enough to serve the Fortune 88
Huihng and swimming are lnughl to all Suiten
They also learn the history of their order and are
respect the Fortune of the Sea, as he holds life in h

those sailing in his waters. Met making and weaviugs



s s also taught to the apprentices. Though the Tao
] ﬂ-eqm:nrl}r, life experience is valued more than
oa that can be learned in any seroll. Many monks of
ay are, in fact, illicerare. All thae they know of the Taa is

! __: nid i.ﬁ. m[!TI'L-I'.I-E}'

Blue pearl is taken and thrown into the waters in
1 pemple. The monk who finds the pearl and returns
he temple hecomes the new master. Due o the pearls
e Blue color, the pearl is exeremely difficule to find in
water: the monks believe that it is in fact impossible
he peatl without Suitengu’s aid, for despite the virtual
ibility of the task, the pearl is always found. On oeea-
g will decide that none of the monks in his order
3 he leader of the terople and an unwary pearl diver
rit, The monks immediately initiate this peasani
elrorder, promoting the surprised soul to master status.
ig seems teckless way, the masters of this temple are
imong the wisest and most enlightened souls in the
theod of Shinsei.
nai, Temple Master of Garan Kokonmurul
/Monk 12; Yoritomo Bushi 1 /Mikolcami Monk 4]
ietent leader of the temple is close to slxty years old, but
uite active in the daily aftairs of the temple, A former
1 mving under Yoritomao during the Clan Wars, he
atire to serve Suitengu when he felt he was too old 1o

serve his daimyo in battle, Nandemonai is a skilled sailor and
has even traveled as far as the Ivory Kingdoms as part of sev-
eral smuggling expeditions (which never officially accurred).
Time and time again he should have drowned during & violent
storm, but was saved by Suitenpu’s grace.

After joining the order, he never expected to heeome
master. [n fact he was not even aware the previous master had
died when, while taking his morning swim, the blue peatl
floated up in front of his face and hit him in the nose.

Due ta his extensive relationship with the history of sailing,
many Mantis smugglers come to pay hemage o Suitengu and
ask his advice about what routes to take. Other old warriors
such as he sometimes visit to reminisce in memories of Yorit-
oma and days gone by, Nandemonai always greets visitors
with the same polite courtesy and quiet wisdom, whether they
are samurai lords or humble fishermen.

~ SHIND=N
OSANO-WO

HISTORY

This temple to Osano-Wo was established in year 97 by the
Isawa Calendar shortly after Osano-Wo was recognized as a
Fortune, Several of Osano-Wo's former vassals, led by the monlk
Limaso, were already ar the age of retirement and decided 1o
construct o temple in honor of the Fortune, Umaso decided 1o
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build the temple on the mainland, closer to Osano-Wo's home
in Crab lands, Afier much debate, the Miya offered to let them
build their temple on the Plains of Thunder so that every Clan
waold be able to visit the monastery and pay homage to the five
Kami. The Miya also provided them funds and masens 1o aid in
the construction of the temple, The carly temple was crafted
out ol limestone and is a humble butlding with three floors. A
large maze surrounds the menastery's main entrance and
makes it impossible to access unless one knows the proper
routes; the monks and other visitors ave encouraged o enter
through more ensily accessed side doors os the maze and frong
gates are a symbaolic part af their tmining.

Uimaso was o shilled bushi and a chorismatic leader. Even
though he had retired from life as a warrior he refused to let
his lighting skills languish. The moenks deove ofl bandits
attempting to raid the temple as well as those seeking to prey
upoen nearby villages or thelr Miya patrons several times,
Many villagers were so prateful thar sent their childeen o
Umasc's monastery to learn more of Osano-Wo. Unlike other
maonasteries, the monks here did not believe thae warfare and
enlightenment were mutually exclusive, They did not seek
out violence, bur were quick to sirike down anyvone who
would threaten the temple or their brothers, After a time they
evei h::guu 3] pulru] the Ploins of Thunder to guarll them
from both bandits and arragant sAmarai who would {*:{ph}it
the sacred plains for their own benefit, These monks came he
1o known as sohei, “warrdor-monks," and their reputation as
tenecious combatants only grew with the re-telling.

Some would say the sohei truly earned their extroordinary
roputation alter Jufn:uling a band af iJ'l".-':I-IJi.HE Unicorn, using
the terrain and great reach of their axes to their advantage
againgt the cavaley, The Unicorn had sought 1o move through
the Plainz of Thunder o attack thetr enemies bevond. As the
Miya had charged the sohei with guarding thaose lands, the
sohet Tele lile CoOmpUnction ahout initiating battle apainst
such agpTessive invaders. The Unricorn realized their mistake
in trying to use the Plains of the Thunder as a shovreut and
s no advantage o starting a full-scale war with the Brather-
hood. Though seme within their Clan were affronted, they
decided 1o let the marter rese and simply withdemw mecher than
provoke another embarrassing and profitless confrontation,

TRADITION

Typically the sohei of Osano-Wa wear heavy coverings of
cloth which sheoud their face and body make it nearly impos-
sible to recognize o particular individual, Tntense scarilication
and brands to the flesh mark these warciors as the temple's
defenders. Those who wish o be forgorten by the rest of the
world can find a home in Shinden Osino-Wo's walls, Many of
the monastery’s inhabitants are hiding [rom something or
running away from famine, war, or enemies from their old
life,

The ieachers heve give prospective students new names, and
unril their reachers are zatisfied they may not choose their own
names, Their former lives, no matter how scandalous, hold no
meaning here. Criminals whoe enter the temple seeking 1o
esCape l}uuiﬁhment are put r|1n::uEJ1 i more rigorous training
process, 15 they must earn Osano-Wos respect and forgiveness,
Many ecolyres happily go back 1o whatever punishmenr awairs
them outside the temple walls rather than endure another
moment of such torment. Those that do pass the trials are
reparded g5 one who has been reborn in Osano-Wo's flames,
eternally a member of the Brotherhood and thus heyond
whatever punishment awaited them in their former life.

TRAINING

Magristrates who seck former eriminals withip the
conlines find the sohei ]1ighi1_.r uncooperative, To p
whom Osano-Wo has chosen without Uﬂdfﬁtmding.
tune’ judgment is to insult Osano-Wo. 1f @ magistrage
to extract i criminal who has become a sohei all he ppa
prove himself 1o the order ~ by undergoing the sam
thon as his quarey Otherwise, he can expect the entirp g
stand against him, vielently if need be, before they [
ol their number to be taken away. Legend has i1, 3 8h
istrate by the name of Ichijo once underwent such in
a0 great was his hatred {or the murderer he sought. 3
once the ritual was complete, he understood that k
ment was nothing compared to the demands OsangA;
pl:u‘.ﬂl an the repentant criminal. "'.'!:-":i.‘.'hing the order
he forgave his new brother and left him in peace.

The monks of Shinden Osano-Wo receive training ina w
of weapon techniques as well as In some more schola
snits, Patience and cunning are both virtues; a sira
might delear a weaker enemy bue a strong, patient, ¢
man can defeat any enemy. Storms constantly hesi
Plains of Thunder so new studentsd are made 1o st ou
elements for hours hardening their Nesh 10 not sufferdi
fart. Alter ten years spent in training, theie Anal tesE |
they are worthy of being a monk of Osano-Wo is carel
they muse find their way through the maze and exit thestig
the temple's front gates,

While they find their way through the maze olde
who have already passed chis initation ambush them
them with sticks when t[‘:n:ﬁr make a wrong turm. 5o
hide geysers of hot steam that erupt unexpectedly. The
beser with traps of all kinds, non-lethal for the mast
though horrible injuries occur regularly. Blocking the g
large iron urn sits over a fre, filled with hot coals. Tea gt
the final stage of the trial they must lift the pot up Wi
forenrms and earry it outside the gates. The process
brands the symbol of Osano-Wao on thetr chest and fore
forever mnrl{iug them as one of rrmplr.."ﬁ“ initiates.

=NsEl
Shinden Osano-%o's master is chosen '|J1l.r i vote i
monks at the temple, Once a leader is chosen, as mast
must stay at the remple until their death. Many mo
down leadership of the temple, as they wish o contin
exploration and adventures bevond Shinden Osano-Wos

The main duty of the temple master is to ensiire (e
dents ave trained properly and (o keep an ear open
wighes of Osano-Wo. In most cases the Kami is impartis
what his followers do, but he will on cecasion dire
mﬂnj{ﬂ T'I:I"ll.l".':l],'l;!b 1%l '|-'|-'I'!IFLL on i'.l'i'-. '|:|t:|1:1|.l_.

Ageku, Temple Master of Shinden Osano-Wo
[Fighter 8/Monk 8; Kuni Witch Hunter 2/Monk 3]
Ageku might have never come to the temple had hisn
come under suspicion hgr' his Kuni brethren, A tlent
Hunter, he brought in countless Tainted artifaces ant
numerous maho practitioners. While he was so busy
from his home he did not natice the evidence of his #
ing with darker powers. One day he came home only
his family and several of his brother Witch Hunters d
wile was ]m:':::!d over the fallen, bloodied hands fram
working some dark magic to hide rthe truth from ¥
quickly dispatched her, bue the damage was done.



aligved that he should have seen the signs in his own
E &'ﬂm}" no J_unger trusted him to ]:n:'rfn:unn his duties.
1 he left Crab lands and Found his way to Shinden
wio. He proved himselfa diligent pupil and was a grear
2 of the temple's former master. Upon the master'’s
was made the new master of Shinden Osano-Wo, He
d peace in service of the Thunderer, and has no wish

i remple’s walls again so this suits him admirably,

i -lj.'s the monks of the Mikokami order have bor-
; nartinl arts of other clans and used a mixed callec-
atyles and techniques, Within a single sect one could
ver i dozen martinl arts would be taught. Larger
eries that houwsed former warriors could effectively
: i:]_:l.Eng puipils the more advanced aspects of mar-
e the smaller monasteries were sometimes forced
e to no training due to an unskillful following,
he monks who revered the more commonly wor-
a5 such a8 Osano-We looked down LIpOn their
atle brethren with disdain. The followers of other
a8 Inari who attracted former farmers and peas-
uthd not march their monks fighting prowess. The more
it orders of monks often questicned the Fghting
monks teained in monasteries devated to mare
ﬂ__l_l_l_}.s_..‘ﬂ-’hile Chsano-Wo's followers agreed that
referable to violence, and that complete pacifism
JEE i 3 nonviolent world, wouldn't it be berter ro be
.jg:l'ﬁﬁ]rﬂgﬂinﬁl attacks that were sure 1o come?
e Osano-Wo monks were, many of the other
- {t'h'ﬂf that these words were not entirely without
mikokami monks began to question thelr ability
monasteries they fought so hard to build, They
that their ill-trained acolytes would likely fare
L temple be arracked by bandits or Shadowlands
While it was wise 1o [ollow the advice of their
i, most found the idea of learning the arts of combat
2 J—'FEHEIEFU] — violence would only beget more vio-
dany of the techniques espoused by the Great Clans
3 violent for them o use in good conscience.
& acalyte of Souin Kureta named Thara was one of
W0 espoused the helief that aggression derracted from
Ex o of enlighrenment and the service of the kami. He
._.Ft'ﬂ_E those in service to the Fortunes should not be
i their own defense. 1 they devoted themselves 1o
BB martial ares they would be promoting viclenece, 1f
T ._ﬂ_fhETHEE]WH to be incapable of dﬂﬁ':m]lng them-
left themselyes defenseless, Thara realized that no
HE Boing o be found within the monastery’s walls,
the monastery he might be able o find the answer,

Ps he might discover a wa ¥ 1o find 0 compromise
1 twvo dilemmas,

W the fray t_l“'lE away from the monastery Lhara observed
v omiinteracted with mankind on a datly basis and
SEments interacted with each other, With eloser

examination thelr patterns of movement could be discerned
and even emulated. The one key factor common to all the ele-
ments was that they were in constant motion, even the earth
moved in s FDHIIIEICIIJE way. He also traveled o sevepil mar
tial arts dojo, offering to work as a servant while he observed
the students, He found no answer in one single technique, but
saw that each seyle had a selection of moves intended 1o avoid
aggression or harmlessly incapacitate an attacker, The founda-
tions for a new martial are founded on the philesophies of
pacifism took root in his mind. This new art would forego the
standard affensive punches and kicks and instead focus on
throws, and redirection of force. He integrated the lesson of
the leami by u['.'.'ll:.-'s movinge and never presenting a seill Larger
To test his theories he practiced his maneuvers againse the stu-
dents of the households he served in friendly maiches. As the
sensel would warch him, prize student after student would
feel obligated ro challenge Thara for the honor of his school.
Though Thara always saw the [laws in the sensei’s technigue,
he would rl].‘.":':'l‘lf'!i allow the sensei to defeat him, thus leaving
the school’s honor intact. In this way he learned the strengths
of every style and left an impression on those he faced, while
making no enemies. After twenty vears of practice, contem-
plation, and testing his new martial art against several dojo,
lie Lelt ready 1o return home.

When Thara returned to his brothers and sisters in Souin
Eurera, he l;::l-:p[nl:ned how the art was 1o funcrion snd deman-
strated the basic kata thar lay ar ite foundation. Many of his
peers viewed his new technique with skepricism, failing 1o see
how any martial art could not EnCourage violence. To prove
the validity of his new martial are, Thara demonstrated his ant
against several Osano-Wo monks, Every challenger mer with
the same result: Thara turned their actacks back on them and
inflicted the same amount of damage upon them and incapac-
itated them wichour harm.

He explained that though the new fghting technigue was
effective, it was virtually impossible to instigate aggression
using his mancuvers. They would ne longer have 1o worey
about bandits or ruffians and they would be able ta defend
themselves should the need arise. Bven the monks of Qsano-
Wo acknowledged it was an effective means of defense. Souin
Kureta located in the Grear Crater is acknowledped 1o contain
the best teachers of tenshido, even after its creator has passed
on. Tenshido is practiced by many of the mikolkami who serve
Inaei and the nameless Fortunes,
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STYLE When a partner is not available, students practice.
Tenshido is a martial art focused on movemenr. It is also a their own which is highly beneficial os manyoBtiis
purely non-offensive fighting technigue and is for the most used agrinst 2 pariner might injure them, This enahl_f
part only useful for self-defense. Joint locks and throws are Lo perfect the forms of tenshido and allows them to ¢
commonly used. While a large emphasis is on unarmed how their bodies move. Repetitive action also allows T
‘:‘Dmhﬂh TE“Eh'idﬂ' dﬂ‘l:ﬁ trali i'I'EDl'r’[lEE in 1-]-”: use |::|ll 'I-'I-'ta'l.'":'“q I e ReErs Lo |.'|1." I_J"L"l.'!-l."rl'l.'l.l."d :1-1-'11.!1 l]'l‘.! rrerest EE-DH'- ‘
such as staves. The underlying principle [or tenshido always [orms are mastered {‘-""_'-h pupil begins to understand b
remains the same: Violence is turned back upon its creatar, can be used in defending against an attacker,

PURPOSE TENSHIDO M=CHANICS

A martial arcisr reained in tenshido should only use it [or seli-
defense, Some students of tenshido mix the defensive maneu-  MOWVICE

vers with attacks from ather styles, inviting 1 counter-attuck The novice begins to learn the basics of tenshida defens
5o that they may disable the attacker with a tenshido defense. _ : -
Tenshido sensei frown upon this practice, and refuse w each Tenshido Novice [K"IIF"J
those with a reputation for such brash behavier. Prerequisites: Wis 13+, Improved Unarmed
Benefit: Any time an opponent charges yotl, yoi
TRAIMING make an opposed attack roll ve, their actack roll, If

attack roll is higher, theirateack is canceled and they:
tinue moving ten feet past you or to the extent obl :
movement, whichever is less, 1f they invite an attdes

A large part of tenshido tralning is teaching self-awareness
and increasing one’s powers of observation, Many psychologi-
cal and ]:u]wsu:ﬂ_l patterns in huhamgr are altered and renhgr_:ed DRI v vt ar this e may onl
ta allow the artist 10 observe what is going on before reacting R T Sy

i L : ] use this attack for a trip Ur]_.’;iﬂ].‘lp]e irfenpl. i
by instinet, Every movement is thought out, whether it s |

based on using centrifugal [orce or the precise placement of a Tenshide Novice :
foot or hand on a foe. Students are encouraged to aid one Required Specialized Skill: Tenshido (1 rank) 8
another in progressing further in skill in comperitions, even Cost: & points m_ i
surpassing their fellow pupils, is discouraged. A student does Cost Reductions: Monk (4 points), Soft-Heart!

not truly succeed unless his brechren succeed with him. paines)




¢ an opponent makes a full artack against you,
make g contested attack roll. I your attack rollis
their attack is canceled and they continue
ten fect past you, The Tenshido skill may be used

med attacks as well as grappling.

DIAT=
t has learned 1o resist most imstinetual FESPONEES,
I iced maneuvers in the place of instiner.

Intermediate [Kiho]

~quigites: Base attack bonus +2, Wis, 134,
«d Unarmed Serike, Tenshido Novice,

efit: You gain a +2 atrack bonus on any atracks thar
damage (such as erip attacks, disarm artacks, bull
' mi grapples) or on attacks that deal only subdual

d to ",nl:lur Stn:::grll. You may not use Free Roises
ained froim this ability ro increase damage, nor make
,%.h.'&-r damage {free or otherwise) on this attack.
T !
18
asics precepts of tenshido have been mastered and
ites their own variants to the basics of form.

dvanced [Kiho]

quisites: Base attack bonus +4, Wis. 13+,
Uﬂﬂﬂ'ﬂtd Strilee, Tenshido Movice, Tenshido
fe,

!.f'f_-ﬂ" you have readied an atrack acrion in
A0 ATL Oppone ity melee attack against you and
Hiisattack action 1o make a trip artack, you gain a
510 your attack roll and a 44 bonus to your
feck to trip your opponent.

y o
kA TCE ]

Specialized Skill: Tenshido (5 ranks)
.:lnu

ictions: Monk (12 points), Solt-Hearted (&

I initiative total is higher than an opponentss,
.FﬂEIH}’-Yﬂhr action until they attempt a melee
dgainst you. If they atempt to attack you in melee,
¥ attack first with two Free Raises, but may not
an attick thar deals direct damage {only throws,
disarm atempts, erc), You must selecr o specilic
._thnwu choose to use this ability, and cannot
S8 DEW opponent until your next turmn,

. Prepared, the expert in tenshido is almost impos-
it in bﬂﬂlt. s he seems to evade all artacks.

Brpm [Kiho)
o Hisites: Bage attack bonus 4, Wis, 134,
e Unarmed Strike, Tenshide Movice, Tenshido

FRIEND OF TH= Alx KARI [G=N=wAL]

Intermediare, Tenshido Advanced.

Benefit; When performing the 1otal defense maneu-
ver, you may select a single opponent, You are considered
ta have readied an ateack against this opponent's next
melee sitack against you uneil your next wen. You may
sE t]'l.[E .'ITHIC]'I D"I'I.I}" ECI'I.' rI.I.P ﬁ]'ld ET:'I.PP']‘E' :irh:':l'l'lpth'.

Tenshido Expert

Required Specialized Skill: Tenshido {7 ranks)

Cost: 32 points

Cost Reductions: Monk (16 points), Soft-Hearted (8
points)

Whenever you are attacked, you may spend a Void
Point 1o make a contested Perception check against your
attacker. 1F yvou succeed, the arack auromatically misses
:I:Eld '!."ﬂ'l.'l E:I.E]'I i fl'l:l'_' R.I]JIEI:' o yotr next gmpplr TE]-H'-L'EI m"
apainsg that Dpponent.

MAST=ER s

As one with the elements, the tenshido is completely cen- "L':

tered and focused. He can topple the strongest opponents |
without li::n-'ing_ prrmanent dulu::gt:.

e

Tenshido Master [Kiho]

Prerequisites: Base attack bonus +9, Wis. 13+,
Improved Unarmed Strike, Tenshido Noviee, Tenshido
Intevmediate, Tenshide Advanced, Tenshido Expert.

Benefit: Any time you successtully trip an opponent
they must make a Fortitude save {IH 10 + your Wisdom
muodifier + 4 your character level} or suffer two poines of
temporary Dexterity damage. Unlike notmal Dexterity
damage, this damage heals ar the rate of one poine per
1L

Tenshido Master

Required Specialized Skill; Tenshido {9 ranks)

Cost: 14 points

Cost Reductions: Monk {20 points), Soft-Hearted {10
points)

Any time you suceessfully throw an opponent they
must make an Earth roll vs your Agility x 5 If they fail.
this roll, their Reflexes are reduced by one. 1f their
Reflexes are reduced to zero, they are rendered uncon-
seipus until they have at least one Rellexes. Lost Hefllex
ranks return at the rate of one per hour. A Path to Inner
Peace spell cast speeifically for this purpose will also
restore one rank of Reflexes, plus one per Raise,
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FRIZEMD OF TH= AIR RARI

The spirits of the air smile on you and help vou in all your
endeavors. 'l'].u:}' will also sprz:lh with you on accasion and el
¥ the secrets rhe},-' have learmed on their rravels,

Prerequisite: Monk or Inkyo Level 1+
Benefit: You gAin the spell-like .1|Jilirf [0 USE COMIMIINE

wilh elements but are limited to communicating with only
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air spirits, You may use this up to three times a day, as a
shugenja of your character level. You gain a +2 o all
Diplamacy skill checks.

FRIEND OF THE AR KARI

(5 FOINT ADVANTAGE)
You receive on free Raise on all social rolls involving
Awareness. As per the shugenja spell, Commune, you can
communicate with the air kami, as many times a day as
your Air Ring.

FRIEND OF TH=
=ARTH KAR

The solt voices of earth spirits lull you to sleep every night and
you pather strength from knowing that the earth beneath
your feet always rises up to meer you,

FRIEND OF THE EARTH KARI [GER=RALI
Prerequisite: Monk or 1111!’.1.1'1} Level 1+
Benefit: Your gain the spell-like ability 1o use com-
pne with elements bue are limited o communicating
with only carth spirits. You may use this up to three times
a day, a5 1 shugenja of your characrer level. You gain a +1
lonus to all Will SAVINYG throws,

FRIZEND OF THE =EARTH KARI

‘b (5 ¥OINT ADVANTAGE)

You receive on free Raise on all Willpower rolls, As per
the shugenja spell, Commune, you can communicate
with the earth kami, as many times a day as vour Earth
Rimg,

FRIZEND OF TH= FIRE KA

Many people have learned o fear fire, bue you have always
found it to be a warm [riend that refuses o harm you.

FRIZEND OF TH= FIR=E KARI [GEN=XRALI
Prevequisite: Monk or Inkye Level 14
Benefit: You gain the spell-like abilicy 1o use conmune
with elemients but are Emited to communicating with only
fire spirits. You may use this up to three fimes a day. You
receive damage reduction 10 vs, all non-magical fire,

FRIEND OF TH= FIRE KARI

(5 YOINT ADVANTAGE)
Ay per the :il'm]_.gc::njn .lipr:“, Commune, you £an comrmiuni-
cote with the fire kami as many times g dw a8 your Fire
Ring. Artacks involving non-magical fire roll and keep
one less damage die,

FRIZEND OF TH=

WAT=R KARI
Whenever you swim in a stream or river you ire bugyade
drowning by the spirits within. They also deligh in galigy

FRIEND OF TH= WATER KARMI [GE S I
Prerequisite: Monk or Inkyo Level 14 &
Benefit: You gain the spell-like ability to use gy

with elerrients bur ave limired ro communicating v
water elementals, You may use this up to three
day, as a shugenpn of your characrer level. You gain 1 s
speed of 20 [eet.

FRIEND OF THE WAT=X KARI
(5 YOINT ADVANTAGE)

As per the shugenja spell, Commune, you can comm
cate with the water kami, as many times a day
Water Ring, You gain three Free Raises on all rolls
ing swimming.
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fl@;&_ﬁjimnddgﬂ st the candle's fire, palin doun,
4 %}hfﬁdim of the flame was familiar te him,
smoke emanated fron: the place shere the fire

st daivyo’s sk, He felt na pain. ;
i, Toshi's student wafched carefully. Tovoka studie:
%}r] tategh! hey — not by seeing wath her eyes but
1 '-HI.'E'_'F-[{HTEHEI'I_i feanti daread and moved anvtind
Sl couldd see i five sutrilseailing avotnd
;'Iﬁinlfr_'lg'l'.h{'il' wiay i hids sk the winy they
sted, the Earni rolled and pressed agadnsl his
elys aliost cririously; )
cli"‘i'"'“}"*’ forid ateed autely, apenting his eyes and
ruka “We do saot command the lami, nor do e soek
g ETMFJ[ cuu{iHHnL Jn:u.l.lzl'ng Aoan tin-]-[]n_- 5
dchild, “Fhey are our friends” he said quigtly,
g atre forfuifiate, they iay one diny be abir lein*
entlly unualling to break the seren ity of the

of ; 'pliJJ_A:rmph}' a< oldd s the Tro, the Asiko
tof mystics dedicared o unlocking the

i the human soul Their orlgins begin with

ne of Shibas clogest friends and ndvisors,
i ﬁﬁﬂﬂt-d the Path of Man 1o her, the means by
; L‘_ap-_i_:le;'nm-: a Fortune, she in turn f:nughT ir

égf* _ITL 11+E;.
S, CLANS

. o

&
B ] F-
_".I;'
L
R
.||_ i 2 i |
i -{;:1'
¥
P ol

fo 1 select few of her followers, Since that tme, the Asako
have held what is possibly the greatest secrer in the moral
reaim while the Isawa atrempt to pry the forbidden knowl:
edge from them,

Throughout the generations, the Asake family has come
to shape many traits with their founder, becoming some of
the finest hibrarians and healers in Relupan, The Asahing

- and Seppun respect the Aspho Gimily's extensive knowl-

edpe efanatomy and medicine. Though they are considered
i shugenja family, the Asako have an equal number of
monks, ]11&5!1}' henshin, Most casual ohservers dlont see a
greae deal of difference hetween the philosophies and prac-
tices of o henshin and a Brotherhood mon k. The differences
seem subtle, amounting to slightly differest mediation
practices and a few unusual surra, bur the henshinare quick
to point out that they are i entirely unique order (though
they don't explain why),

Unlike many manks, the Asake ara born of noble stars,
The balance betwesn monastic sensibilities and a samurai's
responsibilities s a difficult path, but one the Asako 5 mily
has learned to tread gracefully The fe w cities the Asalio con
trol are well cared forand nearly free of erime dnd poverty,

© Though the Asako, like all Phocnix families, are extremely

wealthy, nearly all of their money goes rowards maintaining
their cities and temples. Few would be able to distinguish
an Asiko noble from an asceric monk, though Asako citles
are i111lm-.:1i:11r_'1}' recognizabile 111_,r their pristing cloanliness
and magnificence. During the Clan Wars, the mighty Yorit-
amuo, fighting his way through Phoenix lands, refused to
attack Kyuden Asako for fear of disrupting its magnifi-
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Each successive generation of Asako pives rise to a new
generarion of henshin, all of whom 1|Ui.&|!l}' steer outsiders
down the Path of Man, in the divection of complete harmony
with the universe. For an Asako, a subtle change is enough —
enlightenment cannot and should not be gained in one life-
time. Before enlightenment can truly be mer with, 2 soul must
necumulate sufficient wisdom to be reborn as an Asako. Even
then, it may require many lifetimes before one understands
the mysteries that make up their legacy.

SHRINZE OF
THE °RTH

| HISTORY

The shrine of the Path is a hidden temple located just south of
Road’s End ‘.I’i|lngt:, the undiselosed stronghaold of the Asako
henshin, There is nothing remarkable sbout the shrine,
though its recent construction in and of itself makes it
unusual in the Phoenix lands where most holy sites have his-
tories that srrerch back for hundreds of yvears.

The purpose of the shrine was for the henshin of Road's
End Village to have an outlet to interact with the cuside
world, Though it had been teaditionally believed that the mas-
ters were oo far bevond their moreal lives to safely interact
with the world and, such delusions have been since dispelled
by Asako Toshi The hidden henshin of the small village could
not simply appear from nowhere without mising an eychrow
or two, 5o it was instead decided that a shrine weuld be ere-
ated 1o house the ancient and wise Asako monks, In che
shrine, they are hardly oue of place, and visitors are often kept
company by at least one of the formerly-isolated henshin for
the duration of their stay.

TRADITION

Though the purpase of the Shrine of the Path is eHectively to
bring the mortal world to Reads End Village, it is otherwise a
t}l‘picnl Asako shrine where the reachings of Asako, Shiba,
Isawa, and Shinsei are studied in the serene selting. There is
little emphasis placed on physical labor, though it is not
frowned upon, either. The Asako recognize and respect that
each mortal soul is perfectly unique, and while they all must
move nlong the same Path, everyone moves at o differont
speed. There are few peasants even remotely close 1o the
nearly abandoned village, so practically all labor that is per-
formed both in and around the shrine is performed by the
maonks.

