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"t-liruma's
Breath"

Eikihiro crouched in the blackened grass, wailing. For the last
thirty minutes he'd been watching her, trying to divine the purpose
llf her presence, trying to guess her intentions.

She was young and slight. hardly past her gempukku. She had
an elegant cast 10 her fC<lturcs. lIer eyebrows were arched. her lips
full, her eyes quick and dark. Her haughty bearing declared her II

Kuni Shugcnja as much as her red velvet robe. Eikihiro knew the
faces of everyone who lived in Shiro no Ono, however, and she was
astranger to him. She seemed somehow familiar. bUI still a stranger.

If she was a visitor, why had she not come directly to the castle?
Why was she sitting here on the edge of the Shadowlands? For a
half hour, Eikihiro had been quietly approaching, waiting. observing.
She had nOl moved from the spot Perhaps soon he would find out
what was going on.

Alight chant drifted across the air to him, lhe high, trilling sound
of the girl's voice. At first he thought she must be casting a spell.
TIlen he realized she was simply singing. A lullaby, perhaps? Asong
without meaning? No. Eikihiro recognized it now. It was a Crab
funeral dirge, a grim and mournful thing. He knew the song well,
bUl had no! heard it since his father's own burial.

Eikihiro moved closer. Like all scouts of the Hiruma, he had
forsaken the usual heavy armament of a Crab samurai in favor of
swift and quiet movement in the fatal wilds of lhe Shadowlands.
Today the young samurai wore only his breastplate, shin guards. leg
greaves, an armored sleeve on his left forearm, and 11 pair of tough
leather breeches, A simple headband protected his scalp from the
sun and kept the sweat from his eyes. TIle only equipment he
carried was a knife Oil his bell, a kalana strapped across his back.
and a small bag of rations on his hip.

He waS ten feet away from her now. A simple lunge and he
would be close enough ... For a moment her regal mask crumbled
and her quick eyes cast about nervously. She was afraid.

"Get down!" Eikihiro shouted. leaping from cover and drawing
the blade. I-Ie swung downward in a savage arc. the steel slicing the
air and finding its mark where the girl had been sitting a moment
earlier.

She fell to the ground, turning as she did so and spilling Out
several words in the harsh chant of lhe Kuni. Eikihiro felt his
muscles stiffen, the sword dropped from his hands. and he crumpled
to his knees.

''It I-liruma seoul" she said, standing and brushing off her velvet
robes, "JUS! what did you lhink you were doing, sneaking up on me
like that?"

"You weren't paying attention:' Eikihiro said simply, nodding
weakly toward lhe rock where she had been silting.

The head of an enormous yellow snake lay on lhe eanh. severed
from it's body by Eikihiro's katana.

''Thundersf' the girl hissed, "[ thought my wards would keep
away the creatures in lhis foul pial'C."

'ihere are more dangers in this land than the Dark One's Taint,~
Eikihiro said. trying 10 gather ule strength 10 lift his katana. ,,[
suppose it would be too much to ask for you to cancel your spell?"

"Oh," she said, making a swift gesture. Eikihiro's strength
returned instantly. and he sheathed his katana in a single
movement. "My apologies." she said, bowing slighlly.

Ciame Master's Ciuide



Chaptet' One

"What is your name?" he asked. folding his arms and glancing
her o\'er with cold blue eyes. The color was an oddity in Rokugan:
they were his father's eyes. He saw she carried no food. no rations,
no weapons.

~I 3m Hiruma Sumiko.M she said. smiling and bowing slightly
again. "'a shugenja from the village of Kashinto Mura.~

MKashintoT' Eikihiro asked. lilling his head slightly. "I have nol
heard of such a place. and I know every village within three days'
journey. What arc you dOing so rar from home. and whal is a
Hiruma doing in the robes of a Kuni?M

"My home was de.~troycd,M she said, a sligh! nutler in her clear
voice, "by Oni no Zcnkai. a beast the likes of which even my revered
sensei had never seen. [\ razed the vlllage to the ground wlth its nery
breath in a single day. Then it lurched off into the wastes again.
clutching a priceless scroll from our libraries. I was Ihe only one left
alive. As for my robes. I was a Kuni by birlh. I am a Iliruma by
marriage."

"'That still doesn't explain what you're doing here.- Eikihiro said,
unmo\'oo by her story. Though he was a young samurai. he belie\'ed
he had hardened his heart to the horrors of the Shadowlands.

*1 was sent by Osuna. my daimyo:' she said softly. "He allowed
me one questiOIl to which he advised me to wait here. He said thai
the one who could assist me would come. I ha\'e waited long for you.
Hiruma Eikihiro.-

He hadn't told her his name. but Eikihiro was hardly surprised.
The Kuni were experts at knov.ing what !.hey shouldn't He hardly
doubted for a moment !.hat she had used magic to read his mind and
make her story sound more credible.

"Do you have any jade?" Eikihiro asked speculatively.
"No." she replied.
11len we have to get you out of here. Come with me,~ Eikihiro

said, "We're returning to Shiro no Ono, I am staying there currently:'
No one in the I-liruma family had a Irue home. and Eikihiro
especially so. Still. I!ida Saburo and the samurai of !.he Castle of the
Axe had welcomed the young orphan" ilh open arms.

'·Bul.. ... Sumiko replied. "You are to help me. It is your destiny,­
"Listen. Sumiko." Eikihiro said. turning with a dangerous glint in

his eye. -you're in the middle of the Shadowlands with no jade. and
for some reason you can nOI see the problem wi!.h thal I doubt an}'
Kuni could be so foolish. so you musl be falling prey 10 dementia
The best thing I could do for you now is 10 get you oul of here. The
last problem I need is an undead Kuni shugenja 10 deal with. Now
are you going to follow me. or do I hare to consider you a threatT
Eikihiro closed his hands into fists. cracking the knuckles.

-I will come v.ith you.- Sumiko said with a sigh. "but you "ill
help me e\·enlually. You have no choice."

"We shall .see.* Eikihiro said. keeping a wary eye on her. ~Why
don't you lead? The castle is that way:' The young samurai pointed
of( to the east, his manner clearly indicating that !.he subject was not
open (0 discussion.

Sumiko nodded and walked briskly past the samurai. her arms
folded in !.he sleeves of her long robe. He watched her as she walked.
careful for any other symptoms that the girl might be anything olher
than what she claimed to be. It was certain that something didn't
seem quite right about her. but if she had truly been a monster she
could have killed him when he was at the mercy of her spell.
Perhaps she was simply mad. He would have to wait and see.

Two hours later, Shiro no Ono appeared on the horizon. Eikihiro's
heart leapt in his chest. TIlOugh he performed a necessary role, he
hated his lonely scouting missions in the desolate Shadowlands. He
was happy to be home once more. The scent of smoke wafted to him
on the air.

Mliiruma.~ Sumiko said, halting suddenly as she stared at the
castle.

-Yes,~ the samurai said gravely. "I sec it too."
Shiro no Ono was in names. A large part of the jade.studdcd iron

gates hung askew. The bodies of samurai. ashigaru. and simple
peasants lay strewn everywhere. torn apart

-ani no Zenkai.* Sumiko said. her eyes watering from !.he smokr
or from the memory. "My \illage was very much the same. There
was only one survi\·or. I hope we are not too late:'

Eikihiro was angry, afraid. and confused. For a momenlthe tide
or emotion nearly consumed him. He remembered his training.
focused his emolion. and pushed it all away into a small corner of
his mind. There would be time enough for tears later. A Hiruma did
110t surrender 10 weakness. He drew his katana and moved quickly.
quietly, into the castle.

He paused, crouched behind a pile of rubble, but nOlhing stirred
within the castle. The corpses of Eikihiro's friends and kinsmen lay
scaltered about like dolls in a child's playroom. Flames lapped atlhe
walls of !.he small shrine to Osano·wo, and had begun to spread to
the castle keep. The tracks of a giant, hooved beast left their mark
in the stone. headed directly toward the castle. Eikihiro noted that
no matching set of tracks emerged

Mit is still herc.~ Sumiko whispered, appearing al his side. -\1)0
must nee. Eikihira."

"I'm no coward,- he said grumy.
-You cannot fight Ihis !.hing with !.he weapons you carry.~ she

said, gesturing at the COUriyard full of corpses. -Look at them. Did
their bra\'ery help !.hem? Did their perse\'erance sa\'e them? No.
Run. Eikihiro. We must warn others of this beast, find the way 10
destroy it, and !.hen, only then, may we relurn:'
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~Perhaps." the samurai said reluctantly. "but first [ must explore
lhe castle, and see if any of the others yet live. Wait here."

Eikihiro moved soundlessly aLTOSS the courtyard, jogging tuward
lhe garrison with one hand on the hili of his katana. The door hung
wide, and smoke drifled from within. He could see movement
somewhere. deep inside. Eikihiro darted through the dOOr and
melded with the shadows.

Alarge figure with a long grey beard sat propped up against one
wall. clutching one hand to his chest Dark red blood stained his
bright red armor. He glanced up as Eikihiro's shadow passed the
door frame, his eyes widening.

"Who's there?" he snarled. waving a wakizashi in his free hand
from where he sat. "Demon of Jigoku! YOu shall nol rind Hida
Saburo to be one who surrenders his life easily!"

"Calm yourselr. Saburo-sama." Eikihiro said. emerging from the
shadows and kneeling near the old man. ~lt is J. Eikihiro."

I\h.~ Saburo Silid, relaXing slightly but not dropping the sword.
~Ah, yes. The scout. You're a lucky boy. you are. to have missed Ihis
battJe~ The old samurai groaned, wincing as he adjusted his hand
upon the large wound in his side.

"It is not over yet," Eikihiro said. "The oni is still within the
castle~

"It has mme searching," Sumiko Silid. 'i'\s it searched for
Mokuna's scroll in my own Village:'

Eikihiro whirled on the shugenja, surprised at her sudden
appearance. "How did you-~ he stuttered. He had not even detected
her arrival, and he prided himself on his keen senses.

"Who is this?" Saburo asked suspidously.
"Hiruma Sumiko." Eikihiro said, watching her carefully. "from

the village of Ka~hinto Mura. I met her while I was on patror
"A I-liruma shugenja?" Saburn inquired. "How curious.~

"Hold still. old one," Sumiko said, kneeling beside Saburo as she
drew a scroll from her pouch. "The wound is deep but it does nol
appear fatal. My magic can relieve some of the pain."

~No:' Saburo said tersely, "Leave me with my pain. I've never had
much use for magic.~

"As ... as you wish:' Sumiko replied. hurt. She placed her scroll
back in its pouch.

"Where did you say you were from again. girl?" Saburo asked.
looking at Sumiko skeptically.

"Never mind tha~" Eikihiro interrupted. "\Vhat could the oni be
after?"

'"The girl mentioned Kuni Mokuna's seroUr' Saburo said suddenly.
·Yojiro found a strange scroll while he was on patrol the other day.
Even I had only been able to read fragmenl~ We were waiting for
the Kuni to dispatch a capable scholar. We had suspected it may be
Dne of Mokuna's scrolls. This seems to settle the matter:'

'1111' seroll in our village held secret of the beast's undoing,"
Sumiko agreed quickly, "That is why he took it from us. History
repeats itself."

"Destiny is an unoriginal bastard.~ Saburo agreed.
"Where is this scroll?" Eikihiro asked tersely.
"In the shrine. hidden under the noorboards before Osano-wo's

visage,~ Saburu said. "But it will do you no good. You will not be able
to read it. .."

Eikihiru was already oul the door. Saburo turned to the young
shugenja girl. but she had vanished, too.

TIle names in the shrine had spread. covering the doorway in a
deadly haze. Eikihiro stopped long enough to dampen his headband
in the courtyard's well and lie it across his mouth. He lunged forlh
and shouldered the heavy doors open, dlarging inlO the shrine. The
looming marble stalue of Osano-wo lOwered above lhe names.
defying them with his divine presence. Eikihiro ducked and dodged
through the burning timbers and falling debriS. His breath choked;
his eyes watered. I-Ie knew if he stumbled once. the fire would take
him.

He skidded to a halt before the statue. Kicking aside the
smoldering mat that lay before the Fortune's statue. he saw the
trapdoor. As he drew it open he prayed that the scroll had not
burned.

Suddenly, Sumiko was at his side again. ~\Ve are in luck:' she
shouted above the roar of the flames. ~[t is intact."

Eikihiro gingerly lifted the anciem scroll, clutching it 10 his chesl
The two of them turned and ran from the shrine. narrowly escaping
into the courtyard beyond as the shrine collapsed in upon itself.

"How do you keep doing that?" Eikihiro asked her wilh
suspicion. ~How do you keep sneaking up on me?"

"1 told you. lIiruma:' she said, "we are linked by destiny. Now
give me the scroll." She reached oul with one hand. her dark eyes
pleading.

'This is too convenien~" Eikihiro said, keeping his blade bel ween
the scroll and the shugenja. "How do I know you're not in league
with this monster? How do I know that you are not the monster
yourself?"

'The very idear' Sumiko spat She began 10 gesture and chilnt.
Eikihiro was 100 quick this lime, and clubbed the side of her head
with his fisl She fell to the earth and he ran back to the garrison.

~Saburor' Eikihiro shouted. bursling into the garrison once more,
"I have the scroW'

"Give it to mer' the old samurai said. reaching out eagerly.
"Before that wretched girl returnsr He hardly seemed to notice his
own wound. Eikihiro quickly complied. handing the aged parchmenl
to his master. Saburo unfurled the scroll and glanced over its
contents.
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"What docs il sayT Eikihiro asked.
"Ah. here we arc." Sabura said. -Zenkai. the oni of destruction.

Lhc fire breather. Neither jade nor crystal nor steel shall harm him.
His black heart will only be pierced by lhe blood of ils victim.
wielded by its own without hesilalion.- Saburo's shaggy brows
furrowed. "00 you have any clue what thaI could mean. Eikihiro?'"

"No. Saburo-sarna" the ~1)ung samurai admitted. "I do noC
"Good." Sabura replied, knocking Eikihiro across lhe room with

a wicked backhand Swipe. Eikihiro rolled with the blow al the lasi
moment and kept his head. bUI his body absorbed the punishmeni
as he crushed a writing desk against the wall.

'"Sabura: Eikihiro croaked. feeling about on the floor for his
SVl'ord.

-Young fool Sahuro is dead." the old samurai said. rising to his
feel His eyes glinted "ilh a deadly red IighL and his teeth shone
white in a smile. -I am Oni no Zenkai, and you have sealed your own
fate. Now surrender your soul to the \'oid. and I may be merciful yel"
He crumpled the ancient scroll in one hand. tossing it aside.

~A Hiruma ne\'er surrenders.- Eikihiro said through bloody teeth.
risin8 with his katana in his hand,

MSO be it then,M Saburo said. lie grinned wider. and a crack split
across his face and down his throat I-lida Saburo's head fell away in
Iwo pieces. Zenkai's true face was a grinning boar's skull: flames
rose from ilS empty eye sockets as foul laughter rose from it~ throat

~Not this day. Zenkai,~ Hiruma Sumiko said from the doorway.
the evening light framing her small body as a sudden wind tore at
her robes. ~Your \'ictory shall not be so easy."

111e girl?" the oni chuckled, '" see your death in your eyes,"
"More than you know," she said. MDo what you musl Eikihiro,"

The two lliruma churged toward the oni.
Eikihiro smiled, briefly. and al lasl he understood.
Zenkai laughed, gathering wind in his lungs to spit forth fiame.

Eikihiro swung nercely with his kalana, changing direction in mid·
stroke 10 strike SU1l1iko's head from her body. TIle girl crumpled to
the ground, dead. Oni no Zenkai hesitated. stunned. Eikihiro's blade
plunged into the monster's chest. The blade bit deep into Saburo's
stolen body and it crumpled against the wall once more. Purple
smoke trickled from the deep wound Eikihiro had inflicted. and
cracks spread through his skull.

~But how-" the oni choked,
Eikihiro swung the bloody katana once more. severing Ihe ani's

head. lie Stared in horror and shock at Hida Saburo's mutilated body
and the shugenja he had slain.

Mi\lother." he said. as Sumiko's corpse faded into smoke. He
turned and left the garrison. In the courtyard. scvC'ral more figures
stood, the tallered survivors of Zenkai's attack. One, however. was a
new arrival.

"'So you see now?" said the man. I-Ie was a taiL muscular figure
whosc skin swirled with patterns of white marble and green jade.
The moon's light renected sharply upon his shaven head and craggy
face.

\)suno·sama.W Eikihiro said. The assembled survivors of Shiro no
Ono kneeled before l-liruma Osuna.

"You have solved the riddle and righted the wrong. Eikihiro." tit
said, his voice deep. "Zenkai created the tool of his own destruction.
Twenty years ago, the beast took Mokuna's scroll and hid it away so
none might know his weakness, slaying your mother and leveling
Jour \'iIJage. You were the only sunlvor. When the scroll was found
once more. your mother returned to right the \\TQngs done against
her, a ghost Some would call her a shadow samurai. II took }'OU long
enough 10 unra\'el the m}'Stery. but in the end you did and thai is all
that mallers.ft

~\\'hy didn't she tell me?" Eikihiro said. rising.
"Would you have beJie\'cd her? And if you did and were given

more than a moment to consider the act, could you have struck
down your own mother?"

Eikihiro was silenllelling the question hang in the air,
-So it's over?" Eikihiro said at lasL sheathing his katana across

his back once more.
"For the time being. the battle is won.w Osuno said sadly. -but for

the Hiruma. nothing is never over."
Eikihiro nodded and bowed. -And my father," he asked the

Oracle, "was he killed by Oni no Zcnkai as well?"
"No," Osuno said. -your father was not in Kashinto Mura."
"What was his fateT Eikihiro asked eagerly.
Osuno smirked, showing the first trace of emO(ion lhatthe young

samurai had seen. "Why, Hiruma Eikihiro," he said. "you are only
allowed to ask one question."

And Osuno was gone,
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Mythic
t-listory

MallY times, [koma historians, Asako librarians, and oIlier
authorities have writ/ell t!le 'history of Rokllgan: and always, they
have been proven inaccurate. 011 sOllie occasions their accoullts are
clearly representational. while o/lters may never have occurred al
all. Certainly, there is little which remains to mark the site of many
great ballles spoken of ill our folklore and history. 77/1ls, it is with a
poor historians pen/hat I write this small/ext of our Empire's past
for Ihe Willler Court of the SeppuII, hoping tllal its incomistencies
a/ld inaccuracies may be overlooked ill respect /0 lite greater Iruths.

Wherefore I set my hand,
tkoma Kaoku,

This twenty·first year 01 the reign of /-lalllei XXXVIII, Ie J /23

The Ancient Time
First, there was nothing.
nlen, from the nothing, came the time of the Three Gods Whose

Names Cannot Be Spoken. The Sun Goddess Amaterasu and the
Moon God Ormotangu were born from the thoughts of the Nothing
and Us servants. ,md they walked upon Ihe world in peace. \Vhile
Ihey were yel young, they did not wish children. and so Ihey chose
to remain apart from the beasl~ of the world - the snakes. the rats,
and the animals.

This was the Age of the Ancients, the time of the legendary Naga.
This was the face of the beginning - said in myth to be the time
when the Sun and Moon named all things upOn the WOrld ,md
caused them to grow. Man was nOI yel alive, the children of the Sun
and Moon had yet to be born. and the Celestial Heavens were one
with the mortal world.

In time, Lady Sun bore Lord Moon nine children. As the nine
Kami - Hida, Doji, Togashi, Akodo, Shiba. Bayushi, Shinjo, Fu Leng,
and Hanlei - carne forth from Iheir mother. Father Moon looked
upon their faces. He thought to himself Ihat he did not wish Lo share
Lady Sun's love with any others. and thus, he sought to destroy his
children by eating them. All of the children were swallowed by the
Moon God, save for the youngest, Hantei. Hidden in a cave and fed
by the animals of the earth, Hantei grew to manhood and faced his
father in combat to free his mOlher's love. As he cui open his falher's
belly, Ihe other children fell from the sky, landing upon the mortal
earth among Lord Moon's blood and Lady Sun's tears. From this
immortal blood and divine tears. mankind was born.

The Age of Myth
"III Ihe Time of Shinsei, Ihe lalld was quiet. 77Je ClallS were

IIl1ited, and the Darkness driven back. Ah, Iha! those heroic limes of
war and salvation could come 10 us aliCe more.. "

~ Akodo Kage

Humans banded together into primitive tribes, roaming the land.
seeking escape from their troubles. Formed from the blood of the
Moon and the Tears of the Sun, they waited for the Kami to come
from the sky and lead them into civilization. This was the time of
the Tribe of lsawa, the Oni known as 'Naga: and all manner of
beast<; and evils. The people practiced moho. the dark way. and
knew nothing of Ihe Celestial Heavens. TIlen Ihe Kami fell, and
organized the primitive people into seven Great Clans. The land was
enlightened and <til manner of evil receded and withered. Under the
guidance of the Kami. the first roads. palaces and temples were buill.
The Emperor I-Iantei I ruled from his sister's palace as the great city
of Otosan Uchi was builL Astranger, using a thin blade, arrived from
the muuntains, and called himself 'Kakita'. He became the first
Emerald Champion. proving that mortal man was capable of honor
and duty. and married Lady DojL

During this time, the two famous treatises of the sword were
written: Niten by Mirullloto, and The Sword by Kakita. TIte people
of the Seven Clans prospered and grew. spreading out over the
Emerald Empire. Then, in the midst of their joy. Iragedy and terror
rose. The firsl attack by Fu Leng's hordes unleashed the
Shadowlands upon human lands. Unable 10 understand Iheir
brother's haIred. the Kami declared war. For the first time in man's
remembrance, all the powers of mortal man were called together.
but despite the aid of the Kami, the humans began to lose.

Then, from the west, over the mountains from a strange land, a
small man who called himself 'Shinsei' arrived al Otosan UchL The
word means 'New Way', and he was allowed to speak to lhe Emperor.
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Chaptet' One

Shinsei. our immortal monk. the keeper of all secrets. impressed
Hantci with his wisdom. and proposed a way 10 defeat Fu Leng.
Shiba's record of Shinsei's words. filled with wisdom ,md the five
keys to enlightenment, became thc Tao of Shinsci.

Shortly thereafter, Shinsci look seven mortal followers. one from
each clan. and journeyed into thc Shadowlands. These seven
samurai - Hida Atarasi, Doii Konishiko, Lady Matsu. Lady Otaku,
Lord lsawa Lord Mirumoto and Lady $hosuro - were Ihc Seven
Thunders of legend and myth. and by their hands was evil defeated.
The last of Fu Leng's followers were forever banished to Lhe far
south. and the Crab. under Ihc strength and dedication of lIida.
swore to always guard Rokugan from the Shadowlands.. Soon after.
the Unicorn left for their joum~"S, following Shinjo.

The Thousand yeat's of
Peace

TIlere are two systems of dating the yenr in Rokugan. First is the
Emperor's RighL referring to the time that the current Hantei has
reigned: e.g. The fourteenth year of the reign of Hantei XIX: This
causes some dirriculty when a Hantei dies, when suddenly the name
of the year changes to the 'rirst year of the reign of Hanlei XX:
Because thCS(' dates refer to the year in which the Hantei is crowned.
not born. things become more confused. Also. the years are referred
10, in the same order as Ihe months, by Ihe titles of the animals
which favor them, such as: lhe serond year of the Rat in the reign
of Hanlei XIV: Finally. with one mistake (remo\'e 'of the Rat' from
the abo\'e example, for instance) an entire historical scroll is ruined
and the dates become incomprehensible.

A second, less common, way of referring to the year is 1S<IWll'S
Cnlendar, which dates events since the founding of the city of Gisei
Toshi. Of course, thnt tily is purely mythical, but thc lsawa have
maintained the date for consistenLy's sake. The dates in the
follOWing SCLlion refer to the lsawa calendar, in the hopes that the
Unicorn among Lhe Emperor's court will be able 10 more accurately
learn the history of this great Empire..

All dates have been taken from the scrolls in the Ikoma libraries.
and are represented as closely as possible to their probable aelual
occurrences. Howe\'er, as with all myths and legends. many of them
no doubt never actually occurred al all, but rather are apocryphal in
origin. Many obviously true events (such as Ihe founding of !he I-Iare
dan) are not included at this time, due to insurricient proof of the
accurate date, or dispute as to the origin of the information.

rr-ue
t-listor-ies

The following timeline was compiled by two very promising
students at tlte Ikoma school. !koma Hikaze and KUlli Moll. It i.s Q

modem assessmellt of lhe histonCilI evellts depicted, arranged
according to the best information presel/tly available. Although it
I/O doubt COl/toins some millor illaccuracies, this limelil/e i,\
(;urrently lhe basis of study for lIumerous historiol/s across the
Empire. It is likely 10 remaill so for the rest of this generatioll.

11 s!tould be IlOted thaI. j" retum for their !tord work, Ikoma
HiJuue was granted a pennanent positiOllll1ithill the Ikoma Iibra1)',
olld Kuni Molt was apprenticed directly 10 !tis daimyo, KUlli Yori ­
bot!t received great honor for their work.

- Notes, Ilwma Kaoku, Ie 1125

Rokugani Histot'y
First Century (1-100 19
Fall of tlte Komi: Established pre-calelldar
It should be noted that this is an event to which no date can

effectively be given. The fall of Ihe Kami marks the beginning of
time, and the separation of the Celestial Heavens from the world of
Hanlei and his siblings. It is obviously before the Day of Thunder.
but whether it is the same year as the formation of lsawa's City (Ihe
lost Gisei Toshi) is debated by scholars.

The contradiction occurs when comparing andent Phoenix
scrolls. Many of the scrolls held by the Asako say that lsawa took his
people north to build his own city just after the Kami fell. This
account leads the reader to believe that the primitive tribes anI}'
exisled for a short time before the arrival of the Kami. and that time
began al Lhe momeni when Ihe Kami first began their fall. Ilowever,
documents controlled by the Seppun mention that the tribe of lsawa
forms. then major events happen, and then the Kami arrive,
indicating a much larger time lapse between the formation of the
primitive tribes and the arrival of the Kami.
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Basing our theories un the scrolls of the Seppan (closer to the
Emperor's hand, and therefore obviously more accurate), we place
the formation of the primitive tribes of Rokugan before the Kami's
fall. and state confidently thai time began on the moment when the
Sun Mother and Lord Moon first conceived their children,

Early Events
Lost Gisei Toshi. the ancienl (and long ago lost) Phoenix Clan city

was established in the C<lleodar year '1', immediately after the fall of
the Kami. This cily, nuw destroyed amI ils Lrlle location forgotlen.
remains the carliest sign of 'cultured' human habitation after the
beginning of time.

11w Day of 77/llltder: circa year 44.
The Day of Thunder, one of tllC greatest legendary events in

Rokugani history. surfers constant dispuwtion over its actual time of
origin. During this great evelll, the prophet Shinsei gathered one
mortal from each of the Seven Great Clans, and took them into the
Shadowlands to defeat the fallen god Fu Leng. All of the TIlUnders
died there, save one, who brought back the Black Scrolls. 11Jat
Thunder, Shosuro of the Sl.'Orpion, died almost immediately
thereafter.

Various Drngon texts mention that the death of Mirumoto (the
Dragon TIlUnder) occurred in the 42nd year of the Empire. However,
Scorpion scrolls mention that Bayushi died in the year 76, allegedly
30 years after the TImnders entered the Shadowlands.

In either case, the Day of l1IUnder can be accurately placed
between the years 42 and 46 of lsawa's Calendar.

Birth of Hida Osano-Wo: cirm year 48.
TIJis date, too. is assumed but must have occurred shortly after

the loss of the kami Hida's first son, Atarasi. Crab stories indicate
repeatedly that Hida meets the Thunder Dragon three years after lhe
Thunders defeat Fu Leng, and one year later she returns with his
child: Osano-Wo. This would place Osano-Wo's birth four years after
lhe First Day of Thunder.

Fox alld Malliis Clans fOllluled:circa }'ear 80.
About four decades passed after the Day of Thunder before the

founding of the Mantis (by OsanoWo's Lion son) and Fox clans (from
the remnants of the Unicorn Clan). These two minor clans argue
over their dominance. and determining which was actually the 'first'
minor clan is almost impossible. The Mantis were formed from a
grandson of the Crab Kami. Hida, while UJe Fox were founded by
those members of the Unicorn Clan (then known as lhe Ki-Rin Clan)

that did not choose to follow their Kami. ShinjO. into the Burning
Sands to the west.

The formation of the Fox Clan is definitively placed - by Fox Clan
scholars - in the year 80. Fox scrolls, magnificently detailed with
regard 10 lineages but sadly containing little detail of outside evenl~

in the Empire, stale that the 'Fox' stayed on Ki-Rin lands for a
generation until they were removed by the Lion. Shortly afterward,
they began their lives in Mori Kitsune, and were granted a family
name of their own. This suggests that the Fox Clan formed one or
two generations after the First Day of Thunder. The Fox also claim
to be the oldest minor clan. a statement disputed by the Mantis.

The formation of the Mantis Clan is said to be during the years
80-85. For convenience. and for lack of better informalion. we mUSI
assume lhat the Mantis Clan was formed during the same short
period as the Fox, giving them equal claim to prestige witlJin the
Empire. Certainly, the Mantis existed as a formal clan long before
their ancestor, Gusai, was given the right to bear a family name.
Although we hoped that Mantis scrolls would hear a greater amount
of knowledge on this topic, we were polHely but repeatedly refused
when we went 10 their islunds to seek access 10 the Mantis lineage
documents.

We do know from studying lhe texIs of the Crab that the Mantis
Clan was formed by Kaimelsu-uo. SOn of Osano-Wo. If Osano.wo was
born four years after the Day of Thunder. then we may assume
Kaimetsu-uo wasn't born for at least 20 years afterward. The various
events surrounding the two children suggest that Kaimetsu·uo had
been given his gempukku (typically, for the Crab. this occurs
between twelve and fifteen years of age) before he organized the
Mantis Clan.

Birth of Mota Sora: circa year 60.
MaIO Sora was lhe first daimyo of the Mota, and Unicorn scrolls

place his birth before the Unicorn's travels outside the Empire,
mentioning that the Unicorn found him with his tribe. as an aged
man of many years.

77,e Phoenix Clall find Uikku, the Serene Prophet: circa year 72.
Uikku. the prophet of Shinsei's Tao. was highly influential in our

modern understanding of Shinsei's ancient work. Although Uikku
was young and seemed out of touch with the world. his
understanding of the Tao was legendary. and lhe scrolls containing
his prophecies amaze scholars with their accuracy, even today.
Phoenix documents claim lhat Uikku was discovered approximately
30 years after the war with Fu Leng. Assuming, then. that the earlier
date for the Day of Thunder is correcL this must be lhe year of
Uikku's birth.
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Death of Uikkll, the Serene Prophet: cirm year 90.
If the Phoenix scrolls have been correctly deciphered from the

scraps that remained after Ihe Library's burning in Ie 300, Uikku
died al age 18, about 48 years after the war with the Shadowlands.

Bir/h of Shinjo Mar/era: circa year 100 (dale cOl/jec/ural).
Although Unicorn scholars demand recognition of the accumcy of

this date, it is unlikely, because Martera is Shinjo's child. The Ki-Rin
Clan had just left the Empire in the year 100, The Unicorn histories
(all oral myth and story) say thai the Ki·Rill Clan spent 100 years
with the Ujik-Hai. TIlOse 100 years do not seem to lake inl0 account
the time it took for the Ki-Rin 10 arrive in the lands of the Ihe Ujik­
HaL nor the time between their departure from the Ujik·llai and
Shinjo's disappearance (the point at which the tales state she gave
birth to her children). This date should be at least 200, probably
closer to 300. but in deference to the honorable Shinjo Yokatsu­
sarna, we list it here as he requested.

KUlIi Nallakullotias Taillt 011 corpses: circa year 100.
TIle first signs of the Shadowlands Tainl and its effects, were

studied by the Crab Clan as early as the first century after the
Empire's founding. 11leir scholarly research has saved many lives.
and the information they have ben able to discover during the
thousand years of peace have been truly remarkable.

Second Century (101-200 IC)
Creation of llie Badger cla/[: circa year 110.
The Badger Clan, one of the smallest of Rokugani's minor clans,

was founded around the year 110 in order to guard the northern
passes of the Empire. and their purpuse and culture have changed
lillie since that time. The fiercely isulatiunist Badger arc better left
alone. despite lhe resuurce they represent to those studying the ways
of the early Empire.

17le firs/men/ion of tlte Naga: circa year 200.
According to Crab and Pakon records. a Crab named Kaiu Sudaro

lost his son in the Shinomell forest. TIle boy was apparently saved
b}' creatures with great snake tails and human bodies; by all
accounts, this is lhe first notation in the Empire of the Naga, long
thought 10 be m}1hica1.

Death of the first luchi: year 200 (potenfiafly much later ­
300-500')

Once more, the Unicorn Clan's oral tradition causes unusual
discrepancies with Imperial dates. It has been suggested by ancient
Ide scholars that time moves differently within lhe Empire than it
did for the traveling Unicorn, or perhaps the awakening of time

caused by the descent of the Kami took longer in lands far distant
from their fall. For whatever reason, the Unicorn legends suggest
that luchi died shortly after the time when Shinjo disappeared to
give birth (as it were) to her thildren. This date is more likely after
300, but no later than 500. However, if we accept the date of Shinjo
Marteni's birth. then we must also move lurhfs death furward to this
date.

Third Century (201-300)
Demh of the kflmi Hida: year 210 (traditional date}
TIlis date is included only for perspective, as the Crab historians

openly admit that Hida's death is considered an apocryphal date that
reflects the stamina of his clan.

Death of fsawa Akuma: year 283.
This date is importanl to note. as it correlates directly with the

first emergence of the Oni 110 Akuma from the Shadowlands. also in
the year 283. Oni, the demons of the Shadowlands. gain great power
when they steal a name from their summoner. Akuma, one of the
most powerful of all Oni, reportedly stole his name in this year from
an lsawa shugenja who paid the price for ambition and power.

The Moto Family fonns: year 300?
According to Unicorn legend, this wOLild place Mota Sora, family

founder. at ovcr 150 years of agc. His birth was most likely far later
than the Unicorn legends describe. It should be noted that a more
accurate-seeming piece of information can be found on an old Ide
travel·scroll (unfortunately. carved un a piece of tanned leather. and
most disgusting to behold). This text states that the first MolD
eslablished the family "700 years ago." We prefer to accept this
secund date, as it seems to make more sense. However, to further
muddy the waters, the Imperial Heralds have informed us that the
original Shinjo told the Emperor, on their return, that the Mota in
the Unicorn split completely from the Ujik-Hai. and mayor may n01
be related to the original Moto family t.hat still roams the Burning
Sands. It is most likely that the returning Shinjo family lied to the
Emperor in order to cover for the lost members of the Moto family
still roaming the Shadowlands. If so. the members of the Shinjo
house descended rrom thesc individuals should be found and
permitled to commit scppuku immediately to atone for thcir
antestors' dishonor.

Millor WtlrS
Many smaller disputes between the clans break oul during this

otherwise peaceful period. In p<lfticular. battles between the Crane
and Lion and between the Crane and the Crab fill the historian's
scrolls. Among these battles arc the Baltic of the Cherry Blossom

Legend of the Five Rings



Void

Snow Lake, a minor skirmish between the Phoenix and the Lion
resolved "'ilh a treaty at Mamoru Kuolei Toshi, and many smaller
battles between the Shadowlands and the Crab along the border that
would lalcr sec the eullstruction of the Kaiu Wall.

Fourth Century (301-400)
Birth of Hiruma Kf12uma: year 302.
This is the beginning of the famed Ralling·Crab alliance (the

existence of which lIlc Crab continue (0 deny). Kazuma was known
10 have a rapport with lhe ratlings. and after his death. the ratlings
often assisted the Hiruma in lheir exploration of the Shadowlands.

l'ictory With no Strike: }'MT 353.
This famous battlc occurs in three places in recorded text and

amazingly. all place its year of origin at precisely the same time. This
is the first concrete and absolute piece of historical information, and
should be used as a basis for other events. in relation to their
distance from the time of this battle.

ASIlhi"a family founded: year 353.
Wedding records of 19awa Asahina founder of the Crane family

of the Asahina and his bride allow us to place this evcnt far better
rhan any scrolls recording the devastation of the Crane lands. A pity

than the Crane find wedding documents of more importance than
true historical evcnts. Still. the information allows us to place the
Asahioa origin, and mark il in accordance with the Seppun texts.

KYlldcn TOll/bo: year 372.
The Dragon samurai Mimmoto Asijin and the Phoenix shugenja·

ko [sawa Maroko fell in love and married despite her previuus
engagement to a Lion samurai, Akodo Yokutsu. Yokut'iu did not take
this lightly, and battle ensued. The Dragon and Phoenix Clans
supported their mildren. and forced the Lion to retreat The couple
formed the Dragonfly clan. and Ii\'ed at the base of the Dragon
mountains.

Years afterward. Akodo Yokutsu was insulted in court by an
Agasha shugenja. In retaliation, YokulSu allacked the Dragon lands.
To bring lhe war to an end, YokulSu dueled Mimmoto Asijin, and
upon defeating him proclaimed himself daimyo of the Dragonfly by
conqueslilis claim was immediately challenged by Tonbo Kuyudcn.
Asijin's son. who slew Yoklltsll. and began the enmity between the
Lion and the Dragonfly dans.

111e Yasllki split a"d tile Crane-Crab War: year 387.
The great Crab·Crane war was the first large·scale internal war

in Rokugan. Caused by the Crab seizing territory along the Cranc's
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Castle of Faitlt/Ill Bride
completed for MatslI Hilomi: year
468.

TIIC castle's legendary history
says it was completed 27 years
arler lIitomi's death. 10

commemonlil' the Firsl Hllomi's 27
years of life. Ilowever, the Lion
insist thai Matsu lIitomi only Ihed
to be 17 or 18.

Battle of While StoglRagmg Seas: circa year 442.
Dragon texts. the dearest on Ihis issue. Slate unequi\'ocally mal

the gaijin WCfe aUowed two years to prove lheir honor and their
respect for the Empire. At Ihe end of that time, the gaijin Weft

expelled. and retalialed with violence. Since this year, the gaijin ha\"t
been strictly barred from Rokugan. They have nOI returned.

Ma11fis /amily 'Cusai' removed: }'ear 510.
The Gusai family name. attributed to the nobility of thc Mantis

Clan. was revoked after only three generations after it was gi\'en.
Gusai Rioshida, Mantis daimyo, attempted a coup and held the
Emperor's son hostage in the Mantis isles. The Prince was returned

Sixth Century (501-600)
Battle 0/ Stolell Graves: yeilr

5IG.
This baltle. a famous one in

which the Empire battled the dark
forces of the sorcerer luclliban.
marks the beginning of cremation
as the only acceptable means of
funerary arrangements. Because ,
the sorcerer luchiban raised the
bodies of lhe dead in order to fuel
his armies, the Empire resorted 10
tremation rather than burial in an

"'" aLlempt 10 stop such desecrations
in the fulure. The sorcerer was
evcntually captured, killed, and
entombed within a great struClure
that was enchanted to rontain his
blackened soul. After luchiban's
defeat his lieutenant Asahina

Yajindcn, the Cranc bClraycr 10 the Bloodspeakers. was senlenced to
ha\'c his mind erased, and became a gardener on tile. Imperial
grounds.

What Does My Rank Mean?
Characters with Glory Ranks over 2 may find

themselves thrust into positions of command and
authority if they aren't careful. They'll be forced 10

spend long months lraining and teaching and
drilling while others get to do more interesting
things v.ith their lime.

Howe\'er. responsibility does have its privileges.
A simple gunso has IWO hundred men under his
command who are sworn 10 him and are ready to
die at his command, The gunso isn't allowed to just
take off with his men on some rool's qucst without
permission, but if he gets into a bind, you can bel
he's gOI a few friends 10 back him up.

Rank 8 - Daimyo
Rank 7 - Rikugunshokan (General)
Rank 6 - Shircikan (Commander)
Rank 5 - Taisa (Captain)
Rank 4 - Chui (Lieulenant)
Rank 3 - Gunso (Sergeant)
Rank ;Z - Nikutai (Corporal)
Rank J - I-Iohei (Private)

D,e komi SlIill;o last seen: circa
year 400,

This is the besl practical date of
the e\eOl thai the Vnirorn term Ihe
'Blood War: wherein the Ki·Rin
fight.'; a creature of Li\ing Darkness.
According to their legends. this
e\'ent happened approximalely -500
years ago:- Shinjo may have died in
400, but il still seems somewhat
unlikely.

Fifth Century (40t-500)
llida Tadaka & Malsu Itagi in

Sltadowla/lds: year 412.
TIlis i~ the famous evenl wherein

a Lion Champion ventured into lhe
Shadowlands, only to be rescued by
the Crab. It is assumed by many to
be a parable, bUI the Crab and the
Lion both insist thaI the events of
the talc actually happened, If that is
the case, then this is the most probable date.

GaiplI Ambassadors Arritlt at Imperial Court: circt1 }'far 440,
This date, recorded on Seppun scrolls. marks tht' first arrival of

the honorless gaiii'L Olher corresponding accounts in mrious
libraries of Ihe Empire vary by only a few years 10 either side, and
so, we choose the date revealed in the scrolls closest to the Emperor's
hand. These gaijin attempted to seize the Empire, and were drh'en
away by the might of the Seven Clans.

southern borders (presumably 10 feed thc Crab's beleaguered troops
after a number of major baules against thc Shadowlands). the war
resulted in an Imperial Edict banning large-scale open warfare
among Ihc $e\en Clans of the Empire. Sim:e Ihal lime. only small
balltes have been permilled, and only wilh Ihc Emperor's consenL
The entire massed armies of the Seven Clans were not turned
against onc another rrom that day
until the day of the Scorpion Clan
Coup.

Afler the Crab-Crane war, one of
the families of the Crane. the
Y<lsuki. transferred their allegiance
and their lands to the Crab banner,
and have remained loyal vas.<;a[s of .,
the Crab ever since.
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and the Gusai family destroyed. Because me Mantis Clan chose to
betrny their Lord and execute his family bC(ause of their shame, lhe
Mantis were allowed 10 retain their clan status.

Bat/Ie of KenSQll Gakka: betweeu 533 and 554.
Texts here are unclear; the baltle for the casLie destroyed mOSl of

its historical documelUs, and later texts have been too concerned
with the honor of the battle to mention the date. Apity.

Seventh - Eighth Century (60J -800)
BailIe of the Sleeping River:cirCft year 7/2.
His soul freed from entombment by his crazed followers,

luchiban once more wreaked havoc against the Emerald Empire.
Every clan sent legions 10 do bailie with the mood Speakers and
their undead hordes. MirumolO Gojanuwan led the Dragon forces,
and his shirekan was Agasha Hanujilo. The Champion of the Crane
was Doji Hejiu.

Baltle oflhe Lalldbridge: year 715.
This historic baILIe marks the firsl sign of cooperation between

the Crane and Crab houses since Ihe great Crab-Crane war several
hundred years earlier. In this bailie, the Shadowlands forces were
O\-crwhelming Ihe Crab al their easternmost border, and Crane
reinforcements crossed the landbridge of the bay in order to assisl
the !Iida guard. Although the Crane and Crab forced died, they were
able to hold back the Shadowlands assault and the Crab have e.er
since had a grudging respect for the Daidoji family, whom Ihey call
'Iron CraneS:

Loss of Hiruma Castle: year 716.
Battle of lite Cresting Wave: year 716.
These two events mark the foremost invasion of the

Shadowlands sim:e the Day of Thunder, TIle forces of the far south
completely destroyed nearly one·third the lands of the Crab. seizing
Iliruma Castle, and turning the Kuni school lands into a great waste
of grey ash. This resulted in the creation of Carpenter Wall. Ihe
largest single structure in Rokugan, spanning hundreds of Ii and
crossing e\'ery imaginable sort of terrain as a bulwark against such
inmsions.

Kitsu Taiko becomes the Master of Fire: }'ear 761.
The first and only instance of a non·Phocnb. becoming one of the

Elemental Masters. this seemed relevant for inclusion because of its
unusual nature and unique importance to the Empire.

FaJl of MorikiJge TOsJZL' }'cor 782
The castJe at Morikage Toshi was destroyed Ghosts ha\-e

continued 10 haunt it up to present day. Numerous attempts ha\e
been made 10 'retake' the castle: all ha.e met with failure.

Ninth Century (80J-900)
Mirumoto Kaijuko's asamsioll 10 dIlim}'o: year 805.
Kaijuko was the first female Mirumoto family daimyo. This

unusual event marks the increasing egalitarianism of the modern
Empire.

The RetuTII oflhe UnicOTII: year 815.
The returning Unicorn Clan assaulted the Kaiu Walls, and

thereafter fought the Lion and the Scorpion in lhc Battle of White
Shore Plain. Within weeks thereafter, another large battle was fought
on the Seven Day Battle Plain before the Unicorn were a<:<:eptc<!
back into Rokugan.

Kitsuki family formed: year 820.
Kitsukrs apprentice, Agasha Daijoku. discovered the secret of

Agashas coded messages in this }'ear. Because of his prowess and
his intellea. KilSuki was granted the right 10 begin his own family
name beneath the Dragon Clan man. Allhough the Kitsuki are the
smallest of the Dragon families. they are well respected.

Tenth Century (90J- 1000)
Shill;o FujimakiJ Ilkoma Golzesltu find Naga ruins ill Shillomett:

year 925?
Some scholars say this event denotes Ihe 'awakening' of the

serpent·men, who have appmently been seen by Scorpion and Crab
venturing into the Forest of the Shinomen in modern limes. IF this is
accurate, then the Naga have been 'walching' u~ unobserved for
nearly 200 years - a di~turbing thought.

Twellth Century (JlOI-J200)
Halltei XXXVJ1J lakes throne: year 1103.
Birth of Halllei Sotarii: year 1107.
The last powerful ruler of Rokugan. Hantei the 38th, received the

throne from his father as il had been passed down for generations.
His son. SOlorii. was not as fortunate. Though treated to a life of ease
and luxury while training to become the most powerful man in the
Empire. the Hamei nevertheless had enemies - enemies which
would be their downfall

Scorpion Gan (Amp: Spring, }'elJr 1123.
The single most important recent event in the Empire, the

Scorpion Clan Coup may yet mark Ihe end of the powerfuiliantei
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Emperors. All the imperial family was murdered by the Scorpions
during Bayushi Shoju's attempt to seize the Emerald Throne, and
although Hantei Sotorii, who was spirited away during the Coup and
is now Hantei XXXIX, has control. his youth and continued sickness
make the future of he Empire appear unstable.

During the Coup, the Scorpion seized control of the imperial City,
massacred the Hantei family, demanded the right to rule the other
clans, and were dethroned by a concerted effort of all the other clans.
The Scorpion were banished from the Imperial Court, their family
name and clan status removed, and their allies punished with death.

Also during the coup, the noble house of Akodo came under
suspiCion of treason. and their family name was stripped. Their
daimyo and the Lion Clan champion. Toturi, was dishonored and
refused seppuku, and now wanders the land as a ronin.

Hallfei XXXIX takes the throne: year 1123.

Current date: year 1126, the Third Year of the reign of the
Emperor Hantei the Thirty-Ninth, Lord of the Celestial Heavens,
Emperor of the Emerald TIlrone. Master of the Chrysanthemum,
Sovereign of Otosan Uchi and the Seven Hills.

Famous
Baffles

"Learn from the past .. or it will become your future."
- Shinjo Yokatsu

T"he First Day of T"hunder
The Kami fell and founded an Empire. These events make up the

foundation of all Rokugani belief. So, too, live the stories of the first
war against the Shadowlands. It is remembered as the Day of
Thunder, the day when Shinsei took seven mortal heroes into the
Shadowlands - never to return.

According to myth. il was only a short time after the Kami's
descent from the Heavens that Hantei established his court and
created the provinces that his siblings would rule, founding modern
civilization. From the far south. the place where lhe Dark One fell.
an evil force rose against the fledgling Empire. One by one. fighting
separately, the armies of the Great Clans fell. Before the rise of the
Oni and the beasts of the south. the Emperor's men had no hope of
victory - Fu Leng had caught them unprepared, building an army
while the Seven Kami created an Empire.

TIlen. according to the legend. a mysterious monk calling himself
Shinsei. or the "New Way~ came into the Empire from the far west
He knelt before Emperor Hantei and told him that destiny could nOl
be changed by the Kami. but only by mortal men. After spending an
evening discussing the future of the Empire with Hantei. he was
given permission to gather a mortal from each clan: Hida Atara~i.

Doji Konishiko. Lady Matsu, Lady Otaku, Lord Isawa. Lord
Mirumoto and Lady Shosuro. These heroes. collcctively known as
the Seven Thunders, went into lhe Shadowlands to right the cvil
Kami there.

Only the Lady Shosuro returned.

T"he Lion-Phoenix Conflict
In the early Empire. provincial borders were unstable and

changing, shifting as each clan grew in strength or lost power. TIle
Lion grew rapidly, their armies swelling with soldiers <IS they retired
from the fight against the Dark One's horde. Needing more land to
feed their troops and unwilling 10 rely on trade. the Lion decided to
supplement their dwindling supplies by seiling a portion of the land
to their norlh - land previously controlled by the Phoenix Clan.

The Lion did not wish a two-front war. however, so they arranged
a mutual non-aggression pact with the Crane. As soon as this treaty
was concluded, the Lion forces moved against the Phoenix. long·
time allies of the Crane. Although the Phoenix had not forgo41en the
combat magic taught to them by Lord 19awa. they were unable to
keep the land that the Lion wished to gain. Driven back. they turned
to their allies in the Crane. Although the Crane could not directly
intervene. they obtained the Emperor's favor, and forced the Lion to
retreat from Phoenix lands by Imperial edicl

T"he Battle of T"hree Stone
"River

Following the hostilities between the Lion and the Phoenix. both
clans continued in mistrust with aggressive diplomacy. Eventually,
another bailie broke OUI. as the Lion found a weakness in the
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Phoenix lines. A thousand Lion samurai attacked the sournwestern
Phoenix lands, which were defended against by a group o[ only 45
shugcnja. According 10 thc reports of this bailie. the Phoenix used
terrain to their advantage, but lheir true strength lay in the might of
lheir spells.

Only a hundred Lion survived. After a trcalY was arranged, the
Emperor demanded thallhc Lion begin training shugcnja for use in
war. to protect against the possibility of invasion.

Victory with No-Strike
Outraged by the meddling of the Crane in a Lion-Phoenix

ronOin a powerful shugcnja named lsawa Asahina wem on a
rampage across the northern Crane lands. lie was confronted by
Doji Kiriko. a samurai·ko known for hcr honor and her kind heart
She blocked his path, refusing to fight him but preventing him from
killing innocents by intercepting his battle magic with her own body.

At last, inspired and humbled by Kiriko's sacrifice. Asahina
stopped his assaults. Later. to repay the damage he had done to the
Crane. he married Kiriko and formed the !\sahina family. loyal to
lhe Crane.

The First War
The first true inter·dan war (previous allacks between the clans

had been disconnected battles. skirmishes. and minor conflicts)
occurred early in the history of the Empire. The Lion and Phoenix
had sellied their differences. and now a new dirflculty had begun
between the Crane and the Crab. The war started over the Crane's
claim to the Kenkai Hanto peninsula and tlle rich fishing waters of
ilS bay.

The war between the Crab and the Crane lasted nearly four years.
with a constant line of battle drawn between Kyuden Hida and the
Yasuki Yashiki, then under Crane control. In the end. the stalemate
\\'as destroyed when the Yasuki 'belrayed" (some say 'chose to leave)
the Crane and were taken in by the Crab. ThUs. the Crane monopoly
on trade was broken.

The Crab. v,ith their more powerful army, seized the peninsula
and drove the Crane back to the walls or Kyuden Daidoji. In the end.
the Doji used their control over the imperial court once again. and
dro\'c the Crab back to Yasuki territory.

Thc war ended rather abruptly. a<; political pressure was placed
on both sides. The war had created a shortage or rice and fish
throughout Rokugan. and the other clans insisted that the Crane and
Crab ease their bickering and return to their Imperial duties. TIle
land and the fishing rights were divided equally between the two
clans.

The Battle of the 'Raging
Seas

When the gaijin arrived on Rokugimi soil they were llcecpted
with reluctant grace by the Emperor and his court By all a<''CQunts,
the gaijin were rough, uncultured. and dirty. Their one saving grace
was their trade: spices and gold rrom roreign lands. ThE'se pale men
brought Rokugan's first contact with ctvilization from across the
great sea but records or the gaijin cullure ha\'e since been largely
destroyed Utile inrormalion remains other than descriptions or their
fighting styles. their strange magic. and their roaring iron lUbes.

Simply put when the Emperor demanded that all gaijin lea\'e
Rokugan, the pale men rrom across the ocean rerused. A large ncct
attacked Otosan Uchi ilSClf, but was driven away by united Crane
and Mantis rorces. Since then. all contact and knowledge of the
gaijin - including the people from beyond the Burning Sands and
rrom the distant southlands known as the Ivory Kingdoms - have
been strictly controlled by the Emperor and his officials.

The Battle of White Stag
Possibly one or the most ramous battles in the history or the

Empire. the Bailie at White Stag was the final connict between Ihe
gaijin and the Six Clans. Although their neel had been driven away
From the Rokugani shoreline. a mass of gaijin lrOOps"tlad seized
control of the strategic high ground or White Stag.

An assault by Lion inFantry led to the death of nearly 2000 MalSu
at the hands or the roaring magic or the invaders. One of these
explosions killed the Emperor and his bodyguard, rorang the legions
or the Empire to retreat toward Otosan Uchi. While the battles
continued, the first MalSu champion or the Lion Clan was named. to
serve ror the duration of the war, and until the lkoma could
determine which Akodo had the truest claim to the position. That
champion. Malsu Zaruko (also known as the White Uoncss) rallied
the Emperor's troops and gathered the forces or the Seven Clans into
a final assaull The gaijin were driven back to the ocean by the rury
or their attack.

Once the gaijin arrived on the shores of the Golden Sun Bay, they
discovered that their boats had been dcslroycd by the Tortoise, and
the neet driven away by Mantis and Crane. Zaruko declared that no
mercy would be shown to these invaders. and the gaijin were killed
to a man on the shore of the bay.
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The Battle of the Stolen
C\raves

The Empire's past contains many dark secrets, but none more
bloody than the wars with ihe maho sorcerer. luehiban. He stole the
bodies of the heroes who had been given honorable burial in Otosan
Uchi's fields, and raised them from the dead to fight at his side. \\7Lh
this mighty army, luchiban assaulted the emperor's city and very
nearly took over the Empire.

His plOI was uncovered artcr an investig<liion by Soshi Takasaho
and Akodo Minobc. who were suspiciolls of four powerful
Bloodswords created by [uehiban's lieutenant Asahina Yajindcn at
the sorcerer's command. During the final battles. Minobc led the
Imperial Guard against luchiban and his undead minions, defeating
them with the help of the Six Clans.

The followers of Iuchiban attacked Otosan Uchi with their army
of zombies and the forces of lhe Lion and Crane met them in bitllie.
The Crane broke through the lines and reached luchiban's Jieutenanl
Asahina Yajinden, taking him captive. Locked away by Ihe peaceflll
Asahina Yajinden emerged with his mind erased and Jived out his
life a~ a gardener in the capital.

The Battle at the Tidal
Landbridge

Several hundred years ago. the Shadowlands assa.ults againsl the
Crab began to grow stronger. driving the Hida away from their
claimed territory. While this happened. a sizable force attacked the
southeastern end of what is now the Kaiu Wall. At Ihat time, the
position was held by a single watchtower, lightly defended by the
Crab. TIle aitack was led by the clever Oni no Kinjiro, a foul creature
known more for cunning than for strength.

Overwhelmed, the local commander, a samurai named Hida
Bokaru, tried to signal for reinforcements. bul foul magic darkened
the sky to the north and prevented the Crab from seeing the nare.
As the watchtower guardians prepared for what seemed 10 be a final
assaull, a hunting horn sounded across the bay, and a group of
Daidoji guardsmen rode 10 Ihe Crab's defense. TIleir leader, Daidoji
Masashigi. loaned the mda his strength and drew the Oni to the
south, into the waves of the tidal landbridge. There, Masashigi and
his Daidoji men fought Oni no Kinjiro until lhe tide rose and swepl
them all away.

The Fall of t-liruma Ca&t1e
Less than a year after the atlack at the land bridge and the death

of Oni no Kenjiro, a ma~sive invasion of the Crab l,mds began. II
appeared Ihat the original assaults by Oni no Kcnjiro had been no
more than a tesl and now the true strength of the Shadowlands was
released against the Crab lands.

Amassive wave of ani. undead and other creatures flooded from
the deep south. led by an oni known only as the Maw. Although lhe
Maw has no name known to history, it is suspected that he had
stolen a name from beyond the Empire - perhaps from the Ivory
Kingdoms. The forces of the Maw overran the Kuni and Hiruma
lands ea~i1y. In the assaull they burned and destroyed the library
and ancestral homelands of the Kuni and seized Kyuden Hiruma for
Iheir own uses. 'nlC destruction wrought on thc Hirumil keep
remains to lhis day, and its ruined walls are almost impossible to
defend.
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The Battle of the Cresting
Wave

The Battle of the Blood
Retl'eat

Retul'n of the Ki-Rin
For eight hundred years. the Ki·Rin dan was gone from Rokugan.

their descendants in the Fox dan speaking for them in all mailers.
It was the Crab who first detected a large group of unknown
warriors heading into thc Empire - amazingly. traveling at
incredible speeds through the Shadowlands.

'Ole Crab prepared for the worSL convinced that these horse·
warriors were nothing more than another trick of the Dark One.
However. the Crab were not prepared to face Ihe blinding speed of
Unicorn cavalry. and the Shinjo troops raced through the Twilight
Mountains and past the Kaiu wall.

I

Seven Day Battle Plain
After their forces entered the hean of the Empire. the Unicorn

camped on the fields to the north of the Shinomen Forest. However,
thc dans of the Empire were not eager to make peace with these
barbarians, and the Unicorn met the combined forces of Ihe Lion
and Scorpion. Using lhe terrain and the speed of their steeds to their
ad\'antagc. the Shinjo escaped through Bciden Pass. and met with a
Phoenix delegation that had been sent by Ihe Elemental Masters to
discover the truth about these foreign invaders. After only a shon
negotiation. a messenger was sent to the Emperor's court. requesting
that Ihe Ilantei turn his personal attention to these matters.

When Ihe Emperor sent a Miya messenger to Ihe Slrange
samurai, the response was swift: they were Ihe Unicorn clan.
descendants of Shinjo and formerly the Ki-Hin Clan. and they had
come horne. Like the Crab. the Lion and Scorpion clans did not
believe the claim. and continued to attack the interlopers. Eventually.
wilh the help of the Crane. the Emperor was convinced of the
heritage of the strange horsemen. and welcomed them into the
Empire.

During a fairly peaceful time in the Empire. the Shadowlands
struck again. sending a large force of undead through the nonhern
passes of the Twilight Mountains. The army was concealed by the
thick winter snows - weather that did not hamper thc undead. When
they realized that the Shadowlands had invaded. the Scorpion
evacuated Ryoko Owari and moved their forces to stand within
Beiden Pass. to defend the Emperor's lands. Aftcr five days of battle
against lhe hordc. the rest of the Empire joined the Scorpion in
bailIe. and defeated the undead legions.

Two hundred years after the imprisonment of the sorcerer
luc:hiban, his spirit escaped once more. Again, he drew forth a horde
of undead. but this lime. he also created a widespread cult known as
the Bloodspeakers to carryon if his auempt to destroy the Hantei
line failed.

During his imprisonmenl luchiban hud learned how to shift his
intelligence from body to body. He used this power to try to take
()\·er an ise zumi. who successfully resisted luchiban's power. The
tallooed man returned to the home of the Dragon. and with the
knowledge he had gained in fighting ofT the sorcerer's spiriL an
army was mised 10 destroy luchiban once more.

But luchiban had grown stronger since he was first defeated. and
II took the combined might of all six clans to defeat his legions of
8100dspeakers. Unprepared to face the massive force of Ihe undead
and lhe dark maho of the Bloodspeakers. the Rukugani forces nearly
failed to prated the Empire. At the end, the Crane rallied. fighting
alongside the powerful soldiers of the Lion. and the Empire gained
the upper hand. The Empire was saved. luchiban was trapped again.
and three massive tombs were created to hold the sorcerer's spiril
Since !.hat day, he has not returned.

The Battle of Sleeping
RiveI'

After the forces of the Maw began 10 roll across the Kuni and
Hiruma lands. the Crab started 10 fight wilh desperation. The body
oflheir armies gathered at the edge of thf Hida lands, but no respite
from the unrelenting horde could be found.

The Kaiu Wall. at !hal point no more than plans upon an
architect's drawing table. was the Crab's only hope. In order to give
her clan time to raise the wall. a shugenja named Kuni Osaku
createu an enormous tidal wave Ihat kept the enemy at bay fUf 73
days. Once the other dans realized what was happening, they
gathered to assist the Crab in their defense. Supplies of jade and
food came from the Crane and Phoenix lands, and military
reinforcements from the Lion and Dragon brought Ions of rock and
metal with them. to assist in me building and fight against the
minions of the Maw. The battle was successful: the Cmb sua:cssfully
held the newly·built wall against the Shadowlands. and the Maw
was defeated.

Osaku collapsed and died from her immense magic, but her
sacrifice will never be forgotten by lhe Crab.
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The Crane-Lion War
The Lion and Ihc Crane have fought each other since the early

days of the Empire. The confliel between the Kakila and the Matsu
is legendary within the Empire. and flared into numerous battles
during the historr of Rokugan.

It never wa~ worse, however, than when the Lion began <l full·
spread war against the Crane only a few years pa.~l The centuries of
rivalry, arguments over land and border skirmishes flared up into a
full-scale war. The battles at Kenson Gakka, Tashi Hanbo and along
the Matsu border with the Kakita have ctlused many deaths, and
evcnlually seem to have dragged the entire Empire into war. Modern
historians suggest thai an outside force precipitated this escalation
into war; the Scorpion may have worsened tllC conflict in order 10
hide preparations for their recent coup attempL

The Battle Ott the Plaitts of
C\aiju Shindai

TIlis batlle, a massive conflict between the Lion and the Crane,
saw the loss of nearly five hundred men on either sides. It is
recorded as one of the bloodiest battles in recent history, and
strongly suggests that the Lion and the Crane will be unable to solve
iheir differences through diplomacy alone.