Because of the unique nature of the shrine's masters, there
is lintle in che way of bickering among the monks. Those who
lead the monks are immortals that have lved for decades or
even centuries, and their wisdom is u:nim:ngin:thle, Reverence
for ome's elders is expected when the older members of the
remple are practically Fortunes in their own right, but this
also means that youthful monks have a great deal of difficulty
maling their voices heard.

TRAITUNG

Studies of the Tao, the Mew Tao, Asakos Path, and nearly every
major work of philosophy continue daily at che Shrine of the
Fath, Martial ares are part of the daily regimen of physical
activity, bue only the basic soft aves that stress maintaining

i
coordination and proper health over any sort of raal -
ability. Some of the henshin have extensive knawle
combat e :11|151.1LLE.=: {simply because :hu}-'yﬁ live,
they've picked up a few things), and lead smal|
lessons on a regular basis, 4

S=NSE]
There is no ene master of the Shrine of the Path, ag g &
its residents are immartal henshin with exer
wisdom. Those who have nearly accomplished the
ru::ug:'ui?ml for what l.huy are and given :qu;:_lg 51
their peers. These ageless monks rule a5 a coungil,
not enly the functens of the temple, but ext
council and wisdom to the Asako ourside the shripg,

STUD=ZNT OF TH=E ?ATH
Those that study at the Shrine of the Fath have the hong
studying with the rimeless henshin masters that hs
completed thelr journey along the Path of Man.
henshin whe remain in the Shrine do so of their f
saking personal advancement along the Path in order to gl
those who travel the Path alongside them. '

o

STUDENT OF THE PATH [FHOENIX RIHOI
Prerequisites: Depths of the Void, Void Use, Wis 138

Int 134 '
Benefit: As a student of the immortal henshin

ters, you have learned to touch the greater whale

universe with your own spirie. Your Elements a

anced in a way that makes them unshakable ra m

side influences. You may spend any numbe

Points to heal an equal amount of ability score

STUPENT OF THE YATH

(7 POINT ADVANTAGE) r
As a student of the immortal henshin masters,
learned to touch the greater whole of the uni
your own spirit. Your Elements are balanced li:}',
makes them unshakable to most outside in
Whenever you make a Contested Roll using @
mmay spend a Void Paint to substiture the Traitin
with the sccompanying Trait of the same “l“E- :
p]p, iFj.rmJ have a Perception of § and a Sio .
had to make a Contested Strength roll, you could
dice instead of the three you normally woul

Cherry Massoms dafted fo the ground, carried Sl:l'ff!f_ I
spring lreeze, Narnerous Asehina shugenje and nm-:ll'l._'l
ground all througheut the grme, lost in silent meditation
cale flowers showered everything i a silent rain ﬂff%_[,l“
Ttoru attemipted o move quietly through the trees l"“
eleenisy ws an ax amid such tranguility, He frowned ab (it
and picked up his pace, ..
A woman sal near (e grove's centes, her simple blie SHEE
eved with the delicate petals, Itare waited quictly for seve
befare finally working wp e cowrage o speak. “Exciise T
sama,” he said quietly



el opened Jier cyes and smled shightly. “Yes, Daideji-san.
s yini o hrere?”

sy Entrision, my lady, but T bring a message from my
Ji*{ Fie intpressed wpore e fi deliver il with stwmost haste.”
e anile faded as Her eyes filled with sudness. “Why have you
s insult before et
rew back in hﬂm;'. “My lovd Kikaze-sama is an hinomble
e hegan defensively.
if:Ep:n your lord’s message,” Ravako carrected gently, She
2 fais o, whete bais daishen vested, "1 mean the steel you carry,
« vt Browght it it this sacved place?”

pwmed. “10 s my duly to
earry the hlades fe has
o b all tipnes”
it i my duty fo my lond”
affered, "to remember that
proiies our spirit' She smiled
v s place, T will receive
my return fo the
praviding you find a
¢ plage Lo store your

both Crane and Phoenix
ns which make up the
ﬁﬁique ancestry. The origi-
hina was o warrior, transformed
kperiences of conflice to a man of peace. The
2 fnmily reflects his expericnces, as a family of paci-
ain completely attuned o the heavy price of
iy 08 0 whole eschews the use of weapons of any
re, by and large, a family of shugenja who
. of monastic traditions.
=filge Asahing samurai beging their instruction in the
i Years before their pempukku ceremony, They are
By Crane standards, although the average monk
! a'ii‘."" his lifestyle opulent. Their daily lives are
meditation, contemplation, study, and ritual
difference between their lifestyle and that
anal monk is that the Asahing divide their
n t!:l& Tao and implementing this same
1_'?"311' interactions with the kami. The secrets
Isawa Asahina allow the fam ily to create new
* Magical practices, including but not limited
2t of tsanpgusuri, simple nemuranai that
; ,_'&'[' a single magical effect, The Asahina con-
Fractice far more sophisticated than the imprison-
i in more PErmanent nemuranal.
©8 Ceane look upon the Asahing with curiosity and not
ldlement. Their practices are not what is expecred
urai families, yet their valuable contributions 1o
nnot be denied, Most are content 1o leave the
ﬂf'@-‘ own devices, apprecioting their assets and not
n their peculiarities. Other ¢lans are not as
owever, and many maore militant families,
f the Matsu, Hida, Moro and the like, have
Opinions of the family. Among other shugenja
€ Asahing are viewsd as somewhar eccentrie,
HIOUEA unique wisdom,

SHIRO
HANARMIDOKI

—_—

e s e

Shire Hanamidelsd is a quiet, unassuming castle nestled amid
P]n:ins and hills in the southern Asahina provinces. The land
surrounding it is not particularly arable, and has not been
farmed for centuries, with Crane leaders placing more empha-
sis on the farrile lands elsewhere in the clans holdings. With
few precious resources and no immedintely accessible cities
Or even largt vi[]agu}i, Shiro Hanamidoki can g0 for months
on end with ne visitors or discurbances of any sort, This is, 1o
the Asahina, an ideal situation,
Shire Hanamideki takes its name from the small grove of
cherry tees near the castle. While they are pechaps
not as beauriful as those found in Unicorn lands,
they are still an exquisite sight 1o behold, Many
Asahina meditate beneath the trees cach
day, and in the springtime when the blos-
soms are in full bloom, the entire castle’s
population can be found there,
communing with nature and
the kami in an extroordi-

Unlike most castles,
there are no heimin or
et servanes at Shiro

Hanamidoki. There are a
small number af monks
whao live side-by-side with
the Asahing, and most
simp]t |1:Ju:i::r_'leanlng tasks
t]l:l.f "Jr"l'.'lLI]d l!lﬂ!"l:'l:lil]l}' 11{" i!ll;}‘r‘-
formed by servants are taken
care af by the Asahinn. They con-
sider this a means of remaining
humble and remembering that every

man is equal in the bigger picture. The most unsavory tasks,
those that would mormally be dealr with by eta, are performed
by monks, just as would be the case in any true monastery.
The Asahina do not look upon their brother monks with
distaste for this, however, but rather consider it a valuable
service, and it any should be rendered impure by their labors,
finding o priest to supply o blessing is casy,
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TRADITIONS

The entire day at Shiro Hanamidoki is a carefully orchestrated
routine that has been maintained for centuries, The shugenja
and monks assemble at sunrise cach morning for a joine ritual
where the highest-ranking shugenja in attendance leads a
joint prayer. This particular ritual varies with the ropics of the
ity but most recently the topics tend roward general prayers
for wisdom and peace. The rituals length varies somewhart,
but tends to kst between an hour and two hours depending
upon how concerned the family's leaders are with current
events.

Following the morning ritual, the assembled denizens are
released for unsupervised activities, Both monks and
shugenja go sbout cheir assigned chores, tsks that they refer
to as cheir duty. As in a monastery, higher-ranking members
tend to have fewer assigned tasks so that they may devore
more time to persenal study and the necessary bureaucratic
tasks that even the Asshing cannot aveid indefinitely. Lower
rinking shugenja complere their tnsks and spend the remain-
der of the morning in independent study, furthering their
education under the carefu] puidance of wise and venerable
sensel, Lower-ranking monks spend the hours follewing the
completion of their chores in martial training, an activity that
the Asahing eschew bue aceept as a necessary corollary to 2
monk’s training in the harmony of mind and bedy,

| TRAITUNG

Those who study at Shire Flanamidoki study the Tao fiest and
faremost, Shinsei’s wisdom is the governing authority at the
castle, and has forever been the advisor closest to the gover-
nor's heart, It is the common link that unites the shugenija
with their menastic brothers, and which helps them under-
stand rrue universa] harmony, which mortal man has mud-
dled with reckless passions and heated hearts,

Young shugenja are not typically present in any great
number at Shiro Hanamidoki, The family prefers to place
mote experienced men and women within the castle, for in
ﬁl'II:I:ile-lTl [ 115 sratus a5 1 Center l_'.l:F hﬂ]’nlﬂﬂ‘f i]l,'!l:l CCI]'I'[E]'HPEE-
tion, the castle is also a great center of learning and research
for the family, Research and innovation are not less supported
than i therough grounding in the Tao. The castle contains a
vast libeary that the shugenja use extensively each day in an
attempt to discover new resources for the family or to find
new means of applying the Tao's wisdom in the everyday
world,

The remainder of any given day at the castle consists of
perods of independent study and organized rituals, There are
multiple smaller shirines throughout the casele in addition o
the primary one, and high-ranking shugenja may requese the
use of such rooms for whatever purpese they deem appropri-
ate, There is always ar least one char is filled wich shugenja and
monks praying to support the Emperor.

S=ENSE]

The term sensei applies only marginally to the lord of Shira
Hanamidoki, for the castle is administrated very much in the
same manner as a teadidonal MOnLsiery, The position las tra-
ditlonally been filled with philosophers, theelogians, and nur-
turers, Many amaong the Doji and Kakiea believe chis position
to be for those who are too weak to be of other use 1o the
family, bur Asahing leaders view Shiro Hanamidoli as a pillac
of their family's spiritual development, and entrust it only 1o
those who show the proper reverence for all they haold dear.

NOTABLE R=SIDENTS

BROTHER OF BLOSSOMS [CRANE ‘

BROTHER OF BLOSS5GMS
(5 7OINTS, CRANE ONLY)

Asahina Barako, Mistress of Shiro Hanamidgks
[Shugenja 14; Asahina Shugenja 4] 2
Crce, years ago, Barako was among the more miliras
bers of her family. She advecated that the Crane
their resources o destoying the Shadowlands,
Asahina’s full might, o theory only n:]u.:tu_ml-!,.- CCE
rest of her order. Selcawa himself is said to have
her outlook in the past as too extreme. If true, ¢
must have been violent indeed. '
What happened to change Baraka's outlog -
unknown, but the change 15 dramatic. She Técanted |
lent ways and 100k up the Tao new fervor, Her p 1
devation and compassion do not go unnoticed, and
selecred 1o manage Shiro Hanamidaki juse over
During that time, she taught her students much
the power of peace and good will, and guides the
future with a caring hand. r

Those who dwell at Shiro Hanamidoki rarely po on to e
great notoriety or fame. These are nor things upon whichd
Asahina place much value, and those who enjoy a qui
templative life certainly de not seek glory Neve
enlightened envitonment within the castle gives
than one individual who has made cheir mark
tamily, and the family's leaders often look o those w
here for signs of future greatness, i

Asahina Iroeko [Shugenja 8; Asahina Shugenja 2
Despite her relative youth, Itoeko has gained som
notoriety ameng here family due to her gift for divin:
timid YOUNE womai has hiad a number of visions d
time at Shire Hanamidoki, some of which have ec
That the accuracy of her visions is imperfect resu
dismissing her as 2 madwoman, bur a few procla
seer and 1 prephet, Time will eell which characte
proves [Tie.

=W R=CHANICS

Your training has granted you the ability te
your energies on a single task with perfeer clariry
composure, L

Prerequisites: Depths of the Yoid, Void Lse, €
reate {6 ranks),

Benefit: Any time you take 20 on a skill ro
receive 2 +10 Void honus to [I.'L:'ll' rnll, {1

|
]

You gain 1 Free Raise on any skill roll for every _
oL .li].'lr_'l'lll preparing for the skill voll, Up 00 0 Hhds
rumber of Free Raises equal to your Void Ri
ability may not be used in combat.
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< ailent today. In a small dleaving, Togashi Tatsuji moved
mu!_fﬂrr'ﬂ indo the nexd, each movement a measune of prag-
and quiet strength. The lattoved monk stead on ene leg in
s stance, then fluidly fell forward into o moll and came up
¥ w; held low b each side. He bowed his head, eyes closed,
; -.‘hm!g]:!ﬁ The crimson dragen painied acress his shoul-
: mmi and tursted in the light, Tatsupi threw back s head
gh;_fgmm::l enerpy will a lovd v A billowieg el of
3l dfﬂll!l Fiis south, !.wul'nih, in the 5i||=|_u' uf i sOaring

v r:wm:r}r:n g o the wrrrd

i
I
1 .||1l'-

i he called ot expectantly: " That wies whet you wanted la
as i everything you hoped

o reply

Eim.iiﬂi wryly. Mo sense in pretending you are nat there,”
e knoum your were fellowing nie sinee we lefl the wil-
."_'mig monk lopked back over ane shoulder, his eyes shining

en enlor:

few years younger than Tatsuji, She was dressed i sinaple
i buak vwell feept, Hew hair was tied back, (o be out of they
e warked her lovd's hields, She staved al Talagn with
il ﬂuu:fnru roment, Haert guickly bowed her head.

al I cke shall 1do next?™ Tatsuji asked, folding his arms acrass
| {SJ‘I:I“ 1 run across the Evepine and feteh ymea |'|uur. r

nimon _'ﬂ:lﬂrg'mrllijrellfli s spieit s yon nighl ask |1|I:'r
et clo el these things, vou ke, . or s the stories sy
ﬁ’i'l"il.‘-li that last one,”

noled “P with a shy smile. "1 am sory if [ offerded yone,
: '-"d 'Thave never scen a true tottoaed nonk before, and
Fd-- S she brailed aff quietly.

i.f PUHF magic was as ]:lmumfru' as the stovies say?"
sak crosislepped on o stump, watehing the voung girl
erhiags you were going to ask if you could have o
W da thiet, you lenow. We pive mapical tetloos fo every-

q-! "fﬁ’mﬂ giving feed to his chickens, Or so 1 hear,
€ver tried that cither”

e said il o IﬂllgFl “Lwsas wondering why you were here.”
B eplicd, “rhere chodd 1 602"

*she replied. *his place is very far fram your hame-

_Eﬂﬂi- “Home doesn’t need me) he sid, " This place

i Hﬂi lmﬂnsuﬂ.n i .:Jm:.h._lu- Tintsaafi veplied, rising from
ndd, with o simgle deft leap, alighting on the branch of

1§ place has mysteries wnassnwered

1= THREZ ORDERS

' they ] L
¢ they are Lu"lrl.d in brief detail here, a grear deal
HioTmation regarding tattooed monk charac-

II I‘“' ‘LL!rll.. ml:Lh:inlu. for tse munid, kikaze
i Mg

i zunti, can be found in Secrefs of the

The girl looked up at him wath we amused grin, “Uhis 15 just a
bartrig faremer's village,” she saed. “There ave na questions here”

“There are prrrlf}' -:1]{ qerestions J::'n'." [ n‘pl'r'nl'. sttfameg bl Hpon
fuis brarech and kickang fs legs ot along s length, "Yours, Jor one”

“Fair enaergh,” she said, "hat this place has no mysteries”

M1 doesn' 2 he asked, surprised. " Then 1 suppose [inding them
shall be the fivst myshery”

The g|r| i'u:[ry.hud.

“This 15 the way of my orvder” Tatsuj sad with @ sereme sonle,
“We help others on the patly to their desting and in so deing we find
aur way. If I have come heve, then this place soust be a part of my des-
Ly, If you have canre fo e, then vou eee @ el e well Tean na
more abandon you, or fail to puede vou, thes 1 could fadl To puide
myself, Do you undersfard "

"8, she said with a laigh.

“Good," Tatsuji answeved with a smivk, “Then perhaps you
cart hely me understend as vou do”

THE THREE ORDERS
OF TH=E DRAGON

OF all the monastie orders in the Empive, perhaps nene ave
quite as legendary as the Three Orders of the Dragon Clan.
The Three Orders are well known for their magical tarroos,
their peculiar behavior, and their penchant for turning up in
the maost unlikely places. Oueside the Dragon Clan, and even
weithin ir, fewe rruly understand who these mooed monks are
or why they do what they do. While these monks never il 1o
r.:l-:p|:|in themselves to curlous outsiders, their e nig matic ]IZJHi{'.
usually serves only to cause greater confusion. These strange
souls seek enlighrenment not only for themselves bur also for

those around them, causing others to consides the teurh of

their own existence as they ponder the monks” strange words
and behavior,

All who enter the three orders share one thing — their
rrademarls tattoos, These tattoos bear powerful magic, but thar
magic 18 unfocused undl the moment the mittoos appear on
the body. Each tatroo is an expression of some piece of its
wenrers soul, some Facet of his or her awn personality, some
fundamental mystery of their existence thar must be over-
come before enlightenment can be reached, Though there are
a few common patterns that appear on many tattooed monks,
no two individuals are quite the same. It is not uncommon for
a tattooed monk with a unique desting to appear with a tattoo

[I'I:'Ir I'ii'l‘!-i NCWeT I'IIZ'I."TI SCEm ]'H'! I'-ﬂl'l.'“. ar 1o -I.'IF:'I‘.‘.-' Mpon r]'H.‘ POVER lﬁi-

the tarteo magic in a heretolore unknown manner,

For many centures there was only a single order of moooed
maonks — the order of (se zumi, also known as the Togashi
family. Following Togashi Yokuni's death and the Dragon
Thunder Hitomi's ascension to Dragon Clan Champion, the
monks were forced o face some very real philosophical dif-
ferences within their order. While some wished ro follow
Togashi Yokuni's example by passively guiding the Empire's
destiny, others embraced Hitomi's more active, uggressive
policies.

For a group such as the ise zumi, where emotion and per-
somality rends to take very real physical form due to the power
of their tattoos — these differences ook p very real physical
form, as Hiromis followers developed tattoos of a more vio-
lent and destructive nature, The mad tatoeed man Kolujin
capitalized on the growing rift within the ratteeed monks;
ingratiating himself to Hitomi, he encouraged her to demand
personal fealty from the ise zumi and begin a purge of all
those who followed Togashi's ‘ourmoded’ philosophies.
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Many Togashi who refused 1o change their ways were slain
by Kokujin and Hitomi's other lovalists. Togashi Yolouni's son,
Hoshi, refused ro swear fealry and led many other former
Togashi into self imposed exile, They found refuge in che
temples of the Brotherhood.

Many of the Shintao monks became intrigued by the
Togashi philosophy, and offered to aid Hoshi in his quest to
claim leadership of the Dragon Clan, Hoshi granted many of
these monks tattoos, but the resules were nor whar he
expected, These tattooed monks came 10 embody a third
philosophy — one of balance and harmony. Learning {rom his
Brotherhood allies, Hoshi realized that a campaign of viclent
conflict would nor make the Dragon Clan whoele again.
Hitomi's fallowers may have been seton a false path by Koku-
jin, but to confront them with violence would only compound
the harm done,

When Hlitomi eventually conflronted Hoshi again, she chal-
lenged him to single combar. Hoshi accepted, bur allowed
Hitomi to win the duel. When Hitomi vealized that she had
been prepared 1o kill the son of her clan's founder ar the
hehest of a deranged ourcast, she began 1o see the mistalkes
that had been made. Kokujin fled from the lands of the
Drragon, and Hoshis exiled followers were allowed o return
and take back the Togashi name.

Hoshi knew that the Togashi, and Hitomi monks would
never be able 1o peacefully coexist in a single order again.
There was too much water under the bridge, the differences in
their philosophy were too great. Rather than force one side ro
adapt to the other ways, Hashi invited che Brotherhood
monks who bad accepted his eattoos to live among the Deapon
Clan as a third order, The Order of Hoshi would stand as a
halance between Togashi and Hitomi, the medium between
contemplation and aggression, serenity and passion,

The Dragon Clin was whole once more.

N=EW THR=EE ORDERS
N=CHANICS

Rules for playing members of the Three Orders i i
in full in Secrets of the Dragon, The following Fayope .
ter options intended for experienced ise ziumi, kil
seeren zumi who have proved their heroism time and:
stand as living examples of their orders philosoph

Only one member of each of the Three Orders
Favor at any given time (default NPCs wha are {nror
hald these Favors in canon Rokugan are listed in the d
tion of coch). There is no way to consciously seel (]
the divine entities thar guide the Three Orders e
selfish behavior and immediately disqualify any in
who secks their power for such 2 purpose. il

GM's should be careful in r|||m1..':ing Pl&}lq:t Ehl:
obtaln these Favors — gaining such an ability shoy
be 0 major event in the campaign. Himmi,Ta;pguE]_ﬂ:
do not pive these Favors lightly A soul who has been
in such a way can not only count on the unfailing lo
his Order, bue will also stund out as o beacon for
the Shadowlands or Lying Darkness. These entities m
everything the Three Orders seand against, and wo
nothing to corrupt or destroy an individual blessed
Eavors,

Favors count as feats in the d20 System!™ These ca
granted when the player chooses 2 new fear, or theys
replace a previously existing feat of the player’s :':h c
the Favar is lost, the plaver may choose a new
replace the Favaor, .

Favors count as Advantages, but have no inherents
the player does not choose ra obtain them, Wh
are lost, the character gains nothing to replace

TH= THREEZ ORDU=RS
AND TH=E BROTH=RHOOD

OF SHINSE) GRANTING FAVORS

While the Three Orders call themselves monks, and seem to
technically be members of the Brotherhood of Shinsei, they
also stand apart from the rest of the Brotherhooad, Unlike
other Shintao monks, the Three Orders do offer their [ealty
toward a single elan. Though technically monks, many mem-
bers of the Three Orders :J]J::llt}l pursue the F:u||i[i-:;_:|] interesrs
of the Dragon Clan, and continue ro serve in positions usually
reserved [or somural,

Though not all tatteoed monks were born samurai, mem-
bers of the Three Orders ave afforded the same respect and
responsibilities as samurai within the Dragon Clan. It is an
arrangement thae many outside the Dragen fil to understund.
Tattooed monks encountered cutside their homelind are met
with a wide range of reactions ranging from open disgust 1o

LADY RMOONS FAVOR

In keepingwith the unpredictable nature of the Thee
Orders, Favors can be granted at any time, noo ju
when gaining experience. It is always the up o th
GM to decide when a Favor is granted.

Hitemi's motivations are inscrutable. At Times s
and emotionless, at athers nurturing and protecives
often bestaws her favars upon those who are withe ut fe
whao display valor and loyalty despite all adversity. 8

In canon Rokugan, this Favor is currently besto '5!"""
Hitomi Reju. !

total conluslon, as many are uncertain whether o treat them
as samurai or monks,

LADY MOOMNS FAVOR [DRAGOMN KIHOL

Ot gl

The Brotherhood regards the Three Orders with equally
mixed feelings, Though ise zumi have existed during the time
of the original Togashl, some ol the more traditional sects
trown upon the tattooed monks for their bizarre behavior and
political alfiliations. In contrast, other orders of the Brother-
hood regard the Three Orders with quier iwe — afierall, these
men and women follow a path that allows them to be a pact of
the warld rather than removing themselves from it, They are
mate than mere souls seeking the path of enlightenment; they
are guides who lead others on the path even as they walk ic.

Prerequisites: Order of Hitomi Dajo, Void Uses

Benefit: You may spend a Void Point to summens
Moon's power, suffusing your body in an cene Il-'—
For a number of rounds equal to your characte
vour melee attacks ignore damage reducrion for
with the Shadowlands or Lying Darkness subryp
vou were wielding a crystal or jade weapan. Ln S0ESEE
vour melee attacks damage incorporeal targets M
either of these subrypes normally.




giina +4 enhancement bonus to all melee atrack
nage rolls vs. Shadowlands or Lying Darkness

GOI'S FAUOR
Jin L] Wesiel Poine, vou can suffuse your h-udj.r in
radiance of Lady Moon, For a number of rounds
to double your Tnsight Rank, your melee atracks
Shadowlands or Lying Durkness corrupted targers
. ttnckevd with frldn or ::r'!.r'irnl. In addition, you
ke such targers normally |r:hu~,- arg :i:|1d.:m'|}u:]:r::.3]-
use this ability under the light of the full moon,
56 rall and keep an extra die on all attack and
"I'l:rﬂs vs, a Shadowlands or Lying Darkness target.

STERNAL DRAGONS

lways been his way, Togashi rarely exerts his influence
e mortal world. Though he possessed great knowledge

future, he only acted upon that knowledge when there
B other choice, as such action innv[m]:l]].r 5]1:11:?4:{] the des-
ﬂ:.lﬂ'ﬁf aroiind him. Soit iy Fur [huﬁl: wha are i'.l]u.':s.tir.cl

on Rokugan, this Favor is currently hestowed upoen
atsto,

= ETSRNAL pRAGOMS FAVOR

SN KIHOI

Cquisites: Order of Togashi Dojo, Void Use
LI Yo may spend a Void Point (o see a 5p][t
d into the furyre and choose the more favorable

destiny. This can force an opponent to

re-roll a single attack roll, skill check, or
saving throw and keep the less favorable
result. This ability may only be used
against each opponent once per encounter.

THE =ET=RNAL
DRAGONS

FRAVOR
You may spend a Void
Paoint to see q .*:pl:'t second
into the future and choose the
more favorable desting This can
force an opponent to re-roll a
single dice roll (skill roll,
I,,:I]]}H]EL_".'I:! m“, dnmugu l'{I'H. trait
roll) and keep the lass favorable
resule, This ability may only be
1]!1'4."[' HHHIITLHT ['.:'I:l'.l'] I}]'I-'FI‘UTIE'I'.IT CRRNCE

per day.

TH=E CELESTIAL
WANDERER'S
FAVOR

Those who follow the Celestial
Wanderer recopnize the Impor-
tance of extremes, but prefer
the middle path. Thus
those who Lord Hoshi
[avors have litle difficulry
maintaining focus despite adver-
Eil'!.r.'l'.'hl: benelits of this Favor are far more subtle than those of
’[i;rgrts]'li or Hitomi, but for a Tnll}r dedicared tsurai zumi this
Favor can be quite |:-u:;|m:rru1-

In canon Rolkupan, this Favor is :.'urrn:mly bestowed u pon
Hoshi Wayan. However, Wayan has made little effort to
conceal the fact that he no longer desires a life of adventure,
and would prefer if Hoshi passed his blessings on to someone
a bit younger.

LY

THE CELESTIAL WANDERER'S FAVOR

[DRAGON KIHOI
Prerequisites: Order of Hoeshi Dojo, Void Use
Benefit: When spending a Vold Point to enhance the
TEE'l'I]l' Ell:- i 5:|"|I'i.'|'lg I.'I'.II'GW. th‘ bDTl'I.'IE :iE E-I.]_I.lﬂ'. o ':."U'I.I]'
rernaining ‘-.-’ul:l Poimts before the Void Point was spent.
Note: The inkyos Improved Void Use and Superior
Vold use abilities, as well as any other effects that
increase the bonus offered by spending Void, are added
after this ubi[i!_:,.' is [acrored in.

THE CELESTIAL WANDER=ER'S FAVOR
Any unfriendly spells targeting you have their TH
increased by your remaining Void Points as well as your
rank in the oppesing element, Any time you spend o Void
Point on an contested roll that you did not inirate, you
roll and keep two additional dice instead of one.
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WITCH HUNTERS

Yozo daicked into an alley, clutehing his elaest do catch his breadh. Eyes
shill wide with lerrow he peered around the corner Thes late st night
the streels were silent, enply, Mot @ soul wis to be seen. Believing he
fawd lost fis pursuer, the fat old itikeeper sat back against the wall
and rested for a moment. A sudden movement in e shadows drew
lis eye. A ghastly white face with exaggerated red eyebrows and a
huge, frownirg mouth appeared from the edge of the shadows,
surrounded by a shagay black mane,

SOl Yoo cried ot in ferror. He vose to his feet and van for the
shadows. A strorg hand seized line by the wrist, binding if bedind his
butcle. A thack arm swapped avoend his throat, tight enoegh ta shifle
his eries bul sol enough o strangle him,

“Lam no demon, Yozo-san,' @ vaice whispered, close to his ear, He
fell his atteckers hat breatle on 1he back of his meck. "But do nol ery
aeil agrin, ar L wall be fored fo crrsh your throat,”

Yiza modded mapidly, The grip an his throa! lopsened, “1Lam anly
a poor innkeeper” ke babbled guackly “I have no money for you,
mething of vahu save my i, and it is i paor shape.” .

“How poa, Yoze" the voige replied. "So poor that your will ask no
puestioms of your guests? So poor Hat you will fuen @ Blind eye do the
vituals Lhey perform in your basement?

“Ldid mot keew they were Bloadspeakers,” Yozo said in a sheill
VOECE.

I Herer said rrlr!." were, Yoz, e voice ansuwred, “Ts 1||J|;].- Yo
ran frone me? Did you think 1 was some demon they summoned
to silence youd®

Yozo pkdded,

“You were vight” the voice veplied. *Their Blasphemy has sim-
toned e bere, By aiding e you are complicit in Dreir crimes. 1
am fsukai-sagasy, Yozo-san, do you ko what that means?

"By the Tovtunes, a Wilch Hunter” the innkeeper veplied, visibly
entling in fewvar now,

“You ehandoned the Tortunes' mevey, Blaspliemer," the voice
answered harshly. " Do not call upan thes again i my presence.”

“¥es, sarma,” Yozo replied quickly,

“Wow lell mie how many Blosdspeakers hide dn thal pit you call an
i, the Wilch Humler sod, “and the Forlunes may vel show yoi
mercy for your erimes. "

TH= KV WITCH HUNT=RS

Since its founding, members of the Kuni family have dedi-
cated themselves o understanding the Shadowlands. Early in
their history, family members were almost exclusively
sllutu:nj:a. Using the lami'’s assistance to broaden cheir percep-
tions, they plumbed the deepest secrets of the enemy, They
used this knowledge to create increasingly powerful forms of
magic that might be used as a weapon in the Empire’s defense.

This crusade against corruption took a sudden e in the
early sixth century. Soon after the Battle of Stolen Craves it
was discovered that Tuchibans study of maho had begun with
the discovery of Kuni Makanu's. Horrified that cheir work
could be perverted in such a way, the Kuni retreated 1o their
temples 1o consider what they would do next.

Halting their studies aliogether was not an opticn, The
knowledge obrained by Kuni researchers regarding the nature
and "u'."l'il[!l!'ll"".ﬁl!"". L'EIF 5||:I|.|.|_:-l.'.-'|.i|n|;.|5 creatures was oo FDWI;'I'I:-"]
an advantage 1o merelv cast aside. Flowever, it was obvious
that something needed ta be done, The information the Kuni
uneoverad could be too easily -::urrupml].']'l]:: Kuni themselves
were living proof as even the legendary Nakanu was slain by

WITCH HUNTERS AND THE
BROTH=RHOOD OF SHIN

undead he ereated in a moment of f-'-‘-'ﬂl:ish wegls 1
was 3 dunger as much as an advantage, for so Jgy
could call upon the kami, they coul :
knnsen,

A handful of older Kuni, long since rerired o fhap
hood of Shinsei, stepped forward to offer 5 sl .-"L""'
Brotherhood's meditative practices fostered eXLL
self-contral and +||:-'i:i]'ll1'n1:~, abilities thae could
against the Shadowlands, An order of Kuni bom
gift of magic, strengthened by the Brotherhosds ¢
focus and martial training, could stand as 3 vangu
corruption, These skilled hunters could not anly.
potential tsukal within the Kuni family itself, but eq
our blood magic throughout the Empire. And sp
angasn, Witch Hunters, weere borm. ;

As they borrow many of their traditions from §
hood of Shinsei, g0 do the tstibeai-sigasu borrow g ny
monastic vows, One vow thar mest discard, ohyio
nF]1qntilIs|n. Some Witch Hunters retnin this VoW,
make exception [or any that bear the Shadowlanda T
tsukni-sagasu also talee vows of chastity and vows
When Kuni Utagu stepped forward to become da
Kuni, the former vow was rescinded in his cose
family might be an heir, (Ironically he never pro fil
though his widow has stepped Forward as an able lea
family ) '

In the last few generations, the Kuni have I:légu' 1
shugenjo-trained Witch Hunters. This was o major
the tsukai-sagasu, and one thar was considered i
before being instituted. Those Witch Hunters wh
strate a gift for magic are exclusively trained in
Academy, for only chere it is believed they will bet
proper respect for the powers they wield. These |
also thoroughly indectrinated with Shinsei's e
individuals risk more than other Witch Hunter:
themselves to the whispers of the kansen. Thus
show themselves to be sironger than even others
Hunters before imining is even considered.

d I-'-"L' ':‘E'l'l:lpl

The Witch Hunters, much like the Dragon Clan
blend the tradidons of the warrior training of sam
thealogical studies ol a monastic. Many Crab hﬂH
for the Tao, fun.tii-r|rn'ng Shinseis philumphles of
for those who live a lile in constant conflict
Huriters are the exception to this rule, and most &
can be found delving into the Taos mysteries when |
ing maho tsukai. _
For a Witch Flunter, a life of difficulty is all the ma
to remember Shinsei’s wisdom. If your soul cusn
pence, focus, nnd harmony how enn vou righthully s
the corruption in others? Study of the Tao geants
LETLRERN the ETT{'nErh of will and confidence they g b
resist the lure of darkness and truly stand againstiRESES
az champions of puriry,

SAGASV-DO

New mechanical options for Witch Huntfers II iy

N
found in Chapter Six, under the new Minor &
Art, Sagasu-do.
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Fins u”".ul:n:a ichiclai, sometimes menely called
hismr}. Practitioners of the art elaim that
}ﬂ:hl_t_"-’i!!' Crab who became ranin so that he
tlogashi Kaze's teachings The Dragon wonld
1at the original students of kazedo were true
mral, ronin or no, would never find 4 place
o Anether rale of its origing descrihes a trio of
who entered the dojo of other Great Clan samu-

their students, studying their unconscious
ﬂhﬂ&ﬂmig their eorpses 1o determing which
E"J'I'I-IHT dam age. The various sensef of other

"'?ﬂ'! whin particularlyinebriated. A thicd popu-
s origing deseribes a fifteen year ald pirl
l::]mlquts to kill an ogre and then, without
Ay matm three samurni from each Great Clan 10
ta:hniques te the Emperor. Even kabo sensed

**“ _H?IR_

the very idea, and even kobo practitioners

apree thae this tale is 2 biv wild, as chis sort of behavior
wotild have been more likely ro result in the Emperos
barring their art forever rather than embracing i, Ir is
generally agreed these tales are merely stories told to
bofsrer the groesome reputacion of the Crab Clan.

The teuth & much simpler, though no less impressive,
Kobao s an aet founded by'a simple principle < necessity,
Alter the War Against Fu Leng, many of Hida's servants,
now too old or wounded to fight, shaved theie head and
joined the fledgling Brotherhood of Shinsei. After several
years, some of these former samurai returned 1o Hids, eager
10 demonstrate the excraordinary mattial atts the v-had
learned aAmong the Bratherhood, Hida [mmmhawl}l reco-
nized the value of incorperating unanmed combarinte the
Crab's nesenal, and thus these monks became the elan'’s frst
Jiujuesu sensel What stareed a5 jinjursn gradually evolved
into the style now known az kobo,

STYL=
Since its creation, the Crab siyle of finjursu evolved swiltly,
Many joine locks and pressure point aracks thar bad been
utilized successfully by other schools did not apply forthe
Crib, s many of their enemies had inhuman anatomies and
often felt no physical pain. In addition, the basie arts of jiu-
jutsn were intended s self defense, Tinjursn, optimally, was
intended (o intimidate or incapacitate an enemy, bur nor
kill him The Crab soon began to ignore these philosophies,
instead seeking a more violent form of mertal arrs with
techniques designed specifically ro kill Fu Lengs corrupted

SEDIns.
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The samurai of each Family added their expertise to the
style. Hida brute force melded with Hiruma elegance to
create strikes that were powerful, yer swift. Kuni expertise in
creature anatomy combined with the Kaiu talent for linding
weakness in any obstacle, What resuleed was so dissimilar
rn;rm urdina;l:}r jinjutsy t]'l.:]ir in the third century, the Crab
began to call it by a new name — kobo ichi-kai,

Kobo ichi-kal may appear clumsy 1o the initiated, as it relies
greatly on powertul backhand srrokes, ronndhouse kicks, and
visky grappling maneuvers. A kobo master knows berrer.
While each kobo maneuver is a sk, it 15 a caleulated sk, A
lobo artist watches his opponent carefully, providing a patient
defense unril the rime is right, When the enemy presents an
opportunity, the kobo artist seizes it, putting every ounce of
energy into a single powerful siroke or crippling lock
designed to kill ar incapacitate,

rURTOSE

Koba ichi-kai is, first and foremost, a weapon. It is not a rite of
meditation. It is not o means of finding focus. It is pot a beau-
tiful art form and the Crab know it As such it is more eazily
classified among martial forms such as kenjursu and kyujuesu
than with other unarmed martial acts ehat focus more on selt
defense or introspection. It is unusval to see demonstrations

TRAINING

KOBO ICHI-KAl M=CHAMICE

=

of koba ichi-kai, unless one seeks such demonsirqrine.
Kaiu Wall, in the back alleys of Friendly Travelpr i
highly competitive and brutal tournamens, '

Kobo rournaments urilize a modified form of
called koba amai ("solt” kobo or *kind” keba). Wk
5[1.-'11:, Certaln joint loclks and strikes are consid
There is no points system in a kobo amai tourng
match is over when one D pponent 5:.1]_11:_11:5, iz l'll.ll.' =

ring, or can ne longer continue fighting. ]:

Kobo ichi-kal is a relatively exclusive marial :n*l:"ﬁ
Crob know members of ether clans are often unpg
the kobo training seyle. While most Rﬂkugaﬁ
unarmed combat are self defense tech nigues,
sport, kobo ichi-kai is an instrument of death. Smd
taught to kill or be killed, The training regimen
and sensei are truly merciless, 1eis not unuswal for arle:
kobao ichi-kai student to die during training each ;
lands, and countless more ave inju red. The sensei
in sride, Betrer that their students should be ing
that they might learn to avoid injury, than for th 1o i
upon the Kaiu Wall. . ‘A

The Kobo skill can be used for all unarmed atta
grappling, The kabo ichikai rules presented here
rule those originally presented in Bearers of Jade: =

and has just begun to master che art foﬂwﬂhﬁ: .
single perlect stroke.



i-Kai Novice [Crab Ki!m]

Lquigites: Stro13+, Improved Unarmed Strike
+ efit: As a full ateack aetion you may gain a 42
s bonus on a single unarmed attack, or gain a +2
e o o touch attack to start a grapple.

i one and a half dmes vour strength bonus o
E'Eg-mil.s when fighting unarmed {you may not
= ability when using the monk's furry of blows

=

Kai Novice
ired Specialized Skill: Kobo (1 rank)
-pnims

-t Reductions: Crab Clan member (2 points),
":P:d_msj, Large gmvdlltagt (2 points)

son make any Raises for damage againze an oppo-
fle fighting unarmed, you may add your Earth w
'_r!ng Wounds in addition o the normal effecrs,

ba skill may be used for unarmed attacks as well

j];hhtning speed,

hi-Kai Intermediate [Crab Kiho]

tequisites: Base attack bonus 42, Str 134,

Lnarmed Strile, Kobo Iehi-Kal Novice

t: 1f you successfully use the Koho TIchi-Kai

LALLo gaina +2 bonus to damage against an oppo-
strike them successfully, you may make a grap-

mpt as a free action. This grapple provokes no

apportunity, and gains the normal +2 bonus
1"!" Kobo Tehi-Kai Novice,

_,.1 Intermediate
d Specialized Skill: Kobo (3 ranks)

Seductions: Crab Clan member (4 points),
k .:_i.-“-“]': Large Advantage (4 points)

ke two raises for dam Afe against an opponent
Hng unarmed, you may begin a prapple as well
g damage normally,

- Ui Opponen 18,

-Kal Advanced [Crab Kiho]

quisites: Base Attack Bonus 4, Str 134,
d Unarmed Strike, Kobo Ichi-Kai Novice, Kobo
Intermediate

efit: When attacking a prone opponent, your
- modifier on unnrmed attacks increases from
ahalfre double. Your critical threat range against
I'IE-‘l]JiESS ppponents increases by one [after
such a8 Improved Critical ave applied). This ability
be used with the monks flurry of blows abiliy.
o, ooy time you are unarmed and would have
¥ inflicted a critical hit against an opponent
mune to critical hits, you instead gain a +2
bonus, (1f vou take the Improved Critical feat

PLY it to unarmed attacks, this damage bonus
S¥eS 1o +3 )

er enced student begins to initiate crippling joint

ll!lt to learn techniques to take advantage of an
eakness, a5 well as incorporating knowledge useful

Kobo Ichi-Kai Advanced

Required Specialized Skill: Kobo (5 ranks)

Cost: 24 points

Cost Reductions: Crab Clan member (& points),
Bushi (6 points), Large Advantage (6 points)

When attacking a prome or helpless opponent, you
gain a Free Raise on all for damage on unarmed ateacks.
Im addition, the Carapace ol any creature you artack is
lowered by half your Kobo skill, round down, when
using unarmed attacks.

SAVYERT
A student who has progressed to this level is a devastating
opponent, able 1o tear fearsome beasts asunder with his bare
hands,

Kobo Ichi-Kai Expert [Crab Kiho)

Prerequisites: Base Anack Donus +6, Str 13+,
Improved Unarmed Strike, Kobo Ichi-Kai Novice, Inter-
mediate Kobo Ichi-Kai, Kobo lehi-Kai Advaneed.

Benefit: 1f you make a successful opposed grapple roll
agninst an opponent, you may make a trip artocle as a free
action, This erip attack provokes no attacks of opportu-
rity, You may choose whether you wish to maintain the
grapple and go prone with your oppenent or release the
gr.'tpp[l:' a5 a free action and remain .ﬂqm']ing over them in
1.".": LHA [ .‘il'.ILL:] [ L

Note: If vou also possess Improved Trip you may make
am exira attack against your tripped opponent as normal,

Kobo Ichi-Kai Expert

Required Specialized Skill: Kobo (7 ranks)

Cost: 32 points

Cost Reductions: Crab Clan member (& points),
Bushi (8 points), Large Advantage (8 points)

If you succeed at an contested grapple roll with an
opponent, you may make an additional contested
Strength roll to drive them o the ground. IF successful,
you may chose to either fall ro the eanth beside them in a
grapple or remain standing over them, TF you make two
Raises on a contested grapple roll and are successful, you
may malke an additional unarmed attack against your
oppenent in thar round.

MAST=R

The rare kebe student who survives long enough to master
this deadly ave of combat is an almest unstoppable force on the
battlefield, The pnwurﬁﬂ threwes and joint locks match with
El.l:‘:ldl':r' ]'EJIGW]EIEIEE n:lfin]lum:m fD'E‘E [0 Cheate one nf1i‘m masi
indispensable weapons in the Crab Clan's arsenal,

Kobo Tchi-Kai Master [Crab Kiho]

Prerequisites: Base Attack Bonus +9, Ser 134,
Improved Unarmed Strike, Kobo Ichi-Kai Novice, Inter-
medinte Kobo Ichi-Kai, Kobo Ichi-Kai Advanced, Kobo
Ichi-Kai Exper,

Benefit: The critical multiplier on your unarmed
artacks increases 1o 34, You may apply critical hits nor-
mally to opponents normally immune 1o critical hits
when making unarmed attacks, but your crtical mulu-
plier is only %2 (however, you retain the damage bonus
gained at Expert). If vou inflice more than thirty damage
an an EIFFDHE].'I.II 'I.l.'jtl] d EiJIE,IE' un:trml:d ﬂt[:]l:li ['].'I.E'].' must
make a Fortitude save (DX equal to half the damage dealt,
round down) or be st:lggn:'rcd until your next action,
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Kobo Ichi-Kai Master

Required Specialized Skill: Kobo (9 ranks)

Cost: 40 points

Cost Reductions: Crab Clan member (10 points),
Bushi {10 points), Large Advantage (10 points)

When making an unarmed damage roll you may selece
one die that rolled a 10 and re-roll it rwice, keeping the
prefereed result. IF you inflict damage to an opponent
greater than ten times their Earth in a single unarmed
attack, they suffer a +10 TN penalty for the next round.

SAGASU-DO RMECHA

novic=

Drawing from the foundations of koba, 5 ¢ o
learned the basic means '|:|1.r which the Wit
prote cted themselves [or generations, Tho 1g
against Shadowlands creatures, these e t
entirely useless against more mundane oppe
Mote thae the spiritual focus required f,u :

techniques demands that one remain pure. ,

who gains any amount of the Shadowlands T
of sagasu-do abilicies,

SAGASU-DO
(MINOR MARTIAL ART)

HISTORY

The |.1i.‘i|.|::ll'_'!.' of the art known i:|1t_u-r111:1|1}' 15 Sngn st-do (the
*Hunter's Way") has been prlﬁ_lcg-:[l down between the Kuni
Witch Hunters for generations, There are no !i:lE:l!iU-E!D dl::uji:lr
no professional sagasu-do sensel. Two practitioners of the are
may embrace the style in entirely different manners, bue [ew
common threads remain. The Eund see the predatest masters of
sapasu-do as those Witch Hunters who live the iD:I'IEE‘!iT ~ for
obviously they must have learned something to survive as
long as they do

Sagasu-do Novice [Crab Kiho] 3
Prerequisites: Wis 13+, Improved Ung
Element Focus (Earth) class ability, Void
Benefit: As o full attack action you
damage borus on a single unarmed amack.
has the Shadowlands subtype, and Yol r
F-‘Il'.r I'.llf"'!ﬂ] I'I.IJ. i "l!'.lﬂdli]'l-'lu I'_'Ir.a dul.ll:ll.'q '}"I:Iu I'I'I,Tﬂ_
Poine to increase IJ.“"T r.I:Im:IE-E ;]}" }rﬂ“r
(1f the target furns out not to be Tainted,
still spent, Thus, if there is the pﬂﬁfhﬂﬂ?
not Tainted there is no true way for you
using this feat.)
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STYLE

Sﬂg:tsu-dﬂ harmows hrnvﬂy From kabo ichi-kat, and in farm the
two styles are similar Sa_g:z::u-rjn, however, is @ martiol art
designed for and practiced by Kuni, many of whom combine
the art of the shugenjo with the combat prowess of @ monk. As
a resule, many of their technigques enhance, or are enhanced
by, n Witch Flunter's EH]JEL'L‘.u:l[IJl':]l abilities. The 1::1;1:: focuses
above all on the destrucrion of Shadowlands creatures, and
often is of sadly Hmited use against normal opponents, As
mast Witch Hunters have magic or traditional fighting abili-
tics ro deal with such threats, this is no grese weakness,

Sagasu-do Novice |
Required Specialized skill: Snglliu-'lilﬂ
Cost: 9 points
Cost Reductions: Crab Clan membe
J‘ihug-::nja or ¥Wirch Hunter (3 pui.'t'tthi_il na
bath), Large Advantage (1 point)

Il you make two raises for damage agai
while fighting unarmed, you may add
resulting Wounds in addition to the
your target is Shadowlands and you are awar
beyond the shadow of a doubr, you ilsa A

whenever you spend Void Peinrs on ath o

tion to the normal effect. (1 the arget

Tainted, the Void Poine Is still spent, Thus

possibility the target was not Tainred ﬂﬂﬁﬁ

for you to be sure by using this abilitg)

TURTFOSE
Hﬂgusu-dc:-, like kobo ichi-kai, is 2 toal for killing. Unlike kabo,

those who follow the Hunter's Way have not completely dis-

posed of the philosophical foundations upon which the mae-
tial aets are based, The Buni arve a ﬁhugcnjn Elm:il‘l.-'.nﬁfr all, and

often practice sagasu-do o help find focus during their medi- ZNPERT _
titions At this level, sagasu- «do |:111:|||:}l'.|.11r EIEFF 9“?
kai origins and becomes & more truly
TRAINNG sagasu combines magic wich natural alﬂ.ll o

The Witch Hunters adamantly deny the existence of zagasu- damage on a corrupted opponent.

de 1o anyone ouiside their number. They refuse 1o teach it 1o
non-Witch uneers, and a fFew go so far as to vowing they will
not use the techniques in the presence of those they do not
plan to Jill,

This is essentially a ruse the Wirch Hunters have built up
over rime, Because no two Witch Funters practice the style
the same way, most people believe they have never seen i The
Witch Hunters have taken advantage of this curiosity abour
their techniques, using them o build their intimidating aura
of mystery. From a tsukai-sagasu’s standpoini, as long as their
enemies seek answers where the truth is obvious, the Witch
Hunrers continue 1o have an i].-IJ.'r'iI.F.Il-in-';L‘.

Sagasu-do Advanced [Crab Kiho]

Prerequisites: Base Atrack Bonus +3, fmll:

or 2nd level divine spells, Improved Linarme

Element Focus {EBarth) elass ability 5‘1515!1'
Vaid Use.

Benefit: Any time you are affected by an
detects, harms, ar pmwdcs specinl profectio
creatures with the Shadowlands subtypes ¥
damage bonus equal to your Charisma madis
targets with the Shadowlands subrype on
attacks. In addition, any time such a spellivis
mally end (either due o being dispelled ore jn
spells duration ending normally) you may SFee
Foint to make the spell last 2 number of 888




1s egual to your Wisdom modifier. This may be
a el spell elfect, and does not alfect spells with
sneous duration,

1, j;dq.rs_-nm::l
vired Specialized Skill: Sagasu-do (5 ranks)
e

E:fd]];til}l‘lﬁ: Crab Clan member (% points),
ia or Witch Hunter (9 points, is not cumulative if
we Advantage (3 poinis)

«fit: Any time you are affecred hg,.l any spell that
harms, Or pmvidus special protection apainst
res with the Shadowlands Taint, you roll and keep
die of damage on all unarmed attacks against
dlands creatures, In addition, any time such a spell
rmally end (either due to being dispelled or due
Il duration ending normally) you may spend a
t to make the spell last a number of additional

_.Eliﬂ with an
aneous dura-

bof a Witch

i a difficult one,

tvive this long,
r has his own
hods of dealing
rrupted, though
ts of their style are

aster [Crab Kiho)
quisites: Base Attack Bonus

! toved Unarmed Strike or
;{_q.qus {Earth) class ability,
dvanced, Sagasu-do Novice,

Any time you successfully
onent with the Shadow-
2t (in melee or with the
F Bic) you immedintely
814 Poine. Any time you
Cesstul save against g

S YOu regain a Void

eductions: Crab Clan member (15 poinrs),
of Witch Hunter (15 points, is not cumulative
Larpe ﬁﬂ.‘-‘anmgr (5 points)

1t Any time you successfully kill an opponent
"shﬂdml.flands'l_'nim {in melee or with the use of
ol il‘nmndiau-.]j,r regain a Void Point. Any time
4 suecessful save against a maho spell, vou
Void Poing,

MARTIAL ARTS
OFf TH=
CRAN= CLAT

MIZU-Uo JIVJuTsSu

(MAJTOR MARTIAL ART)

HISTORY

As Crane sensel are lond of remarking, arts are organic, By
delinivion afl ares evelve over time as practitioners re-ingee-
pret lorms, styles, and purposes of their lives, Nowhere is this
more evident than in the evolution of Miwi-do, Formerly rel-
egated 1o a training echnigque
for Artisans to make p|a§,'.~:
more realistic and an amus-
ing pastime for courtiers,
the multiple wars and inter-
clan tensions of the past 30
veurs have led to Mizn-do
l‘.-n[ng further examined
and developed.
Emergencies are diffi-
cult o Fl]'l:':J!iI:l. and oan
maore than a few occasions,
including the infimous
slavghrer of the Imperial
Court during the War
Apninst the Darkness, non-
combatant Cranes have been forced o defend them-
selves by any means available. In those situations,
Mizu-do, as a marrinl art primarily intended For
defense and demonstrations, was sorely lacking.
Even though Mizu-do siylists were well equipped to
defend themselves, the near towl lack of offensive
techniques meant that, in many cases, they were
only able 1o prolong the inevitable. Mizu-do
was excellent at repelling rash or hasty
attacks, bura canny, patient, or persistent
opponent would eventually break
through, especially if numbers were on

hig side.
_ An additional impetus to change
i was the need for Crane samurai to pro-

tect themselves in situations where
weapons were unavailable or ing ppropriate.
Crane bushi were at a significant disadvantage

against more pragmatically trained opponents, which hurt
the ability of Ceane diplomars to negoriate in tense ban non-
violent situation. Combined, these factors have caused Crane
artisans and samurai alike to develop new offensive tech-
niques with which to complement the exisring maneuvers ol
Mizu-do,

STYL=

Mizu-do, as befits 2 Crane martial 2, is a traditonal, gracetul
style that emphasizes beauty and form, The original kata and
stances of Mizo-do were derved from the needs of actors 1o
make plays look exciting, As such, the style incorporated a
great deal of motion, with Hourishes and exaggerated move-
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ments throughout, Even with the recent change in focus 1o a
more vigble Sysiem nfcmuhqu, the srj.r|-e is srill hrenrh[:nking I
watch, as many fAourishes have been retained to aid in dis-
rracting or feinting maneuvers.

Mizu-do is about directing, controlling, and restricting
mobilityg Throws and joint locks play 2 major rale in the style,
to eestrict the ability of opponents to inflict damage upon the
user. Mizu-do combines cireular motiens to deflect and linear
motions to intercept incoming attacks, to disrupt the tempo of
aggressors, Hard blocks are rare, agile parries, dodges, and
tumbles out of harm's way are more commaon, Even the direct
strikes that have been added to Mizu-do follow this model,
with backhands, spinning kicks, and SWECPS Fnrming the
majority of a Mizu-do seylist’s arsenal.

In spite of its non-martial origins, Mizu-do is quite an effec-
tive means of seli-defense, A typical Mizu-do stylise will enter
into combat with an inital kata to intimidate and throw the
enemy ofl-balance. Afterwards, he will initiste o few probing
attacks, typically disguised as elaborate dancing feints, to fur-
ther distract Opponents and lure them intoe an ill-advised
ateack. Once an opporent commirs himsell, or an opening is
available, the Mizu-do artist will attempt a throw or joint lock
to incapacitate the opponent, then finally disable them with a
PﬂJ'I.l.'El'EL'I]. '.-itl'i]-[ﬂ Whﬂt []]E":.i' AT I'!l'_'].Fl.E!-iE-

TURTFOSE

Mizu-do is unique among the Empires major martial arts in
that, in spite of its recent evolution, it 1s sull primarlly consid-
ered o demonstration art, Even given its current combat effi-
cacy, the utuphasis i5 |:||::|r]1l.-' o1 grace anid form, The :thh’ﬂ,I [Ty
make a conflict visually stimulating for participants and audi-
ence is still given a high prioeiy, In demonsteations, this adds
to the entertainment value. In combat, a showsy defeat might
Intimidare enemies or rally allies.

It is easy to find a demonstration of Mizu-do, as many
Kalita Avtisans are versed in at least the basics and use it
during plays. Likewise, its dance-like motions are inherently
beautiful, and exhibitions of Mizu-do are regulatly beld at
many Crane courts and events. Mizu-do competitions, where
entrangs are evaluated on the perfection of their form and
pucity of their mation by panels of recognized masters, are
also quite ComIme.

TRAINNG

Despite the openness with which it is displayed, training in
Mizu-do i extremely exclusive. Prospective students pener-
ally have far more success petiticning the Kakira Artisans for
tu[eluge- Dejncted samurai have commented that this makes
I:raining even more difficult 1o cbtain than it would uthu:rw!s-l.:
b, due to the fact that even though the Crane are relatively
open about exchanging bugel skills, they are Hercely posses-
sive of their dominance in the arts.

MIZU-DO M=CHANICS

Note: the Mizn-do rules presented here replace those pre-
sensted in Wiy of the Crane™ representing recent evolution of
the art form. In additdon, the Rank 3 Artisan [ Dancing) rach-
nique (page 60, Way of the Crane™}) now reads as fallaws:

At this rank, the dancer has so sharpened their
reflexes, body control and sense of timing that they are
able o more effectively perform precise movements in a
short period of time, Your Agility and Reflexes are each
considered 1 higher when you are performing Mizu-do.