The baltIc rapidly escalated from minor border disputes, turning
into a fuJI war on the fields of Gaiju Shilldai. Several events which
occurred between ihe Lion and thc Crane nearly resulted in both
clans losing their invitations to that year's Winter CourL and cast a
pall over thc Emperor's winter visit to Kyuden Seppun.

The Battle of the Forgotten
Tide

The second major battle between the Lion and the Crane, this
event fueled the fires of the Matsu and Doji forces, resulting in the
severing of negotiations between the two clans.

On the neld of battle, Matsu Agare's seppuku was disrupted by
an archer's arrow from the direction of the Crane lines. Taking the
offending arrow as a deliberate insult. the Lion attacked the Crane,
proclaiming that no mcrlY would be shown. The two armies clashed
on the fields oUl~ide Toshi Ranbo. Peace talks, arranged for the first
days of the siege, were quickly abolished, and the two armies
descended rapidly into full·scale warfare. However, Crane magic
seems 10 have affecled the Matsu, and the Lion retreated from the
battle entirely after only a short period of conflict. Many of the

samurai involved are reported to have awakened from the batUe
with little memory of these events.

The Scorpion Coup
Seeking to take the Emperor's throne for his own, Scorpion Clan

Champion Bayushi Shoju and his clan assaulted Otosan Uchi under
the cover of night., murdering the Emperor, threatening his son, and
seizing the holy eity of the Sun.

History writes that Shoju did not expect the other clans to be able
to respond to his assaults in time to SlOp him completely, but the
Unicorn arrived days before tile Scorpion had expected. Because of
the swiftness of the Shinjo. Shoju was unable to properly prepare
Otosan Uchi for a siege, and the city suffered under skirmishes and
isolated battles.

Shoju's last hope was the Crab. Hida Kisada. an outspoken crilic
of the Hantei line, marched toward Otosan Vchi with unknown
allegianccs. However. when he arrived, the Great Bear refused
Shoju's offer of alliance and stood on the battlefield beside the other
five dans. Shoju was slain in a duel wilh the Uon Champion. Akodo
Toturi, in the throne room. While the city was besieged, the young
Hantei princc was smuggled out of the city by the Phoenix. He was
given his gempukku, and proclaimed Emperor.

The city was retaken by a force of all six clans, and in the absence
of the Shining Prince (whom the Scorpion claimed to have kjJJeil~

Toturi claimed the throne. The Emperor returned. and seeing Toturi's
treachery, cast him out of the court with all his familr and reduced
the Akodo line to ronin. The Scorpion were destroyed by imperial
decree, and only Shoju's wife Kachiko and her personal attendants
were allowed 10 live - so that they could serve lhe Emperor. Kachiko
was made the new Hantei's wife. and Ihe rest of the Scorpion hal'c
been hunted to this day.

Random Encounter Charts
The charts in the Geography section caJ] for die rolls so that

you can determine on-the-fiy encounters as your PCs travel
through these areas. None of these die rolls use open-ended tens.

When a chart calls for a 1-10 resulL simply roll one die.
When a chart calls for a 1-100 result, roll two dice of different

colors; designate one as the "tens~ die and one as the ;'ones~ die.
For instance, say that your red die is your tens die, and your blue
die is your ones die; a red 5 and a blue 3 would be a ~53."

Some charts ask you to "Add two dice." In these cases, simply
roll and add together two dice.
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Cities and
Villages

The Lands of the Crab
CBI Shiro Kaotsuki no Higashi
(Face 01 the East Caslle)
All diplomatic relations with the Crab are conducted here. The

Crab na\igalc through Shinomen from here wilh the assistance of
the RaIlings of !.he foresl With the recent awakening of the Naga the
Nezumi tribes ha\"c been reluctanl 10 enter the dread forest, but the
Crab need me foresrs lumber production and lrade roules 10 keep
their armies supplied. Many Railing tribes here live in near-sla\'cry
10 the Crab. forced 10 enler the Shinomcn without Naga permission.

CB2 Watchtower of the East
This watchtower. built years before the Carpenter Wall was

erected, once served as the northern guard. When torches were lit at
[he southern castles of the Crab, the guards at the watchtower would
send messengers to all parts of northern Crab llinds, carrying thc
message of an imminent Shadowlands 'Ittack. The tower still serves
that purpose, guarding from attacks and invasions across lhe high
T\\ilight Mountains. but its effectiveness has been reduced since the
building of the Wall. Since the wall. this tower has been largely
abandoned. its purpose fulfilled by the much larger structure. Those
guards who serve here are largely criminals. dishonored samurai and
those who have fallen into Hida Kisadas disfavor. An assignment
here is a greal dishonor, as the samurai are stationed in lhe
..ilderness of Crab lands rather than where the true battles occur.

CB3 Kamiso,; sano Yoake Shiro
(Razor o/Ihe DaWIl Cast/e)
The northwestern edge of the Kaiu wall is anchored here., a stout

rock of a fortress squeezed between two steep hills. Shadowlands

attacks are rarer at the Razor of the Dawn than elsewhere, and
troops quartered here serve mainly as reservists. Samurai from other
Clans looking to make a name for themselves are often stationed at
Razor of the Dawn: the Crab is loath 10 permit outsiders deeper into
irs defenses.

The rocky terrain and hidden vales surrounding the castle make
it an ideal location for infiltrating lhe Shadowlands. Spies and scouts
arc often quartered here. and meetings with tribes of Railings take
place just outside its walls.

CB4 Kaiu Shiro
(Carpenter Castle)
Kaiu Shiro houses the Raiu family and is home !O lhe largest

smithy in Rokugan. 111e Kaiu engineers maintain the great wall
from here, upgrading their defenses and building new and
wondrous siege machines. Plans and schematics adorn the walls of
the palaces, and a huge forge dominates the main courtyard. The
plains around Kaiu Shiro are covered with ballista and catapults.
waiting to be moved to their positions on the wall.

Beneath the castle lies a complex series of passages and
catacombs; they run throughout the Kaiu walls. opening in several
concealed locations in the Shadowlands. Crab scouts use the
passages to enter the corrupted realm. reporting any significant
developments to the daimyo on ~e other side of the wall. The
entrances also serve as boltholes for spies trying to gel back to the
lands of the sun.

CB5 Kuda Mura
Kuda Mura is a quiet village. one of the few in Crab lands Ihal

maintllins good production of arable land. This village is highly
prized by the Hida, who often keep their magistrates nearby in the
event of a northern ,Hinck. If the village of Kuda Mura is ever
destroyed, Crab food produdion will be halved - and hends will roll.

CB6 Maemikake
This lown is nearly a cily, and much larger than any other Crab

village in this area of the Crab lands. Ruled by the Hiruma, it has
become a center for lhal lost family, and is the location where many
of lhe Hiruma began their lives anew after Iheir lands were deslroyed
by the Shadowlands. The Hiruma governor resists all talk of
Maemikake as the 'New Hiruma lands: stating flatly thai the Hiruma
have no lands. and no mon. until their true homelands are returned.

CB7 Midaki sano Mura
(High Tree Village)
High Tree Village is primarily a mining lown. Few women or

families live here: it is mostly populaled by samurai and heimin
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who work the nearby mines. Some say 1hal Ihe spirit of
the 1\villghl Mountains, the Shagoki Dogu, haunts this
village by night inhabiting noating lights that flash
throughout the mountains. Few villagers arc willing to
travel deeper into the mountains, and nonc walk alone by
night - c\'cn in the streets of the \'iJiage. and certainly not
in the mines.

CB9 Nagai Aruki
(Long Walk)
This large village is a popular trade center for miners

and other craftsmen of the Twilight Mountains and the
eastern Crab lands. The majority of the village is made up
of worker's quarters <tid shops, and the rest is settled
among the arable farmland, in small pockets of
civilization surrounded by bridges over thickly watered
rice paddies. TIle village's name 'Long Walk' comes from
the need to walk many miles over these arched bridges,
just to find the particular shop or person you were looking
for, The town is scattered widely over three square miles.

CBll Shiro Kuni
(Castle 0/ fhe No/ion)
This fortress lies at the heart of the Crab defenses

against the Shadowlands. While not physically imposing,

CBIO Nishiyama Mura
(West MOl/lltain Village)
Nishiyama is the second of two small towns located on

the Wall above the Ocean Mountains. Nishiyama rests on
the western side of a series of natural caverns and
twisting underground paths thm lead to Higashiyama. to
the east Although there is a road between the two
villages, travel through the passages takes only half the
time of traveling on the twisting mountain roads. and is
never blocked by the snow that closes down the
aboveground road for nearly one·half the year.

CBS Kakita Bogu
(Breat" 0/ Kakita)
This rather insultingly named village is placed on the

edge of a salt marsh, and the reck of its terrain keeps
most samurai far from the village's humble huts. Those
peasants who live within the village make their Jiving
working the metals and stone brought north From Midaki
sano Mura, and arc astute stonccarvers and metalworkers.
They have few visitors.

CB16

Lands of the Crab
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il is vcry large - able to accommodate an entire army of troops ­
and commands an imposing view of the surrounding countryside.
The Crab generals plOi their strategies here. while messengers stand
ready to relay their orders down !.he road which spans !.he length of
the Carpenter wall. Asmall army of bushi is always stationed here.
sening as an anchor for the great wall and a deferrent 10 any
Shadowlands creature who pcrcci\'es the castle as a weak link in the
Crab defense.

CBI2 HigasWyama Mura
(East Moul/tain Village)
Hjga~hiYJllTla is a small lown, located on the eastern side of a

series of llillural caverns and twisting underground paths thai lead
to the other side of the Wall above the Ocean Mountains. These
passages arc dangerous. and caravans cannot travel them (though
some horses can), but are often used by lraveling samurai who wish
\0 make haste over the mountains to the east or the west Every
~illager knows that the passages are haunled. and worse. inhabited
by all manner of beasts and Shadowlands creatures. but thal doesn't
stop adventuring samurai from using the passagcs as a short-eul
The Hida comc to I1igashiyama once a year, to 'orficially destroy the
Shadowlands infestation in the mountains: Sometimes, the Hida
assault cleans out the passages for as much as three weeks. but the
passages always repopulale... somehow.

CBJ3 Haikyo no Hirama
(Ruins of Daylight)
The ruins of the ancestral Hiruma homeland lie here. swallowed

up by the evil of the Shadowlands. Three hundred years ago, a
marauding army of Oni laid the castle waste, destroying its defenses
and scaltering the Hiruma 10 the winds. Although the army was
evenlually slopped al the Battle or the Cresting Wave, the Hiruma
lands have never been reclaimed. 111e shame of that loss haunts Ihe
HiTUllla to Ihis day, and their samurai are known to entcr battle with
headlong abandon, hoping that death will remove their dishonor.

The castle now serves as a rough marshaling ground for oni and
goblins wishing 10 attack the Crab I.mds to the north. It has no
permanenl inhabitants, and a squatter's rights rule permeates those
who spend any time here. Small groups of Crab samurai often come
to the castle to Mclean houseM and young bushi going through their
rite of passage will oftcn come here for a quick kill but no force has
been able to hold it for any length of time. The denizens of the
Shadowlands seem to consider ilS possession a point of pride. lIS
\\""3115 hare betn broken in dozens of places. and lillie of value is left
after three centuries.

Crab Lands Random Encounter Table

RoU two dice.
01-10 Banwts (2-20)
J1-24 Shadowlands Creature (Roll olle die)

1-4 Goblins (1-10)
5 Ogrc
6 Lesser Oni
7 Mujina (1-5)
8-10 Undead (Skeletons or Zombies)

25-50 Crob Samurai on officiul mission (Add two dice)
2 Runi Witch Hunter
3-6 Hiruma
7-tO Kuni
11-15 Hida
16 Kaiu
17-18 Scouting Party
19 Urge troop mo\'cmenl (20--50 men)
20 Roll twice, discounting this roll.

51-60 Ronin
61-63 Crane scouting party
64-70 Unicom or Crane Messenger
71-80 Tra\:eling Merchant Caravan
81-95 Common Animal (Roll olle die)

I Bear
2 Badger (1-2)
3 Fox (1-2)
4 Falcon
5--6 Insect Swarm
7-8 Wild Ox Herd (t-lO)
9-10 Stag

96-98 Hcimin tr,wcJers
99 [mperial Messenger or Caravan
00 Rerall, discounting this number, and double

the amount or creatures found.

CBI4 Koten
Some years ago an induslrious daimyo dedded that the Crab

should ha~'e an anceslral hall similar to thai of the liolt The village of
Koten was his chosen location - but the experiment has not gone well
Unlike other clans. the Crab rarely have any remains of their 'heroes'
in order to inlcr. and often there are no sunivors to tell the tales of
those bra\'C souls who ha\'e died in the Shadowlands against some
great an insurmountable threat '~lth few stories and fewer items [0
display, the large hall of Koten remains somewhat bare, containing
only the tales of the ancient Cmb heroes of legend and myth.
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CB15 Sunda Mizu Mura
(Clear n~ter Village)

This is the most significant port in the south. It is one of lhe
oldest settlements in Rokugan. and has kepI its old village name
even though it has become one of me largest lrarling centers in the
Empire.

CB16 Yasuki Hanko
(Yasuki Defitmce)
The village of Yasuki Ilanko was liberated some years after the

great Crab-Crane war. and was originally held by the Crane. Its
heimin simply stopped working. agreeing to Crane demands but not
performing any tasks until a Yasuki samurai gave Ihem the order.
Fruslrated by this peaceful rebellion. lhe Daidoji warriors killed
many of the peasants berore the Yasuki trade agreements made
arrangements for the village of Hanko to be given (0 the Yasuki by
the Crane. Mterwards. it has beoome quite prosperous, and is
oonsirlercd one of the finest villages in Yasuki lands.

CB17 Kyuden Hida
(Crab CIa" Palace)
Al the mouth or the Last Stand rivcr lics Kyuden Hida the

ancestral home of the Hida family and the mightiest fortress in
Rokugan. The Crab Clan palace has the largest standing army in
Rokugan. The walls arc hewn from pure granite and driven into the
rock of the land beneath them. Thc gates arc constructed of thick
steel, requiring ten men to opcn. Thc skull of a huge Oni lord hangs
above the ramparts as a warning to any who would challenge the
castle's might. A standing army of almost a thousand men is
quartered here. ready to defend the Crab from any attack.

The cllslle is also the home of the Hida Bushi School. where
samurai arc Imined in lhe harshest techniques. Students trilin in full
armor. and graduates musl venture into the Shadowlands and slay
one of its denizens before they arc given their wakizashi. The
Daimyo of the Crab. the Great Bear lIida Kisada. and his children
live here, coordinating the defense of the Empire with ruthless
precision.

CB18 Yasuki Yashiki
(Black Cralle Estates)
The Yasuki Palace was once owned by the Crane Clan, but no

longer. The Yasuki family turned on the Crane many hundreds of
years ago 10 serve the Crab Clan.

The palace is quite modesl (they don't want 10 look like they are
competing with the MdecadenC Crane). and al the same lime, is
riddled with secret hallways and rooms that visitors are not allowed

10 enter. This Crab stronghold is the closesl 10 civilization. and for
many samurai and shugenja, it is the closest they wish to get to the
ShadOwlands.

CB19 Watchtower 01 the West
Created to guard against the Crane. this watchtower is considered

a post of honor for Crab samurai. Those who are given this job art

completely trusted by the Hida. and considered able to resist any
and all Crane bribes.

The Lands of the Crane
CN1 Toshi Raubo wo Slllen Shite Reigisaho
(Violence Behind UJurl/i,tess City)
This castle. and the land surrounding it once belonged 10 the

Uon Oan. but recenl events ha\'C broughl it under the Crane's
control.

Two years ago. the caltle's lord and master was dislodged by an
ambitious and skilled Crane general While many in the Crane Clan
thought the action was reprehensible, the daimyo had no moice but
to reward the general. The daimyo's acknowledgment of the dee1l
heightened tensions between the Crane and the Lion and was a key
mileslone along the road to the present Crane·Lion war.

CN2 Shiro sano Kakita
(T7/e Due/ing School of the Cralle Clall)
TIle Kakita family arc noteworthy both for their fencing school

and rOT their unparalleled diplomatic skills. l11eir palace is vcry
close 10 OtoS<tn Uchi and about two miles from Shiro no Yojin. held
by the Matsu (LIS).

CN3 Kosaten Shiro
(Crossroads Costle)
TIle Daidoji's first line of defense against the atlilcking Lion

armies is Kosaten Shiro. II is strongly fortified. but not as nearly as
strong as they would like. Daidoji trickery and unorthodox tactics
have so far been enuugh to hold off the superior numbers of the
Lion armies. but should Kosaten Shiro fall. all of the northern Crane
provinces would be threatened.

CN4 Shiro Daidoji
(So" o/lhe Crollc Cas/Ie)
While they arc not as cultured as the [)oji or Kakita. Ihe Daidoji

are the rank and file soldiers - the "strong arm~ - of the Crane Clan.
The Crane put little emphasis on military might, relying on Ihe
strength of their ambassadors and diplomats, making the smaller
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CN12 Ookarni Toshi

CNll Urnoeru Mura
The village of Umoeru Murd was once

a great city, but a Crab invasion only a
generation ago reduced the prosperous
city 10 a mass of ruins and rubble.
Citizens are trying to rebuild their city
back to its former state. but work is slow,
and funds are diffitlllt to come by.

blessed by Benten) that the maiden was
lifted from her fall and carried back up 10

the cliffs edge, where her belo\ed caught
her. In Lhe face of the Fortune's ",isdom.
the father relented, and the two wCrt
married.

CN9 Sarnui Kaze Toshi
(Cold Wind CitiJ
Named for the oold winds that blow in

from the mountains. Samui Kaze is one
of the main trading ports of the Crane.
Most of the trading is done with Mura
Sabishii (see CN!3). The Spine of the
World Mountains make overland travel to
the the village punishingly difficult, so
most trading must be done over the
waves.

CNID Aketsu
An important trading post. Aketsu

ortcn oontains unusual items traded
inland by the Mantis. Certain silks,
fabriCS and sloncs unlike any in the
Empire can be found here - and some
whisper lhat the mysterious Kalal hold a
secrel haven within this small city.

j

rVol1 CUy)
TIlis city rests on the edge of a sharp cliff al the edge of the Cranc

mountains. Ookami Toshi is well·guarded, and contains an
extraordinary messenger system. If this area had ever oome under
atlack.the Daidoji runners would have been able to spread Lhe word
within days - or sooner. Some say Lhal the heart of Ookami Toshi
holds a great mirror. capable of passing messages back and forth to
one olher mirror hidden somewhcre in thc Empire, and that its
partncr may rest in thc bowels of Kyuden Dojl's halls.

Lands 01 the Crane ­
North

CN2

C 1

CN3

CN6 Kyuden Ooji
(Crane Clalt Palace)
Only Olosan Uchi ilSelf is more

luxurious than the home of Ihe Doji
family. Built on the gentle shore of
the Sea of the Sun Goddess, the
grounds abound with rock gardens.
dozens of shrines and vast flocks of
cranes. Diplomats and nobility from
aU across Rokugan come to politick
but also to experience Ihe splendor
of the magnificent surroundings.

eN7 Musume Mura
(Daughter Village)
This village loolts out over the

ocean bay toward the island where
Ihe first Hantei found his bride. The
\'illage is large. and contains a
~hrinc to both lhe first Hantei and
his brid£', as well as a single jade lear - one of those shed by the
First Emperor when he asked the young Doji maiden to marry him.

Oaidoji family less influential than
their cousins.

CNS Vuluku and Heigen
Toshi

(ProSperollS Plaills City)
The greatest nlilrkctplacc in

Rokugan. Yufuku and Beigen teem
with merchants from all the Clans.
This is the site of the only open air
market in the Empire. prOlected by
the Daidoji from the west and the
Doji [rom the south. Even Ihe Yasuki
- haled enemies of the Crane ­
rome here 10 bargain and haggle
with the merchants of Ihc Crane.

CNS Benten Seido
This shrine to Benten. the Fortune of Romantic Love, is very

difficuh to reach. bUI offers a spectacular view of Ihe vallc)'S and
mountains of the Crane. Legends tell that once an ancient Doji
Champion forced his daughlcr to choose between leaving hcr lover
and losing her lire. He brought her here 10 decide. and she threw
hcrseJr from Ihc cMfs. The wind was so strong (and. heimin say.

I
\
I
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CN16 Yama ue no ho oj Villi
Mura

(Wall Above the Ocetln Village)

CN13 Mura Sabishii Toshi
(Lonely Shore City)
A key city in Ihe Crane's trade and

supply lines, Mura Sabishii sits on the
south side of the Spine of the World
mountains. with roads leading to Wall
Above Ine Ocean Village (eN16) and
toward Kyudcn Kitsune (A23). Most trade
comes from Samui Kaze (eNg), but that is
strictly nautical trade. Mura Sabishii is a
nourishing port lawn, mainly because of
its proximity to Sumai Kaze. [f travelers
wish to go from south of the Spine of Ihe
World mountains to the north. they must
travel many hundreds of miles un fuo~ or
they can commission a ship and arrive in
Sumai Kaze in less than a week.

CN14 Oaidoji Training
Grounds

These aTC some of the mosl civilized
and well-tended training grounds in the
Empire, and arc the personal estate of
Daidoji Uji, daimyo of the Daidoji. The
Daidoji guardsmen so noted for their
exceptional understanding of the land are
trained here. and massive maps cover the
lower floors of the watchtower lhat
slands guard over their labors.

CN15 Oni Mura
(Demon Village)
'Demon Village: as it is called by the

natives, is completely deserted. Although
the fields around the village are tended.
the heimin refuse to Jive within the
rotting huts of the village grounds. for
fear that an ani which ravaged the village
some ten years ago might slill be living
within the small town's stone enclosure.
Many ramshackle huts have been built in
the surrounding forest. and the heirnin
live there.

4

Lands of lhe Crane ­
South
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Located just west of the foothills of Rokugans southernmost
mountain range. litis small village is noted for ilS friendly inns and
taverns. It is an ideal travel SlOP between the central and southern
Crane estates.

CNI7 Jukami Murd
One of the southernmost Crane villages and an important

cornerstone in the Crane's trade with the Mantis and the distant
Crab. Many mercenaries can be found here - from ronin to Mantis
and other minor clans - and those who wish to hire wave-men for
some errand can certainly find them in Jukarni Mum

CNI8 Shinden Asahina
(Temple of the Moming Sun)
Shindcn Asahina is a small cluster of temples located just south

of the Yasuki estates. The Asahina shugenja are completely devoted
to a peaceful existence. There are no samurai assigned 10 protect the
temples. and no army would dare draw the wrath of the Emperor
by allacking these pacifistic shugenja

CN 19 Aiso ni Ryokosha Mura
(Friendly Traveler Village)
Friendly Traveler is a small wealthy \'iIIage on the outskirts of

Yasuki territory. Ii is here that the current daimyo of the Yasuki.
Yasuki Taka. first made his fortune by distributing superior sake
throughout Rokugan. Friendly Traveler offers a variety of types of
sake. and will readily back its claim that its brew is the best in the
Empire. The village is quite friendly to tourists. and has become a
my a popular stop on the road, even when ii's a bit out of !.he way.

The Lands of the Dragon

DI Takaikabe Mura
(High Wall Village)
This village overlooks !.he rough terrain of Exile's Road, the

Unicorn passage beyond me Badger lands and into the Northern
Wastes. Legends say that Exile's Road ends in the distant Burning
Sanrls. but no lra\'eler in recent memory has e\'er returned from
banishment beyond the rood to tell the tale. Those who are banished
often have a kinsman move permanently to this village. always
'tatching the pass in order to defend the clan's banishment Such a
sentinel is considered an honored guesl (although a permanent one~
and is always treated with the utmost respect by the Dragon heimin,
Mer fifteen years of such service. such samurai are invited to join
the nearby monastery and spend the test of their lives in prayer for
their dishonored relatives.

8

Crane Lands Random Encounler Tahle

Roll two dice.
01-10 Bandits (1-10)
11-15 Shadowlands Creature (Roll one die)

1-4 Goblins (1-10)
5 Ogre
6 Troll
7 Mujina
8-10 Undead (Skeletons or Zombies) (2-20)

16-24 Emerald MagistrJlc on official business
25-40 Crane Samurai on officiallllission (Adtllwo dice)

1-2 Kakita Artisan
1-2 Dancer
3-4 Singer
4-5 Origami
6-7 Ador
8-9 Poet
10 Scorpion Spy. faking an

identity as a Kakila Actor
3-6 Kakila
7-10 Daidoji
11-15 Doji
16 Asahina
11-18 S"'"ting Pany (1-5)
19 Large troop mo\ement (20-50 men)
20 Roll twice. discounting Ihis roll.

41-50 Ronin/Mantis (50011 chance of either)
51-55 Lion assault group (10-20 samurai)
56-60 Crab scouting pur1y (1-5)
61-65 Crab, Phoenix or Uniconl Messenger
66-80 Traveling Merchant Caravan
81 -85 Conunon Animal (Roll Olle die)

1 Bear
2 Fox (1-2)
3 Falcon
4-5 Ape
6-7 Wild Ox flerd (1-10)
8-9 Stag
10 TIger

86-95 Heimin travelers
96-99 Imperial Messenger or Caravan
00 RerolJ. discounting this number, and double

the Dumber or people or creatures In\,oh'ed
in the encounter,
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Lands of the Dragon

D8

D12
D13

D4 Kyuden Togashi
(High House of Light)
The final fortress along the

Dragon Way is the fortress of
the Togashi. The Togashi arc nOi
so much a family as an order of
samurai who have devoted
themselves 10 a strange
religion/philosophy. The
Mtattooed men" of the Togashi
sect are popular figures in
Rokugan's literature. 111ese ise
zumi rarely venture outside
their monastic eastlcs. but when
they do, their bizarre aClions
reOect their unexplainable
attunement to the Five
Elements. 11lis castle is also the
home of Togashi Yokuni, head
of the ise zumi order and the
daimyo of the Dragon Clan. The
road that leads 10 this castle is a
sharp-angled steep climb. An
armored man trying to make
the climb would certainly fall.

D2 Fukurokujin Beido
The shrine to Fukurokujin, Fortune of Hard Work and Integrity,

is not as resplendent as other shrines throughout the Empire. It is,
however, the best made and sturdiest of such shrines, and every
visitor is asked 10 give something of himself for the bcilerment of
the temple - a painting, assistance in constructing a ncw room for
the monks who watch the shrine. or some other boon.

D3 Yushosha Beido Mura
(Champion Shrine Village)
This small village near the Phoenix lands is said to be the

homeplace of Togashi Yokuni, Champion of the Dragon Clan. The
mysterious leader of the ise zumi often visits the town and prays at
a small shrine outside the city's gates. The shrine, also hallowed by
other Dragon Champions in the past, is said 10 have thc power to
bring visions.

05 Maigo no Samurai
Mura

(Lost Samurai Village)
11lis small village deep within the Dragon Mountains is sparsely

Inhabited, as it was dedmated by ogre and bandit attack onlr a few
rears ago. Although the Mirumoto samurai came to the rescue, they
were delayed by the treacherous mountain passes, and many of the
samurai and heimin of the village died.

06 Yamasura
This city performs the majority of Dragon trade with the western

Empire, making frequent arrangements wilh the Unicorn and Lion
Clans for trade and commerce. It is a widely spaced city, on a tall nat
plain among the high mountains of the Dragon. Many Emerald
Magistrates, unsure what to do after the Emerald Champion had
died in the Scorpion Clan Coup, gathered here. Because of this, the
city is relatively free of bandits - though ihe Emerald Magistralcs.
uncontrolled by a higher authority, arc seen by many of the Lily
authorities as ncar-ronin.
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07 Shiro Agasha
(Agasha Castle)
The Agasha are the keepers of the Dragon Clan library and their

casllc is the home of the Dragon Shugenja School. Fortified deep in
the mountains, Agasha castle is one of the deepest mysteries in
Rokugan. Shugenja from other clans have spent months in the castle.
but when they leave. they find they can recall nothing of their Slay.

08 Heibeisu
This prosperous city on the edge of Phoenix lands constitutes a

large amount of lhe Dragon uade with the rest of Lhe Empire.
Visitors are welcome in the city of Heibcisu. and Phoenix. in
particular. often make the city a frequent site for their travels. II is a
lush diy, surrounded by water and rolling hills, crested by
mounlains to the north and east

09 Shiro Kitsuki
(lAsl Step Cas/Ie)
Called "Last Step" because of the steep climb that leads away

from this castle to Kyuden Togashi (04), Kitsuki Castle is the home
of the most "orthodox~ of Dragon Clan families (almost all
diplomats of the Dragon Clan are from the Kitsuki family). Some say
there is a secret path from Ihe flatlands 10 Kitsuki caslle, but if lhere
is, it is hidden well

010 Shiro Mirumoto
(Last Glance Castle)
The home of the Mjrumoto family stands high at the entrance of

the Great Wall of the North. The road spirals upward into a wide ravine
and the castle looks down into the ravine. Those who wish to visit the
castle must climb the steep path. Invaders must avoid arrows, pitch and
fire from above with no way to retaliate. The lord of the castle died
shortly after his first-born son was killed in a duel by the Crab samurai
llida Yakamo. The lord's only remaining child - Mirumoto Hitomi ­
inherited the Dragon Clan's ancestral sword and the castle, but she has
left it behind to seek revenge for her brolher's death.

Oil Kyuden Tonbo
(Dragonfly Clan Palace)
The Dragonfly Clan was born from a marriage contract between

asamurai from !.he Phoenix Clan and a shugenja from the Dragon
Can. The Dragonfly Clan's castle is not formidable, but is protetted
by enchanted walls and the cousins of the Dragonfly: the Dragon
and the Phoenix.

The Dragonfly Clan serves as emissaries lind go·betweens for the
Dragon and the rest of the Empire. Ir you wish audience with the
Dragon, you must first seek audience with the Dragonfly.

D12 Toi Koku
(Distant Paddy Village)
Although the Dragon remain mostly aloof from the remainder of

Rokugan, they still must cat, and their mountainous lands do nol
grow crops well. When merchants come to deliver rke to the
Dragon, this is the village where they transacltheir business.

Dragon Lands Random Encounter Table

RoU two dice.
01-10 Bandits (1-5)
11-13 Shadowlands Creature (RoU one die)

1-5 Ogre
6 Troll
7 Mujina
8-10 Undead (Skeletons or Zombies) (2-20)

14-25 Wandering Emerald Magistrate
26-40 Dr<l.gon Samurai on offiCial mission (Add LIlJa dice)

2 Togashi ise zumi
3-6 Agasha
7-10 Kitsuki
11-16 Mirumoto
17-19 Scouting Party (1-5)
20 Roll iwice. disCOunting this roll

41-55 Ronin (RoU one die)
1-9 Typical Ronin
10 Ronin claiming allegiance with the

Ronin General, Toluri
56-57 Pilgrim looking for Togashi Mountain
58-65 Crane, Lion, Phoenix or Unicorn Messenger
66-75 Traveling Merchant Caravan
76-85 Common Animal (Roll Olle die)

I Bear
2 Snake (1-2)
3 Eagle
4-5 Ape
6-7 Wild Ox Herd (1-10)
8-9 Small Game
10 Tiger

86-98 Heimin travelers
99 imperial Messenger or Caravan
00 Reroll, discounting this number, and double

the amount of crcatures found.
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Lion Lands Random Encounter Table

L3 Shiro sano Ken Haya;
(Caslle of Ihe Swifl Sword)
This is the school of lhe Akodo ramily, teaching its samurai both

the pen and sword aspects of bushido. TIlis is where the great and
noble history of tile Lion Clan is kepl This is also the ancestral
home or the KilSu ramily. Normally. the KilSu serve as the
historians of the Lion Clan, but [koma Kaoku currently serves as
the Clan's historian.

L2 Mura saoo Eiyu oi Sum
(Village of Ihe Reinstated Hero)
Ikoma Teidei was a young. handsome and promising samurai...

before his daimyo was killed by an assassin. Teidei became a ronin
and spent seven years seeking out his daimyo's killer. He finally
cornered the assassin in this village. A shrine stands today where
the ronin killed the assassin and then committed seppuku to join
his master.

limit the size or their city guard. and watch the village with a
carerul eye. Thus rar there have been no major disorderly incidenlS.
A ronin who comes to Nanashi will be asked no questions aboul
his pasl :so long as he causes no trouble.

The Lands of the Lion

Ll Toshi no Meiyo Gisei
(City 01 HOllor's Sacrifice)
A young samurai maiden - whose name has been erased from

the Lion histories - made the ultimate sacrifice in the home of tht
headman of this village. She kept a :secret 10\'er here, and when her
daimyo discovered her SCQ'C1, she vowed (0 oommil seppuku to
show her loyalty 10 her lord. The daimyo agreed. bUI at the
ceremony, he gave her a wooden sword to perform the act. The
.samurai-ko took the wooden sword and performed the ceremony.
despite the insull Ashrine dedicated 10 her memory still stands in
this village.

Roll two dice.
01-20 Bandits (1-10)
21-23 Shadowlands Creature (Roll one die)

1-3 Ogre
4-7 Goblios (2-20)
8 BJoodspeaker cultists
9-10 Undead (Skeletons or Zombies) (2-20)

24-25 Lion (l\1atsu) Patrol
26-50 Lion Samurai on official mission (Add tu'O dice)

2 Kitsu
3-6 Ikoma
7-10 3 Lion samurai with captured

Crane prisoners
MalSu
Scouting Pany (1-5)
Rolliwicc. discounting lhis roll.

11-16
.7-19
20

51-60 Ronin
61-62 Phoenix or Unicorn Messenger
63-70 Traveling Merchant Caravan
71-75 Common Animal (Roll one die)

1 Boar (1-5)
2 Snake (1-2)
3 Hawk
6-7 Wild 0, Herd (1-10)
8-9 Small Game
10 Tiger

76-93 Lion Military brigade (100-500 samurui), trdveHng
to war at: (Roll one die)

1-5 Crane lands
5-8 Scorpion Lands
9-10 Reinforce Unicorn border

94-98 Hcindn travelers
99 Impcri31 Messenger or Caravan
00 Rcroll, discounling this number, and double

the amount of creatures found.

013 Nanashi Mura
(AI/onymous Village)
On the southern edge of thc Dragon tcrritories stands this

anomaly of a village. The village is. in ract, inhabited and ruled
entirely by ronin. with the sanction of Dragon Champion Togashi
Yokuni. The Dragon rorbid the ronin village any obvious derenses.

14 Rugashi
This humble village in the cenlral area or Lion lands is one of

the mOSl heavily traveled cities in the Lion lands. Travelers wishing
to move from the Crane to the Unioorn lands. or from any northern
point to central Rokugan, generally come through here for supplies
and equipmenL This is one of the few towns outside the Dragon
lands where ise zumi are not an unusual sighl and it is rumored
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Lands of the Lion

number of silos outside the city hold the crops for military
dispensation later in lIle year.

L8 Renga Morai
(Brick Village)
This village. constructed almost entirely of Slone. stands on the

edge of lIle only major Lion forest The lumber of lIle forest goes
entirely toward military purposes. and lIle peasants of this \il1age
are not allowed to use il for building purposes; thus. the village's
structure and name.

L2

_aL10

Ll

L6

L6 Shiranai Toshi
(Darkness City)
111is city. founded in the

lee of Lookout Mountain (a
singular mountain rising
from the plains of inc Uon
lands) is one of the original
lkama strongholds dating back to the Lion occupation of Unicorn
lands during thc long period of time in which the Kj·Rin were not
in Rokugan. It was not returned to the Olaku when the Unicorn
returned: a poin! of contention that has been debated in the Imperial
Court for nearly three hundred years.

L7 Foshi
This rather uninteresting city has lIle distinction of being one of

the most producth'c food resources in the Lion lands. This leads 10
a great number of troops being stationed here, and a tremendous

L5 Oiku
This village serves as a

permanent military outpost
for the Lion's continuous
siege against Toshi Ranbo.
Ihe fortress of the Crane.
Four separate unsuccessful
attacks have been directed
from the village: two were
led by the former Champion.
Akodo Arasou. and two by
lhe current champion. Matsu
Tsuko. Lion soldiers dread
being assigned to this village,
for the repeated failures ha\'e
given the village a reputation
for being cursed Well aware
of the predominant opinions.
Tsuko has moved much of
her command starr 10
~inkaloshi and assigns
redundant and unncccssar}'
personnel to Oiku.

that he governor or Rugashi
has secret lrade agreemenlS
with the Dragon and
Dragonny clans.
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Lands 01 the Naga
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L9 Ninkatoshi
(Permission City)
TIlis village has recently been converted to a military outposl by

the Lion for their war agaillsllhe Crane. Matsu Tsuko can oflen be
found here. The village's conversion from farming village to strategic
outpost has been entirely under her direction, and she considers it
onc of her first grcallriumphs as Champion of the Lion. Tsuko and

her slaff Slrive 10 insure thai only the finest bushi and most skilled
officers receive appoinlIllcnl to Ninkatoshi. Outside of the War
Colleges. !.he small village has become a home for the best the Lion
Clan has 10 offer.

LIO Kyuden [koma
(Sacred n~td, Palace)
The traditional Ikama homeland is located al the base of the

Mountain of Thunders. where the Scikitsu moumains divide the
Empire in (wo. The fortress serves as an informal meeting place for
the leaders of the clan to discuss internal issues. Once the farthest
outpost of Rokugan civilization, it now serves to defend the Lion
from possible incursions from the Dragon or Unicorn (although lilt
Dragon has not expanded its borders since the founding of the
Empire).

LIJ Bishamon Seido
The Shrine of Bishamon, fortune of Slrength, is elaborate and

ornate. maintained by no less than five hundred Kitsu shugenja and
priests. It is one of the most weU-maintained buildings in the Lion
lands. and is also the site of the training grounds for the elite ~Iatsu

unil the Lion's Pride. Males who wish to set foot on the Lion's Pride
training grounds must accept a challenge to pro\'e their sincerity and
strength in battle.

L12 Tonlajutsen
This small city, named after ilS distinctive fighting slyle. is said to

have been the localion of a once·great weaponsmith named Gokuzi.
Gokuzi, said to be the founder of modern weapons for the pcasantry
(and therefore, reviled), created and utilized the first ton fa in this
city, forcing the Emperor's Own magistrates to ceasc their
harassment of the heimin. Gokuzi was rapidly brought up on
charges. testified againsl and put to death. Asmall peasant shrine is
said to exist in the woods outside the city, but few heimill are willing
to show it to outsiders.

L13 Shiro Akodo
(Loyally Cas/Ie)
This deteriorating castle still goes by the namc of Shiro Akodo.

even though it houses only half as many people as it did before the
Scorpion Clan Coup and ilS attendant destruction of the Akodo
family. Akodo !<agc, one of the only samurai in Rokugan who was
allowed to keep the Akodo name after the Coup, lives here. When
he was granted his dispensation. he begged the Emperor to let the
ancestral home of the Akodo keep its name and not suffer the
shame of becoming ronin: his plea was granted.
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Naga Lands Random Encouoter Table

RoU lwo dice.
01-JO Shadowlands Crealure (Rofl one die)

1-2 Ogre
3-7 Ratling Tribe (1-10)
8 Mujina (5-10)
9-10 Undead (Skeletons or Zombies) (2-20)

11-25 Naga Greensnake Scouts (Can speak
simple Rokugani)

26-50 Naga bushi on official mission (Add two di~)

2 Cobra Jakla
3-6 Chameleon Spil.'s' following the PCS
7-10 Naga Sushi (3 Asps) ",i!h captured

Crab prisoners
Asp War Party
Cobra Jaida doing spell research
Conslrietor
Roll twice, discounting this roll

11-16
11
18-19
20

50-55 Ronin
56-58 Crab Scouting P..u1y (1-5)
59-60 Dragon/Ronin (Toturi's guard) Scout Party (1-5)
61-85 Common Animal (Add two dice)

2-4 Ape (1-10)
5 Be" (1-2)
6-7 6"" (1-5)
8 Falcon
9-10 Fox
11-15 Snake (Roll olle die)

1-2 Constrictor
3-5 Viper
5-10 Common

16-18 Small Gmne
19-20 Stag

86-98 Naga Traps
1-3 PiiIall
4-6 Rope Snare
7 Spike Growth
8-9 Net (Entrapping Snare)
10 Dart Thrower (Poisoned)

99 Wood Spirit
0-30 KitsuneiFoxwife
31-60 Ilcngeyoki (Animal Spirit)
61-90 Minor Kami of Earth
91-00 Minor Kami of Air/rue/Water

00 Reran, discounting this number, and double
the amount of creatures found.

LI7 Kaeru To,hi
(Captured City)
This cily was taken reccntly in battle with the Crane. Maisu

Tsuko renamed it. and has commanded Ikoma and MalSu troops to
hold it as a staging ground for imminent assaults on Kakita Palace
and the Osari Plains. TIle city is in a constant stale of rebellion, as
Crane samurai and hcimin fight against their Lion overseers, but the
Lion have the uppcr hand.

LI4 Kenson Gakka
(Humility's Lesson)
This fortress. once known as Shiro no Mciyo - the Castle of

Honor - stands as a reminder to the Lions southward neighbors. Six
hundred years ago the Scorpion tried to take Ikama Caslle, but their
effort was noi successful. Responding to Scorpion aggression, !.he
MalSu alladi.ed Ihe Scorpion's nearest castle. previously called 1'he
Lion's Shadow:' When the Matsu overtook the castle, they killed
e\'ery man, woman and child inside and claimed il for the Lion Clan..
renaming it ~Humility's Lesson.'"

US Shiro Matsu
(Last Breath Castle)
This is Ihe ancestral Matsu home, where the first Matsu met with

the first Akodo. The largest contingent of Lion samurai are here.
carefully guarding the supply lines on which the vast Lion armies
depend. The armies arc made up of all the Lion families: Kitsu,
Ma15u and Ikama alike.

LI6 Kyakuchu Mura
(Footnote Village)
Footnote Village, a small and uninteresting place only two years

ago, has blossomed in the fullness of war. The 10wn was built to
walch the Scorpion at Kakusu Tekai Torid-e. the Hidden Watch Keep.
bUI in Ihe aftermath or the Scorpion Clan Coup. it has become a
staging ground against the Scorpion lands. Maisu Tsuko, Champion
or the Lion, has given the samurai at Kyakuchu two years to capture
Kakusu Tekai Torid-e [rom the 'ron in' who hold iL and to seize all
Scorpion-controlled lands surrounding the keep.

LIS Shiro no Yojin
(Castle of Vigilance)
Fifty years ago. Ihis castle belonged 10 the Crane Clan. but now it

belongs to the Matsu family. The Crane abandoned the castle when
they saw an advancing Lion army. marching 10 avenge a slight made
by a Crane diplomaL Today, no one is certain what the commeni was,
but the MalSu family remains in Shiro no Yojin, a convenient location
from which to launch an attack against the Kakita family.
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Lands of the Naga

seek to understand the strange world
around them through communion and
meditation. hoping that Iheir palh will
become dear as the Great Mind unfolds
inlO awareness.

N2 Vyakarana
Vyakarana, called by some the 'City of

Magic: lies deep in the mists of the
Shinomen, in a valley that is enshrouded on
three sides by magnificent waterfalls. There
is no wall to the city, and Ihe Cobra who
live there say there are no bridges across
the three mighiy rivers. Even other Naga
consider it to be a place filled with ghosts
and memories. and some Constrictors
whisper that the mists do not come from
the waterfalls, but from the Akasha's
nearness.

TIle city is covered in webs of magic that
even the Cobra cannot unwrap, hidden by
their arts amid a warm, jungle
environmenl Few have been there, and
those who have say that the city of
Vyakarana still sleeps. Certainly, the oldest
of Ihe Cobra have not yet awakened,
leaving their eggbeds cold and their fires
low. Those who have. including the great
Shashakar, protect the sleepers with their
spells - and their Jives.

P9

N3 Siksa
The wall surrounding the city of the

Asps tells a talc of fire and courage; it is
located within the lower portions of the

Naga forests, ncar the lake known as $umda Mizu Mura. It stiU
stands, in golden splendor, though its walls are encased in moss and
the mighty plain has turned into a valley within the forest's depths.
The Shahadct makes his home here, governing the land of the Asp
with firmness and ruthless justice.

Within Siska's walls lies the source of the Hiver of the Sky. and
the place where the great general of the Bloodland Wars was at last
captured by the spell of the Cobra Jakla and the betrayal of the
Shahadet. Once per year, the Shahadct and his personal legion travel
beneath Siska. to bathe in the waters at the source of the Holy River.
TIlcre, they commune with the warriors of the past and face their
fears on a vision quesl

P14

T1' P13

Lands of the Phoenix

A
P12

PiS

Nllyotisha
Iyotisha (the name for the Naga reverence of astrology) is the city

of astronomers, once home to the Constrictors and their massive
children. TIle city of Iyotisha did not survive the thousand years of
sleep well, but unlike Nirukti, it remained hidden deep wilhin the
western valleys of the Shinomen. Its walls. while broken, still
whisper Ihe lessons of the Akasha, and the temple of the Vedic
priests remains whole. Here the few remaining Constrictors struggle
10 reawaken the Akasha, so that their purpose can be known. They
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N4 Nirukti
These strange ruins were declared blasphemous during the time

of the lJlh HameL and were nearly completely destroyed, The
Greensnakes who slept here died with their city. unaware of what
was happening. The Naga mourn the luss of {heir cousins. but arc
more concerned with what has hilppcncd 10 the chy since. Astrange
corruption seems to be taking over the Nirukti ruins, preying upon
both Naga and humans who dare explore the gloomy burial grounds.

Lands of the Phoenix

PI Yabanjin Mura
(Barbarian Village)
This relatively dirficult·to-find village specializes in trade with the

foreign barbarians of the north. the Yabanjin tribes. The materials
gathered from these tribes arc primitive, but often useful to the
Phoenix for their spell research. The Phoenix rarely mention this
small village, as its existence is a technical breach of Imperial Law
against trading with gaijin. The Yabanjin tribes - who look
Rokugani and speak a primitive dialect of the Rokugani language­
are very much like the early Unicorn. and the Phoenix use this as
an excuse for Lheir continued trade.

P2 The IUdden Temple (no map entry)
Unknown to Lhe majority of Rokugan, a great pyramid stands in

the heart of Lhe Phoenix mountains. This structure is a home 10 the
neFarious Kolal From here. the Ten Masters plot Lhe Future of the
Empire. and plan Lhe slow but certain destruction of their enemies.
The Temple is home to the Oni's Eye - perhaps the most powerful
nemuranai in existence. The Eye gives the Kolat extraordinary
communication and espionage abilities, and is in fact the source of
much of their deadly influence. One or more of the Ten Masters of
the Kolat arc always in residence here.

P3 Seido lurojin
The shrine to Jurojin. Fonune of Longevity. is cared for by Asako

priests and monks of Lhe Brotherhood of Shinsei. A popular shrine.
its distance from Lhe heart of the Empire makes pilgrimages rare,
and visitors are welcomed as unusual diversions from daily life. A
small village has sprung up on Lhe outskirts of Lhe shrine. filled with
those who wish to pray to the Fortune for the secrets of cternallife.

P4 Kitamiliari
(Norlltem Watch)
This watchtower was erected by lsawa during the Age of the

Fallen Kami. It was originally designed to gunrd the passes toward

lsawa's City, but that city was destroyed hundreds of years ago. and
the lower's purpose now is largely memorial. Nevertheless. the
lsawa maintain it. stationing troops there and keeping constant
'watch' over the surrounding hillsides and mountain passes. Some
say that the Isawa desire to know when the Yabaniin tribes arc
massing for war. and that the troops stationed here are to keep
guard against the barbarians. Others state that the lsawu arc hiding
something in their northern mountains; none can say for sure.

Phoenix Lands Random Encounter Table

Roll two dice.
01-05 Shadowlands Creature (Roll one die)

1-2 Ogre
3-7 Goblins (2-20)
8 Mujina (5-10)
9-10 Undead (Skeletons or Zombies) (2-20)

14-25 Imperial diplomats or Scppun shugenja
25-50 Phoenix samurai on official mission (Add two dice)

2 Yabanjin barbarian
3-5 Asako scholars
6-10 Shiba samurai
11-17 lsawa shugenja
18-19 Phoenix yojimbo. escorting a shugenja

of another dan
20 Roll twice, discounting this roll

50-60 Ronin
61-65 Lion Scouting Party (1-10)
66-85 Common Animal (Add two dice)

2-4 Ape (1-10)
5-7 Bear (1-2)
8 Falcon
9-10 Fox
11-15 Small Game
J5-19 Slag
20 TIger

86-98 Lost Ruins (Haullled 50% of the lime)
99 Wood Spirit (Roll two dice)

0-30 KitsunelFoxwife
31-60 Hengeyoki (Animal Spirit)
61-90 Minor Kami of Water
91-00 Minor Kami of Air/Fire/Earth

00 Reroll, discounting this number, and double
the amount of creatures found.
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P5 Shiro sano Chujitsu and Shinpu
(Castle of the Faithful Bride)
The Castle of the Faithful Bride \\'as built by MalSu Hilomi's lover

after her lragic death. The first slone was laid on the first
annhrersary of her dealh. and it was completed after 27 years - her
age when she died. The samurai lord who loved her was never
married. and his line ended with his death.

P6 Doro Owari Mura
(Road's End Village)
An entirely unremarkable and inhospitable village. Many avoid it.

P7 Rcihaido sano Kj~rin

(Shrine oj lite Ki-rirt)
The mysterious creature known as the Ki·Rin has been linked 10

both the kami Shinjo and the Elemental Dragons. Even the Phoenix
are un(:erlain of ils origins. but it has been sighted in this area many
times in the past Always. its arrival is an omen of great things to
rome. The last lime il was sighted was Iwo hundred years ago.
shortly before the Unicorn returned home to Rokugan. The shrine
here is one of the largest in Phoenix lands, richly decorated and
IO\'ingly tended by the Brotherhood of Shinsci.

P8 Aojiroi Oku Shiro
(pale Oak Castle)
Located on the Aojiroi Oku Beigen (Pale Oak Plain), this

magnificent castle is the site of many of the Imperial Winter Courts.
and has often hosted Imperial marriages, treaty signings. and other
official events. Disregarding tradition, on his deathbed the seventeenth
Hantei demanded that he be buried - not cremated - in an empty
field ncar where the woman he loved was born. From his grave, a tall
pale oak grew. Acastle has been erected about the oak to protect it.
Many believe that bark from the tree has healing abilities.

P9 Kyuden Isawa
(phoellix Clan Palace)
The castle that houses the lsawa family is located on the shoreline.

It is surrounded by sand, making it difficult for an army to move
against il The walls have betn enchanted with runes 10 protect it
from bolh magical and physical attack.. The Lsawa library. housed
here. is the greatest reposilory or knowledge in all of Rokugan.
containing the researches of a thousand years of Phoenix shugenja

PIO Michita Yasumi
~/apeful Rest City)
This small city in the center of Phoenix lands is a bustling trade

center, filled with commerce from the Dragon, Crane, and northern

Phoenix lands. Students who wish to study at the Schools of
Wizardry often come to this tity in order to find a Phoenix patron to
sponsor their entry into these prestigious and exdusi\'e libraries.

PH Shinsei and Sumai Mura
(Holy Home Village)
This village was once a pilgrimage destination, back when the

followers of Shinsei were not yet an organized order. Several manor
houses and the shrine were constructed by Shiba Esade, a Master of
Earth. Pilgrims would bring a slone from many miles away whkh
would then be added by the master to a building. The stones fit
together perfectly and have lasted many hundreds of years.

P12 Ukahu Mura
(Floating Village)
This village has been contested by the Dragon on numerous

occasions, but has always remained in Phoenix hands. It rests on the
edge of the Drowned Merchan! river which then winds into the Uon
and Unicorn lands. It is renowned for its geisha houses. where
geisha are trained to continue their careers in the Imperial city of
Otosan Uchi..

PH Reihaido Uikku
(Uikku Shrine)
The area here considered sacred includes not only the shrine but

also the large expanse of plain that surrounds it (known as Yogensha
Heigen or Prophet Plain). The shrine was erected here in honor of
the Phoenix shugenja. Uikku. whose interpretations and prophecies
on the Tao of Shinsci created the system of enlightenment. lIis
words, recorded by the Phoenix. gave humanity their first roads to
underst,ll1ding the enigmatic wisdom of Shinsei.

P14 Shiro Asako
(Moming Glory Cas/Ie)
Also called "Castle of the White Phoenix." It stands al the top of

an outcrop of black rock, and its while walls are so high that the flrst
rays of sunlight make it a shining beacon to the rest of the land.

P15 Shiro Shiha
(Shi"" CasJ/oj
Located in the far northern reaches of Rokugan, Shiro hiba is a

maze of courtyards. donjons and walls put together in a seemingly
haphazard fashion. "ith the main donjon rising from its center.
There are those who say the entire castle is an elaborate puzzle.
Crab engineers say it is the result of simple bad planning.
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PI6 Nikesake
This small cily.located on the edge of the Crane lands ncar Toshi

Ranbo. has cemented !.he Phoenix/Crane alliance for over three
hundred years. The Phoenix have been instrumental in defending
Toshi Ranbo from ronstanl Lion assaull providing supplies and
reinforcemenlS when the Kakita 10 the soulh had been cut off by
MalSu troops. Because of this. a joint shrine stands oulside the city
"'~ where each of the lWO clans honor each other. It is said thai
so long as these two shrines stand. there will always be peace
between the Phoenix and the Crane.

P20 Zumiki-mihari
This watchtower 'guards' the Imperial (Otomo family) lands,

keeping the boundary between the lsawa and the Otomo sharply
dcIincd. The lsawa have ne\'er been allies ....ith Ihe Olomo, and
although Ihe tower's purpose is largely ceremonial the Lsawa ha\'e
refused to remove it or tear it down, They claim that it is a historical
relic. and should be maintained well because it is an integral part of
Rokugani history: the truth is that they enjoy watching the Olomo
troop movements and knowing when their ambassadors and
diplomats travel the land.

S8

ASIl

Lands of the Scorpion

14
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PI9 Toshi no Omoidoso
(City of Remembrance)
Matsu liitomi, an am;ienl heroine of the Lion

Clan, spent her last full day of life within this
city. Ii is not known exactly what she said or did,
for after she died the heimin would not divulge
her secrets. The enraged Lion daimyo ordered
fully three·fourths of the population to be
executed for their insolence: he at last relented
when not even under the threat of death would
the heimin cooperate, Some think that the
heimin of Toshi no Omoidoso still remember
Matsu Hitomi's secrets. In fact. the city has
prospered with people moving here hoping to be
privy 10 her lasl words and actions, but
apparenlly only those directly related to the
\illagers who survived ever know !.he truth.

PI8 Mamoru Kyote; Toshi
(Hollored Treaty City)
Seven hundred years ago, a great war broke

out between !.he Phoenix and Lion. The war
raged many years. ending only when both sides
sued for peace. The City of the Honored Treaty is
the final repository for the peace treaty between
the Lion and Phoenix that ended the bitter
struggle.

P17 Morikage Tosh;
(Fore.sJ Sltadaw City)
When a bride from me Dragon Clan was

scorned by her Shiba husband. her mother pui a
rurse on Mati Kage. Today. it looks as if the
limbs of the forcst ha\'c reached out to claim the
castle. It is completely deserted. save for the
ghostl}' court that walks the castle's halls.

C\ame Master's C\uide



Chapter One

Lands of the Scorpion
Remember !.hal during the Clan Wars, these lands are nol

publicly controlled by the Scorpion. who were declared anathema
when the Scorpion Clan Coup failed. Various clans ha\'c begun
encroaching on the borders: the Crane and Crab have seized some
of the southern cities and palaces. and the remaining Imperial
Magistrates guard and govern the (est (under the quiet rule of
Empress Kachiko. of course).

SI Pokau
Throughout much of its history. !.he sleepy little \illagc of Pokau

was a quiet farming town, barely aware of lhe Seven Great Clans
except when the Scorpion Oan collected those light taxes lhal they
bothered 10 levy. Then, aboullhree hundred years ago. il had a rude

Scorpion Lands Random Encounter Table

Roll 1"0 diCe.
01-15 Shadowlands Creature (Roll olle die)

1-2 Ogre
3 Troll
4-7 Goblins (2-20)
8 Lesser Oni
9-10 Undead (Skeletons or Zombies) (2-20)

16-25 Imperial magistrates and guards, searching
for Scorpion rebels to destroy.

26-50 Scorpion samurai hiding bencaLh another
clan's mon (roll one die 0/1 both charts)
1-2 Yogo J-2 Crane
3-4 Shosuro 3-4 Crab
4-6 Soshi 5-6 Lion
7-10 Bayushi 7-10 Unicorn

51-70 Ronin
71-85 Lion, Crane or Crdb Scouling Party (1-10)
86-90 Common Animal (Add two dial

2-6 Badger
7-10 Fox
11-15 Small Game
15-19 Stag
20 TIger

91-99 Scorpion amw encampment, hidden.
containing 10-100 samurai.

00 Reroll, discounting this number, and double
Lhe amount of ereatures found.

awakening: the Unicorn returned. The quiet village has become a
dty. the swihest and most effident means for travelers from the
southern provinces to reach Shiro ludd or the Unicorn palaces to the
north. While (he passes through the mountains here arc not as wide
or traversable as those at Beiden Pass. Ihe Pokau passes arc suitable
for small cara\'ans or groups of samurai afoot or on horseback.

82 Shiro no Soshi
(Ctlstle o/Orgmtiwtio/l)
Thc casl.le of thc Soshi family overlooks the lands of the Lion. It

is here that (he shugenja family of the Scorpion would practice their
dark rituals of deception. Those who do not knO\\ the secret path to
the castle can wander the treacherous. twisting mountain passes for
days without finding Shiro no Soshi. Although the stronghold was
seriously damaged in the punitive expedition after the Coup and is
presumed abandoned. the Lion have been too preoccupied .....ith their
war against the Crane to reduce and occupy il

S3 Ryoko Owari Toshi
Qoumey's End City)
If you are looking for gambling dens. geisha houses. opium

parlors or any other illicit activity. Ryoko Owari is the place to go.
Of course, all of this activity occurs behind the cily'S "legitimate"
face. and great deal of legal trade goes on here as well. But behind
the closed doors and open races lurk indulgences of all varieties.
Although the Unicorn members of the dty's ruling council look over
administrative functions after the Coup. the daily life of the city
barely changed: the new overlords have been unsuccessful in their
hesitant attempts to crack down on the corruption in lhe city.

S4 Kakusu Keikai Torid-.
(Hidden Watch Keep)
High in the mountains, lhe Hidden Walch Keep overlooks Beiden

Pass. TIle Scorpion ulways manned the high tower with sltugcnJa,
who would send signals back to their dan informing lhe Bayushi
family of all traFfic through the Pass, Although at present the keep
is manned by Imperial guards in the service of the Emperor, a keen
observer might notice that the faces of these 'Imperial Guards' are
the same as lhose of the Scorpion guards of a few years earlier.

S5 Shiro no Shosuro
(Castle 0/ Pretending)
The Shosuro family of the Scorpion Clan were famous for their

herbalistic skills and alchemical experiments. Far beneath the
entertainment halls, the Shosuro distilled brews both fair and foul

When the Emerald Legions appeared at Shiro no Shosuro shortly
after Ihe Coup to demand its surrender. the gates stood open and
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only thc castle's servants dwelled within. Many of thc Shosuro had
commiucd scppuku; thc uthers had simply vanished. The Imperial
Guards left a token garrison. which Ihc "vanished" Shosuro have
been quietly subverting ever since.

56 Nihai Tower
This great watchtower stands on the only road 10 Yoga Shiro, and

guards a treacherous bil of swamp and cliff walls. From this vantage
point, high on the edge of the Spine of the World mountains. a guard
can see watchfires in both the Yoga noble palace and in nearby
Shiro no Shosuro. Messages were often been passed from the two
families using such methods ~ though the code was altered
frequently, and wus never known to hllve been broken. Al present
the watchFircs aTC banked. as there is no need to signal between
these two strongholds.

S7 Yogo Shiro
(Castle of Learning)
What was once home to the great shugenja school of the

Scorpion Clan is isolated From the rest of the Empire. It is located in
the foothills of the Spine of the World Mountains. Before the Clan
Wars. its head teacher. Yogo Junw. secretly guarded the First of the
Twelve Black Snolls. However. after Shoju's death, both Junzo and
the scroll vanished - and have not been heard from again.

S8 Reideo
The small city south of Beiden Pass has perhaps secn morc of

war than any oiher single site in Rokugan. When the Scorpion and
the Lion fight, the city of Beiden sees the battle, hears the stories,
and heals the wounded. When the Lion or Crab Fight the Crane
refugees corne here in search of new homes and lands farther north
or south. When the Unicorn returned to Rokugan, they marched
through Beiden on their way to Otosan Uchi - and so do the beasts
of the Shadowlands, when they gain strength enough to enter the
Empire. The result has been an extremely ForliFied city, Few plains
for farming. and an atliiude of strength and perseverance.

59 Ginasutra
This small village 'guards the road' toward the Shrine of o.'iano

Wo, though it would be more appropriate to say that it stands in
order to lighten a traveler's burdens as he journeys toward the holy
site. Supplies can be purchased here. as well as incense, cookies and
other giflS for lhe Fortunes. and everything is reasonably priced.

S10 Kyuden Bayushi
(Scorpion Clan Palace)
The Bayushi family castle was located just south of Beiden Pass,

the cross-roads of the Empire. It was once one of the three most
extravagant family palaces in the Empire, in a league with the Doji
palace and the Mantis Clan palace.

That changed after the Coup. The Bayushi led the Scorpion Clan
into treason, rebelling against the Hantei, and their stronghold paid
the price after the rcbellion was broken. Few Scorpion samurai
remained within the shelter of its walls when the Emperor's Emerald
Legions arrived: they did not live to see the next day's dawn. Kyuden
Bilyushi was razed to the ground.

Only 10 the ground, however: before they died defending it. the
remaining Bayushi sealed all entrances to the labyrinth under the
castle. and concealed their existence. When the castle was destroyed.
all evidence of subterranean tunnels was wiped OUl The labyrinth is
now accc&iible only through what were once escape tunnels. and ilS
presence has gonE: undetected.

Traitor's Grove, south of lhe castle, still slands as it ever has. Not
even the Imperial Legions dared disturb it.

Sl1 Kagoki
This fertile plains village stands in the cenler of Bayushi lands,

and provides more food and resources than any other settlement in
the former Scorpion lands. It is said that the only honest Scorpion
heimin live in KagokL though this saying is often mocked by the
Crab and Crane who trade there.

S12 Hotei Seido
The shrine to Hotei, the Fortune of Conlentmenl is small but

luxurious. All manner of arts are practiced by the monks who keep
the temple, and those samurai who have artistic talent often choose
to retire here in order to spend their retirement in peace and
harmony, their hands busy and their minds active. The Scorpion
largely ignored the shrine. preferring to turn their attention
elsewhere: this may have been why the shrine was spared in the
purging of the Scorpion lands that occurred after the Clall Wars.

S13 Shutai
A rather uninteresting farm village, manned by ronin and Filled

with bandits. It is well known that Shutai is one of the largest bandit
gathering places in the Empire, but its location and distance from
the Imperial Lands and the wealthy lands of Phoenix and Crane
clans keep the Magistrates generally uninterested in the proceedings
here.

qame Master's quide



Chapter One

Lands of
the Unicorn

This village has the
unusual tendency to receive
the first frosts of the year
below Beiden Pass. Its
moderately high altitude
(the land here plateaus high
above sea level. despite the
lack of nearby mountains)
keeps the weather cool all
year found, and its villagers
harvest lumber from the
forested regions to the south
and east - though never in
!.he Shinomen proper. Even
heimin know better than
that

U1 Exile's Road
This shrine guards the

entrance to the natural
mountain pass thm leads to
the lands far north of
Rokugan's northern
mowltain range. Jl is called
"Sorrow's Path" by the
Unicorn who relurned from
the barbarian lands, and
"Exile's Road" by those who
stayed in the Empire.
Occasionally, a samurai's
burden of dishonor will be
so great thai the Emperor
sentences him 10 permanent
banishment lhrough Exile's
Road.

AU6

VI9 A,

Lands of the Unicorn

U14

U2 Kibukito
(Far North Village)
This city rests all thc edge

of Exile's Hoad, and maintains
trade wilb the reclusive Badger Clan of the northern mountains. [t also
cOnlains a shrine for the souls of those who have been banished, and
an active monastery dedicated to the study of Shinsci's Tao.

V17

J:.U8

l'f U16

V18

U7

AUll
U13

UlS

~U26

~U24

8148himomura
(Frost Village)
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U3 Exile's Road Watchtower
111is watchtower exists for the purpose of maintaining guard over

Exile's Haad, so thai no person sent inlo the pa)s can easily return.

U4 Egami Mura
Owned by the Shinio. this village specializes in breeding tough

ponies and horses for the Shinjo to ride. Very rarely are visitors
allowed to sec the barns or training areas. as none but members of
lhe Unicorn Clan may ride these horses.

US & U6 Bikami and Akami
l\vill villages in the Unicorn lands. these small farming

communities work the fields thaI give the Unicorn their massive
production. fceding their armies. horses, and nobles each year from
the harvest of only two locations. These fields arc nOI rich. but are
wide. and contain a great number of heimin. The population density
in these two villages is immense; if any Unicorn daimyo wished to
press ashigaru soldiers into service, this is certainly where he would
come to do so.

U7 Shiro Shinjo
(Far Traveler Ca.~t1e)

[t is here the Shinjo family of the Unicorn Clan make their home.
Shinjo palace is not large, but is designed strangely, with high
towers and bulbous caps on their buildings. Unicorn architecture
draws heavily on clements which the dan encountered during their
travels outside the Empire, and nowhere is this unusual style more
evident than in the fortress of the Shinjo.

UB Yashigi
This small village offers supplies and a place to rest along the

journey through the Unicorn Lands toward Shinjo Palace. l3e~lond

that, it is simple, clean. and suffers from frequent earthquakes.

U9 Bugaisha
(Outsider Keep)
TIlis is where the Unicorn send their dishonored samurai in order

to remove them from the courts and activities of the Empire at large.
It is considered a great dishonor to be senl here: a samurai thus
exiled from his clan may as well shave his head and retire. There is
no exit from Bugaisha.

UIO Oshindoka Toshi
This city was founded by a Unicorn who loved a Crane. [I was his

hope Ihat if he could build a city for her, she would sec his worth
and come 10 join him in marriage. While he was building the city.
however, the Lion attacked the Kakita lands, sacking her village and

destroying her family. He spent seventeen years hunting down her
murderers, leaving his city in ruins until he returned. The murderers
are buried where they felL but an image of the Kakita maiden graces
the high arched gates or the city's main wall.

Ull Shiro Otakn Shojo
(Battle Maiden Cas/Ie)
The home of the Otaku family has an ideal location. affording

freedom of movement for defending troops while at the same time
inhibiting the movement of advancing armies. It has none of the
splendor or grandeur of, for instance, the Crane castles, but it is onc
of the most well-fortified.

Unicorn Lands Random Encounter Table

Roll two dice.
01-15 Shadowlands Creature (Roll one die)

1-2 Ogre
3 Troll
4-7 Goblins (2-20)
8 Lesser ani
9-10 Undead (Skeletons or Zombies) (2-20)

16-25 Imperial magistrates taking census of the
Unicorn lands,

25-50 Unicorn Samurai on official business (Add 11lIO dice)
2-7 luchi
8-10 Ide
10-15 Shinjo
16-17 Otaku
18-19 Unicorn samurai on a pilgrimage
20 Roll twice, discounting this roll.

51-60 Ronin
6J-75 Unicorn Hunting Party (J-I0)
76-80 Monks traveling through Rokugan, visiting all

the shrines.
81-99 Common Animal (Add two dice)

2-6 Badger
7-10 Fox
11-15 Small Game
15-19 Stag
20 Tiger

00 Reroll, discounting this number, and double
the amount of creatures found.
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UI2 Kurayami-ha Mura (Dark Edge Village)
This village is small but rontains the greatest tournament fields

in the Empire. It is considered a great honor for two samurai to duel
on these fields: the Unicorn keep them tcnded with help from the
Dragon Clan. The Emperor is said to have held the first duel for the
Emerald Championship on these fields - although that tournament
has since moved to 0105<1n Uchi proper. these fields are still used on
many formallmpcrial occasions.

UB Shiroi Kishi Mura
(White Shore Village)
Just to the west of White Shore Lake is a small village that shares

the lake's name.

U14 Mum nisa Kawa Nemui
(Village by lite Sleeping River)
The small village that rests on the shores of the Sleeping River

has a small traveler's inn for those walking or riding to the cities of
the Unicorn families.

U15 Otaku Seido
This shrine. dedicated 10 the First Otaku. is a necessary

pilgrimage for any young Unicorn maiden on the edge of becoming
a Baule Maiden. Young girls or the Olaku house are not allowed to
accept their gcmpukku name until they h,l\'c spent one night in this
shrine. communing with their ancestors and serking their guidance.

U16 Daikoku Seido
This shrine, dedicated to the Fortune of Wealth, is opulent and

covered in rich gold and jewels. The Unicorn insist on decorating it
\0 their tastes - which tends to keep common pilgrims away - but
it is nevertheless considered to be one of the most sacred places in
Rokugan.

UI7 Toshj no aida ni Kawa
(City betweenlhe Rivers)
This castle guards the IWO river ways that now from the Unicorn

lands. Only once has an invasion force tried to mo\'e against the
Unioom by moving up-river. It was such a dismal failure that it has
never been attempted again.

UI8 MilU Mura
(Laketown)
Shirai Kishi Mizu-umi is called ~While Shore Lake" because of the

whiie sands on its shores. and the village near ilS southern border is
simply called Mizu Mllra For its dedication to the lake. An inland
Fishing village, the heimin make their living rrom the lake's waters.

UI9 Toshi sanD Kanemochi Kaeru
(City of lite Ridl FrofJ
It is said that a traveling merchant was passing by when he

encountered another merchant catching nil's. The first merdlant
asked, ~\Vhy arc you bothering to catch nics?" The second merchant
replied. 'These nics are far more valuable than any gold could ever
be." The first merchant laughed at such a thoughL and before he
knew iL the second merchant had changed him into a frog. The
second merchant asked him, MHow valuable is your gold now!'
Once the first merchant changed back into human form. blessed
with his newfound wisdom he gave all of his gold to the second
merchanL shaved his head and became a monk.. The second
mcrchanL who was a frog all along. founded a small village on the
site of the encounter, and it soon became a rich and prosperous dty.

U20 DU7.aki Toshi
This small city on the far side of the Unicorn lands houses the

private eslates of the Otaku and Shinjo daimyos. Often used for
lrcaties and solitary iT:lining, the guards who serve these lords call
these lands home.

U2I Shiro Ide
(Great Day Castle)
An excellent school but a poor fortress. the Ide palace is regarded

for its unorthodox magical teachings. The Ide family specializes in
spatial magic.

U22 Shiro luchi
(Gatherer of Winds Castle)
Called the MGalherer of Winds~ castle because or the violent gusts

that cut across the plains and mountains, Shiro luchi is the home of
the luchi family. Protected by a mountain pass, any army that wishes
10 attack Unicorn lands from Ihe soulh musl firSl pass Ihe well·
protccted Shiro luchi.

U22 Hisatu-Kesu
Built inlO the foothills, Hisatu·Kesu is a sprawling village lhal

spans many miles in e\'ery direction. Although the land is not as
fertile as others in the Unicorn lands. the village is sited over great
underground springs and vents. The village owes a great deal of its
value to the steam beds that attract many visitors every seasort
Seduded and spadous. Hisatu·Kesu is among Rokugan's best·kept
secrets.

U230kuyaki
Buill along a les."·trave!ed road and surrounded by rice fields in

every direction, the central village of Okuyaki is more of a (.'Ollection
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of random buildings thiln a planned settlement. Technically, there
are eight buildings scaltered across a 1/2 mile area, but from time to
time, merchants will come through wilh carIS or wares on their
backs and trade wilh the locals. Not visited often, the farmers that
travel From lhe outlying farms arc easily taken by slick-talking
salesmen. From time to Ume, the Unicorn station a samurai here to
walch over the disjointed populace. Samurai view it as a punishment
to be assigned such a task.

U24 Watchtower
Facing oul over the River of the Unexpected Hero, samurai

Slationed in this watchtower can see for miles on clear days. Fearing
onslaughts from the Shadowlands. many morc Unicorn samurai are
stationed here ihan at other such fortifications. Heavily armed and
armored. they drill and train constantly. For two miles in every
direction from the watchtower, the ground is scarred and trampled
by the excessive combat maneuvers of the Unicorn regiment
stationed here. fondly nicknamed 'The Unexpected Legion."

U2S Turo-Kojiri
Just a few days ride from Shiro Ide. the village of Turo·Kojiri is

important to the well-being of the Ide family. It extracts ore from the
mountains it nestles against. and the fertile valley just below the
village provides the Unicorn with over 2,000 koku of rice a year_
Although once contested by a greedy luchi daimyo over 100 years
ago, as his own personal lands, the Ide have had little trouble in
managing this fertile and resource-rich landmark. Recently, many
ron in with a touch of prosperity have made their way to Turo-Kojiri.
enjoying the remote and quiet surroundings.

U26 Shinomen Tower
This watchtower overlooks the lands of the Naga. and the city of

lyotisha. This wa" one of the first locations to treat the Naga's
awakening seriously, and it maintains watch over the cities of the
Naga - as much as is possible through Ihe thick cover of the
Empire's largest forest

The Unaligned and j\l\inor
Clan Lands

AI Kyudco Miya
(Cas/Ie of Ihe Miya)
The Emperor's heralds and diplomats - the Miya family - (yell

further from tJle Emperor than any other Imperial Family. l1lCir
palace is nestled alllong the Spine of the World Mountains, just
north of the Plain of lllUnder. Kyuden Miya is famous for its

extensive records on the heraldry and personal mons of clans both
Great and Minor. OnL'e a year. the Miya fund the Emperor's Blessing,
a caravan of builders, artisans, and shugenja who travel to areas of
Rokugan in need of assistance, repairing landmarks. building
schools, and otherwise doing good deeds.

A2 Shiro Usagi
(Hare Clan Strongltold)
The Scorpion army leveled the home of the once-proud Hare

Clan for some unknown offense shortly before the Scorpion Clan
Coup. In a tragic but unrelated twist. the Emperor dissolved the Hare
Clan a few months afterward due to accusations of maho practice.
Effort~ 10 rebuild the castle have been forbidden. and the clan's
former lcaders arc either dead or missing. In their time, the Hare
were clever bushi and skilled hunters of malto·tsukai. A few
members of the Hare slililive in the area, plying their trade as ronin.

A3 The Castle of the Emerald Champion
For a thousand years, the lands just north of the Imperial Capital

have belonged to the Emerald Champion. No army has ever dared
threaten its borders, as all daimyo arc painfully aware that such an
action is an invitation for the other Clans to raise their own armies
against the invader.

The caslle sit~ on a high hill surrounded by a wide, empty plain.
Any army marching on the sight would be seen days in advance of
their arrival. A chrysanthemum - the mon of the Emerald
Champion - is proudly displayed at the front gate of the castle.

A4 Kikeo aod Roka Toshi/Ryu Baooin Toshi
(Treacherous Pass City/Dragon's Guard City)
A narrow pass through the mountains gave this city its name. It

sits in a valley on the sea shore surrounded by high mountains. A
famous storyteller once said a small child gave a dragon a rice ball
at the site of lhe dty, and the dragon promised the child that her
family and all of her descendant~ would know peace for a thousand
years. Since that time, the desccnclauts of that little girl have become
some of the most prominent fishermen in Rokugan.

AS, A6, AS, AIO
(Hub Villages)
Gtosan Uchi is the heart of the Empire. home of the Emperor and

seat of the government. However. invitations arc not given lightly.
TIle Hub Villages on the outskirts of Ot05an Uchi serve as a ba~e of
operations for lesser ambassadors, merchants. and Imperial hangers­
on. The Hub Villages arc home to the Empire's bureaucracy and
taxes arc l..'Ounted here, making the villages extremely wealthy. TIle
Hubs house countless individuals hoping to live in Gtosan Uchi

C\ame j\l\aster's C\uide



Chapter One

Kyuden Seppun
(Castle ot the SepPulI)
This great palace stands between the Imperial City and the

northern mountains of the Crane, as ancient and beautiful as Otosan
Uchi itself. Kyuden Seppun is the second home of the Emperor. the
birthplace or the Brotherhood of Shinsci. and the ancestral home of
the Emperors fanatically loyal Miharu guardsmelt In many regards.
Kyuden Seppun is one of the most sacred and holy places in thf:
Empire. and has always been considered sacrosanct during wan •
between the dans.

A7 Yoake Fushern
(Dawn Tower)
This andent tower guards one·half of the Emperor's Bay, keeping

a steady watch against invasions of gaijin from the sea. Doubling as
a lighthouse. it is manned by Seppun and Tortoise Clan samurai.

A9 Otosan Uchi
(Rokugalli Capital)
Otosan Uchi is the capital of Rokugan. and the greatcsttCSlamenl

to the power of the Ilanlci. The walls guarding the city are so v.;de
that horses can ride along the ramparts. The guards are chosen from
Rokugan's finest samurai. The entire capital exists solely to support
the Emperor and his court. Diplomats from all of the Great Clans
(and many of the minor ones) reside in the Emperor's palace.
plolling. bickering and seeking the favor of the Son of Heaven.
Policy for the entire Empire is determined here. and those without
an invitation may not pass through the gates.

When the city and palace were built. Crab engineers and Phoenix
shugenja worked IOgether 10 make the palace impossible to
infiltrate. Some shugenja say that the walls are enchanted with a
powerful spell that renders its street<; and passageways an
Impenetrable maze; only those with Hanlei blood may find their
way around.

AS Mura Nishi Chushin
(West Hub Village)
This Hub Village contains more Imperial storehouses than any

other Hub, immense warehouses containing rice collected as taxes.
In recent times, the village has become home to Doji Akae and
countless other moneylenders. While many consider Akac's usury to
be dishonorable. he makes cerillin that a large share of his profits
go towards the maintenance of the Imperial Gardens. The Emperor
supports Akae's presence in the village for now.

A~
A6

Al2

A5

Imperial Lands

A6 Mura Higashi Chushin
(FAst Hub Village)
This village is a home away from home for mercenaries. Samurai

looking for work can expect fair (reatment if they have enough
koku. The most notable and innuential establishment is the House
of Green Koi. owned by rclired ronin duelist Miya Yuritogen.
Yuritogen was once an Imperial Herald. and still has many
connections throughout Lhe Empire. For a small fee. he will act as~
agent for a group of samurai who prove themselves honorable.

itselr. Competition 10 get Ihe attention of those with clout in the
Imperial City can be quite [jeTce.

A5 Mura Kita Chushin
(Nor/h Hub Village)
111is village is closest to the lands of the Tortoise. II is thus a great

center of trade as merchants scramble for a chance to purchase the
exotic warcs of the Tortoise Sailors before they disappear into the
Imperial Cily.
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A20

AA22

AJ9

Lands nf the Three
Man Alliance

AA25

AA23

AA24

AA2J

AAJ8
All Nichibotsu Fushero
(Sunset Tower)
This ancient tower guards half of the Emperor's

Bay, keeping a steady watch against invasions of
gaijin from the sea. Doubling as a lighthouse. it is
manned by Seppun and Tortoise Clan samurai.

AI2 Mizen Mum
The small town marks !.he edge of Imperial

lands and the beginning of the Crane provinces. It
is manned by Seppun guards. nearly all of whom
are related 10 lIle Crane in onc way or another.

AB Reihaidn Shinsei
(Crow Shrine)

TIle one animal most associated with Shinsci is
the crow. When he and his Seven Thunders needed
a scout, the crow ~ then a bird with a white chest

I and beautiful colorful wings - volunteered. By the
end of the journey. the crow survived, bUI he was
blackened by the powerful forces that passed
between Shinsei's Thunders and Fu Leng. It is now
regarded as a bird of omen. a watchful and helpful
animal Lhal warns when troubles are ahead Only
those wilh a pure heart and true devotion can find

lone of Shinsei's shrines, but it is said Lhat those
\\ho do learn the deepest secrets of his leachings
from the Kenku spirits of the air.

AJO Mum Minami Chushin
(South Hub Village)
This village was once the home of the famed

Doji Nio. son of Doji and Kakita. Upon Nio's death.
his estates were left "to Rokugan's authors of
beauty.~ Since that time. his large estates have a.
become a communal home for storytellers. poets, If A14
painters. and olher artists trying 10 make a name
in Olosan Uchi. The estates arc beautiful. but there
is little privacy and much cutthroat competition
among the artists here. Generally, even a poor
home in Otosan lkhi is considered a grander
accomplishment Lhan a pallet in Lhe lush gardens

I of Kyuden Nio.
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Lands of the Mantis I

AI4 Shinden Osano-Wo
(Temple 0/ Osollo-Hb)
The Fortune of Fire and Thunder is Osano-Wo, and his gr..,.atesl

temple is here. The monks who keep the temple are known for their
rituals of scarring and secret magic. Constant lbunderSlorms
encourage the local vegetation to become green and lush. bUI the
land itself is rocky and difficult to traverse. Moss gro....os o\'cr the
rocks. and the area is humid. even in the driest seasons.

A15 Kyuden Ashinagahachi
(Wasp Dan Palace)
The samurai of Lhe Wasp Clan are the finest archers in Rokugan.

and its casLle defenses ooun1 on its samurai's prowess. The road 10
the casLle cuts through a step mountain pass. allowing Wasp samurai
to cuI down any advancing armies with impunity.

A16 Koeru Mura
This small village provides rice nnd grain for the Minor Clans.

selling its talents to the highest bidder eath year. Every year, the
ronin governor of Kocm mccts with thc surrounding Minor Clans.
and sells lhe past year's harvest to the highest bidder. This is the
only means by which this small. independent ronin town survives
from year 10 year.

Al7 Shiro Hcichi
(Boar amI Stronghold)
The ruined castle in these forbidding mounlains was home 10 the

Boar Clan until their mysterious disappearance five centuries ago.
Now. lIle mountains are haunted by a restless spirit called the
Shakoki Dogu, a lerrif}'ing enlHy lhat feasts on madness. The Crab
and Falcon ha\'e made countless efforts to placate or e\en identify
the spiril All have failed.

Al8 Zakyo Toshi
(P/ensure City)
Five hundred years ago, this city's name might ha~'c suited it

now it is simply a decorati\'e name given 10 one of the busiest
commercial cities in lhe south of Rokugan. Zakyo is a haven for
lechery and vice. kept clean only through the constant illlerfcrence
of the Imperial troops stationed here to keep watch on the border of
the Scorpion and Minor Clan lands.

A19 Dangai
A small monastery in the center of the unaligned lands. Ihis

haven of enlightenment lakes advantage of the arid land by
constructing rock gardens and libraries. depending on travelers to
bring food for the monks who make their homes here.

A20 Daidoji Yukan-se
(Valiant Daido;i Tower)
At this lower. an ancienl batLle belween the Srorpion and the

Daidoji resuhed in a Crane \·ictory. Since thai day. the tower has
held ilS name. even through the Crane samurai who once inhabited
it have been 1051 to ledtcry and \'ice. Their family dishonored. these
ronin still claim tentative allegiance with the Crane. and are
constanLly trying to return to their former clan with offers of fealty.
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Thus far. the family secret (whatever il may have been that caused
them to be cast oul in the first place) has kept lhcm from
succeeding.

A21 Kudo
A small farming village in the lands that once belonged to Lhe

Hare. Several of the Minor Clans (notably. the Wasp. Fox and
Sparrow) arc contesting for ilS current ownership.

A22 Shaiga
Aquiet Wasp Clan village. manned only by heimin (all of whom

have been taught to wield weapons such as the lOora though they
keep such knowledge secret). This' ilIage accounts for the majority
of Wasp food production. and is well guarded by the vigilant heimin.
Few samurai bother to come here. but if they did. they might also
realize the village's other secret a vein of gold that exists nearby and
is mined only lightly by the Wasp in order to keep its existence
secret - and tax·free.

A23 Meidochi
A small farming village in the lands that once belonged to the

Hare. Like Kudo (A 18), the nearby Minor Clans are all attempting 10

lay claim to it now thatrne l-lare are gone.

A24 Kaia Osho Mura
(Humble Priest Village)
A quiet Fox Clan village on the edge of the Kitsune foresl This

village accounlS for the majority of Fox food production, and is well
guarded by the Vigilant shugenju of that peaceful clan. Often.
members of the Unicorn clan can be found here. seeking rest from
their travels in the lands of their distant cousins. the Fox.

A25 Kitsune Mori Mura
This village within the forest of Ihe Fox is filled with strange

architecture - houses grown from trees, and sliding SlTeens made of
forest leaves rather than rice paper. The Fox Clan makes use of all
the forest's bounty. harvesting its acorns, berries and nuts as well as
lhe food grown in Fox villages elsewhere. There is a large shrine to
lnari here. the patron Fortune of Rice and friend to thc spirit kitslille
that inhabit the wild forest groves around the Fox Clan Palace.

A26 Kyuden Kitsune
(Fox Clan Palace)

When Lady Shinjo left Rokugan. some of her followers remained
behind. Some of these remnanlS became the Fox Clan. While they
do not have the same affinity for cavalry as their Unicorn cousins,

their skills in hunting. herbalism and woodsmanship are
unparalleled in Rokugan.

A27 Kyuden Suzume
(Sparrow Cia" Palace)
The Sparrow Clan is one of the older Minor Clans. formed several

hundred years ago when a number of Crane Clan members
interpreted Shinsei's philosophy as calling for a renunciation of
wealth. Accordingly. they set themselves apart from their money­
conscious Crane brethren and declared themselves the Sparrow
Clan. taking a humbler bird as their inspiration. The Sparrow Clan
"palaceR is quite spartan and functional prOViding a fortified position
that the Sparrow and their heimin can defend in lime of war.

A2B Koutctsukao
(Iroll Turtle City)
This humble city is the single largest producer of boats and ships

within the Empire. creating ships ror the Mantis, Crane. Phoenix and
Crab fleets as well as for the Seppun. Those samurai who wish to
venture into the open ocean would be advised to find a seasoned
navigator here. as well. because no one knows the seas as well as
the ManLis: no one knows boats like the heimin and samurai of
KoutelSukan.

A29 Kyuden Gotei
(Mall1is Clan Palace)
Perhaps the least traditional palace in Rokugan. the home of the

Mantis Clan is also one of the most splendid. Unconcerned with
simple gardens and expressions of Shinsei's teachings, the Mantis
palace looks like a trcasure trove, ObjeCl'i of gold. silver and other
prccious stones and metals adorn the walls, sharply contrasting
with the simple, plain homes of the Seven Clans. It is also here lhat
the mighly fieet of the Mantis Clan guard the Mantis islands.

A30 Toshi no Inazuma
(City 0/ Lightning)
AI least once a year, the tall towers of this city arc ~truck by

lightning. The tcmple of Osano.wo - one of the mOsl extravagant
and beautiful temples in Rokugan. and the tallest building in the
city - is usually the target.

A31 Kairnetsu-uo Seido
This shrine to Kaimetsu·uo was raised only a few years ago. upon

the ascension of the Mantis Clan daimyo. Yoritomo. I-Ie created it to
honor his ancestor, and ask his blessing on the Mantis in the next
years. \"'hether his aet or supplication has worked or nOlthe Mantis
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have been blessed with good harvests, good trade. and few storms
since the creation of this shrine.

A32 Tokigogachu
This small Mantis village is famous for only two things: fish and

festivals. During most of the year, when the boats aren't sailing and
there are no holidays to celebrate, it is an ordinary fishing town,
quiet and bland. However, when there is a festival. the city comes 10

life. throwing [jreworks, celebrations, parades and magnificent
parties worthy of Ihe Emperor himself. [n fact, both Hantei XXXVII
and J-1antei XXXVllI are said to have visited the New Year's Day
celebration in Tokigogachu on a number of ol'Casions. although
traveling in disguise lest the Emperor be found in so poor and
humble a city.

A33 Maigosera Seido
(Shrine of Losl, Sailors)
A massive bonfire is always lil in the great tower that rises over

this shrine, in the hopes that the souls lost at sea will sec the light
and be able to return home to Rokugan and find peace. The tower
looks out over the Mantis Bay of Dark Water and over the wide
ocean to the south. Some claim a cily of horrible creatures lies at the
bottom of lhe bay, and most of the local sailors throw rice over the
side when they cross, so as to avert doom and curses on tbeir heads
from the creatures below.

Shiro Ichiro (no map entry)
(Badger Clan Stronghold)
TIle remote horne of the Badger Clan (north of U2 on the map)

is Rokugan's first line of defense against invasion from the north.
The castles are well built, sturdy, and designed to withstand long­
term siege, drawing heavily from Crab architectural techniques. I! is
said that no one has invaded Rokugan through the Badger's
lerrilory. This is quite true, lhough the Badger Clan secretly
communicate peacefully with visiting barbarians, trade with them.
and send them on their way back north. The rest of Rokugan is
unaware of the Badger's dalliance. For their own parL the Badger
believe their activities arc harmless.

Regions of
the empire

The following location descriptions refer to the
locations labeled on tire color map at the front of this
book

A Kanashimi no Komichi
(Sorrows Path)
This natural mountain pass leads to the lands far north of

Rokugan's northern mountain range. It is called ';Sorrow's Path" by
the Unicorn who returned from the barbarian lands.

B Yakeru YOni Atsui
(Burning Sallds)
The Unicorn tcll or a pcople who livc in the grassy steppes just

beyond lhe mountains, and beyond them lies a vast desert they call
the ;'Burning Lands."

C Kyndai and Kabe sano Kita
(Groo! Wall of the Nor/h)
TIlese mountains isolate Rokugan from the north. The Unicorn

say lhal there are steppes and a vast desert to the north where
barbarians ride on great steeds. killing and pillaging without mercy.

D Hinanbasho sano Mitsu Shimai
(Refuge of the 11lree Sisters)
High in the mountains above the Dragon keeps, Rokugan's only

shrine to the Moon God sits on at the end of a treacherous path
called 'i'he Climb of the Moon." Those who are diligent and discover
the hidden path find the shrine occupied by lhree sisters who have
tended the shrine for as long as mortal memory has recorded.
Speculation has made the sisters out to be ghosts. but none can say
for certain. The three sisters speak in riddles, answering any
question put to them. Legends say that any question pul to them is
answered lrulhfully, bul ruin befalls any who ask.
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E Heigan Ryo Knkoro
(Dragon Iieon Plain)
This high. barren plain overlooks tnc Dragon fortresses to lhe

southwest and Lhe Shrine of the Ki·Rin to lhe soulheast Only
broken stones and shattered foundations remain 10 mark Lhe home
of the Snake Clan. who were ultcrly destroyed by the Phoenix Clan
three and a half centuries ago. Occasionally, foolhardy shugenja dig
about in the ruins hoping to find some remnants of Ihc Snake's dark
magics. The lucky relurn home disappointed. The unlucky do nol
return al all.

F Tani Giza
(Jagged Valley)
This area of the mountains is largely made up of loose shale.

large chunks of which break orf of (he mountains and slide away
into the valleys below. The Phoenix sometimes train samurai in this
area. (0 leach them alerlness.

G Mori Isawa
(phoenix Woodlands)
There was a reason thc Phoenix settled in this area of Rokugan.

TIle wood of Ihe Isawa forest has a particular quality that is
particularly beneficial for their shugenja's scrolls.

H Nani-aku Heitai Heigen
(700 Soldier Plain)
It was here lhal seven hundred soldiers were victorious against an

army of seven thousand (al least, Ihat is what lhe history books say~

I Mizu-umi Ryo
(Dragon LAke)
The locals call the lake in the northwest "Dragon Lake" because

of Ihe shrine to the Guardian of Water that is on the soulh side of
the lake. Some say the Dragon of Waler can be drawn to the shrine
by those who are worthy.

Nagashi Naga Toshi
(SuI/ken Naga City)
AI the bouom of a great lake in the norlh, Ihere is said to be a

dty Ihat remains perfectly preserved. Statues suggest it may have
once been a city of the Naga, but none but Ihose who visit (with
magic. of course) can say for certain.

J River of lhe Lost Valley
(Kellku Home River)
Though it is far from any settlements. many bushi risk the

journey to this remote river. IlS source is rumored to be the home of

the wise and often mischievous kenku. Many legendary Rokugani
swordsmen are said 10 have been trained by these swordrnasters.

K Heigen Kori
(lee Plain)
Surrounded. on three sides by mountains. Heigen Kori is always

a plain of snow and icc in the winter and a barren waste in the
spring and summer. It is a desolate place. devoid of any life save the
sparse gras.<>es that grow each spring only to be covered with snow
when the winter comes.

L Kyodai aod Josho Suru
(l1w Great Climb)
These are the foothills that lead to the mountain palul"es of the

Dragon Clan. They are tight, twisting and confusing and easy to get
lost in. eventually reaching impos<;ible heights. There is a single pass
thaI climbs the mountains, and that is guarded by the MirumolO
family.

M Kyodai and Taiyo
(l7te Greal Fall)
Due 10 heavy volcanic activity, there are many rock slides in this

area, making it quite dangerous. The Dragon Clan train new
samurai in this area - it keeps them on their loes.

N Nernuj Kaminari Varna
(Sleeping Thunder Mountain)
The \'olcano jusl southeasl of the Shrine of the Ki·Rin rumbles

from time to time, but has yet to fully erupL

o Kanawa Taki
(froll Rillgs Cascade)
One thousand years ago, Shinsei stopped at this waterfall and

quenched his thirst at the waters. Since that day, lhe waters have
been considered holy and blacksmiths rrom across Rokugan come
to this waterfall to use the pure waters for quenching their steel.

P Heigen Yuki
(Snow Plain)
This far north in Rokugan. there is a great deal of snow that driflS

down from the mountains into the plains. wSnow Plain~ (as it was
called by the Unicorn) leads away to lands far 10 the west, details of
which arc only known 10 Unicorn scholars.
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QShiroi Kishi Mizu-umi
(lVltite Shore LAke)
"While Shore Lake" gains its name from the while sands on its

shores. It is rumored that ningyo dwell at the lake's bottom. Popular
belief holds thai 10 cal ningyo nesh will grant immortality. hut those
thaI huni the peaceful mermaids risk the wrath of their protectors ­
the Naga.

R Kawa Nemui
(Sleeping River)
TIle river that runs down from the Lake of the Sunken City is

called the Sleeping River. It is named for the sleeping city from
which its waters rUll. The local peasantry insist that if sand from Ihe
boltom of this river is placed in a sake b01l1c, any who drink from
the bottle wi!! fall into a magical slumber.

S Shiroi Kishi Heigen
(White Shore Plain)

Agreat battle was fought here 150 years ago. A forl'C of Scorpion
attacked the recently returned Unicorn. but the Unicorn (and a
contingent of Lion) fought them off. According to the Unicorn. the
Scorpion thought them to be we<lk, uneducated barbarians. and
were swiftly shown the error of their thinking. The Scorpions, when
asked about i~ would concede the point and change the subject.

T Hae Moete Kawa
(Firefly River)
Fireny River is important for the Unicorn Clan's commerce with

the rest of the Empire. The Unicorn are the least agrarian of the
Clans. but it is along this river that all of their farms can be found.
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UOboreshinu Boekisbo Kawa
(Drowned Merchan1 River)
Three hundred years ago. a prominent merchant was attacked by

bandits near this river. They tortured him and his family, eventually
drowning them in the river. Local peasants say thai their ghoslS
wander the bank, looking 10 bring justice to the bandits who
drowned them.

VTanima sano Futatsu Taisho
(Valley of lite Two Gmerals)
II was here Ihal two of the Empires greatest commanders ­

Maisu Kijoruko and Daidoji Wasutsubo - fought the Seven Day
Baltic. In the end, the commanders faced each other on the
battlefield, surrounded by the bloody corpses of hundreds or hours
of constant combat. Although Kijoruko was the victor, her wounds
from the duel overcame her moments later. The battlefield remains
a holy site with a shrine dedicated to both generals localed where
they fell

W Seikitsu sano Varna no Oi
(Spil/e of the World MOIJI/Iains)
This is the mountain range that splits Rokugan in two. The

SeikiISU mountains contain the tallcst peaks in Rokugan (including
the legendary Mountain of the Seven Thunders). and the few trails
through it arc narrow and fraught wilh peril. The only pass large
enough to move an army through is Beiden Pass. and many of
Rokugan's greatest battles have been fought to determine who
ronlrols iL

XKawa Milsu Kishi
(17lree Sides River)
Perhaps lhe most contested body of water in Rokugan is the

Three Sides River. Historically, it has provided the heart of trade and
rommerCf for three clans (the Scorpion, the Lion and the Crane) in
the heart of the Empire.

YKiken Roka
(Jreacherous Pass)
Astory tells of a merchant who lost his lire in this pass hundreds

of years ago. and his ghost still haunlS the mountainsides. At nighL
haunting ....inds whip through the gorges, making it sound as if the
mountains themselves weep. It is a long and dangerous pass. but it
is also the shortest route from the Phoenix lands to the lands of the
Emerald Champion and the Emperor.

Z Varna no Kuyarni
(Moul/tains of Regret)
This range is c<llled Hegret because of the many lives lost in lhe

only pass through the mountains. In the red light of the sunsel the
snow on the tips turn red, making it look as if the mountains bleed
with the setting of the sun.

Sighlings of ogres and goblins in this area lead some shugenja to
suspect an anLient breeding ground somewhere in the caves. but if
it exisls, the Phoenix have yet to find it.

AA Kawa sano Fui 00 Daosei wo Sasu
(River of the Unexpected Hero)
It was here one hundred and seventy·seven years ago that the

Unicorn batded an army of Shadowlands creatures that had moved
north far from their homeland. TIle creatures tried to despoil the
Chrysanthemum Petal Lake, but the courage of a farmer prO\'ed to
be the crucial factor in the baltIc. He saved the Unicorn army and the
ri\'cr at whidlthe battle was fought has been named in his honor.

BB Mizu-umi Kiku Hanabira
(Chrysanthemum Petal Lake)
Hundreds or chrysanthemums line the shores of this lake. Legend

holds that the original chry"anthemums were planted by the hand
of Hantei XVII to mourn the loss of his son. Indeed. the Emperor
often comes to visits shores to celebrate the annual Chr}'s<lllthemum
Festival.

CC Plum Blossom Pass
It is said that in this pass. the kami Togashi first reached

enlightenmenl, eating a plum to break his fasl Oddly, no plum trees
grow trere. In facllhe harsh climate seems to forbid the possibility
of such a tree ever having grown here.

DD Varna sano Karninari
(Mountai" ol/he Seven 11mllders)
The tallest mountain in Rokugan is named after the Seven

Thunders who went with Shinsei to face the dark lord Fu Leng.
lnere is a shrine at the highest peak dedicated to their memory.
maintained by the Brotherhood or Shinsei.

EE Heigen no Otaku
(plains of Banle)
This is the heart of Lion country, guarded intensely by Lion

samurai. However. the Lion have no protection from the Emerald
Champion's taxes. For five hundred years a Crane has worn the
Emerald Armor and has taken full advantage of his ability to tax the
Lion. Through laxation, the Crane have profited from Lion labor.
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FF Heigen no Hayai Mondai
(Plaill of Fast Troubles)
The plains surrounding OlOsan Uchi are known as the kPlain of

Fast Troubles8 because of its reputation. II is illegal to move armed
men through this area Those who do soon find the whole of the
Empire moving against them,

GG Rokug.n Yogash. Heigen
(Emerald Champion Plain)
These rich plains surround il large, well·fortified castle. Both

castle and lands are granted to whomever succeeds at the Test of the
Emerald Champion. As there is currently no Emerald Champion,
they are now occupied solely by the peasants who tend the land.

HH H.nlo no Yo.ke
(Peninsula of Dawll)
Pinched between North Hub Village and the Bay of the Golden

Sun. this peninsula is home to the tiny Tortoise Clan. The Emperor
commands the Tortoise personally, but they are technically a Minor
Oan and not an Imperial Family, This small distinction allows the
Emperor 10 separate nimseJr from the dishonorable tasks the
Tortoise are forced to execute in his name. The Tortoise frequemly
find themselves at the beck and call of the Otomo family, who value
the Tortoises loyalty even if they consider them expendable.

II N.ga Doro Heigen
(Naga Road Plaill)
For many years, scholars have studied and picked over the

ancient Naga ruins in this area. Now that the Naga have awakened,
such studies have become risky, as the Naga seem equally willing to
either communicate peacefully or attack furiously to avenge their
defiled lands.

JJ Ueigen no Kaminari
(Plaill of 71lullder)
The plain of thunder is dedicated to the Fortune of Thunder,

Osano-Wo. It is here that the Test of the Emerald Champion is held,
in honor of the Fortune who is the patron of all bushi.

KK Heigen sano Doji
(Doji family lands)
The plush lands of the Doji family are dOlled with rice farms and

merchant caravans, presenting an im·iting target for bandits. \\1th
the war against the Uon. the Crane have been forced IV begin hiring
mercenaries to protect their interests here.

LL Wan sano Kin T.iyo
(Bay of the Golden Sun)
The port harbor of the Imperial City and center of naval

commerce is the Bay of the Golden Sun. Fishing boats and pleasure
craft intermingle in the deep, calm waters as peasants and nobility
alike take in the beauty around them. Every evening, the selling sun
filters through the ramparts of Otosan Uchi. lighting the bay with a
brilliant yellow shine. The Imperial Guard patrol in boats through
the bay to discourage smugglers and other riff·raff.

MM Tani Hilok.ge
(Valley of the Spirit)
With the mysterious Shinomen to the cast and the hauntcd

1\\'ilight Mountains to the south. the Falcon Clan have found it an
absolute necessity 10 understand the workings of the spirit realms.
The Valley of the Spirit is the horne of the Yotogi, daimyo of the
Falcon. The Yotogi and those who serve him are the mOSl
knowledgeable and experienced ghost hunters in Rokugan.

NN Shinomen Morl
(Hidden Forest)
The Shinomen Forest is the most expansh'e and mysterious

forest in Rokugan. A story tells that it is enchanted and that all
manner of giant creatures (including the dreaded kumo) can be
found here. The outer edges have been explored. but there are
hundreds of miles within the forest that no man has ever seen.

00 Kawa no Kin
(Rhw of Gold)
Once a major trade route of the Scorpion, no clan claims thc

River of Gold now, Some have attempted to send cargo ships along
its waters. but such shipping has been besieged by cunning piratcs
who disappear before the Imperial Legions can catch them.

PP Rok. Reiden
(Beidell Pass)
Seiden Pass is often referred to as the crossroads of the Empire.

It is the only pass in the Spine of the World Mountains that is wide
enough to move an army through. The Lion. Scorpion and Crane
constantly feud over control of the pass. Hundreds of battles hare
been fought over the right to administer the pass. giving the lake
just south of the pass its reputation for being haunted.

QQ MilO-umi no Fuko
(Lake of Sonows)
Stories say iliat this lake is haunted by the souls who died at

Beiden Pass and were not properly buried. Small shrines dot the
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shore line in homage to those who fell whose names are nol
remembered.

RR Osari Plains
(l1le Plains of the Crane Gall)
The plains here aTC lush and rich. but local peasants warn against

wandering about aftcr sunset Hungry ghosts arc said 10 roam free
during the night, looking to feed on the blood of the living and drag
!he wicked screaming 10 the spirit-realm of Gakido.

SS Kawa sano Okami Jikan
(River of the flOUT of the Wall)
Named for a battle between the Scorpion and the Lion in which

len thousand samurai died during the Hour of the Wolf. shortly after
sunseL The battle look place at Beidcn Pass in torchlight and the
dawn was so horrifying thaI MHour of the wolr was deemed ill·
omcncd. That hour is now referred to as the "Hour of the Dog:'

IT Last Stand Plain
(Hiruma ancestral lamb)
It was on this plain that the Hiruma were defeated three

centuries ago by !.he forces of the Maw. losing their ancestral home.
The lIiruma swear that one day they will face the Shadowlands on
mese plains again, and this time they shall not fail.

UU Aka Mizu-umi
(Red Lake)
The lake thai the Itiver of the Hour of Ihe Wolf feeds into is

known as the Red Lake. After the battJe of the Hour of the Wolf, the
blood ran into the river and down into the lake many miles south.
For months afterward. the lake remained as red and as thick as
blood. On the anniversmy of the bailie, in the dark hour of the wolf,
the lake's waters turn red and blood washes up on its shores.

VV Kawa sano Zatu Shudoshi
(River of the Blind Monk)
This river gains its name from an old monk who lives in a small

shrine by the riverbed. He will ferry any who can answer a riddle.
He has lived in his lillie shrine for at least two hundred years now,
and passengers who ask his age get a knowing smile from the monk
and a bath from the rh'er.

WW Michi oi Mayotta Musume lric
(Losl Daughler Inlet)
This is the famous island where lile first Hantei found his bride.

The most famous telling of this talc was as a play by the famous
Lion playwright Akodo Taberu. Acknowledged as his masterpiece,
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!he play manages to tell the tale in such a way Ihal makes villains
of the Crane diaraeters without portraying them as villainous.

xx Nanalsu hi Otaku Heigen
(Seve" Day Battle Plain)
Three hundred years ago. the ronin who called himself ~Usagr

as.~isled Ihc Emerald Champion 10 defeat luchiban and his Order of
Blood Speakers. Usagi was granted a small castle and thc lands that
surrounded it. The battle with luchiban lasted for seven days, thus
the name of thc plain.

YY Ronin Chiiki
(Ronill Plail/s)
All of these lands are owned by the TIme Man Alliance (Ihe

Wasp. Sparrow. and Fox Minor Clans: sec A14. A23, and A24). The
Ronin Plains were once heavily guarded because they bordered Ihc
Scorpion lands: now they are heavily guarded 10 discourage the
spilling-over of the Lion and Crane hosLililies into Minor Clan
IcrrilOry.

ZZ Takia Kusa Heigan
(Tall Grass Plain)
These so-called plains were once an area of rich farmland. but

were abandoned ten years ago when the fields suddenly became
infertile. Recentl)', a great forest of bamboo has sprung up from the
previously barren land. baming farmers and shugenja alike,

AAA Tani Senshio
(Valley of the Centipede)
This secluded valley occupies a small stretch of land between the

Treacherous Pass and the sea, It is home to the Centipede Clan, a
small matriarchal clan of shugenja who exclusively worship
Amaterasu. nleir power in fire magic is incredible, but their clan is
a small one. Only their remote location and the protection of the
Phoenix keeps them out of the larger political games of the Great
Clans. The Centipede claim that Iheir lands "stand closest to lhe sun:'
Pilgrims seeking the blessing of Amaterasu often come here so that
their prayers might be heard.

BBB Umi Amaterasu
(Sea of fhe Sun Goddess)
The sea where lhe Sun Goddess rises every morning is usually

quiet and calm, Buoys line the coast to help sailors guide lheir ships
from harbor to harbor and to keep lhem from sailing too far out to
sea

eee Heigen yori ue ni Warui
(plains above Evi~

This broad expanse of wilderness remains untouched after nearly
a thousand years. Even the wide·ranging Unicorn ha\'en't seuled
here, and Shadowlands creatures seem to fear the area. Many
slrange ruins jut up from the plains. built by inhuman hands an
incalculable lime ago. Rumors abound about the true nature of the
ruins, but the most credible attribute them to lhe mysterious Naga
who vanished from Rokugan before the dawn of man, It is
considered extremely bad luck tu even approach the crumbling
buildings: most Rokugani refuse to go near them.

DOD Yugore Yama
(Twilight Mountains)
Smallcr than the mighty SelkHsu mountains. the Yugure range

covers the soulhern half of the ancestral Crab lands. Tough and
rocky. lhe mountains and littered wilh elaborate Crab defenses
against the Shadowlands. TIlere are many passes through the
Yugure. but most are eHher garrisoned or booby·trapped mse
samurai traveling lhe mountains first announ~ their presence to the
Crab. and then arrive by the Kaiu pass, one of lhe fe\\ places
lta\elers can move about unmolested.

The northern half of the range supports a large number of lea
plantations. and the bulk of the Empire's tea supply comes from
Crab lands.

EEE Mitlsu Otoko Rengo Heigen
rniTee Mall Alliallce Plain)
Four years ago, Scorpion General Bayushi Tomaru led an army

of Scorpions through this plain and was defeated by an alliance of
Wasp, Fox, and Sparrow samurai, sclting a startling precedent of
power and interdependence among the Minor Clans,

FFF Haka no luchihan
(Tomb of luchibol1)
(Order of the Blood Speakers)
Five hundred years ago, luchiban and his Order of Blood

Speakers were put down by the Sc\'en Qaos. luchioon's body was
placed in a tomb and his Blood Speakers put to dealh. ot all the
Blood Speakers were captured, however. and so those who
entombed luchiban set traps all through his tomb to keep his
servants from restoring the evil sorcerer to life.

•
GGG Heiw3 and Kazc Heigen
(Quiet Wind Plain)
Soft winds from the Shinomen Forest blow across the Quiet Wind

plain. and sometimes. haunting music can be heard.

Legend of the Five "Rings



IVoid

HHH Mizu-umi no Sakura Yuki
(lAke of Cherry Blossom Snow)
Cherry blossoms line the lake. and when they fall in the autumn,

they cover Ihe waters, making the lake look as if it is covered in
snow. Many monks and devout samurai come to this lake during lhe
Cherry Blossom Festival. Each of the devout sit under a tree and
meditate until the blossoms fall from UIC tree. Tradition says that he
who sits longest (his blossoms faUla'il) is the one who is most pure.

III Shiroi Kin Kawa
(White Gold River)
TIle small river lhat spills into tile Lake of Cherry Blossom Snow

is called Mwhite gold" because of the white rocks thaI line the
riverbed and the golden leaves that fall into its waters in the fall.
During many festivals. monks and devout S<1murai can be found on
the shores fasting and meditating.

JJJ Shukufuku Sum Jimen Heigen
(Blessed Ground Plain)
This plain received its name when it was chosen by Shinsei and

the Thunders as a place to rest during their journey to the
Shadowlands. Amonastery and shrine now sland here to mark their
historic journey.

KKK Kin Taiyo Heigen
(Golden 51111 Plain)
TIlis rich, fertile stretch of land has been declared sacrosanct by

lhe Emperor. No farming or cultivation of the land is allowed, and
no one dwells here but a few Sparrow bushi whose duly it is to see
that the Emperor's holdings remain undisturbed.

LLL Kaiu Kahe
(Carpel/ler Wall)

It is called the Kaiu Miracle. perhaps the strongest structure built
by man. It stands almost one hundred feet high, reinforced by
buttresses and garrisoned by the fiercest warriors the Crab Clan can
produce. Situated on the nortJlern side of the Last Stand River, it is
the Empire's greatest defense against the horrors of Fu Leng.

The wall was built over three hundred years ago, through a
combination of Shugenja magic and Kaiu engineering. A huge
Shadowlands army had launched an attack against Rokugan; all
looked lost until a young Kuni milgician cast a spell upon the river.
The waters surged and crested, preventing any from crossing it For
sixty days, she held the spell in place, while the forces of the Crab
built the wall. Many died during it~ construction. and more than a
few shugenja sacrificed every ounce of energy to speed up
coostruction, but the waters held. By the time Lhe magician Finally

died from the exhaustion. the Crab were ready, and the wall was
enough to repel the invaders. Since then, it has been strengthened
and builL upon, and entire armies have spent themselves trying 10
breach its walls. It is a testament 10 the power and resolve of the
Crab Clan, and the Hida family has sworn that it will never
surrender it to the Shadowlands. lllUs far. no force has been enough
to topple it.

MMM Kawa sano Saigo no Kamae
(River of the Lasl Siand)
For generations, the Crab Clan had lost ground against the sLeady

advance of the Shadowlands. It was at this river that Hida Banuken
made his final stand against a great army of unspeakable creatures.
For months, a single shugenja created and maintained a raging
turrent to keep the Shadowlands at bay while Banuken and an army
of Crab engineers raised the Great Kniu Wall. When the shugenja's
will broke, Banuken's wall and army were ready. At the beginning
of the baule, he swore he would not take a single step back, and
since thaI day, the Shadowlallds have been contained soulh of the
River of the Last Stand.

NNN Lookout Mountain
A geological anomaly, this singular mountain stands directly in

the midst of the plains of the Lion. TIle Kitsu revere the powerful
mikokllmi within the mountain, and maintain a temple here. On a
clear day. almost the entire territory of the Lion Clan is visible from
this mOuntain.

000 The Black Finger River and The River of the
Dark Moon

Just to the north of the Crab holdings. the River of the Last Stand
forks into two. The eastern fork winds its way through the
mountains, splitting again before finally entering the Shadowlands.
Its waters become dark and stagnant, twisted by the corrupting
magic around it The two forks have been named The Black Finger
and The Dark Moon by the few Rokugani who have seen them.
Unwholesome plants grow along their sides, and unspeakable things
come down to drink from their impure banks. Beneath their
stagnant surfaces. frightening monstrosities have spawned; not even
the ani know for certain what dwells within them. No being who has
fallen into the rivers - man, beast, or oni - has ever emerged again.

The Black Finger is the furthest into the Shadowlands any
Hokugani has ever traveled. Beyond that lies the unknown horrors
of Fu Leng's realm.
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PPP Kabl De no ho ni sa Umi
(Waif above the Ocean)
The lowcs! of Rokugan's mountain regions. lhis area defines lhe

border between Ihe Crab and Crane Cl,ms, which makes it a heavily
disputed piece of territory.

QQQ Bells of the Dead
Almost two hundred years ago, twelve shugcnja died on thiS spot

while battling a powerful evil spirit In memory of the shugenja, a
shrine was constructed in the lonely mountains. It is said thai SO
long as Ihe bells ring regularly, the ghosts of the shugcnja will
protect the mountains.

RRR Katu Roka
(Carpenter Pass)
The Kaiu Pass is the largest passageway through the Twilight

Mounlains, and the easiest means of moving troops through it
Soldiers coming to man the Kaiu walls always travel through this
pass. as well as countless individual samurai hoping to test their
metlle against the forces of Fu Leng. The road through the pass is
wide and well·maintained: the Crab understand the need for open
supply roules. Many merchants. peddlers. and hucksters frequent the
road, plying their wares to any who pass by. Anyone who wishes to
sell anything here must pay a tithe 10 the Yasuki, and indeed most
of the traders along thc pass belong to the family. The Crab tolerate
their presence for this rcason and this reason alone.

SSS Haikyo saoo Kappa
(Ruins 01 the Kappa)
Once a strong fortress of the Crab Clan, the Kappa palace fell

long ago to the Shadowlands. Now, it houses a great goblin city,
shabbily rebuilt 10 ape the style of the original. Dozens of tribes
gather here to meet, haggle, debate, and fight in a hideous mockery
of human sodety. 111e goblins claim that a great king rules all
goblin kind from here, but the highest authority anyone has ever
seen arc thc squabbling Iribal warlords.

The occasional Kuni magician can be found here, negotiating
with the individual goblins for their own sinister purposes. In relurn
fur frec passage to and from the palace, the Kuni have masked the
city's presence from the other Crab families; should the Hida ever
learn of it. Uley would destroy it without a second thought.

TIT Kuni Areno
(Kuni Wastes)
Once conquered by the Shadowlands, the Kuni wastes have been

retaken by the Crab over centuries of of brutal warfare. [I is a flat
plain of cracked mud and blowing dust, where no living thing will
grow. TIle odd Shadowlands creature wanders abou~ looking for
lone travelers 10 prey upon. TIle only humans who live here are Ihe
mysteriOus shugenja of the Kuni family, who practice their fell arlS
in seclusion. They live alone in ramshackle huts which dot the
landscape, and rarely seek the company of outsiders. Rumors
abound about the terrible experiments they conduct on the Oni they
manage to capture, and the unnalural screams sometimes heard
echoing across the wastes lend credence to such speculation.
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UUU linshin Sakana Wan
(Earthquake Fish Bay)
The bay that separates the Crane and Crab provinces has a

portentous history. II's warmer than it should be, due to volcanic
activity occurring beneath the waves. When an earthquake occurs.
ilS water becomes so hot that it kills many of the fish in the lake,
causing a great mess of dead fish to wash ashore. This has only
happened three times in Rokugan's one thousand year history, but
each time it has happened, it has been an omen to an event of
disastrous portent

WWW Kano Suru Ana no Fu long
(Festering Pit 01 Fll t.eng)
When Fu Leng was cui from his father's hand and fell from the

hea\'cns. he landed here. The resulting crater slretched deep into the
underworld, releasing all manner of foul creatures into the world.
The PH is Lhe center of the Shadowlands. focusing Fu Leng's power
and hatred into solid form. Evil emanates from it in palpable waves.
and the darkest spirits congregate around its surface. Crab scouts say
that it stretches all the way to Fu Leng's resting place, and that he
uses it as a window to spy on the world of men. '0 human has ever
seen the Festering Pit without going mad, but the largest and most
fearsome oni often travel here to worship their dread master.

xxx Okiwasureru Haka no Fu long
(Forgot/en Tomb of FI/ Lellg)
After his defeat at the hands of Shinsei. Fu Leng was banished

beneath the earth. Soon thereafter, the Forgotten Tomb appeared, the
representation of Fu l.eng's power on earth. All of the creatures
which he gave life to - the goblins, the ogres, the ani granted
physical form - emerged from the tomb, spreading across the length
and breadth of the Shadowl,mds. Asquat structure of ancient stone,
it is decorated with hideous symbols and terrifying statues depicting
the foretold return of the Dark God. Unlike the Festering Pit, no
creature is found ncar the tomb: its halls belong to Fu Leng and Fu
Leng alone.

YYY Shio Senkyo no Riku
(Tidal Landbridge)
The Landbridge is a small strip of turf on the entrance 10 Warm

Springs Bay. A~ low tide. it is nearly a half· mile across, allowing
large groups of men to pass from one side to the other. At high tide,
it is swallowed beneath the waves. Ships wishing to pass through
the strait must wait for the tide to rise. and both the Crab and the
Crane regulate the traffic that passes through il Both Clans have
squabbled over ownership of the bridge. but the rolling waves have
the ultimate authority over its possession.

ZZZ Bunya sano Asahina
(Fields of lite Moming SUfI)
A great temple to jurojin has been constructed on the beaches

here. All arc welcome to come and meditate. Often, prospective
doctors and shugenja journey to the temple to learn the healing arts
from the resident monks.

YYY Candas
The city of the Chameleons lies deep beneath the ocean waves.

though Naga magic fills the city with breathable air. Sometimes.
when the sea is still Candas can be seen through the surface of the
water. Mischievous young Nagas sometimes play tridts on Crab and
Mantis sailors passing through the area turning their ships on false
courses or sneaking aboard and tampering with navigational
equipment

AAAA Ruined Keep of Fu long
This haunted castle's origins are a mystery. It seems to move

about the Shadowlands at will. and has a malevolent intelligence.
Once a traveler becomes trapped inside, only soh'ing the Keep's
endless riddles and tests of bravery allo....'S a possibility of escape.

BBBB Shima no Koshinryo and Shima no Kinu
(Island of Spice and Island of Silk)
TIle islands of Silk and Spice are, obviously, named for the two

chief exports of the Mantis Clan. They arc. heavily guarded by the
fleet of the Mantis. the largest standing fleet in Hokugan.

ecce Wan no Asaguroi Mizu
(Bay of Dark Waler)
Only those who pUl no stock in superstition cross the Bay of Dark

Water. The standllrd sailor superstition is that a clly of horrible
creatures lies at the bottom of the bay, and that those who do nol
throw rice over the side when they crOSS bring doom and curses on
their heads from the creatures below.

Kalpa (no map entry)
The greatest of the Naga cities has not survived the great sleep of

its people. Somewhere to the far north Kalpa the city of rebirth, lies
buried beneath the rubble of earthquakes and the passage of time.
Even now. with the Naga awakened from the Great Sleep. no word
has come from the Naga of this city, and the race considers them
dead. Many of their souls have joined the Akasha speaking
disjointedly of earthquakes, fire, and war. but no lesson has been
brought forth by the Constrictors to explain the loss or Kalpa's lore.
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ChapteJA Two:

Within

"No +-Ieroes"

There are 110 Miynlzeroes.
-Miya Family motto

~Ii is good to see you again, Httle cousin," Satoshi announced. his
d~p voice resounding through the halls of Kyudcn Miya. ~l trust the
journey here was not too dif[jcult. Yumi-chan?~ Satoshi's words held
a hint of smugness as he looked down al the young girl kneeling
before him.

Miya Yumi glanced up from where she kncJ~ meeting her
cousin's eyes for a single instant. Her pretty face was weary and
smeared with dust., but she smiled sweetly, concealing hcr hatred
well. MNo trouble at all. Satoshi-sama." she replied. "Even Scorpion
bandit~ know belter than to interfere with an Imperial Herald."

"Indeed?" Sa/ashi replied, folding his arms behind his back and
nodding solemnly. "I had no end of trouble with them. Luckily the
Matsu taught me well and I have little to fear from bandits, I
suppose during your time with the Ikoma you must have IC<lTned the
better pmt of valor?" He let thc subtle insult hang in the air and
turned away. slowly pacing toward a window at the far end of tlle
chamber. He calmly lookcd out over the rolling hills he now ruled.

He did not acknowledge Yumi enough to give her any permission to
rise, though he knew she was exhausted after the long journey from
Kyuden Hida to Kyuden Miya.

Yumi remained kneeling for several minutes, until she had to
hold her knees to keep them from shaking. She quictly fumed with
anger, and wished for thc days when her uncle still ruled the Miya
family.

"What of your journey to the Hida provinces?" Satoshi asked
finally, still focused on the hills. "Is it true that Kisada's army moves
eastward, away from the Carpenter Wall?"

"This is true, my lord," Yumi said, trying to keep the pain and
exhaustion from her voice. She would not give Satoshi the
satisfaction. "As of yeL they have not invaded another clan's territory
save Scorpion. As you know, the Scorpion are powerless now, so this
is technically a threat to no one."

Satoshi looked somewhat disturbed by the comment. "Did you
ask Hida Kisada for an explanation?"

'111c Scorpion are a dC<ld clan, Satoshi-s<lma, exiled by the
Emperor. The Crab serve the Emperor yet. They have every right to
take the land if they desire it. so [ did not see the need to impose
upon KiSiolda-siJmiJ's privacy. He is a busy man.ft

"Hmm." Satoshi mused. stroking his chin with one hand. "Tell
me, Yumi. Docs Kisada intend to occupy Shoju's rormcr lands, or has
he set his sights on something granderT

"I would nol know, my lord," she replied. "I am only a herald."
She wobbled a bit where she kneli and nearly relJ over. but quickly
regained her balance. Saloshi smiled.

Acough sounded from the doorway and Satoshi glanced past her.
Yumi glanced back to see an elderly man in rough brown robes
slanding in the doorway. Yumi did not recogni7.e him for a moment
due 10 his poor clothing and the angry scowl that twisled his face.

It was her uncle. YolO. the retired lord of Ihe Miya.
"Father," SiJioshi chuckled, raising one eyebrow, "I did not expect

to see you up and about this early in the day. Surely a pious monk
such as yourself should be chanting the sutras at this hour?"
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Yoto glanced down at Yumi, Uten at Satoshi. "My son." Yoto said.
his calm voice layered with icc. "Do my eyes deceive me or did you
abandon your mannerS at Olasan Uchi as well as your duty to the
Empire? Yumi·chan is tired; lel her rest and give her report in the
morning."

Satoshi blinked, momentarily surprised by the sting of lhe old
man's words. He just as quickly recovered his composure, chuckling
as if the barb meant nothing. "My apologies," he said in a toneless.
nasal voice. He did nol look at his cousin. l'umi. be gone. Rest.
Perhaps I shall have the servants bring you some tea, or something
suitable:' The young girl stood. wobbling slightly as circulation
returned 10 her legs. She bowed to Saloshi as brieny as decorum
would allow. She did not bow to Yoto as deeply. hut held Ihe bow
longer. As she limped oul of the room. she smiled al YOlo so thaI
Satoshi would not sec.