!

novics 4
A novice Mizu-do student learns how to avgjd ang
attacks by directing both his motion and that of hie ae

Mizu-do Novice [Crane Kiho]
Prerequisites: Dex 13+, Improved Unarmed
Bencfit: You gain 1 +3 bonus to Tumble ang :

(dance) checks. These skills are considerad clasq ol

Yol

Mizu-do Novice |l
Required Specialized Skill: Mizu-do (1 g "I*J'
Cost: 13 points B
Cost Reductions: Crane Clan mnmhﬂi__*{
Artisan (3 points), Artisan: Dancing skill 3 op
poinis)

When declaring a Full Defense, you may
tion die and add it to yvour TH to be hin, You mg
gpainst one exin aeget per round. B

INT=XMN=EDIAT=
At this level, the Mizu-do student learns to ca

openings thar are created when an opponen
Mizu-do Intermedinte [Crane Kiho] '
Prerequisites: Dex 13+, Improved Unarg
Mizu-do Novice,
Benefit: You receive a +3 bonus to unats
attack rolls against any opponent who has attacked §8
and missed since vour last action. o

Mizu-do Intermedinte i
Required Specialized Skill: Mizu-do (31
Cost: 26 points
Cost Reductions: Crane Clan member {14
Artisan {6 points), Artisan: Dancing sl:_ill".i__.]iﬂ ;
points). .

You receive a Froe Ralze 1o on unarml‘._'d.{ '
against any opponent who has attacked |
since your last action.

ADvAnC=D :
An Advanced Mizu-do student learns how 1o
ver ourt of the path of even the most expert

Mizu-do Advanced [Crane Kiho] =
Prerequisites: Dex 134, ]mprn'l.rfﬂ ."5-'-"
Mizu-do Movice, Mizu-do Ihrﬂﬁﬂﬂdiﬂtﬂl__” =
Benefit: You gain an +4 dodge I.:"_‘?n. e
bonus is lost if you have made an ﬂmgl
action. Atracks of opportunity and readi
in response o an opponent attacking you
ngainst this bonus. o

Mizu-do Advaneed o
Required Specialized Skill: Mizu-do (518
Cost: 39 points o
Cost Reductions: Crane Clan mnmb‘-‘_‘fj.- g.hf
Artisan (9 points), Artisan; Dancing skill 30
polnts)

You gain a +10 benus to your TN to be hit
Defense, or il yvou have only attacked targets @
attacked you wichin the last round singe yout=



£ the style learns how to turn the momentum of a
favor, quickly throwing an aggressive oppanem
ng hold.

!

| sert [Crane Kiho]
pisites: Dex 13+ Improved Unarmed Strike,
Novice, Mizu-do Intermediate, Mizu-do

t: On your tum you may ready a move action
: ngle opponent, If thae opponent makes a
ce against you and misses, vou may immedi-
apple them. You gain a +4 bonus to this grapple
the opposed Strength roll,

: Move actions may not be used to make an

sductions: Crane Clan member (24 points),
2 points), Artisan: Dancing skill 3 or higher (8

- turn you may delay vour action and select a
t. If that opponent attempes o attack you
nd misses, you may immedinely grapple them,
w0 Free Raises on this prapple atack,

Mizu-do is a living example of beauty and grace,

“ment, every motion, is bath breathtaking and

can hope to breach the fawless defenses or

assaults of a master in the are of Mizu-do.

0 escape the di‘ad]y embrace of n master's care-
s,

ster

Bites: Dex 13+, Improved Unarmed Strike,
;‘Iﬂﬁﬂﬂ, Mizu-do Intermediate, Mizu-do

All of your unarmed artacks inflict deuble
= in a grapple.

d Specialized Skill: Mizu-do (9 ranks)

L5 :'FF':LHEE

":,'lii.‘.‘tinng; Crane Clan member (30 points),
I:Pﬂihtslrﬂu'iisa:]: Drancing skill 3 or higher {10

ind keep three extra dice fer damage ina grapple.

PLENDENT CRANE
TSy
RMARTIAL ART)

they are as much as any other Great Clan
ors, The burden of the elan's defense falls largely
i family, who defend their clan's provinces with
1 =Ell1'|.11ir|.g and martial prowess. As their duties
to = e Crane occupy a great deal of their time, the

S¥emade few great contributions to Crane social eul-

ture. One of the more notable exceptions to this rule is
Resplendent Crane Bujutsu.

The origins of the style are quite simple, The Daidoji have
always favored the yari as a weapon — it is a deadly, versatile,
and easily crafred weapon, Ar the Empercr's Winrer Court in
the late sixth century, o clever Thoma courtier tricked the
brash Daidoji daimyoe into entering a tournament for the
Emperor’s favor, All too late the Daidoji learned that it was not
a fighting tournament, but a display of courtly dance. On
impulse, the Daidoji took up his yari and performed a series of
his family’s original kata for the Emperor. The Emperor was so
impressed he demanded to know the name of the art, to
which the Crane impulsively answered *Resplendent Crane
Yarijutsu.

What had onee been an informal collection of maneuvers
with a spear had become an official marrial are style overnigh,
Over the centuries, the Daidoji have reflined Resplendent
Crane Yarijuisu, and numerous small dojo for the style exist
scateered throughout Daidoji lands.

STYLE

Resplendent Crane Yarijutsu is a geaceful seyle, as the yard is an
extremely graceful weapon in skilled hands. The yari can be
1.1!:1.“] [CH] prrﬁcnl‘ im III.'I'I.PEFII."I'I:'IE]I: dEFEIIiE HE} WE”. as EWi.f't
attack, keeping enemies ar a distance, The student of this art
learns all of the advantages of his weapon and is adept at
shoring up the yari's few weaknesses. If there is any true dis-
advantage to this art, it is that it is entirely dependent on a
single weapan. As yvari are casily cralted or improvised, this is
Seen as no great weakness,

FURTOSE

Though a beautiful art, Resplendent Crane Yarljutsu is ar {ts
heart intended o fontify pikeman in the defense of the Crane
Clan, More than a few Crane poets have pointed out that it is
an ironic reflection of the other major Crane martial ary,
Mizu-do. While Mizu-do oripinated in the peaceful, graceful
movements of dancers and evolved into a deadly fighting art,
Resplendent Crane Yarijutsu began as a warrior's technique
and evolved into a graceful court favorire,

TRAINING
Students of the art spend hours moving through complex
kata, spinning the yari through defensive arcs or performing
aggressive thruses and parries. After a time, the siyle begins to
resemble an artful dance. Many Crane learn the st].rle mer-elif
[or the sheer beaury of it, and demonstrations of Resplendent
Crane Yarijursu are a popular attraction in the courts,

RESPLENDENT CRANE
YARITUTSU MECHANICS

NOVICE
A novice in this style begins to learn to use the yard os both an
offensive and defensive weapon,

Resplendent Crane Yarijutsu Novice [Crane Kiho]

Prerequisites: Base attack bonus +1, Simple Weapon
Proficiency (vari)

Benefit: At the beginning of your turn each round
vou gain either a +1 bonus 1o attack rolls or a +1 shield
bonus to AC while wielding a varl. This bonus lasts untl
the beginning of your turn next round. You alse add your

Ty
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base attack bonus to all Perform checls when demon-
sirating Resplendent Crane Yarijuesu for an audience.

Resplendent Crane Novice [Crane Feat|

Required Specinalized Skill: Yarijutsu (1 rank)

Cost: 8 points

Cost Reductions: Crane Clan member (3 paints),
Bushi or Harrier {3 points, not cumulative if both)

You ean give up the artack bonus normally gained for
the Yarijutsu Specialized Weapon Skill when wielding a
yari to gain an equal bonus to vour TN to be Hit uneil
YOLI BeXt action,

ADVANC=D
An Advanced student of Resplendent Crane Yarijutsu learns
ter use his weapon 1o best advantage, artacking enemies both at
range and in close combar,

Resplendent Crane Yarijursu Advanced [Crane Feat]
Prerequisites: Base artack bonus +6, Simple Weapon
Froficiency (vari), Resplendent Crane Yarijutsu Movice
Benefit: When wielding a vari you may avack adja-
cent opponents. The bonus gained from Resplendent
Crane Yarijutsu Novice now increases (o +2.
Normal: The yari can only be used o ateack oppo-
nents as a reach weapon,

Resplendent Crane Yarijutsu Advanced

Required Specialized Skill: Yacijutsu (5 ranks)

Cost: 24 points

Cost Reductions: Crane Clan member (9 points),
Busshi or Harrier (9 points, not cumulative if both)

Benefit: You continue to gain the palearm bonus to ini-
tiative even after the first round of combar when wield-
ing 1 vari.

RMASTER
The master of Besplendent Crane Yarijutsu can deaw upon the

full potential of his chosen wenpon for power, accuracy, or
defense.

Resplendent Crane Yarijutsu Master [Crane Feat]

Frerequisites: Base artack bonus 412, Simple Weapon
Proficiency (yari), Resplendent Crane Yarijutsu Novice,
Resplendent Crane Yarijutsu Advanced

Benefit: The bonus gained from Resplendent Crane
Yarijutsu Moviee increases to +3, This bonus may apply as
ashield bonus to AC, an artack bonus, ar 2 damage bonus,
Alternately, vou may gain a +2 1o one of these and a +1 1o
inother, ora +1 toall chree, In addition, you may make an
effhand avack with the butt of your vari for 1d4 blud-
peoning damage as if it were a double weapon. All the
normal penalties for two-handed fighting apply.

Resplendent Crane Master

Required Specialized Skill: Yarijuesu (9 ranks)

Cost: 40 points

Cost Reductions: Crane Clan member (15 points),
Bushi or Harrier (15 points, not cumularive if both)

Benefit: Once per round when you strike down an
appanent with your yari you gain an addirional artack
with the butt end of the yari. This does damage as an
unarmed strike.

RMARTIAL A
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KAZE-DO
(RATOR RMARTIAL A

HISTORY
Togashi Kaze is well known throughout the Em
the most famous ise zumi ever known, He lived du
reign of Hantei 111, when the Empire was still se
ders and sertling into the lands Sun and Moon ha,
their children. Ir was during this ere thae th
nounced that anly those of the sumurai cas
fully allewed to carry conventional weapons, Tha
done ostensibly to accentuate the strenpth o
custe, it was also intended to curb the possibil]
peasant reviolts, v o

Unfortunately for many peasants, this meant,
became ready prev for bandits and wandering b
Shadowlands. Though some samurai [cspun'dgﬂ
ot the tarmers, others found the marter of ne
weighed against their other concerns, With fe
founded and fewer arganized parrol roures es
life of the peasantry slowly became o nightmare,

The [ollowers of Shinsei became concerned »
D.F t]]l:' COMIMOlL mai. J"!lﬁ thE'F were oot =nm ;
stood wha'r 1T Wk li}[ﬂ to be ignun:r] and mis _
nnh]ns, However, because lhﬁ'!,l' were not SH:I:F'L I1s
was their place 1o take an active hand in th
instead rerurned to their contemplations. One
number, Togashi Kaze, refused o take part in such n
and set about linding a way to teach the peasant
defend themselves ¥

The result was thar Kaze created che first orpa
jrojutsu (“the way of hands and feer") and began to:
his style. Knze was o gifted reacher, and the simplicity
art allowed it to spread further once he had taughthi
dents. Throughout the linds of the Dragon, then the
then the Crane, the peasantry learned the art l:lﬂ
dits and Tainted monsters alike no longer found pen:
easy prey, and Kaze became an infamous figure
sernting his are on brash somurai in the sireets of
the fledgling Empire. i

By the time art reached the lands of the Lion, maz ;
generals and Matsu soldiers saw the uselul applicatipnaces
art, They invited TEI-E:].E}'Ii. IKnze (o visit them, and
ever elements of his are he would share, Kaze

I|I|l

themselves, he said, he would leave jinjutsa in
alome, 1f the sword was fit only for a samurai;
would remain fit anly for the common man, B
missal of the Lion left the Akodo ourraged. The
to press the mateer further, not willing o contin
themselves by treating @ monl a5 an equal, but t
the matter to the Hanteis attention.

Intrigued, Hantei 111 invited Togashi Kaze 10
Court, praising his bravery and fumous deeds. B
but in the middle of the court, the Emperor COME

L3

LS



_________

f_'ﬂexnansrra[e his arr for all 10 see. To the shocl of all,
efused his Emperar.
aged at such effronee vy, Hantei I11 commanded his
-;Ehamp:iﬂn, Dioji Knzume, ro sirdke down the monk
behavior If Kaze would not show his style volunrarily,
uld do 50 to save his own life, Knzume drew his blade
epped toward the monk, but Kaze spoke thar he would
i5¢ his hand to defend himself and he would dic peace-
[ZUmes conscience Wﬂighud against lig honor, as he
illing 1o fight against such an opponent, and finally
Permission to commir seppuleu.
£ame breath, Hantel [11 granted Kuzume permission,
paritily granted o Lion peneral in attendance Emer-
mpion status. He then gave his new Champion his
mmand — to slay Togashi Koze. Matsu Noshin did so
thesitation, and Kaze died without once sharing his
15 With a samurai, Members of the [mperal Family point
U8 tegend as o warning of the price of foolish pride. Afrer
&5 teachings had spread so casily through the peas-
{Fhﬂ.t Bain could Kaze have found in defying the
SI0F 507 After Kaze's death it was not long before the
A guard learned the basics of jinjutsu even without
ﬂ!ﬂl_g‘-‘]'m Dragon, some quictly whisper that the Emperor
tily discovered Kaze's secrets. Though jiujutsu is well
ACT08s the Empire, it was not Kaze's greatest secrer, His
Poverful tecliniques, thze art known as kaze-do, contin-
be handed down among the Three Orders of the Dragon

STYLE

Kaze-do Is a last style thar emphasizes incapacicating a [oe
instead of killing, Studenis of the art are taught every single
part of the body is a weapon and can be used in some fashion
during a fight, Adepts of kaze-do seem to fight with wild,
unpredictable movements though each strike is carefully cal-
culared. The first principle of Kaze's art was never 1o strike
first. Kaze-do is primarily a style meant for defending apainst
attackers, and is relatively poor at initiating an assault.

I combat, the kaze-do student is alternately a blur of
motion and as still as the mountains. Kaze taught thar pre-
dictability is an enemy like any other, and one that VOUL Bppo-
nent will use ro defeat you. Practitioners of the style attempt
to never use the same strike twice in a fighe, unless that in
itself would be falling into a predicrable pattern, Kaze-do
effectively brings the physical combat to 2 mare intellectual
level, as the kaze-do student atrempts to ourwit and confuse
his opponents, allowing the physical strilee to become the con-
firmation of u battle that has already been won.

TURPOSE

At its hearr, kaze-do is 8 method of defense and nothing more.
There are few techniques that are meant to bring dewn an
opponent by sheer foree or fury, Most kaze-do students are
vicrorious by taking advantage of an opening created by an
attacker or using their momentum againse them with a throw
or lip. Though not an undisciplined style by any means, it is
not averly complicated or graceful, instead focusing on the
practical use of the hands and feet 1o achieve victory:

-r:’-'.t--ll:'-i.‘.!:ﬂ. :
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Because of the style's particularities, it is also effective
against [:J.EE_I.‘T or armed opponents. Disarming rechniques are
common, a5 well as moves that take advantage of an oppo-
nent's larger size or momentum, Kaze-do teaches a varlery of
moves in order to give the student a chance to ke advantage
of any situation. The result is that while kaze-do is not partic-
ularly known for a certain “signature” move or technique, stu-
dents are exceptionally resourcelul.

TRAINNG

In honor of Togashi Kaze, the Dragon generally reach anyone
who expresses a sincere interest in learning the art, While
Kaze never wished the art 1o be learned by simurni so long as
the peasants remained without weapons, in the centuries
since ashigaru legions and peasant weapons have again
become the norm. Thus, the 'i'ug;a.ti]ﬂ beliove that Kaze would
have been satisfied with such 2 situation, abd have no com
pumtion with teaching the arr to spmural,

Hecause of the art’s chaotic and unpredictable nature, many
samural fall ae the are if only because they have been trained
all thelr lives to follow explicic patterns of commands and
strict forms of combat. Those who can master this unconven-
tional art tend to be free-spirited or imaginative individuals,
Between this and the shady reputation of Togashi Kaze, the art
is not very popular with samurai outside che Dragon Clan
despite the elan’s open door policy

RAZE'S THREE
PRINCIPLE

Togashi Kaze taught his students a great deal of phi-
losophy along with the arts of combat. His Dragon
nature is evident in any of his texts, as he ::unﬁtunt[:.r
speaks of the harmony of the universe and ebb and
flow of the Elements. Though Kaze kept a great deal of
his wisdom secret, he regarded these three truths as
most importint:

+ Killing is for the cruel. Kaze-do is an art of defense,
not killing, and those who use the art to bring
needless pain and suffering shame themselves and
the art. This principle commands that a practi-
tioner of kaze-do never instigate violence.

Avoldance is pre ferable to violenee, This is a

debated |.u'i1'u;ipl|:, a5 Kaze was infamous for pick-
ing fights with samurai to demonsteate his style.
Others point out that Kaze only contradicts his
own behavior to show that he, too, was impnrfﬂrr.

Defeat is unavoidable. Kaze made sure that his stu-
dents understood that the coneept of an *invincible
fighter" was fallacy. This lesson served the dual pur-
pose of Filling his students with humility while
teaching them to never be intimidated by a seem-
ingly unbeatable opponent.

RAZ=-DO RM=CHANCS

novics
The inttinte baging to learn the hasic COREEpPLs anm_d_-
a5 luu-klng._ for any apening in a ﬁgl1t and how to o
dEEression, i

Kaze-do Novice [Dragon Kiho]
Prerequisites: Dex 13+, Improved Unarmed § [
Benefit: As long as you are unarmed and have ot

made an atrack for the current combat, vou ghise
dadge bonus to your AC. You also pain a +1 hlfll-'il.i
unarmed attack rolls if you are making an unarme
attack against someone who has attacked you within:
last round, |
Note: All feats in this style chain that rely up
unarmed attacks may also be performed with a ho
(quarterstat), '

Kare-do Novice |
Required Specialized Skill: Kaze-do (1 rank)
Cost: 1 ] : |
Cost Reductions: Dragon Clan member (3
Maonk (including Tattooed Orders) [3 point], H:
Stone advantage (1 point).

1 vou are unarined and have not attacked for the &
round, you may add your Awareness ro your TH to be
addition, if yeu make an unarmed atrack upon som
who attacked vou within the last round, you mﬂ?lﬁ
Teflexes vo the atnck roll. 1

Mote: Kare-do may he used with a bo Etﬂff-_l;!'t}::
unarmed, All maneuvers in this style chain that
unarmed attacks may also be performed with a bo:

The kaze-do skill may be used for 1man‘nf~ig_
well as grappling.

INT=X}MEDIAT= =
Wich the primary lessons learned, the student be B
howr gain :11']1.-'“:|11trtge ina gmpp!:.

Kaze-do Intermediate [Dragon Kiho] o
Prerequisites: Base attack bonus +2, DE
Improved Unarmed Strike, Kaze-do Novice
Benefit: Your size category [or grappling i €61

one higher while you are unarmed.

Kaze-do Intermediate 5
Reguired Specinlized Skill: Eaze-do (3 tanks)
Cost: 15 points :
Cost Reductions: Depgon Clan member {5:
Monk (including Tattooed Orders) (6 point), Ha
Stone advantage (2 point). i

You roll an additional two dice on all contestet g
rofls.

ARDUVANCED
As the student progresses in the art of kaze-do, he b
a::!jusr his S[':.i'll.': 0o TUFE an nmmnem's Wepans “Eﬂm-

Kaze-do Advanced [Dragon Kiho]
Prerequisites: Base Actack Bonus 44 D
Improved Unarmed Scrike, Kaze-do Novice,
Intermediate



T

offt: You gain o 42 dodge bonus to your AC against
opponents while unarmed, You receive 3 +4 bonus
" attacks.

27
t Reductions: Dragon Clan member (9 points},
' neluding Tattooed Orders) (9 points), Hands of
dvintage (3 points).

pain i +5 bonus to your TN  be hit against armed

develop a supernatural awareness of when an cnemy
emselves valherable, Kaze-do students are trained

aze-do Expert [Dragon Kiho|

Prerequisites: Base Attack Bonus 46, Dex 134,
nproved Unarmed Strike, Kaze-do Noviee, Kaze-do
ediate, Kaze-do Advanced,

_Efl.t: You gain a +2 bonus o avtack and damape
on all attacks of opportunity, You deal an extra 1ds
ial damage on all attacks while in a grapple.

EXpErt
Pirﬂﬂ Specialized Skill: Kuze-do (7 ranks)

i
Reductions: Dragon Clan member (12 points),
uding Tartooed Orders) (12 paints), Hands of
intage (4 points),
L I:m] keep two extra dice on damage rolls when

TKaze, he learns that his journey is hardly complere.
lesson is that like the flow of combar, the student
learn o make his own mastery of the style and not be

to by frs ways. Masters of the arce ave rare, and rarely
th +i»l!!‘r.m': ﬁght:ing phi]ﬂsn]:lh}',

=0 Master [Dragon Kiho]

equisites: Base Atrack Bonus 49, Dex 134,
ed Unarmed Strike, Kaze-do Novice, Kaze-do
diate, Kaze-do Advanced, Kaze-do Expert

it Any time an oppanent attempis (o escape o
with you and fails, you may immediarely make
_'1.! of opportunity against them, Your reach for
attacks is extended by five feet,

Master
Specialized Skill: Kaze-do (9 ranks)

t: 45
5t Reductions: Diragon Clan member (15 points),
lincluding Tattooed Orders) (15 poines), Hands of
SONE ddvaniape (5 points),

_:u*' Per round, if an opponent atrempts to eseape 0

MARTIAL ARTS
OF TH=
LION CLAN

MAGARI-YARITUTSV
(MATOR MARTIAL ART)

HISTORY

Magari-yarijutsu is a unique martial art practiced exclusively
by the Lion Clan, predominantly the Maisu family. The
weapon utilizes a strange variant on the yari known as the
magari-yari, a triple bladed spear similar in appearance o a tri-
dent. The weapon has been somewhar popular with certain
branches of the Matsu for centuries, and the aet has slowly
developed outside of the public eye, but it was not truly
brought to the fore until the Clan Wars, Marsu Cohei, alter-
nately regarded as both the hero of the Clan Wars (by the
Lion} and the Butcher of the Clan Wars (by the Crane) was
never seen without this eeademark weapon, Many other Lion
samural wishing to emulate Gohei’s example have embraced
the stvle of Magari-varijutsu.

STYLE
Magari-yarijutsu is an elegant ary, {illed with broad sweeping
maneuvers and brutal thrusts. Many compare it to Resplen-
dent Crane Yarijutsu, but the two styles are in fact very differ-
ent, While the Crane uiilize the yari for a varlety of defensive
and offensive maneuvers, magari-yarijutsu is an extremely
aggressive art, There are no delensive maneuvers, for the style

Is intended ro kill an opponent before he has the opportunity
to defend himself,

TURYOSE

As is befitting its Matsu creators, magari-yarijuisu is an art
designed exclusively for mortal combar. Though the weapon
only differs from the yari in a superficial manner, the sight of
it has become synonymous with this art's extremely aggros-
sive style. Bandits in Lion lands feequenty flee at the sighe of
a magari-vari, knowing at a glance that its wielder will be even
more brutal and unforgiving than a typieal Matsu,

TRAIMING
Training in the magari-yari is not a conventional act taught to
students preparing for their gempukku, for though the
wenpon resembles a yari the Marsu do not use it in the same
manner as a yari 1s generally wielded. Sensei at all major Lion
dojo watch for students who exeel in the use of polearms and
who possess the keen perception necessary to use such a
weapon to its fullest potential. Such students are sent to a par-
tieular dajo in the Matsu lands, where they begin the lengthy
process of mastering the magari-yari. It is an exhaustive
process, but one that reaps considerable rewards. Those whe
complete their training often receive prestigious posts in the

Lion military, and many have gone on to greatness, ns Gohei
himself ance did.
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TH= MAGARI-YARI

The magari-vari is a variation of the yari, featuring

a trident-like triple blade, These differences are
mostly cosmetic — the weapon s mechanically
identical to a yari (spear) in both systems.

MAGARI-YARITUTSVY
M=CHANICS

noVICE
A beginning student of magari-yarijursu learns w exploit the
advantage of o weapon that is for longer than the traditional
weapons used by samura.

Magari-yarijutsu Novice [Lion Feat]
Prerequisites: Base Attack Bonus +1, Str 134, Simple
Weapon Proficiency (magari-yaei)
Benefit: When performing the charge action with o
magari-yati, you may gain an additdonal +2 atack bonus
but suffer an addirional -2 AC penulry.

Magari-yarijutsu Novice

Required Specialized Skill: Yarijursu (1 rank)

Cost: B points

Cost Reductions: Lion Clan member (2 points),
Bushi (2 points), Beash {2 points)

When wielding o magari-vari on Full Attacl, you may
roll and keep an additional die on all attack and damage
rolls, If you do so, any enemy attacking you rolls and
keeps an extra die on all damage rolls.

INTEXMEPIAT=
The student who has reached this level can perform brual
charges, impaling unwary opponents upon his blade,

Magari-yarijutsu Intermediate [Lion Feat]

Prerequisites: Base Attuck Bonus +3, Str 13+, Simple
Weipon Proficiency (magael-yael), Magari-yavijutsu
Movice

Benefit: '[f].rnu n:hurgc and strike un opponent with
YOUT MEAgari-yari, you immediately begin J_!TEIEF!:! as il
vou made o successful touch anack, gaining a +4 bonus to
vour opposed Strength roll, 16 this opposed roll succeeds,
you have impaled your opponent on the magari-yari, and
autematically damage them with it on each of your
attacks until vou release them, vou drop your weapon, or
they escape the grapple (vou cannot use your magari-vari
to attack another opponent uneil the held is released).
You do not need o move into your opponent’s square o
maintain the grapple, and you muy move while you main-
tain the grapple so long as yOUT Opponent remains wichin
reach of your magari-vari and you continue to hold it
with both hands.

Magari-yarijutsu Intermedinte

Required Specialized Skill: Yarijursu (3 ranks)

Cost: 16 points

Cost Reductions: Lion Clan member (4 points),
Bushi {4 points), Brash {4 points)

1f you make two Ralses on 2 Full Anack with s magari-
yari, you can impale your opponent, To do this, you muse
win an opposed Strength roll, and therealter maineain

ADVANRCED

EAPERT 7

RASTER

vOur E]U]d 6 E,-'lrI.IL' creny as :i!l_- 1_h¢_|-!||- werﬂhﬂ[ﬁ} -_.. .
Until you release your enemy, drop your y
:l[lill.".-i. iII'I.U'[]'I‘."" |5'|?'|_!':1||1't“ :r'”".l I.TI:J.}' “U':Ul‘l'm _
the target with your magari-yari on each of yo

A charecter who has veached this level of skill can
perate attacks with the magari-vari, even ap.
expense of his own life. =

Magari-yarijutsu Advanced [Lion Feat]
Prerequisites: Base Artack Donus +6, S

Weapon Proficiency {(magari-yari}, M'Eiﬂz

Movice, Magari-yarijuesu Intermediare e

Benefit: Your reach with a magari-var is incrensed &

five feet while chorging, -I e

Magari-yarijutsu Advanced - i
qut_:_uin:cl Sptl:iulii:d Slzill: Yarijursu {5 ranks)
Cost: M poings
Cost Reductions: Lion Clan member

Bushi (6 pointsy, Brash (6 points) i
Any time you declare Full Atck while
magari-vari, vou gain a +10 bonus to your (nitia
ever, any attacks that occur after your iniria
before vou would have gone are considered o '
taneous to any actions vou take {meaning you 5
down several enemies only to fall to them in tuen

The secret of magari-yarijutsy is relentless offense TheeEs
can deliver increasingly brutal strikes.

Magari-yarijutsu Expert [Lion Feat] 1)
Prerequisites: Base Attack Bonus +9, Str 13
Weapon Proficiency (magari-yari);, Magar
Novice, Magari-yarfjutsu Intermediate, Maga
Advanced. 3
Benefit: If you successfully strike an opponel
magari-yari while pecforming a charge actiof ¥
attempt to stagger your opponent for one ot
tude save (DC equal to damage dealt) negutes
This is not effective against rgers imin ..
hits. 1

Magari-yarijutsu Expert L.
Required Specialized Skill: Yarijursu (7 ranks
Cost: 14 points i
Cost Reductions: Lion Clan member (8 ’-:ITZ""”'”
Bushi {& points), Brash (8 points} g

Before making an artack with @ magari-yar
spend twao Void Points to re-roll all dﬂmagﬂ-f—j_l_h# u
or higher a5 il they were ten’s, This may only be
Full Ateack.