Miya Satoshi slowly moved across the room, arms folded behind
his back. and stood before his aged father. TIle young daimyo
laughed lightly. "Pardon my formality with Yurni·chan, father. It was
a small lest. Unlike you, I believe a daimyo of the Imperial Family
should be shown proper respect." He smiled, showing perfect white
teelh.

"Is Lhal so?" Yoto asked. scratching the side of his head. 111<1t
must be a recent developmen~ for you showed me little resped
when you forced me to retire:'

Satoshi chuckled and placed his hands on Yoto's shoulders.
"Forced you? You abandoned your position when you ran off to look
for the Black Lion!"

Yoto said nothing. but kept his gaze focused on his son. It was a
lie. of course. Satoshi had taken rulership of the family long before
that. It seemed that even Saloshi believed his own lies, now.

~And you claim [ show you no respect?" Satoshi asked ml1dly. ~[

ask you this. Is not the fad that I allow you 10 live ample sign of my
respect?" Satoshi lei the threat linger in the air as he walked away.

Yoto dosed his eyes for a moment. A look of terrible sadness
crossed his face. "What has become of you, Satoshi?" he said 10

Satoshi's back. his voice thick. "\It/hat did I do to place such anger in
your hear!'?"

Satoshi peered back over one shoulder. looking down at the old
man for a long time. "Don't you know?" Satoshi asked. ~You did
nothing, falher.~

YOlO's brow furrowed in confusion. "Then why-"
"Aren't you listening to me?" Satoshi shouted suddenly, whirling

about. "You did /lothing, falher!" He held one fisl clenched in the old
man's face.

"Satoshi," Yolo replied. stunned by the vehemence of the young
man's reply. "Satoshi, I. ....

Satoshi quickly walked away again, marching toward the
window. "In the old days, you would ride across the breadth of
Rokugan to drag a Crab from the gutler," Saloshi hissed. hands
balling into fisL~. "But could you spare a moment to raise your own
son? Fortunes. no. Only the great Miya YolO could bring peace to
Rokugan. Only the great Miya Yoto could carry the Emperor's
Blessing. Only the great Miya Yoto could do what was best for the
little, helpless, worthless, stinking people of the Empire! An
unwashed ronin stood higher in your esteem than l. You purchased
katana for ronin who met your fancy, and what did you ever do for
me?"

~Satoshi, listen to me," Yoto pleaded, remaining where he stood
as his son paced angrily across the room once more.

"No," Satoshi replied with a curl wave of his hand, still looking
out the window. "I have as much usc for your advice as you had for
me. Why should I care what you have to say?"

"Because I am your father, Saloshi," Yoto said. his voice so
suddenly commanding that Satoshi Slopped and turned to face him.

'i\re you?" Satoshi laughed. a wide smile splitling his face. "As I
recall, you gave me to the Lion Clan barely a week after my
gempukku. An offering to sow peace between the MalsU and lhe
Ikoma. II quickly became dear that I was worth lillIe more to )'ou
than as a bargaining chip in one of your negotiations." He glared at
the old man. expecting denial. argument. any sort of refusal.

Yoto said nothing for several moments. "[ was wrong," Yoto
finally whispered, his voice cracked and dry. "[ am sorry. Satoshr

Satoshi's eyes narrowed in anger.
YolO folded his arms in his robes and moved closer to his son.

meeting Satoshi's furious gaze withoul fear. Tears welled in the old
man's eyes.

"When your mother..." Yoto whispered, his voice trembling.
''When Koiso died ... I was shattered. I had spent so much time away
from Kyuden Miya, carrying the Emperor's Blessing, bringing peace
between the clans. wandering the Empire, thilt I had not realized
how imporlant she was. When she died. J think [ died as weW

"If only you had." Saloshi snapped.
"You do nOI understand, Satoshi." Yoto said. though the remark

cut him. "Every time I thought of her. it reminded me of what a
mockery my life had been. Service tn the Hantei and duty to the
people meant nothing compared to her love. Consumed by my grief,
I could no longer function. 1could no longer fill the position [ had
sworn to uphold. Every time r looked at you I remembered her and
died again. When the chance came to place a Miya among lhe Lion
to calm the fires of the Matsu, I sent you away:'

"You punished me for your weakness." Satoshi snarled.
"Yes." Yoto answered. "It was the only way J could continue to

serve the Emperor as J had sworn to do. TIle only way I could push
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my grief for your mother from my mind was to push awny
everything that mallcrcd to me at alL"
~How terrible for you," Salashi said bitterly. "You lost a wife. Ilosl

a mother and a falber. the lalter to his own cowardice. How do you
think it felt to be surrounded by strangers when J wanled nothing
but 10 weep for my mother? I did nOI have the luxury of pushing
my grief from my mindr Do you know how the Uon regard a man
so weak Ibal he cannot keep from weeping!" Now Satoshrs eyes
IIad begun 10 redden as well and his voice was choked from anger
and despair. long bottled away.

Yoto looked away. unable to meet his son's g37.C. "I was weak, and
Iam sorry, Satoshi. I do not deserve your forgiveness. and r will nol
ask ror il All Ihat [ ask is thai you place your hatred where it
deserves to bc.-

~What do you meanT Satoshi asked, slraighlening and regarding
his father skeptically. Any sign of emotion was gone now, except his
usual cold, seething anger.

<;KiU me,~ Yoto said. "Punish me if you will, but SlOp destroying
the Miya."

~I have not destroyed the Miya," Satoshi relOrted, his tone
offended. ''\\!hat <Ire you talking about?"

,,[ mean thaI you have destroyed everything our family stands
ror,~ Yoto said sadly. "We are diplomats, builders. peacemakers. You
have turned your back on all of thal"

~I have turned my back on nothing." Satoshi interrupted. ~I have
merely opened my eyes 10 what the Empire has become. In time of

I war. it is the duty of the Emperor's I-Ierald to be the first into the
breach. The time for peace is over.M

MAnd what of the Emperor's Blessing?" YolO asked, his voice
becoming slowly more angry.

"The BlessingT Satoshi replied. ~I would not abandon the
Blessing! It is our proudest tradition! I donate to the Emperor's
Blessing more Ihan any olher member of our family. More than you
ever did.~

~Yel the monks in the monastery tell me that you have used the
Blessing to create weapons of war. You use funds intended to bring
peace and well·being to arm peasants. Would you even forge the
Miya into soldiers?"

"The monks gossip as much as the OlOmo." Saloshi sneered. "You
have bCfn grossly misinformed, falher. Miya peasants have no laste
for war. You have trained them too well."

,·It is not my training," Yolo replied. Mit is our lr<ldilion, and it is
only common sense."

"Bah," Satoshi SC1)ffed. ~I am daimyo now. The use of the Blessing
is open 10 my discretion. No one stood ready to save the Hanlei from
Bayushi Shoju. Do you think the Lion or the Crane will follow such
a weakling Emperor once they have finished their war? Do you

Ihink Hidll Kisada will truly be con lent with the I;mds of the
Scorpion? lIow much longer can the Hanlei dynasty last? And when
il falls. what will happen to our family? Who will save the Miya if
we cannot save ourselves?"'

"You have perverted the spirit of the Miya.~ Yoto said. shaking his
head slightly as hl:' looked away from his SOil. "The Miya do not
serve the Empire because it is convenient or because it suits our
purposes. We serve the Empire because it is our purpose. The
Empire needs us. You have turned your back on tradition, and soiled
all the good thai we have dOlle."

~And you have turned your back upon reality, father,~ Satoshi
finished. "Our family is weak. We have always been we<lk. I have no
interest in upholding such a Imdition, and neither do many Olhers.
Now is our ch,mce 10 become strong!"

Yoto turned to face his son a final time. ~lis face was calm and
his eyes were cold as flint 1'he fact Ihal )'OU equate war with
strength proves that you are no Miya, Satoshi. I may have failed you
as a father. bUI you have failed the entire Empire. I would flot have
you as a SOft~

Miya Yolo lurned and walked away.
"1 did nOI give you leave!" Saloshi snapped hysterically, slorming

after the old man. "I am your daimyo! [ did not give you permission
to leave my prescncet A pair of guards in the hallway glanced back.
surprised at the outburSl When they saw the source, Ihey quickly
found something else to do.

"You are not my daimyo,~ Yoto said. ignoring his son's ravings as
he continued down the hall "I am a simple monk now. remember?
And e\'en were I still a samuraLI would gladly become ronin before
I took orders from you.~

"Like that fool KoanT Satoshi called oul The young daimyo
halted at Ole doorway and screamed at YOlO's back as the old man
slowly receded down the hall. "Koan is lliready an oUllaw, Yota. I
promise you hell be dealt with just as he deserves.~

Yolo slOPped for a momenl He considered saying something. but
thought the better of il He conlinued walking.

"Or perhaps you mean your friend. the coward Toturir Saloshi
pressed with a mocking laugh. "TOIuri's rabble will be dealt with as
well fath- old man. My Lion friends hare promised me thal The
Dragon will not be able to prolect him for much longer."

Saloshi spun on his heel and returned to his chambers. slamming
the rice paper screen shut behind him. How dare his father speak to
him that wlly? Miya Yoto was daimyo no longer. He had proven
himself a fool once already by losing his position.

Miya Yoto would prove himself the fool a final lime if he
challenged Satoshrs power again. He and Yumi both. Satoshi knew
the two of them were plotting together against him. It was palhetic
how obvious they were. Satoshi was ready for them.
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Yoto senlcd onto the pallel the bones in his back throbbing
gently as he eased himself onto the floor. He became tired easily
these days, far too easily. Perhaps the madcap adventures of his
youth had used up all of his strength. Perhaps the strain of watching
his son become an abomination had weakened his soul. Yota had
not failed to notice the spies that discreetly followed him from
Kyuden Miya, insuring that the old daimyo returned to the
monastery where he belonged and did not cause trouble. Yoto knew
thaI some of the monks were on Satoshi's payroll as well. and
guarded his words among olhers. This was no monastery. This was
a prison.

Yoto wondered what might have happened ir. on his journey back
from Kyuden Miya, he had turned cast instead, toward the camps of
Toturi, Yoto did not wonder to what depths of evil Satoshi would
sink to SlOp him. I-Ie did nOl want to know,

If only Satoshi was more like his cousin. Yumi. Miya Yumi was a
dever girl with a fervent love for peace. Unfortunately. while Yumi
had been away building a peace !reaty between the Crane and the
Lion. Saloshi had been finding allies to ensure his rise 10 power.
Now the poor girl was as helpless as he. and the fragile peace she
had constructed was already a distant memory. In fact. she was even
worse off than YOlO, as she was still under Saloshis command.
Satoshi disliked Yumi greatly, and took great pleasure from giving
her no end of difficult missions. [t was a wonder she had come back
from Kyuden Hida alive, whai with the rumors he heard flying of the
Crabs <lnd their dealing with the Shadowlands...

Yoto decided to go 10 sleep, then, He reilched for the single candle
thilt lit the room.

A sudden muffled thud sounded from the window. interrupting
his train of thought. Yoto opened his eyes. Ilis dormitory was on Ihe
third noor. Could il have been a bird? It sounded like something
large.

An assassin? Had YOlO fmally pushed Satoshi too far?
YOlO quickly seized a clay poltesiing its weight in one hand. The

old man moved 10 the \\indow and slid open the wooden screen.
looking left and right

-Uncle,- a pained voice sounded from below, MUncie, please help
me... M

Yoto glanced down. His eyes widened when he saw a figure
garbed fully in black hanging from lhe window by their fingertips.
-Ninja!" he hissed, raising the pot high,

·Unde!" the figure called oul still trying 10 keep its \'oice low.
Yoto blinked.
It suddenly dawned upon him that a ninja probably would not

have called him "Uncle.-
Nor would a ninja have asked for his help.
lie threw Ihe pot aside and thrust out one hand just as the figure

lost its grip, and he seized one arm. The clay va'iC shattered
somewhere on the earth far below. YOlO ignored the sudden
commotion and seized one side of the window with his free hand to
gain leverage. Pushing against the wall with one foot. he pulled the
intruder inside with extraordinary ease. The two toppled on Ihe floor
in a heap.

Either Miya Yota was stronger than he thought or this was a very
stirn man ...

TIle intruder sat up and threw aside its mask to reveal short·
cropped black hair and an impish, contagious grin. Yoto quickly
realized that this was no man al all. She quickly rolled to her feet
and closed Ihe window wilh a flick of her wrist so no olle below
would see them.

"Yumi!" he hissed. absolutely baffied to see her. -\\~1at are )'OU

doing here? Why are you dressed like that?"
She shrugged and grinned again as she helped her uncle to his

feel "It wasn't m)' idea father.~ she whispered. "II was Koan's.­
"KoanT Yolo's jaw dropped open al the mention of his old ronin

friend. "That old .scoundrel? He's here?"
-He's outside. He used his magic to lift me to Ihe window. lie said

it would be easier, since I'm so light He's waiting outside with Sanzo.
the ronin you told me about in your [eUers."

"$anzo7' Yoto replied, astonished. Yoto had met the ronin, briefly,
many years ago. -What are they doing here? What are any of you
doing here? Koao's an outlaw and Satoshi has no love for ronin.lle
would kill all three of you ir he found out you were working
together,"

'"That doesn't mailer anymore,- Yumi said with a small shake of
her head. MRokugilll needs you. uncle. More than ever. J ncvcr went
to Crab lands: I know Satoshi only sent me there to gel rid of me.
Koan and I have been planning Ihis for months. Sanzo and Koan
were already on their way herc 10 rescue you when I Slumbled on
them. We wanl 10 bring you to Toturi.~

YOlO was siunned. He was shocked that Koan and Sanzo would
risk their lives sneaking back into the lands of the one man in
Rokugan who hated ronin more than any other. He was even more
shocked Ihat Yumi would risk being cast out of the family to defy
Satoshi and rescue her uncle, What stunned him more than anything
e[sc. however. were the nexi words oul of his mouth.

"Leave without me.~ Yoto replied. ~[ can't go~
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Yumi looked puzzled. ''WhalT she asked, cocking her head
slighlly. "You're nol that old, uncle. l'lI carry you if I have 10:' She
turned for the window. taking him by the hand.

"No. that's nol it" Yolo chuckled sadly. He clutched her hand in
both of his and smiled sadly.

~But this is what you planned!" Yumi said desperately. "Koan told
me that before Satoshi captured you, you planned 10 go to lbturi, to
help him unite the clans and bring peace to Rokugan! Don't tell me
you're giving up now! This can work!"

MNo," Yolo said. '!\ctualIy, it can't" VOlo sat down heavily on his
pallet and looked al the floor. Yumi sat down beside him, her f<lce
torn with confusion and concern. "Satoshi has been waiting for me
to try something like this, don't you see? He has been waiting for an
excuse to turn the Miltsu louse on Toturi. tu destroy everything the
Black Lion is building oul there in the mountains:'

"So?" Yumi shrugged. 'The Lion can't touch Toturi in Dragon
lands. Togashi Yokuni wouldn'tlet Tsuko's army past the borders."

"No:' Yoto looked up and met lhe young girl"s eyes.
Yumi frowned, then nodded slowly in understanding. "But if you

escaped 10 join him,~ she said, "Satoshi muld interpret it as a direct
challenge 10 the leadership of an Imperial Family. It would become
an Imperial mailer:'

YOlo nodded. "The Imperial Legions would destroy Toturi as
surely as they destroyed the Scorpion, and the Dragon could do
nothing to stop them:'

~What do we do?" Yumi asked, burying her face in her hands.
'We can't leave you here, uncle. He'll hurt you, I know it~

"You musL" Yoto replied. kAs long as I am alive, as long a~ I am
here, Satoshi gloats. While he is gloating, he isn't thinking, and the
damage he can do is limited, Leave me here, Yumi. It is where I
belong, I can take care of myself:'

Yumi nodded again, ~Hai, Yoto-samll," she replied obediently.
uWill you return to him?" Yoto asked, looking to the west. 'To

Satoshi?"
"No," Yumi replied, str<lightening. "He knows th<lt I have always

favored your philosophy over his own, and Idon't Ihink Icould hide
what I know from him for much longer."

Yoto peered at his niece curiously.
~You may have heard tales of the Winter Court at Kyuden Kakita,"

Yumi replied. "How the Emperor called Satoshi 10 his presence to
discuss his leadership of the family."

"Indeed," Yoto said. "I thought the tale odd, considering the
Emperor's health of late:'

~You should," Yumi replied, "I followed him that night. He didn't
talk to the Emperor at all."

~He didn't?" Yoto asked.
~No." Yumi paused. ~He spoke to the Empress."

Yoto gasped. "Bayushi Kachiko? Whal did they say?"
"I couldn't hear much:' Yumi replied. ~I was afraid the Empress'

bodyguard would see me. However, I heard them mention
something about the Emperor's Blessing:'

"The Blessing?" Yolo replied. "Why would the Empress want to
manipulate the Emperor's Blessing? With a single word in the court,
she could turn il to any use she wished:'

~Maybe whal she wanted couldn't be mentioned in the courts,"
Yumi replied. 'The funds of the Blessing are untraceable. You could
outfit an entire army with the money the Blessing gathers."

Miya Yoto's heart froze in his chest. "But Satoshi denied using the
Blessing to provide weapons for the Miya," he said. 'i\fter everything
else, I still believe Satoshi. He is <l terrible liar. IIe will try to couch
his deceptions in truth at every turn."

~You're right, uncle," Yumi nodded. "Satoshi isn't outfitting Ihe
army. I think he plans to provide weapons.....

"For the fallen Scorpion," Yoto breathed, finishing his niece's
thought.

She nodded, her mouth tightening into a thin line, Her soft eyes
were suddenly fierce and angry. "Satoshi's a traitor, uncle, Iie's
plotting with the Empress against the Empire itself. \Ve have to stop
him, hull can't do it by myself. Can't you see? We need you,"

Yoto looked up at his niece, his eyes full of confidence. "No," he
replied, ~No, you can do this yourself. Satoshi won't suspeci what
you're up to until it's too late. If I leave now <lnd don't show up in
Toturi's camp, he'll suspect something is amiss. Alone, you have a
chance at unraveling his plan."

"But no one will listen to me," Yumi said.
~No." Yoto said firmly, He stood and met the young herald's eyes

squarely, "You're a fine diplomat. All you need arc the proper allies.
Now think. If you want to stop Satoshi, where do you lurn? There's
always a way to find peace, Yumi. You just have to find it."

"I've got it!" Yumi snapped suddenly, grinning. She looked
embarrassed as she composed herself once more, glancing at the
door to see if anyone heard.

"What?" Yolo whispered quickly. ~\Vhat is it? \Vhere will you go?"
"Don't worry, uncle," she said, kissing Ule old mall 011 the

forehead as she rose and moved 10 the window. ~lf I don't tell you,
then Satoshi can't queslion you, right? Stay well, I'll be praying for
you:'

'And I for you, Yumi·chan:· Yoto said, smiling fondly at his niece.
She nodded, bowed a final time. and opened the window. A

momenllmer. she felt the air thicken around her as Koan's spell took
hold, She drifted to the ground. The spell wavered when she was six
feet up, and she tumbled to the ground with a yelp. Adark shildow
appeared suddenly and seized her by one arm. Yumi gasped, but
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quickly recognized lIle man's tattooed face. It was Sanzo, helping her
to steady herself as she landed.

Sanzo peered upward at Miya YOlO, looking down from above.
Yolos eyes fixed on his niece.lhen turned to Sanzo. Asilent question
passed between me strange ronin and the old diplomaL Sanzo
looked at the girl, then back at her uncle, and nodded wilh grim
conridcnce. YOlo smiled slightly and closed the window. conridcnt
now Ihal Yumi would be safe.

~I'm all righl" Yumi whispered, dusting orf her clothes with both
hands. Sanzo nodded smartly and backed away with onc hand on
his katana. eyes scouring the shadows for any sign of a thrcaL
"Koan?" Yumi called out softly. "Koan, where arc you?"

A weathered little man with a sour face crawled out of the
hushes. His jingasa tumbled on the ground, and he swore under his
brealh as he chased after il Sanzo glanced al him brieny and
sneered. MRight here, Yumi-samaMKoan replied, standing. -I'OU
almost hil me with that polM

"I already told you- don't call me 'sama:Mshe replied.

'.r:~.-.~'~~
, .~ ..' ,~

\ ~ ,,~,:,

. " .'."
,';' .... , .

' ..

"I refer to you as 'my lord' for my own protection,Mthe old
shugenja smiled. pladng the helmet on his head, A faded
nightingale man gleamed in the moonlighL "If I get caughL nJ say
you forced me to help }'Ou:'

"()f course." Yumi said dryly. She snatched her yari from where
she had deposited it in the bushes and glanced around. No one
seemed to be nearby.

"\Vhcrc's YotoT Koan asked, suddenly realizing the old man
wasn't presenl

uHe stayed behind.~ Yumi s<1id. "Long story:'
"Old fooL" Koan mumbled. "1 knew he'd do something stupid like

thal [ just knew it."
"Miya Yoto helps people Sanzo said, his voice harsh. 'tic helped

me once. He wouldn't remain behind without good reason."
"I know, I know," Koan whined, 1'hat doesn'l make him any less

a fool, does it?"
"5hh. both of your Yumi hissed. She heard footsteps approaching.

-Come on,- she geslured at the two men and broke into a fUll

careful not to make too much noise. Koan ambled along afler her.
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Sanzo ran with one hand on his sword. making no sound. In a
matter of moments, the trio had disappeared into the thick curtain
of forest

Once lhcy were a safe distance from the monastery, Yumi paused
10 duck into lhe bushes. She quickly Slripped away the black mask.
tunic. and leggings lhal Koan had provided. She returned wearing a
short Ian kimono and dark brown hakama It made her look rather
tomboyish. but Yumi had alw3)'5 preferred to dress practically. Sanzo
1''35 waiting nearby \\ilh theiT horses. Koan was sitting on a rock
reading a scroll The trio mounted and galloped back toward the
""d.

~Where tor Koan asked. ~Back to Satoshi or off to find TOIun!"
~Neither.~ Yumi replied.
Koan blinked. "'You planning 10 lake on )'Our cousin and the

fmpress all by yourself?""
~Nol exactJy," Yumi said. MMy uncle always said laught me thai

friends make the best bridges~

Sanzo smiled slighLly at the words.
Koan considered that for a moment MLiving so close 10 the

Dragon seems to have rubbed orr,~ Koan observed. MDo you think
that for my benefit you could phrase Ihal in a way thai makes
sense'!'

""Odd request from someone whose name means 'riddle:" Sanzo
remarked.

"Leave my name out of this, ft Koan grumbled, -I'm helping you
OUI of Ihe goodness of my heart. Yumi·sama. Anyone who knows me
willlell you tllat's nOl going 10 carry you too far, Now tell me where
we're going."

"Friends make the best bridges," Yumi repeated. 11lat's why Yoto
left friends behind him wherever he went, just in case he needed
help later, We're going 10 find one of those bridges now, and we're
going 10 use it."

"Yumi .. ," Koan said again, his voice growing more frustrated.
MWe're going to Kyuden Ashinagabachi!" Yumi shouted with a

laugh,
"The Wasp Clan?" Sanzo said sharply. MBut they're right in the

heart of Scorpion territory!"
"ThaI's righ\,M Yumi nodded. "My uncle has friends among the

Three Man Alliance, The Three Man Alliance has recently formed an
alliance wilh the Mantis. If Toturi won'l help us, then perhaps Lord
Yoritomo will."

~You think that Yorilomo will help us?" Koan asked. not looking
too confident '"They say he's a difficult man~

"I suppose we'll flnd OUI, won'l we'!' Yumi said with an impish
grin as she galloped off ahead of Koan. Sanzo charged off beside her
\\iihout hesitation.

Koan prayed 10 every Fortune he could name and followed.

Lhe empire

The Emerald Empire of Rokugan is a complex and stratified land,
with many ranks within the samurai class. Not all samurai are
daimyo of their province: likewise, not all members of the samurai
class wield katana and fight ogres. The following information is
designed to give you a guide to Ihe land of Ihe Empire.

Below you will nnd detailed information on some of the more
'common' Rokugani wisdoms. such as a traveler mighllearn aboul
a new land. From the peasantry to the samurai, the land of the
Emerald Empire is complex and intricate. and allows for hundreds
of unique roleplaying opportunities,

The Bonge
Atlhe bottom of the political scalc arc the masses of commoners.

hil/ill and heimin, known as the bOl/ge. This class includes not only
the peasants and merchant class, but lliso the social 'untouchables'
known collectively as eta. These poor unfortunates have the lowest
social ranking besides gaijin,

Because of the lack of scgreglltion within the social strata, non·
eta commoners are therefore eager to distinguish themselves any
way possible. hoping to one day be allowed to join the ranks of the
buke(samurai), or marry into the lesser, 'va'iS<JI' families of the kuge
(noble samurai families), Members of the bonge class are unable to
approach the Emperor or the great houses of the kuge under any
circumstances, although if they risc to become members of Ihe buke
class they are allowed to speak on military matters.

Geisha are not offidally included in the bonge. but are considered
a separate class. Because of their position, they are allowed 10 speak
to members of the samurai class on many occasions. and are
expected to comport themselves as if they were samurai. although
they hold none of the rank, social prestige or political power of the
kuge or vassal families.
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Heimin and Doshin
TIlese are peasant warriors in the service of a samurai churged

with protecting the Emperor's villages. They do not merit inclusion
in the samurai caste, having been born into the peasantry, but share
the w'lrrior·caste's dUly to bushido and protection of the Empire.

Samurai often refer to townspeople as chomill in an unknown
locale. \\~1Cn peasanLs hear lhis word, they know to bring the
headman. Peasants speak to samurai only when spoken [0. and
never give them information they did not ask for. Samurai always
speak first, and peasant<; know to bow and avoid eye contact at all
times.

Gardens
Gardens in Rokugan are carcfuUy cultivated, often

requiring hours of intensive labor over many seasons.
They are designed as small incarnations of the world,
and display nature on a small scale. Moss, bamboo
groves, maple trees and small streams are
incorpordted into the 'features of a garden, as weU as
flowering shrubs, wisteria and cherry trees.
Groupings of rocks are a basic element of Rokugani
gardens, representing mountains and often found at
the center of the landscape. Arching bridges and
carved stone lanterns provide touches of civilizatiOn
within the boundaries of nature. Dripping fountains
of water through bamboo pipes pour into pieces of
bamboo culled shishidoshi, wltich move up and down
as they £ill and empty, slriking against rocks "ith a
rhythmic. soothing noise. Such intricate touches are
the mark of a master gardener. Strolling gilrdens arc
often built around teahouses and in the view of
tremendous mountains or other natural features. tJt
Such gardens increase the beauty of the simple tea
ceremony, and provide a certain solitude which is
rdre in the heavily populated cities of Rokugan.

Villages
Most farming villages are linked by small pillns and dirl rullds,

and it generally lakes the better part of a day [0 travel from one
village 10 the next. These pathways are level with the ground around
them (unlike the Emperor's raised roads). and are far 100 narrow to
guide a cart over. Most carts must take the larger roads. and even
then require a permit (thus. there are very few carts in Rokugan. as
their use is so limited). Hural villages off the beaten path are lucky
10 sec a monthly merchant or traveler. Even the nobles of these lands
are only likely to see a yoriki or gokcnin visit during lax lime. Most
are hamlets far removed from the main culture of Hokugan. and
have found their own way of life over the generations, which is far
dirferenl from that of the larger towns upon the main roads.

These "backwater" places are like another world 10 city samurai.
Villages too far from civilization commonly become targets for
dishonorable ronin, bandits, and monsters looking for easy prey.
Many adventures can focus around this kind of place.

When a samurai makes his way to a new village, the villagers can
sec him from quite a distance. Asamurai approaching a rural village
is a rare sight. and peasants are always leery of their visits. If the
samurai is far enough away, !.he peasant fetches the headman, or
dtUllill. of the village. Should the chanin desire to properly greet the
samurai. he arrives with four doshill (peasants with plte in their
bel!), and asks if he has eaten. Samurai are expected to interact with
the headman for most matters, and during the initial encounter the
headman gently probes to determine whether or not the samurai
means any harm to the village.

The headman invites the samurai in, informs him of the village's
name (if he asks), and escorts him to an inn. If there is no inn, then
the samurai is led 10 the headman's home. He is given rood. sake,
and bedding. If he requires anything else. he needs but ask It is
considered rude to deny the samurai anything, whether he is rrom
the same clan as the headman or not Even ronin receive food and
comrort; after all. as long as there is ,\ samurai at the village, there
is no fear that bandits will come around. Any time a samurai is red
and given a place to sleep by a village, the headman is certain to
include the costs in the village's taxes, and will be repaid ror his
hospitality by the village's daimyo at the end of the year.

If taken to the village inn. road house. tea house, or geisha house,
the samurai is introduced to the owner. There is no cost for a
samurai to cat, drink. stay the nigh~ or visit a geisha, but honorable
samurai leave some!.hing behind in honor of the service. Disruptive
samurai are dealt with by the village's doshin. Commonly, Ihe
offending samurai is knocked unconscious and tied up until the
yoriki or magistrate can arrive. However, in some cases. peasants
have been forced to kill a drunk samurai: the repercussions for such
an aCI are always grim.
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Budoka
Abudoka is commoner, a peasant who has laken up a weapon

and chosen 10 learn the code of bushido. with or without the
teachings of a samurai. He may have been an ashigaru warrior who
llC\'cr wanted to see a farm again after a war. Perhaps he was born
\\ith ambition beyond his station and is now a hidden warrior
laking on a -bctler~ role. Despite thc budoka's effort io violate the
Celestial Order. many bushi treat them with respect for their desire
10 be greater than they actually arc. Budoka arc rare however, and
few make their way to the lands of thc Seven Great Clans.

Budoka do nolusc samurai weapons. and arc normally skilled in
unarmed combat. A budoka looking for work may attach himselF tu
a rollin, without expecting or demantling the pay and respect lhal
comes with being a member of the snffiurai caste. The longer a
budoka follows her way of life, the closer he clings to the life of a
bushi: with the right leaching. he can even learn to master the code
of bushido.

Ashigaru (Footsoldier)
The massi\'e armies of the Empire rely upon ashigaru as their

foundation. for while an anny might win a bailie due to one man. it
is the collective efforts of the rank and file that carry it through the
long weeks or months before. Ashigaru are drawn from the best of
the ~common man- (heimin), and are in this way like conscripted
soldiers. Anywhere that an army marches. )'Ou may find ashigaru.

Peasant Retainer
When an army is understrength and there arc no able bodies to

recruit, most military commanders exercise their right to draw from
tnc villages of their territories for reinforcement". Peasant retainers
(levies) arc the boltom of the military food chain. commonly men ill·
or non·skilled in combat, who have been given peasant weapons and
perhaps the odd polearm. They can be found anywhere armies arc.
though they arc more common in beleaguered areas.

How One Becomes "Ronin
There are many ways to become ranin, but one that deserves

special consideration at the moment is the loss of one's family name.
The recent coup in Otosan Uchi has led to the abolishment of the
Akodo family of the Lion, as well as the entire Scorpion Clan. Many
samurai chose to a\'oid their fate by declaring themselves ronin.
Consequently, lra\'elers through Rokugan can expect to see a great
many more ronin than have previously been evident

The loss of one's family name is a de\'astating blow to any
lirtuous samurai. one which can dcstroy all but the most righteous
ronin's honor and sense of self-worth. Many such individuals find

themselves reduced to banditry within the span of a re\\ short years.
Consequently. this horrible disgrace is reserved for the most heinous
or offenses.

Generally speaking. a samurai is stripped of his family name
when he has committed some horrible disgrace or failure of duty.
This is a much finer line than one might imagine. A samurai who
fails in his duty and is truly repentant would most likely be
permitted to commit scppuku. An unrepentant samurai. however,
might be shamed with public exc<:ution. In order to lose family and
clan, a samurai must have disgraced or failed his clan in some
spectacular fllshion. and genuinely repelll his mistake. A harsh or
'/engeful daimyo, seeing the samurai's anguish over his
transgression. may force him to live with the shame of his failure. Jl
is without question the most excruciating fate that can befall an
honorable samurai.

Some ronin do not suffer disgrace. but arc simply born into the
station. A child born of a samurai and a geisha for instance, is
technically samurai. but recognized by no family or clan. Many
choose to ignore their samurai heritage and !i\'e uneventful lives as
merchants or craftsmen, Others set out to claim their rightful
heritage - a task difficult at best. Those rare few whom a clan
accepts arc so honored only after years. if not generations. or service
to an unyielding daimyo.

Measuring Time
There are numerous methods of measuring time in Rokugan. as

might be expected from such a vast empire with so many competing
innuences. The Phoenix have their own scholarly method, of course.
measuring dates from the founding date of the lost city of Gisei
Toshi: the Imperial Court has a third method. which is hopelessly
muddled in tradition. The Crab have <l tompletely different approach
based on their centuries of experience fighting the Shadowlands.
And the Dragon - welL let's just leave well enough alone, shall we?

However, since your players will be dealing a lot with the peasant
class out here on the borders, we'll tell you how the heimin prder
to measure time.

There is no formal organization of weeks into months in the eyes
of the peasantry: knowing Ihe seasons is good enough for them. and
these are not SO much ritually calculated as sensed. They plant \\hen
they think the time is right to planL they han'est when they think
the time is right to harvest

Since the peasants have a different method of measuring time,
their holidays fall on different days from the samurai's holidays.
They work during lmperial Holidays. which is fine by the samurai.
because it squeezes another day's work oul of them. Peasants long
ago chose to work on such holidays because they learned Ihat
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Marriage
In Rokugan. marriage has become a union of two families rather

than of two individuals. Each family keeps a household register
(koseki) listing all of its members. In historical times. a wife \I'as
erased from her family's register and added to that of her husband.

Wives are called okusan (more formally. okusa11la~ or "Mrs.
Interior." Family roles have always been strictly dividcd. l11C wife
traditionally stays at horne. takes care of the family finan<:cs and
money matters, and raises the l:hildren. with whom she develops an
extremely close relationship. Wives handle family finances and givc
their husbands allowances. make major decisions about purchases.
investments and education of children. Women who are divort"td
tradilionally return to their own families and are known as
demotlori. or "'returnees:"

relatives. In an ie, the father traditionally had absolute authority over
individual members of the family. He was responsible for the
family's economic well·being, conduct of family members,
performance of ceremonies honoring deceased ancestors, and other
matters affecting the family.

The eldest son became the family head when the father retired
from household responsibilities or died. If there was no son. a
daughter would be married to a man who was adopted into the
family to become its leader. This practice was also followed if a son
was not responsible enough to become head of the family or if lhe
family did not want to lose a daughter.

Daughters usually "married ou( inlO lhe families of thclr
husbands and had to submit to their rules, enforced by authoritarian
mothers·in·law. Sons other than the eldest son were adopted into
other families or started their own branch families. Sons were
frequently given names representing their birth order. The eldest SOil

and his wife lradilionally lived with his parents to care for them and
inherit the family property or business. Obedience to and respect for
parents is a basic principle of the society. reinforced by the Rokugani
concepts of duty and obligation to ones parents.

Rokugani children call Oleir grandmother obasan, and their
grandfathers OjiSOl1.. Male and female grandchildren are referred to
as mago (child lineage).

Dt<ums
There are two basic types of drums in Rokugan. There is the

hourglass-shaped tsuzumi. played with the hand, and the larger.
barrel-shaped taiko. played with sticks (bach;). The tsuzumi is made
from lacquered wood with bark skins stretched over each end and
sewn to iron rings laced 10 the wood with cords. The term tsulumi

Hour Common Fonnal
6-8 A_\!. Hare Sun
8-10 A.M. Dmgon Moon
to A.~.-NooD Serpent Hantei
12-2 P.!ll. Ho... Akodo
2-4 P.M. Goa' Doji
4-6 P.M. Monkey Shiba
6-8 P.M. Rooster Bayushi
8-10 P.M. Dog Shinjo
10 P.M.-l\1idnight Boa, Hida
12-2 A~'I. Rat Togasbi ...
2-4 A.M. OX Fu Lcng
4-6 A.J\1. TIger Tenth Kami

Hours of the Day
The Rokugani day is dh'idcd into twelve hours.

Each has a common name, used in general
conversation and by the peasants, and a fomml name.
used in religious ceremonies and by the upper
classes.

The traditional Rokugani family is an extended patriarchal group
known as an ie (stem family). usually translated as "household,"
\I'hich often includes branch families under Ole authority of the
main family. as well as distant relations and persons unrelated. II is
often referred to as a -fictive~ kinship relationship. since family
members may be adopted and bloodlines do not determine
relationships.

The ie developed from the ancient system of family groups
known as u;i.. similar to dans. which were economic units including
people who worked for a household as well as close and distant

Family

samurai get testy when the samurai's holiday and the peasants'
holiday don't match up. All of this is simply the fate of the peasant

Legend of the Five "Rings
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Depending on the type of gagaku being played. different
instruments are used. A double·reed pipe that resembles an oboe,
called the hichiriki. is played for all three types. Togaku ensembles
use a sho - a mouth organ with 17 small bamboo pipes. The sho can
play many notcs at once. A hanging drum (laiko). a small bronze
gong (shoko) and a small hourglass·shaped drum (tsuzumi), in
addition to Iwo stringed instruments, the biwa and the koto, are the
core of togaku and komagaku. Ritual music is performed mainly by
singers. who also rhythmically strike a pair of wooden clappers
(shakubyoshi). All types of gagllku music are very complex, with
many differcnt scales and modes. Gagaku is perrormed al a much
slower tempo than the folk music of Rokugan.

Bunraku
Puppet theater, of wbich there are Sf\.-eral

kinds in Rokugan, is known as bunraku. Puppet
shows are perfonned by itinerant entertainers,
and some puppeteers hal'e become quite
important and inOuential. Bunraku puppets are
about one-half life size. Each puppet is handled
by three puppeteers dressed in black, who keep
their bodies concealed by a screen. The chief
puppeteer, or omozukai, manipulates the
puppet's head, eyes. mouth, right ann, and right
hand. One assistant manipulales the puppel's
left ann and hand, and the olher controls lhe
legs and feet. II bunraku is perfomled properly,
the audience only cOncenlrdtcs on the puppets
and forgets about the puppeteers,

The puppets are dressed in costumes of
prominent samurai in Rokugan (past and
present). Different wigs are put on the heads 10
show the age, sex. and personality of the puppet
A narrator sits on a dais to the right of the
puppet stage, often accompanied by a musician
playing the sbamiscn. Although the narrator
usually chants thc dialogue for aU the puppets,
large scenes require SC\1cral chantcrs.

Ciagaku
Gagaku. or -elegant music.~ is the traditional music perfonned

for the imperial court. Gagaku is played by an orchestra of bronze
bells. nutes. and drums. Dancers accompany the music in a form of
courtly dance known as bUgaklL Samurai courtiers are expected to
know the dance, and during times when the court is in session with
music, courtiers movc aboul with fans, imitating the motions of the
ancestors. Bugaku and gagaku are very slow, solemn. and majestic.

Taiko are often played during the Bon Festival. While the taiko is
played, people dance in large circles. This style of dance is typically
considered folk dance and few samurai engage in the activity.
During the rice·planting festi\'al a smaller taiko is hung around the
drummer's neck, and the drummer accompanies dancers 10 the field
where the seeds are planted.

Another important drum is the ltirazuri.<Jaiko. It is used in
kabuki and noh thealle and is used 10 create various sounds effects
to enhance the play, although in noh theatre their use has dwindled.
The hirazuri·daiko is a thin. barrel-shaped drum, suspended on a
stand. It is accompanied by the flute flue) and the sounds mixed
logether give a sense of foreboding to the scenes. It is especially
appropriate for ghosts appearing on the stage.

The taiko helps peasants to symbolize their own community.
During festivals expert drummers visit and put on shows for the
more remote villages. and often, the boundaries of a village are
determined by the hcadman as the farthest point to which the taiko
can be heard. Beyond that range is no business of the village and is
left to the samurai.

specilkally refers to the hourglass-shaped hand drums used in
kabuki and noh theater.

The largest lSuzumi is known as an otsuzumi and is about a foot
kmg. When playing. the drum is held in the left hand and rested on
the left thigh. The drum heads are slruck with the right hand.
producing a sharp dry sound. Drummers wear finger guards made
of papier-mache. which heighten the sharpness of the sound.

The smaller tsuzumi (kotsuzumi) is up to three-quarters mis size
and has loosely laced drumheads. A little more difficult to play than
lhe otsuzumi. it is held on the right shoulder with the left hand. The
drummer strikes the drumhead with the right hand and squeezes
the laces wilh the left, thus llJtcring the IanI' produced.

Taiko arc large barrel-shaped drums. In traditional court music a
huge laced-head drum known as dadaiko is played. A tsun·daiko is
a drum where the head is nailed directly to the body of the drum.
The Rokugani also playa laced-head drum called lIillaidaiko. It is
carried during processions un a large pole.
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G\ames

Decoration on the ogi's face tells a three-part story through elegant
painting and calligraphy. Skilled fan makers have great artists adorn
Iheir fans with stunning images. and many have made a name for
themselves in the larger tities.

The ud,iwa is an archaic nat fan made from thick paper and
bamboo (which makes up the long handle). It folds oul inlO a half·
tirele. and Ihe paper is mosl oflen decorated with a simple. brightly
colored design. Military orficers use a nat fan to signify their rank
and 10 issue orders to their troops; these fans have an iron handle

and a heavier paper is decorated
with the family or Clan man. The
lessen is similarly constructed. but
mOSI are straight and can be used
defensively, while Ihe standard
military fan has a bulterny shape.
On the bailie field a samurai mighl
carry a jinsen. a fan made of
peacock or pheasant feathers. bUI
these have grown rare and most
generals require their samurai 10
carry a tessen or a military fan.

In Rokugan fans serve as asign
of respect during ceremonies. Fans
also act as decorations and. as
mentioned abo\'e. are given as gifts
during auspicious occasions (e.g.
gempukku). Small fans are used
during the tea ceremony. although
only in the closed position. Priests

..... and monks also use fans while
chanting during the reading of
religious scriptures.

From go 10 shog~ irs likely Ihal your characters are going to end
up playing a game of chance to determine some outcome with an
NPC. Such games are commonplace, and often become speclator
sports.. The Lion bushi \\ ho is good at taeliG will a'rtainly ha\'e
some idea how 10 play go, and the average Phoenix spellcasler
certainly has some skill with the delicale maneuvers of shogi
Though you may purchase an actual copy of these games (and we
highly recommend it!). here are the simple rules slructures and
conctpts that your PCS would know.

Cloth
The Rokugani use a variety of materials for

everyday uses. Burlap. cotton, fukusa, kasun, and
silk are common materials for just about
anything_ Most sacks arc made of burlap, and
almost all peasants ha\'e clothes made of cotton.
Fukusa is a thin silk used for wrapping gift,
although plain rice paper is used too. Kasun is
another cloth worn by peasants and is primarily
worn in the summer. Peasants also wear dobuku
(a short coat made from a heavy cotton) on
fonnal occasions. Silk is the most predominant
material in Rokugan and one in twenty villages
has a silk works, milling silk constantly for the
noble class.

"Time does not die. Dilly lite spirit ofyoung men waiting for il. ~
- Yoga Gorijotsu

Fans

Fans arc traditionally used by both men and women in Rokugan.
and arc worn in the belt or carried folded or unfolded. The
prosperous often carry fans, and all of the regal families of Rokugan
0001 themselves with fans of classic and contemporary designs.
Rokugani fans are usually made of
bamboo and paper, but nicer wood
such as mahogany or pine is
sometimes used.

There are a number of forms of
CliquCIIC associated with fans.
When a fan is presented as a girl, it ....
is never wrapped. The fan is the
given in a specmc manner,
indicaling how !he gh'cr wishes
the gifl 10 be used. If the fan is
gh'cn handle first (pointed a.....ay
from the giver). then it is expected
rhal the fan will be used in court or
on the baulefield, depending on
the type of fan. If Ihe fan is handed
10 the samurai sideways (hand in
center). Ihe samurai is expected 10
display it on herselr. hanging from
her belt. from a piece of silk. A
samurai who receives a fan from
someone fan edge first (handle
pointed toward the giver) is
expected to unfold the fan and
place it on a small stand in a place
of honor. Gift fans arc always of
the highest quality and painted with maiestic scenes. or beautiful
portraits of important people.

If someone dies while carrying a fan. whoever finds the body
may keep Ihe fan as if the deceased had given ilia him. He is
expected to place the fan in a place of honor as if Ihe fan had been
handed to him fan-Side firsl This is a symbol that as long as the fan
remains in a place of honor, he will have a long life. It is an obscure
custom. (hough. and many Rokugani do nOI observe il

There are three types of fans in Rokugan and each has a dislinct
purpose. The ogi is the typical folding fan thai most Rokugani carry:
most nobles carry an udtjWQ instead. The ogi is made of many (3 10
25) bamboo ribs and the paper between each rib is folded only once.
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Shogi
Shogi is the Rokugani equivalent of chess. The game consists of

nineteen pieces in ten different sizes on each side of a board Ihal is
marked into a grid of 81 squares (9 x 9). The pieces arc usually made

of wood (although other materials are common) and elongated into
a Five·sided shape mudl like a small obelisk with a point. Each side
of the obelisk-shape has a kanji character painted on it: one side is
thc piece's normal value, and the other side its promoted value.
Unlike in go, the pieces in shogi go in the squares between the
in1ersections.

The malO piece on each side is known as the king; it moves only
one square in DOC diredion, like the king in chess. Other pieces

include a rook, a bishop, two gold
generals, two silver generals, two
knights, two lancers, and nine
pawns on each side: each has its
own distinct rule for movement
and may capture just like in chess.

Rooks can be moved forward or
sideways as far as the player
wishes. Bishops arc moved
diagonally, just like chess. A gold
general moves one square in any
direction. with the exception of
diagonally backward, and silver
generals move one square forward
or diagonally. Knights may move
only to the two squares on either
side of the square two spates in
front of them, but it may jump
over other pieces. The lancer
moves \0 ,my square forward but
cannoi go backward. Pawns move
- and capture - forward one
square at a lime. As in chess, the
goal of shogi is to checkmate ihe
opponent's king.

A piece thai moves into ihe
three rows of squares 011 the
opponent's side may be "promoted"
to the next highest rank. A

promoted piece flips over io reveal its "promoled" side.
Captured pieces are not gone for good. bui may be brought back

into play by the player who captured Ihem. Captured pieces may
return on any open square. with a couple of exceptions. To keep the
ownership of pieces clear, all the pieces arc the same color. but a
player's pieces always keep the pointed end of the obelisk toward his
opponenl

Shogi was brought to Rokugan from the Burning Sands by the
Unicorn. It has been adopted into the Rokugani culture and is now
a common game among peasants and samurai alike. Samurai claim

I Beat Him Just Enough...
Death is an extreme way to instruct PCs on

how to stay out of trouble. One may not wish 10
kill a useful samurai, but it may be necessary
sometimes to beat them enough to remind them
of their place. A few peasant doshin anned with
bo and sai can make quick work of a loud,
drunken samurai. No doubt a patrolling
Magistrate moving through the Emerald Empire is
sure to SlOp in that village any minute.

Use what you have at your disposal to teach
the PCS a lesson. Long-term lessons (like death, or
guard posts) are mrcly fun. PCS quickly plot
revenge against such an enemy. But, by making
the lesson quick, painful, and embarrassing the
PC may think twice before doing such a thing
again. Cause-and-effect punishments are far
different from sadistic, mindless punishments;
give thought to their proper use in game play.

Go
Go is a game of strategy. r.,/lost Rokugani arc familiar with the

rules of go and play often. Go is played on a nearly·square board
lhat is delineated with a grid of 19 horizonial and 19 veriical lines,
creating 361 intersections. Go is a two·player game. and typically the
game pieces arc black and white polished stones. TIle players take
turns placing slones on the iniersections in order to surround as
much territory as possible. The winner is the player whose stones
control the highest number of
contiguous iniersections. Go is a
simple game to play - it has only a
few basic rules - yet it requires
great skill to master its subtleties.
Go masters consider it an art and a
way of life, not a game.

Teawari is a handicapping
system thai gives the higher­
ranked player the while stones.
Since a black stone is played first
IDe weaker player gets the first
move. The handicapped player is
sometimes permiited to put a scI
number of stones into play before
llle game starts. depending on the
relative skills of the opponents.
Once a stone is placed on the
board it is never moved. bUI if it is
surrounded by the opponent's
stones it is captured. and removed
from the board. The game is over
when all the stones have been
played. In Rokugan, no matter how
futile it may be. all games of go arc
played to the end.

Go is considered a valuable tool
for teaching taLiia; and strategy
despite iL<s abstract nature. Otoson
Uchi hosts annual competitions for promising young players in four
different classes based on age (age 7, 9. 11. and 13). TIle greatest
player of go in Rokugan is rumored to be Master Suana of the
Brotherhood of Shinsei: however. Toturi is known 10 be a great
player as well.
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Night

Samurai generully do no! go out al night. In cilies, towns, and
bigger villages il is considered acceptable to be oul at night, and
many yoriki and doshin are stationed at the gates at night in regions
that arc considered unsafe. Bul. in more remote areas of Rokugan.
many of Ihe citizens retreat to their homes when darkness falls and
do not emerge until the dawn.

Sunlight must be taken advantage of, and a samurai standing
gu<trd al night is sure to stay in a well lit area. Scorpion and others
thai lHe familiar with this tendency usually have the darkness to
themselves.

111e TN to do anything (Perception, Fighting, etc.) in a poorly lit
area should be increased by 10, and a very dark area increases the
difficulty by 25, Utter darkness makes action impossible and
therefore only a great master could hit ~omeone under such
conditions, Increase the TN to do anything (thaI usually require

Rokugan is a Quiet Place
Making a ruckus in Rokugan is not smart. There arc ways lhat a

samurai is expected to behave, and those who continue 10 be loud
and brash in the presence of a daimyo or high-ranking samurai are
surc to cam a whack from Ihe end of a saya. Samurai who believe
that being loud and obnoxious is cool will soon find themselves
taking on roles befitting their station.

A Matsll who talks too much will find herself at the front of a
large army. TIle Crab who barks in public is sure to be placed on the
wall where a greal warrior belongs. No one should waste his talents
sitting in a sake house when there is a war to be fought! The bailie
maiden who can't stop bragging, or the over-proud Crane, will end
up guarding their lords' prize peacocks and horses - noble stations
for such noble samurai. No doubt their children will enjoy inheriting
such a position,

'11e LSH HPG has a thousand ways 10 deal with loud-mouth
characters and get them to quiet down for a change. Rokugani do
not accepl individualistic, brash behavior. It is insulling.
embarrassing. and contrary 10 all of the notion~ of being a samurai.
So the next time a PC smashes a cup of sake in a peasant's face,
make sure that a few samurai arc there to witncss it. Being
boisterOUS is as Stupid as it gel~. "If the lord ever gets word of your
doings, he is sure 10 remove your head.~ Even in the Crab lands,
everyone knows when Kisada or Yakamo are home, Or O-Ushi..

"Spirits come out at night. 'me day is for the living and Ihe flight
is left for something else... "

- Eko, a peilSunf of the North Hub Vilfage

Bonuses
Often great role-playing can outweigh the

power of the dice. A player in the middle of a
soliloquy has IiJtle timc to check his stab, and can
movc an audience with his words. The power of
the dialogue is enough 10 stop the game and the
GM and players forget that stats even exist.
Although such a dramatic respite is not as
common as we migbt like, it can happen that a
GM allows the talent of a dramatic player to
overshadow the game. Remember to give a bunus
of experience points to these playef1i avoid giving
out dice bonuses or aulomatic success, lest your
games be unbalanced in favor of the eloquent
player with Ii poorly~slatted chardeter,

thai pcasanl~ are not playing the same game, as a number of
versions are played by members of the nobility, and therefore the
peasants must also have their own variants. The "official" rules are
known by mosl, however and the standardized rules of shogi are
kept by Imperial scribes.

Akodo Soko drew up Ihe standardized rules of shogi some 150
years ago. She also developed the ranking system for tournament
play before her death. She was given the title of meijill by an official
panel of shogi judges. and there after all shogi maSlers became
known as soko-meijill to honor the first great champion. A new
shogi master is crowned when the soko·meijin turns 40. A
tournament is held in the Lion lands. and invitations are extended
to all of the ClanS. At the dose of the lournament a master is named
and Fealty is offered to Ihe new soko·meijin if he is nOI already an
Lion. 111£ present soko·meijin is a Dragon samurai named Kitsuki
Yasiri. now 38 years old, Allhough he refused 10 swear fealty to the
Lion, he still carries the title soko-meijin.
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\ision) in complete darkness by 50. Stealth is impossible in complete
darkness. as the samurai cannol know where he is putLing his feet

Seppuku
The act of seppuku should be motivated by sincerity. not the

desire for more character points. Applying rules and measures 1.0 the
process degrades an honorable acl. GMs who desire drama over
mechanics should never allow the following rules to interfere with
game play. TIl is is Ihc ultimate act of a samurai, and it can feel like
quibbling 10 rcdu(.'e the act to mere dice rolls. GMs using this system
should intersperse the action with interactive role-playing and
drama. The act alone should be thc reward. not the desire for more
kharma poinlS. (See the Kharma Hule on page 158.)

Some GMs and players may want to play Oul the drama of the
seppuku. Although the Players Guide details the act of seppuku and
the importance of an hOllorable suicide, remember that no seppuku
is honorable without the authority of one's lord. GMs who wish to
play out the day of the seppuku may follow these rules:

I. The samurai spends the day in a temple dedicated to a family
kami or an appropriate Fortune. First they must meditate. The
samurai should cleanse himself 10 prepare for the ceremony. Roll
Meditation/Void at a TN of 20. GMs may wish to increase this TN in
situations where the dishonorable act being atoned for is particularly
offenSive.

2. Next. the samurai writes poems and leucrs to lovcd ones.
Especially crafty GMs may ask the player to write these themselves.
Those interested in applying mechanics to it may ask for the
following rolls: PoetrylAwareness. Bard or Storytelling/Awareness
and Calligraphy/Awareness. E.1ch roll should be made at a TN of 15.
Avery honorable family may expect finer letters from the samurai
in which case the TN should be increased to 25 adO.

3. At sunset. the samurai is blessed by a priest of the dan and
dressed in ritual white. The GM should secretly roll for the blessing.
Higher·Glory samurai are blessed by higher·Glory shugenja. Roll a
number of dice equal to the samurai's Glory and record it for later
use.

4. f'\exl, the samurai reads a prepared speech to the onlookers.
This speech is an arfirmation of the samurai's life. A great samurai
",ill write a dignified speedi. while an arrogant one will find
pleasure in demeaning and denouncing the audience with their
superiority. In either case. the skill of the samurai in oration is more
important than what they are saying. Bard/Awareness is rolled and
compared to a TN determined by the GM. The higher the rank of

the onlookers, the harder it will be to sway lhem with the speech. A
TN of 30 is average. and a particularly stoic crowd should ha\'e a TN
of 45 or more. The Emperors Coun would have a 70 or higher!

5. Finally. the three ruts.
A 'second' stands over the samurai while he makes three cuts in

his belly - (from the samurai's perspective) left to right. up, and then
right to left If at any time the samurai wavers, the 'serond' is
expected to step in and end the seppuku with dignity. Being the
'second' is a great honor, and only a samurai of importance to the
individual committing seppuku should stand as 'second'.

For each cut, the samurai rolls a Willpower check against TN 20.
25. and 30. If at anytime they fail a roll, the 'se(:ond' rolls his Rcnexes
against a TN of 15. If the second is successful, he successfully
removes the head from the body, and frees the samurai's family
from dishonor. If the second fails the roll, there is a sharp cry before
the head is removed from the shoulders.

Extremely stringent GMs may wish to penalize PCS for failure.
This should be even more heinous in situations where there is an
audience, especially if your enemy is there to watch. Howe\'er. this is
not recommended.

Whal does it aU mean?
In game terms. GMs can apply the abo\'e rules any way they

wanL One way 10 do it is to offer the PC more Kharma points (Sec
Kharma and Dharma, page 159). TIlese points are used to increase
the stats of the next character they create. Simply add them to the
initial Character Point total that the player begins with. For example
in a standard L5R campaign. the PCS start with 30 CPs. In this
instance, if all of the rolls were successful they would begin with an
uddilional nine points for a total of 39. In addition, for each full 15
points rolled by the priest blessing the samurai, he receives ,m
additional Kharma point. 'Se(:onds' who must step in 10 uid the
samurai committing seppuku also earn an extra box of honor and
glory. GMs may wish 10 have the lord of the participaling family
bestow a gift upon the 'second' a few days later.

In story terms. it means that a deliberate painstaking ritual has
been followed to the finest detail. It means that the single greatest
signolUre on the Ufe of a great samurai has been added to the history
of Rokugart It means that the honor of a family has not been stained
by a single impulsive act. And it means that your PCs are capturing
the heart of Rokugan with their reverence to the code of bushido.

Note; This system is completely optional. GMs that choose to use
these rules must lake into account that they have reduced the hean
of seppuku 10 a series of die rolls. This is not the intention of this
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Matsl/ Miyako flew frolllthe saddle, hilling Ihe ground hard. She
spal oul a mouthful ofdust and pI/shed herself up all aile knee. Qlle
ann was numb and she trembled with pain, bill she ignored her
weakness. Tell feel away, the horse II/med to face her, nickerillg
softly ami kicking the air with one foreleg.

It almost seemed as if the animal was laughing ather.
"It is laughing at yOIl," Morishigi remarked. 1I0t looking lip from

the pillolllbook he held open in his lap.
"You're supposed to be teaching me to ride. brother," she slteered

at Ihe older samurai.
Matsu Morishigi peered up ather. a subtle smile playing across

his blunl features. "I am helping you enough already," he remarked.
He returned to reading.

Miyako wiped the IricMe of blood from her chill and stood. She
turned to face the hot"5e. It watched her with one eye as it chewed
the lush grass. She took a few careful steps, then quickly reached for
its reil/s.lt wcu> gone ill a flash, leaving Miyako in a cloud of dust.

"I swear this horse is accursed!" Miyako snapped. "It won't sit
still.'"

"Imagine that." Morishigi replied, re/liming /0 his reading.
The horse trotted back over near Miyako, nickering to itself as it

watched her. It seemed /0 be daring lier to try agaiJL '"Did yOIl choose
tlie WOt"5t horse ill the stable on purpose?" Miyako grumbled.

'·Yes." MOTishigi said with a smile.
Miyako whirled /0 face her brother, angry 1I0W. "''d like /0 see you

ride it, then.'" she spat defiantly.
"What good will/hat serve?" he asked, shrugging. "I know how

to faf! down already. I wouldn't be caught dead on that horse."
Miyako frowtted. "Wlty did you choose it? Did you wish to see me

humiliated?" 17te youllg girl's face burned with frustration alld
embarrassment.

Morishigi closed his book slowly and tucked it ill/o his obi. He
rose and moved to stand beside Miyako, his strange crystal·gny (yes

Training and
Apprentices

More on Seppuku
In L5R. the daimyo of Rokugan detemline the fate

of lheir samurai. No samurai may commit seppuku
without the permis~ion of his lord. GMs and players
should carefully consider the silualion before
deciding that a character should commit seppuku.

Discuss the seppuku out of character. The player
and GM should agree that the samurai's seppuku is
necessary and acceptable. There are other options,
such as banishing the character from the Clan, or
giving him heinous disadvantages to compensate for
his stubbornness. Perhaps he could be sentenced to
serve some time in a horrible duty such as guarding
the Kniu Wall, or sent on an impossible quest.

[[ the player would rather see the seppuku of the
char'dctcr, and the GM (as daimyo) says no, there are
more options to consider. The first is simply to retire
the character. The life of the samurai is forfeit and he
will bring shame on lhc fami.ly for years 10 come.
Another is 10 continue with the character, and strive
to cleanse his name.

GMs an,d players should have clearly defined
reasons why they wanl or don't want the seppuku of
the character (in and out or lhe game), and there is
nolhin'g wrong with a daimyo who considers an act
so horrible that he commands the samur.u to cal11'
the shame. Suc,h cause and effect can make ror great
stol'Jl~telling, and inspire far greater deeds.

treatment. Rather, it is an attempt to illustrate the Hokugan is nOI a
simple, convenient game environmenL bUI a living, breathing world,
and players who choose to involve themselves in the splendor of
such a world must also pay heed 10 its rituals. Rules have been
drawn up on every topic in Rokugan, [rom the lea ceremony to
asking for favors. It is nol recommended that GMs use tllis syslem
La replace good role·playing.
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fixed on the /tomon. "SiSler, ~ he began. smiling un)'ly. "what did you
from today?""

Her brow furrowed with col/fusion. "Nothillg." site said hugging
her arms /0 hcr chest.

"Notltingr he asked, looking 01 her from lite comer of his eye.
She shrugged. ';.Is you said, I learned to fall dow,,:'

Morishigi nodded "Eadl tool a Sll1nIlrO; carries becomes weaker
tacit /;mc ;1 is tested Your amlOT. your bow, even tile katana wi/f
ont doy fail }'ou. 11/is is true lor every /001 save Olle, and tlUlt is your
spirit Mi}'Qko. All samurai must eveJllually fall i1l order to 1eJ1n1.
but lite wise do so 01 Q lime Qlld place of their own dtOosing. Leam
from your weaJmess and become 51rong. 17Ull ;s why we are here
lodoy.•

"To learn to fall?'" she replied, smiling s1ighlly as she slowly
began 10 comprcitcmi

~£XQctly. ~ Morishigi said. '70day, you learned 10 fall. Tomorrow,
you leam /0 Never fall again."

As part of the training in most Rokugani professions, a period of
apprenticeship is standard practice. Shortly before the young person
reaches his teenage years. his parents bring him to visit the
kobunakam/l (merchant guild) of the appropriate craft, seeking out
a shokunill. or artisan. The first formal visil between master and
apprentice is referred to as the memie. If the teacher finds the
potential student worthy, he pays a tetsuke {"'advance moneYl to the
parents, and drafts a sJlOmOI/. or formal agreement The child then
becomes a tote;, an assistant to the shokunin.

For ten years the totei remains indentured 10 the shokunin. living
in the ma"ter's home. The totei receives no pay for assisting the
shokunin and is also expected to function as a servant, performing
chorcs around the house in his sparc timc. Many shokunin take
advantage of this arrangement, working children like slaves and
leaching them little of their craft Those totei who attempt to escape
this formalized slavery face kflgyo-gamo, a law forbidding runaway
apprentices from practicing their chosen professions.

Apprenlices who serve out their indenture dutifully can expect to
trn.in for a peri<xl of up to len years. After this time, the totei receives
aset of tools from the shokunin and is free to strike out on his own
and attempt to go into business. If he is skilled and fortunate, the
new craftsman might even become a member of the kabunakama
himself.

Samurai training is quite different from the Lraining that
craftsmen gel There is no peri<xl of indenture. Fortunate }'ouths may
train with their parents. carrying their weapons, readying their
armor, and caring for their steeds. A lesson or two in swordsmanship
(using wooden boken, 1101 kahma), archery, horsemanship, and
perhaps a few words of advice on how to properly wear armor arc
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customary, but the true art of a samurai is denied until gempukku.
After a ~'Outh becomes a samurai. the nature o( his training depends
whether the clan is at war.

Ua young samurai undergoes gempukku during wartime there
is no formal training. The youths are simply shipped to the (ront
lines to wear dovm the enemy. These new soldiers are
always sent to allack firsL Not only does this weed out
the weak. it gives new recruits a taste of battle and
gives the veterans an opportunity to rest, gauging the
mettle of the enemy. These recruits either learn the
ropes and become warriorS. or they die.

Rookie warriors lucky enough to survive the
first few weeks are assigned to an advanced unit
farther back in Ihe ranks. This SOT! of unil is
composed of inexperienced bushi, but its
sergeants have at leasl a year or more of
experience. The veterans teach the new soldiers
the intricacy of combat and try to keep as
many of them alive as possible. They also train
Ihe new recruits in the rudimentarv
techniques of their clan. It is important to nme
lhat shugenja or courtiers are never thrown
into their profession unprepared. The very
concepl is either too dangerous (for
shugenja) or ridiculous (for courtiers).

Outside of wartime, samurai train at a
dojo. The sensei of these great schools arc
very selective, and only the finest or most
influential samurai exped to be alx:epted.
Though every dojo teaches a variety of
techniques. there is always one area where each
school excels. FOr example, the Kakita dojo
spedalizcs in the art of iaijutsu, while the Hida
dojo specializes in nu·holds·barred combat and
survival.

Admission tu those outside of the clan is
uncommon. but circumstances can contribute 10
such an occurrence.. For c.'\:ample, a daimyo \~itu

kidnaps a child of another dan as a gesture of defiance or
re\'enge may send the child to his family dojo as a further,
biller insulL This is a bizarre occurrencc. however. and almost
always a mailer of scandal. The sensei o( lhe dojos do Dol
appreciate having ancient traditions disrupted.

A much more common reason (or cross-clan training is the
training of hostages. Hostages are not a result of kidnapping.
Kidnapping is theft of another person; illegal, pure and simple. A
hostage is taken wilh agreement or notification of the hostage's

Chapter Two

family. This is done for many reasons, most often 10 insure good
behavior in an enemy. During violent periods in Rokugani histo!)',
the Ilantei Emperors have invoked HilO;ichi (Hoslage) Laws,
requiring the daimyo of each family to spend at least a month of
every year in Gtosan UchL After the daimyo returns home. his
family remains in the city for another month as hoslages of the
Emperor. In this manner, the Emperor could greatly reduce the
chances of an organized allack by holding the loved ones of
important figures. With the current slate of the Empire, it would be
no great surprise were these laws to be invoked once more.

Hostages are used as frequently for peace as for war. To cement
an alliance, clans often exchange hostages. These
hostages are typically the second SOliS of the allying
daimyos, symbolizing the dedication to peace, while
practical enough to protect the primary heirs. These
hostages live with their captors for a spedfied
amount of time, usually a year. Occasionally, if one

family wishes to assert superiority o\'er Ihe other,
they require their hostage to swear permanent realty.

Wheiher in war or peace. hostages are usually
treated as honored guests - a true samurai would

not endanger his dan's interests by attempting
escape. Most or these hoslages are hostages in
name only. Many of them become quite
welcome among their captors. Often, these
hostages train at their captors' dojo, resulting
in the occasional samurai adept in the
techniques of a rival clan.

It should be noted that those who are
given the opportunity to attend a formal

dojo take it as a mailer of great pride. A
samurai defends the honor of his school as
vehemently as he would that of his family or
clan. Thus, even a bushi who has trained at
Ihe school of a biller rival (as in the case of
Matsu Seijuro or Doji Kuwanan) would

never consider sharing the secrets of his
school with outsiders. Such an adion is an

offense to the bushi's dojo and sensei. The only
exception 10 this is in wartime, where a

samurai must learn the ways of war as
quickly as possible. In this situation. it is

permissible for two students to share
techniques. but only if they are both students o( the same dojo.

Obviously, as a dojo becomes more established and builds its
reputation, a greater number of samurai come to study there. O\'er
a period of many centuries, continued practice and experimentation
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gradually improves the quality of a dojo's curriculum and broadens
the range of skills Ihal it can offer. In turn, the clan which funds such
a dojo will note any improvements and invest in mOTC training and
supplies. For this reason, older dojos. such as those of ancient
families. lend to be more successful than younger dojns. such as
those of Minor Clans and young families. The legendary dojos of the
Mirumoto, Akodo, Shiba, and Hida arc classic examples. as they
have all taught students for nearly a millennium and receive
enormous amounts of support. These schools offer a great variely of
powerful techniques and maintain a staff of famous sensei, offering
training that lesser schools cannol hope \0 match.

Diplomacy

"Viclory is achieved by appearing to be applying orthodoxy when
you have something very different ill milld.~

- I.~awa Tsuke, Master of Fire

Although court is marked primarily by large gatherings of all
guests, most importam negotiations occur in secrecy. Significant and
binding agreements are made during meetings within private
chambers, walks in secluded gardens, or me<'lls taken alone with
important ambassadors. Very few guests at II Winter Court llre ever
privy to any true diplomatic sessions. Any sllmurai who
inadvertently stumbles tlcross one of these closed sessions will earn
!he public enmity of the participants. Seasoned courtiers who find
themselves approached for serious negotiations in public view
should be very skeptical regarding the intentions of the other party.
Often this is a means of ensnaring the naive or inexperienced in
some less-man-honorable political scheme.

Those few samurai who speak on behalf of their clan at court
must be aware of the appropriate manner in which to do so. Even in
moSl dire of cin.:umstances, forthrightness is by no means a virtue,
Desircs and intentions should be hinted at or veiled with delicate
language. Dired and open language is a sign of weakness. inviting
manipulation and betrayal. Rather than ask, ~Wi1J you join our

attack on the Lion ClanT the proposal would be more appropriately
phrased, "Our clan must defend our honor by avenging the grievous
insult done us by the Lion Clan. \Ve know that you, too, have been
treated dishonorably by the Lion. If our victory is quick and without
great cost to our people. we would insist that they return to your clan
the land they took [rom your ancestors." A coarser phrasing of the
question suggests that the spcaker is too direct and uncouth to make
an efficient ally.

The Chambers of Court
Rokugani courts vary considerably from place to place. The mood

is defined not only by the dan who holds the court in question. but
also by the facility itself. The Crime's opulent wealth and
extravagance sets a completely different environment from the
rugged austerity of a court in the Crab lands. Likewise, the spmtan,
stoic style of the Lion could not be more different from the strange
architecture and gaijin trappings of a Unicorn Court.

Cunning courtiers assess their surroundings immediately upon
arriving at a new location. A courtier in the Lion court knows to
carefully adhere to tradition, while a diplomat attending the Unicorn
court will recognize the opportunity to express new ideas in such an
open environment. These sorts of cues allow courliers to know
exactly what their boundaries arc. and give them an idea of what
will happen to those who exceed them.

Traditionally, more wealthy and luxurious courts (such as those
of the Dtomo. the Crane, the Scorpion, and the Unicorn) are
considered more liberal by the majority of courtiers. These courts
more readily accept (and even expect) overt scheming and political
machinations. The Lion, Crab and Mantis clans generally hold more
conservative and thus less popular courts (although the wealth of the
Mantis Clan does lend itself to an attractive court). The trappings of
these courts are much more mundane and reneet the more
traditional tenets of bushido. Plots and schemes arc looked upon
with disdain, and the games that characterize the winters here arc
based more on the warrior arts. Poetry contests and the like are rare
indeed.

Although most courts resemble one of these two stereotypes in
most respects, a few fall somewhere in between. The Phoenix Clan
are p<lrticularly renowned for their neutral tendencies; they do nut
focus on the luxurious surroundings of tJle more wealthy dans. but
neither arc they obsessed with the military arts as are the more
conservative clans. Many of the minor clans hold similar Winter
Courl'i during the season, though none savc the Fox and the Mantis
has ever been host to the Winter Courl of the Hantei.

Regardless of location, all courts share certain similarities. While
the host palace is open to all gueslS (with a few exceptions), there is
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Approximate Cilory Ratings

Monks are unconcerned with Glory and lheir station is
therefore of no relevance to them.

t Those eta that handle dead animals are higher than those
thai handle dead humans.

Heimin ("HaU-People")
Monk 2-
Doshin 1
Budoka 1
Ashigaru Soldier 0.7
Hyakusho 0.6
Shokunin 0.5
Akindo 0.5
Peasant Retainer 0

Samurai
The Emperor 10
The Imperial Family 9.5
The Seppun/Otomo/Miya 9.2
Emerald Champion 9
Chancellor 9
Imperial Advisor 9
Clan Daimyo 8
Family Daimyo 7
Provincial Governor 6·7
Ilulamata 6
City Governor 5
Karo 4.7
Emerald Magislratc 4.5
Clan ~1agiSlrate 4
Clan Artisan 3+
Diplomat 2+
Gokenin 2+
\\itch Hunter 05+
N"oble Merchant 05+
Bounty Hunter 0.1+
Ronin 0.1+

invariably a central chamber in which large events are held. The
decoration of these chambers varies considerably from clan to dan.
bUI the basic architecture usually follows the same rough
parameters.

A bafC011}11ooks doom il1tO a large two-poor chamber. T11e hosl
SilS a/I a dais located at the for end of the chamber, with his chief
advisors on either side. Tapestries and calligraphic paimings adom
tlte walls of tlte lower level, usually depicting a greal victory or
proud moment in the history of the clan. An art/ate stainuellleads
to the balcony from the first floor, crafted from mahogallY or other
sturdy material. Smaller rOO/1/S for private conversatiOIlS or meals
lead off from the main chamber. Privacy saeens permil a certaill
degree of anonymity to tlte rOO/1/S' occupants.

Gardens are anOlher constant in any t'Ourl, wherein gueslS can
meditate, hold private conversations. play games of go. or simply
take a moonlit stroll with a romantic inleresl Every clan has its
gardens. allhough the Cmne and Phoenix gardens arc parliClllarl}1
renowned.

Windillg patlts lead tltrough this garden of delicate trees,
beautiful Powers alld incredibly well maintained hedges. The
bouquet of dlrysamhemlltlts" iris. and collntless other blossoms
pleasamly assaults your senses. Soft murmurs can be Iteard from
others walking Ihrouglt lite gardens, biit the lush vegetation and
clever spacing of paths prevents you from seeing them or hearing
their words. Plols of imricately shaped sand and rock dot the
lalldscape. and there is all occasional go board nestled into an
alcove among tl,e trees.

Of course, there would be no court without meals. While most are
available wherever guests choose to take them. there are
occasionally large banquets within the dining hall of the palace. In
the morc lavish courts, these banquets could feed a village of
farmers for days on end,

77w dining ltall stretches oul, lengthy tables of polished wood
ladell with delicious foods. The scents of seasoned rice alld seafood
delicacies permeate lite room, awakelling the appetite. Servallls
quietly place dishes and pollr lea alld sake Manicured bonsai trees
adam the long tables, establishing a sense of serel/ity throughout
the hall.

Other common occurrences at a political gathering such as a
Winter Court include the formation and execution of numerous
small plans, carefully planned webs of deception and lies which
form the backbone of Rokugan's political intrigue. Many of these
plans are not public. and their partidpants have no desire to make
lhem so. Anyone who 'discovers' Ihalthey exisl may han~ significant
political leverage - or a new enemy.

-I
-3
-5
-810 -lilt

Hinin ("Non-People")
Entertainers
Charlatans
Criminals
Eta
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Natural
Disasters

UDistQllllhl/lIder rillgs 0/ present dallger:'
- Naka Kuro

Nothing in Rokugan happens without a purpose. Chance.
randomness and whim play no place in the people's view of the
cosmos. In a world Ihis harsh. this deadly, the mind needs 10 find
order and meaning. When something has no obvious human cause,
thai lea\'es only onc logical explanation: Lhe gods. The Fortune5 do
DOl often interaet dire<:tly with men; instead. Ihey make their
presence and feelings felt through the natural world. Omens come
in eclipses. the behavior of birds, the falling of stars. Gratitude and
benevolence come as rain in a droughL a cooling wind on a
summer's day, a shining sun to light the way to rictory in bailie.
Displeasure - well. displeasure is impossible to miss. It comes in the
guise of disaster.

The Fortunes do not innict disaster randomly or without cause.
nor do they bother explaining the cause to mere mortals. They leave
it to Ihe shugcnja 10 discern their meaning. Sometimes the cause has
nOlhing 10 do with the poor people who suffer the disaster, but
rather siems from some conllict or rivalry within the heavens. Other
Limes the Fortunes react to some impious act on humanity's part:
this act can be anything (rom a lord's abuse of his power to a
peasant desecrating a sacred site. Here again. they do nOI explicilly
state their anger's cause. but the shugenja arc often the first to lKlint
a finger. Uthey don'l someone invariably will. The people demand
a justification for the pain and suffering a disaster brings.

like all existence. the disasters in Rokugan find their origins
-.ithin the five basic elements thai define the entire world. Each
element corresponds 10 a different kind of disaster and also renCClS
a different kind of displeasure amongst the Fortunes. Thus in
general people can infer some hint of the Fortunes' true reelings by
the disaster they choose to inflict upon the world at any given time.
As a general rule of thumb. the more severe a disaster. the more

displeasure the Fonunes are demonstrating. Many an opportunistic
samura~ shugenja and even peasant has taken the opportunity
opened by some natural calamity to accuse his rivals of angering the
kami. Men have lost their thrones. their homes and e\'en their lives
to such aa:usations.

Dealing with Disaster
Causes aside, disasters mean very tangible. very urgent upheaval.

TIley must be dealt with, usually immediately. They have the
disturbing habit of turning the world upside down in a brief span of
time. Earthquakes, typhoons and noods do nOi respect tradition.
caste, or noble birth, and daimyo ilnd etil alike feel the effects. In
disaster's wake many of Rokugan's cultural restrictions fall aparl
Samurai find their homes reduced to just as much rubble as a
peasant's. Farmers find themselves searching for survivors among
the dead shoulder to shoulder wilh shugenja and warriors.

How an individual lord comports himself in the face of such
devastation reveals a great deal about both his personality and his
priorities. Does he bend his back and help rebuild or does he
maintain his air of aloofness in the face of proof thai tragedy strikes
at every le\'el? Does he lift buckets 10 fight the fire. stacking logs to
fight the flood and stones to rebuild fallen walls. or does he lord it
over all from a charred throne under the open sky? orten times the
most importam thing a lord or samurai can do is provide leadership.
demonstrating calm and directing the little efforts men can do in the
face of a Fonune's wrath.

In the wake of such unmitigated catastrophe a samurai's life
becomes even more challenging than the peasant's. While like them
he has lost his home. maybe his fmnily, he musl concern himself
with greater matters than simply rebuilding. Not only docs he worry
about where his next meal will corne from and whether his children
have shelter, he must also plan for the threat from beyond. Can his
enemies strike while his lands arc weak? He must rally what forces
he has available in case soldiers come 10 his borders like vultures.
eager to feast on lhe sickly domain. Likewise he must be careful
from whom he accepts help. While help is sometimes a vital
necessity. taking il often incurs a debt no samurai wants 10 pay. Is it
better to suffer from want than take an enemy's dlarity? E\<ery lord
must answer this question for himself.

elements of Disaster
Each of the five elements has its own spedal disasters for

Rokugan< In addition to the physical effects. there are psychological
consequences associated with each. Some. like typhoons. are
somewhat predictable. happening in certain seasons and not in
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others. Others. like earthquakes. arc utterly unpredictable and all the
more terrifying thereby. When disaster strikes the people turn first
10 their shugcnja. especially those with knowledge of the
appropriate clement Their knowledge seldom helps in the face of
overwhelming force, but they provide what succor, guidance, and
blame lhal they can.

In Rokugan, the anger of the karoi is the cause of natural
disasters. As a result of this. shugcnja have a keen awareness for
predicting disasters. A shugcnja with at least a 4 in the disaster's
Ring (3 with Affinity, 5 wilh Deficiency) may be entitled to a roll to
detect Ihe disaster's presence. The shugenja rolls a number of dice
equal to his Ring and keeps a number of dice equal to his Rank vs
a TN set by the GM. (Generally, the larger the disaster. the easier this
TN will be.) If this roll is successful, then the GM may give the
shugenia any amount of warning thaI he deems appropriate.

Holding Ynur Breath
Many disasters threaten characters with asphyxiation.

suffocation, or drowning. A character who has time to get a breath
of fresh air can hold his breath for a number of minutes equal to his
Earth. Acharacter simply forced to hold his breath can only hold For
half this amount of time (don't round up or down: half minutes are
okay). Acharacter who cannot get more fresh air into his lungs after
this amount of time will die, unless othenvise noled.

earth
Disasters of the earth rank as the most dangerous of all. The

earth itself sits quietly, a source of reserved strength and a solid base
for all liFe. It is also the source of liFe and Ihus the progenitor of all
men. When the earth stirs from its normally placid state it means the
Fortunes have become truly angry. so angry that they turn the world
On its head. shaking its foundations. Landslides in hilly and
mountainous regions arc considered Earth disasters. even though
they usually accompany a hard rain. Although potentially deadly.
they pale in comparison to the worst earth catastrophe: the
earthquake. Traditional wisdom states that Earth disasters stem from
some grave offense againstlhe Fortunes. usually hubris of some sort
by someone who believes himself more important or more powerful
or more holy than he lruly is.

Landslides
TIle sudden shiFting of earth on mountain slopes can level it

village, or even a castle. In winter this can means an avalanche of
snow while in more temperate times and places it can take the form
of rocks and mud. Like all earth disasters. they strike quickly and
without warning and arc over before any preventive action can be

taken. Communities in the Illoun\.ains and hills live with the fear of
a landslide ever in the back of their minds. They u.~ually make a
special point to appease their local Fortunes and spirits, especially
those associated with the earth.

In the aftermath of a landslide. all that is leflto do is pick up the
pieces and clear the debris. Entire communities disappear beneath
the onrush of earth, and any survivors live on with their spirits
broken. The local lord. should he survive the event. sometimes gives
up and rebuilds a new town elsewhere. relocating the survivors. In
less serious cases. cleaning up is merely a matter of putting in the
hard labor necessary to clear the stones. dirt and mud and then
rehuild the homes. As with most disasters. people usually prefer to
rebuild and repair temples first in order to prevent any further
divine displeasure.

Earthquakes
All of Rokugall experiences earth tremors at one time or another.

Most cities feel only a minor shaking of the earth for a few
moments. TIle people take these mild quakes as warnings. a sign
that the Fortunes have become disturbed. Whether or not it has
anything to do with them remains to be seen. [t is a lime when
samurai and other leaders take pause as well. TIley know that.
should a larger quake come. the blame could well fall on them.
Pruden! lords t<lke some time 10 make public displays of piety and
thus foreslilll any future accusations that they might have angered
the Fortunes.

When a large quake hits, spJilling the ground. shaking buildings
to splinters and tOSSing people and animals about like grains of rice,
the whole community suffers. The very landscape changes as
chasms abruptly open where houses once ~tood. The death toll can
be mind boggling, especially if it occurs at night when people are
asleep in their homes - homes that become collapsing deathtraps.
There is no escaping an earthquake, nowhere to run that is safe.
People tend to Oy into a panic. losing all common sense. something
that only adds to chaos.

Finally the tremors ceilse. The earth sits once again at rest. The
feeling of helplessness begins to fade, quickly replaced by despair
and sorrow. The world thaI the people have known all their lives
suddenly seems alien. a cracked and ballered landscape from a
nightmare. Here again. as with landslides. the samurai and his
people can do lillie more than pick up the pieces. bury the dead and
try 10 rebuild. 11 can lake years to recover from an earthquake.
especially if the lord does nothing to improve his people's spirits.

Thinking themselves punished for some grave sin of pride, they
become excessively docile. their drive drained From them. Some
lords become harsh with their peasants, whipping them back into
shape through hard work. Others coddle them. providing feasts and
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religious ceremonies to ease their hearts and minds. Either can be
effective unless the people decide the lord himself is to blame. On
more than one occasion a samurai has found a knife in his throat
while he sleeps. the victim of a pious assassin who blames him for
the community's troubles.

One of the ironies of the Empire is that the greatest city in the
land. Dlasan Uchl suffers from minor eanhquakes as often as once
a )'ear. Although most of the heimin and nobles lhal live in the
Imperial City jUSliry this as the burden of drawing the constant
aucntion of the Celestial Heavens. il occasionally causes couniers to
question whether the Sun and Moon arc pleased. "ith their favored
SOCL Typically. earthquakes in Otosan Urni arc minor, though
frequenL and the explanation favored by the heimin is that they are
caused by the Sun risiling the Hanlei Emperor in his palace. causing
Ihe earth to lremble from her footsteps.

In thiS way. minor earthquakes are often seen as a beneficial
IXCUrren~ within the Imperial City. as the Sun visits her child and
advises him on the course of the Empire's future. Perhaps. as well it
should be noted that the last such earthquake ocrorred over four
rears ago. II has been whispered that either Amaterasu does nol
ha\'e need to visit her fa\'ored son, or that she is displeased with his
decisions. and thus remains distant.

Earthquake Rules
The lucky ones will be caught in the open during an earthquake.

where nothing can fall on their heads, Depending upon the size of
the earthquake. even the strongest structures may collapse. Some ~
Crab and Tortoise architects know methods by which structures can
be made resistant 10 earthquakes, but no building is ever entirely
immune. TIle GM is the final arbil('r in whether a building falls to
lhe power of the quake.

Characters within a collapsing building should take no less than
5k5 Wounds and be buried. TIle GM then rolls one die (not re·rolling
lOs). If this roll is less than the character's Earth. then the character
is trapped in a pocket of debris with enough air to survive for several
hours and can begin trying to dig himself oul Otherwise. the
character is helpless. Buried characters asphyxiate (not suffocate)
within ten minutes as they are forced to inhale their own carbon
dioxide. Buried characters take a number or Wounds equal to 10
minus their Earth every ten minutes as they aTe slowly crushed.

Water
Water plays a vital role in every living thing's life. For the

Rokugani peasants it waters their crops, sustains them personally.
and provides rish and a means or transport J( can also bring death
and destruction. Water is an element or action. constantly on the
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move. Sometimes those movements bring benefits. like rain for the
crops Or a river to travel on. But the strength of water can cut
through mountains. There arc two principal disasters associated with
waler: Ihc tsunami along the coast, and the nood which can strike
aOY'vhere near lakes or streams.

Water is an element of strength and darity, so water·based
disasters denole a failure in one of t.hese areas. Perhaps the people
have a failing in their strength Of a leader doesn't stand up to his
foes as he should, Another possibility is that the people have losl
their sense of vision, strayed [rom their proper COUTse in society. For
example, a lord whu orders his people to abandon their farms and
take up some inappropriate task muld casily expect noods with the
next harvest Likewise a people who refused to answer their lord's
call to armS in the face of invasion might sec their village wiped
from the earth by a tsunami.

Floods
Floods occur with much marc frequency than the destructive

waves known as tsul/ami. Moreover, they seldom happen instantly,
bul rather grow o\'er time. Flash noods do occur in Rokugan,
especially in areas that have recently undergone a period of drought
and lie close to the mountains where melting snow can bring walls
of water crashing down dry creek beds. These are the exception.
however, rather than the rule. Most nuods come from an entirely
different source: rain, ceaseless rain pouring down for days or weeks
at a lime.

Unlike many disasters, it is easy to sec a nood coming. The more
it rains, the more the rivers and lakes swell. That also means that
the people have time to organize some kind of resistance 10 the
nood. Dikes, dams and canals dol Rokugan's landscape, lrying their
best 10 control water's now. \Vhen the heavy rains do come, wise
lords direct their peasants to make the llet'essary preparalions by
shoring up dams and building levees against the rising water. Many
samurai. especially those whose holdings are threatened, come into
the fields and direct the efforts personally.

The water Cannot be put aside forever. II can eventually wear
down anything thai stands in its way, particularly things built by the
hand of man. When a daimyo fights the nood, he is betting that time
is on his side, that the rain will end before the waters break tllOugh
and over his dams, Sometimes he wins: the rain stops and the
waters subside. Then the hours of backbreaking labor spent erecting
mud and wood levies are worth il. Sometimes. though, lhe Fortunes
scoff at these feeble allempts. The d,lm breaks, the waters come
rushing in and disaster strikes.

Floods can and do wash away entire towns on occasion. When
len feel of water pours into the village square, few houses remain
dry and many come apart completely. Fortunately, humans can oflen

avoid death in such situations exccpt for those too close to a dam
when it breaks, The bigge.~t casualties come to the livestock and lhe
crops. Even a gentle flood can wipe out fields thaI took monlhs to
plant and mature. This leads to hardship, not only for the peasants
bul for all of society. Without rice, Rokugan grinds to a halt. The only
benefit to a nood is that sometimes it leuves the soil more fertile
than before it came. Of course, other times it washes all the fertile
topsoil away, depositing it in some other fanner's field downstream.
As in all mattcrs, it is the will of the divine thaI determines such
things.

Tsunami
The perfect incurnation of rising anger, the tsunami begins its

brier existence far oul to sea as just one of milny waves. Slowly it
builds in strength and stature, drawing ever nearer lhe coas\, It can
swamp a ship in a momcnL but its truest and most deadly form
comes when il reaches its opposite number: the seemingly
immutable earth. TIle horror of a tsunami comes first from its
inevitahility. Coastal residents sec the tide suddenly go dramCllical1y
out, then walch the tsunami bearing down on them from afar.
hundreds of feet high and totally unstoppuble. Like a living waH, it
crashes down upon their world.

Asingle wave can level a fishing village in an instanl Even stout
stone buildings crumble under the water's weight. In a moment the
disaster is ovcr, although typically these waves L-ome wilh terrible
storms, making it difficult to react right away. When the weather
finally clears. if anyone has survived, it is time to rehuild or relocate.
Possessions lie shattered on the beach or washed oul to sea. In the
face of such total, nearly instant devastation, the people nearly
always seek someone to blame. Tsunami are rare enough that the
common man's logic dictates that they must happen for specific
reasons.

Tsunami Rules
Tsunami are the resull of an underwater earlhquuke. As a resul~

shugellja with a strong link 10 Earth can sense a coming tsunami as
if it were an Earth disaster. Characters who <Ire exposed when a
l~unami strikes will take no less than SkS Wounds from the force of
the blow and instantly be pulled out to sea

A character who is struck by a l~unami must make an Stamina
roll vs TN 20 or illstantly drown. Survivors bearing any sort of
cumbersome metal items (like armor or a katana) must discard
these or be dragged down. Armor can be cut free in three rounds
with a tanto. or can be roughly shrugged off in one minute. A
character begins to drown unless he can reach the surface via a
Stamina + Athletics roll vs a TN of the GM's choosing, taking
current, temperature, and other circumstances into account
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Fire
As a people who live in homes made largely of wood and paper,

the Rokugani have a profound respect for and fear of firc. Like so
many other sources of disaster. fire can be both friend and foe. It
cooks food and heals homes, but it also kills men and destroys
buildings. More dangerous yet a simple flame tan gTOW into a
raging fire, the benign forte becoming a rampaging beast in
moments. Most destructive fires start as man-made flames that
somehow get out of control. Amishandled campfire can sci an entire
forest aflame, and an overturned lantern can burn a city down. [n
these instances. thc hand of the divine might or might not playa
role. Not so for fire's cousin lightning. It comes with the storm but
creates fire and is utterly unpredictable. A single strike can spark a
name that turns a peaceful glen into an inferno.

Fire as an clement corresponds to active energy and though\.
Thus fire· based disasters happen when mankind angers the kami
through act~ of muddled thought or ~lothfulness. Farmers slow in
harvesting their crops can find them charred to ash by a FOrtune's
displeasure. Samurai who dither rather than act or who conslantly
change their ways might find their homes felled by lightning blasts
or a careless servant's improper tending of the cook fire. A ruler
whose thoughts show no focus. who fails to act, is no ruler at all, and
lhe kami will punish him accordingly; so the common folk believe.

House Fires
Less predictable lhan forest fires and more dangerous. house fires

present a constant threat to all settled Rokugani. particularly in
citics. Wood houses and paper walls make the perfect feeding
ground for names. Everyone in Rokugan practices basic fire safety.
never leaving an open flame unaltended in a horne. Still, accidents
happen, as does arson. When a house catches fire every man and
woman must step up to fight it, for the conflagration can spread all
100 quickly.

Hcre. as in fighting forest fires. water does little good unless the
citizen~ can calch Ihc firc while it's young. Instead they must quickly
lcar down thc homes that lie in the fire's path. Hapid destruction of
privale homes for the sake of the greater good entails tough
decisions and heartache. Although larger cities have designated fire
brigades. for ihe most part fire fighting is an ad hoc affair. directed
by the samurai on the scene. Sometimes personal feelings do entcr
Ihe equallon. with those in charge taking the oppurtunity to destroy
a rival or enemy's huuse and spare a friend·s. Of course the common
folk are more likcly to believe a lord has done something to anger
the kami if he comport~ himself with less than lotal fairness during
the firefighting.

Forest Fires
Forests burn from lime to time. II is the way of things. Indeed. il

is part of the Fortunes' plan for renewing the foreslS and making
room for new growth. Still. such fires can cause grc<11 di~cumfort,

even death if there arc villages or cilies nearby. A forest fire can
consume entire communities that lie too dose 10 lhe trec line. Even
if the homes are spared, crops and pasturcland might not be so
lucky. Fortunately. a Vigilant community can sec a forest nre coming
from a long way off.

Usually the first 10 bring word of a fire - unless all can smell it
on the wind - are those who spend their days in the forest. As
animals nee the approHching inferno and columns of smoke rise. the
foresters rush back to the villages and cities to give warning. Most
communities in regions vulnerable 10 forest firc have established
methods for dealing with them. TIle local samurai or lord organizes
the people and leads them into action (or orders his trusted serval11s
to do so).

II is impossible for mere men to quench a nre with water. Inslead
thcy must starve the fire by cutting down trees to create firebreaks.
and using controlled fires to burn oul underbrush so the grealer
inferno has nowhere to spread. This is hard, dangerous work. The
entire community must man the saws and col11rol the name. In
villages lucky enough to have a talented shugenja in residence.
magic can sometimes make a difference, but few have the luxury to
rely on supernatural aid. Ultimately it is determination. muscle and
Ihe Fortunes that determine the village's fate.

Forest Fire Rules
At their worsl, nrc can spread through dry brush faster than a

man can run. Trees can explode from the buildup of heat. A person
unlucky enough to bc trapped in a forest fire can swiflly find himself
surrounded. Even magic is of little help, as the crowns of the trees
can form a burning domc to prevent passage by night. Sometimes.
creating a backfire to destroy the fire's fuel can render a small area
safe. but evcn this is nul certain as smoke inhalation is still a danger.

A firc innicts Wounds depending upon its size, from Ik1 for a
campfire to lOklO for a raging inferno. Any character lrapped in
names takes these Wounds every round. TIle GM call also judge that
an area is filled with noxious smoke during a fire. forcing the
character to hold his breath or asphyxiate in a number of Hounds
equal to his Earth. A breath taken in a noxious environment will
only provide air for half the standard time. and each such breath
bestows a cumulative +5 TN to all actions.
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Ail'
The air belongs 10 the kami. Invisible. unstoppable. and vital to

sUTvi\'al. air represents the most divine medium in existence. It can
lake lhe form of a cooling breeze or gather up water and rain it
down on crops. The wind in moderation is a blessing: the wind in its
full fury is a disaster. Although storms combine clements - waler in
the form of rain. fire in the form of lightning, and air in the form of
wind, as phenomena lhe Rokugani associate storms with the air. TIle
fumbling of thunder and the ceaseless winds so obviously represent
the kami thaI none can doubt the storm's Irue ruling element.
Disasters of Ihe air come in two common forms: storms and taifuns.
TIle SlOrm is a local event Ihm can cause signiricant but brief
damage. The lal'lllll. or great wind. can devastate entire coastlines
with its powerful winds and driving rain.

The element Air corresponds to forces not present and to
intuition. As the realm of the Fortunes it is as unfathomable as it is
invisible. We see ilS eJfeclS bUI not the thing itsel[ Of all the
elements. disasters of the air are perceived as having least to do with
mortal arrairs. Storms are the byproducts of connicts and
competitions amongst the divine. While mortals might suffer the
consequences. they seldom have anything to do with the cause. Thus
blame seldom attaches to mortals when the air brings disaster
unless there is some obvious reason to believe thaI a lord or
shugenja has somehow directly interfered in the Fortunes' affairs.

Stonns
A storm brings with it many things and can come in many

different guises. All of them can cause death and devastation and no
mortal can stop any of them, Like so many natural disasters,
humanity's only recourse lies In battening down the hatches and
lelting lhe tempest Lake its course, TIle mosl common storm brings
only rain and wind, each of which presents its own problems. Rains
cause floods, ruin delicatc crops and damage buildings over time,
Wind is a greater problem. It can blow down trees. tear off roofs, and
send small objects flying with deadly force,

Cold·weather storms tend 10 be even more problematic. Although
rare. a hailstorm can tear a village to pieces. with chunks of ice as
large as a man's fist crashing down from the hea\'ens. Hail in
particular is seen as a sign that all is not well amongst the kami.
Snow is much more common but can prove equally incomenienl A
bliuard can not only dump several feet of snow but bring chills that
kill especially the very young and very old. After a snowfall the
community usually comes together to dear the village or city streets
and repair damage to homes.

The worst storm of them all is the tornado, thankfully rare but
certainly the most deadly incarnation of wind known in Rokugan.

Folk wisdom sees the tornado as the very hand of a Fortune
reaching down to eanh and drawing some of our world up into the
celestial realm. The devastation that accompanies this is ancillary to
the Fortunes hidden purpose, but that doesn't make it any less
deadly. The tornado descends with unbridled fury. learing apart
homes. castles. fields and people. There is no Slopping il, nothing to
be done bul pray.

Taifun
It comes from the water, growing in sLrength far beyond shore

where no ship can go, II spans hundreds of miles, bringing with it
the most terrible sustained winds man ever sees, II brings rain, it
spawns tornadoes, it levels entire towns in a day. The Great Wind
blows when the Fortunes will il, an expression of the gravesL divine
doings. In general such storms come in the summer and fall and
bring with them nothing but sorrow. The high winds knock down
even the most ancient trees, strip roofs from peasant and noble
homes alike and flood river and seaside settlements. Aside perhaps
for a great earthquake (which is much more rare) no disaster
compares in scope or deadliness to the taifun.

And yeL at its center lies an island of calm. The eye of the storm
is considered a very sacred. holy place. Here the shugenja say that a
pious man can communicate directly with the hca\'cns. even ascend
to the celestial realm itself if he knows the way. Of course, the e}'e
moves quickly and the storm soon returns, so one needs 10 mo\'e fast
in order to take advantage of this moment of divinc accessibility.
Many have died seeking such communion, but those who have
succeeded claim that the moment changed their lives forever.

Taifun Rules
Taifun generate incredible winds, Acharacter stuck in the path of

one of lhese torrential gusts mus1 make an opposed Earth roll
against a number of effect dice chosen by the GM to simulate lhe
power of the storm (never less than 5k5). If the character succeeds.
he has momentarily fought off the wind's fury and can seek (,."Over
before making another opposed roll the next round. If the charaet.er
fails. he is tossed into the air or pelted with debris. Roll damage dice
equal to the storm's effect dice. keeping one. If the maraet.er is lucky.
he'll hitthc ground next round. If he isn't he'll continue to be tossed
around until the stonn is done with him.

In addition, roll a die (re·rolling tens) for each charaet.er at the
beginning of a storm, adding one if the character is wearing metal
armor. adding one if they seek no cover, Any character who rolls
greater than 10 is struck by lightning during the storm. Characters
struck by natural lightning take tOkiO Wounds!
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Void
The natural disasters of void do not fall into lhe same category

as the calamities associated with other elements. The void represents
an absence within the world. In terms of disaster, this means
calasll'ophes of deficiency. the removal of something vital to life and
happiness. The two most common and harmful void·based disasters
are drought and disease. Although different in meir variations and
effects. the Rokugani see them as being closely linked. Bolh bring
slow agonizing death. neither has any easy solution. and boll! have
a very definite origin amongst the kami

The disasters of void come from the mosl grievous offense
imaginable: impiety. When the forlunes beset mortals with drought
and disease il is their way of retaliating for some impious
undertaking. usually by a shugenja or daimyo. Whenever a
particularly bad void catastrophe strikes. the rulers immediately
start searching for someone on whom they can pin !.he blame. If they
don't find a likely candidate. the people will inevitably blame them.
Temple hold ceaseless vigils and prayer cycles hoping to uncover the
cause and to placate the angry deities. The people themselves suffer
and smolder. casting about for someone. anyone 10 lake out their
sorrow and anger upon.

Drought
Water brings life. a

simple enough equation.
lack of waler brings death
to everyone, lord and eta
alike. When the wrathrul
Fortunes refuse water to
mortals, they bring il long.
slow and painful
punishment upon man. TIle
drought comes in the guise
of pleasant days and sunny
afternoons; but the sun
perseveres and clouds arc
nowhere to be found. Days
stretch into weeks and then
monlhs. and plants refuse to
grow. Grasses brown and
crumble. animals grow
thinner and thinner and
soon the people do as well.
E\'Cntually the rich soil turns
(0 dry dusL whipped into
blinding douds by fierce.

dry winds. The children and elderly suffer (jrsL then (he healthy
adults. No rice grows, and no fish populate the rivers and lakes
which have dried to trickles and muddy ponds.. Then death comes.
not to be washed away until the rains return.

As landed, wealthy individuals. nobles suffer less from droughts.
bul are by no means immune. There is no way to counteract a
drought Even the most powerful water magic does lillIe in the face
of a prolonged dry spell The only possible relief comes if a lord is
willing to spend money to help himselr and his people. Droughts
seldom affect all of Rokugan at once. Wealthy lords can import food
and even water from other regions if necessary. Although costly. this
ensures future good will of both the Fortunes and the people,

Drought Rules
Though not as dramatic as other disasters. drought presents two

deadly threats - starvation and dehydration. A character who goes
without food for more than forty-eight hours suffers a +I0
starvation penalty to all TNs. Acharacter who goes without food for
one week is starving and loses one Earth. reducing his maximum
Wounds and all other related
attributes proportionately. A
character who
goes without
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any form of waler for more than twenty-fouT hours is dehydrated
and also loses one Tank of Earth in Ihe same manner.

111cse penalties are cumulative. and fe-occur every week (for
starvation) or twenty-four hours (for dehydration). TIle character's
maximum Wounds change with his Eimh. It is quite possible that a
starving or dehydrated character could suddenly die a~ he is
overwhelmed by injuries. Acharacter whose Earth is reduced 10 zero
dies.

Acharacter who is merely getting one half the normal required
amount of food and waler still loses Earth. but the process takes
twice as long and he may attempt to make an Earth roll vs a TN of
2S to resist the effect each time.

Astarving or dehydrated character who finds food or water will
slowly rN.-over. The +10 starvation TN penalty is negated as soon as
the character gets a decent meal. Lost Earth recovers at a rate of one
per week for starvation or une pcr day with dehydration, so long as
the character is getting his full nutritiunal requirements,

Disease
Nothing strikes more fear into a man's soul than disease. Plagues

come without warning, a pox for the most egregious sins. TIley
strike high and low, killing in painful, debilitating and humiliating
fashion. Rokugan knows its share of diseases, but one of the most
deadly in recent decades is a tlu·like illness that comes in the winter.
It causes weakness. stomach upset and even death in some cases.
Other. mOre deadly diseases are known as well, including forms of
plague and leprosy that have intermittently ravaged communities.

Rokugan's residents, especially the upper classes. have a well·
established fear of disease and personal pollution of any kind. They
avoid anything and anyone associated with uncleanliness. When a
virulent disease strikes. samurai typically hide themselves away in
their casHes. refusing tu have any con/ad with the sick. Many go so
far as to banish the sick from their holdings entirely. or even kill
them outright so as to prevent the disease's spread. Entire cia
villages have been wiped uut for fear that they might prove a
breeding ground for illness.

Within the peasant ranks. attitudes towards the sick are only a
little more charitable. Families tend tu their own ill, but villages
shun a family with more than one ill member. Neighbors suspect the
family of impiety and don't want to become associated with the
family for fear of angering a vengeful kami and falling ill
themselves. Whcn they see a lord become sick with disease (as
opposed to thc iIInesscs attendant with old age) many see this as a
sign that the lord has losl his divine mandate. Although they seldom
revolt. their support and sympathies start to turn towards other
likely heirs to the tluone.

The Wastin9
Disease

The torch spullered pathetically ill Asahilla Baiki's Itand 711€
recent rains had choked the air witlt humidity and soaked
everything. Baiki was drenched; he Itad slept outside. just because he
had never dOl/e so before. Why /lot? It was a IIL'W experience. fI
wasn't as if he was worried he would come down with something.

77le slwgenja stopped suddenly as a coughing fit overwhelmed
him. His body spasl1Ied violelllly. When/he fit finally passed he was
on his knees ill/he mud, barely Itolding his torch free ofa puddle ill
one hand He caught a glimpse of his OWII face in the puddle. Once,
Ite had been. handsome. Ollce, bU/llo longer.

Baiki remembered the ul/fortunate night wltenlte had paused to
rest in the village. He remembered the nextmoming, wltenlte awoke
with boils crawling across his skin and fever crawling through his
brain. Pushing away the memory, he rose and moved 011.

Bodies lay strewn in tile streets. Some yet lived, and turned as the
slll/gel/ia approached. Whel/ he had first arrived, their eyes IIad been
full of hope, hope that his magic could save them. Now there was
/lothing left ill the village but death

Oddly. a glimmer oj hope had finally arrived. 71le rains would
end the drought. Most of the rats would leave ill seardl of easier
food. Without staroation to colltend with, the people would 110

longer be so vull/erable. 50011, 'he plague would 110 longer be a
problem. Unfortlluately, that wOl/ld I/ot be SOOIl el/ough. The
villagers were highly cO/ltagious, alld so was Baiki. nle siglls Iwd
been placed on the roads; lIO aile else would cOllie /tere. '17/ere was
ol/Iy ol/e thing left to do.

Asahil/a Baiki walked lip tile steps oj the headman's /touse. Witll
a heave. he overturned the great oil iar. He waited a few moments
for the liquid to spread. thel/tftrew the torch iI/side. 77le h~se wellt
lip quicldy despite the peruasive dampness. 77le village was a
cl'flmped, tillY place. 50011, the fire would spread to Ihe other hOllies
as well.

SOOI/. there would be /10 village.
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lVitll a lear inltis eye, Asaltina Baiki turned and walked /hrouglt
Ihe doors of the flaming house. It was nearly a relief when his silken
robes began /0 burn.

History
The danger of plague has been a recurring problem IhroughoUi

the history of Rokugan, hut never has it been quite so dangerous as
in recent months. A virulent strain of plague. dubbed the
Wasting Disease by those who first documented it, has
slruek a crippling blow to the Emerald Empire.

The earliest documented cases of the Wasting
Disease hail from Crane and Phoenix
territories. 111e earliest outbreak of Ihe disease
was in the village of Kirei Mura, roughly a half
day's travel from Shiro Shiba. When the first
symptoms of the disease broke ouL runnerS
were dispatched to a nearby temple to bring
back monks skilled in healing and
herbalism. Hve days later a group of
monks arrived to find everyone in the
village dead. Shocked and horrified,
the monks returned hOme. A week
laler. everyone in the mona~tery was
dead as well. with the exception of
one ~'oung nun and one of the
original village runners, both of whom
were strangely immune.

The next outbreak seemed to be
entirely unrelaled, and occurred barely a
week laler. Shiro Banken was a relatively new
Crane fortress. Constructed by the Daidoji f,tmily
near Ihe ruins of Shiro Yogo, Banken was Ihe first
step in the Crane's plan to slowly expand into the
Scorpion's abandoned territories. One morning the
soldiers in Shiro Banken discovered a dead bird
noating in Ihe well. Thinking little of it they cast it
aside. A week later. the Wasting Disease had killed
everyone in the fortress except ror a young samurai named
Karasu. Though he sickened. he recovered with no lasting effects.

After Ihese two outbreaks. the disease spread like wildfire, A
severe drought complicated matters, as poor nutrition lowered the
population's resistance. Rats and other vermin began to infest
villages in search of food, and only served to worsen the situation by
becoming carriers for the disease. Within months, the Wasting
Disease was killing Rokugani by Ihe hundreds. The disease baffies
Phoenix researchers. as it defies all attempts a\ treatment or

containmenL In most cases, a disease so deadly can be easily
controlled simply by containing the infected. Nol so with the Wasting
Disease. Every time it seems to be eliminated, it crops up again
somewhere entirely new. The Phoenix have not discounted the
possibililY that the disease's origin may be magical, though Iheir
studies thus far have turned up nothing.

The most shocking outbreak was undoubtedly when Ihe disease
swept through Otosan Uchi. Many prominent courtiers and
statesmen died horrible deaths. Even the Emperor was stricken by

the disease. Luckily, the Hantei did not die. though he was greatly
weakened. Only the dUliful ministratiolls of the Empress

Kachiko, who is apparentJy immune, have prolonged
his life since the outbreak. 111e Imperial (By is still
recovering fmm the loss of many of its finest
dignitaries.

111C Wasting Disease is currently dealt wilh in a
rather merciless fashion. Areas that arc known to be

infeCled are placed under quarantine, with red "X~

symbols painted on every home and approaching
roads so that no one cnlers the area. Dead
bodies arc burned. usually along with their
homes in order to ensure that the disca~e does
not spread. Sometimes. villages arc burned
while the infecled still live.

Symptoms
111e follOWing is hardly common

knowledge in Rokugan, but is very
important for Game Masters who

wish 10 use the Wasting Disease.
First of all, a word of caution.

Contracting the Wasting Disease is almost
invariably fatal. Introducing it into your

game could wipe out the enUre party in a
grisly and decidedly unheroic manner. It is

highly recommended thai player characters
be among the select few who are mysteriously

immune to the disease, or who compet it and
survive,

111e disease spreads via transmission of fluids.
The most common method of infection is via Tilt bites: rodents
(including nezumi) are enlirely immune to the disease. but can carry
it for several days. Another common mode of infection is via
ingestion Or inhalation of fluid from the lungs or sores of a victim.

Once an individual has been exposed. the Wasting Disease
immediately begins {Q incubate. It spreads 10 the body's lymph
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nodes (in the neck, armpits, and groin area) causing them to swell
within hours. The victim begins to feel exhausted and Iistles.<;. and
may complain of a headache or nausea. Within a day, the victim is
struck with debilitating Fever and sometimes raving delirium. Within
lwo days. oozing sores tover the body. The skin becomes a pale,
Fishbelly white. Within three days, lhe victim's saliva becomes bright
red with blood and flows freely. After four days, breathing becomes
labored and the victim's sores begin to bleed. Usually, the victim's
lungs collapse aL this poin~ but some sufferers linger on for days.
There seems to be no cure for thc disease. though some survive,
given propcr care and rest. A rare Few individuals seem to be
entirely immune.

'Rules
One percent of those infected are immune, and never suffer any

ill effects or carry the disease (though therc's always the possibility
of infected fluids contaminating their clothing. armor. etc.. and thus
spreading the disease). All Naga lmd all Shadowlands creatures are
immune. Nezumi carry the disease for 1-10 days, infecting others
but suffering no effeds themselves. To determine immunity
randomly, roll percentile dice and delermine everyone with a "01"

result to be immune to the disease.
Every day a character is infected with the disease, lower all of his

Hings by l. Once a Ring reaches zero, Lhe character is debilitated by
fever and exhaustion and can no longer move. Once all of a
character's Rings reach zero. he dies. To right off the disea~e. a
character must do nothing but rest. Only total bed reSL and proper
nuLrilion allow a chance for survival. The character must make a
Willpower roll vs a TN of 30 at the beginning of each day. If the
character succeeds, he may select a single Ring to be unaffected by
the disease that day (usually Earth).

If the character sllcceeds on three of these rolls, he has
permanently fought off the Wasting Disease. for each week he rests
afterward, his Rings recover by I each until Ihey return to their
former levels. The Quick Healer advantage reduces this time by one­
half. Survivors of the Wasting Disease bear the physical scars of
their ordeal, not to mention Ihe psychological terror of surviving the
plague. for the resl of their lives. If you wish. you may give survivors
of the Wasling Disease the Bad Health or Phobia: Plague
disadvantages.

Great Destiny may be used to survive the Wasting Disease. but
the character must be slain by it (all Rings reduced to zero) before
beginning to recover,

Armor and
Weapons

Armor
lust as a sword should be an extension of the samurai's will and

inten~ his armor should be a second skin. Artisans put as much skill
inLo creating a fine SCi of armor as any smith puts into beating and
refining a katana to perfeciiun. In lhe hands of a master armorer it
becomes nut only a second skin. but a better skin: nexible. lough.
resilienl and beautiful. Engraved, embossed, and painled with
intricale designs and family symbology, the complete suit allows Ihe
samurai to present his bes~ most breathtaking face Lo the world.
Every samurai with the means keeps a personal craftsman in his
retinue whose sole job is to care for the multi·layered armor.

Samurai armor is very flexible, designed nOI to impede
movement. A lypical suil consists of hard leather and small iron
plates woven together in overlapping horizontal tiers. Tightly woven
silk cords tie the pieces together. Each piece of leather receives
added strength and beauty through the application of a coat of
lacquer: Ihe sap of the lacquer tree, a toxic substance Ihat workers
collect via a painstaking process of Iree tapping. They then refine the
brown, gummy sap unlil it thickens and purifies and dye ii, usually
black or red. The artisan carefully primes each pietc of armor,
polishing it and cleaning i~ before he applies the lacquer. Each piece
receives between twenty and ninety coats. applied one al a time wilh
each coat drying before he applies the next. The lacquer can be
inlaid wilh del'Orations. ranging frum gold and silver dust sprinkled
into the wet lacquer to ornate inlays and designs.

Once the lacquered pieces are finished, the artist1l( assembles the
entire Suil, tailored to fit the samurai who will wear il The upper
portion consists of a large, solid armor chest plate that protects the
front and which has additional tiers of plates in the front and back,
Addiiional tiers protect the lower torso and sides. A protective skin
made from large vertical sections or lacquered iron tiers hangs from
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the armor's upper section. Additional tiers and plates protect the
samurai's arms. The literal crowning piece of the armor is lhe
helmeL again made from lacquered iron plates. The helm oflcn
incorporales decoration both grand and fearsome. including
facemasks designed to give the wearer an imposing or tcrrUying
tisage in balilc.

Most samurai take great pride in their armor. and wealthy nobles
ha\'C multiple sets for different occasions. As with everything else.
quality and cost reflect directly upon the wcarer's social status within
the complex noble hierarchy. Although it is seldom appropriate to
\\-ear armor al court functions, occasionally lhe need arises during a
\\1mer Court for a samurai to don his full regalia. In such instances
the kind of armor and lis decorations can send subtle or nOl·tOCl­
subtle messages 10 the rest of the court A samurai who dresses in
battle-scarred. utilitarian armor sees war or conflict on Lhc horizon.
.,.:hile one in more decorative prolective wear sends a message of
peace and prosperity.

Sword Making
No artisan in Rokugan lives with more honor Lhan the sword

maker. For society as a whole and Lhe samurdi in particular, Ihe
sword occupies such a central. fundamental place that the forging
process has become a legendary. religious undertaking. No single act
of creation is more dimcult incorporating strength. finesse, an eye
for detail. and most importantly u strong spirit Everyone firmly
acknowledges that a quality sword cannot come from the hand of
man alone, that the spirit and celestial worlds must play an integral
part in a blade's creation.

Before beginning the forging process, a sword maker fasts for
several days. lie then tomes 10 the anvil dressed in white, the color
of priesl'>, He honors his gods each day and each night of the forging
proces.<;. Creating a fine blade takes much. much morc than
hammering a piece of steel into the shape of a sword. The sword
maker must carefully weigh two vital considerations. For a blade to
have a sharp edge it must be made from hard steel. The only
problem is. hard steel be<:omes brittle. easily breakable in baltle. Sort
steel proves much more resilienL but does not hold an edge. The
sword makers overcome this dilemma by mixing the two kinds of
steel. hammering. folding and refolding soft and hard steel together.
The result is a blade with a hard steel outer edge but a soft steel core,
making il difficull to break but capable of keeping a rdzor edge for
prolonged periods.

Religion

The Worship of the
Fortunes

One of the oldest religions in Rokugan. and Lhe andent religion
of Gisci Toshi, is the 'Way of Lhe Gods: Kami-no-michi. Rokugani
believe the world is filled wilh supernatural beings wiLh the power
to affect their lives. These arc the Thousand Fortunes - Lady Sun
and Lord Moon, Ebisu, Bishamon, [nari and a myriad of nature
spirits. Every rock. river and grove has its own deity. The Fortunes
foster villages, bring rain, protect fishermen on Lheir journeys. and
much more. Angry. they cause calamity and hardship - bad luck.
torrentinl storms and lIIness. Properly appeased, they bring good
fortune, health and cairn weather. At important times - birth,
harvest. calamity - the Rokugani call upon the Fortunes to bless
their lives.

The Nature of the Kami
The pantheon of Kami-no-michi is complex and convoluted.

Rokugani believe in a lot of gods. from Amaterasu and the Seven
Fortunes to individtl3l nature spirits. TIle TIwusand Fortunes are
called mikokami in Rokugani. a word which means 'little god'. and
represents the divine aspecl of the lesser Fortunes. The worship of
the Fortunes considers the Sun (Amaterasu) and the Moon
(Onnotangu) to be the highest echelon of existence, bUI concentrates
all worship and reverence on the Seven who came afterwards. and
on Lheir successors.

When talking about the Thousand Fortunes., Rokugani identify
IWO types. The first, called the Seven Fortunes. are mighty gods who
lranscend Ihe world, like Daikoku and Bcntcn. Mikokami are lesser
nature spirits inhabiting every living thing, and take more inlerest
in Lhe lives of humans.
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true judge of a

holy days, to honor those kami who are kindly disposed 10 them (or
to placate those prone to anger). In Sunda Mizu MUTa. for example.
villagers turn oul to venerate Willow·Healing kami, lhe lree spirit
who ended a plague by intervening with the Fortune Ekibyogami.

TIle format of these festivals are usually the samc. First there is
the ritual purification, not only for the shugenja, but for any places

the kami is expected to travel.
Villagers light giant torches and
carry them along the route the
kami will take around their mura
Meanwhile. shugenja might bathe
in freeZing cold water or walk
across hot coals. The shugenja then
invite the kami to visit them, the
participants bowing respectfully at
the proper time. This /lorito. or
prayer, states the purpose for the
invitation. In a fornmt unchanged
in centuries, the shugenja explains
why they impose upon lhe kami ­
to celebrate a festival or make a
special pelilion.

The kami is believed to enler
the shin/ai. or god body, usually a
statue in the form of the kami.
Before the festival, shugenja
oversee the construction of
portable shrines into which the
shintai is placed. which are then
paraded through the village. Once
the kami arrives, it is welcomed
and performances put on for its
entertainmenL These dances arc
the origins of noh, kabuki and
puppetry. Kami supposedly enjoy it
when mortals drink and frolic.
Afterwards, it shares a communal
fcast in which food and wine is

consumed equally by all. Sharing a meal with a kami is a great
honor.

With the banquet concluded, the shugenja makes his petition
known. Usually, this is an entreaty for a good harvest or bountiful
fishing, or a request for good weather or protection from evil. At the
conclusion of the festivaL the villagers send the kami on its way.
Festivals are largely ceremonial; shugenja rarely Summon a kami to
appear. though they have been known to appear nonethelcss.

The Seven Virtues of Bushido
Gi - Honesty - A samurai is honest in all things.

Rei - Courtesy - Asamurai is always respectful
in his dealing with others.

Chugo • Duty - A samur'di docs not balk al
responsibility, A samurai never fails to protect his
lord.

Jin - Compassion - A samurni goes out of his
way to help others in need.

Yu • CourJge • A samurai fears nothing. Not
death, not the unknown, nothing.

Meyo - Honor - The only
samurai is, in. the end, himself.

MakOID - Sincerity - Word and action are the
same. If a samurai say she will do something, it
will be done.

There are many different kinds of mikokami. Some are Ihe
personification of a power of nature, such as growth, wind and
earthquakes. Others are deiFied souls of the dead, mosl notably the
children of Sun and Moon, but also previous emperors. heroes and
great sages. Still morc kami embody qualiiies such as love. hard
work and wisdom. Lastly. individual natural objects such as rivers.
trees, mountains. animals and
rivers have their own kamL
Rokugani further classify them by
thc things they do - kami who
creale, kaml who sct things right,
and kami who bring misfortune.
Oflcn, the same kmni displays
difrercnt aspects. Kuroshin. a
mikokami of agrituhure. creates
bountiful harvests by making rain,
bUI brings misforlune by
withholding it.

While mikokami arc nOl as
powerful as lhe Seven Fortunes,
Rokugani slill venerate them. lL is a
great feat to aUraCl the allention of
the likes of Inari; summoning an
earth kami is much easier. Kami
have been known to intercede with
the Celestial Court on behalf of
mortals. While Inari might not
directly answer a petition for a rain
storm, a kami might carry the
petition to her on the shugenja's
behalf. It is easy to offend kami,
who demand the respect due them,
and who can lay a curse as easily a
sorcerer curses an offending
peasant Depending on the kami's
migh~ and pique, this could range
from afnicting the offender with
simple bad luck 10 causing a
drought.

Every region, town and village has its own festivals celebrating
something important only to the local area. Along the coasl, for
example, villagers honor Suitengu. Fortune of the Sea, asking her to
send plentiful fish hauls: farmers in the inlerior have little need to
honor a ;fisherman's god'. In the north, in the lands of the Phoenix
Clan, everyone celebrates the Isawa Peslival. Held on the shortest
day of the year, everyone turns out to encourage the sun to climb
higher in the sky. Individual villages have their own festivals and
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Ancestor Worship
lAdy Koidzi stood ill Iter garden. a vision ofdelicacy bellealh her

parasol. The garden was her favorite spot, even in winter when it
um buried beneath snow. She could 1110S1 often be found here,
especially whm troubled /1 was to this place Ihal she summoned
Asahi/lo Tal/aro,

As tlte slll/gef/ja strode around the pOlld and over the little bridge
to her tea house, he could see that something weighed heavily 011 her
mind 71fl! rumors had been true. he thought.

Slle Silt, eyes contemplating a bee buzzing omOllg her Powers. It
pained Tat/oro /hal her face should be bothered by worry. fie bowed
Q1Id asked. "How COIl your humble seroaf11 assist you. Lady Kolch;?"

She looked up at him. "My husband He has been gone for two
ureeks, when he said he'd be back ill olle." Tallaro had thought thai
was her trouble. 77te two had ollly recently been married, and III/like
mOllY marriages. theirs had been a love match. Unfortul/ately,
urgem bus;'ICSS - bandits ift the sollih - called her husband away.

'The road between Kosatm Shiro alld Shiro DaitkJji can be
treacherous, my lady. Perl,aps I.ord Daidoji was delO}'ed by 0 stann, ..
he said. He was carefull10t to use the word 'wa}'laid'

'71,ere has been 110 lOord of bad weather. A messenger arrived
from Kosaten Shiro this lIIomilfg And weather would //01 have
delayed Cosula an exira week."

"Bandits can be tricky, difficult to root out like weeds," he tried
again. She cut him off before he could colllinlfe.

itsk my ancestors, T01laro. 111€)' will k"aw what happened to my
husband" She nodded to hersdf ")~ ask our allcestors to wald,
ooer Cosuta and bring him home safely."

"As }'Qu wish. my lady, M lsawa TOllflro said bowing, as he headed
for fhe family shrine.

Mythology
Cenlral 10 anceslor worship are the conceplS of kharma and

rebirth. Throughout life, a person earns kharma based on his
actions. Good actions merit good kharma. while bad actions attract
negati\'e kharma. A person's kharma nol only affects his or her
current incarnation, but has an even greater effect on the cycle of
reincarnation.

For Rokugani, the world consists of six realms. which make up
the Wheel of Existence: the realms of humans. gods, demigods.
animals. ghosts and demons. A person may be reborn into anyone
of these realms. depending on his or her kharma. A person who has
Iired a seIHsh. \'enallife might be reborn into the world of animals.
there to live out a lifetime as a horse or a slug. Living a pure life, a
person might be reborn into the world of humans again. this time
ala higher level (bushi instead of heimin, for example), or as a kami.

The idea of rebirth is central 10 the path of bushido. Because a
person receives numerous li\'es. samurai often place lillIe value on
their current incarnation. This allows them to charge heedlessly into
baLtle: a samurai need not fear death. for he rereh'es another life. By
obeying Ihe precepts of bushido, he need not worry about his
reincarnation; a popular belief among Rokugani says "samurai are
fated to pay for their actions in this life by returning as samurai in
the nexC

The Gods of the Underworld
When the soul departs this world. it travels to a portion of Jigoku

known as Yomi to await its next rebirth. Before it can be reborn, it
must be punished for allY impure actions. By working off negative
kharma in this way, the soul can be reborn in a pure stale; the
kharma slate is wiped clean. There, Emma·Q metes oul all manner
of tortures, !juch as beating the sinner's soul with iron rods. making
it eat molten lead, or impaling it repeatedly on sword trees. Oni
administer punishmcnts. which can last for thousands of years.