A rrue master of mapgari-yardjursu is an unparall
destruction on the hartlefield, layitg waste 10 4D
teach of Lis Wepom with n pnwlzrful lu.ngi.h

Magari-varijutsu Master [Lion Feat]
Prorequisites: Base Attack Bonus +12, S 13
Weapon Proficiency (magarl-yari), Magaels
Movice, Magari-yarijutsu Intermediate, Magirk
Advanced, Magari-yarijutsu Expert



--E-ﬂt: You may attack mul[jpln_- pm‘.upln within your
' h during your movement while performing a charge
- magari-vari, This functions exactly as i you had
~rmed the full attack action, with your normal

ng::m:lﬁ and cach attock tnrgf:l!c-ﬂ at a different
aiE 45 You r.!'l:-lrgn: (you may not strike the same
nt more than once) and your last artck must be
d for the ariginal rarger of the charge, The armack
“us for charging is applied only to the final target.

-yarijutsu Master

quired Specialized Skill: Yarijutsu (Magari-yari
anks)

40 points

5 ,, Reductions: Lien Clan member {10 points},
shi {10 points), Brash (10 points)

The number of Raises you may make while making a
] ﬂ.l_gft';u;]: with 2 magari-yari are increased I‘.q.-' your
ht Rank.

= ART OF
TH=E SWORD
MINOR MARTIAL ART)

ttial art known simply ss ‘the art of the sword' is a
style, It isa weapon based martial art, bue it does not
use of o weapon to inflict damage.
nartial art was first devised in the early sixth cenmry,
o hitd served well in his role as Lion Champion, and
vthe life of a monk after a life well lived. Though
ot still had the spirt of o warrior and thus dove into
the unarmed combar styles of the
ﬁ'd with great relish. The new Lion
08, Toru's son 1kuo, would often visit
in the manastery seeling advice.
es, he would warch his [acher
ce his martlal kata, Like all Lion
lg, Tkuo was constantly seeking
tage that might grant his
gtary in battle. He asked
if the Brotherhood's
style might be incor-
nto the Lion's own
s granting bushia
ance 1o defend them-
% with their free hand
tofa blade while

i into close quar-

was intrigued by
% and dedicated
mainder of his life
atng such a siyle, a
_'PFH-TI-E[ of jiujuesu o be
6l with the katana in hand. Toru gave his style o simple
ALt of the sword, in hopes that it would be underes-
‘“d utilized only by the mast cunning warriors of the
-.}:Uhl'!? a handful of dojo exist that reach the style, all

J0in Lion lands thae also teach the Lions unique seyle
tatt,

STYLE

The art of the sword is unique among martial arts in that,
while it relies on having a weapon (katana) in hand, does not
utilize this weapon for attack. This style is designed specifi-
I::J.u}" to be usﬁ:d 1.11.r Hi :c[u-:li,tm :ﬂm ::L;il]r_'d i kr_'nju!:cu, Tm:wjding
a series of supplemental moves for a talenred swordsman.
These unarmed attacks and parries are intended to gain advan-
tage in situations where & blade's longer reach is an impedi-
ment, of to allow a swordsman 1o free himsell when pressed
into close range where 7 sword cannot be :-?ﬂ'FE]':,-‘ wielded,

rURPOSE

As stated previously, the art of the sword is used almost exclu-
sively to remove oneself from situntions where o sword cannot
be easily used. This particular seyle is also favored for its use in
meditation. The complex kata that a practitioner must per-
form to master its subtleties allow one great focus and clarity,
Thus, many Lion generals will practice the art of the sword
while considering their bartle plans, or while clearing their
thoughts hefore praving to the shiryo, All exercises are done
with the sword in hand, though i is usu.'ll]g,-' lefr in its sava
during such displays,

TRAINING

The art of the sword seems to be a reladvely simple martial ar,
with only a few definable maneuvers that set it aside from
ardinary jiujutsu. To be properly utilized, these maneuvers
require a great deal of repetition, concentration, and disci-
pline. The movements must be perfected zo that they may be
performed without thought, so that the pracritioner may use
them instinerively and return 1o the true matter at hand -
killing the opponent with che sword, A true master of the art
will stress that many moves are not needed when 3 handful of
perfect moves will suffice,
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ART OF THE SWORD
H"CHHI’UCE

novIcE

The novice student of this art begins 1o learn how to combine
unarmed attacks and sword serikes fluidly into a single form,

Art of the Sword Novice [Lion Technique]
Prerequisites: Base Actack Bonus +1, Improved
Unarmed Strike, Martial Weapon Proficiency (katana).
Benefit: You may wield o katana in one hand as if you
had the Exotic Weapon Proficiency feat for thar weapon,
Any of your fears that apply specifically to a katana
(Daisho Focus, Daisho Specialization, Improved Critical)
now also apply to unarmed strikes.

Art of the Sword Novice

Required Specialized Skill: Kenjursu (1 ranlk)

Cost: 9 points

Cost Reductions: Lion Clan member (5 poinis),
Bushi {2 point)

You may use your Kenjursu skill as a specinlized
weapen skill uppl}'jng uqu:tl]':." to attacls with the katana
or unarmed attacks, The Kenjutsu skill may be used for
'.IT.I-:IITIIL"I:I. ﬂl[:ll:]-[!-i HE 'I.l':_']_l_ as E],‘.:l]J]_‘I]_i.L‘lE.

EATERT

The expert of this style continues to combine kenjutsu
and jiujuesy, allowing flerce unarmed strikes ro be directed

against unprepared opponents without a pause in his sword
technique.

Art of the Sword Advanced [Lion Technique]
Prerequisites: Dase Attack Bonus +6, Improved
Unarmed Strike, Martial Weapon Proficiency (katanal,
Art of the Sward Movice,

Benefit; When fighting with 1 katana vou mav
an additional unarmed artack with your n!%hou ;

possessed the Two-Weapon Fighting Feat (a toral,
hit with your katana and -2 to hit with the un

attack]. Your unarmed :lam:lge is mc:rt.!:ll!-uﬂ"

already greater than 1d4, you gain 2 +2 honuys:
damage rolls instend),

i
Art of the Sword Advanced
Required Specialized Skill; Are of I.‘h& Sword {
ranksh

Cost; 27 points i
Cost Reductions: Lion Clan member I:tia roints)
Bueshi (6 points)
Benefit: Once per round, you may declare two
againstan oppenent when attacking with a katana
HE A |L-]‘: I-S SRCCE '.'|E-:|.-'|.'||. "."Dl.'l bl'l inan ﬂddl[lﬂnﬂ_
attack against the same opponent. The I‘Hu:t'ﬂ:ﬂ ;
increased by 10. You gain a +5 bonus tndtmi ge with
urarmed artacks,

MAST=R
T the master of the art of the sword, the 5wmd
hand are one, Such a martinl artist is an EXIPE r
unirmed techniques ta slip out of harms way, all
slaughter enemies with a well placed stroke

Arxt of the Sword Master [Lion Technique]
Prerequisites: Base Attack Bonus +L'!:1F'-
Unarmed Strike, Martial Weapon Pl‘ﬂ'EEiEm:F
Art of the Sword Advanced, Art of the 51-'-"15!"53’ '
Vioid Use,
Benefit: Any time an opponent altempis t
your katara or disarm you when wielding #
gain an immediate attack of opportunity IIE‘
{vou must use an unarmed strike for this atac
attack of epportunity is in addition to any @



e unity these actiaons woiild normally incur). If this
is successful, the apponent attacks. Any time an
it attempts to grapple you and fails, vou gain an
~mediate attack of opportunity against them using a
Latani

Sword Master
!,lired Specialized Skill: Art of the Sword {9

£ 45 poInts

t Reductions: Lion Clan member (25 poines),
10 points)

1efit: Any time an opponent attempts to disarm
y juu may make an unarmed artack against them, You
“declare three Raises w perform chis awnele, I his
5 successful, the disarm attempr is cancelled.
time an opponent attempts to grapple vou and
may immediately attack them with your karana,
Fou must declare three Raises to perform this anack,

RARTIAL ARTS
| OF THE
| RARTIS CLAR

IRUNMKEN MANTIS
IATOR MARTIAL ART)

rims of what is a[guahl}l H:J'kugu 0% most bizarre Hgl:l-
yle are hozy ac best, as the practitioners of Drunken
s are not the sort of martial artists wha keep accurate
rical records. There are countless stories told regarding
le's origin, cach more outlandish than the next. The
ppular version is that a high-ranking monk of an
fied order, during a visit to the Mantis islands,
ed a monkey that had been given an alcoholic drink.
k watched as the sailors atcempeed to catch the
rprithout suceess, confounded by its rendom rolls and
aeross the crowded doclis. The ereatic style of Drunken
315 alleged to have emerged from this speceacle,

cen Mantis has evelved very Hrdle. It 15 an extremely
ualized art with a basic set of standard maneuvers.
8ie premise of this art that many misunderstand is
either relies upon nor draws strength from the use of
While its practitioners do sometimes engage in tour-
5 while inebriared, and generally hold their liquor
n most, deunkenness is by no means a requirement
¢ this are, It is the imirarion of drunken, unpre-
movements that truly give this style its strength.
ten Mantis is a fluid art, with emphasis on punching
ting rather than the holds and throws. Movement is
Drunken Mantis, rypically conducted in a staggering,
ftumbling style that befits the name. Punches are
Orated into lunges, sometimes with the attacker land-
iton his fuce only to roll to his feet again a moment later.

FURTFOSE

The purpose of Drunken Mantis is somewhat of 3 mystery,
perhaps even to its practitioners. Those who use Drunken
Mantis delight in their ability not only to defeat a foe, but 1o
humiliate them in the process. It is said true masters of the art
will inenpacitate an opponent before they even realize the sup-
posed deunkard was even purposefully fighting back, Ourside
the Manris Esles those who know of this art generally regard it
as at worst dishonorable and at best a humorous sryle rather
than a ‘serious’ marrial are. These who master Drunken Mantis
know better. Despite its outrageous appearance, a practitioner
must practice the seemingly random dodges and 2ccidental
attacks rigorously,

Drunken Mantis tournaments are almost unheard of out-
side the Mantis islands, although there have been a few in
Cral lands. These bear none of the pomp and ritual that many
martial avts tournaments have, but rather are licde mare than
barely organized drunken revelries conducted in smoke-filled
arenas and conducred in the presence of drinking and gam-
bling, often of spectacular propartions.

TRAINNG

Training in Drunken Mantis is a strange and somewhar self-
exploratory process. Imbibing copious ameounts of aleahal
may not be required when in actual combar, but it s 2 neces-
sary part of the training regimen as the student learns how o
relax his body and move (5 a random, drunken manner, The
Mantis ave very prowd of the art thar bears their name, and are
quite willing ra teach it to any who would learn. The face that
so few among the Grear Clans take them up on their offer only
assures them of che styles unigue qualities,

DRUNMKR=EN MANTIS
M=CHANICS

NOVICE
A novice in Drunken Mantis has begun to tnke advantage of
the relaxed physical state resembling intoxication, using it 1o
their advantage to ducl and weave in a manner thar makes it
difficule for an opponent ta hit them,

Drunken Mantis Movice [Mantis Kiho]

Prerequisites: Con 134, Improved Unarmed Strike

Benefit: You may ready a move action to stumble away
from an attacker as they attempt to attack you. You need
not specify a specific targer, but may stumble away as the
first melee or ranged strike that targets you. You gain a +4
Dodge bonus to AC against this atack. You either move
ten feet directly away from the attacker or fall prone,
vour chaice,

Drrunken Mantis Novice

Required Specialized Skill: Drunken Mants (1 rank)

Cost: 7 points

Cost Reductions: Mantis Clan member (3 points),
Daredevil (2 points)

The first time each round an attacker directs & melee or
ranged attack against you, you may gain a free +5 bonus
to your TN to be hit if you either stagger ten feet back-
wards away from your attacker or fall prone, vour choice.
The Drunken Mantis skill may be used for unarmed
attacks as well as grappling.
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INTEXMEDIATE
At this level, Drunken Mantis begins to offer the student
clumsy-locking lunges to complement the arts defensive ahil-
ieies,

Drunleen Mantis Intermediate [Mantis Feat, Kiho]
Prerequisites: Base Attack Bonus +2, Con 13+,
Improved Unarmed Strike, Drunken Mantis Novice
Benefit: You iy grainan additional +2 banus 1o antack
and damage rolls with an unarmed strike when charging,
bt fall prone in your opponent’s square at the end of che
charge.

Drunken Mantis Intermediate

Reguired Specialized Skill: Drunken Mantis
{3 ranks)

o5t 14 poines

Cost Reductions: Mantis Clan member (6 points),
Daredevil {4 points)

You may gain a Free Raise on a ﬁingle unarmed attack
Fp__ainsl an opponent, but immediately fall prone at their
eer,

AODVANCED
At this level the opponent begins to exploit his opponent's
ittempts to capitalize on apparent (but intentional) mistakes
in his technique. Generally this amounts to the practitioner
laying down, apparently unconseious, then quickly
springing to his feet when an artacker antempts to
finish him.

Drunken Mantis Advanced [Mantis Kiho]
Prerequisites: Base Attack Bonus 44, Con
13+, Improved Unarmed Scrike,
Drunken Mantis Novice, Drunken
Mantis Intermediate

Eenefit: You suffer no
penalty to yvour AC for
being prone. On your

turn you mav ready o free
action against a specific
oppencnt. If this eppo-
nent attacks you while
o ang ]J'I.'UTIE' 1'|Tll|. m:i!ih't‘ﬁ.
you grab their weapon or body, using
the leverage 1o roll 1o your feet in your
square and artack them with an unarmed sirike.
If vou use this strike to begin a grapple, vou gain
i 2 bﬂ'].'I.LEE L '!.H:I'Llf :I!l:l.l'_'i{ RJ]]_

Drunken Mantis Advanced

Required Specinlized Skill: Drunken Mantis
{5 ranks)

Cost: 21 points

Cost Reductions: Mantis Clan member
(9 points), Daredevil {6 poinis)

If you are prone you may select a single oppo-
nent. If this opponent attemprs 1o sttack you,
grab their weapon or body, using the leverage
o 1oll to your feet, 1f vou artack chem with an
unarmed serike within the next round, vou
gain a Free Raise, two if you attempt to begin
a Grapple.

EATERT

- _
o -'_:,.-—__.. ] 1

The expert of Drunken Mantis learns how o absorh tme
with drunken flexibility, absorbing hits like g rap
stagpering back for more. il

Drunken Mantis Expert [Mantis Kiho]
Prerequisites: Base Attack Bonus +6, _
Improved Unarmed Strike, Drunken Mantis Ellﬁ
Drunken Maneds Intermediate, Drunken H“ -|':'
Advanced =5
Benefit: You may [-_':ul:,.' 1 move action mlﬂ?mm, |
go limp when someene attempts to attack you. You
not specily a specific targer, but may do this in reaerln
the first melee or ranged strike that targets you, Yoy
damage reduction 5/- against this antack and stum
{eet away from yOUT &t tacler, or damag& rgducﬂul:-t
vou fall prone in their square. This feat may by
simultaneously with Drunken Mants Novice,
Drunken Mantis Expert ;
Required Specialized Skill: Drunken Mane:
(7 tanks) ;
Cost: 28 points 28
Cost Reductions: Mantis Clan member (12 points)
Daredevil (8 polnrs) N,
The fiest time each round an attacker directs a meless
ranged attack against you, you may gain a Carapace
equal to vour Insight Rank if you stagger ten fee
wards away [rom vour attacker or your Inﬁigh_'ti
2 if you fall prone, your choice. This abiling
used simultanecusly with Drunken. .
o Mowice, -

; !.L-r ’ ! ffﬁ
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scks and dodges entirely ercatic and random.,

-'-g_n Mantis Master [Mantis Kiho]
p;é:cquiﬁitts: Buse Attack Bonus +9, Con 13+,
sroved Unarmed Serike, Drunken Mantis Movice,
hken Mantis Intermediate, Drunken Manris
anced, Drunken Mantis Expert
penefit: Ada full round action you may move yvour full
ement and recurn fo your starting square, stumbling
it and crashing into things (you must maove at lease
feet from your starting position at some point in vour
ement). At the end of this action you gain a +6 dodge
parius to AC that fades at a rate of +1 per round, starting
at the end of your next turn, This honus does not stack il
ied multiple times. This dodge bonus applies anly to
Eker.'i who witnessed your fre uz[nu:l_. confused move-

Mantis Master

equired Specialized Skill:
Irunken Mantis) (9 ranks)

oSt 35 points

" Cost Reductions: Mantis Clan member (15 points],
devil {10 points)

EJ_\U may spend o full round stumbling about and
hing inro things, movieg at least ten feet but return-
Lo your starting point, Ar the end of this aceion you
a +10 bonus to your TH to be hie that fades at a rare
2 per round, starting at the end of your next rurn, This
bs is not cumulative if applied multiple times. This
HUs applies only to attackers who wirnessed vour fren-
i, confused movements.

Hand-ro-hand

heiki is a h|[;hl}’ unconventional and uncrihodox
; tyle that only barely qualifies o be labeled as such,
el ciples are lilnl'qllEI‘_f suited to the Mantis mindser,
Sitomed as they are to urilize a variety of improvised

ikl is o fighting style that has appeared recently,
2l documented students and masters date back to
4 eentury ago, Men and women who used similar
tombat had appeared throughout history, of course,
‘Decame sufficiently organized to be considered o
€ fighting style within the past few decades.

ng o master of this bzarre style is like witnessing a
buki actor or talented acrobat, The arl is one of speed
Hluid moyement, and it is not uncammon for onlookers to
ﬂ-ﬂd shout encourngement when a practitioner is caught
A sudden combat or snatches up a particularly interest-
apon, This is not always a positive development, of
85 drunken somurai have been known to jump in on

side of combat just to see if they can stop the whirl-

"’nf e 5 & = = -
activity thae a himirsuheiki student becomes in
S Situations,

p master of Drunken Mantis is extremely unprediceable,

Himitsuheiki is a highly individualized art, with no two
practitioners taking the same path 1o reach mostery. It is not,
for mest, o Lilling arg; racher, the intent is to bewilder and
drive away an opponent, granting the practitioner an opporo-
nity to either make their escape or disable an opponent for a
follow-up atrack with more conventional weaponry. Some
combine Himitsuheiki with other martial arts to ceeate a truly
impressive array of unpredictable atracks and countermoves,
Though few Great Clan samural would indulge in an art that
uses ropes, bottles, and random debris 25 weaponry it has
become somewhat popular among peasants, ronin, and of
course the Mantis.

rURPOSE
The purpose of himitsubeiki is 1o allow a resourceful oppo-
nent to draw upen his environment to gain advantage on an
attacker. When atacked, the praceitioner can react in an
instant 1o defend and protect himself from those who might
otherwise overwhelm and quickly defear him.

TRAINING

The training for himitsuheiki is more of an adoption of the
proper mindset than Instruction in a particular set of manen-
vers ot combat forms, A sensei that takes on a student tenches
them to constantly be fully aware of all their surroundings,
constantly looking for something, anything, that can be used
a8 a weapon. Successful students quickly develop an impres-
sive skill ser. Those who are not skilled quickly abandon the
art for something more suited to their abilides.

HIITSUHZIK) MECHANICS

novICE
Students beginning their study of himitsuheiki have learned
to use their environment as o weapon, tuking advaniage of
their surroundings and using them to expleit an enemy's
weakness,

Himitsuheiki Novice [Mantis Feat]

Prerequisites: Bose attack bonus +1, Dex 134+, Combat
Redlexes,

Benefit: You have no artack penalty when using an
improvised weapon. You gain & +1 artack bonus when
attacking with such weapons.

Improvised weapons ave statistically identical to a
dagger, club, greatclub, whip, or spear depending on
their size and composition, and you also gain proficiency
with these weapons as part of this fear, The statistics of 2
specific improvised weapon are left to the GM's discre-
ticmn,

MNote: A Mantis character may choose this feat as a
fighter bonus fear.

Himitsuheiki Novice

Reguired Specialized Skill: Himitsuheiki (1 rank)

Cost: 10 points

Cost Reductions: Mantis Clan member (3 points),
Bushi (2 points), Crab Hands (3 poines)

You may use any mundane object as a weapon without
penalty so long as you possess skill in g weapon of the
same size. Improvised weapons are statistically identical
to the tanto, jo, tetsubo, whip, or vari d(:]'u'-nr[ing on their
stze and composition, The statistics of a specific impro-
vised weapon are left to the CM's discretion.

e L

R
A
R
T
o n
L
' R
B
T
i S

C
4
A
?
T
R
2
|
X

i
i
i

o




f.-

RARTIAL A=Te
OF TH:

INTERMEDIATE
An experienced student of himitsuheild can quickly obtain a
weapon even in desperate situations and utilize it apgainst the
enemy, and can discard weapons quickly ro eanfuse and dis-
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Orient an opponent.

Himitsuheiki Advanced [Mantis Feat]

Precequisites: Base attack bonus +6, Dex 134, Combat
Reflexes, Himitsuheiki Movice

Benefit: Once per round, any time you are without o
weapon you may make a Spot check (DC 10} to find 3
new weapon, If there is conceivably any sort of usable
weapon in your immediate area you may pick it up as a
free action (ot as part of a charge o movement if it is not
in your immedinre Elaxp:l.

You gain a +4 bonus when feinting in combat if you
drop your weapon (shoving it toward your enemy or
entangling it on his weapon) as part of vour attack,

Note: A Mantis character may choose this fear as a
Hehter bonus fear.

Himitsuheiki Advanced

Required Specialized Skill: Hand-to-hand {Himir-
stheiki) (5 ranlks)

Cost: 28 poinrs

Cost Reductions: Mantis Clan member [9 points),
Bushi (6 points), Crab Hands (9 points)

Once per round, any time you are without a weapon
you may make a Perception roll vs, TN 5 to find a new
weapon, If there is conceivably any sort of usable weapon
in your immediate area you may pick it up and ateack
with it immediarely,

Any time you drop a weapon as part of an attack
against an opponent, (shoving it toward your enemy or
entangling it on his weapon) you gain a +2 bonus 1o your
artacks against that opponent next ronnd,

ADUVANCED

A himitsubeiki master is never unarmed and never withour
an entire arsenal of weapons, Tn the hands of such o man, any
object is o deadly weapen. All weapons are generally used and
quickly discarded with distracting flourishes so that the prac-
titioner can deftly avoid anacks in the confusion.

Himitsuheiki Master [Mantis Technique|

Prerequisites: Base Attack Bonus +12, Dex 14,
Combat Reflexes, Himitsuheiki Novice, Himirsuheil
Advanced

Benefit: Your critical chrear range is doubled with all
improvised weapons, Once per round vou gain a 42
dadge bonus o AC unl your next turn il you intention-
ally drop a weapon.

Note: A Mantis character may choose this fear as 2
fighter bonus feat,

Himitsuheiki Master

Required Specialized skill: Hand-to-hand (Himir-
suheild) (9 ranks)

Cost: 50 points

Cost Reductions: Mantis Clan member (15 points),
Bushi (10 points), Crab Hands {15 poins)

You roll and keep one additional die for damage with
any improvised weapon, Once per round, you gain a +4
bonus to your TN to be hit uniil your nexe turen if you
intentionally drop a weapon.
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RINSMHI |
(MATOR RMARTIAL ART)

"Choasing belween hwo evils is still choosirgg evil®
— Shiba Tachike, first Kinen

B =

HISTORY :
Shiba was a Kami of peace and wisdom, Nearly every |
about him speaks of how he reined the serenity o
even after his (all to the earth. He had the humility re
kneel to Tsawa, and be had the presence ufm].m:]:
need to unify the disparate families into a coherent ol

What is much more ravely discussed is Shib:
prowess, He was a brilliantly skilled and reso efi
man, and rarely lost a battle. However, he was never
at unarmed combar. When Shiba went to the Shad
searching for the Seven Thunders, he was :tmu'.'au_&" 31
the unarmed combat style Shinsei used againse the
Though Shiba died during the battle his memories li
Shiba Tawezaki, his successor, :

Tsuzaki commissioned several of his samurai to dew
unarmed fighting style so thae his wareiors might ¢
themselves as well as Shinsei. Over the course of a
these samurai worked dilipesely, visived famous
side the clan, and finally came ro develop a single styleth
was a synthesis of many fedgling unarmed combat seyleste
found across the Empire, This style was named King

Initially, this style was designed to be taught
Phoenix, bushi or shugenja or scholar or courtier. He
only the bushi were truly required to learn; the
duties were teo important to be distracted, and cour
other political functionaries were never truly expe
forth in defense of the clan anyway, .

In the year 1123 a strange magical plague called the T
fever swept through Phoenix lands, mvaging many of
where the Kinenhi dojos were built. Only one master
an ald samurai near retirement named Shiba Kyukyo, Ky
delayed his retivernent to teach the next peneration of s
but was further homrified when most were slain by Isa
on the Day of Thunder, He sought to rebuild again.

In its campaign to wipe out the Empire’s history an
tions, the Lying Darkness saw Kinenhi g5 an attraetiv

pracriced as it was by only a single master and 2 hand
dents. On one faceful night the Darkness' minions spi
from the shadows and besieged Kyukyo's dojo, The ol
and his student stepped forward to barele the Da
unafraid of its power and unwilling o be forgomen: e
The next morning, Kyukye's dojo was gone, a5 181888
never been, ]
The Phoenix Clan mourned Kinenhi's loss, but coumn
only one of many terrible wrongs their clan was to oveR
Crver two decades later, near the end of the War ¢f5P
Phoenix faced the evil of Haneei XVL When the
refused ta join his forces he hegan a reign of terred AfaE
the elan’ villages and firmlands. In the village of Yoake &85



lfr Etu.gl[ E]:Lrj,rsnnﬂmmum'ﬁ forces met um‘:-:}'lc'cn:'ﬂ resistnnce,
& hushi named Shiba Isao and his followers stepped forward
;:_ battle the invaders using a style not seen in a generation —
inenhi.

On the night when the last Kinenhi dojo was destroyed,
Kyukyo placed his hopes on Isao, a young prodigy whose skill

7 equaled that of the ald master's. While his brethren stoed
inst the darkness, Isao was ordered to flee the monastery so
style might live on, He reluctantly did so, and for years
ght out new students in secret, With his clan threatened
urhe Kinenhi students could hide no longer. When
senix Champion Shiba Tsukune heard of their return she
ited Isao to Shiro Shika to be rewarded for his heroism, and
an building a new Kirenhi dojo near the castle,
4 the years since, Kinenhi has made something of a come-
'-'-;k Though there are still few maseers, they are all well
ected among the Phoenix. Even Shogun Kaneka, now a
mber of the Phoenix Clan, has ]:H:Eu:n |ﬂan1lng the basics of
art. The Kinenhi masters have welcomed their most
us pupil with apen arms. Word of Kinenhi has spread o
Lion, and Konekas former allies and elansmen have begun
Iessing interest in Kinenhi troining as a supplement to
owi bushi training, Time will tell how many, j.[-::m}',, of
RS Lion are allowed to m]d}r or if this mardal art can hegin
"' bi.'iﬂge the lingering bad feelings between Lion and
0Ny from their conflicts in recent years
. Despite this recent popularity, Kinenhi is still a moderately
SHsture form of martial arts, and one that has chanped radi-
lhml-lghuur the centuries. Those who ore well-versed in
E.“E] arts are often familiar enough with it to recognize the
s though few cutside the clan would be able ta identify it
¥ ademonsiration.

STYL=

Surprisingly enough to most who are familiar with Phoenix
philosophies, Kinenhis movements are those of a hard siyle,
dﬂ'll[lil'lg 'r'n'i[].'l. LtLliCll ].'I'J.I'J'r'-l'!i Ell'ld: powel E:lthl{.' ¥ [J.'I:l]l I'E].':f'j.l'lg on
sweeping throws and locks, In addition, defensive maneuvers
tend 1o rely on hard blocks over more graceful mancuvers.
Meditation and focus are also imporeant, and though it is an
apgressive are, students are coutioned to use it only in self
defense. The art s a contradiction to some, a powerful weapon
'I.I5E‘Ii U]'I.l}' I:?':F men DE- peace.

Since Kinenhi's return to the clan, it has evolved yet again,
Master Tsao's influence has made the style even more aggres-
slve than it was In past generations, a necessary change so that
the style (and its proctitioners) would survive.

YURYOSE

Kinenhi is a Phoenix martial art, and as such is far more con-
cerned with the reasons why something is done than that
they are done, Kinenhi concentrates on the mastery of leata as
a way to achieve the mindset necessary for battle; complex
maneuvers are practiced until they can be performed as an
instinctive reaction to an attack. There are five core precepts,
each one considered 'the first, showing that they are cach as
important as the one before them,

* (One, Strive for Perfection of Character
« One, Guard the Path of Truth

* OIne, Strive to Excel in the At

+ One, Follow the Way of Courtesy

r One, Avoid Violence
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TRAINING

Any Phoenix can learn Kinenhi, if they have the time, The
sensel turn away none who have a true desice to learn. No stu-
dent is ever forced 1o leave the dojo, though those wha do not
show promise will not be trained in the more complex tech-
nigLLes,

Physical training is light, often an hour in the morning and
an hour in the evening every day is considered sullicient, As
in the rest of the arr, quality of movement is stressed aver
quantity. Frequently, sensei ask their siudents difficult ethical
questions while they train, hoping o 1est the students mind
anid body, as well as forcing them to deal with distractions.
Daing so, it 1s sald, strengthens character and morals as the
student learns the path of kinenhi.