Fukurokujin is also conSidered a Fortune of Mercy. who travels to
jigoku 10 relieve the suffering of souls there. He protects Ihem from
the darkness and works for their reincarnation. Rokugani pray to
him 10 help their ancestors work off their bad kharma, Or provide a
brief respite from the tortures. lie pleads cases before the Fortunes.
arguing to get them a better incarnation on the Wheel of ExistellL'e.

The Religion
Ancestor worship is not an 'organized religion: There is no

centralized power structure, no text no dogma It's a folk religion,
concerned with man's relationship with the spirilS of those who have
gOlle before.

Generally, people worship their own ancestors. Every home has
a shrinc to the family's honored dead. Here, family members make
offerings of food, incense and prayers for their ancestor's salvation
and to speed their timc in Jigoku. People also venerate the souls of
legendary heroes. such as MalSu Kijoruko or Uikku, hoping these
powerful spirilS will look favorably upon them in some endeavor.
Though prayers are not offered directly to Emma-o, people pray to
Jizo to liberate their ancestors from suffering.

The people of Hokugan have an uneasy relationship with the
spirit world. On the one hand. they fear ghosts and the Underworld.
Like a tiger in the woods. a ghost is dangerous. though not
necessarily eviL On the other hand. Rokugani honor the spirilS of
their dead. There are two distinct styles of ancestor worship in
Rokugan - that of Ihe bushi and thaI of the heimin. Each reflects a
different approach 10 ghosts and spirits.
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The Samurai Caste
By nature. members of the samurai caste seek an enduring

relationship with their ancestors. They believe that family members
who have performed extraordinary deeds. died honorably, or were
wronged in life continue to live on. They think of these spirits as
'family kami: who have completed !.heir tasks in Yomi and arc free
10 watch over their progeny. Good fortune l'Qmes from helpful
ancestors. while bad fortune is obviously the result of an angry
spiril By making Ihe proper offerings, bushi hope to head off
potential calamity and speed their ancestors on their way to their
next incarnation. Every family worships the founder of their clan
(the great Kami) as well as those altributed with legendary feats. For
example, the Daidoji family shrine honors the original Doji as well
as the nrst Daidoji and Daidoji Masashigi, the hero of the Battle of
the Landbridge. Although being haunted is widely conSidered a
curse, many samurai deem a shiryo's attention an auspicious
occurrence, a sign of favor from the honored dead.

Shugenja usually the Kitsu, typically serve as spirit mediums for
the bushi. A nobleman might ask a shugenja to pray for an
ancestor's salvation on the family's behalf. When indecisive or in
trouble, they call upon shugenja to commune with their ancestors,

and gain advice or favor. A bushi suffering from bad dreams often
consults a shugenja to interpret these messages from the spirit
world. Believing omens to be signs from a watchful ancestor, bushi
ask shugenja to interpret these, too. If bad fortune strikes, shugenja
attempt to divine the source and assuage whatever angry ancestor is
at the root.

To an honorable samurai, one's ancestors mean everything. The
next life dictates much of how samurai behave in this one, Tradition
and honor bind a samurai to not think of himself, but of his family.
his Clan, and his lineage for centuries to come. Asamurai does not
live in the now. Even a dishonorable samurai knows that in the next
life, he will be doomed a thousand times for his sins in this one.
Because the ancestors play such an important role in the lives of the
people, Rokugani take the worship of the kaml very seriously.

There are shrines built to every ancestor you can imagine and a
particularly pious family can be expect to have small shrines
dedicated to every important grandparent. Religion and worship are
very important to the Rokugani and GMs should encourage their
players to make Shintao and Theology more important aspects of
the characters' lives. Prayer, meditation, celebration, etc., arc all an
important mix of the Hokugani beliefs,

Communicating Wi/h tlte AllceslOrs
Depending on how you GM, the ancestors can be reDected in

your games in a number of ways, each taking on a different vein and
represented visually by a different medium. There can be as mum
or as little contact with the ancestors as you would like. The Illore
obvious they are. Ihe more superstitious your Rokugani will be.
Pewer contacts makes the samurai less respectful of the ancestors'
presence.

The Peasants
Because mankind is born out of the mixture of Lady Sun's tears

and Lord Moon's blood. even farmers have an immortal soul. Among
the peasanl~, Yomi is a place not for hallowed heroes. but 'between
lives.' where the soul awaits rebirth. Peasants atlribute misfortune to
the presence of maliciOUS spirits. the spirits of those who have
escaped the Underworld. TIle world is filled with goryo (vengeful
ghosL~) and gaki (hungry ghosts). While the bushi want to commune
with an ancestor's spirit the heimin want as little to do with the
spirit world as possible, viewing all spirits as harmful. Ancestor
worship among lhe heimin is a preventive measure, a way to avert
bad fortune. So long as one's ancestors are happy, they'll remain
where they belong. Every peasant family honors its oldest known
ancestor as well as their immediate relations and ,my spirits who
appear to demand inclusion.
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Among the peasanlS. shugenja typically find employment as
txorciSls. protecting them from marauding ghosts. Peasants don"t
rommune directly with the spirit world. and don', seek input born
their ancestors as much as the hushi. When disaster strikes, however.
they seek out a shugenja 10 find the source of the trouble and
appease the reslless spiriL A shugenja can make a decent living by
providing talismans against goryo. Funerals are another source of
income. In addition to these jobs. shugcnja are sometimes hired 10

care for the restless dead, those without descendants 10 care for
them.

Amulets and Talismans
Ii is Iypical for Rokugani, particularly pcaS<1nts. to be obsessed

wllh amulets. TIle Rokugani often hang amulets in their doorways
or around their necks. Many shapes of small objects arc conSidered
good·luck charms to those thai believe in such things. Amulets are
more common during feslivals, but Rokugani can find them in mosl
any market place. A variety of charms are sold as sacred souvenirs.
Cloth. wood. and paper are the most popular of materials. Small
bags on cords. inscribed with the kanji of a specific Fonune. are the
most popular type of amulets. Other than the kami. popular
inscriptions on amulets indude josai sholuku, which means "awa}'
wilh misfortune.M welcome to good luck. gakug}'o seik}'o (success in
examinations). or ryoko anzen (safe journeyJ.

Colu are rectangular pieces of paper (or sometimes wood). Like
the bags, the kanji of a kami's name is written on the gofll Gofu
bring positive benefits (0 those who wear them or place them on
their doorway. Good heahh. fortune. or protection from acridents arc
among the things that Rokugani fuss over. 11 is not uncommon for a
,;l1ager who is plagued with visions or a noisy neighbor to wake
cadi morning and put 11 new gafu on her doorway. or walk all the
way to a shrine 10 place it there. Gofu lIrc a typc of protective
talisman known as Olf/amori or ollido.

TIle Kami of the great clans are conSidered a great source of
protection and fortune as well. and each is used to shield the
peasants of those lands from bandits and disaster. Small animal
figures arc also quite common in Rougan and are thought lO bring
protection. The illllitariko is a wooden dog charm Ihal protects
children, the wara-llma is a straw horse that brings about a
bountiful harvest and akabeko is an ox made from paper that keeps
misfortune away. Red is popularly believed to protect against
d......

Large talismans such as small bows, arrows, and wooden plaques
(ema) are purchased during the New Year Celebration and are
known to bring great fortune. Archery competitions are held by
peasanls and samurai at ihe New Year to predict the autumn harvest

KUlnode are demmted bamboo rakes that bring good fonune as
wel~ and are associated wilh the New Year.

Ema bring fortune through the pictures of animals thai are
painted upon the small wooden plaques or tablets. Horses arc a
supplication 10 the kami and a black horse is a request for rain.
while a white horse is for good weather. The Rokugani use ema to
pray for all sorts of wishes to be granted. sum as a good life. healthy
children. recovery from illness. or even success in battle. Children
have been known to use dolls to make wishes come !rue in much
the same way that an adult uses ema.

A practice known as mayoke is forbidden by the Emperor. but
namy pcaS<lnts continue to do it anyway. hiding their craft from
samurai eyes. Children thaI require protection [rom evil spirits
(those who are plagued by illness) arc asked to create strings of sea
shells and mushrooms which arc hung from gates: these are
mayoke. Embroidering colorful symbols on the back of a child's
clothing is also known to help. although many peasants believe the
thread must be dyed wilh colors Ihat can only come from animals
(the blue of a certain shell·flsh gland or the yellow of a chicken
yoke~

Village communilies throughout Rokugan often ha\'e their own
special proiective amulets in honor of some auspicious occasion and
there is no end to what a superstitious Rokugani will do to appease
the spirits. It is common to hire a painter 10 put fish and dragons
over a doorway to provide fonune 10 those that pass through it

The Ancestor's Shrine
No matter the caste, every family maintains a shrine to their

ancestors. This shrine is always unobtrusive and austere. consisting
of a few funeral tablets, an incense burner. a bowl of rice and
perhaps a bottle of sake. Funeral lablets arc wooden, a few inches
tall. and bear the name of an ancestor. Old. prestigious families have
many funeral tablets on their shrines. Some bushi and wealthy
merchants commission artists to paint a portrait of the deceased.
which they hang over the altar as a visual memento of the person.
though this is rare. A small statuette of Shinsei mighl also be kept
here. Shrines are typically kept someplace easily accessible, though
private. usually in a comer of the main room. Some bushi keep their
family shrine in a cabinet, which can be closed for privacy and easily
transported from place 10 place.
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Sensing and
Countering

Magic
Sensing Magic

If a character successfully senses a spell, he may make a further
SpellcraftlAwarencss roll with a TN equal to five times the spell's
Mastery Lc\'el in order to determine which ring the spell is
associated with (Earth. Fire, Air, Water or moho).

Countering Magic
It is possible for those skilled in the usc of magic to counter the

magic of others. In order to counter a spell. a shugenja must be
aware of the target spell (by sensing il as described above. or
through more mundane means, such as watching the spell being
cast). The shugenja attempting to counter the spell must use an
action to attempt to stop the incoming (or existing) spell He rolls
dice cqualto the Ring used to cast the spell and keeps dice equal to
his School Rank. If his roll exceeds the roll the caster made to cast
the spell. the spell is canceled and has no further effect. The casting
shugenja must still mark off one of his spell slots for that elemenl

Once you hare determined that the rnaraC1.cr is dose enough to
the caster to scnse the spell, have the character make a Contested
roll against the caster, with each rolling SpellcrafVAwareness. If the
rnaraC1.er succeeds. he has sensed the spell. He knows the grneral
location of the spell and has an idea as to its power (Mastery Lew·I).

II is possible for shugcnja to sense the usc of magic at great
distances. When a shugenja casls a spell lhe kami exercise their
power. sometimes coming from miles around to do his bidding.

Weak spells. such as Mastery Level 1spells. cause no disturbance
any further than;] few feel while powerful spells can be detected at
great distances.

To determine if it is possible for a shugcnja to detect a gi\'cn spell,
first see if he is dose enough 10 the location where the spell is taking
effect. In most cases this is the immediate vicinity of lhe caster. but
occasionally a shugcnja caslS a spell in such a way that its effects
manifest some distance away. Since the detecting shugcnja is
noticing the disturbance caused by the kami themselves. the
detection radius is measured from the location at which the spell
lakes effect.

Spell Mastery Level
I
2
3
4
5
6

Possible Detection Radius
5'
25'
100'
500'

1 mile
5 miles

Example:Two notable shugenja are having a spirited discussion.
and are alread}' in a round·by-round combat situation. lsawa Tsure
has an initiative of 15 for this round. and Kuni 1\.lokuna has an
initiative of 20. Since Tsure has the lower initiative he must declare
his action firsl He declares that he will cast Heart of the Inferno, a
Mastery Level 3 Fire spell. al Mokuna The Kuni, not wishing to be
on the receiving end of 6k6 Wounds, declares that he will attempL lQ
counter the spell. The Target Number for Tsure to cast his spell is J)

(Mastery Level 3 x 5) and he comes up with a total of 21. more than
enough to succeed. Because Mokuna declared lhat he would try 10

counter Tsure's spell, he may now roll dice equal to his Fire Ring
(since Heart of the Inferno is a fire spell), keeping dice equal to his
School Rank. He must exceed Tsure's roll or 21, so his TN for this
roll is a 22; if he rolls 22 or higher, he successfully counters the Hcarl
uf lhe Inferno. In either case, Tsure marks off one of his spell slol~

for Fire spells.
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2 spells don't often last beyond 5 minutes. It's unusual, but nol
unheard-of. for a spell below Mastery Level 3 to be pcrmancnl

A spell's Area of Wed also expands as the Mastery Level goes
up. Mastery Levell and 2 spells usually don', affect areas: they often
target a person. or an item, or the shugenja himself. For spells which
do have an area effect. a safe rule is to assign the spell 10' of radius
per Mastery leveL so that a Mastery Level 3 spell would have a 30'
radius.

A spells Range also increases along with its Mastery Level. A
shugcnja who has created a Mastery Level 1or 2 spell may have to
touch the target of the spell; at the outside. if he can't hit it wilh a
rock. he probably can't reach it with the spell. Once the Mastery
Level reaches 3 or 4. the Range generally increases to Line of Sighl

Assigning Mastery Levels
A spells Mastery Le\'cl nOI only governs whelher or not the

shugenja has the knowledge 10 research the spell but also how
difficult the research roll becomes. I-Iere are some hints on assigning
it

All Maslery Levels arc between 1 and 6. Small effects are a 1:
these tend to provide a one-shol effecl These are also almost always
SlJhtle: By the Light of Lord Moon. Reversal of Fortunes. Spells which
return something to its normal state oflen have a Maslery Level of
I or 2: Fires From the Forge. I-Iands of Jurojin. The Elemental
Weapon spells (80 of Water. Katana of Fire, and so on) also have a
Mastery Level of 1.

Mastery Levels of 3 and 4 indicate much more oomplex spells.
They arc rarely subtle: representative members include The Fist of
Osano·Wo, Heart of the Inferno. Tomb of Jade, Benevolent Protection
of Shlnsei. Dominate the Mind. 3nd Wall of Water.

Mastery Levels of 5 and 6 are the huge, earthshaking effects of
lore. These effects tend to be profound, often permanent, spread over
a wide area and loud. The various Rise spells, invoking the
unfettered kami, are in this category, as are Earthquake and
Whirlwind. Only the most advanced shugenja are capable of
creating a new spell of such power.

Once the Mastery Level of a spell has been determined, you must
assign it a Duration. Area of Effect and Range. These are generally
implied in the spe1l's write-up. Spells which have an instant effect
and then evaporate, or which make a permanent change, have
Durations of ~lnstanlOneous~ and MPcrmanent" respectively. Spells
which have an effect for a litlle while and then evaporate are a little
iridder; it's easiest to hook the duration to the Mastery Level.
Mastery Level I spells rarely lasl more than a minute. Mastery Level
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Rank 2 1511nsi 1

276 Insight
il!!l

226 Insight
251 los'

176 Insight
201 . l

Rank 3

Rank 7
kS

Rank 5
Rank 6

Requirements
Ringsrrraits: Earth 4, Water 3
Skills: Defense 5, Lore (Shadowlands) 4. any two Weapon Skills

at 4
Advantages: Strength of the Earth. Crab Hands
Other: Candidates for this school must enter the Shadowlands

alone and return wilh the head of an ogre, ani, or other
Shadowlands beast no smaller than a man. The character must be a
bushi.

The Avengers arc the Crab's elite heavy infantry, warriors skilled
in combating the beasts of the Shadowlands. These legendary
warriors are a~ tough and indefatigable as the Carpenter Wall itself,
able to absorb incredible amounts of damage and continue the fighl

Crab Avenger School

The GM should keep in mind that Advanced Schools are very
sclective about those with whom they share their secrets. Acharacter
that meets the steep requirements of an Advanced School may not
be considered for training unless he has gained a sufficient
reputation. The GM always has the final word regarding whether a
character will be allowed Advanced Training, but it is recommended
that you do nol allow any character with a School Rank of 2 or less
to learn these techniques.

Yes, it is entirely possible for a character to be invited to a school
lhat is not within his clan. These schools showcase talent and ability
more than political leverage, though most of the alumni do tend [0
be from the appropriate clan. Simply put, a student of an Advanced
School is expected to be loyal to his school and sensei just as he is
loyal to his clan. Often, this can produce a conflict of interests that a
samurai would rather avoid. For this reason, some samurai deny
invitations to Advanced Schools outside of tlleir own clan to avoid
potentially sticky questions of misplaced duty.

A final word: As Advanced Schools arc optional, lhe important
NPCs featured in L5R supplements do not have these Advanced
Techniques. If you plan on introducing these techniques into your
Rokugan, remember to give them to appropriate NPCs as well.

~choos

The l.egend of the Five Rings Player's Guide Features schools and
Rank Techniques thai lake a character through Rank 5. Sometimes,
you might feel like upping the ante a bit and try playing with
extraordinarily powerful characters. Here are somc strictly optional
rules \0 let you do just that.

Each of the following Advanced Schools features a certain
method of training practiced by a Great Clan that goes beyond the
normal training of a bushi or shugenja schooL Each of these schools
fealures techniques thai arc quile powerful, and attendance is purely
by invitation only.

By using these schools. you can continue your campaign Far
beyond the normal limits of Rank 5 characters. If a character meets
Ihe requirements of an Advanced Schoul. and is invited to attend
said school, he can immediately begin training as soon as he gains
enough Insight to learn a new technique or, in the case of a
shugenja. increase in Rank. Instead of gaining a new technique or
spells from his original school, the character instead gains the first
Rank Technique from his new school. All previous Rank Techniques
are permanently frozen at their previous levels.

When figrning out the School Hank of a character who has gone
to an Advanced School, simply add his School Ranks in each school.
For instance. a student who had attended the Hida Bushi School
through Rank 4 and then gone to the Crab Avenger School for two
more Ranks would be a Rank 6 Bushi (and somewhat intimidating).

Before learning a new Rank technique at his current school, he
must gain enough Insight to reach a new School Rank. The capacity
to learn a new Rank Technique is gained for every 25 points of
Insight as follows:
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Rank J: Wrath nf the Crab
Any creature ilia! bears the Taint of the Shadowlands may nol re­

roll lOs on damage rolls against the Avenger. The Avenger rolls and
keeps an eXlra die of damage against all such opponents..

Rank 2: Be the Wall
The A\'cnger carries the spirit and power of the Carpenter Wall

at all times. He may add his Earth x 3 to his TN 10 be hit In an
laijutsu duel or when immobilized, he does not gain this bonus.

Rank 3: Hida's Technique
At this Rank, the Avenger gains a nearly supernatural level of

toughness. allowing him to withstand tremendous amounl<; of
I damage unharmed. The Avenger gains an Carapace Hating (see page

139) equal to his Earth.

Crane Kenshinzen
The Crane are known for producing skilled duelists. but the

fabled Kenshinzen aTC the best of the best Their speed. skill and
dedication to the tenets of bushido are second to none.

Requirements
Ringsffraits: Fire 4. Void 4
Skills: Etiquette 4, laijutsu 5, Lore (Bushido) 4. Meditation 4
Advantages: Balance, Quick
Other: To be a member of the Kenshinzen, you must ddeat a

member of the Kenshinzcn in a legal duel. The duel need not
necessarily be to the death, but the candidate must win fairly. The
character muSl be a bushi.

Rank J: Drawing the Void
In an iaijutsu duel. the Kcnshinzcn may focus an additional

number of times equal to his School Rank, rounding up. This is
cumulative with effects such as the Balance advantage.

Rank 2: A Single Moment
The Kenshinzen who reaches thiS rank has mastered lhe speed of

me slrike so lhat he may slrike between the spaces of a heartbeal
He gains an additional attack each round.

Rank 3: Kakita's Technique
The Kenshinzen's skill and speed are now such that he can forego

all of his normal attacks in a combat round to instead deliver a
single attad to every enemy within five feet of his position in a
single round. One allack roll is made for thiS special maneuver. and
applied to the TN of each opponenl ThUs. it is possible to strike

some opponents while missing olhers. Raises may be made on this
attack.

Dragon Spirit-Binders
While the Phoenix Clan have ccrtainly produced the largest

number of shugenja in Rokugan, the Dragon Clan's own magical
accomplishments are not to be ignored. While they do not possess
the broad magical mastery or the Phoenix, some shugenja taught by
thc Dragon are able to perform extraordinary feats with the simplest
magic. 'nlCSC Dragons are the Spirit·Binders.

Requirements
RingsfTraits: Four Rings at 3
Skills: Lore (Shugenja) 4. Meditation 5, Shintao 4, Spellcraft 4
Advantages: At least thret memorized (innate) spells
Other: The character must be a shugenja.

Rank Techniques: One with the Kami
At this Rank and each rank afterward. the Spirit-Binder's effective

School Rank continues to increase in regards to casting spells.
However, the shugenja may no longer cast any spells besides those
he has memorized. (He may find and memorize new spells
normally.) At Ihis rank. the Spirit-Binder selects one memorized
spell to become a Focus, binding a part of the kami into his own
soul. Henceforth, the Spirit-Binder gains a free Raise when casting
his Focus, and rolls and keeps an extra die when casting il

At each Rank hereafter, the Dragon may moose one new Focus.
This Focus gains Ihe advantages listed above. All Foci the Spirit­
Binder already possesses gain another free Raise and another die
rolled and kepi during casting.

For example. a Rank 1 Spirit-Binder chooses Biting Steel as his
Focus. At Rank I, he gains an additional die and u free Raise. Al
Rank 2, he chooses Fires From Within as his second Focus. Fires
From Within gains a free Raise and onc addilional die, while Biting
Steel now has Iwo free Raises and two additional dice.

The Lion's Pride
The samurai-ko of the Matsu Lion's Pride are an elite and highly

selective group of busht devastating in single combal While it is
nearly unheard-of for anyonc but a Matsu to join, il is nol enHrely
impossible. The Lion's Pride require unswerving dedication and
loyalty. As lhe name suggests, membership is a maner of pride as
mum as skill.
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Requirements
Ringsffrdils; Agility 5. Strength 4, Stamina 3
Skills; Battle 4, Kenjulsu 5. Lore (Bushido) 4, 4 Weapon Skills at

Rank 1
Advantages: Combat Reflexes, Higher Purpose (any. so long as

the Higher Purpose is honorable). The Lion's Pride requires its
members to be highly passionate about something. 11 doesn't really
matter what that something is.

Other: In most cases. the character must be a member of the
Matsu family, or be willing to swear fealty to the Matsu. A female
bushi who otherwise proves herself to the Lion's Pride may be a rare
exception. The character must be a bushi, and must be female.
Characters with less than 3 Honor will not be considered.

Rank 1: The Fury of Matsu
The samurai·ko gains a bonus to her Attack and Damage rolls

equal to the lowest Honor Rank in her party or squad. She may
spend a Void Point on behalf of another character. instead of or in
addition to any Void they are spending themselves.

Rank 2: The Crnssways Cui
The S<1tTIurai·ko can now strike with such amazing speed that she

gains an additional attack each round.

Rank 3: Matsu's Technique
When the samurai·ko makes a Full Attack. she may forego any

other bonuses she would normally gain from the Full Attack (e.g. the
-lOon her opponent's TN to be hil) in order to double her damage
roll's total.

Chapter Two

Though the Phoenix are legendary ror their pacifism, they use
shugenja in warfare more than any other clan. The mOSI feared of
the Phoenix combat uniL<; are Lhe Elemental Legions. shugenja
skilled in combat as well as extremely powerful in the ways of the
elcmenL~. The Elemental Legions consist of the Avalanche Guard, the
Firestorm Legion, the Hurricane Initiates, and the Tsunami Legion.
Rumors persist of the possibility of a group of powerful Ishiken
called the Void Guard, but as of yet these are unproven.

Acharacter may only ever be a member of one of the Elemental
Legions.

Requirements
Ringsffraits:
Avalanche Guard (Earth Legion); Earth 4, Void 4
Firestonn Legion (Fire Legion): Fire 4, Void 4
Hurricane Initiatl.-s (Air Legion): Air 4, Void 4
Tsunami Legion (Water Legion): Water 4. Void 4
Skills: ~'1editation 4. Shinlao 4, Spcllcraft 5. one Weapon Skill at 4
Advantages: Elemental Attunement in Legion's element, at least

one memorized (innate) spell in Legion's clement
Other: The character must have a Glory of at leasl 3 and prove

his worthiness to the Elemental Masters. The character must be a
shugenja.

Rank Techniques: Secrets of the Elements
Shugenja who join the Elemental Legions forsake all other

magics but that of their own clement, never again ca<;ting any spells
from clements outside of their particular element uf fucu.s. At the
first Rank, the Legionnaire may pick one spell that he has
memorized from his Legion's Element with a Mastery Level no
greater than 2. Once per day, the Legionnaire may cast this spell
with a single action. This requires no dice rolling - it is automatic
and does not count against the number of spells the Legionnaire
may ca~t thai day.

The magic of the Elemental Legions depends heavily upon the
caster's own place in the Elemcnts, and can easily be thrown out of
balance by dependence upon the elements of other creatures or
various other outside ractors. As a result, shugcnja may choose any
memorized spell within the appropriate Mastery Lcvel, with the
following exceptions: no spell with a casUng time measured in
incrcments greater than (lttions. and no spell which requires any sort
of opposed roll or variable TN for the purposes of casting.

At Rank 2, thc Legionnaire may pick another spell that he may
cast in this fashion. This spell must also be from the corresponding
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element of his Legion and may not have a Mastery Level greater
than 4.

At Rank 3. the Legionnaire may pick a third spell. This spell must
be of the corresponding element and may be of any Mastery Level.

The Scorpion Supai are the shadowy terrors of Rokugan's courts.
They are both expert spies and skilled courtiers. skilled ai dredging
up the darkest secrets of their enemies and using them to supreme
advantage. This school is very careful at keeping ils existence and
membership well hidden. The Empire's inability to discern who is a
Supai and who is not accounts for a good portion of lhe school's
deadliness.

Requirements
Ringsffraits: Awareness 5, Intelligence 4, Perception 3
Skills: Sincerity 5, Courtier 4, Etiquette 4, Stealth 4
Advantages: EitlterBenten's Blessing or Bland (if you're going to

be noticed, do it well). Crafty
Other: Charadcrs who join the Supai may be either bushi or

oourtiers. However. they musl have some son of Dark Secret and
must reveal said secret 10 the masters of the Supai school. The
Scorpions never give their gifts without demanding something in
return ...

Rank 1: The Depths of Dishonor
Already the Supai has learned to use his rrequently dishonorable

behavior to his advantage. While making an opposed social roll
against an individual with a higher Honor Rank. the Supai rolls a
number of additional dice equal to the difference between his Honor
Rank and his opponenfs.

Rank 2: Pull the String
If the Supai has at least one point or Blackmail on an individuaL

he may spend a Void Point and suggesl a course of action to that
person. So long as the action is nol Iife·threatening, and will not
bring greater dishonor than ihe revelation of the Blackmail. that
individual must do as the Supai says or lose a number of Honor
boxes eQUil1 to the Supai's School Rank.

Rank 3: Bayushi's Technique
The Supai has learned well how to wrap lies in the truth. If the

Supai spends a Void Point while speaking, his lies cannot be
detected by any means. including magic or School Techniques. This
does not mean that the Supai will automatically be believed, but
others will always think that he seems to believe what he is saying.

Aword to the wise: using this technique to disguise obvious lies like
'"The sky is orange~ will just make the Supai appear to be an idiot
who truly believes things thai are clearly not so.

Ltnicorn Magistrates
Justice and honesty are two extremely imponant traits among the

Unicorn. and their magistrates have always been among the mOSI
dedicated in Rokugan. What wilh the Empire's recent downward
spiral into chaos, many magistrates of the Unicorn have ridden forth
into the Empire to return lhe land to order.

Requirements
RingsfTraits: Fire 4, Water 3
Skills: Hunting 4, Investigation 4, Law 5. Any Weapon Skill at 4
Advantages: Oear Thinker, Irreproachable. Precise Memory
Other: The character must be a magistrate, and must have at

leasl 2 Honor. Unlike most Advanced Schools, the Unicorn
Magistrates will gladly train nearly anyone who meets the school's
qualifications and has a strong sense of justice. The character must
be a bushi.

Rank 1: Justice Amends
The Magistrate of this rank recognizes that his own needs are

unimportant; sacriFices must be made for the sake of justice. He
loses no Honor for any actions that are not directly illegal so long as
they lead to the apprehension or a criminal. In addition, the
Magistrate adds his Honor Rank to his TN to be Hit

Rank 2: Fist of the Emperor
At this Rank, the magistrate gains a number of Free Raises equal

to his School Rank on all Law and lnvestigaiion rolls. Further. if the
magistrate directly questions a subject for at least ten minutes, he
may make an opposed Willpower roll; if he sua:ceds, he learns
something illegal that the subject has done. If the subject has nOI
done anything wrong. nothing is learned - this technique does not
invent facts. Also, relevancy 10 the mailer at hand is nOI guaranteed.
A Magistrate on the trail of a murderer may question a suspect and
instead learn that he is an arsonist.

Rank 3: Shinjo's Technique
The strength of the Magistrate's purpose is now absolute. He

gains an additional attack each round.
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•nor
Clans

)!oritotlto's Alliance
For a thousand years, the Great Clans of Rokugan have fought

amongst themselves; they have torn the Empire apart. Now a leader
has emerged from among the 'lesser houses',

His name is Yoritomo,
Yoritomo, of the Clan of the Mantis. is one of the best-known

warriors in the land. His style is brash, arrogant, and makes use of
peasant weapons rather than the honored weapons of the samurai.
He is reviled for his low birth and scorned for his aggressive nature,
but he is feared for his incredible strength and agility. He is a
samurai of legend.

For the past several months. Yoritomo has stood before the doors
of each of the Minor Clans in turn, shouting his message. "The Great
Clans have forsaken you,~ he cries, holding his banner aloft "We go
to remind them that they cannot use us as pawns, or as tools. Apart
we arc nothing, slreams in the wilderness. Together, we are the
ocean's wave they cannot overcomer'

The Fox n1l1ied swiflly to his side. weary of lhe Crane wars Ihal
blackened their lands. With the Kitsune came the loyalty and
allegiance of other dans. joining Yoritomo in his quest to demand
thaI the great houses of Rokugan stop their bickering and recognize
the damage they have done to the Empire.

But some who join Yoritomo's banner sec more, They see a brave
general, capable of demanding loyalty and organizing a mighty
army. They see a new Emperor in the Mantis daimyo, and the
rumors of an assault on Otosan Uthi cannot be far wrong. Certainly,
Yoritomo and his Alliance have greater goals than the cessation of
war: they demand to be recognized for their parI in the Empire, and
if they must take their wages in blood. it will be for their own voice,
not at the demand of the Great Clans.

111is much, they all agree upon.

The Present
Yoritomo is a man who can never be content with gold and

jewels, nor with personal honor. He craves one thing - the
advancement of his house. The Mantis would become a Greal Clan
by the time the wars were ended, or they would see the empire
bathed in flames.

Among his men, the great Mantis general argues about the best
way to fulfill his dream. More battles would be useless; enough strife
rocks the empire without adding to the chaos. Yoritomo argues that
the Great Clans have ignored their duty to the empire, and fallen
inlo pointless battles and arguments. Through their negligence, the
crealures of the Shadowlands have been allowed inside the borders
of Rokugan. and the Emerald Empire may soon fall. But to begin Ihe
process of restoring order to the empire, the Yoritomo Alliance must
become a recognized power, with enough military and political clout
to ensure that order is restored to Hokugan.

The world will change, vows Yoritomo, or he will sce it crushed
beneath the force of his steel.

The Tortoise
Clan Tortoise could marc accurately be called a ~tribe:' or small

community within Hokugan. Settled exclusively upon the northern
White Stag Peninsula and coasts north of Glosan Uthi, the}' are
perhaps the smallest of any clan within the Empire. No morc than a
thousand TortOise have graced the idyllic shores of Rokugan at any
point in history, and few marriages arc arranged with their
diplomats, courtiers, and merchants. Yet they persevere, generalion
after ~eneration, thriving as a culture all their own.

The origins of the Tortoise are the subject of much debate among
the rest of the Empire. The one certainty is that the clan was formed
in the century following the Battle of the White Stag, when the gaijin
assaulted the Empire from positions off·shore, and for a time
occupied the very land held by the Tortoise today.

11le Tortoise are predominantly landbound, but their vast array
of ships trade with the northern provinces (including those of the
Phoenix, whose only mountain pass to the capital is cut off three
months a year due to violent weather).

They are also responsible for keeping a small number of records
for the houses of the Imperial Line, thought mainly to be historical
accounts and anecdotal information from peripheral sources (i.e.
histories of important events. as seen from a variety of perspectives).
These records are only accessible by librarians of the Tortoise
themselves, and select members of the Seppun and Otomo families.
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The Wasp
Rokugan was introduced to the Wasp only twenty years ago, but

already their presence has altered the face of the Emerald Empire.
The Wasp have became famous for two reasons. The first was their
relentless tenacity and incredible ability to hunt down any fugitive
from the Emperor's law. The second was their motivation to chase
after and capture Rokugan's most notorious outla\\o'S: money.

Wasp magislrates - like their daimyo. Tsuruchi - are a
strange paradox. On one hand. they have made it very
plain that their services are for sale to the highest
bidder. However, Wasps also have an unflinching
loyalty to those who hire them. BUl their rirst
and primary fealty is always to their daimyo.

Wasps have no shame in accepting bounty
for the criminals they capture. After all most of
the Empire sees them as scum. They know
better. Their minds aren't clouded by the
foolish impracticalities of bushido. The Wasp
learned a greal deal about money from
(be Crane. and they've pul it to good
use. Money does indeed make
Rokugan go 'round, but it also repairs
walls. builds fortifications and hires
ronin to protect the strategically
significant Kyuden Ashinagabachi from lhosc
IllOO would seize il

Found all across Rokugan, performing various
duties for pay, the Wasp are a ubiquitous force.
However, whenever their lord Tsuruchi needs
them, they return to Ashinagabachi as swiftly
as a Unicorn's steed.

The Sparrow
Even though the Sparrow. as a Clan, have

rejected Yoritomo's call to arms. some of
their number have rallied to the Mantis
banner. Only those Sparrow dissatisfied with
the ascetic lraditions of this small clan. however. have left to join the
Son of Storms. The Suzume family is unimpressed by the promises
Yoritomo makes 10 those who will supply mercenary units, since it
has from its very inception rejected the lures of weallh and glory.

Most Sparrow follow Suzwne's philosophy of honorable poverty
rigorously. but it isn't as if lhey have much choice. A life of poverty
and hardship is all one can expect from life in the Suzume Hills. The
inhospitable terrain has forged the men and women of the Sparrow

into a patient, determined lot The samurai regularly labor side by
Side in the fields with the peasants, and a strong work ethic and
feeling of brotherhood has emerged within the clan. The community
within the Suzume Hills is much like a small town. Everyone seems
to know evef)'One else and lhere are no secrets..

The Sparrow are a peaceful people. but a practical one. Though
few would dare !i\'e upon the lands lhey claim, they have never
sought to leave or expand lheir territory. They are content with what
they have and believe others should behave likewise. Pasl

experiences with bandits have laught the Sparrow to be
cautious with strangers, and anyone visi1ing violence upon an

inhabitant of the hills can expect swift and merciless retribution.

The Centipede
To the east of liken no Roka (freacherous Pass) in the

Mountains of Regret lies a small valley open (0 lhe sea
The tall cliffs prevent all but the most hardy

sailors from approaching, and a narrow spur
off the pass is the only overland route. A
::::~lll family of shugenja lives within the
valley, along with the peasants under (heir
care. They call themselves the Centipede,
and for seven hundred years they have been
conlent to keep 10 themselves.

Their magic and their philosophy
resembles lhe sun. focusing on the elements of
Fire and Air almost exclusively. All of it comes

from Amaterasu's consciousness - her thoughts
as understood by the Centipede shugenja. Like the

Phoenix, the Centipede follow a pacifistic lifestyle. For all
their pyrotechnic power, they avoid bloodshed llnd seek

peaceful solutions to their problems. The few
Centipede samurai leading their tiny army receive

purification rituals before their gempukku
ceremony, permitting them 10 spill blood in

the course of their duties. It is with great
reluctance that the Centipede concede

that violence is sometimes necessary.
However, they always leave the door open to negotiation should
their opponents wish il. All they truly care about is sovereignty
within their small province, which is easily defended by magic and
the imposing geography. Armed conflict with the remainder of
Rokugan is thus exceedingly rare, dictated only by invasion of their
lands. or a lhrcat to the entire Empire. Otherwise the Centipede can
maintain their pcacefullifestyle more or less unhindered.

e C\ame j\!\asfe.r.'s C\uide



Chapter Two

The second edition of the Legend o[ tlte Five Rillgs RPG advances
the story to the very beginning of the Clan War, two years arter the
Scorpion Clan Coup. The following information is timeline-specific:
it is designed to give GMs a handle on playing their campaign in the
wake of the Coup.

If you are not running the LSR 'modern' limeline, you may ignore
some or all of the following information, or modify it to your
purposes. No matter what is happening in the campaign you are
running. we're fairly certain the Seven Clans still don't get along.
FecI frce to modify or alter the clan descriptions and events to suit
your taste: after all, Rokugan is your Empire.

RPG campaigns continuing after the Scorpion Coup should
present increa~cd tension between the clans. As Hantei the 39th
steps up to command his Empire. the political scene grows tense.

An inexperienced Emperor sits on the Emerald Throne. The land
itself is restless. A plague has begun to creep through Rokugan,
killing scores of peasants, samurai. and nobles alike. The most tragic
deaths are at Otosan Uchi, where nearly all members of the Imperial
Family have died from the disease. The Emperor himself lies in his
bed. fighting off the sickness that even his own healers are unable
to pre\'cnt The only onc who scems unaffected by the plague is his
wife, Bayushi Kachiko.

RealiZing that the Hantei family may be doomed, and that a new
Emperor would be needed. the Six Clans begin to struggle among
themselves to prove their dominance.

One day, one of them will seize the throne.

The Crab
Some believed that the death of Hantei XXXVIll would quell

Hida Kisada's burning ambition ~ that a new young Emperor could
assuage his fears that the imperial line had grown weHk. Nothing
could be further from the truth. Kisada watched the new Hantei

leave two of his most dangerous enemies - Akodo Toturi and
Bayushi Kachiko - alive, rather than kill them and strengthen his
reign. Worse, he married Kachiko, giving her ample opportunity to
avenge her fallen Clan. He saw the way he looked at her in the
throne room, saw the lust and naivete in his schoolboy's eyes. and
knew the power she had over him. TIle Lady Scorpion has
compromised the throne and could destroy the Empire if she Wished.
Kisada cannot allow that to happen.

He began preparations almost as soon as the new Hantei took the
throne. He dispatched his adVisor, Kuni Yori, to search for allies
among the Shadowlands - bargaining with their unholy enemies.
Not only did Yori secure a peace agreement, but he brought back
powerful Oni and other creatures willing to serve under the Crab
banner. With the forces of Fu Leng placated, Kisada could then turn
his mighty war mach.ine north and seize the Emerald Throne for
himself. His son Yakamo began slowly withdrawing troops from the
Kaiu Wall, no longer fearing the creatures on the other side. Now, the
Wall stands abandoned, and the Crab armies await orders to march
north - 10 the Emperor's allies in the Crane, to the empty lands of
the Scorpion, to the vital Beiden Pass in the heart of the Seikitsu
mountains. With luck, they can sweep the squabbling clans a~ide

and claim the throne for their Champion. Kisada could then turn on
his Shadowlands allies with the combined might of six clans behind
him. The weak Hantei line would be eliminated, Fu Leng would be
destroyed, and the Hida family could begin a new line of Emperors
under the Great Bear.

Not every Crab is happy with this turn of events. The young Hida
Sukune watches his father with unease, and many other bushi
whisper that an aJliance with the Shadowlands is madness. But
Sukune is too loyal to disagree openly and the rest have enough
faith in Kisada to leave their questions unanswered ... at least for the
time being.

The Crane
The Emperor has done the unthinkable: he has taken a Bayushi

as his bride.
Of course, such mistakes can be rectified.
One dealh, and the Emperor wiJl need a new wife.

The Daidoji and the Kakita presently have more lroubling
matters on their hands: namely, the Crab armies who seem prepared
to invade the Kakita lands, near the family's ancestral home to lhe
south of Beiden Pass. Although the ancient stronghold is nowhere
near as resplendent as the northern Shiro sano Kakita, it holds a
great deal of significance to the Crane and to their family. To see it
assaulted. even destroyed. would be unthinkable.
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The Daidoji rnntinue their war against the Lion, readying lIOOps
to the south in case Kisada takes advantage of their distraction. They
prepare their armies and their lIicks, scouting the land for any
minor changes caused by the turn of the seasons. TIle Asahina.
secure In their libraries. decry any such maneuvers and refuse to
participate - even for the defense of the clan. No command from tile
Doji Champion. Hoturi, has raised a single Asahina hand in baIlie,
and the Lord of the Crane fcars that to press the issue would mean
seeing blood across the Asahina lands - nol thai of the Crab, bul of
protesting seppuku.

But the battle with Matsu Tsuko's Lion Clan does not go well for
the Crane. In the court Kakita Yoshi and his negotiators desperately
use their hoarded favors to bring allies from the Phoenix and
Unicorn. hoping that the threat of a war that will encompass the
Empire will be enough to keep the Crab at bay.

The Dragon
Of all the clans of the Empire. it is perhaps the Dragon who

understand most about the dangers faang Ihe Hantei line and the
Emerald Throne. All Dragon ambassadors were recalled
immediately after the Scorpion Coup for the space of one year,
supposedly 'to pray at Shinsei's shrine for the peace of the murdered
Hantei's soul:

When they returned to the other clans. the Dragon were much
sobered, Mirumoto, Agasha and KHsuki alike all .seemed to turn
their attention toward building alliances among the ronin of the
land, creating a safe boundary south of the Dragonfly lands, and
keeping the peace throughout the Empire. They have taken a great
interest in the affain; of the Lion-Crane war. insisting that the two
dans negotiate for peace wherever possible. Their efforts have
prevented full·scale war for nearly two years, but even their expert
intervention has worn thin under Tsuko's rising anger and
frustration. The Crane lobby for time. grateful for the assistance of
the Dragon, but their own covert attacks on the Lion only continue
to exacerbate the situalion. Already three Lion generals have died
from duels over 'insults' at court. and the Matsu family grows less
tolerant of courtly politics by the hour.

Meanwhile, in the mountains of the Togashi, a storm brews.
Tattooed men of all description roam the Empire. searching for
TOIuri lhe Black, ronin general The Champion of the Dragon.
Togashi Yokuni. has demanded lhat Toturi be brought to the
mountains of the Dragon.

He has no intention of explaining his purpose, and the tattooed
men who serve him are equally inscrutable. When they find Toturi,
no doubt they will find a way to make him comply.

The Lion
With Toturi gone. the Lion fell under the influence of their new

champion, Matsu Tsuko, Brash and proud, Tsuko has stressed a dual
philosophy of absolute strength in the Clan and absolute loyalty to
the Emperor. She has stepped up the war with the Crane. hoping 10
recapture the lost Tashi Ranbo, and pledged her best troops to the
defense of Olosan Uchi. Her success on lhe battlefield has impressed
lhe Hantei. who has given her leave to act as she sees fit Most
moderating voices within the dan were killed. or left with Toturi, so
few speak out against Tsuko's policies. The Uon have become rigid
and unbending - dedicated to an absolute honor lhat allows neither
weakness or mistake. Tsuko expects her dan to embody alllhat is
noble and right in lhe Empire, bUI a sword can break if
oversharpened and even lhe strongest oak must bend before the
hurricane. Quiet voices in lhe Imperial Court suggest that the Lady
of Lions is pushing her clan too far.

There are still a few voices of calm within the clan, TIlC last
Akodo. Kage, speaks of reconciliation and does his best to guide the
new Champion along a less extremist path. Tsuko refuses to listen
to him. but others respect his wisdom and listen to his words.
Among Ihem is Toturj's old protege. Ikoma Tsanuri; with her master
gone. she has turned to Kage for advice. and the old man has used
her as a bridge to the implacable Matsu family. Whether their words
will be enough to diven Tsuko from her present course. only time
williell.

The Phoenix
With the possible exception of lhe Dragon, the Phoenix are the

only dan that realizes the true danger threatening Rokugan. The
Elemental Masters speak of ancient prophecies and a dark lord
ascendant Yet they do not know how to stop the rising tide and
cannot convince the other clans 10 heed their warnings.

In the years since the Coup, the Phoenix have continued as they
always have, seeking peace among the great clans and working to
resolve differences within the Empire, But their efforts look on a
greater urgency as the Lion-Crane war continued unabated and a
strange wasting disease swept through the land. There was an air of
desperation in their diplomacy, as if the dans' continued squabbling
threatened more than just the peace. When nOI mediating disputes,
lhey retreated inlo their lands. becoming even more isolalionistthan
before, The lsawa shugenja cloistered themselves for weeks at a
time, refusing to disclose the nature of their meetings. 111e Master of
Earth continued to make dangerous excursions into the
Shadowlands. searching for any knowledge that might help his clan
against the nebulous danger they faced. The Ma<;ter of Void. 19awa
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Ujina, disappeared completely and no onc would conFirm what had
become of him. When pressed about these goings-on. they
responded only with slOny silence, and with admonitions to set petty
disagreements aside "before it's too lale:'

With the lsawa retreating into isolation and desperate diplomacy,
it has fallen to the Shiha family to keep up appearances. Led by
Shiba Ujimitsu, with the help of ~Liltle Turtlc~ Shiba Tsukune. the
Phoenix bushi have stepped up their involvement in outside affairs.
Unils of Shiba bushi can now be found in all areas of the Empire.
helping settle disputes and lending their strength to righteous
causes. A few Asako and 19awa shugenja have joined them, using
their powers for the common good rather than remaining in
seclusion. What they hope to accomplish is uncertain, but their
presence has brought some small amount of comfort to the troubled
Empire.

The Unicorn
Rokugan's perennial outsiders were not overly affected by the

Scorpion Clan Coup, and ha\'e remained essentially unchanged in
the years since. Their swift reaction to the Coup and instrumental
role in thwarting it earned them a newfound respect, which they
used to consolidate their holdings and raise their standing among
the other clans. They are the only clan not currently embroiled in a
crisis of some sort. and the only one with the strength and nexibility
to handle anything that the future might hold. In a darkening
Empire, they arc one of the few remaining points of lighl

As a result, [hey have found themselves in a curious position:
defenders of the Emperor's justice. With the Lion and the Crane
embroiled in war and Otosan Uchi infected by the plague, the
Unicorn are the only ones capable of upholding the law. They have
embraced this role reluctantly to be sure; few acknowledge it and
fewer still wish to serve such a purpose. But fate seems adamant
about their purpose. Refugees have begun appearing in the Unicorn
lands (the only ones untouched by war so far), and with no enemies
in the other clans. the Otaku Battle Maidens have turned upon
thieves and bandits to practice their martial skills. They have found
themselves revered by the heimin and other lower classes, who see
the Unicorn as their only saviors, A few clan members have pressed
for closer tics with the other dans ~ cementing an alliance with the
Lion, or perhaps the Crab - which would rcap substantial benefits
without threatening their newfound strength. But until Ide Tadaji
can produce something, they must content themselves with the quiet
purpose destiny has provided them.

•
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The Mantis and the
Minot' Clans

The Mantis were monlhs ahead of the rest of the Empire when it
came to news of lhe Crab Clan's new allies. Mantis scouts. cast
ashore in the Shadowlands on one of lhcir scouting trips along the
roast south of the Empire, wilnessed Kun! Yort the daimyo of the
Kuni. making an alliance with the Oni of the deepest south.

The Mantis. of course. couldn't accuse the Crab (the Crab have
higher glory, and they could easily crush the Mantis), so Yoritomo
began to build up his own armies in preparation for the Crab - no
matter what they do.

The Mantis are building walls. construding boats, and angling for
alliances with the more JX)werful Minor Clans. Still. all is being kept
~'ery quic!., in case the Crab or the OIher Great Clans notice the
increase in Mantis military strength and raise questions.

The )'Jaga
Deep in the forests of Lhe Shinomen, the slow rise of the Naga

rontinues. Awakening from their fugue. the Naga arm themselves
against the enemy they know to exist: the Foul, both shadow and
undead. They scent its passage in the land - from the thick vapors
of the south to the hidden secrets in northern lands. they sense the
ciS<' of a great power. uncontrolled by the Bright Eye and the Pale.

The Constrictor priests have fully awakened. and they bear a
single message from Aunan's great Eye: destroy this e\'il. before the
land is made to suffer.

The only difFiculty which the Naga have in fulfilling the Atman's
akashic commands rests among the gibbering apes that live across
the wide plateaus outside the Shinomen foresl Their attempts to
speak with the hUll-mans have been met with violence and
aggressiveness, and even the peaceful Greensnakes grow weary of
careful politics. The Cobra ready their greatest spells. turning their
cities into havens and desperately seeking methods to encourage
eggs to grow.

Soon. the lime will come when the Asp armies fully awaken, and
the laga roll across the fields beneath the group mind of the
Akasha, twisting the humans beneath their tails.

If the huu-mans y,ill not listen to the Akasha's warnings of their
own accord. then their minds will be opened by force and by war.

The Scorpion
If you are following the official timeline, by now the Scorpion

Clan Coup has struck Rokugan. the Great Houses of the Empire

have allied against the treadlerous Bayush~ and all eyes are turned
10 watdi an ailing boy-Emperor on Ihe Emerald Throne. The
Bayushi lands are burned, Ihe Yogo flee their homes. and the
Shosuro fade into shadow, mUllering of secrets and revenge.

So where are the Scorpion now?
Known as the Clan of Secrets. the Srorpion have always wielded

a dark and sinister power. It was Shosuro who returned alone from
the Shadowlands after the first battle against Fu Leng, and the
Scorpion Clan which safeguarded the Black Scrolls lhal imprisoned
the Dark Lord. It was lhe Scorpion Clan who founded the legendary
ninja And while the Lion lind Crane have always been the right and
left hnnds of the Emperor. a Scorpion has :llways been behind him,
silent and waiting in the shadows.

TIleir ability to discover anyone's darkest secret seems almost
supernatural. and many times the daimyos of lhe OIher clans have
wished 10 see lhe Scorpion fall.

Perhaps they have all finally received their wish.

After the Coup
Their clan broken. the survivors scallere<! 10 the y,;nds. the

Soorpion Clan hid from the forces of the Empire and waited for a
chance at vengeance. Their mistress, Lady Kachiko. remained at the
Imperial Palace. a heartbeat away from the hated HameL Through
secret rommuniques and hidden messages. she contacted her
c1anmates and began preparing for revenge. The Scorpion stockpiled
weapons in different locations and reestablished a secret stronghold
in the ruins of Bayushi Palace. When the plague began 10 spread
across the land. Kachiko moved to isolate the Imperial family,
poisoning the young Hantei and passing his illness off as a case of
the disease which had blanketed Gtosan Uchi. Slowly. the Scorpion
have emerged from their exile. stirring the simmering tensions
between the clans in hopes of sparking a full-blown war.

Today most Scorpion still keep a low profile, hiding their names
and pretending to be ronin or members of other clans. TIley arc
dedicated 10 avenging their broken clan and will do whatever their
mistress commands in order to fulfill her treadlerous schemes.
Loyalty no longer exists for the Scorpion. for there is no one left to
be loyal to. All that matters is bringing Ihe Empire which destroyed
them to its knees.

After the Scorpion Clan Coup, most Soorpions were forced into
hiding, silently serving their lady Kachiko. The Soorpion no longer
seek 10 rule the Empire. bUI to slay the Emperor - to gain vengeance
on those who deslrOyed their clan. The Crane are the instrument of
the Emperor's vengeance - not to exterminate the Scorpion. but
ralher to make them ronin, their names 10sL their heritage forgotten.
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,Normal
Creatures

111is section shurtly details the ecology, habitat. and slats for
Rokugan's natural creatures.

Note: Common animals do not have Void.

Ape
Earth,Z

Stamina: 3
Water: 2

Strength: 3
Fire: 2
Air: 1

Reflexes: 3
Rolls When Attacking: 4kZ
Rolls for Damage: 4k1
TN to be Hit: 15
Wounds Per Level: 8: +5, 12: +10, 16: +15, 20: +20,32: Dead
Apes (commonly, gorillas) are the largest primates in Rokugan,

wilh males standing six feet tall, having an arm spread of eight feci
and weighing 400 or more pounds. Females arc usually about half
thai size. Apes forage during the day in densely vegetated hillsides,
and live in troops of 10 to 20 with one dominant male. If two troops
mee~ each male may hoot and beat his chest, a sign that they wiSh
10 avoid a fighL If the confrontation persists, each may charge and
roar, bul atlacks are seldom. Females usually produce one offspring
every four yearS.

Badget'
Earth: 2
Water: 2
Fire: 1

Agility: 2

Air: I
Reflexes: 2

Rolls Whcn Attacking: 3k2
Rolls for Damage: 3k2
TN to be Hit: 10
Wounds Per Level: 16": +5. 32: Dead
• ntis modifier represenl~ a badger that has become hurl and

panicked, madly turning on its attackers.
Common badgers are forest animals, preferring to livc their lives

hunting grubs and roots beneath ancient trees. They arc omnivorous,
and cat small mice and other rodents. When angered, lhe badger
tends to threaten its opponent until it can escapc.

Beat' (t-liguma)
Earth,4
Water: 2

Strength: 6
Fire: I

Agility: 3
Aid
Rolls When Attacking: 4k3
Rolls For Damage: 6k2

Bite 4k.3
TN to be Hit: 20
Wounds Pcr Level: 35: +1 die"; 60: Dead
Cardpacet: 4
Skills: A black bear has Mountaineering at 3. Both types of bear

have Hunting at 3 for the purposes of tracking a scent
.. Hall, but do not keep, an extra die. This modifier represents a

severely wounded bear that has become frenzied. mauling its
assailant

1See page 139 for Carapace rules.
Bears are omnivorous, and most subsist on fish, small game,

fruits, and nuts. All bears are very territorial and will defend lheir
homes violently, pursuing trespassers a hundred yards or more in
order to drive them off. Besides females wilh one or two cubs. all
bears are solitary by nature.

Most bears arc lazy and rarely resort to violence, though some
have been known to acquire a taste ror human flesh. lllOSC that do
attack groups of men in hopes or an easy meal. Just remember that
bears cannot run downhill.

When attacking, bears rcar up and strike with both paws. Abear
has the strength to knock a samurai 12 feel or more. A bear may
only attack one opponent each round, but if both paws successfully
strike. the defender is instead held fast and crushed in a hug. A hug
dclivers 3k2 Wounds each round until the samurai wins a contcsted
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Strength roll. the bear is killed, the samurai dies, or the bear releases
the hug.

Black bears are more common. They are found anywhere in the
wilderness and have been known to climb trees after trespassers.
The brown bear is the Rokugani cave bear, and is Found in more
remote portions of the land. They do not climb
trees: they knock them down.

The most common bear stands under 6 feet in
height and weighs around 500 lhs. Larger
specimens arc known to eXjs~ the TraiL~ of which
are higher.

Boar (Heichi)
Earth: 3
Water: 2

Strength: 3
Fire: I

Agility: 2
Air: I

Reflexes: 2
Rolls When Attacking: 3k2
Rolls For Damage: 3k3

Charging 5k3
TNta be Hit: JO /5
Wounds Per Level: 18: +5;

36: Dead
Boars. or wild pigs as they

are sometimes known. are
highly aggressive and
omnivorous. Fiercely
territorial, boars are easily
capable of disemboweling
even the most heavily
armored bushi with tusks over 7
inches in length. The mouth of a
hoar is lined with widely-spaced,
sharp teeth perfect for rending
and tearing meat from bones.

Boars travel in herds of 1-3
adull\ and usually twice that
number in young, which arc
non·combative. Boars attack
with their tusks, attempting to
overrun and impale their targets.

When they charge. they roll two additional Damage dice. but lhe TN
to hit them is 5.

Constrictor Snakes
Earth: 1-4 ..
Water: 1-4 ..
Fire: 1-3"
Air: 1-2"
Rolls When Attacking: 2k2 (5k3 in water)
Rolls For Damage: Ikl

Constriction 3k2t

TN to be Hit: 5 (20 in water)
Wounds Per Level: 20AO ": Dead
Skills: Hunting 2-4 (+1 in water)

.. Constrictor stats vary by size.
Shorter snakes (10') have the lowesl

stats. Larger ones (30') have the medium­
level stats. 50' constrictors have all the stats

at their listed maximum.
t Each loop adds an additional die to the

Str~r:gth of the hold (and Damage). 10 a
maximum of 6k2,

Constrictors, the largest snakes in
Rokugan, live in jungles and forests
where their massive bulk can fall from a
tree onto their unaware opponent. They
are very rare, found moslly in Crab and
Shadowlands regions. TIleir coils are
strong enough to crush a man's arm
easily, and their poison (if any) is designed
to cause paralyzation, A full-grown
constrictor snake is capable of eating an
entire dog, or a small child, without
difficulty.

Sometimes a constrictor attacks with a
bile to establish a hold. On succeeding
rounds, coils loop about the prey to
restrict movement and slowly squeeze the
air out of the captive's lungs. Each round
following a successful bite, the snake may
attempt to circle an additional coil about
the target The largesl constrictors can
loop a target with up to 3 coils al a lime.
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Dog (In")
Earth,2
Water: I

Perception: 3
Fire: I

Agility: 3
Air: I

Reflexes: 3
RoUs When Attacking: 31\3
Rolls For Damage: lkl

Bite 3kl
TN to be Hit: 15
Wounds Per Level: 10: +l~; 30: Dead
Skills: Hunting 3
• Wounded dogs will attempt (0 flee a fighl
Dogs are commonly found in villages and small

cities throughout the Emerald Empire as pets.
guardians. and in some cases. strays. All are carnivorous
by nature but easy (0 domesticate when taken young.
Once domesticated. they are loyal 10 their masters..

The war dog is bred for bailie, and gifted with
greater size and Ceracily. Few dogs are bred for this
purpose, but those that are can pull three times their
weight, and attack with the strength of a single fighting
m"".

Eagle
Earth: 2
Water: 3
Fire: 2

Agility: 3
Air: 2

Reflexes: 4
Rolls When Attacking: 5k3
Rolls for Damage: 5k2
TN to be Hit: 20
Wounds Per Level: 12: +5, 24": +10, 36: Dead
• AI this point the eagle can no longer ny. and its TN

10 be Hit drops to 5.
Eagles are the largest raplors in Rokugan.

measuring as long as seven feet from wingtip to
winglip. Their coloration is brown and gold. with
occasional palches of while or black. Eagles mate for
life, and a paired couple may have as many as three
young in one nest
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Falcon (Tol'itaka)
Earth' I
Water: 1
Fire: 1

Agility: 4
Air: I

Reflexes: 5
Rolls When Attacking: Sk4
Rolls For Damage: 5k2'1
TN to be Hit: 25
Wounds Per Level: 51: +5; 10: Dead
• Samurai successfully attacked by a falcon lose an eye if the

damage exceeds 6 Wounds.. Samurai who lose an eye must roll a
Willpower check against the Wounds inflicted 10 sec if they can act
in the following round. This roll is made cach round until they
succeed.

t At this poin~ the falcon can no longer fly.

Hawk
Earth: 2
Water: 1
Fire: 1

Agility: 3
Air: I

Reflexes: 4
Rolls When Attacking: 410
Rolls for Damage: 4k''''
TN to be Hit: 20
Wounds Per Level: 101: +5. 20: Dead
• Samurai successfully attacked by a hawk lose an eye if Ihe

damage exceeds 10 Wounds. Samurai who lose an eye must roll a
Willpower check against the Wounds inflicted to see if they can act
in the following round, This roll is made each round until Ihe
samurai succeeds,

t At this point, the hawk can no longer ny, and its TN to be Hit
drops to 5.

Trained fakons, hawks, and kestrels are used for both
recreational hunting and warfare. Allhough willful and
unpredictable, these birds of prey can be trained to strike at a foe's
eyes.

For the protection of the bird and the handler, these birds must
be hooded at all times until needed. Birds of prey are inherently
fearful of enclosed spaces and are exclusively diurnal.

Fox (Kitsune)
Earth, I
Waler: 1

Perception: 3
Fire: 1
Air: 1

Reflexes: 5
Rolls When Attacking: N/A
Rolls for Damage: N/A
TN to be Hit: 25
Wounds Per Level: 6: +5, 12: +10, 18: Dead
Foxes always flee when attacked, and receive +15 to all rolls to

evade trackers.
The common red·tailed fox is a frequent sight in Rokugan's hills

and forests. Living on a steady diet of rodents and olher small
creatures. faxes frequent Ihe Kitsune lands in particular. hiding amid
the lush forests of Kitsune Mori and living among the magical
Kilsune spirits of that place. Foxes are swift creatures - faster Ihan
horses ~ and use their speed and cunning to keep themselves safe.
It is lIlegal to kill a fox within Kitsune Mori, and conSidered
extremely bad luck 10 kill one elsewhere.

Insect Swarm
Earth: N/A
Water: N/A
Fire: N/A
Air: N/A
Rolls When Attacking: N/A
Rolls for Damage: Special*
TN to be Hit: N/A'
Wounds Per Level: 15: Dead
* Insect swarms do not inflict damage, they merely cause

irritation and distracl anyone in their area, adding +5 10 all TNs.
I Insect swarms only take damage from area effect spells and

similar methods of attack. Smoking torches can also be used 10 drive
a swarm away.

Many common insects such as mosquitoes. flies. and Slinging
gnats can be found throughout Rokugan, and are conSidered general
pests. Nevertheless, in the hot, sticky summers of the Crane coast
such insects can become almost a plague, driving nobility and
peasantry alike indoors, away from the stinging bites of such
creatures. In recent years, outbreaks of insects have become
associated with the spread of plague and sickness, and samurai who
is attacked by such creatures may wish to seek medical atlention in
order to prevent the spread of such diseases.
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Ospl'ey
Earlh,2
Waler: 2
Fire: 1

Agility: 3
Air: 2

Reflexes: 4
Rolls When Attacking: 410
Rolls for Damage: 4k2
TN to be Hit: 20
Wounds Per Le\"cl: IS*: +5, 30: Dead
• AI this point. the osprey can no longer fly. and its TN to be Hit

drops to 5.