For those outside the clan, admirance 1o the secrers of
Kinenhi is a more difficult endeavor, Some form of examina-
ton is mandatory, as acceptance of the five precepts is
reqquired before any maining begins, and students are warehed
carclully. For these scudents, the mid-training questioning is
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all the more impaortant; any hine that the student I8 afper
to betray his sensei by spreading che secrets of Kina :
ol permission can lead to immediaie expulsion,

RIN=NHI MECHANICS

novics
A novice Kinenhi student knows the basic Pl‘Im;.-' e
Kinenhi — thar vialence is g necessary tool, if one t-l:l- L
reluctantly. Novices learn to defend chemselves wi

mentary blocks long before they learn the derailed
methods of the sryle, q

: 11 . ;

Kinenhi Novice [Phoenix Kiho) -
Prevequisites: Int 13+, Improved Unarme d 8eell
Benefit: You puin g +2 shield bonus o AC when £

ing unarmed. i

Kinenhi Novice
Required Specialized Skill: Kinenhi (1 rank)
Cost: 8§ points
Cost Reductions: Phoenix Clan member (5 poi
Bushi or Monlk (1 point, not ...1|‘|!5'_;'
tive if both) ' '

s You may add your Agilivg i
#__. vour TM to be Hit. This count
il o armor, and is cumulative with
' i ATILLE :
S INTERMEDIATE

The experienced student beging o
learn the swift measured blo
Kinenhi is known for. At this le
skill, the student’s power increases 8

1
Kinenhi Intermediate [Phoenix Kika]
Prerequisites: Rase attack bonus +
134, Improved Unarmed Strike, Kinenhi Noy
Benefit: You gain a +6 bonus on all rolls o conk
critical theeat with an unarmed serike. 1

Kinenhi Intermediate i
Required Specialized Skill: Kinenhi (3 ranks]
Cost: 16 points i3
Cost Reductions: Phoenix Clan member (10 """-'-'

Bushi or Mank (2 points, not cumulative if IJ-E"-I"}!_I '
L you re-roll 2 10 on an unarmed damage roll,
immediately spend a Void Paint to roll and keep ai r
tional die of damage. 1f you roll multiple 105 on o Sl
damage roll this ability may be used as many 1
vou have Vold Points remaining. (As this 15
“action,” the Way of the Phoenix rechnique
apply to this use of Vold.)

ADVANCED
students of advanced skill are skilled with s
tnl[].r nccurate blows as well as inrrfl.tl hlocks.

Kinenhi Advanced [Phoenix Kiho]
Prerequisites; Base Atcncle Bonus +h Iﬂ}"
Improved Unarmed Strike, Kinenhi Novice, Kin

< Tntermediate
Benefit: You gain a +4 shield bonus to AC ‘-’-’hﬂ“ ok

ing unarmed (this does nor siack with the abiliry giif

at Kinenhi Novice). At the beginning of the mm_;.::




|

may forego this shield bonus ull your nexr acrion 1o
ncrease your threar range when fighting unarmed by +1
‘until your next actlon. This bonus is applied before
ponuses such as the Improved Critical fear.

wrinenhi Advanced

~ Required Specialized Skill: Kinenhi (5 ranks)

M Cost: 24 points

~ Cost Reductions: Phoenix Clan member (15 poinrs),
pushior Monk (3 points, not cumulative if both)

* You may add twice your Agility to your TN to be Hit,
. ¢ counts as armor, and s cumulative witk light armor.
This replaces the ability gained ac Kinenhi Novice,

- On your turn, you may give up the TN bonus granted
by this ability until your next turn. I you do so, you may
reeroll two dice on an unaemed Et:‘lm:‘!E-!‘! roll, The new die
rolls count only iF 10% are rolled (and re-rolled normally)
ﬂ-herpnhn: they count as their original values,

tching nearly any foe with an economy of blows,

‘Kinenhi Expert [Phoenix Kiho

 Prerequisites: Base Attack Donus +6, Int 134,
Amproved Unarmed Strike, Kinenhi Novice, Kinenhi
[Inter edinte, Kinenhi Advanced

Benefit: Onee per arrack, if vou roll a critical threar
nst ah opponent on an unarmed attack, vou can glve
up the right to confirm the critical and instead make
Q‘ThEI' unarmed attack (not necessarily against that
opponent) with the same bonus to hit, This free attack
nvites an artack of opportunity from the target,

- Note: This ability may be used against targers nor-
¥ Immune to critical hits. You canner gain another
attack on the frec atrack gained from this fear.

=nhi BExpert

- Required Specinlized Skill: Kinenhi (7 ranls)
Cost: 12 points

= #PH Reductions: Phoenis Clan member (20 paints),
4 _I_‘lDJ'Mﬂn]{ {4 points, not cumulative if both)
':'“':E per round, if you roll more than two 10% on a
'#:' unarmed damage roll vou may immediately make
Setherunarmed attack (no necessarily against that same
Snent). These 105 need not all be kept, merely rolled.
target survives this attack they may immediarely
£ You in return.

foree 1o be recloned with,

Kinenhi Master

 Prerequisites: Base Areack Bonus +9, Inr 134,
Improved Unarmed Strike, Kinenhi Novice, Kinenhi
- Intermediate, Kinenhi Advanced, Kinenhi Expert,

- Benefit: On your action, before making attack rolls
e g round, you may ehoose to subtract a number from
-~ dllyour AC and all unarmed melee attack rolls. This
Bumber may not exceed your base artack bonus, and
?«FP]iEF until your next turn, Any time vou roll an
Unarmed critical threat against an oppenent before your
BEXE turn, they must make a Will save (DC 10 + double

dent wha has progressed to this level is capable of swifily

Kinenhi masters still exist, though those that do are a

your Wisdom modifier + the number you subtracted
from your AC and unarmed melee attack rolls), If they
fail this save, they are stunned unril your nexe action.

Note: Tergets immune to critical hits are also immune
to this stun effect.

Kinenhi Master

Required Specialized Skill: Kinenhi (9 ranks)

Cost: 40 points

Cost Reductions: Phoenix Clan member (25 points),
Bushi or Monk (5 points, not cumulative if bath)

You may meke Raises on an unarmed damage roll 1o
altempt to stun an opponent with an unarmed seeack.
You must make at least one Raise 1o use this abiliey The
target rolls their Barth vs a TN of 10 + 5 per Raise made
oo the attacle You may reduce your own TN to be Hit
until your nexr action to increase this TN, but you may
not reduce your TH by an amount greater than the TN
bonus gained [rom Kinenhi Advanced. A stunned target
may nat move or make any artacks until vour next wen.

This ability does nor work on undead creatures or
other rargets immune to either poison or mental effects,

MARTIAL ARTS
OF THE=
SCORPION CLARN

=

nINJyuTsv
(MAJTOR MARTIAL ART)

HISTORY

As o martial art form, ninjutsu has evolved almost exclusively
with the Scorpion Clan, It is a strange style, hinging upon the
use af many different weapons rather than relying stricely on
unarmed attacks or a single weapon, The early techniques of
ninjutsu began with the legendary Bayushi Aramoro, the
most famous ninja in the history of the Scorpion Clan,
Aramoro was an unforgiving and harsh teacher, allowing only
his senior students to study his personal combat style. His art
was 1 complex method of disabling an opponent with blind-
ing speed, focusing upon removing the oppenent’ ability to
stage an effective counteratiack.

When the Hantei learned of the Scorpion’ illegal spy net-
work of ninjn, he commanded them destroyed. The Scorpion
commanded a great number of ninja o publicly commit sep-
puku or endure execution, including Aramora, Few were able
to learn Aramoro's true style, and those who did found it
nearly impossible to master, Many of the greatest secrets of
ninjutsu were taken by Aramoro to his grave, if only because
none could lve up 1o his ability After the Emperor turned his
attention elsewhere, the Scorpion began once again training
th ninja in secret for the Enn;:ur[ of the Empire, and some of
Aramoros students survived o pass a lesser version of his ant
to another generation, Some Scorpion claim that the secres
of Aramords style must be recorded in some hidden journal,
and many ninja have spent their entire lives searching for
ﬁLIlf!]'L o | J:H'[I:'I?!j!'!.'iﬂ dﬂl’.‘l.'lﬂ:lf.'l“.
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Ower the centuries, the ninjz have honed their fighting
style and improved upon what Aramore’s students retained.
Mursy great masters, including the Aramore’s own namesake,
brother of the infamous Scorpion Champicn Bayushi Shaju,
have left their indelible mark on the quality of the art. Though
the modern ninjutsu fighting sevle is among the deadliest in
the Empire, some still wonder what secrers were lose with the
otiginal Aramoro's death,

STYLE

Ninjutsu hinges on the principles of speed and accuracy over
staming and raw power. Ninja are trained o disable or even
kill an opponent with several guick, unforeseen attacks then
fade away quickly to rest or escape, Taking time to defeat a foe
through brute strength is an impractical waste of energy.
Dielaying an opponent to study technique is less foolish but
also frowned upon — a ninja should learn his enemy’s weak-
nesses before combat is joined. A ninja should strike first, and
that First strike should count.

The marcial are places less emphasis on dming than other
combat forms and instead focuses an spacing. Minja are infa-
mous for staying just oueside of an opponents reach or stand-
ing close enough that other martial arts are rendered ineffec-
tive, Due 1o the similarities in their style with “soft” arts thar
focus on throwing and grappling, such as Mizu-do, ninju
generally do not attempt to combat such techniques with
unarmed combat, but will strike down a skilled martial artist
at range, often using poisoned weapons o wear down their
enemy’s physical prowess

rURYOSE
Like many tools in 1 ninja's arsenal, ninjutsu is only used
when other, more practical methods are not applicable. An
enemy is much easier to silence with a tanto across their
throat, and ninju-to are maore elfective ar hnms:ringing an
opponent than attempting to cause nerve damage with 2 com-
plex grip to the leg, Minja resort only to unarmed combat
when they muse, when proximiry does not allow for weapons,
or when the ninja finds himself with no weapons atall.
Minjutsu is never shared with those outside the clan, and
only rarely taught to those outside the Shosuro MNinja Acad-
emy. Non-ninja who learn the art are almost exclusively
agents of the Scorpion who can be expected o have 10 make
quick work of an enemy without the use of weapons. Rarely
can such students be found among the Kuroiban shugenja
erder, but bushi and courtiers who serve as infiltrators learn
the are as well The ruling lords of the Bayushi also generally
have some passing familiaricy with ninjutsy, if only to better
phmlncl themselves from traitors who might urilize i againse
them.

TRAINING

Besides combat, ninjutsu reaches students a great deal aboue
survival and improvisation, Though ninja have many 1rade-
mark weapons, they know better to rely on them specifically
Urban and wilderness survival is taught, as well as how to craft
improvised weapons and make use of nearly anything as a
tool, clothing, or food. Meditstive focus is also surprisingly
important. A ninja must, above all, conerel his emotions. In
the shadowy world of nssassination, emotion can cause poor
judgment. A ninja must, above all, forus on the success of his
mission. Anything else, any hint of epo or fear, will prevent
that suceess,

Because of the precise nature of ninjutsu's atriel
amount of force that must be delivered ingg & 5m_
a student’s fingertips, toes, palms, and heels are s
loused to 1 spectacular degree, Ninja train to deliver
attacks with a single lingertip or kick by repeatedl
bins of sand or pebbles, then trees, then S;Fn.h:;- L
unusual for o member of the Scorpion Clan o wend i i
gloves with their kimono; this tradition rose P-“ﬂ-ll-"
assassin’s well-worked hands when 3“‘3mpﬂr.|g";'

a harmless courtier.

RINJTUTSV R=CHANICS

novics ]
The basies :an:injul.‘su ENCOM PSS l:nnwing how o ta
tage of an epponent who is encumbered by armor,

B e e
¢ advan-

Minjutsu Novice [Scorpion Feat] 4
Prerequisites: Base Attack Bonus +1, Dex 134, Sneak
attack damage +1dé. N
Benefit: Any time you successfully serike a flar-
appanent you may take a Hve foot step as a free actio
Note: This fear connet be used when wearing '
with a check penalty greater than zero, I

Minjutsu Novice |
Required Specialized Skill: Ninjutsu (1 rank)
Cost: 12 i
Cost Reductions: Scorpion Clan member (3 pol

Bayushi or Shosuro {5 points), Quick (2 point), \ .
Any time you attack an opponent unaware of you
presence you gain a +5 banus to your TN o -,1;_
VOUT NEXE [, ' 'I’ '

11

INTEXM=DIATE

As t].'l.‘ll 5tL|.|J.L"!“. Pfﬂgmﬁlﬁﬂr ]'l.l.,'! Iﬂﬂm hﬂ“‘ o !-‘letlf ..

opponent through careful, measured movements,

Ninjutsu Intermediate [Scorpion Feat] o
Prerequisites: Base attack bonus +3, Dex 13+, Sneas
attack damage +2d6, Ninjursu Novice,
Benefit: At the beginning of a round you may s
specific opponent. Ench time that opponent mo
that you are in their threatened area, you may.
opposed Dexterity check against them, If this
successful, you may ke a fve foot step in any dire
If an opponent moves into your threarened arei if
move away, their movement immediaely stops
they may use another move action ro close in @
they have ane, and you may use this feat again
stay out of range). e
Nate: This fear cannot he used when wearing armot
with o cheel penalty greater than zero.

Minjutsu Intermediate .
Required Specialized Skill: Minjursu (3 ranks) 1
Cost: 20 3
Cost Reductions: Scorpien Clan member (6 painti

Bayushi or Shosuro (6 points), GQuick (4 pointl.

At the beginning of your turn, you may impose 2
or +20 penalty 1o all your TN's until your next furm Lh
number is adided as o bonus on vour TH to be hit
yoUr enemies are unaware of your presence at the
ning of vour turn, vou may impose this penalty after your
action for the round.



ApUANCED
ninja who has reached this level of training has learned
to conserve his energy for a cunning steike against his

jutsu Advanced [Scorpion Feat]

- Prerequisites: Dase attnck bonus +6, Dex 134+, Sneak
attack damage #3dle, Minjutsu Novice, Minjutsu Interme-
diate.

~ Benefit: You may ready 1 move action against a single
apponent, If this opponent moves into your threatened
area PO LY Use this move action o immediately make a
_ melee artnck against them,

Note: This feat cannot be used when wearing armor
“writh a check penaloy greater than zero,

~ Normal: You miy not use move actions to perform
attacks.

jutsu Advanced

Required Specialized Skill: Ninjursu (5 ranks)
Cost: 10

" Cost Reductions: Scorpion Clan member (9 points),
Bayushi or Shosuro (9 points), Quick (6 point),

On your action vou may delay your artack and targer a
B_[JEEEﬁ-L‘. epponent, If this opponent attacks you, you
fii_'i.‘t.'lck just before their attack roll with o Free Haise,

expert of the art is adept at not only controlling and folling
Enemy’s movement, but quick escape should that enemy
se the distunce.

Ninjutsn Expert [Scorpion Feat|

Prerequisites: Base attack bonus +9, Dex 13+, Sneak
artack damage +5da, Minjutsu Novice, Minjursu Interme-
dinte, Ninjutsu Advanced.

Benefit: Once per round when vou are damaged in
combat you may make o Reflex save (DC equal to the
damage dealt), Lf this save is successful you still rake
damage normally but may immediately take a free five
[t step in any direction.

Minjutsu Expert

Reguired Specialized Skill: Ninjursu (7 ranks)

Cost: 40

Cost Reductions: Scorpion Clan member (12 poines),
Bayushi or Shosuro (12 poinrs), Quick (& point),

If you are damaged in combat you may make an con-
tested Reflexes roll with your attacker, 1f von ame success-
lul that attacker may not ateack you again this round.

MASTER
The master of ninjutsu is able to ke advantage of the slight-
est opening in his oppenent’s defense, such a ninja is able to
L'J'i|'ill]:l]t even the most well prepared Opponents with a few
SEriHes.

Ninjutsu Master [Scorpion Feat]

Prerequisites: Base attack bonus +172, Dex 134, Sneak
attack damage +6da, Ninjutsu Movice, Ninjutsu Interme-
diate, Ninjutsu Advanced, Ninjutsu Expert.

Henefit: Once per encounter you may make a full
attack against a flat-footed opponent as a standard action.

Ninjutsu Master

Required Specialized Skill: Minjutsu {9 ranks]

LCost: 50 points

Cost Reductions: Scorpion Clan member (15 poines),
Bayushi or Shosuro (15 poines), Quick (10 poin).

You gain one extra attack per round which may he
used apainst any opponent unaware of your presence.
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MARVMOJTUTSY
(MINOR MARTIAL ART)

HISTORY

Based upon rhe reachings of 2 somewhart atypical Scorpion
Bushi, Bayushi Marume, the style of Marumojursu is truly a
scorpion art. Those who know the combar technique respect
it or revile it, usually both. Marume lived during the Clan
wWar, a time when a Scorpion bushi was either dead orin
hiding from the Emerald Legions. Like many of his peers,
Marumo survived in the guise of a ronin, while still serving
the Scorpion lords in secrer. Though Marumo had 1 guiee and
inoflensive demeanor, he constantly found himsell in trouble
with one overzealous clan samurai or another, The scenario
was almaost always the same — a clan bushi would recognize
Marumo as a fallen Scorpion, take some imagined insult ar
Marumos words, behavior, or presence, and then arcempt o
instigate violence. In those times for a lone Scorpion to draw
his sword against a samurai was tantamount ro suicide.

Though Marumo was an accomplished swordsman and
capible of talking his way our of most situations, he realized
thar not every such encounter was going to end in such a
manner. To remedy this, he began studying the basic ways of
jiwjutsu and applied his keen intellect and Searpion training
to develop something new. Studying the ants utilized by the
Brotherhood, he bepan to develop a defensive unarmed
combat style, a means by which he could escape combar and
leave his enemy alive o that he would not have to worry for
vengeful relutives hunting him,

Marumo's style became his passion, and he eontinued 1o
wark on perfecring it long after the Scarpion’s reinstatement
8 1 clan. The style soon began to grow in popularity, as many
Seorpion courtiers began to see the value in g siyle that leaves
ones cnemies alive (1o be exploited another day). Marumo-
jursu has become quite popular with bodyguards, courtiers,
and other Scorpion who do not always deem it necessary 1o
take their opponents' lives.

ST¥LE
The concept of Marumojutsu is simple — defend uniil the
oppertunity is presented to incapacitate the enemy. Many
defensive arts teach complicated methods of joint locks and
throws meant to use the opponent’s movements against them.
The Scorplon teach that even thar amount of effort is a waste
when one can just wait for an opponent to defeat himself,
The stance of Marumojutsu is immediarely recognizable to
one familiar with the art. The legs are squared in a relaxed,
easual stance, The left arm is held folded behind the back, out
of the way. The right arm is held out 1o ane side, ready o block
and parry. Some of the more arrogant practitioners of the are
hold the righe hand behind the head, in a relaxed posture
tesembling sleep, 1o infuriate their opponent.

rURYOSE

Marumojursu was designed to avoid attack. Because Marume
initially did not wish o offend his opponents or appear a
skilled warrior, most of these dodges and parries appear to be
pure luck. A student of the art casually sidesteps and parries
any strike with relaxed, graceful mation, Though Marume
originally devised this siyle o avold infuriating his enemy,
modern pracritioners project a tagade of bored indifference,
pretending that the bartle is effortless, consclously taunting
the enemy while they wair for the momenr 1o strilke.

TRAINING

RARVRMOTUTSY RECHA

novics

ADVANCED

The student of Marumaojutsu waits for “‘I-HE]!:-“@‘ L
moment and lashes out with blinding speed. 111&,; llﬂ.
always fierce and strikes the opponent's greatesr
This ateack strikes ar the nerves and chi of the o
ing them to become stunned instead of truly wo -
ters of Marumojursu are able to patiently wait for 1 onn
nity to strike, calmly defending themselves for minuges .
some cases even hours) and chen leave his Oppone
pletely dazed and unmoving on the ground. Whart oLl
attacks are designed to do only miniscule physical dam
allowing the Searpion to truthfully say he did nnﬂ_-.lng:f
the man laying facedown in the dirr,

Like many Scorplan arts, students of Marumojutsi ape
te study the nature of human emotion and hehavi
strikes are taught as part of the regimen, s few stri
needed. Most of the physical aspect of Marumojutsi
around countless ways to dodge, block, or deflect an
The art also focuses heavily on reaching graceful, fAuid
and structured breathing in order to expend the least

of effort possible in a fight, hoping to outlast an oppon
possible. TEa pardicularly canny foe presents o lawless
to match his offensive technique, the Marumojutsu.
must be prepared ro wait any length of time un
inevitsble mistake is made, Students are also rauﬂ; 1 b
amazingly perceptive, as any mistake must be exploites
immediately.

Al the most basic level, the Marumojutsu student {8 :;JI"-
ﬂ]:ll].-' skilled ar defe nt[ing themselves. N
Marumojutsu Novice [Scorpion Kiho] A

Prerequisites: Dex 134, Improved Unarmed 5

Benefit: When you declare Toral Defense, your I
terity benus to AC s deubled. While you are on®
Defense, each time an opponent attacks you and m
in combar, your initintive for that combat increases:

Muorumojutsu Novice .
Hequired Specialized Skill: Marumojursu (1 £
Cost: 8 points .
Cost Reductions: Scorpion Clan member (3 pet
Courtier {1 poim}, Clear Thinker (1 point), Bala
poine), ;

When vou doclare Full Defense, yo1u may Elli_
School Rank to your Agility. While you are @
Die¢fense, if an opponent attacks vour and misses, ¥
roll an additional die for Initintive for the remiin
the combat, Dice gained this way are cumul

only one bonus die may be gained each round:

As mastery of the art progresses, the Murumojuesi st
learns the basic technigques of striking nerves and even
ing the chi of his oppoient,

Marumojutsu Advanced [Scorpion Kiho] .
Prerequisites: Base Attack Bonus +4, LD'-’*F b
Improved Unarmed Strike, Marumaojutsu Novice



Benelit: Any time an opponent misses you in combar,
. you gain 2 +1 bonus to your next unarmed melee artack
~ ggainst them. This bonus is cumulative, but cannot be
greater than your base artack.

1 .  Mote: The base ateack requirement of this class is
i ﬁduced |:l:,.r one if you possess a Courtier M_’:-il[r:,r.

! I
Fhghlia ujut.l::uldmu:nd
Required Specialized Skill: Marumoe|ursu (5 ranks)
Cost: 22 points
Cost Reductions: Scorpion Clan member (4 poines),
| Courtier (3 points), Clear Thinker (3 point), Balance (3
~ point).
~ Each fime an opponent misses you in combat, you gain
3 Free Raoise on vour next unarmed melee atmck dpainse
i them, You may not gain more Free Raises in thiz manner
' t].‘LIJ-El your Tnslght Ranl.

‘wear down any opponent who dares cross him,

“Marumojutsu Master [Scorpion Kiho]

~ Prerequisites: Dase Attack Donus +9, Dex 134,
Improved Unarmed Strike, Marumojutsu Novice, Maru-
- mojutsu Advanced.

Benefit: You'may target one opponent in combar,
Every round you perform no atracks and remain within
30 fr. of this opponent, you gain a +2dé subdual damage
“bonus on your next unarmed melee attack against them,
:f'ﬂil may noet gain more damage dice than double your
character level.

_ - You may E]:I.-EII'I.EL‘ the target at will, but each time vou do
50, the subduzl damage dice pool is reser ro zero.

~ Note: The base auack requirement of this class is
reduced by one for each Courtier Ability you possess, o a

Ill'lihimum of 16,

HArUmojutsy Master
b '_-Bﬂllﬂiﬂ.'n‘l Specialized Skill: Marumajutsu (¢ ranks}
- Cost: 40 paints
Lost Reductions: Scorpion Clan member {15 points),
':_F““ﬂfjtr (5 points), Clear Thinker (5 points}, Balance (5
L5l
Benetit: You may target one opponent in combat.
Every round you perform no attacks and remain within
- 30t of this opponent, vou gain a free damage die on
your next unarmed melee anack against them, You may
not gain more damage dice than vour Insight Rank, and
you may not drive an opponent past the Down level with
a strike modified by these damage dice.
You may change the targer at will, but each time you do
iy the subdual damage dice pool is reser 1o zero,

-_|_'e-t|:|- strike by even the most skilled warrior, and able 1o

RARTIAL ARTS
OF THE
UIUCORN CLAR

BARIQU WRESTLING
(MAJTOR MARTIAL ART)

HISTORY

Barigu weestling is relatively new 1o Rokupan, or at least new
io ot stidents of hand-to-hand :'Fl'!."'.EE. Th:t 51‘}"]{! |1r|5 its ori-
Eins smong the ijilr.-ha:' nr_'n:::ar.is of the Burning EBands, and
came to the Empire along Moto family who descended from
these barbarians, The Moro have kept such a low profile
throughour most of their history in the Empire. Many of their
unigile traditions, including their combat siyles, were
unknown until the Khan Moto Gaheris arrived in Rokugan at
the side of Lady Shinjo several decades ago, Now that the
Moto are among the largest families in the Empire, much of
their unigue culture is more prominent,

The erigins of bariqu are among the oldest of all Moo tra-
ditions. The Moto tribes spent the vast majority of their his-
tory in the bleak and unforgiving Burning Sands. Wich
resources always in limited supply, power struggles within the
tribes had the porential o decimate entire groups, leaving
[]'If'[ﬂ 'l."l||.l'|l"'|'-.'|l|'|]¢." [{#] I'hl.'!:i'l' «nem i.E!i ﬂ]'l'l.'] l']'LlE' E]'I"-?i]'D!'ITI'lEI'.IT. It Was
[]11."['1."&JIE l'lI:EI:ESIJI.'}' 12 EE[-:]h]i.‘ili a Imeirs :in:h:!]h'_nglng DHEIE
leaders without open combar between competing individuals
ar [actions,

Wrestlers wear a metal-studded, sleeveless leather top,
whire panes, and stuedy dding boots. In previous ages, the
wrestlers often went bare-chested. This was partially a way o
dfmﬂﬂ!t'l.'l'lrf D]'I'l'.‘"E Fh':.-'E[CEIJ. FIQWEF :I.!]'l:l furm I].I!Id pﬂ.[liﬂl]'!r' a
way to ensure that all competitors were male, Legends hold
Th:“' 1 WolIniar I:!iEEL'IjEI'."I:I. E’!II‘.“!I'.'EI;!H| 1% 1 man 1o enfer lhl:'! conlest
on one occasion and revealed her true gender only after she
had defeated all challengers and risen to become the greatest
bariqu wrestler of her age. Since that time, Moto women have
been free to participate as they wish,

STYLE

Barigu is essentdally a recreational form of ritualized combar.
It long ago lost its original purpose as a means of challenging
i tribal leader, and now is exclusively practiced for spore 1t is
a grappling are with low, rapid arracks and grabs, A practi-
tioner of bariqu stays low 1o the ground, slowly circling his
opponent while looking for an opportunity ro begin a grapple.
The traditional style maintains a crude ring, often formed by
natural boundaries in ourdoor marches. The first to be
lenocked to the ground or pushed from the ring is declored the
loser. Mare modern variants, many of which are extremely
popular, more or less do away with the notion of a ring and
call for che wrestlers o fight until one is unable o continue.

A unigue practice that has persisted to the modern day is
the pre-match dancing that all competitors perform. This
bizarre, stylized dance is supposed to mimic the eagle in
flight, and is an extremely important ritual element of the
combat. Bven ifa wrestler is defeared, he can elaim glory from
the match if the onlockers find favor with the style and grace
with which he conduets the pﬂ:nmatr.h dance,
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TURPOSE

Bariqu originated from a primitive form of combat designed
to prove one warriors dominance over another, The holds and
throws nsed are designed to immobilize and incapacitate an
oppenent without causing permanent injury, as one’s oppo-
nent was also generally a comrade, This is not to say that the
style is without real offensive power, however, as a trained
combatant can easily exrend and increase the halds to the
point that bones can be broken with little eflore.

Currently, the Moto have little realistic combar use for
wrestling, Combat is almost exelusively weapon based.
Though bariqu has its place in a warrior's arsenal, Moto war-
riors usually wrestle only for sport now. Of particular enjoy-
ment to many Moto is testing thelr skill in unarmed combat
against practidoners of other martial arts.