Ox /yak
Earth: 2

Stamina: 6
Water: 2

Strength: 6
Fire: I

Agility: 2
Air: 2
Rolls When Attacking: 3k2
Rolls for Damage: Gore 6k3
TN to be Hit: 10
Wounds Per Level: 2~: -5, 40: +5. 60: Dead
'> This modifier represents a yak that has become hurt and

panicked, charging madly a1 its attackers.
TIle ox inhabits hilly rorests and rugged terrain, and is the largest

bovine in rokug81l. Occasionally called 'gaur: the ox is known for Us
sturdy ruggedness and tenacity. A bull ox eiln weigh as much as
1800 pounds. By nalure, it is a shy and timid animal. but because of
its massive size it can effectively defend itself against most
predators. Like most callie. the ox has an acute sense of smell, while
its senses of eyesight and hearing are relatively poor.

Small C\ame
Earth: 1
Water: I

Perception: 2
Fire: 1
Air: I

Reflexes: 5
Rolls When Attacking: N/A

Rolls for Damage: N/A
TN to be Hit: 25
Wounds Per Level: 5: +5, 10: +10, 15: Dead
Small game always flee when allacked.
'Small game' includes creatures such as raccoons, gazelle, goats,

tapir. small deer or other forest creatures. These are common in thr
forests and plains of the Emerald Empire. and can be used for the
pleasant diversion of hunting - though a samurai would certainly
never eat the meat of his kills.

Stag
Earlh,2

Stamina: 3
Water: 2
Fire: 1

Agility: 3
Air: I

Renexes: 5
Rolls When Attacking: 2k2
Rolls for Damage: Gore 4k2
TN to be Hit: 25
Wounds Per Level: 10: +5. 20: Dead
Stags and other deer are widely distributed throughout

Rokugan's eastern forests and high mountain areas. Mature males
generally stay apart from the main herd except during 'rut: when the
animals come together in order to mate. These creatures can be
found anywhere from the sea coast up to an altitude of 8,000 feel
They feed on grass, especially greener grass near water, and various
wild fruits. I-Ierds usually consist of fewer than six animals. most of
which are females and young. Adult males establish territories
during the mating season, where they are joined by female herds for
short periods. Gestation is about seven months. TIle stag generall~

attacks with antlers and hooves, and a large rack of anllers may
weigh as much as 40 pounds.

Tigel'
Earth: 4
Waler: 5
Fire: 2

Agility: 4
Air: 2

Renexes: 4
Rolls When Attacking: 5k4
Rolls for Damage: 6k2

Bite 5kj
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TN 10 be Hit: 20
Wounds Per Level: 32": +5, 64: Dead
~A wounded tiger will attempt to nee.
The Rokugani tiger, a symbol of shame and dishonor, is one of

lhe mosl dangerous creatures in the wilds. It inhabits a wide variety
of habitats, from rain forests, savannah, grass plains to coastal
swamps. The tiger's wide stripes provide il camouflage. and both the
males and females generally live alone. They guard their territory
fiercely, only allowing another tiger access during the mating season.
Tigers can litter up to three times a year. with two to four cubs per
liller.

Vipers (t-Iebi)
Earth, I
Water: 1

Perception: 3 (smell)
Fire: 1

Agility; 5
Air: 1

Renexes: 4
Rolls.When AttuclUng: 3k2
Rolls For Damage: 2k2

Venom 8k8
TN to be Hit: 10
Wounds Per Level: 7: +5; 17: Dead
Skills: Hunting 3
Reptiles of all kinds are found throughout the Emerald Empire.

Vipers are venomous, and make up the greatest percentage of the
lethal snake population in Rokugan. No statistics are provided for
the many varieties of non·venomous snake that exist in Rokugan.

Serpents are normally placid, inoffensive animals morc willing to
nee than to fight to the death, although some species arc notoriously
aggressi ve.

There arc hundreds of varieties of poisonous snakes in Rokugan,
and lhey arc much more likely to attack humans than the elusive
constrictor. Venoms range in strength, and some have been known
to kill before il man knows he's been bitten. GMs should assign a
DR to the venom of an encountered snake, ranging from 2 to 8.

Wolf (Ookami)
Earth,3
Water; 3

Perception: 4
Fire: 2

Agility: 3

Air: 1
Reflexes: 3

Rolls When Attacking: 4k3
Rolls For Damage: Sk2
TN to be Hit: IS
Wounds Per Level: 10: +10; 20; +15; 30: Dead
Wolves are common 10 the forested hills and lonely mountain

peaks of Rokugan's wilderness. They roam in packs of 1-10 adults,
with one to ten cubs and young. They subsist on deer, hare, and
other game.

Wolves are territorial, but are shy of humans and afraid of fire.
Only rarely, when hungry and desperate, do wolves allack humans
for food. In the cold months. wolves subsist on mice and smaller
creatures lhat burrOW out of the snow.

TIle most common tactic wolves employ against larger prey is
harrying. A pack of wolves surround and pursue their prey, nipping
at its heels until it succumhs to fatigue. Death comes quickly, as the
reSI of the pack falls upon the downed prey.
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Dawn

Hida Kisada, Champion of tile Crab Clan, stood by the window
looking out over the Twilight Mountains, over the grey wastes that
were the Shadowlands. They seemed almost peaceful, a low mist
hovering around the mountains' edge. shielding the twisted land
from the growing dawn. Beneath the fog. undead roamed and oni
clawed their way to freedom over the snow-laden cliffs. But with the
shroud of misL it seemed almost peaceful: content to hide beneath
the surface of the douds until the dawn came. Or, perhaps, seeking
peace and shelier from the sun's bright rays.

Kisada grunted scornfully.11ley should be afraid.
'nlcse were Ihe lands of the Crab.
To the north, the ronin at Beiden Pass held their ground against

him. The Crane. weak and defeated. still fought a losing battle - bul
a battle thai COSl the Crab dearly in time and energy. Rations were
low and the men were disheartened, confused by the creatures thai
fought in their midst If the Crane lines did not collapse soon, the
Crab oould starve. Winter was coming, and the Hida legions musl
struggle to survive.

"My lordT Yakamo's voice, his eldest SOil. In the shadow of the
doorway, the Hida heir knel~ touching his knuckles to the noor in
obeisance. "Father, may Ispeak?"

Kisada reached for the tremendous Of/O axe that he kepI in his
room, holding the sharpening slone iFt one hand. "Enter."

"It is as you feared. Three legions have little to no rations. and Ihe
balance of men have only their personal stores. To the north, Ihey
have seized some of the Scorpion lands, but our army in the south
is starving.~ Yakamo kept his brown head lowered. nOllooking up at
the mammoth giant that was his father.

Drawing the stone across Ihe blade of the terrible axe, Kisada
pondered. "Your thoughl~?"

'The Crane, my Lord. The Asahina. We must aHack them, take
their stores, and feed our men:'

"Our battle is to the norlh, not the south, Yakarno·san:'
"IL is time to change tha~ great one:'
Kisada's slone sang as it slid across the steel blade. The champion

did not look up from his work, honing the perfect arch of Ihe axe to
a glistening line. 'The Asahina are peaceful. Our war is With the
Oaidoji. the Ooji. Not their librarians.~

Yakamo looked down at the noor, unmoving. "Our men starve:'
He said it nally, the words leaving his tongue with distaste.

"And so you feel we have no choice."
"The Crane are fools. to have left their provinces open. They are

filled with supplies and villages. ready to be seized. If we do nOl we
waste a chance to save the lives of our men. We have already failed
them once - lei us noL .." TIle black look in his father's eyes stopped
him before he could rontinue. Siumbling over his words. he finished.
·111e Cranc have insulted us. 'nley have joined with the Unicorn and
that ronin at Beiden Pass. It is only right that their weakness become
our strength.~

"'So. You think the Crane are weak?"
Yakamo stared into his father's eyes, listening to the ring of the

sharpening stone. "Yes, father. I do:'
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The sharpening slone paused. hovering in silence. Then. Kisada
began LO laugh. His laughter was rich. but biuer. filled with age and
mocking sarcasm. ~Have Ilaught you nothing al all?'"

Staring down once more. Yakamo felt his face redden.
~Go. boy. Take three thousand men against three hundred

Asahina and see if Ihey are wcak.~

~I will. And more. I will take the contingent of Shadowlands
creatures thai you have set aside. The oni will destroy their land.
feed on their peasanls and hinin. and we will seize their supply
stores. Kamu will assault the walls, and a troop of Ugulu should be
enough 10 Toul the shugcnja from their temples. With the Daidoji
oo::upicd al Kyudcn Kakita, goblins and Hida should be enough to
do the resC'

Kisada's laughter died al his son's fierce protesl, the smile fading
from his face. Myou seem to ha\'c become more familiar with these
creatures sinre the days when my son protested my decision to usc
them against the IlanteL"

"Perhaps I am learning from my father. after all:"
The Champion of the Crab turned as grey as his mountains,

rising from his seat and stalking toward his son with fierce strides.
The shining ono in his hand. he stopped only a foot from his
kneeling son. "Look at me." he said.

When Yakamo looked up. Kisada raised his hand and slammed a
gauntleted fist into his son's jaw.

''-You should not always do as 1 have done, boy," Kisada said as
Yakamo lifted himself from the floor. "Somc things are bettcr left. ..
unlearned:' Yakamo glared up at his father, his eyes shifting between
the gleaming axe and his father's stone features. "Go. Take whatever
you need. Do wilh the Asahina as you wish, and when you are
finished bring their supplies 10 feed our men. The Hida must not
starve."

~Hai, Kisada-sama." Yakamo said numbly. He lined himself to his
fect and offered Hida Kisada a low bow. "Your will shall be done. as
always. Father."

-After all..." the Champion of the Crab murmured, sitting down
once more to sharpen his already-perfect axe. "Winter is coming, and
the war has hardly begun."

The
Shadowlands
The sJory of Fu Leng has been told colmtl&SS times. cJuznging

slightly with eadl retelling. Elders tell chilling stories to wide-e}'f4
childrell of the monsters of the Dark Lord's Realm who will pUl/ish
them if they misbehave. Sensei ignite tlte fire of battle ill their
students wilh descriptions of tile evil foes Iltat lurk there. 71tere are
poems and sol/gs. woodcuts al/d pail/Jings that portray dead
desolate landsazpes alld grotesque figures with st}'lized fonns alld
traditional techniques..

These popular tales and depictions spring mostly from hearsay
and legend. They are dislorted, exaggerated, misil/terpreled,
inaccurate alld Iwisled by tlte convel/liol/s of society and popular
C011Cl!pl.

11,e realities of Ihe Sltodowlands are not for tlte faittl of heart,
nor weak of spirit. It may be best that the delicate nobles and
superstitious peasants remain ignorant of the disturbittg tmlIL
Perhaps they should be left to their brightly-patterned pictures and
careflilly sculpted words, lest harsh reality crack Iheir minds beyond
repair.

Bul Fu Lel/g is a force Ihol canl/ol be igl/ored, nor hidden behind
pretty lies.. Sud1 an adversary must beexposed, studied. undersJood;
only through knowledge and familiarity can the children of the
Kami ever hope to drive him from their world.

- From tlte Legend of the Five Rings Player's Guide

The Taint
In Rokugan, there is perhaps no fate more terrible than

contracting the Shadowlands Tainl The corrupting power of He Who
Must Not Be arned inevitably twists the body. mind, and soul of the
inrel1ed. and even death is nOI a certain cure. In a constant effort 10
keep the Emerald Empire rree of corruption, many clans have
offiCial organizations which kcep a constant vigil for those who have
contracted the Taint.
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The 'sLx{h element: symbolic of thc presence of Fu Leng, is the
element of corruption, and its power is great. Once a shugenja has
been exposed to il - through the Shadowlands Taint or OIher means
- he begins to manifest signs of corruption. The effects of maho are
nOI as obvious or visible as the Taim of the Shadowlands. bUI it is
no less dangerous. In their thousand years of history, Ihe Phoenix
have developed ways to identify and destroy maho magic and its
users, for they believe that such speJicasters can never be truly
turned away from the lure of the dark power. While the Runi Wilch
Humers are the masters of dealing with escaped Taint, it is the
Phoenix who have gathered the greatest amount of information on
maho. Asako or lsawa shugenja often spend years training with the
KunL learning their methods of identifying the Tainl Then, with
their own resourccs, these Phoenix turn that knowledge to finding
maho within the Empire, and stamping it out with a ruthless
efficiency.

Although the Rokugani believe that all things are made up of the
Five Elements, there is in truth a sixth Element, created by the
presence of Fu Leng. It is the Element of corruption. and its powcr
is so great that it has dampened the presence of the other Five
Elements in the Shadowlands. Fires do not burn in that place, the air
is foul, the water is black and rottcn and the earth is spoiled.

Many Crab shugenja, including almost the entire Kuni family
line, have devoted their lives to studying the Sixth Element, bullhey
have learned only a little. They do know that, like a disease,
Corruption is contagious. carried in the blood of creatures and
humans. Prolonged proximity to Corruption can cause
contamination. Many Crab samurai gain what the Kuni shugenja
call "the tainl"

Once he has been infected, a samurai's appearance and behavior
change. His skin turns pale and translucent and his hair turns greasy
and thick. When confronted with violence or threats of violence, the
samurai typically responds with swif~ unthinking brutality. Over
time. his condition worsens. Skin flakes and peels away, eycs sink
deep in his skull and his breath turns putrid. His behavior becomes
even morc erratic. until finally, he is nothing more than It rotting,
diseased, slime·drooling madman.

The two most notable groups which combat the Tainted arc the
tsukai-sagasll, or witch hunters, of thc Crab Clan, and thc dreaded
inquisitors of the Asako - a special variety of Emerald Magistrate
shugenja trained to root out the Dark One's touch. These two groups
often cooperate; the tsukai-sagasu hunt down and capture those who
bear the Taint and the inquisitors determine what course of action
to lake. The Imperial laws regarding the Taint are extremely strict,
and considered immutable. The official degrees of Taint and their
punishments arc listed below.

Tainted Characters
The first time a character becomes infected with thc

Shadowlands Taint. he gains 1-5 Shadowlands Points (roll a die and
divide by 2). There are advantages and disadvantages for being
infectcd with the Shadowlands Taint. A charaLter may add his
Shadowlands Rank to any Strength, Agility, Stamina or Reflexes
rolls, but this trick adds another Shadowlands Point to his total. Each
Rank of Shadowlands Taint is made up of 10 Shadowlands Points; a
charaLter does not accumulate a full Hank until he has gained all 10
Points in that Rank.

Characters must subtract a number of dice equal to their
Shadowlands Taint from any social interaction rolls.

If the Shadowlands Element ever becomes higher than a
character's lowest Ring, he is overcome by the Taint and becomes a
slave of Fu Leng. In short, the tharacter becomes an NPC under the
direction of the Game Master.

First Degree - Passive Infection
Mild Tain~ no mental symptoms, little danger of contagion: No

punishmcn~ but monthly stheduled interview by a fSllkai-sagasu to
see if infection has become worse. TIle subject may not marry
without informing the prospective spouse and family of the
condition. Any violation of these protocols is immediately considered
a Wdangerous mental symptom." (See Third Degree Tainl)

Second Degree - Active Infection
Moderate Taint possible mental systems. some danger of

contagion: Subject is offered choice of seppuku. or relocation 10 a
secluded location inhabited solely by Tainted individuals under
supervision of three tsukai-sagasu. The Damned of the Crab are a
good example of this degree. This level of punishment is rare.

Third Degree - Deadly Infection
Extreme Taint. dangerous mental symptoms, physical symptoms

thaI leave potentially dangerous residues, large danger of contagion:
Immediate execution. Subject is seen as unstable and potentially
dangerous, so scppuku is not a viable option. Decapitation and
incineration must follow. Note that the inquisitors consider
intentional com;ealment of any degree of Shadowlands Taint from
other individuals a ;<dangerous mental symptom."

Fourth Degree - Emhrace of the Dark
This includes possession by oni or other demonic cntities, usc of

one's Taint for supernatural strength or speed, thc practitc of maho,
or just the worship of He Who Shall Not Be Named (even if the
subject is not actually Tainted). The punishment is death,
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decapitation, and incineration if the subject is a willing accomplice.
If a possessed individual is an innocent, then a reasonable cfforl
must be made to free that individual.

Hat<bot<ing the Taint
TIlOse who knowingly conceal the Taint of another. for whatever

reason, are guilty of harboring the Shadowlands Tainl The inquisitor
may determine fitting punishmenl Depending upOn the severity of
the crime this can range from a fine 10 execution.

Many object to these laws, which seem to bestow unlimited
power upon unscrupulous or bloodthirSty inquisitors. In an effort 10
keep the unthinkable from happening. !.he Phoenix Elemental
Masters and lhe Emperor himself aTC placed beyond the jurisdiction
of inquisitors. Once a year, all inquisitors must reporl their annual
findings and performance to the Council of Masters. If they have
acted rashly or unjustly at any time their charter is permanently
revoked,

Occasionally, the intervention of duly authorized investigators is
not an option, Matters become complex when a political figure
contracts the Taint, since a courlier's natural reaction is to conceal it.
Courtiers spend their entire lives accumulating favors and contacts

thai cannot be easily handed off to a successor; for an important
courtier to be carted off to a monastery could place the entire clan
in jeopardy! Naturally, such an occurrence would also cause a great
scandal if the secret were to get out.

If a courtier were found to be Tainted, even the most dedicated
and sycophantic of allies would quickly turn away from him. In
typical Rokugani fashion, most samurai and servants would
completely ignore the individual. hoping that the problem will
resolve itself on its own. Samurai avoid associaling with or even
touching a Tainted person the same way they would avoid touching
a corpse, The Tainted person is a corpse in the eyes of most samurai,
albeit a corpse whose body and mind haven't Figured it out yet. Even
challenges will be rare, as the fear of becoming infected by Tainted
blood is very real. The two exceptions 10 this rule are Crabs and the
Seppun Millaru (Guardsmen), Crab bushi will eagerly challenge and
slay a Tainted person, and Imperial Guardsmen must legally kill any
tainted person in Emperor's presence unless the Emperor personally
mmmands them to stay their hands.

All of assumes that the individual's Taint is publicly known.
Trained fsukai-sagasll and inquisitors are rare in most courts. They
tend to cast a grim pall over the courtiers' brighl world, and are
usually too busy for courlly games anyway. So long as it Tainted
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murtier docs nol have any obvious symptoms. or is adept at hiding
them. he can remain undetected for years.

The most popular melhod for concealing the Taint is Jade Petal
Tea. This rare tea suppresses symptoms and prevents the infection
from worsening. However. for many the resulL~ are far more
allradi\'c than the alternative.

lade Petal Tea is very rare. as the jade lotus only grows in a single
monastery in the hean of Crab Lands. ThUs. the Tainted individual
requires utmost discretion in obtaining and transporting the tea.
Inquisitors know thai the tea only has one usc, and tsukai·sagasu
keep a close eye on all who purchase it. If the inquisitors track down
apurchaser and his symptoms are very mild (first degree Taint). he
may be leI off with a warning. However. if anyone al any time asks
that person whether they are Tainted, they mUSI answer truthfully or
pray to the Fortunes tnat tne inquisitors do not ncar about it

Home-grown jade lotus blossoms are not an option. At best the
flowers witner and die. At worst the brew is foul tasting and mildly
poisonous. The Kuni and Asako have instructed the monks of the
lade LOIus to keep their secrets dose, and never share their
ledmiqucs of growing and harvesting the nowers. For those who
cannot obtain Jade Petal Tea discretion is the only option.
Concealing the Taint can be a difficult and dangerous road, however.
rmbarkcd upon only by the truly desperate.

As the Taint twists the body. hiding its effects bcromes ever more
difficult Rollen or scabrous skin. missing or extra body parts, or
eren labored breathing can quid.:!y bring a political career to a
grisly end. Less extreme symptoms can conceivably be concealed.
Po~'erful perfumes can cover the smell of rotting nesn. Thick robes
or gloves can hide deformities. Even mutations of the face can
sometimes be concealed with makeup. Though this is an odd
solution. pure while or clan·color makeup is not unheard of in ihe
court and in fact is sometimes a fashionable affectation. Masks are
an option. bUI can piquc quile a bit of curiosity; in thc post·coup
political environmcnt, any courtier wearing a mask may appear to
be a Scorpion collaboralor. Shugenja have the option of illusion
spells to temporarily cloak their handicaps, but these can often be
unreliable; kami do not appreciate being used 10 conceallhe Dark
One's power.

As opposed to the merely physical mental symptoms are much
more difficult to conceal The eyes and ears of oncs' enemies are
always open to any irregularities in behavior, and a skillful courtier
can pick up even the most intricate nuances of a rivals actions.
Paranoia, ballucinalions, inappropriate outbursts. or other oddilies
may not be rerognized as a sign of the Taint. but they will display
weakness. leading to a short and unimpressive career for a courtier.
This can be deadly if an enemy courtier actually discovers the Tainl

Magic in the Shadowlands
Magic is a necessity when fadng many of the foul creatures of

the Shadowlands - physical strength alone is rarely effective against
ani able to wield the perverted magic of Fu Leng's Realm. A group
venturing into the Shadowlands without a skilled shugenja among
them is foolhardy indeed. Unfortunately, even the most
knowledgeable and experienced shugenja are nOI exempt from Inc
disrupling power of the Fallen God. Magic is unpredictable and
unreliable in the Shadowlands. and those aUempting to command it
must exercise extreme caution.

Any spell cast in lhe Shadowlands has iL<; TN increased by 10,
renecting the corrupted spirituality of Fu Leng's realm. 1110se casting
moho spells. however, may ignore this penalty - after alL they're
paying an altogether different price.

Elemental Magic in the Sbadowlands has an additional penalty.
however. Because the elements are warped in the Shadowlands. a
shugenja casling an elemental spell exposes himself to the
Shadowlands Taint If the shugcnja fails to cast the spell he gains a
Shadowlands Point for every 5 points his roll fell short of the TN.

Example: A shugenja is casting a spell with a 20 TN. He rolls a
10. so his spell fails. In addition to failing to cast the spell he gains
2 Shadowlands Points because his roll was 10 under his Target
Number.

Preventions against the
Taint

Jade is by far the most effective method of preventing the Taint
that has been discovered, and remains a vital part of keeping the
corruption at bay.

TIlis mineral, known in legend as the Tears of Amaterasu,
possesses remarkable qualities thai are indispensable to anyone
venturing into the Shadowlands.

Natural jade is composed of a mystical combination of elements.
balanced in such a way as to achieve divine purity. Some shugenja,
especially those who study at the Agasha school. have developed
methods of transmuting one substance into another. These
tedmiques have produced stone that resembles jade in almost all
aspectS. However. this "artifiliar jade does not possess the same
divine purity as the stones mined from the earth. and does not have
any effect in the Shadowlands.

True jade has the ability to absorb the evil innuence of the
corrupted Lands, shielding the bearer from its terrible effects. As it
is exposed to the Taint, the jade slowly darkens and shrinks, growing
soft and warm to the touch. Once it has reached this state, it is -full~
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and will nOI absorb any further Taint It is always wise to carry an
ample supply of jade when lraveling in the Shadowlands. Wise
samurai inspect their jade carefully before lrusting their health and
lives 10 il

Getting Rid of the
Shadowlands Taint

There is only one way of getting rid of Ihe Shadowlands Taint
Those who have at least a passing knowledge of the ways of maho
can perform a ritual which reduces. but never completely eliminates,
the Taint See MMaho and the Shadowlands raineon page 125 for
more information.

Although they don', discuss it, the Crab keep several shugenja at
Lhe Kaiu Wall who have just enough knowledge 10 perfonn lhis
ritual to keep the troops who sen'c there as free from the Taint as
is possible. The Crab value results. and if some of their soldiers must
learn about forbidden magic so as 10 keep the bulk of their troops
sane and mostly uncorrupted. then that is a bargain the clan is
prepared to make.

Anoliter method of holding Ihe Taint al bay involves Jade Petal
Tea; see the Player's Guide, page 50. This does not eliminate the
Taint, and does not reduce it; but those suffering from mental or
physical illness due to the Taint can be recalled 10 litemselves and
have their pain alleviated for nearly a day by a cup of Ihe tea The
Kaiu family controls all of the plants used to make the tea; oliters
have tried to grow the plants elsewhere, but although their tea
seems to be the same as the genuine article, it does not reduce Taint
symptoms at all. Perhaps the soil is wrong, or perhaps the Kaiu have
a secret fertilizer or growing process.

Touch of Corruption
All creatures from the Shadowlands (goblins. ogres. oni. etc.)

carry the Shadowlands Element Characters can also acquire the
Taint - for better or worse. Characters begin with a Shadowlands
Rank of O. but this Hank increases as the charactcr acquires
Shadowlands Points. Each Shadowlands Hank is made of to
Shadowlands Points, just like Honor and Glory.

As wa.. said above. prolonged exposure to the Element of
Corruption causes the taint For every day spent i.n the presence of
the Element a character must make a Simple Earth roll. The TN for
lite roll is 5. If the character succeeds. his Earth successfully resists
the corrupti\e effects of lite Shadowlands Taint If he fails, he
becomes Tainted (see Tainted Characters on page 117). For every
additional day_ the TN goes up by 5.

Example: Asamurai spends a day in the Shadowlands. The GM
calls for a Simple Earth roll at a TN of 5. The dlaracter makes his
roll SO he escapes the corruptive effects of lite Shadowlands. At the
end of the second day the samurai must roll again, but litis time.lile
TN is 10. At the end of three days. the TN increases to 15. This
process continues until the samurai is dear of lite oorrupti\'e
element

The Power of Jade
After a thousand years. the Kuni have found a few melitods of

staving off the Element of COrruptiOll They have discovered that
samurai who carry pieces of jade with litem seem to stave off the
effects of the Shadowlands. Samurai who carry jade with them into
the Shadowlands find the jade turns black and soft as it absorbs the
corruptive elements.

Asingle piece of jade about the size of a man's ringer is enough
to protect the samurai from all corruptive effects for aboul ~ week.
This means that after the week has passed. the Earth rolls start up
24 hours later at T 5.

Multiple pieces of jade provide extended protection. but only to a
poinl

• One piece of jade 7 days
• 1\vo pie<.'CS of jade 12 days
• Three pieces of jade 16 days
• Four pieces of jade [9 days
• Five pieces of jade 21 days
(All times are approximate.)

Ratlings
Among all the Trll'CS indigenous to lite Shadowlands, the Nezumi

stand out as a singul<lr anomaly. II is a common misconception that
lite Nezumi - known by the peasantry as "ratlings" - are evil
minions of Fu Leng, or at the very least Tainted pests. The ironic
truth, howcver. is that they alone may hold the secrel 10 defeating
the Taint - and perhaps one day Fu Lcng.

Few would take such an assertion seriously, but the facts speak
very clearly. TIle Nezunti fill the Shadowlands in great numbers,
making their homes both within and beyond its borders, yet they
have somehow resisted the corrupting effects of Fu Leng. The Empire
first heard of litis from Hiruma scouts, who encountered these
intriguing creatures during their initial expeditions into Fu Leng's
realm. Subsequem interviews, tests and multiple detection spells
confinned lite Hiruma assertions: lite beasts are immune to lite Tainl
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E\1'O a lifetime in Fu Leng's Realm docs not adversely affect them.
Although shugenja have nol yet discerned the exact nature of their
immunity. certain hypotheses suggcst themselves aftef examination
of their physiology, survivallactics and tribal culture.

~ezumi society cenlers around survival, and on the cyclical
pattern of their nomadic lifestyle. Their basic social unit is the tribe
or pack. usually oonsisling of seventy to one hundred adults. Each
pad; is led by a chieftain, a shaman, or a group of "bosses," directing
the others in oomplelion of necessary duties. There does not seem to
~ any common way of choosing or maintaining leaders: they
ll'illally emerge through a combination of competence and goodwill
With the packs' small sizes and relatively unified purposes, this
informal method of leadership is more than 5uffidenl

Most packs arc self·sufficient and would rather steal what they
need or li\'c off the land than barter for it wiLh olher groups. While
they maintain friendly relations with the Hiruma and can even be
alll5idered informal allies of the Crab Clan ilSClf, they are not
kno~ll for their trusting ways, and shy away from direct human
rontaet for the most part

Nezumi arc skittish about combat and rarely engage in direct
band'lo-hand fighting. This leads many humans (most vocally, the
[jon Clan) to condemn them as cowardly. The Nezumi do nOI
dispute the claim, and loudly extol the virtues of living over dying
in any conceivable situation. To assume that they are poor fighters.
hov,ever, can be a fatal mistake.

The Nezumi's favored combat tactics are quick and direct
guerrilla techniques. and when engaged in baule, they fight with
imagination and ferocity. Their mosl common tactic is a ~strike and
retreaeWhen a threat presents itself, the pack members scatter like
leaves in the wind. with a stealth the Scorpion would envy. to
confuse the enemy and make it hesitate before choosing a target. In
SO doing. the maximum number of Nezumi can escape to cover.
ensuring that the pilck as a whole survives.

From their hidden positions. they then begin a deliberate process
of shadowing the threat. TIley follow from a safe distance, watching
it and attempiing to determine ilS intentions. During this process,
they communicate with each other through an unnerving series of
twiltering yelps, which C(ho throughout the entire area disguising
their proximity and numbers.

If the Ihreat seems intent on pursuing Ihe pack or if it presents
a danger too large to ignore, they engage it in a ruthless
rornbinalion of coordination and indiVidual bravery. One Nezumi
advances. attacks the enemy quickly. and pulls back before the
ad\'ersary can retaliate. While attenlion is focused on lhis first
Nezumi. a second advances. strikes. and retreats. usually from the
opposite direction. This pattern conlinues. with assaults coming
fasler and faster umil the enemy is disposed of. With the Nezumi's

speed and knowledge or terrain, the tactic proves blindingly
effective. Ahistorian once observed the Tatiercd Ear pack dispose of
an entire gang of ruffians in this manner. pioong off the brigands
one by one until the survivors were 100 unnerved to do anything but
rower and whine.

Of roUTse, lhis is not the only bailie strategy used by Ihe Nezumi.
They are quite adept at thinking on lheir feet and can develop
effective battle stralegies at a moment's notire. It simply represents
their most oft·used and efficient method. Those who witness lhem
in action will never underestimate ezumi fighting prowess again.

Making Nezumi Non-Player Characters
Legend of the Five Rings does not normally allow 'ezumi to be

played as PCs. However. GMs may want to nesh out their Nezumi
NPCs to fill a more important role in their campaign. The simplest
way to do this is 10 use the Nezumi statistics found on page 121;
these adequately ronvey the difference between Nezumi and
humans with a minimum of fuss and effort Feel free 10 add an
additional skill or Iwo to help round oui the characters.

Some GMs. however. will wish to invest more time on a
particularly prominent Ratling NPC. Such characters may be created
mum the same way as human characters are: the Ralling's Traits
and Rings begin at 2. and the character may spend 25 CPS on
increasing Traits and Skills. There arc other key differences between
railing and human characters. however. which must be applied when
creating a Nelumi.

• The following skills are forbidden for Ratling characters:
Acting, Calligraphy. Courtier, Etiquette, Heraldry, History.

Horsemanship. Investigation, Law, Meditation, Shintao. Sincerity,
Tea Ceremony. Theology: Commerce, Locksmith: Poison. Seduction.
Torture

Furthermore, the skills Dance. MUSic. Painting and Poetry arc
limited 10 Nezurni works only, All ratling "arts~ are simple. tribal
traditions with none of the formal ritual that marks Rokugani
culture. The skills arc instinctive in raIlings. a mailer of watching
and participating rather than formal training. While performance
varies from ratling to ratling (and the skills are included to renect
that variance). the dances. ballads. and songs are bizarre and alien
to human sensibilities. Railings suffer a +is to their TNs when
attempting to impress humans with High Skills.

• All ratlings begin with the rollowing Skills automatically:
Defense. Hunting. Lore (Shadowlandsl. Stealth. Ratling Sushi are
further granted two skill points to spend on any Bugei Skills they
choose (these Bugei Skills are learned lhrough instinct and
individualtcamers. not lhrough any formal school).
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• Ratlings do nOI gain Advantages or Disadvantages.

• Ratlings cannot join a bushi or shugcnja school and do not have
the special abilities that such schools convey. A ralling shaman
begins with three spells. which he has learned through memorized
rituals rather than spirits or scrolls. In order to learn an additional
spelL a ratling shaman must find another shaman willing 10 team it

10 him or her.

• Ratlings aTC hardier than humans. and do not suffer from
injuries as acutely. An PC rading has only four Wound boxes on
his or her character sheet (0, +5. +to. Dead) bUI each box holds a
number of Wounds equal to four times his or her Earth score.

• Ratlings do nOI have Honor or Glory. Their tribal SlruClure is
very simple and they rarely acknowledge the status of other tribes
and humanity. Treat their Honor as 0 in regards to any human
dealings. It cannot be raised or lowered in any fashion. They are,
however. immune to the effects of human Honor; Ratlings cannot be
impressed or cowed simply because a given samurai has performed
impressive deeds in the past

• Regardless of how the character is created, one trait remains
universal among all Nczumi. Railings are absolutely immune to the
Shadowlands Taint. They cannol be corrupted by the forces of Fu
leng. and do not suffer any of the normal effecls from exposure to
Shadowlands tcrrain. They arc further immune from the corruptive
effects of Shadowlands spells and any Htainting" abilities of ani and
Fu Lcng's creatures. They arc not. however, able to cast Maho spells,
summon or bind oni, or partiLipate in any other "voluntary" process
that would otherwise grant them the Taint.

• To determine a ratting's starting possessions. roll two dice. The
character may spend that number of poinls on any the following
pieces of equipment:

1 point - a shiny object of some sort (beads, a necklace, etc.).
1 point - a spear or sharp stick (Ikl DB).
I point - a storage pouch and bell
1 point - a robe, kimono or other covering.
2 points - a knapsack or traveling pack.
3 points - a knife (Ikl DR~

4 points - a wakizashi or short sword (1k2 DR).
4 points - a helmet or scrap of armor (+3 TN to be hit for each

piece).
8 points - a katana (2k2 DR).

al10

"We are mOllsters. Iti> are nightmares.. In the lalla of the
spiriJually blind, we are cursed to see clearly."

-Isawa Akul1Ul

Long ago, legends say. the lsawa used the darkest of magics to
defend their homeland. Sorcery of blood and sweat, defined by the
summoning of creatures and rituals whose specifics are best left IQsI

to time, was practiced by the ancient inhabitants of Gisei Toshi. Only
after the coming of Shiba and (sawa's oath did they learn lhat such
magic slowly corrupted the souls and turned the mind to evil. An old
text reads:

MOnc£ all allimal has the taste of human PesJz, it seeks it ever
afler. So. too it is with the dark sorcery knOWN as maho. whose lure
of blood and power is greater than the will of a human heart.
T1lOugh you try to escape i~ with each beat ofyour hearl, it retuTi/s
10 haunt you. Though you have left il behind, it will flever letlve
you.....

The Phoenix shugenja have developed spells to counter the
MShadowlands sickness," but they are far from reliablc. Oftcn times,
thc will of the samurai Is too weak to fight off the supernatural
corruption turning his blood to tar. Some speculate lhe Crab
shugenja may even encourage their samurai to gain the infection.
After all. the sickness does bring supernatural strength and a
berserker's courage along with the putrid countenance. And only a
Crane would worry about his appearance ...

The element of Corruption
The most prominent documents about malta arc the 'Iuchiban

scrolls,' records of rituals to raise dead, lay curses and other
forbidden magics. Other scrolls. including those of luchiban's second·
in·command. Asahina Yajinden. are kept in the Phoenix vaults for
safekeeping. By studying these spells and the lesser documents
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taken from each maho·tsukni which lIle Phoenix have destroyed. the
!sawa have gained quite a bit of information on how to perform and
control maho magic.

While it is poSSible for an ordinary shugenja to use the power of
maho only once, with each subsequent use it becomes harder and
harder to rcsisl The magic becomes easier, and morc effective. TIle
spells lake Jess time to cast, and are less strenuous.

Maho requires prayer 10 the Dark God. whether or nallhe caster
is aware of where his energy is being 5enl Each word of petition.
each stick of incense serves only 10 awaken and furLher the power
of Fu leng. and bring about his eventual release. ThUs. Ihe lsawa are
firmly dedicated stamping out the use of maho. After destroying a
maho-lSukai. the lsawa collect anything the sorcerer had studied for
defense against the next maho·tsukai. Although some say the
horrors of the First War can never happen again. thai does not SlOP
the lsawa rrom collecting the inrormation. Just in case.

The two maho·tsukai best known to tne Phocnix are luchiban,
the ancient Blood Sorcerer himself. and Isawa Akuma, who
dedicated his studies 10 summoning and controlling great Oni.
Although the Phocnix deny il it is whispered Ihat their libraries hold
the diary or luchiban's first experiments. as well as scveral copies or
his tainted scrolls and magics.

Akuma was a Phoenix shugenja who attempted lO rurther the
dan's knowledge by creating his own spells ror entrapment and
control or powerful Oni, His fale is well,known throughout the
Empire, as is the terror which bears his name.

The Dat'k Way
Young lsawa Tallayama crept quietly along the polished

hal/ways of Ihe Isawa SllIIgellja School. It was the Hour of the Ral.
alld everyone was asleep. 71le air was cool and silent. ranayama
cupped !tis hand arOllnd his CIlndle flame. lest he be discovered. Up
ahead was the school's library.

TIle dreams started not long after he fOlJlld what appeared to be
a hidden pallel high up 0" a shelf /11 tltem, voices whispered of
power and respecl. The Iltougltt of circumvcnting years of
backbreaki"g study and arduous work appealed to MIlL

Ok at first TalUlyama did his best to ignore tlte dreams, but they
gTr.o ever more insistenL Perltaps if he simply looked at the secret
cubbylwle, curiosity would be assuaged alld Ite could get a decent
nigh,'s sleep.

Stopping at Ihe comer, he peered around to make sure he tiJQS

alone. He was. Who would fleed to protecl scrolls from their OWfI
sJll/gellja? It was a lapse ill security ofwhich Tal/ayama would lake
advantage. 011 the balls of his bare feEt, he quickly padded down 10
tlte library door.

When he opened it, his heart sank. 17,ere. seated at a fable lit by
a siflgle flickering lamp, sat Moster lku. Fean"lIg a sound thrashing
i" the momillg. he fumbled with all excuse.

But the old man il/terropted him. "Come ill, boy. I've been
expecting you," he rasped. It was then that Tanayama noticed the
Opell pallel, the aged parchment 011 the table. "Now you willieam
about true power."

Those who practice maho serve Fu Leng. They may believe that
they bend the power of the Shadowlands to their own will but in
the end they are mistaken. Shugenja who practice maho are selfish
and greedy. They have no concern for duty, honor. lord or family. By
using the Element of Corruption, they seek an easy route to power.
For them, the ends justify the means. and usually the ends arc their
own sen-aggrandizemenl Or they believe they are simply taking a
short cut - thcy don't plan to travcl thc Dark Way for long. just this
onte - but lney end up as Fu Lcng's crcature.

After thc war between darkness and lighl between Shinsci and
his Seven Thunders and Fu Lcng, many belicved the threat from Ine
Shadowlands was over. Thc Black Scrolls were safely nidden by the
Scorpion Clan. No onc would darc use maho after so noble a bailie.

YCl three shugcnja did just thal Nakanu, Yajindcn and luchiban
each sought Oul Pu Lcng ror their own aims. They are said to have

Ciame Mastel" Ciuide



Chapfet< Tht<ee

awakened Fu Leng's spirit in jigoku, and made pacts with him for
power. Fu Leng had his own agenda, though, for all who call upon
evil end up his pawn. Little is known about Nakanu and Yajindcn.
The first is credited with rilising the dead, and the second followed
luchiban. teaching him the tsollgusuri lore of the Asahina and
creating the fabled Bloodswords.

But Ihc greatest expression of the sorcerer's art came in luchiban.
Many hundreds of years ago. he was thc most prominent shugenja
in all Rokugan, and some say a trusted advisor to the Emperor
himself. It was a Unicorn shugenja and a Lion samurai (both
magistrates of the Emerald Champion) who discovered the
shugenja's researches in maho, and together they were only barely
able to thwart luchiban's plans to assassinate the Emperor.

Discovered, luchiban ned Otosan Uchi. Soon thereafter, an army
of undead moved out of the Twilight Mountains, luchiban at its head.
Armies of samurai from each of the Seven Clans, led by the Emerald
Champion, rode against luchiban and his cult of Blood Speakers.
After a mighty battle that lasted seven days, they defeated luchiban.
Or so they thoughl, for his evil did not end.

The shugenja was put to death, bUI even that did not end his evil,
as his spirit was restless and refused to move into Yomi. Eventually,
luchiban was bound in jade and entombed deep in Shillomen forest
His tomb is guarded by traps both supernatural and mundane (the
tomb was construded by Crab engineers and Scorpion and Phoenix
shugenja), and despite the fact that it has remained undisturbed for
three hundred years, even menlion of the sorcerer's name is enough
to give even the boldest samurai the shivers.

The Forbidden Scrolls
Only three documents record the forbidden formulae of maho,

Many industrious shugenja have attempted to make copies of these
documents. but despitc the bcst efforts of the Phoenix Clan, all
attempts have been unsu(,'("essful.

The most prominent document, known as the "luchiban scrolls,n
fully details the rituals involved in raising the dead. laying curses,
summoning ani and other forbidden magics. 111e other two
documents. the Nakanu and Yajinden scrolls, are less detailed and
less reliable.

C\ame-Mastet<ing a Maho­
Tsukai

Those who practice black magic are called malto-/:wkai, or
"servant of magic.~ They practice a variety of techniques such as
raising the dead, calling down curses, divination and enchantments.
and summoning Dni. It's a common misconccption that sorcerers do
what they do simply because they're mad. That robs maho-tsukai of
their subtle nuan(:es and makes them paper tigers. Tsukai have their
own motives, which most Rokugani don't understand.

In a world where duty to one's lord and family is the highest
calling, the maho·tsukai puts himself first 11lese people want
something - be it power, fortune, fame - and take the eaSy path to
get it. While everyone else adheres to the Celeslial Order, maho·
tsukai believe they are somehow superior to the will of heaven.
Those who claim a higher cause, such as 'slrengtllCning the Empire
through conflict,' really only want power over others. Ironically, no
matter how much power they desire, they wind up serving Fu Leng.

Some tsukai become interested in maho for scholarly reasons.
They seek to understand the Shadowlands or the ani'. TIley convince
themselves lhat what they do is for the greater good. Some foolishly
believe they can control lhe Element of Corruption. These hapless
souls tend to live only a short lime after they succumb 10 the subtle
manipulation of maho, as tlley are slowly controlled by thc very
element they seek to master. Others are merely curious. A few even
serve Fu leng faithfully, working to further his ends. These craven
individuals hope to improve their position, believing Fu Leng will lift
them up over their betters. Almost all maho·t~ukai believe they're
the ones in cbarge, when really Fu Lcng i.s. These tsukai, ullimately,
are puppets on a stick.

Most maho·tsukai try to hide their activities. Some live in
seclusion, far [rom prying eyes. Others hide in plain sight, serving as
Fu Leng's spies. They appear as normal shugenja ror as long as they
can, serving their dans. In a society where everyone wears a mask
all the time, they cannot keep up the pretense for long. Eventually,
because of their haggard appearance or a misplaced word, their
mask slips.

Not all a sorcerer's allies are supernatural. Weak, cowardly
individuals are drawn to tsukai like moths to a dark name. Atsukai
who manages to survive fOr long eventually attracts attention from
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others like him - brigands. thiel'es, and the like. Most believe the
Celestial Order somehow cheated them. Truly powerful tsukai sit
like spiders in the center of a web of agenlS and allies. Those who
confront them should be exceedingly cautious.

Maho Mechanics
First of all. remember thaI maha should be strictly an NPC-only

sort of activity: it's extremely unheroic 10 go around culting people
open to power spells graciously granted by Fu Leng. Maho-uscrs.
however. make wonderfully straightforward enemies for the PCS,
with nonc of Ihc inconvenient moral gray areas sometimes
encountered in Clan vs. Clan storylines.

~arning a maha spell is very difficult for most shugenja.
Shugenja who arc not maho·tsukai who attempt to learn a maha
spell arc considered to be learning from a scroll wrillen by "someone
\\oilh a completely alien mindset.~ and must therefore roll their Spell
Research keeping dice equal to their Earth Ring, with a TN equal to
!he lhe speirs Mastery Level x20. (See page 203 of the Player's Guide
lor more on learning spells.)

Luckily (or unluckily, if one is not a mahcHsukai) it is very easy
lOr an PC 10 immerse himscU in the Elemem of Corruption and
gain the insight he needs to learn these spells easily.

Anyone seeking knowledge of maho needs only call upon the
spirits of the Shadowlands with the spell Summon. Once summoned
the spirits gladly show anyone - the caster, his friends. anyone
interested in learning - how (0 immerse themselves in lile ways of
the Shadowlands.

Being immersed in the Shadowlands normally requires blood
rituals. opening the gates of the soul to the darkness. and at least one
ritual murder. Once an NPC has spent a week or so under the
lutelage of the Shadowlands spirits. he Clln learn any maho spell as
if its scroll were written by someone he knows well (Le, his Spell
Research/Earth roll has a TN of the spell's Mastery Level). He also
gains a point of temporary Shadowlands Tainl

NPCs who find that they arc having difficulty locating scrolls
containing maho spells need not frel The same spirits of death and
destruction which taught them to immerse themselves in the ways
of the Shadowlands will cheerfully supply them with any Rank 1
maho spells they ask for. Higher-ranked spells are also available to
those who perform "Fa\'ors~ for them.

Who can learn maho?
Absolutely anyone can learn Maho spells (those who can't read

can request the spirits Lo dictate. albeit for a price), but nol anyone
can actually cast Maho. Almost everyone is born with the innate
ability to usc magic, but many people allow this gift of the Fortunes

to atrophy. Anyone who has not properly exercised this gift by the
time they reach puberty loses the potential to cast spells. For this
reason, maho can only be used by shugenja by peasants who grew
up using folk magic. and others who are versed in the ways of
magic. Bushi, who have spent their lives learning the art of the
sword, cannOI cast maho without assistance.

Casting a Maho Spell
Casting a maho spell is similar to casting a normal spell with the

following exceptions.
A maho·tsukai must spill the blood of an intelligent being on the

eilrth to cast maho spells. He mllst do a number of Wounds to the
victim equal to twice the spell's Mastery Level.

When he rolls to casl the spell. he gains a number of
Shadowlands Points equal to the difference between the TN and the
number roUeci whether or not the casting was successful. This can
be minimized by carefully choosing which dice to keep, but
practitioners of maho always walk the razor's edge.

A maho-tsukai does not cross off any spell slots when he casts a
maho spell The energy required to cast the spell probably did not
come from the caster; whether or not it did, the lost energy is
represented in the form of Wound Levels. either to a victim or to the
caster himself.

Mahn and the Shadowlands Taint
Every time a character casts a Maho spell he risks gaining one or

more Shadowlands Points. If a character ever has 10 or more
Shadowlands Points, his Shadowlands Taint permanently goes up by
one rank and his Shadowlands Points are reduced to zero.

Any shugenja who has ai least Lore (Maho) 1 can perform a
simple ritual which removes one Shadowlands Point. If the ritual is
done regularly (at least once a week) it eliminates one Shadowlands
Point per month. Shadowlands Ranks cannot be removed except by
powerful magic, Once a character becomes tainted by maho, its stain
will always be on his soul. This ritual will never remove a character's
last Shadowlands Point.

If a character has a Shadowlands Rank equal to or higher Ihan
anyone of his traits, he has surrendered to the effects of the
Shadowlands in one way or another. The effects of having a higher
Shadowlands Rank than a Ring Rank is devastating to a character
and normally results in Fu leng taking active control of the
character. The actual effects of having a Shadowlands Rank higher
than a Ring is up to lile GM but some examples include going
insane if the Taint exceeds Intelligence, becoming a mindless undead
creature if the Taint exceeds Stamina losing one's soul if the Taint
exceeds Void. and so on.
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111e target's Stamina is reduced by one for the duration of the
spell. Multiple applications of this spell are cumulative.

Bleeding
Mastery Level: 1
Duration: Permanent
Area of E[ft:cl: 1 Target
Range: 25'
The target begins to bleed at a rate of one Wound per round until

he takes an adion to bind his wound. Raises can be used to affect
additionaltargel~.

,....-.Ii"ako........
Spells

Traditional magic involves summoning the energy of the
Elements and petitioning the Fortunes with prayer. Maho·tsukai
have only one source of energy to worry about: Fu Leng. All mallO
involves prayer to the Dark God trapped under the earth in the
Shadowlands. In order to gain favor with Fu Leng, sorcerers must
spill blood. There is good news, however: it doesn't have to be the
sorcerer's blood ...

Pain
Mastery Level: 1
Duration: 1 round
Area of Effect: 1Target
Range: 25'
The larget is racked with terrible pain. He is not able to act for

the duration of the spell. Additionally, he must make an earth roll
with a TN of 15 or cry out in pain (dishonoring himselD. Raises can
be used to affect additional targets.

Mastery Level 1

Summon Undead Champion
Mastery Level: 1
Duration: Permanent
Area of Effect: Dead Body
Range: Touch
This spell creates a Zombie (if used on a newly dead creature) or

a Skeleton. The creature will follow the caster's mental commands
as long as he remains within 25' of it. If he allows the creature 10
leave his radius of conlrol it will revert to its natural habits and
bcgin killing everything in sight. TI1C caster can use other spells to
contra] this creature once it has lert thc radius, but it is otherwise not
obligated to obey him (even if it reenters the 25' radius). No one may
control more Undead Champions with this spell than his School
Rank. See page 142 for Zombie stats.

Raises can be used to affect additional targets. Each raise
animates an additional dead body.

DrJin Soul
Mastery Level: 1
Duration: 5 minutes
Area of Effect: 1 Target
Range: 10'

Limb Disruption
l\1astery Level: 1
Duration: 1 hour
Area of Effect: 1 Target
Range: 25'
One of target's limbs (chosen randomly) is savagely injured by a

blast of dark energy. All of the target's TNs involving the affected
limb are at +15 for the duration of the spell.

Mastery Level 2

Choking Death
Mastery Level: 2
Duration: 'lwo weeks
Area of Effect: 1 Target
Range: 10'
TIle target contracts pneumonia. If the target is kept warm and

comfortable for the next two weeks, he will have a 20% chance of
dying (500/0 otherwise). If he is cared for by someone with the
Medicine skill. the caretaker may make make a Medicine!
Intelligence TN 15 roll to reduce Ihe chance of death by 100/0 plus an
additional 5% per raise.

Unlike natural pneumonia. this condition is not contagious.
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Control Undead
Mastery Level: 2
Duration: I hour
Area of Effect I undead target
Range: 100'
The casler seizes conlrol of one undead largel [t obeys his menial

rommands without questions or regard for its own safety. If the
wtdead is currenLly being controlled, the casler must make an
opposed Earth roll against the currenl controller; the winner of the
opposed roll gains control of the undead CTciltuTe. Raises can be
used 10 affect additional iargets. Each Raise allows control of an
addilJonal undead larget.

Curse
Mastery Level: 2
Duration: Permanenl
Area of Effect: See below
Range: Line of Sight
This is a generic curse spell, usable by anyone intimate with

+ black magic Curses aTe simple. but require a sympathetic
romponcni: a lock of hair, a fingernail clipping, an ounce of blood,
ele. Jt is not enough to gain a piece of clothing of the subject of the
cursc; the caster must gain something that contains spiritual energy
of the targeL

If the curse is successful (see below for curse suggestions), the
casler must keep !.he item in physical contact at all times. If the
caster ever loses the item, the curse is brokelt This is the only way
10 break a curse.

Possible curses:
• The Scorpion S<lffiUTai who finds that everyone trusts every

word he says
• The Dragon who couldn't dream
• The Crab who couldn't lie
• The Unicorn who cannot sleep under the same roof twice
•The Lion who couldn't whisper
• The Phoenix who draws too much power when casting spells
• The Crane who can't be quiet
• Vampire Curse: this character has a super-powerful Trait that

drains from everyone else's Trait

Consider CUTses very carefully. They can ruin a player's good
lime, and that's not what being a GM is aboul When you're
ronsidering placing a maho curse on one of your Player Characters,
ask yourself: "WilI it be fun for the player?" Remember. having a
curse put on a character is taking control away from the player.

Make a curse a challenge, but also make it fun for the player and
the group as a whole. The best way to do this is to employ the "Too
much of a good thing" rule.

For example, you have a player who has created lhe archetypical
handsome, lady·killer Crane samurai. You could curse him ugly... or
you could curse him irresistible. Imagine what would happen if
every woman he meets falls instantly in love with him. It's a liule
less mean and a lot more entertaining. and it's what the pla}'er
wanted in the firsl place: a character that no woman could resist!

Curse of the Water Spirits
Mastery Level: 2
Dumtion: I month
Area of Effect: 1 Target
Range: 10'
The target becomes absolutely terrified of water. Even the

prospect of entering a bath tub causes him to panic. In order 10

willingly come within 5 feet of a sizeable amount of water, the target
must make a Willpower roll with a TN of 25. This is considered a
Fear test for [he purposes of the Advantage 'Death Trance:

Curse of the Unblinking Eye
Mastery Level: 2
Duration: Permanent
Area of Effect: I Targel
Range: 10'
The target of this spell is oompletely unable to sleep. E\'ery day

he must make a Stamina Roll with a TN equal to the number of
days he has gone without sleep. If he fails the roll he gains a
cumulative +I to all or his Target Numbers until he is cured. In
order to overcome ihe effects of this spell the Target must make a
MeditationNoid roll with a TN of 30 (the cumulative +I TN
modifiers do not apply to this Medilation roll). He may attempt the
roll once per day, but once he succeeds. he has broken the curse. If
the TN modifiers caused by this spell evcr rcach +75. the larget goes
irrevocably insane.

Mastery Level 3

Animate the Dead
Mastery Level: 3
Duration: Permanent
Area of Effect: 1
Range: Touch
This ritual requires 10 hours to cast This spell must be cast on a

living target who must be present for the entire ritual. Once
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successfully cast this spell turns the target into a rolling undead
creature. He remains self-aware and is able to freely use any of his
skills or spells (although any spell he casts is considered mako and
must follow the rules for casting maha). The self-aware undead
created by this spell are considered to be controlled by themselves
for the purposes of resisting the control of other maha users.

The undead slale granted by this spell makes the Iarget immune
to the effects of the $hadowlands Taint but keeps them from
spending Void. Additionally, undead do not generally have blood so
undead that wish to cast spells must seck Qui the blood of the living.

Corruption of the Elements
Mastery Level: 3
Duration: Permanent
Area of Effect: 100'
Range: Touch
One of the four elements is hideously corrupted within the

radius. Anyone aitempting 10 cast spells from the corrupted clement
within the radius has the spells TN increased by 25. This effect can
be undone with cleansing rituals.

Stealing Breath
Mastery Level: 3
Durntion: Concenlration
Area of ERect: I Target
Range: 25'
One of the target's lungs collapses. He must make an opposed

Earth roll against the caster of this spell each round or collapse 10

the ground. helplessly gasping for breath.

Mastery Level 4

Summon Greater Kansen
Mastery Level: 4
Ourntion: 1 Hour
Area of Effect: 1 Kansen
Range: 10'
(h'er the next round a misty specter like creature appears before

the caster. For the duration of this spell it follows his mental
commands ....'ithout question or regard for its OV.ll safety.

Kansen Stats
Earth 4
Fire 4

Water 4
Air2
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ersBloodspea
Who are the B100dspeakers and what are their aims'? TIle simple

answer is that they arc the followers of a massive cult started
hundreds of years ago by the maho sorcerer luchiban, They are
absolutely dedicated 10 putting their master - or any sufficiently
powerful member of their organization - on the Emerald TIlrone.
They meet in secre~ they practice maho, and they engage in all the
unwholesome habits we've come to expect from an evil
underground cult. Human sacrifice is not uncommon during their
dark rituals, and the terrifying powers they wield are visible in every
porcelain-masked zombie they have brought 10 supernatural life.
Beyond that, however. lies a deep·set series of beliefs which have
endured over five hundred years of active persecution.

A society as bound by tradition, and as rooted in the belief of
karma and destiny as Rokugan is, invariably produces
dissatisfaction among certain members of the populace. A peasant
may dream of becoming a great hero, only to be told to mind his
fields. The younger son of a noble family might yearn for the
daimyo's throne, only to be dismissed by an accident of birth. Such
rejection often leads to questions - why must I remain where I am?
How can destiny be so cruel? Who is to say what I am capable of?
For most of these issues, Rokugan society has bUI one answer: honor
to your ancestors. respect for the Celestial Pattern, obedience to your
betterS. And that answer does not always settle a restless soul.
Driven by feelings of injustice, unfairness, and a social system
binding them to life of drudgery, they search for other roads 10

fulfillment - or for ways to get even. luchiban's path of bloodshed
and madness tempts those who feel that life has treated them
unfairly, and who are on the lookout to exact their vengeance upon
the world.

The majority of luchiban's followers come from the lower classes
- poor merchants, disgruntled peasants and cia or other hinin. The
few members of the samurai ca"te who join the Bloodspeakers tend
to be in rough straits, either by birth, political circumstance or bad

Attack 5k4
Damage 3k2

Wounds 75: dead
Special: Invulnerability (see page 139)

Summon Oni
Mastery Level: 4
Duration: Permanenl
Area of Effect: 1 Oni
Range: 100 miles
The most powerful Oni within the range of this spell is instantly

Icleported to any location within 100' of the caster. This spell does
not grant any control over the Oni. 111C caster may choose the
direction thai the Oni is facing when it appears.

Mastery Level 5

Fu Lcng's Champion
Mastery Level: 5
Duration: Permanent
Area of Effect: Self
Range: Self
nlis ritual requires 10 hours 10 cast. This spell must be cast on a

living target who musl be present for the entire ritual. The target of
Ihis spell becomes any type of undead that exists in the GM's world
(although the GM may require raises for exotic breeds of undead).

Dominion of Fu Leng
Mastery Level: 5
Duration: 1 Hour
Area of Effect: 1 Target
Range: Line of Sight
The casler seizes control of any undead creature - the target may

not resist While controlled, the target will obey the casler's mental
commands with no regard for its personal safety. The caster may
attempt to cast the Dominion on a self-aware undead creature (such
as a subject of Animate the Dead or Fu Leng's Champion); if the
spell is cast successfully, the caster controls the undead creature for
the next round, At the beginning of the following round, the undead
creature makes a contested Willpower roll against the caster; if the
self·aware undead creature wins this roll, it breaks free of the
Dominion. Raises may also be used to affect additional targets; one
additional target can be affected for each raise.
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1, Knife 2, Stealth 2. Torture 2.

With power comes the ability to wield it, and B100dspeakers are
further dedicated to making the most of their dark magic. For now.
they try to spread their membership. explain their philosophy 10
those who might sympathiZe. and occasionally strike against the
instruments of Imperial authority" In the long term. however. they
seek nothing less than the deslruction of the Hantei dynasty. By
overthrowing the current system and replacing it with one based on
their own philosophies. they will gain revenge for centuries of
persecution while simultaneously proving the superiority of their
beliefs. This overriding goal keeps the Bloodspeakers' individuality

from overwhelming their
effecti\'eness, and leIS them fOl1lS
on something -more important"
than self·aggrandizement

The Bloodspeakecs'
relationship with their founder
renects the individualist bent of
their philosophy. They do not
worship luchiban as a god, or
revere him like some ancestral
spirit Rather, luchiban represents
the pinnacle of what their
philosophy can achieve. lie
commanded power to shake the
very foundations of the Empire.
and the bravest samurai still
shiver at mention of his name.
Deep within their secret hearts,
every Bloodspeaker aspires 10
such heights. In addition.
persisting rumors of his
immortality, as well as lhe simple

fact that he himself created the cull and his teachings, grant his
name a certain awe among his followers. Certainly, if he were to
appear again. as he did three hundred years ago, they would obey
his commands with reverent devotion. Bu! admiration of their
founder is not the same as worship. and should not be confused as
such.

Nor do the Bloodspeakers serve Fu Leng - at least that's whal
they tell themselves. luthiban's tearnings emphasize the power of
the self. and the need for the individual to determine his or her own
fate. Such does not include eternal servitude to a mad god. While
their methods may be similar to Fu Leng's and lheir rituals reek
with unholy implications. most Bloodspeakers remain secure in the
knowledge that their ways are not his ways and never will be.

Or so lhey believe.

Average Bloodspeaker Cultist
EARTIl2
WATER 2

Perception 3
FIRE 2
AIR 1
VOlD 1
Skins: Athletic;
Commerre 1
Honor: b
Glory: 0
Advantage5: Allies
Disadvantages: Dark Secret

luck, and wish to do something about it All of them, however, are
motivated by a desire for power - to seize for themselves that whirn
fate would deny them.

To this wide variety of people. Juchiban offers a means to free
them from their suffocating existence. Unfenered either by the rigid
apparatus of the Empire or the overt laint of Fu Leng, they can
participate in their own form of power without regard for the
consequences. Joining the Bloodspeakers expresses a twisted sort of
rebellion against everything the Emerald Empire holds sacred - the
majesty of destiny, Ihe power of one's ancestors. the supreme
aUlhority of the Son of I leaven.