TRAINING
Training in bariqu wrestling begins during childhood, as it is
a common pastime amang both children and adolescents, It is
also the first combar style they begin studying when they prepare
for their gempuldeu, ag it builds on skills that the young men
already posses and allows their sensei to assess their leval of fir-
ness and strength. Wrestling and kenjutsu are the two constants
around which years of weapons rraining is based, and among
Moto warriors the two are considered equally neble pursuits,
There are a small number of wrestlers in Moto lands who
are so skilled and well known that they have little else they do
for the elan. Wealthy lords or patrons sponsor these athletes,
traveling around the provinces in a series of 1ournaments for
the pleasure of various minor daimyvo or governors. As in days
of old, this is 2 source of great enjoyment for many Unicorn
samural, and these tournaments see heavy attendance and
tru|1_.i- SIAREeTi D amonnts u{-g:tml:-ljng_

BARIQU WRESTLING
M=CHANICS

novIcE
A beginning student of hariqu is taughe the traditional means
of immobilizing a foe through painful holds.

Bariqu Novice [Unicorn Kiho]
Prerequisites: Sir 13+
Benefit: You receive +2 bonus on all grapple artacks
and opposed geapple checks. Your unarmed damage die,
il less than deé, increases o de when in a grapple.

Bariqu Movice

Required Speeialized Skill: Bariqu (1 rank)

Cost: § points

Cost Reductions: Unicorn Clan member (3 points),
Maoto Family (2 poinis), Large (1 point)

You gain a Free Raise on grapple atracks. You may add
yout Water ring to the Wounds inflicted every round as o
result of a successful grapple. The bariqu skill may be
vsed for unarmed attacks as well as grappling,

INTERXMECIAT=
As they advance, students of bariqu learn the essentials of fore-
ing an opponent backward once they have grappled them,

Bariqu Intermediate [Unicorn Kiho]
Prerequisites: Bose Attack Bonusg +2, Str 13+, Bariqu
Movice

[

Benefit: If you control a grapple you may make 30
opposed Strength check as a free action. If you win e
check, you release the grapple and shove your opponens
five feer away, plus five feet for every five points ol
wou heat his Strenpth check. S

I vou fail this Strength check your opponent immedi.
ntnﬂ'!.r gains control of the gn:pplr:. il -:

Barigqu Intermediate
Required Specialized Skdll: Bariqu (3 ranks)
Cost: 16 points L
Cost Reductions: Unicorn Clan member (6 '-:_;
Moto Family (4 points), Large (2 point) i
If you artempt to throw an opponent you have grap:
pled (and you control the grapple) vou do not need o
make the usual rwo Raises to perform the I:]'Lru-m.I_IE-,- )
Fail 1o throw YOUL opponrent l]u,'g,.- miay throw }.-n,
return ar immediately escape the grapple, B

ADUANCED )
Barigu artists can maneuver opponents held in a grapple

great ease, and ean deal great damage with punishing
locks,

Barigu Advanced [Unicorn Kiho] .
Prerequisites: Base Attack Bonus +4, Str 13-|-,,.E_ il
Movice, Bariqu Intermediate
Benefit: You deal an extra 1d6 subdual damage o
unarmed strilkes while in g grapple. '
]
Barigu Advanced -
Required Specialized Skill: Bariqu {5 ranks)
Cost: 24 points
Cost Reductions: Unicorn Clan member (2 po "f':fi:_
Moo Family (& points), Large (3 poines) P '
You roll and keep an extra die of damage on all da
l'-l:l-“ﬁ ina El‘ﬂ]Jl.'l]-l'.".

=APERT .
During fater rraining, bariqu practitioners are taught to redou-
ble their efforts, wringing suecess even from the most d
ing failures. .

Bariqu Expert [Unicorn Kiho] :
Prerequisites; Hase Attack Honus +6, Str 13+, Bariqu.
MNovice, Bariqu Intermediate, Bariqu Advanced .
Benefit: Once per round, immediately after any falled

roll durinE 1 E;r.npplt, YOou may re-roll and l:cep the be
of the two results, You may also re-roll any damage die
that yields a result of 1 during a grapple.

Bariqu Expert
Required Specialized Skill: Bariqu (7 ranks)
Cost: 32 poines i
Cost Reductions: Unicorn Clan member (12 1':'
Moo Family (8 points), Large (4 points) .
You may spend a Void Point to rerell a failed roll
during a grapple, keeping the berter of the two results.
You may do this onee per roll. i

MASTER ;
A master of bariqu can, with a successful hold, immohilize
even paralyze an apponent with a combination of SHEEE
strength and expert manipulation.

Raricu Master [Unicorn Kiho]
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Prerequisites: Base Attack Bonus +9, Ser 134, Bariqu taught by jiujutsu instructors, Lady Shinjos favored warrior

.~ Movice, Bariqu Intermediate, Barigu Advanced, Bariqu Otaku was said to be an unparalleled master of jiujuesu at the
Exper time she lelt Rokugan along with the Ki-Rin Clan.

Benefit: Any time you deal a eritical hit during a grap- Oraku and her followers, most notably her daughrer Shiko,

ple your targes suffers 2d4 temporary Steength damage. were ut the forefront of Shinjo's army, They liced countless

new foes in battle, and studied the same foes after 1de and
Iuchi forged treaties between the Ki-Rin and the new cultures
they encountered. In each case, they adopted new maneuvers
and technigues into their fighting style. As years sireiched
inte decades, their ant came 1o resemble standard jiujursu less
an [l ]Ei!'i.

Deaku's followers, warrlor women one and all, have
embraced the stylized art their founder began hundreds of
Years apo. The Unicorn Clan’s return oo Rokugan twao and a
half eenturies ago quickly demonstraced the prowess of Oraku
cavalry, but the time since then has proven o many how dan-
gerous they are even when dismounted. During the Shinjo
. family's reign over the clan, they utilized the Otaku as their

o s rapid-strike force, piving them little opportunity to demon-
Ll lgTGm-T-"'DQ strate their battle skills other than their ]q.-ge!m:[ur'!.r motnbed

$ INOZ MARTIAL ART) combat abilities, Since the Moto have assumed power, how-
| ever, the renamed Utaku have often been deployed along the
His Baraunghar or the Khol forces commanded by the Khan, This
TSTORY £ 9
more traditional military role has allowed the Utaku to
demonstrate, at least to their comrades-in-arms and oppo-
ments, their vast prowess ar other forms of combat, including
unarmed combat.

b qu Master
~ Required Specialized Skill: Wrestling {Bariqu) (9
ranks)
Cost: 40 points
Cost Reductions: Unicorn Clan member {15 polnis),
-~ Moto Family {10 points), Large (5 points)

Any time you deal two Wound levels of damage in a
single artack during a grapple, vour target’s Strength is
reduced by one for one hour A targer with zere Strength
15 paralyzed. A Path to Inner Peace spell cast specifically
for this purpose can restore one rank of lost Strengeh,
plus one rank per Raise.

Aujutsy is che most common of all hand-to-hand styles, and
a8 praceiced even at the time the Kami fell 1o Ningen-do
Atom the heavens, Almost all specialized martial ans that orig-
I-.'?ﬂ'l-‘ﬁ within Rokugan are derived from some basic principle




X=U0 AM=_AvaIN

ro—uns

n=Ala

aT¥L=
Shictome-da is a crisp, precise art with exace movements and
carefully measured strikes, an even balance between patient
counterattacks and naked aggression. A skilled practitioner
can make punishing strikes 1o weak areas or nerve clusters,
waiting for an attack that they can exploit, When an oppoenent
ertacks, the artist catches their arm or leg and uses the lever-
age to place them in an immobilizing hold, exerting terrible
pressure until their opponent submits or loses consciousness.

rURFOSE
This particular jivjutsu variant is designed for use against
apponents who are larper and weigh more, making it ideal for
Utalen Battle Maidens to complement
their vast weapons training, To the
Utaku, Shiotome-do is the perfect
taol by which to prove female
tighting prowess to easily equal,
and in many coses surpasses, thae
of men. It is designed 1o use the
typically smaller, lighter frame of
4 woman to great advantage
against laeger, slower foes,

g

A TRAINNG

Ly Uiaku women, even those

Rji who are not destined o join
the Batele Maidens lor one

reason or anether, are taught

the basics of Shiotome-do

il only for self.defense. Any

among their number who

choose or are chosen 1o pursue

martial paths have the option to

study Shiotome.do ae grear lengeh.

There are sensel at every major

Utaku dojo thae have mastered its

simple strengths,

Training in Shiotome-do is begun
early in a potential bushi’s career, as the
techniques that involve laverage can never be
so easily understood us when the student is
much smaller than the instructor. It is an
empowering experience for young Utaku
women, and is regarded as a plv-
atal step in the development of »
proper Battle Malden's outlook
on life and death,

The Battle Maidens do not
guard the secrets of Shiotome-do
quite a8 closely as much of their training,
and 1 handful of men have mastered the art. Generally these
are members of the Uraku family, tanght how ro defend them-
selves so that they can protect Uaku interests ot home while
the Batrle Maidens are away at war.

navIic=

Beginning students of Shiotome-do are taught to find the
weaknesses in an opponent’s delense and strike at their nerve
clusters, disorienting them and leaving them vulnerable to
I-U].llﬂll-'l-"'i:l]." il :ilk:.l'i-b-

Shiotome-do Novice [Unicorn Kiho|

You may strike ar weaknesses in an opponent’s defense
Prevequisites: Dase al tack bonus +1, Dex 13:

Im;p:rcm:d Unarmed Strike '
Benefit: Any time vou make 1 successful Unarmed

attack againstan opponent, you gain a +2 bonus on atteclk

rolls ro initate 1 grapple with that same opponent for ona

round. You also gain a +2 bonus 1o the subsequent

opposed grapple check,

Shiotome-do Novice
Required Epi'::in]izcr] 8kill: Shictome-do (2 rank)
Cost: 11 points
Cost Reductions: Unicorn Clan member (3 poines),
Utaku family (3 poings),
Fernale (3 points)
Whenever yvou make g
suceesshul unarmed artaek
Against an opponent, you
gain a Free Kaise on any
grappling roll made against
that same opponent for one
round, The Shiotome-do
skill may be used for
unarmed attacks as well a5

prappling,

ADVANCED A
The intermediate student of
Shictome-do has learned o
Foree a prappled opponent o
the ground with ease. i

shictome-do Advanced
[Unicorn Feat, Kiho]
Prerequisites: Base J!l.tl.‘ﬂl:k
Bonus +6, Dex 13+, Iﬂip[ﬂ“d
Unarmed Strile, Shiotome-do

Renefit: Once per round, E?ﬂ"
control a prapple, you may make a trip
attack against your opponent as a free
action, This artack provokes no atfess:
of oppormuniry, and you gain a +2 bonus
on your opposed Strength cheeks I8
successful you may choose (o maintain
the grapple (falling pre =
with your opponent! B8
release it (leaving them
fall prone in your gqualtss
If this trip artack fails. y@
apponent may not trip you im e

Shiotome-do Advanced
Required Specialized Skill: Shiotome-do (4 rank)
Cost: 33 poines
Cost Reductions: Unicorn Clan member {2 Pﬂi"mj'
Uealeu family (0 poines), Female (9 ]:‘.L‘l!inr!-i:l _
If you contrel a grapple against an opponent, you mag
make a contested Strength roll, If successtul, your ‘:'PPET':
nent falls to the earth, You may choose 1o maingain }r;]uI::_i
grapple and fall wich them ar release them 1o fall to the
earth.

Movice ,:l




MAST=ER
The greatest pracritioners o
metciless holds that charse
ctipple and incapacieare an

I shiotome-do have mastersd the
terize the art, Such g Warrlor con
Dpponent in moments,

Shinmme-du.Mns ter [Unicorn Fear, Kiha]
Prerequisites: Bose Attack Bonue +12, Dex 13+

Improved Unarmed Strike, Shi
' orome- -
Shiotome-do Advanced e-do Novice,

Benefit: Any sttacks made 4guinst a prone, grappled
opponent are automatically critical chrogrs

Shiotome-do Master
Required Specialized
doj {9 ranks)
Cost: 55 paingg
Cost Reductions: Unicorn Clan member (15 poines)
Utaku family (15 points), Female (15 pointe) Ji

I vou are grn_pp]ing 4 prone opponent, you roll and
keep twa extra dice on 4l damage rolls,

MA2TIAl A=Src
MARTIAL ARTS

OFf TH= N=ZVUmMI

Skill: Hand-ta-hand {Shictome-

FOCHATCHIKK AN
(MATOR MARTIAL ART)

HISTORY

. Most Rokugani sensei would find the idea thae the scartered
Mezumi tribes might possess a fighting style 2s deep and com-
plex as a human martial ant difficule to believe, Nezumi who
practice the fightng style they call Mocharchikkan ("casting-
down-the-stalks-of-grass-with great-skill") would likewise
hesitate to compare their style 1o Rokugond martial arts. From
a Mezumi standpoint, however, this is o matter of pride as no
human martial art has a long history and legacy that remorely
compares 10 Moechatchikkan, Though its movements may
appear uncontrolled, frenzied, and instinciive, Mochalehikhan
i an ancient and subtle style, Iris alse cne of the few Nezumi
traditions believed o predate the fall of their once grear civi-
lzation.

In modern times, the Nezumi dwell in scanered nomadic
tribes throughout the Empive, many of which have had Liete
or no conflict with each other since the Terrible Day when Fu
Leng ravaged their society, Nonetheless, Mochatchikloan is a

- common thread thar binds all Nezumi tribes, Every tribe prac-
tices this form of unarmed combat, and all call it by the same
name. It is the most honored of all Nezumi fighting arts,
though two different tribes may prictice its techniques in
wholly different manners. Those who practice this art are
called mocha'meocha (“grass cutters™),

The Tch'tch (Rememberers) of the Mezumi are primarily
responsible for the style SUCViving as |ng g it has, Thuug!‘l
they are not warriors, the Teh'ich frequently find the medin-
tive practices of Mocharchikkan valuable for preserving and
ordering the memories as is their duty. As the Rememberers’
Survival was the Nezumi's top priority an the Terrible Dy,
Mochatchikkan survived with them. During the rough and
danperous years following their socicty's downfall, the Tehiich
taught Mochatchikkan to any who could learn, and it served

their warriors well. In modern Hmes, it is mosi
practiced by
As members of the Crab Clan have
relationship with the Nesum| than ozt
slonally express interest in Nezumi ﬂ1
Mochatchildean s o difficuls style for non-Mezumi 1o learn, g5
it I:'I.':-]ll.".-i l]eavily upon the tail, teeth, pnd prodigious i::a ill;.
ability of a Rarling. The few humans who have I.'!'I:i.]'l'l eFd |E
master the style are looked upen with @ mixture ufuluﬁ- ar E
pity— for surely these are souls who were destined 1o be::.:;n:
great Nezumi Warriors, became lost on their way 1o L]"_E'
world, and wandered into 0 humag body by :::.J':-'[aiu:.1'Ir ;

STYLE

I r_mn-Nﬂzurn:', Mocharchiklkan appeirs to be a frenzled
-!-fl'IiIEITII.'! fighting seyle. A standard actack involves hurling ahe:
sellar '.hﬁ enemy headlong, shrieking, hitin g and clawing all
the while, To appear uncentrolled is, in facr, the first |a r:x:nf: of
Mochatchilkkan. The novice mocha'muscha is !augl:;l n:_';-b;,a:her

all the chaos, emotion, di
105, ey, distraction, and rage and cosr
!!I!b [IIJ:I'HI. I 1:lrl:JI';.-‘| ] e B e ik . il _nl.-'[ bl u£
his mind, to wield them as weapons in a circle around his

mind while leaving the center pure. Thus while a mocha'-
mocha may appear insane, with ruffled fur and wild eyes,
buried within chis shell of madness is a calculating warrior,

Mocharchikkan teaches that o Nezumi's deadliest weapon is
the mind, for all of a Nezumis other natural weapons are
directed by it. The body already knows how to defend itself,
though it may not always do so in the most appropriate
manner. It is the minds duty to channel the body’s instinces
ind then allow the body t use its serengths in the most effi-
cient manner, By finding a balance between instincrive
aggression and purposeful action, o true master cannot be
defeated,

A preat deal of variery in style exises berween one teibe and
another. Some of this is due o wibes developing in seclusion
for centuries, each focusing upon o different aspect of
Machatchikkan they find more efficient. Some of this also
stems [rom the Benetic [li'l."I:'rSi.f'}' of Mezumi, Some R;ulinﬂs
have sharper ceeth than others. Some can leap preater
distances. Some are simply stronger. Mocharchikkan teaches
each Nezumi to recognize the sirenprhs and weaknesses
within their body so that the mind can better focus its
strengrhs agalnst the enemy.

rURFOS=

Mochatchilckan is a tool of survival, The Nezumi use it 1o
defend themselves and their ribes, Like many Nezumi tools,
it serves many purposes, In the paws of a Chitatchikkan, it is a
weapon solely used for destroying the enemy, For a Nezumi
scout, Mocharchikkan training develops greater speed and
agiliy, as well as a means for intimidating enemies or defear-
ing them when escape is not possible, For n Rememberer, the
ability to clear the mind of all chaotic distraction is extremely
useful in cataloging the complex history of the tribe. Even
shamans occasionally practice this art, blending the wild
attacks of Mocharchikkan with their potent Name magic,

Mochatchiklkan is one of the defining facers of Nezumi
culture. Many Nezumi embrace the style merely because it s
a remnant of their civilization that somehow {'Sl_tupl_‘l;l ].u:il:lg
devoured by Tomorrow (synonymous with death among
Batlings). For that reason, it is abviously lucky. *1f Mocha-
tchikkan can outrun Tomorrow, best to follow it wherever it 1
going,” is & popular aphorism among Mochatchikkan sensei

e Ean & ] commanly
! 4 =€ Iate, fearless Mezumi known as Chi-
tatchikkan ¢ hmvu-h::Jc[-ziun[][-warrium-wirh-gmqr-sl:il]‘:l.
long held a closer
Crab warriors oceg-
ghting technigues,
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TRAINING

Mezumi have a comparatively shore life span, so Mocha-
tchikkan tmining begins as soon as a young Mezumi can stand
upright. Training is a riwal that unites the entire tribe. When
one Nezumi begins his Mochatchiklkan exercises, it is normal
for athers to join in, until eventually the entire tribe performs
in unison, The finest warrior in the tribe acts as the teacher
until another NMezumi proves himsell more skilled, then the
tribe follows him instead. As in all things with Nezumi, such
positions are teansient and follow the whims of the tribe.
There are no Mochatchikkan dojo, as Nezumi structures are
temporary or seasonal. By Mezumi tradition, Mochatchilkkan
training is conducted in the open air, surrounded by nature.
The Nezumi believe that itis unlucky 1o train Mocharchikkan
while surrounded by walls of earth, wood or stone, for in such
# place it cannot easily Hod escape should Tomorrow come
]1u|11i:|15.'l'h-: Mezumi have no such LlLli]lﬂ'l.‘i about using it to
:Fight in such p]m:e.r.. Mocharchilkan is a hlgh]y varsarile
combat style quite adaprable to any number of environments.
Humans attempting o learn Mochatehikkan muse alter
many of the moves oue of necessity. Some of the wilder kicks
and strikes are difficult without a eail to provide balance, only
the most desperate Crab samurai would consider biting an
opponent, Fortunately, the same flexibility that allows two
Nezumi of widely varying abilities to practice the same style
also offers some leeway for human mocha'mocha. A human
may practice Mochatchiklan r|i|!-l-_11m1.:l§r' from a R.:ul!ing W
rior. However, as it is the unique mindser of Mocharchikkan
that is most important, o frue master can recognize this siyle
even when utilized by a human, Nezumi call the modified
sivle of Mocharchikkan used by humans Krtich'chifchikkan
{"humans-stumbling-abour-with-great-skill"}

MOCHATCHIKKAN
M=CHANICS

The rules for Mochatchikkan here are intended to supple-
ment, not replace, those originally presented in Way of the
Mezumi, Thar volume introduces o number of special
Mochatchikkan maneuvers that are available if 2 Mezumi
character possesses special Nezumi feats and abilities. Those
abilities are still available for those whao q1|.1|i|"5-' for them, The
new abilities and manewvers in this book are available vo any
pracritioners of Mochatchikkan, including humans whe
artempt to learn this unusual martial art.

Maochatchiklkan, as introduced in Way of the Nezumi, cannot
be learned by human characters. The rules in this book
expand on thar restriction slightly, Humans may learn a mod-
ilied version of Mocharchilkan that the Mezumi refer to as
Krtichchifehikkan. This Specialized Weapon skill cannot be
used to perform the Leap-Ower, Tail-Punch, Weapon Bite, or
Tail Grab attacks described in Way of the Nezumi, as human
anatomy is simply not capable of these feats, In addition,
acquiring any Mochatchikkan siyle chain titles requires two
extra skill ranks (a5 well as 2 significantly higher experience
point expenditure] for humans, meaning that human chareoe-
ters can never rruly master Mocharchikkan,

The Mocharchikkan skill may be used [or unarmed atcacks
as well as grappling.

novics

A novice mochamocha has just begun to harness the powerful
energies of his own survival instinct, allowing him to keep
fighting (or to concentrate on escape) despite distractions,

Mochatchikkan Novice [Nezumi Kiho]
Prerequisites: Improved Unarmed Serike
Benefit: You receive a +2 bonus to all Concentration
checks, and a +1 to unarmed attack rolls when cha
Note: Non-Nezumi must bave a +2 or higher bagp
atrack bonus to acquire this fear.

Mocharchikkan Novice

Required Specialized Skill: Mocharchikkan (1 rank)
or Krtich'chifehikkan (3 ranks}

Cost: 15 poines

Cost Reductions: Mexumi (11 points), Warrior ap
Berserker (2 points, not cumulative if both), Remem.
berer (£ point)

You gain a Free Raise on Meditation skill rolls, as well
25 0 Free Raise in combar on any round in which vou
charge toward or leap upon an enemy

INTERXKM=ECIAT=
The experienced student learns o draw upon his cool focus to
entera HT-L‘;ITE']' E'n'n;-':y iI'I bﬂtrlf.

Mochatchikkan Intermediate [Nexumi Kiho]

Prerequisites; Base atrack bonus 42, Improved
Unarmed Srrike, Mocharchikkan Novice

Benelit: Onee per round, 25 a move action, you may
malie a Concentration check with a DC equal to your
Strength, Dexterity, or Constitution, If successful, you
Bain a 42 luck bonus to that nhi]il}' seare for 3d4 rounds.
You may only have one of these bonuses ar any rime, but
enn cancel a previous bonus as a free action.

Note: Non-Mezumi must have 2 +4 or higher base
attack bonus to acquire this feat.

Mochatchiklean Intermediate

Required Specialized Skill: Mochatchikkan (3
ranks) or Kriich'chifchiklean (5 ranks)

Caost: 30 points

Cost Reductions: Nezumi (22 points), Warrior or
Berserker (4 points, not cumuletive if both), Remem:
berer (2 points)

once per tound make o Meditation roll with a TN
L1:;L::|| to vour Strength, Agility, Reflexes, or Stamina =5, I
successiul, that ability score is considered to be one
higher for a number of rounds equal to the associated
Ring, Only ane bonus may be applied to each Traivat one
time. You may only have one of these bonuses at any
time, but can cancel a previous bonus at will,

ADVANCED
At this level, the mochamocha can throw himself intoa flurry
of motion that confuses an opponent, gradually gaining
advantage the longer he maintains his focus.

Mochatchildhan Advanced [Nezumi Kiho]

Prerequisites: Base Attack Bonus +4, [mprm’ed
Unarmed Strike, Mochatchikkan Novice, Mochatchildan
Intermecliate

Benefit: Once per attack, you gain a +1 bonus on an
unarmed attack roll against an opponent you attacked
within the last round (whether the attack was successiie
is irrelevant). This bonus is cumulative if applied to the
sime opponent for consecutive artacles, but afer the first
bonus you must make 3 Concentration cheele a5 o free
action (DG 10 + § % the current amount of the bonus). 1f




this check fails, the bonus remains does not increase, but
remains as long as you continue to attack that opponent.
I you fail to attack your opponent for one round or more,
or attack a different opponent, the bonus is lose.

Note: Non-Nezumi must have a +6 or higher base
attack bonus ro acquire this faar,

Mochatchikkan Intermediate

Required Specialized Skill: Mochaechikkan (3
ranks) or Krtich'chifchikkan (7 ranks)

Cost: 45 points

Cost Reductions: Mezumi (33 points), Warrior or
Berserker (6 points, not cumulative if both), Remem-
berer (3 points)

Once per round, you gain a Free Raise on an unarmed
attack roll against an opponent vou directed an unarmed
ateack against last round (whether the artack was success-
tul is irrelevant), This bonus is cumulicive for consecutive
rounds, but alter the frst bonus woul must make o Medin-
tion roll (DC 10 + 5 % the number of Free Raises in the
previous round). If this cheek fails, the bonus remains
what it was in the previous round, I vou fail to attack the
sume opponent for one round or more, the bonus is lose,

EXTERT

The expert mocha'mocha possesses incredible focus, even as
he seems to enter an uncontrolled fury.

Mochatchiklan Expert [Nezumi Kiho]

Prerequisites: Base Attack Bonus +6, Improved
Unarmed Strike, Mochatchilkan Movice, Mochat-
chikkan Advanced, Mochatchikkan Intermediate,

Benefit: Onee per round, a5 8 move action, you may
make a Concentration check with a DC equal to your
Strength, Dexterity, or Constitution. 1f successful, you
gain a +4 luck bonus to that ability score for 3d4 rounds.
Altersately, you may make 0 Concentration check vs.
your current speed to gain a movemnent bonus of +20 feer
for the same amount of time, You may only have one of
these bonuses at any time, but can cancel a previcus
bonus as a free action,

Note: Non-Mezumi must have a +11 or higher base
attack banus 1o acquire this feat.

Mochatchikkan Expert

Required Specialized Skill: Mocharchikkan (7
rinks) or Krdelchifchikkan (9 ranks)

Cost: 60 points

Cost Reductions: Nezumi (44 points), Warrior or
Berserker (& points, not cumulative if both), Remem-
berer (4 poinis)

You mav spend one round and make 2 Meditation roll
once per round with a TH equal to your Strength, Agility,
Reflexes, or Stamina %8, 1Fsuccesstul, that ability score is
considered to be two higher for 1 number of rounds
equal to the associared Ring. Only one benus may be
applied to each Trair ar one time. Alternately, you may
make a Meditation roll va. vour Water ¥ 10 1o increass
your Water Ring by four for the purposes of movement
for the same amount of time. You may only have one of
these bonuses at any time, but can cancel a previous
bonus ar will,

MASTER

The master of Mochatchikkan is a living paradox — an ocean of
calm surrounded by 1 forest of chaos. Such :mighr:,: warriors
are the last living legacy of the once great Nezumi Empire.

Mochatchiklkan Master

Frerequisites: Base Attack Bonus +9, Improved
Unarmed Strike, Mocharchikkan Novice, Mocharchilkkan
Advanced, Mocharchildian Intermediate, Mocharchikhan
Expert, must be Nezumi,

Benefit: You suffer no AC penaliies when performing
the charge action. Each rime you successfully strike an
appenent with an unaemed attack, you gain a +1 damage
bonus on further unarmed attack rolls apainst them, This
bonus is cumulative, but fades if you fail to attack a par-
ticular opponent [or one round or more unless vou make
a Concentration check (DC 10 % the number of rounds
since vou last attacked them).

Mochatchiklan Master

Required Specialized Skill: Mocharchikkan (9
ranks)

Cost: 20 points (Nezumi c:u1|g,.':l

Cost Reductions: Warrior or Berserker (10 points,
not cumulative if both), Rememberer (5 poinrs)

You sufter no penalties if you run and atrack an oppo-
nent in the same round. Buch time you successfully
strike an opponent with an unarmed atachk, you roll an
extra die of damage on future unavmed attacks againse
them. This bonus is cumulative, but fades if vou fail 1o
attacl a pareicular opponent for ene round or more
unless vou make a Meditardion roll (TN 10 % the number
of rounds since you last attacked them).

MARTIAL ARTS
OF TH= ROMNIN

NAGA] RMICHINORI
(MATOR MARTIAL ART)

HISTORY

A relatively young martial art, nagai michinori has only truly
risen to prominence among certain groups of ronin within
the last five years. The name of the art simply means "a lang
wily," a simple name for an art ereated by o truly unique indi-
vidual — Kaelung.

Kaelung was born in the lands of the Dragon Clan, a
member of the Order of Hoshi, After the renegade tatrooed
[Ea 1L !{r_'nkujin murdered several of Kun]ung'ﬁ comrades, he
abandoned the order and struck our to find vengeance,
Kaeling appeared o handful of times thereafter, becoming
something of 2 legendary fpure. He fought both beside and
against the Dragon Clan, m]:ﬂ::ing Mirumoto 511P|:l1}r 5]11'1:--
ments and standing with Togashi Satsu against Kokujin,
Though he is 2 controversial figure ameng the clan that once
claimed his lealty, all recognize that he is an extraordinarily
skilled and powerful martial arrist,

Kaelung's colorful history and legendary lighting alents
aye t‘:l’l.lil:]_l‘_,." led some individuals to seek him out, merely o
learn his unique 5[1_,.']::- Even to find K.-m:hmg was difficult, and
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thase few prospective students who located him encountered
an tmmediate barrier — Kaelung did not desive o each, The
first tew students sampled hes sevle firsthand when Kaelung
beat them unconscious where they steod.

Persistence, however, eventually gained Kaelung’s atrencion.
After hutl[ing [{:.-hujju':i MINIoNs ¢ many occesions, the lone
monk began to see the advantages of reaching his rechniques
tee o band of loval Tellowers, When his fivse students asked what
name they should call his sryle, Kaelung replied “nagai michi-
e, for true mastery was o never-ending journey.

STYLE

Nagai michinori is a fluid and pragmatic style in a state of con-
stant Mlux. Students are taught not 1o be bound by any dictaces
of a single style, bur 1o liberally borrow any maneuvers and
technigues that they might find uselul. An overeiding philes-
ophy of the schoal dictates that quality of movement always
overrides guantity, Better for a lighter to have 2 handlul of
moves thar are always effective than fo know numerous
technigques that are olten inelfective,

Even given the wide variety encouraged by the school, o
few variables remain more or less constant. Students are
taught to maintain balance, that all fighting strategies can be
opposed through proper application of yin (vielding, positive
energy} and vang (hard, aggressive energy), An unprepared
enemy [vin) should be met with an ngeressive attack {yang),
while s brutal assaul [yang) should be divected with o Parcy or
sidestep [yin), directing the enemy’s movement for a fierce
counterattack (vang) while their defenses are down, causing
the enemy 1o collapse in helpless pain {vin),

Students are also aught to remain relaxed, calm, and pre-
pared, Rapid footwork is essential, but even while moving the
body remaing relaxed, tensing only at the mement of impact
for maximum power. Kapid, powerful punches are also
trademark meove. A master of the art may need only throw one
punch apainst an opponent, but can foeus his entire bady
weight and his epporents momentum into a single blow so
only one strike 18 necessary.

FPURFOSE

The ides of an art that borrows from other arts sounds simple,
but 1o chread maneuvers from multiple styles into an effective
whole is not an idea everyone can master. Some students are
:-:[111&3[1; nof imaginative enough to npp['g.r their lessons effec-
tively Some do not have um.ulg]] dedication to talee what l].'H.":.-'
have learned and create o cohegive, individual whole, To com-
plicate matters, Kaelung teachings are, in many ways, pur-
posefully vague. He knows thar true mastery only comes in
teaching oneself.

Mapai michinori is a style desipned 1o defeat an opponent
swiltly, soundly and decisively Taken a step further, it 15 a phi-
losophy for living. The student is taught to keep his mind
apen to all things, to indulge all opportunities, Accept what
brings strengrh, discard what brings weakness, above all else
nagal michinorl demands in an incredible dedication and
strong wark ethic. To truly succeed in this arr, a pracritoner
must dedicate himself with every liber of his being. Like
Kaelung, the student must rrain constantly and always scrive
1o betrer himself,

TRAINING
Finding training in this are can be difficult, as it is essentially
restricted 1o Kaelung and the handful of ronin who [ollow
him. Some students unable to fully master Kaelung's tech-

niques have struck our on their own, ind may be able to teacl
the basics of the style, bue all those whe have wuly grasped i
still remain loyal to their outlaw teacher, Fortunately, as ng
michinori is siresses strong individualism, a student whe s
taught the essentials may be able to master the style even
without Kaelung's aid. This can be a dilficult sk, 11|_'|-1.-.rg1,rtl-? 15
this style requires incredible discipline, As the student only
utilizes a handful of moves, all of these moves musg he
mastered complerely, Hours of maining each day is essential
Constant effort ngainst worthy opponents is HECessAry lor the
student o truly understand his sbilities.

It is also important to note that Kaelung is gchcrﬁlly dige
rrustiul of clan samurai, especially members of his farmer
clan, the Dragon, Flis students are almost exclusively ronin
and peasants, Any members of a clan whoe wish to gain these
techniques should consult their GM to find our exnctly how
and why they gained Kaelung's rust,

NAGAI RICHINORI
M=ECHANICS

The Magai Michinovi skill can be wsed for all unarmed artacks
and grappling.

novic=

A nevice napgai michinod student bas mastered the basics of
footwark, and can transfer chis fluid movement into 2 power
[ul punch or kick.

Nagai Michinori Novice [Kiho]

Prerequisites: Improved Unarmed Serike

Benefit: Once per round you may gain a +1 bonus to
AC vs an attack ora +1 bonus on a single unarmed attack
roll. Your ability scares are considered to be three points
higher for the purposes of meeting feat prerequisites for
any kiha fear, technique fear, or fear on the fighter bonus
feat lise

Note: Members of a samurai clan cannort learn this feat
unless they take the Different School feat, applying it to
Kaelung's teachings rather than toa clan.

Nagai Michinori Novice

Required Specialized Skill: Nagai Michinori (1 rank]

Cost: § points

Cost Reductions: Ronin (2 points), Major Ally:
Kaclung {4 points)

Once per round vou may add vour Insight Rank 1o
your TN to be Hit vs. a single attack or toa single
unarmed artack roll. You gain a two point cost reducrion
on any martial are technique advantage cursicde the Maga
Michinori school {costs cannot be reduced helow ones
peln).

IMTERMECIATE
As the student advances further into this art, he begins ©
incorporate powerlul maneuvers from other seyles,

Nagai Michinori Intermediate [Kiho]

Prervequisites: Base arcack bonus +2, Impruvcd
Unarmed Steike, Magsi michinor Movice.

Benefit: Select uny other Intermediate or Novice level
martial art feat for which vou meer the prerequisites. You
gain this feat as a bonus leat. You do not need the Novice
prerequisite fear usually required for this fear, and the
Maga Michinori Novice feat applies 1o this bonus fear’s




ability score prerequisites nermally. You must be some-
what familiar with the fear you gain, having observed irs
use at lengrh or fought several of its wsers,

MNote: Members of a samurai clan cannot learn this fear
unless they rake the Different School feat, applying it 1o
Kuelung's tenchings racher than to a clan.

Nagai Michinori Intermediate

Required Specialized Skill: Nagal michinori (3 ranks)

Cost: 16 points

Cost Reductions: Ronin (4 poinis), Major Ally:
Kaelung (8 poinrs)

Select any other Intermedinte or Novice level marrial
art Advantage, You may gain rhis Advanta ge as il you had
all applicable cost reductions except [or those H,L'-H.lll\'_'d by
a Clan or race, with an additicnal four point cost reduc-
tion (this can reduce the cost of the Advantage to 2 mini-
mum of zerel. You must be somewhat familiar with the
Advantage you gain, having observed its wse ae length or
fought several of its users,

ADVANC=ED
The advanced student is an expert at diverting hard yang
attacks with swift vin movement,

Nagai Michinori Advanced [Kiho]
Prerequisites: Base Attack Bonus +4, Improved
Unarmed Strilee, Nagai Michinori Movice, MNupai Michi-

nari Intermediate,
I o e e e e AT e o 1

Benefit: If you ready an acrion to artack a specific
opponent when they direct a melee attack againse you,
you gain a +4 dodge bonus w AC against their antacks for
that round and +4 bonus to siike that oppo-
nent with an unarmed setack (if l|'|.|:*.1.r
frigger vour readied action or

T T S S e e il e

invire an attack of opportunity), Your inidative becomes
two higher than that opponent on subsequent rounds if
they artack you and miss.

Normal: When readying an action 1gainst an oppao-
nent, your initiative becomes equal to theirs on subse-
quent rounds,

Note: Members of a samurai clan cannor learn this fear
unless they take the Different School feat, applying ir to
Kaelung’s teachings rather than 1o a clan.

Magai Michinori Advanced

Required Specialized Skill: Nagai michinori (5
ranks) ;

Cost: 24 points

Cost Reductions: Ronin (6 points), Major Ally:
Kaelung (12 points)

You may select one opponent with a lower initiative
total than vourself, So J-ntu.; at that EnemY femaing in
sight and you delay your attack, you gain a +10 honus ro
your TN ta be Hit against their next melee attack against
you, I they atrack you, vou can immediately counterat-
tack with a single unarmed attack, gaining two Free
Haises 1o vour artack roll.

EATPERT
The expert student continues to incarporate the most power-
f'-!é |;:-;:n.r.:.<.- trom other schools, creating a unique, cohesive
Wihode,

Nagai Michinori Expert [Kiho]

Prerequisites: Base Auack Bonus +6, [mproved
Unarmed Strike, Magai Michinori Movice, Nagai Michi-
notl-Tchi Tntermediate, Nagal Michinorl Advinced,

Benefit: Select any other Advanced, Intermediate, or
Movice level martial art feat for which you meet the
prerequisites, You gain this feat as a bonus feat.

A .

z:" _::::_.r ¥ You do not need the i:'-]nui:;q.z, ar I:|'|T|:*.:rn1.m:lirlm
pir e prerequisites usually required for this fear,
"“c::“'f“ F Ly and the Maga Michinori Novice feat applics to

T gF this bonus feat’s ability score prerequisites nor-
**;f,.'_ -"-I mnl]'!.r. You must be somewhart familiar with the
'y feat you gain, having observed its use at length or

A & - fought several of its users.
P, Mote: Members of 2 samural elan eannot
il learn this feat unless they take the Ditferent
:|{_1 S School feat, ;zpp]ying it Lo I{au]ung'ﬁ tu:zchingﬁ

g rather than toa clan,

Nagai Michinori Expert
Required Speclalized Skill: Nagai
Michinori (7 ranls)
Cost: 32 points
Cost Reductions: Ronin (8 points), Major Ally:
Kaelung (16 points)
Select any other Advanced, Tnrermediare or Novice
level martial are Advanlﬂg:- You may gain this
Advantage as if you had all applicable cost redue-
tions except for those pranted by a Clan or race,
with an additional six point cost reduction (this
can reduce the cost of the ﬂn.ivuu!_ugq: to 3
minimum of zero). You must be somewhat
fumiline with the Advantage you gain,
having observed its use ar length or
fought several of its users,
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MASTER

The master of u:jgaimir_'hluuri ig a rruly unique individual, the

master of his own individual style,

MNagai Michinori Master

Prerequisites: Base Attack Bonus +9, Improved
Unarmed Serike, Nagai Michinor Novice, Magai Michi-
nori Intermediate, Nagai Michinori Advanced, Magai
Michinori Expert,

Benefit: Select one opponent at the beginning of
combart, The first time this opponent misses you in
combat, you may make an attack of opportunity againse
them with an unarmed sirike.

You may spend 500 XP and ewenty-four hours in med-
itation 1o unlearn any of the bonus fears gained from
Nagai Michinori Expert or Magai Michinori Intermedi-
ate and replace it with another applicable fear,

Mote: Members of a samurai clan cannot learn this fear
unless they take the Different School feat, applving it 1o
Kaelung's reachings rather than o a clan,

Nagai Michinori Master

Required Specialized Skill: Magai michinori {9
ranks)

Cost: 40 points

Cost Reductions: Ronin (10 points), Major Ally:
K.‘lulung (20 points)
~ Select one oppoenent at the beginning of combar, The
tirst time this opponent misses you in combat, vou pain
ILm:r Free Raises on your next unarmed attack against
them.

You may spend two charicter points and twenty-four
liours in meditation o unlearn any of the Advantages
gained from Nagai Michinori Expert or Magai Michinori
Intermediate and replace it with another applicable
Advantage.

CHISRAITUTSV
(MINOR MARTIAL ART)

HISTORY

The origins of chisaijursu are lost to history, as no one knows
who first toolk up the tessen as wepon, There are many
depictions of ancient Lion heroes, including the Emperor's
brother Akodo One-Eye, holding o tessen aloft 1o signal their
men of a new attack or tactic, but whether it was always o
wenpon or adapted as such later is o truth lost to the ages,
Many believe that the Lion developed the tessen as 2 ool and
later modified it for use as 2 wenpon at some later point.

The strength of a tessen Is in its small size and innocuous
appearance. Most samurai do not regard the tessen as a
weapon, bue rather a tool. As such, they frequently overlook its
presence even in the possession of those that they might oth-
erwise prohibit from carrying weaponry 1e was chis exact
quality char led the tessen to become the preferred weapon of
the Order of the Tessen, 2 band of ronin living within Toshi
Hanbo.

The constant combat of Lion and Crane forces in Toshi
Ranbo has taken a terrible toll on its populace over the
decades, While resentment may grow in the hearts of peasants
who live there, no citizen will risk cercain death by giving

voice to their outrage. The quiet

m* resentment and sense of hopeless-
e ness did not go unnoticed by the
o Lion and Crane, who regulaely
- *M__ - imposed laws forbidding those outside

their clan form carcying weapons within
the city limits.
A brotherhood of ronin dwelling in Toshi Renbo ook
up the tessen as their weapon of choice. Maming themselves
the Order of the Tessen, or the Iron Fans, they took it upon
themselves ro protect the peasants in their city. Just as the
yoriki of a magistrate might use a sasumata to disable an
unruly samurai without injury, the Iron Fans use the tessen (o
disable opponents’ artcks while they wait for an opportunity
to strike. During the ongoing feuds in the city it was not
unusual for a brash Lion or artogant Crane secking to take
out his anger on the citizens 1o end up unconscious ih an
alley as the Iton Fans fled into the night
The style developed by the Iron Fans has found irs way out
of Toshi Ranbo, and is not uncommon among ronin and mers
eenaries. Even a handful of clan samurai have embraced the
style, mostly, ironically, among the Lion and Crane.

STYLE

Chisaijursu is a flowing, elegant art that uses wide, sweeping
strikes that target weaknesses in the opponent’s defense with
unerring precision. The art does not use holds or chrows, but
|.[LL'L-|:L-'.J procise strikes. There is also a strong defensive element,
relying mostly on parries, redirection, and deceptive move-
ments over blocks or dodges,




TURYOS=
The primary purpose of chisnijutsu is to disarss and disable an
opponent without serlous injury. Chisaijutsu is not overly
oftensive, though it is certainly possible o defeat an opponent
with it, Most practitioners, even the Iron Fans, typleally com-
bine it with anether Aghring style 10 provide mere direct
strikes.

TRAIMING
Training in chisaijutsu is o difficule prospect, as the maove-
ments required are highly unorthodox, Thus bushi used 1o
more conventional fighting stvles sometimes have trouble
grasping the basics of the ar,

CHISAITUTSY M=ECHANUCS

NOVICE
A early student of chisatjutsu has learned to use its defensive
properties more effectively than the casual soldier trained in
the weapons use,

Chisaijutsu Novice

Prerequisites: Base Attack Bonus +1, Dex 134, Blulf
ghill

Benefit: You may use a tessen as a bludgeoning
weapon, inflicting 1da damage per serike with a critieal
multiplier of 2. Any round you atrack with a ressen, you
lose the shield bonus to AC it normally provides.,

I you are wielding two tessen and mke the total defense
action, the shield bonus 1o AC from each tessen stacks,

If you have the Two-Weapon Fighting feat you can
wield rwro ressen, vou can gain the shield bonus 1o AC in
any round in which you only attack with one of the tessen.

Normal; A tessen provides a +1 shield bonus ro AC,
and multiple shield bonuses do not seack.

Chisaijutsu Novice
Required Specialized Skill: Chisaijursu (2 ranks)
Cost |+ prints
Cost Reductions: Ronin (1 paint), Bushi {1 point)
When wielding a tessen in each hand and on Full
Defense, you may add twice your rank in Chisaljursu to
yaur TN to be hit {or the round.

ADVANCED

Students who continue to study the tessen begin o under-
stand the I.an]}]}-;,'d abilities such a WUAPOI POSSEESES,

Chisaijutsu Advanced

Prerequisites: Base Artacle Bonus +6, Dex 13+, Chisai-
jursu Movice, Bluff skill

Benefit: If wielding two tessen, you may ready an
action against an opponent’s melee strike. The first time
this opponent attacks you, vou may i:::mudjntuly make
an opposed attack roll. If your opponent wins, their
attack continues as normal. T you win, you attempt o
pin their weapon in one of your tessen. Treat this as a
grapple, making an oppesed Strength roll as normal o
maintain your hold. If vou win the initial opposed
Strength check to pin the weapon, you may make an off-
hand artack against your oppenent with your other
tessen as a free action, Any time after this areack, your
opponent can instantly end the grapple by dropping
their weapon.

Chisaijutsu Advanced
Required Specialized Skill: Chisaijursu (5 ranks)
Cost: 12 points
Cost Reductions: Ronin (3 points), Bushi (3 poines)
When wielding tessen, you gain a free Ruise on disarm
artacks for each tessen wielded (maximum twol.

MASTER

A master of chisaijutsu learns to create a deceptive defensive
sereen around himself, masking his movements behind the
dance of the fans,

Chisaijutsu Master

Prevequisites: Base Attack Bonus +12, Dex 134+, Chi-
saijutsu Mowvice, Chisaijutsu Advanced, Bluff skill

Benefit: T you are wielding a tessen, once per round
you may make a Bluff check in response to a single melee
sirike or ranged strike. You may wse the result of this
Bluff check as your AC against this attack. If you are
wielding two tessen you gain a 42 bonus to this Bluff
check,

Chisaijutsu Master
Required Specialized skill: Chisaijursu (6 ranl)
Cost: 15 points
Cost Reductions: Ronin (5 poines), Bushi (5 poines)
You may spn::nrﬂ 1 Void Point in reaction toa sinf__g_ll: melee
or ranged artack, and immediately roll vour Aware-
ness/Chisaijutsu vs, the atacker’s ateack voll. If your
result is higher, the anack misses. You may only perform
this action ence per round.

MARTIAL ARTS
OF THE GAITIN

SAIMIKA
(MATOR MARTIAL ART)

HISTORY

The origins of sainilka are almost as old as the Tvory Kingdams
W]_'I_E[I:,! i vwas hl}[‘l!l- 1t was once 'r'ﬁ'jdi."l.}' anWI] -|'.Il'I.IJ. [EEPL"L"I.'L"].
amang the people of that region, bur time and circumstance
have conspired to dramatically change the perception of ic. In
the modern Kingdoms, there are but a handful that know ir,
E!'Id mast |.'|I'_'J.IIJJ.'I.E ita] ].'I!Hi!].':." L"}[f[l.iﬁj."ﬂ'l.' Cll'lilﬂrﬁ.

In the ancient lands that would become the Tvory King-
dl{_‘l]fﬂﬂ, l]'l.l_'!l:l;! Were men '|.'|.|'|.'il.'!l Wﬂ.l'll'jf_']'ﬂd ti]E J.:IJ.'I.EI. EEE]{!..l'I.E E'H.'FE'
rience. These men were equal part mystic and teacher, and
were known as gury, a title comparable to the Rokugani
sensel The guru practiced the ans of focusing and channeling
spiritual power through their bodies, and could manifest this
power in startling feats of physical prowess or even through
erude healing riruals that helped to cleanse another’s body of
poison and disease, The rare handful of Rokugani scholars
who are familiar with the guru and their practices equare
them to high-ranking monks from the Brotherhood of Shin-
sei, men and women who could harness their inner power
and use it to influence the world aroend them.

Sadly, there were other religious and philosophical growps
in existence in the Kingdoms whoe were in opposition ta the
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purn. One group in particular, the Cole of Rukmal, fele thar
the gurus were a chollenge to their religious practices, Over
the course of a century, this murderous cult hunred and wiped
out the guru almost to o man, stealing their secrers for their
own use, Within a few decades, their assassins appeared 1o be
the sole practitioners of sainika, dedicating the once sacred ant
te their unholy deity, the Destrover,

Fortunately, this was not the case. A few gurus survived the
purge of their order, and passed their wavs on in secret.

TRAINNG

Training in the art of sainika begins at an early age, carlier
even than young samurai are accepted to begin truining for
their gempukku. Potential practitioners among the Ruhmal
are EE]ECtEd I.'I.’lsl.‘:li 1oL I:J:I'||.j|.' Ly I]'l.l:' sln:ngth :111d_ Ph'!.r:;[u;j_l Lo
dition, but also for displaying an appropriately ruthless arti-
tude. Practitioners are living weapons, honed from » young
age 1o be a perfect killing machine, There is no room In their
heart for mercy, compassion, wealness or doube, Those wha

During the periods when the Destroyer’s cult threatened the display such shortcomings rarely survive their intense train-
Kingdoms’ rulers, the guru seepped forward o aid the rightful ing. '

lords. The gurus not only aided in defeating the Destroyer's
nssassing, but also passed their arts on to the Kshatriya, an
order of warriors sworn to protect the Kingdoms. Although
the guru chose not to pass on their spiritual powers, the fight-
ing arts that they had developed were quickly learned and

s

The Kshatriva select their students in a similar manner, and
choose pupils that are about seven vears of age. While this
makes it difficulr to get an sccurare portrait of the pupil’s even-
tual ability level and personaliny, it iz early encugh for their

i : I'Il'r
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mastered by these righteous warriors,

The centuries since the gurn resurfaced have seen remark-
able development of sainika, Both groups thae practice the
ancient art, the Ruhmal cultists and the Kshatriva, have devel-
oped new and unique rechniques and applications for it The
cultists, obviously, have honed their ability to sirike and Eill
their enemies whereas their rivals have learned many more
defensive abilities without sacrificing their offensive power,
This art has reached Rolkugan through the Maneis Clan, whe
have extensive (if secrer) contace with the Ivory Kingdoms, A
tew members of the Yoritomo family have learned this art
[rom the Kshatriya, and are quite adept, though the only
knovwrn maseers are seill in the Ivory Kingdoms.

STYLE

Sainika iz a unique art that adopts numerous “poses” thar allow
the practitioner to attack in unique ways, The art teaches a
number ol versatile strikes and kicks that can be used from
different poses, changing their purpose and targer with each
new pose. It is a highly adaprable art that teaches multiple
approaches to any given situation. Holds and throws are
taaght, but are secondary to the punches and kicks that the
style teaches. It is also a highly achletic are, with jumping and
moverment c:::]zlmabi;:ug] in most poses.

teachers to instill the necessary virtues in them, including a
sense of moraliy thar will insure the art is used responsibly,

SAIMIRA RM=ECHATUCS

navics

The lirst pose tanght to students of sainika is a low, defensive
posture that allows them 1o turn away many attucks without

injury.
Sainilea Novice [Kilo|
Prerequisites; Dex 13+, Improved Unarmed Strike
Benefit: You may spend a move action to enter a
detensive posture, gaining a +4 dodge bonus to your AC
until your nexe action,
Note: Rolwgani characters cannot takee this feat with-
out tiking the Different School feat and applying it to the
Ivory Kingdoms,

Sainika Novice
Required Specialized Skill: Sainika (1 rank)
Cost: 14 points
Cost Reductions: Ivery Kingdoms Gaijin {10 poits),
Clear Thinker (2 points)
When on Full Defense, you may your rank in Sainika
to your TH ta be Hi,

rURFOSE

Sainika is a dark and mysterious art with great religious con-  IMTELM=DIATE i

notations in the vory Kingdoms, It is considered a sacred ar,
:”'ld- its maneuvers are sometimes referred e as “the
Destroyer's dance,” a reference to some sinister god of bartle
and death that assassins in that diseant vealm revere as their
patron, Sainika is practiced for the sole purpose of destroving
one's enemies, Those who master the art are considered
avatars of the Destrover in the mortal world, and are feared as
ne ethees theoughout the Kingdoms.

The converse ol this, of course, is seen in the Kshatriya,
These men and women are considered blessed warriors by the
populace, and revered almost as holy men, These men use the
art for much the same purpose as their sworn foes, but the per-
ception ol it is marked different among the Kingdom popu-
lace. Most, it would seem, do not recognize that both groups
are practicing variants of the same arr,

The first level of poses taughi (o a sainika student after learn-
ing the basles are the essentlal alfensive posteres.

Sainika Intermediate [Kiho]

Prervequisites: Base Arcack Bonus +2, Dex 13+,
Improved Unarmed Strike, Sainika Novice

Benefit: You gain o +2 boenus to all attacks of opportu-
niry or artacks made as a readied action,

Note: Rolugani chuaraeters cannot take this feat with-
out taking the Ditferent School featand applying it to the
Ivary Kingdoms,

Sainika Intermediate

Required Specialized Skill: Sainika (3 ranks)

Cost: 28 points

Cost Reductions: Ivory Kinpdoms Gaijin (20 points),
Clear Thinker {4 points)

JZF‘_,-'DI.E dn!:t:,.l VOur action o your (urn, yoil gain o Free
Raise for every 10 peints vou subtract from vour initia-
tive (ro a minimum of zero initintve)




ADUVANCED
The chird level of training in sainika is in the fuidity of mowve-
ment. Both efensive and defensive, o stadent of this level can
move reely among targets withoue sl

Sainilea Advanced [Kiho]

Prerequisites: Base Artack Bonus +4, Dex 134,
Improved Unarmed Strike, Sninili Novice, Sainika
Intermediate

Benefit: Once per round you may move five leet as a
free action, This does not count against your total move-
ment for the round and ean be done hetween two con-
secutive artacks,

Note: Rokugani characters cannot tale this fear with-
out taking the Different School feat and applying it to the
Ivary Kingdoms.

Sainilea Advanced
Required Specialized Slill: Sainika (5 ranks)
Cost: 42 poings
Cost Reductions: Ivory Kingdoms Gaijin {30 points),
Clear Thinker {6 points)
You may move a number of feer per round equal to
your Water ring % 7, a8 opposed to the normal ring * 5.

EXTERT
The fourth level of training in sainika is an introduction o the
mystlcal element the art possesses, It teaches an awakening of
the senses to maincain a perfect awareness of the area atound
the artist during combat, making it difficulr to surprise them
under the best of circumstances.

Sainika Expert [Kiho]

Prerequisites: Base Artack Bonus 46, Dex 13+,
Improved Unarmed Sirike, Sainika Movice, Sainika
Intermediate, Sainikn Advanced

Benefit: Oppanents who have a lower Inirarive result
than you are never considered o be flanking you, Oppo-
nents with a higher Initiative score than you must suc-
ceed at an opposed Dexterity roll o be considered to he
flanking you. Those who have higher initiative and sue-
ceed are considered 1o be flanking you even if the enemy
they are fanking vou with failed or was ineligible for the
roll,

Note: Rokugani characters cannot take this feat with-
out taking the Different School feat and applying it to the
Ivory Kinpdoms.
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Sainika Expert

Reguired Specialized Skill: Sainilea (7 ranks)

Cost: 56 points

Cost Reductions: Ivory Kingdoms Gatjin (40 points),
Clear Thinker (8 poines)

You do not suffer the normal =5 TN bonus againse
opponents who flank you unless theie initiative is higher
than yours. Even in this case, an opponent must succeed
at an contested Agility roll ageinst you to impose the
penalty when making his attack,

Sninika Master

Required Specialized Skill: Saipika (9 ranls)

Cosr: 70 points

Cost Reductions: Ivory Kingdoms Gaijin (50 poines),
Clear Thinker (10 points)

You may spend two Void Points when making an
unarmed attack to force your opponent to make a con-
tested Void Toll with you, If they fail this roll, they suffer
a +5 penalry to all TN for one hour. You must declare
your intent to use this ability before the artack roll is

made, so a failed attack means your Void Points are

MASTER wasted,
A master of sainila has perfected both offensive and defensive

postures, and ean strike with such force that the physical

impact is accompanted with a disruption of the natural spiri-

tunl energy within a targer’s body.

Sainika Master [Kiho]

Prerequisites: Base Attack Bonus +9, Dex 13+,
Tmproved Unarmed Serike, Sainika Novice, Sainika
Intermediate, Sainika Advanced, Sainika Expert

Benefit: You must declare that you are using this feat
hefore you make an unarmed artack roll (thus a failed
sttack roll ruing the attempe) This attack forces a foe
damaped by your unarmed strike to make a Fortitude
saving throw (DC 19 + 34 vour character level 4 your Dex-
terity modifier) in addition to dealing damage normally.
1f this save [ails, the target suffers two points of rempo:
rary ability damage to Strength, Wisdom, and Dexeeriry,
You may attempt this feat onee per day per four levels
vou have attained (bul see Specinl].

Special: An inkyo with Sainika Master may attempt [a
use this feat 2 number of times per day equal to his inkyo
level, plus ane more time per day far every four levels he
has in classes other than inkyo.

Note: Rokugani characters cannot take this feat with-
out taking the Different School feat and applying it to the
Ivory Kingdoms.
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