Thi~ feeling is particularly
strong among the eta - the 10\\e5t
of !h(' low in Rokugani SO<iety.
Some Cia see great value in what
lhey do. After all. were it not for
them. the dead would rot in the
streets, the condemned would
receive no justice, and baltlefields
would be rendered unusable for
generations. And in return for
thesc vital services. they receive
scorn. rejection. even arbitrary
execution at the hands of their
rulers. luchiban's leachings take
root here more easily than
anywhere else, for none store up
resentment like social outcasts,
and the handling of dead nesh is
something the cIa know all about

At the heurt of Bloodspeaker
philosuphy lies the teachings of its
founder. luchiban's research contains a great deal of philosophy, and
justification of his unholy rituals. To the cult. the human body
contains the greatest resources of all, for no other medium so
perfectly combines the five clements of nalure into one cohesive
unit. Unlike bushido ur other philosophies. however. the
Bloodspeakers believe that only drastic measures can bring out the
body's true potential. By properly sacrificing a part of the body ­
through bloodletting, murder. or lhe raising of the dead - they can
convert it into energy to use as lhey see fit Each display of maho.
each abomination lhey commit in the name of lheir art produces
magical effects to rival the greatest shugenja For those who have
lived all their lives below the samurai caste - or worse, for those
who do not wish to yield to the whim of spirits - surn practices hold
great allure. Their promise of power has been enough to keep the
cult alive through five hundred years of acth"e perserotion.
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Organization
and "Rituals

River; when cult members were CUt down by the assembled Clan
forces. they revealed grotesque mutations just beneath the surface of
their skin. One BloOOspeaker had a series of suckered tendrils
wrapped around his heart and lungs. Another's internal organs had

been replaced wilh black tumorous growths. which filled
his body to bursting like a sack. full of onions.

Such abominations are not universaL or even
particularly common among low-ranking
BloOOspeakers. But the higher one
advances in their ranks - the more maho
one practices - the greater the chances of

succumbing to unwholesome degradation.
So long as they remain within Rokugan.

these instabilities Slay unseen. hidden behind
the cult's secrecy. Should a tainted

Bloodspeaker ever enter the Shadowlands.
however. the equation changes drastically.
Growths and tumors sprout within minutes.
limbs wither or drop off altogether. and the
cultist is quickly reduced to crazed screaming
as the madness destroys whate\'er remains of

his or her sanity. Few tainted Bloodspeakers
have ever traveled to the Shadowlands. so
the phenomenon is rarely seen. but it
offers conclusive proof that Fu Leng's

power lies at the cult's black heart

TIle Bloodspeakers presently
number some three hundred

members. mostly scattered
about the Lion. Crane and

Scorpion lands. They usually
appear in extremely isolated

locations, where they are not likely to be
bothered, or in large dties where they can

hide amid tbe muhiludes. They have no set
calendar and do not meet on any regular basis.

Tradition holds that Bloodspcakers may only meet during the new
moon, but few rigorously adhere to iL Meetings are held when
necessity dictates.

The cult bases itself around single cells, each one designed 10 be
self.surfJdenl Most Bloodspeakers know very little about cells other
than their own. A few senior members know the location of more

.~.

•.,,

What they do nOI realize. however. is the inherent corruption
present in lhe rituals they casl The ~energy" they believe they are
IlII!eashing is actually a variant of the Shadowlands Taint - the
'\ixth elemenl~ which Fu Leng uses to corrupt those who intrude
apon his realm. Accordingly, Bloodspeakers who practice mana gain
Shadowlands Points as outhned in the Maho section (see page 122).
But unlike corruption gained in Fu Lcng's realm. lhe price of
BIoodspeaker maho rarely manifests in physical form. There
are no sores, no abnormal growths. no lraI1Sformation inlo
hideous and unspeakable shapes. Thus. members of lhe
mit can comince themselves thai they do not serve the
Dark Lord. bUI rather shape Lheir own destiny.

This does nOI mean thai Ihey arc immune to Lhe
Tainl Far from it; the Bloodspeakers' nefarious
pradires make them more susceptible 10 Fu Leng's
influence than any olher Rokugani It simply does not
manifest itself in obvious ways. Mental instability is quite
common among Bloodspeakers. ranging from simple bad
dreams to paranoia. increased aggressiveness. and
lunatic ravings. TIle secretive nature or the
cult permils many or ils
members to hide these
instabilities rrom
oIhers. but they rage
unronlIollably when
in pri\'atc or during
Bloodspeaker
gatherings. Reports
sometimes circulate
of cultists allacking
each other in a wild
frenzy, or throwing
Ihemselves onto
sacrificial altars in the
midst of the proceedings.
But their leaders explain such
inridenlS away as over·enthusiasm, the
revelations of "newly rreed~ minds. Thus
does Fu Leng disguise his innuence ~~-----\.

within Rokugan; not even his tools
reali7.e whom they serve.

Insanity and mental instability are not the only signs of
Shadowlands innuence in the cull While a member may appear
normal on the surface, their muscles and other imemal organs often
become overrun with corruption in the latter stages of !.he Taint A
pleasant demeanor without can hide a hideous monstrosilY willIin.
1bis gruesome tendency became apparent at the BaiLIe or Sleeping
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Location an<lNumb,er 01 Blood,peaker
Cults Nationwide

Crab lands: 32 members in 3 cells
CraneJands: 75 members in 6 cells
Dragon lands: 4 members in 1cell
Lion lands: 68 members in 6 cells

'phoenix lands: 50 members in 4 cells
'Scorpion lands: 47 members in 5 cells
Unicorn lands: 40· members in 4 cells

Leadership
Leadership in the cult varies from

cell to cell. As small as ii is, il can
afford a certain nexibility, and allows
individual cells to decide for
themselves who speaks for them.
Most cells tend to gravitate towards
a particularly charismatic or ruthless

head; those who prove unworthy are often upended by ambitious
underlings. Care must be taken not to become too autocratic, for a
cult of ~improving the selr rarely responds well io blatant exercises
of authority. Those who remain in chargc for any length of time
successfully balance thcir personal power with enough charm and
subtlety to soothe thosc beneath them.

Connict between cult cells almost never occurs. Rokugan is 100
large. and the cells too spread uut for such incidents. Internal cell
struggles, while uncommon. occur with more frequency. So long as
they remain undetected to the outside world. such displays are
tolerated by the cult's upper echelons.

must cut his or her arm open and drain a certain amount of blood
into a ceremonial bowl. The lead B100dspeaker then works a minor
maho spell with it - usually summoning an evil spirit to witness the
proceedings - while the initiate pledges his or her life 10 following
the cult's creed.

TIle B100dspeakers are patient; they have learned 10 wail and
move only when circumstances permit it Their ultimate aim of
dethroning the Hantei cannot be achieved overnight; the cult's
leaders realized this after luchiban's aborted coup attempts.
Therefore, the Bloorlspeakers must think in the long term, and
refuse to gamble on all-or-nothing ventures. Instead, they act quietly,
moving in secrecy and directing attention away from the cult itself.
ASS<1ssination points towards an innocent scapegoat. arson is blamed

on bandits or local NezumL While
they have not reached the KolaL's
mastery of stealth and control. Ihey
know how to cover their tracks well
TIley also encourage new
membership in younger generations,
ensuring that the cult will continue
after they have passed on. Many eta
families have belonged to the
Bloodspeakers for hundreds of years.
and pass its rites on from father to
son like any uther tradilion.

than one cell, and serve as intermediaries when the cull must act in
unison. This ensures Ihal the discovery of one cell will not lead to
the deslruction of the entire cult. A given cell will nave anywhere
between Five and Iwenty-five members, mosl of whom hold ordinary
occupalions in a nearby community. Every cell has one
acknowledged leader - usually the most powerful maho-tsukai
among them - and Iwo or more assislants.

Meetings consist mainly of readings from luchiban's text, maho
rituals to increase participants' power, and planning strikes against
threats or enemies. lbey are held in empty places - abandoned
farms. secret basements, woodland clearings far from any palh ­
usually under the cover of night. Most contain at least one blood
sacrifice. as members entreat the advice of dark spirits or
demonstrate the developing
extent of their powers.
Occasionally. a strong display of
magiC necessitates a greater
sacrifice - usually an unwilling
victim who will nol be overly
missed. Lone travelers, local
troublemakers or fellow eta
make the best chOices: few
notice when they vanish and
fewer still ask questions when
they do. Such sacrifices go
toward creating zombies,
summoning powerful creatures,
or laying curses upon distant
enemies; they are invariably
attended by every member of
the cell. Eta members dispose of
any remains (or procure them. if
zombies arc the order of
business) while others plant
rumors suggesting that their
unfortun'lte victim may have business elsewhere - a girl in another
province. perhaps. or the death of a distanl relative.

Initiation into the cult takes place only after careful observation
of the prospective member; survival lies in secrecy. and the
Bloodspeakers have suffered too many setbacks to trust outsiders.
Many join on the recommendation of family members. and fathers
often leach the ways of the cult to their children in order to ensure
its existence for another generation. (This may be another reason
why the Bloodspeakers thrive among the eta, whose duties arc
inherited from generation to generation.) Others are allowed tu join
only after careful study, and the local cell leader must give his
approval. During the initiation ceremony, a prospective member
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From the Joumals of Kiwi Moku

The Lord Fu Lellg is a cruel father. Tile creatures he births seem
designed to be not only frightening and powerful bringers of paIII,
but bearers of pain as well. VIeir forms are ill-proportioned, tlteir
OOdies malformed and twisted against the balanced symmetry of
nature. They live ill pain; they breathe it and move through it every
day of their lives. The evil essence thai flows through their veins
bums them always, and their gnarled, shrunken hearts beat angrily
against/he torment of t!leir existence. They know only pain, onger,
fear and wretchedness. TIlei, ollly escape is /0 share tllis horror with
others, /0 cause pain iI/stead of feeling it. 711ey live to hurt and
maim and kill, to torture and abuse as they are tortured and abused
by their Dark Masler.

This, I believe, is a fundamental truth of the Shadowlands, aile
tlwt must be understood in order to defeat its inhabitants. And
though litis revelation may engender, in some. a small sense of
sympathy for tlte creatures of Fu Leng. do /lot mistake my
obseroatiolls of their unfortunate circumstances for pity or COllceT/!.
All miniofls of the Fallell God are /llI/latural abomillations that

I IllIlst be eradicated il/ order 10 returt/the world to its former state of

I balance. What greater mercy can we show these miserable beings
Ihan to end their pain and torment?

1 - 17le Joumal of KUfli Mokuna

C\oblins
Goblins are found throughout the Shadowlands. Thc..<;c unsavory

creatures populate every region of the corrupted Lands from the
desolate plains to the stinking, waterlogged swamps. They are
exceptionally hardy and adaptable creatures - their survival
depends on iL since they are too stupid to move to better living
conditions.

Legend maintains that the goblins were Fu Leng's [irst failed
attempt to create a powerful race of minions. Unfortunately for him.
the Dark Lord's experimental soldiers turned out to be less than
perfectly suited to his needs. They werc small, stupid, vulgar,
unorganized and prone to mass and individual hysteria. TIleY were
physically weak and easily outmaneuvered. Their misguided
mimicry of human behavior ran to Iitlle beyond the most
rudimentary skills and talents. Despite these flaws, however, Fu
Leng allowed his creations to survive. They took root in his foul
kingdom and prospered there.

Their entire society is a haphazard. twisted mockery of our own.
down to their dreadful parroting of any word they hear. Their most
common reaction to humaJL<;, aside from blindly attacking, is to
mimic whatever we say, screeching it out without reason or
comprehension. They apparently have a language of their own, but
it is too guttural for humans to understand. 1have my doubts that
they can even communicate effectively with each other in this
garbled tongue: perhaps that is one reason that they have so much
trouble organizing.

Thankfully, there are some rarc. exceptionally adept goblins
which have managed a rudimentary grasp of our language. Basic
communication with these individuills is possible. though hardly
reliable. Goblins, racially, call themselves 'Bakemono; and arc
divided into many great 'tribes: such as Biteeyc and Breakjaw.

Some would surmise that because goblins behave so foolishly,
they must have childlike or even animalistic minds. This is not the
case, however. Goblins possess a certain kind of primitive
intelligenee - they absorb information and have the ability to learn
from experienee. TIlCY could not survive in the wilds of the
Shadowlands were it otherwise. The problem is that they
misinterpret so much of what 1I1ey see. Combat they can understand.
Hunting and the basic skills of survival are not a problem. Anything
beyond that is subject to gross distortion in the course of their
parroting. What they comprehend and repeat may bear little
resemblance, if any, to what is actually being observed.

Goblins are cruel malicious, selfish and violent by nature. TIley
quarrel among themselves constantly and murder among their own
kind is a common, acceptable activity. They simply toss out the
bodies of their dead with the garbage - which usually means
shoving it against the far wall or heaving it from the doorway to rot
where it lands.

Do not make the mistake of thinking that these awkward
ercaturcs are not dangerous. A lone goblin is no threal but lone
goblins are rarc. Their main asset is strength of numbers. which they
use to devastating effect. They attack in screeching swarms,
overwhelming opponents with sheer numbers and berserker
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enthusiasm. Goblin combat tactic<; are laughably simple, but al the
same time should not be underestimated.

Size and Build
Goblins range in size from about one ken·on lall (three feet) to

almost Iwo (five and a half feet). lney are bipedal and their normal
mode of locomotion is an ungraceful upright gait. Despite this, they
can move quite quickly for short spurts - scrambling and scuttling
close to the ground like a dog. However. they lack the physical
stamina to endure any prolonged runs at lop speed.

The proportions of the goblin's body are a warped,
exaggerated renection of our own form. Agoblin's head
is excessively large, with a skinny neck
that would seem unsuited for the task of
holding it up. The rib·cage is narrow and
the torso is orten pitched forward from
the weight of a bulging potbelly. Many
goblins have crooked spines, resulting
in hunched or uneven shoulders.
Limbs arc spindly and sinewy. thc
muscles bundled and knotted in
unattractive lumps. Arms tend to be
overly long and legs a biltoo short Hands
and feet are excessively large. with long,
gnarled fmgers and toes tipped with claws.

Their noses are large and uneven. often
hooked downward or upturned in pig·like
snouts. Their pupilless eyes are sunk into neshy
pot;kets. glaring from beneath their bony brows.
The lips are Ihin and stretched. contorted always
into fiendish grins or malevolent scowls. Chins tend
to be small and pointed. TIleir flesh is mottled grey­
green, with spots, warts and wrinkles. Wiry hair
peppers their hide and sprouts from their ears and
armpits. Most goblins have lillIe hair on their heads,
though some have enough to sport feeble topknots of mailed
strands.

Magic Mud
An intriguing example of !.he goblins' idiotic enthusiasm for

battle is their so-called Mmagic mud attack." Goblins claim to have
discovered a certain type of "lnagic mud~ - black and thick, it
catches fire with the slighlesl spark. I assume this 10 be some type
of foul pitch.

They presumably realized that iliey could reproduce our "naming
arrows~ attack by dipping their projectiles in the stuff. It is not
difficult to sec how their twisted logic progresses from there: if

arrows can be dipped in pitch and ignited. how much better it would
be to dip an enlire goblin and ignite it An individual covered in the
substance and sci alight certainly gives opponents pause.

I witnessed one such attack ncar the Kaiu wall. Aftcr gleefully
rolling in the Mmugic mud,~ the chosen goblin was set alight by his
fellows. Howling in agony, the incendiary goblin rushed toward the
enemy. arms waving in frenzy. He broke through the astonished
front line of the opposing forces and killed or badly wounded sil

bushi before collapsing in a smoldering heap.
This has been an especially favored technique among

certain goblin tribes. They are extremely proud of
this innovation. and it is ronsidered a great
honor to be slathered with the black goo and
sel alight. Those who participate are
considered great heroes, believing that the

-magic mud~ grants them the bailie fury of Fu
Leng himself. What we see as agonized screams

and panicked thrashing are viewed by thc goblins as
divine warrior mge. They line up at the pitch barrel

like children waiting for sweet rke cakes.
Foolhardy? Certainly. But under the

guidance of a shaman. and against a party
unprepared for such an onslaught sud!

tactic<; can be devastating. If their leader
can identify a focal unit in the
opposing army, he will order his
troops to engage that unit at all costs.
In small engagements, this usually

means very lillIe; the goblins will expend
themselves trying to reach their target. In a large·

scale battle, however, with many naming goblins
charging at once. the tactic can be devastating.

Wannongers
Goblin leaders, or Warmongers, are

physically distinguished from common goblins by their increased
size and sturdier ronstruction. Their skeletons are thicker and
stronger, Ihey are more powerfully muscled and they are more
aggressive. commanding and intelligent. Whether this is the result of
specific breeding patterns or merely the natural rise of Ihe strongest
specimens to leadership positions has yet to be seen.

Goblins with enough cunning and ambition to lead are quite rare.
These individuals ascend quickly and ruthlessly to command
positions and lake on the roles of warmongers or shamen. A force
of goblins led by such an individual is much more dangerous than
ilie average band or wandering goblins.

, ,
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Shamen
Afew goblins have managed to tap the power of magic. While

they are by no means highly skilled. they can nonetheless cause
much trouble and harm. Exactly how thcy work their magic is
somewhat of a mystery: I interrogated a small number of 'shamen'
and they do not seem much smarter than the average goblin.
They understand nothing of magical theory, the elements or
spirit summoning, and obviously do not revere the
kami. They seem to know only particular spells,
apparently acquired through theft and the careful
repetition of rituaL This is one instance where their
mimicry of human behaviors seems to have been
beneficial. They wave their arms and ch,mt and
repeat the spell, and incredibly. results arc 1.-
forthcoming. 4. ~

It is also common for these goblins to have
gained some knowledge of mallO and they arc
sometimes quite adept in its use.

Goblin Tactics
Alone goblin is no threat. but lone goblins

are rare. Their main asset is strength of
numbers, which they use to devastating effect. 'Illey
attack in screeching swarms, overwhelming
opponents with sheer numbers and berserker
enthusiasm. The standard goblin fighting technique
involves a sort of mad rush to the target. Goblins will bite,
claw, pummel and kick. If they have weapons, they will
slash and swing with manic abandon. Individuals will be
pointed out by the Warmongers or designated leaders,
and attacked in overwhelming numbers until defeated.
The mob then moves a~ one to the next target, whom lhey
attack until slain. and so on.

Kumo
TIle kumo, or Great SpIder SPITlt.~, arc the lost souls

of those who have been consumed by violen('C lind
revenge. Many of the oldest legends of the Spider
Spirit claim that the original beast was spawned
during a civil war between the Crane Clan, when tJle Doji fought the
Kakila for conlrol of the clan and its wealth. The resulting bitter feud
lasted for several decades, and during its rampant destruction, the
spirit of the kumo was born. It devoured aflthe souls of the warriors
who had enioyed the battle, made its home within Ihe spirits of the
oourtiers who encouraged the bloody warfare, and when it was

finished, it emerged in physical form upon thc southern lands of the
Crane, turning what had once been farmland into bitler, sailed
swamp.

Other kuma have since appeared, bul whether they arc spawn of
the original, or spontaneously formed from violent feuds is

unknown. What is known is thai the great Spirit of thc Kuma still
lives, residing in a great tidal whirlpool off the coast of the

Crane lands.

Ogres
Fu Leng's first creations. the goblins. arc vile and

dangerous, but they were not the merciless tools
of destruction that the Dark Lord desired. He
decided to experiment and redesign in order to

create a more threatening minion. 11le resufL~

were the ogres.
Much more intimidating than their

diminutive kin. ogres stand nearly three
ken·an (eight feet) lall. brutish beasts

with thick hides. sharp tusks and
more brawn than brain (unlike
goblins. who have little of either).

Ogres' bodies are strong and
powerful, bulging with
muscles and knotted veins.

They arc less ill·
proportioned than the
goblins: an
exaggeration of sturdy.
strapping human men.

Every feature of the ogre
suggests power. They have
broad, barrel-like chests. long,
powerful arms and legs, and
large meaty hands. Their necks

are thick and roped wilh
straining tendons. Their skin is

6 tough and gray, with motUed spots
and scars from past batUes. Black,
pointed claws sprout from their fingers

and toes, and their oversized lower jaws bear tusks that point to the
sky. Some ogres have horns or bony knobs protruding from their
skulls, olhers have full heads of shaggy. tangled black hair. The laller
often pull their hair back inlo scraggly topknots.

Ogres are generally solitary creatures. They are fiercely
territorial. establishing an area that they patrol diligently and defend
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against others, including their own kind. They are unbiased in their
hatred of others - any creature entering their domain is considered
a trespasser, prey to be hunted and destroyed. Kuni scouts have also
reported incidents of ogres working together.

Ogres are not subtle beings. They may not be the sons
of Osano·Wo. but Crane poets write of them:
"their rage trembles the earth as the storm
shakes the sky." In Crab terms, this means
they arc big, ungraceful and loud. You
can more often than not hear an
ogre long before il comes into view.
Their grunts, growls. and bellows echo
across the desolate landscape of the
Shadowlands, often accompanied by
terrified screams. Their heavy footfalls
evince no concern for stealth.

Their fighting 'style' consists mainly of
smashing, crushing and ripping. They do
not employ 'techniques' - Ihey do not
possess the intelligence, discipline, or finesse
to develop such concepts. Despite the ogre's
unrdined tactics, an unfortunate individual
caught b~' their mauling hands will often be
crushed into paste. All too often,
overconfident samurai arc broken like twigs
after maneuvering too close to an ogre's
grasping limbs.

Oni
Oni. Demons. Creatures of such despair that

children and adults alike awaken, screaming, at
the whisper of their presence. They are tht.
greatest of Fu Leng's creations, his prized children.
They arc the death of the Emerald Empire, and in
their blackened claws a vision of corruption and
hatred rises. If Rokugan can be destroyed, it will be
their might which turns the green fields into black
swamp and mire.

Some shugenja through the Empire pride themselves on
their maho abilities, summoning lesser Oni to serve Uleir
whims in exchange for some small essence or a taste of blood.
But these minor sorcerers have no understanding of the true power
of the creatures they dabble with. and should a great Oni come at
their calL their very souls would be forfeilto its power.

There is no mercy in ihcir hearts. No compassion, no soul. The
Oni are the truest creations of the Shadowlands. the greatest danger
which Fu Leng has ever turned against his enemies.

In a very real sense, they arc Fu Leng.
TIle Dark Lord has developed many unique Oni

monstrosities. Each is deadly in its own
way, each seems to have been individually
crafted by its Master, and all bear limitless
hatred for their human foes. Fu Lcng has

also spawned many subspecies of Oni,
endlessly replicating particular servants who

have performed exceptionally well, or which
would benefit from an increase in numbers. Each
individual is exactly like its brethren. performing
with the same abilities. thc same skills. and the
same amount of intelligence. Such Oni form the
shock troops of the Shadowlands army. scnl

against the Empire in unending waves. Presumably,
this repetition serves a specific purpose known only

to the Dark Lord. It docs have the advantage of making
them easy to predict, which has allowed us to learn a

great deal about them. While information on
unique Oni remains elusive, time and tenacity have

uncovered the weaknesses of numerous subspecies,
allowing us to combat them much more effectively.

The evil spirit beings of Jigoku have no natural
material form or physical shape as we understand
it. As the elemental kami spirits are creatures of
pure energy, charged with positive or negativc
furies, these beings are formed from the invisible

twining of corrupt energies. Therefore, when
one of these dark beings is brought to our World
of Forms, it must have ilS shape defined. It must

first be granted a name, one to which it can cling
and bind its corporeal identity. The proper name
of a person, a human being, is the only sort

which can grant the oni physical form. for only it contains
enough power for the spirit to subsist on. Eventually, the
ani may gain total control of the namer. How long this
subjugation lakes depends on the namer and the relative

strength of the oni bound to him. Namers with a slrong mind
and forceful personality are usually better able to resist the ani's

influence.

Oni Lords
Four times in recorded history, powerful Qni summoned by

foolish shugenja managed to not only gain control of their namers,
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but somehow break their bonds and roam Rokugan freely. No one
knows how the Oni accomplished this. nur the final fates of thc
shugenja they escaped. Some speculate !.hat the Oni (Akuma, Kyoso.
Shikibu and Tsuburu) somehow de"oured their namers' souls.
Others maintain that lhe Oni somehow banished lhe namers' souls
10 Jigoku in meiT place.

However it happened. once the Oni overtook the souls. they
destroyed the namers' bodies as well. In all cases, the remains of the
unfortunate namers were found horribly mutilated. Some say thc
gaping wounds looked as if they had been made by something
bursting out from within. The destruction of the flamer made thc
Oni's physical forms on earlh permanent. and severed any bonds
that the summoner had over lhem. They were now free. wilh
physical bodies as well as their inborn spirit energy. to move
through our world.

These rogue Oni went on terrifying rampages. destroying farms.
\illages. even entire provinces in the revelry of their newfound
freedom. Eventually, the pull of the Festering Pit drew them to the
Shadowlands where they established themselves as powerful 'Oni
Lords:

Ottikage (Steeds of 1=u
Lettg)

Horses iliat die in the Shadowlands rise again as ollikage,
creatures with scaled. horse-shaped bodies, long fangs, crocodilian
lails. glowing eye-sockets, and clawed hooves. They range from dark
green 10 bruise-purple, with tentacle·like manes of contrasting color.
Those stripped of flesh by other onikage rise as skeletal versions
with identical slatistics. Beheading prevents this. Undead Moto often
usc onikage as steeds.

Trolls
Trolls are much more reclusive than their kin, the ogre. Whether

they are merely an offshoot or the ogre breed or an entire species
unto themselves has yci to be determined by the Kuni scholars of
thc Emerald Empire. Like ogres, trolls are large and solidly built,
designed mainly for pure brute force and physical power. But while
the ogres arc rather lean - their bulk being made up of almost solid
muscle - trolls possess more fatty tissue. TIleir sickly green flesh is
nabby and corpulem, with a moist sheen that gives them a slippery
appearance.

They are more misshapen and move less gracerully than the
more properly proportioned ogres. and do not stand as tall.

measuring a little more than Iwo ken·an (between six and seven
feet). 'nley have great hanging jowls with protruding fangs nnd their
beady, glowing eyes can be seen gleaming in Ihe darkness from a
good distance. Their arms are abnormally long. with grossly
stretched fingers possessing multiple joints and deadly claws.

Unlike the ogres. trolls have two obvious sexes. and unlike the
goblins. they tend 10 live together in 'family units' of up to five
individuals. Troll females only seem to reproduce once every several
years; I have not been able 10 observe the birth or juvenile stages of
these reclusive creatures. so I do nol know the particulars of that
process. I as.<;ume, however, thai like all other Shadowlands
creatures, the mothers do not show affection or care for their
offspring. Survival to adulthood is most likely based on rapid
maturation and inborn survival instincts, not on any care pro\'ided
by Ihe parents.

Trolls tend to Unger in the swampy regions of the Shado.....lands,
preferring a humid, moist environmenL They are amphibious - able
to breathe both air and water. Trolls often lurk jusl below the murky
surface of the min; ready to spring upon passersby. They can remain
underwater ror many hours without emerging, and exercise
inhuman patience while waiting for their prey. In addition to
hunting, troll 'families' also roam the swamps foraging for food:
picking bits of rotting maHer from the muck and rooting about in
the mire for the foul wriggling creatures that populate these regions.
Unlike ogres. trolls have no compunctions about what they consume.
and greedily devour even the most repellent morsels.

Troll Tactics
As a rule, when trolls spot humans enlering their area. they

scalier and vanish into the swamps, leaving nothing but rapidly
disappearing footprints. They then wait for the interlopers to venture
further into Ihe swamp, where the trolls ambush them from their
hiding places. When springing an ambush. they move with blinding
speed emerging from total concealment and overwhelming their
victims in the blink of an eye.

Trolls attack by striking out and raking \\;th their razor·sharp
claws. They are surprisingly fast for their cumbersome outward
appearance and can strike with dexterity that belies their misshapen
appendages. It is best to stay out of a trolrs reach. for iltakes only a
second for one of their arms to lash out and rip bloody gashes across
an opponent.

When attacking, trolls become quite agitated. bouncing and
hopping about while emitting terrible, ear·splitting screeches. I
believe this is a deliberate laetic used to disconcert and confuse the
enemy. It can certainly be distracting and orten provides them with
a decisive edge in combaL
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passable army.
Spell-made zombies are deliberately created by a maho-user; if

the spell to awaken the zombie fails. the corpse animates without
control and attacks the caster. If successful, the zombie must be
given a mystically made porcelain mask. which, if removed, or
destroyed, also destroys the zombie. The intellect of these creatures

,
/

/

Nakanu \'.'fote down everything he learned in a detailed series of
notes. which later became the basis of the malw·/sukni technique.
Once he had assembled enough information, Nakanu began Ihe
arduous process of learning how to master it. He spent another two
years establishing and perfecting a method of spcllcasting, one
which could focus Fu Leng's dark energies into a controllable spell.
Finally. after countIeS-') hours of research and work, he achieved his

goal; he was able to raise a zombie in the Shadowlands before Fu
Leng could, and command it to perform any action he desired.

But even this was not enough for Nakanu. He needed to
know more; a single zombie. or even a group of zombies, was

inadequate for his purposes. He wanted an entire army,
~. one which could defend Rokugan's southern border

"". ~ against any threal He began studying ways to
I _.:,--- ~ resurrect large groups of the undead. to

1
~- -...:::., control them as a general would

\\ ... \" ~ --... control hiS troops. In hiS obsessl\e
l' ~. ~ quest, he wenl 100 far too qUickly

,,~--. One dark lllght. he
attempted to resurrect
seventeen corpses at once,

and could not control them
all. His mastery slipped when
the first allacked him, and the
rest fell upon him in a.I heartbeat In the space of

1/' minutes. he was devoured by his
own horrible creations.

Shadowlands zombies (simple
bodies which rise again from the
ground of the Shadowlands onte

l
their original life has been lost) are
mindless killing machines which
pursue and strike anything

without the Shadowlands Taint.
They cannot understand or make
speech, and will not take orders
from maho-tsukai. However,
necromancers. maho·tsukai, and

Oni (even dim·witted ones) can
control them enough to shape them into a

Zombies and Skeletons
Some nine hundred years ago, the mysterious Kuni family. bound

by their dan's oath to defend Hokugan from the Shadowlands, began
researching the foul nature of their adversaries in hopes of finding
ways to destroy them. Their task was fraught with periJ, for those
who learned too much were driven insane, or worse. The
Shadowlands taint corrupted dozens of Kuni shugenja, and while
they discovered counlless dark secrets, their name has
been tarnished ever since. To this day, one
cannot mention the name "Kuni" without
evoking images of madness, cruelty, and
sinister magics best left undisturbed.

At the vanguard of these carly researches
was a shugenja named Kuni Nakanu, a
distant cousin of the original family founder.
Nakanu had traveled into the Shadowlands on
patrols and observed some of the effecl~ the
twisted lands had upon his fellows. The
dead in the Shadowlands never stayed
dead for long; within a few hours. they would
invariably rise again as undead zombies and
turn against their Jiving brethren. Nakanu was
fascinated by this process and longed for some
way 10 turn it against the Dark Lord. If the Crab
could raise tlleir own undead armies, they would
no longer have to risk living men in constant
bailie. Fu Leng would lose a valuable asset,
and the Crab would gain an implacable ally.
With this goal in mind, Nakanu vowed 10
master lhe dark magic needed to raise
the dead.

He spent years researching the
phenomenon, studying and cataloging
the nature of the undead. He learned
how the bodies of the dead became
possessed by dark spirits called
kansen and how they gave the
corpse locomotion after the
original soul had departed. He
studied their simple brain
functions, and the appetite for liVing flesh
which drove everything they did. He conducted numerous
experiments. both in the field and within the locked rooms of his
laboratory. Some whispered that he even kidnapped live subjects
and used them as ~lest cases"; if he did, the details of his
experiments arc blessedly sparse.
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is limited, but they C3n understand simple commands. They obey
only their controlling shugcnja. and do not act except on his
command. They will let themselves be destroyed unless IOld 10 fight
bad<.

The true porcelain mask fetishes used by the Blood Speakers not
ooly focus dark energies and allow creation of zombies who will
unwaveringly obey the mask's cndlanter. but cause them to
understand morc complex instructions. They have a self·
preservation instinct, and will fight to defend themselves without
specific orders. These zombies are almost man-like in intellect,
retaining many of their original memories and prejudices from their
previous time among the living.

Plague zombies are zombies whose body tissues and organs
carry stigma of the Wasting Disease. one of the first Black Scrolls
opened. Any region which has plague 1.ombies can be assured of
finding the signs of their passing: the Plague.

Skeletons are aging zombies whose flesh has rolted away, leaving
bare bone and cartilage. No more intelligent than their more fleshy
comrades. their lighter frames move with greater speed than the
stumbling and lethargic zombies.

Raising the Dead
One of the most harrowing aspects of the Taint is its effect on the

rerently dead. Any human who dies within the Shadowlands'
borders will rise within hours to become a mindless minion of the
Dark I..md. These zombies are simply shells of their former selves ­
their souls haVing (presumably) fled at the point of death. I believe
that their souls are replaced by malevolent spirits controlled by Fu
Leng. Or perhaps they relain some ghost of their former selves ­
now utterly corrupted and bound to the Dark Lord's service.. None
know for certain, save the damned, and they do not divulge such
secrets. In any case. the bodies continue to rot and dcray as lime
goes on. eventually becoming no more than animated skeletons.

Shadowlands Madmen
The horrible, Tainted bushi of the Shadowlands are known as

"maho-bujin." Bujin are those warriors whose Taint has exreeded
their spirit's will to resist Ihe call of the Dark Lord. They fc<:1 an
irresistible urge 10 travel into the Shadowlands. often walking unlil
their feet bleed, slaughtering anyone in their way. If they are lucky,
they will be killed by Crab patrols. traps or marauding creatures
before they reach their destination as a living servant of the Dark
Lord ... until the end of eternity.

Crea-mttes

Special Abilities
Carapace
Crealures with Carapace have natural armor. This can be an

actual hard shell. or thick skin. or simply an ability not 10 fetl biOlA'S.
On all Damage rolls against a creature with Carapace, reduce all
dice that roll below the Carapace rating to 'T.

Fear
Some creatures are innately fearsome, and cause even brave

samurai to quail. When characters encounter a creature with Fear,
the}' mUSI roll their Willpower against a TN of five times the
creature's Fear rating. Any character who fails this roll may not use
Void Points when fighting the creature. and must drop all dice thaI
roll lower than the Fear rating on all rolls made against the creature.

Invulnerability
Some creatures cannot be affected by ordinary weapons.

Crealures with Invulnerability take only one Wound when slruck by
normal weapons. Weapons made of jade or crystal and nemurana~

generally do full damage against Invulnerable creatures. At your
discretion, a katana thai has been handed down through a sufficient
number of generations may be capable of innicting Wounds on an
Invulnerable creature; two or three gencrations who carried the
sword (and who are now dead, and thercfore spiritually available to
guide the blade) ought to be good for at leasl half normal damage.
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Shadowlands Creatures
Ordinary Goblin
Earth: 2
Fire: 2
Water: I
Air: 1

Reflexes: 3
Rolls When Attacking: 3k2
Rolls For Damage: 4k2 (sword)
TN to be Hit: 10
Wounds: 8: +10; 15: Dead
Goblins are found throughout me Shadowlands. These unsavory

crealures populate every region of the Corrupted Lands. from the
desolate plains to the stinking, waterlogged swamps. They are
exceptionally hardy and adaptable creatures - their survival
depends on it, since they aTC too stupid to move to beUer living
conditions.

Goblin Shaman
Earth,2
Fire: 2
Water: 2
Air: I

Reflexes: 2
School Rank is considered 1.
Rolls When Attacking: 3k2
Rolls For Damage: 4k2
TN to be Hit: [0
Wounds: 10: +10: 20: Dead
Goblins practice a primitive form of magic that resembles maho.

They usc the maho rules on page 125. Goblin shaman School Ranks
arc always Rank 1.

Goblins. sadly. arcn', vcry good at magic. Every time a goblin
shaman attempts a spell, increase his Target Number by at least 5 ­
by 10 ir he's trying 10 do something complicated at the same time,
like walk, or remember what he's aiming aL

Goblin Wannonger
Earth, J
Fire: 3
Waler: 2
Air: I

Reflexes: 3
Rolls When Attacking: 5k3
Rolls For Damage: 5k2 (sword)

TN to be HiI: 15 (20 wilh armor)
Wounds: 15: +I0; 30: Dead
Goblin Warmongers are bigger and smarter than their

counterparts.. They are clever enough to figure oul how to put on lhe
armor and swing the swords. When the Goblins raid Crab castles.
lhe Warmongers always lead Ihe way.

Other Creatures

Bog Hag
Earth: 3
Fire: 2
Water: 2
AU,2

Reflexes: 3
Rolls when Attacking: 4k2 in natural form
Rolls for Damage: 2k2 in natural form (Claws) or weapon

damage
TN to be Hit: 20
Wounds: 10: +10; 20: +15: 30: Dead
A bog hag's nalural form is that of a loathsome green crone with

sharp nails and jagged leelh. IIlhrives by stealing lhe skin of human
victims, espedally those of beautiful young women. It wears such a
skin like a suil and can even masquerade as a given victim for shon
periods of time.

Special Abilities:
If a Bog Hag successfully $Cores a hit against an opponent with

her claws, the opponenl has a 2 in 10 chance of catching a disease.
The disease is permanent until treated by a healer or shugenja's
healing magic, and causes boils, blisters, and a loss or Stamina at thc
rate of one rank per week.

Mujina
Earth, 1
Fire: 2

Agility: 6
Water: 2

Strength: 3
Air: 2

Renexes: 5
Skills: Alhletics 5, Defense 5
Rolls when AUack.ing: 3k2
Rolls for Damage: 1k1 (rocks or hurled objects)
TN 10 be Hil: -
Wounds: -
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Physically, Ihe mujina do not seem particularly threatening. They
appear as squat orange humanoids with spindly limbs and vestigial
bat Wings. and stand approximately one-third as tall as an average
human. Their broad faces sport comically large glowing eyes and a
grinning mouth full of small sharp Iceth: a pair of horns crowns
their heads. These [eatures are common to all mujina, but beyond
thaL their appearance varies wildly in body shape and proportion.
Some arc thin and gangly. others rotund. They are capable of
dextrous night although their wings seem too puny to support their
wcighl They can move with blinding speed. and in numbers can
overwhelm a man almost before he is aware of their presence.

Mujina suffer no damage from physical blows and cannot be
harmed by most spells. Elemental Ward will keep them a1 bay, and
is usually enough to get them 10 move On; they arc easily bored and
will rarely have to patience 10 wait out a warding spell.

Conversely, the only way they can inflict damage is by throwing
something at an opponent. The more valuable the object. the more
likely it is to be used as an impromptu missile. Mujina attacks are
intended to vex and harass, no more; their damage rating reflects
this nonlethal tendency.

Nikumizu
Earth' J
Water: 1
Fire: 1
Air: 1

Reflexes: 3
Rolls when Attacking: lkl
Damage: Does 4 Wounds per turn while attached.
TN to be Hit: 15
Wounds: 2: +5; 4: Dead
Nikumizu are diminutive, grub-like things. 11ley lurk in dark,

moist crevasses - among rocks. in swamps, dead trees. under fallen
logs or burrowed into the earth. They are about the size or a man's
forefinger, and roughly the same shape. They arc worm-like, with a
thin, brittle shell that can be easily crushed within one's fisL

Their mouth parts arc designed to pierce flesh and burrow inlo
it If a nikumizu succeeds in getting under the skin. it begins to feed
on muscle tissue. starling wherever it entered (usually somewhere
on the limbs or extremities) and moving toward the tOrso at a nHe
of about three inches a minute. As this extremely painful feast
continues, the affeded portions of the victim's body become useless
- permanently, unless magical healing is employed.

Special Abilities:
When a nikumizu has squirmed beneath the skin of an opponent

their attack is automatically successfuL and deals 4 Wounds each
tum Once attached. they can only be removed by a character

proricient in Medicine. The procedure iL<;elf deals 2k2 Wounds 10 the
recipient for each Nikumizu to be removed.

Ralling, Typical
Earth,2
Fire: 3
Water: 2
Air, J
Rolls When Altaclting: 3k2
Rolls For Damage: 4k2 (spear)
TN to be Hit: 15
Wounds per Level: 10: +5; 18: Dead
See page 121 for more delailed Ratling information.

Ratling "Shugenja"
Earth,2
Fire: 2
Water: 3
Air: 2
Rolls When Attacking: 2k 1
Rolls For Damage: 3kJ (knife)
TN to be Hit: 10
Wounds per Level: 7: +5; 15: Dead
Spell Casting: Ratling shamen usc barbaric rituals (such as

bleeding) rather than St'folls to cast their spells. A Ratling shaman
may know three spells whose TN's cannot exceed 15. all of which
can be cast without scrolls.

Ralling Bnshi
Earth: 4
Fire: 4
Water: 2
Air: 2
Rolls When Altacking: 4k4
Rolls For Damage: 6k2 (sword) (Some have superior weapon!;

which give them 7k3.)
TN to be Hit: 20 (sometimes 25 with Ligh! Armor)
Wounds per Level: 10: +5; 20: +10; 30: Dead
Railing Bushi can (and often do) use !lle armor and weapons of

men that they've scavenged from fallen samurai.

Ogre
Earth,2

Stamina: 6
Fire: 3
Water: 1

Strength: 6
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Air: 1
Reflexes: 3

Rolls When Attacking: 5k3
Rolls For Damage: 8k2 (big dub. maybe small tree)
TN 10 be Hit: 20
Car.lpace: 7
Wounds per Le\'el: 15: +5; 30: +10: 45: +15; 60: Dead
While huge and strong (and far more clever than their smaller

cousins), ogres still lack certain advantages that human beings take
for granted, They have no Sociill structure and cannot organize into
large groups. They lack the skills to make tools, surviving instead on
hunting and banditry. And their battle tactics - while terrifying ­
have no finesse. llnd skilled samurai can usually find WllyS to defeat
them.

Ogres arc solitary creatures, only gathering together in times of
greal upheaval. They subsist by waylaying travelers, or by hunting
the great beasts thai prowl the Shadowlands. Of all Fu Leng's
creatures. they are the most likely to be found in Rokugan proper.
since their small numbers make it easier for them to penelrale Crab
defenses. See page 135 for more information about ogres.

TangleYine (Fudoshi)
Earth,j
Waler: 0
Fire: 0
Air: 1
Rolls when Attacking: tkI (special)
Rolls for Damage: none
TN to be Hit: to
Wounds: 5: Dead (each vine)
[t is only l"itting that one of the few forms of vegetation that will

grow in the Corrupted Lands is us deadly as many of its creatures,
111is unobtrusive vine grows in tangled lllats on the ground in many
areas of the Shadowlands. If one steps into its midst, the tendrils
instantly begin to rustle and tighten, reaching up to coil around
arms, legs and ne<h. If unable to escape ils clutches, the victim will
cl,lcntually be smothered by the plant's constricting coils.

The plant seems to gain no sustenance from its victims. and most
likely thc fudoshi's sole purpose is 10 acquire bodies 10 rise as
zombies in the service of Fu Leng.

Special Abilities:
When the tanglevine attacks. it rolls and keeps a number of dice

equal to the number of vines (tentacles) striking at the victim, up to
a maximum of 10 strikes a round - the largest fudoshi known 10

exisL If the victim is struck suocessfully. he temporarily loses one
point of Agility per allachcd vine. For example, a large fudoshi
strikes with six vines. rolling 1kI six limes. and hits with three. The

victim immediately loses three points of Agility. If the victim's Agility
reaches O. he is immobiliZed and loses consciousness in a number
of rounds equal to his Willpower unless freed by an outside SQurtt.

Victims will rise as a zombie approximately 24 hours after they
arc killed.

Troll
Earth,2

Stamina: 5
Fire: 3
Water: 1

Strengtll: 5
Air: 1

Reflexes: 3
Rolls When Attacking: SkJ
Rolls For Damage: 6k2 (big club, maybe small tree)
TN 10 be Hil: 30 Carapace: 7
Wounds per Level: 10: +5; 20: +10; 40: +15; 55: Dead
The green, flabby, bUI powerful trolls prefer to attack from

ambush. and are much more likely to be met in the swampier parts
of the Shadowlands than sneaking through Rokugan proper. If faced
with superior forces. trolls disappear and remain out of sight until
their foes are gone. They fight with all the ferocity they can muster
until at least one of their number has been slaitt When lraveling
through the Shadowlands swamps. it is imperative to maintain
constant vigilance for these dangerous foes, and 10 give them a wide
berth if at all possible. See page 137 ror more information about
trolls.

Zombie
Earth: 0

Stamina: 3
Water: 1

Strength: 3
Fire: I
Air: 0
Rolls When Attacking: 1k1
Rolls For Damage: Skl (improvised ,....capons - many do only 4kl)
TN 10 be Hit 5
Carapace: 7
Wounds per Level: 60: [)ead (see below)

Special Abilities:
Immwlt to Pain: Zombies take half damage from slashing

weapons (round down) and II. damage from crushing weapons.
Invulnerable: Whenever a Zombie suffers 15 or more Wounds

from a single blow, it loses a random limb:
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1-2: Left arm
}-4: Right arm
5--6: Left leg
7~, Righi leg
9: CuI in half
10: Decapitated
If a zombie loses an arm or leg. the arm or leg slithers behind

the zombie. keeping up the best it can. The zombie cannot reattach
the limb. If it is an arm. !.he hand will try to attack anyone within
reach. Zombics take no TN penalties from Wounds.

If the zombie is disemboweled (cuI in half). the top half will
rontinue to claw after ilS targets. If the zombie is decapitated i!
rollapses and dissolves into black ooze the next morning.

Lesser Gni

Oni nn Gekidn
Earth, 4/612
Water: 3nn
Fire: 5m3
Air: 4/5/2
Attacking: 5k5l7k7/3k2
Damage: 3k3/7k7l2k2
TN to be Hit: 20125/10 Carapace: 3/810
Wounds: 40: +5: 50: +10; 60: +15; 100: Dead

Special Abilities:
Fear. 2 in normal stale. Fear: 4 in Rage
Dni no Gekido usually hus the first set of Sials - Earth 4, Water

3. Carapace 3. elc. Keep track of each time Oni no Gckldo rolls a 10.
When it's rolled five lOs, it rages for 1-10 rounds.

While in its Rage state, Gekido uses the second set of stats - Fire
7, CarapaL'e 8. etc. For the first two rounds of Rage, it is immune to
normal weapons and lIll spells cast at it have their TN increased by
20. Once the Rage ends. the third set of stats are used (Earth 2. Fire
3, etc.) for 1-10 rounds.

When in a normal state, Gekido is a tough opponent, bUI when
it nies into its fits of Rage. it is nearly impossible 10 kill. The Rage
starts randomly and without warning - there is nol necessarily a
uigger. Rages usually last from 5-10 minutes. In the first two
minutes. Oni no Gekido is unstoppable and immune to all attacks,
physical and magical. It will destroy anything in its patlt As lhe
Rage subsides. it becomes increasingly vulnerable and weak. After
the Rage has ended. Gekido is at its most hugile for a period of
about two minutes. In this state il will anempt to keep its distance

and gather its strength. A relatively weak attack could possibly
deslroy it in this Slale.

Oni no Gekido delights in the deslruction it causes when
enraptured in its terrifying rage, ninging itself about to smash
buildings. trees. anything in its way. Entire villages have been
destroyed by Oni no Gckido's fury. Those fortunate enough to
survive tell tales of its high·pitched. maniacal laughter, and its
slithering, hissing voice as it whispers fervent praise to its Dark
Masler.

Oni no Ugulu
Earth, 6
fire: 2
Water: 2

Strength: 8
Air 1
Rolls when atlaeking: 41<2
Roll for damage: 8k3 (claws) 8k4 (tree club)
TN to be Hit: 10
Carapace: 161spccial
Wounds: 20: +5; 45:+10: 60:+15: 75:+25; 100: Dead

Special Abilities:
Fear: 4
Immune /0 all arrows except omlOr piercing
Each Ugulu is immune to one or more spells. Each such Oni is

different and the spell to whicn each is immune is chosen by the
GM for each one.

Towering over thirteen feet tall. Oni 110 Ugulu is a big, ugly brute
with a nasty temper. Its footsteps shake the ground and il~ bellows
and growling laughter echo across the land as it approaches. It has
a thick purplish hide. covered with coarse hair. Normal arrows
bounce harmlessly off it, though armor piercers can sometimes
penetrate if ilred from close range. With its great horns, glowing eyes
and longue like a serpent of flame. Oni no Ugulu strikes terror in all
who lay eyes upon it.

It attacks mainly with great sweeps of its massive, clawed hands.
Asolid strike by Oni no Ugulu can crush a man's bones to powder.
While it lacks skill and strategic cunning, its strength and stamina
are great, and it may take a dozen or more men to bring it down by
normal means. The Rokugani have not yet discovered its variable
magical immunity, and think that it is still vulnerable to any magical
attack. Those who have discovered the true stale of affairs ha\'c
generally not been in a condition afterwards to report their findings
to the Empire.

/
Qame Master's Quide



Chap er 'three

The Beginning
When Mother Sun and Father Mooll gave names to all tltat they

beheld, something. a little slip 0/ /lothing, did /lot lOallt a /lallle.

- Goju's Celestial Agonies

The Living Darkness is literally as old as thc world. In fael it is
the last remainder of the primordial sluff that made up me universe
before Ihe Sun and Moon named lile world. giving it form and
shap'-

Because Ihc Living Darkness never look a name. it was never
bound 10 a shape. In lIS purest form. the Darkness has changed lilLIe
in the passing millennia. It is a single entity. [I is aware. And more
recenlly. it is hungry. The Darkness has no shape of its own, but at
some point in lime, perhaps by acciden~ it stumbled into a formed.
sentient entity. It no longer matters if that first consumption was
Illan or animal. The darkness discovered that what it ale, it could be
without losing its "'nothingness~ And by being. it amid affect

The Living Darkness has changed little in the scheme of things.
but it has changed steadily. It absorbs all that it destroys. keeping
and mingling the memories and minds. the victories and the vices
of its prey. The individual personalities of its victims have no impaci
on the whole. Similar to dropping a roin into the ocean. the impact
is too small to be noticed by any but the coin and ils owner. Hut over
time, the basic, consistent nature of its quarry has touched the
Darkness.

In a very real sense, the prey has taught Ihe hunler. The nature
of the Darkness has shiftl'd with the ages in which it's fed. When
men roamed in open fields of grass and faced each da....-n with the
single roncern of seeking out sustenance and a safe place 10 sleep,

the Darkncss did the samc. When men selllcd in villages and began
to cultivate his fields and domesticate his animals. the Darkness
learned rontentment Eveniually, men's villages becamc cities. and
he raised armies to defend them and to go out and take the lands of
other men. From this age. the Darkness has learned ambition and
thc valuc of power.

The Darkness' hunger has grown specillc. Like a hound. it seems
power as if it were blood. This doesn't mean that the U\ing
Darkncss is out to devour every daimyo and karo in Rokugan. Real
power doesn't always rest with those in positions of authority. II
strikes one at a time. selectively taking targeL~ that may have no
apparent worth in and of themselves. Like a game of Go. a stone
placed in the beginning of the game can win the day.

Some have speculated that the Darkness seeks the key to
Rokugani magic, because that is where real power lies. Since il was
never properly named, the Darkness remains outside the natural
order, and so has no real connection to it Fearful voices hne
whispered that it is raising armies of nameless legions to march on
and enslave humanity. Still others fear thai the Darkness seeks to
steal so many names that it eventually undoes the act of creation
performed by Lady Sun and Father Moon. returning everything 10
the primal state in which the Darknes,'l itself exists.

Evidence can be found 10 support any and all of these claims.
People in places of high office have been taken. but so have those who
were apparently of no account There are very few people in Rokugan
who are even aware of the existence of the Darkness.. And of those.
fewer still ha\'e any real understanding of what il is doing. If the
Darkness has a single. defined objective, no one has yet been able to
determine what it might be. It may not even be possible for anyone
who has lived out less than one life to comprehend the machinations
of an entity with countless years and lifetimes behind it

'the Scorpion Connection
Not surprisingly. the ones who have the most knowledge of the

nameless entity are the ScorpiolL SpecificallY,there are those among
the Shosuro family thaI know of a Shadow deeper than the one they
walk in. First year Shosuro ninja cadets are all called for a special
review at tile end of each year. They stand in a line, shoulder to
shoulder. no man touching another. They do this just at twilighl
While the students waiL their teachers all sland before them,
swathed in full cloaks. the same gray as the dusk. With them is
another Figure. dressed in the same cloak but seemingly darker. as
if the fading light of day refuses to touch him. This stranger walks
down the line and. reaching oul with one long, dark hand. toudles
each of the recruits in tum.
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To some, the touch is fcather light as if a mild breeze had slipped
past them. Others experience a deep chill and afterwards find
patches like frostbite on their skin where the fingers rested. On rare
occasions. some have been known 10 go mad on the spot frothing
and convulsing on the ground. Their fellow students tell of their
faces warping and their limbs twisting as if their bodies could no
longer rerondlc themselves to their own shape. TIle families of these
students are sent polite letters explaining that their offspring did not
survive the training process. BUI always one or two students do not
retum for exercises the next day. Their fellow students arc informed
that they have gone away for specialized schooling. The parents of
these students also receive a teller saying that their children will not
be returning home.

The lruth is that Dnrkness still remembers its old bargain with
Shosuro. When the first Thunders walked into the Shadowlands to
fight the dark might of Fu Leng. only Shosuro returned. Most
Rokugani know the story of how Shosuro lived just long enough to
pass on the Black Scrolls before succumbing to her wounds. But
there are those among the Scorpion Clan who tell a different ending.
They whisper that Shosuro returned changed, and that the day
Shosuro was seen no more was the day that Soshi appeared with his
shadow brands.

Soshi and the Darkness
After Shosuro's very public demise in the Emperor's palace. her

body was carried back to Scorpion lands. Her clothes and mask were
burned in a very private ceremony, altended only by Bayushi. a few
of his dosest advisors, and a young shugcnja that had not previously
appeared in Bayushi's COurl However, there were no witnesses to the
cremation of Shosuro's actual body.

As the badly wounded Shosuro was struggling on the long trip
oul of the Shadowlands, she realized she would not reach the lands
of thc Empire. But Shosuro had been aware for several days of a
strange presence that had wCltched the entire battle with Fu Leng.
and had never made itself known. Sensing it nearby, and knowing
that the Black Scrolls must reach Rokugan, Shosuro called out to the
presence.

The LiVing Darkness had followed Shosuro and the other
Thunders since they entered the Shadowlands. Whether it was
drawn by a Slrength previously unknown to it, or knew of their
coming, the legends do not say. Shosuro is said to have claimed that
it watched as they fought and defeated Fu Leng. When the last
Thunder began to make her way back to where she'd come from, it
followcd her. The Darkness WilS hungry for so great a power, so
painfully close. But it could sense that even at the moment of death
and greatest pain, it was still too small to overtake them,

When Shosuro called for the Darkness to come, it went to her
eagerly. Although Shosuro did not recognize what she had found,
she knew that it may hold her only hope of escape. It spoke to her
without words, and offered strength - in exchange for servitude.

"I will give you what you cannot take:' Shosuro offered. "But it
will be on my terms or not at aiL"

And so the Darkness gave itself to Shosuro. and she gave herself
10 it, and together, they re-entered Rokugan. Shosuro knew the
danger of what she brought, but she also had seen the carnage
wrought by the Evil Kami. If it were a choice between Fu Leng's
return, or the slow invasion of Shadow. she preFerred the Darkness.

She had no concept of the immensity of her decision. Although
the Nameless Darkness seemed sm<lll and weak. she could not have
conceived the strength to which it would grow... over a thousand
years, and a thousand nameless souls.

Shosuro placed her confidence in Rokugan's ability to find some
W<Jy. over time, to fight back the Darkness. But even a Scorpion can't
always strike the perfect bargain. In her desperation, Shosuro over­
estimated her ability to control her shadow.

She returned as she'd planned, and delivered the Black Scrolls,
but she also carried something more. In the bag with the scrolls, she
carried an item which the Darkness coveted, a hand made of a
blackness so deep it seemed made of shadow itself. Given to her by
the Darkness, the Obsidian Hand held not only the flesh of a God.
but a piece of the soul of the Shadow,

After her scene at Otosan Uchi. Shosuro playactcd hcr own
demise, the perfect way to keep her secret~ within the Scorpion Clan.
Bayushi. her most trusted ally. had her 'body' brought to Scorpion
lands where Shosuro took on the identity of Soshi. a shugellja
capable of a new kind of magic: the magic of Darkness. TIle brands
which Shosuro/Soshi gave to her allies, her servants and her
children is drawn from the very Shadow substance in Soshi's own
body and spirit. Of the souls it touches, one in fifteen are taken by
the Darkness .. , never to return. These nameless souls have been the
price of Shosuro's bargain for a thousand years.

Soshi, now ensconced in his identity as Bayushi's new head
shugenja, assisted his lord in the construction of Bayushi castle. But
that was where the plan began to fade.

Soshi had intended to keep the Darkness subjugated to his will,
using it as he had always used others. But Soshi now found himself
becoming further and further adrift from his old life. He began to
suspect that the very idea of taking on a new identity was not his
own, but the Darkness', (0 this new identity. everything was less sure
than it had been, and foothold was all the Darkness required.
Suddenly. all of Soshi's identities began to muddle. each one trying
to break away as the Darkncss offered each in turn its own chance
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at power. The control thai Soshi had mastered began to unravel as
the dislraught Bayushi waldled helplessly.

Prowling ears could hear voices coming from Sashi's chambers
lale into the nighL Bayushi's voice would ask questions, sometimes
outlandish, other times bizarrely simple. He would ask after lhe
nature of shadow, and how one could walk on nothing. Then he
would plead \0 know Soshi's favorite season. sounding as if his heart
would break.

Sometimes il was Soshi's voice that answered. bUI other limes. il
might be any of a dozen other voices. men and women. And on
occasion. the listener might even believe that it was the dead
Shosuro's voice that answered.

Still, Soshi continued their ruse. He appeared in oourt regularly
at the side of Bayushi, and introduced Sltinob~ shadow magic, to the
Scorpion. But Bayushi was never quite the same. seeming always a
lillie sad. a little distracted.

The SlOry of the lost family of Goju is unknown to the Empire,
and even the Ikoma cannot tell the tale. Goju's singular work on the
Darkness. the Celeslial Agonies, was never shared with the Clans.
The Scorpion have no record of it among their secrets, the Ikoma
libraries do not know of it and even the Emperor's records do not
contain a copy of the Black Text.

Lillie is known of the Goju. save for brief mentions of a mortal
by that name. at the beginning of the world. When the Kami chose
their Great Clans. Goju ned in terror, hoping to escape their
innuence.Perhaps it was Goiu's weakness that drew the Darkness to
him, or perhaps it recognizcd Goju's fear as kin to its own. It is
tertain that the Goju arc not a 'family,' at least nol anymore.
Although they may have all once been descended from the original
Goju. they arc certainly no longer simply composed of relatives.
Instead. the Goju includc his descendanh, as well as those
transformed by the Darkness who desperately seck to retain their
name. Sorcerers of shadow. they are all that the Shosuro wish to be,

~.~ ~ui r.:anllul aliadi. \~jjcn!~lIdl>uYu iia'U her bdyU:oiu, tile CVJlJ IldUllU
sum undying loyalty. nothing to keep them from turning fully to the
Lying Darkness.

Their magic is not mallO. nor is it the way of the Kami (both of
whim the lost minions of the Shadow arc incapable of using). It is
true Shillobi. the art of twisting reality by giving form to
formlessness. and removing form to create substance. There are no
members of the Goju family who arc not Shadow.-corrupted, and
they remain loyal to their dark ally through all its incarnations. They
expect nothing more than to be taken by the Darkness (and thus,
given a form of immortality) when they have served their use. This

strange mutation of bushido serves the Lying Darkness well, and it
uses its minions mercilessly.

The Goju allow the Shadow 10 take them as it pleases. and use
their power for as long as the Shadow allows them to exist In
return, the Shadow has taught the Goiu its deepest secrets and most
powerful horrors. They are the masters of sJrinobi, but servants of
the greater Shadow. The bandits whim Kaagi met in the Unicorn
Chase were most likely led by Goju, fanatic bushi complelely willing
to die to free their companion.

All true Goju ha\fe a Void of O. representing their separation from
the Sun and Moon, and the Darkness's theft of their innermost
identity.

Ninja
It is important to note that not every ninja is a part of the Living

Darkness. Nor is every Shosuro training fadlity a home to it But
there are places that few have seen where young men and women
lrain in a stranger form of stealth than at most Shosuro schools.

The Living Darkness gives some of its substance (0 the Shosuro
family; out of this they craft their Shadow Brands. calling on the
formlessness of the Darkness itself. Shadow brands are a diluted
form of the raw Shadow substance that the Darkness uses when it
creates minions. Although the Shosuro claim the 'dye' is made from
the leaves of a poisonous plant the truth is that even they do not
know what the 'brands' are created from. The leaves of the plant
they usc stain the skin, true. but easily wa~hes away. When the
brands arc administered, during the tejin4 ceremonies. the kage
yakiin is applied, first with the plant and then ... with Darkness.

Because the art of kage-yakiill, or kage-do. uses only a fraction of
the Darkness. it takcs longer for the branded individual to be
affected. II requires two shadow brands to achieve one Shadow Point
(sec page 149). Once this occurs. the individual in question has the
attention of the LiVing Darkncss. and cach subsequent brand equals
one more Shadow Point

A messenger of Darkness comes every year and chooses a
-jJ<1JlulJi ui Sfiu:.uru :.luJclll.:l tv oe II..'. drm:. <1IlJ icg::>, II:. cyc'~-:;nJ~''''

cars. These Siudents finish training in isolated compounds. The
buildings. all one story. are built of a slick blac* wood unlike thaI
found anywhere else in Rokugan. The students live in a dormitory.
sleeping through the days and allending classes at night Their
masters. all identical in appearance, leam them 10 become one with
the dark. As the students learn of the Darkness. it learns them as
well, so that by the end of their lraining' they have become a part
of the Darkness. It can then use their fonns at will wear their faCfS,
know what they knew. This is the fifSl of the three forms of
Possession.
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The Powers of the
Darkness

There are three methods by which the Darkness grows. Each has
its own strengths and weaknesses. And anyone of these can be
practiced on man or beasl

The Lying Darkness
The Lying Darkness. TIle Shadow. The Dark

Madness. Ninja. :The LiVlng Darkness. Walking
Nighlmares. Insanity's Maw. The Enemy. The Word.
The Deep Nothing.

The Shadow has many names in Rokugani
rolklore, and anyone who ~-peaks of it may use a
new term. The Unicorn, remembering the name
their forefithers gave it long ago. most frequenUy
refer to it as the "Lying Darkness." It has no Dame
of its own, and no mortal being can give il one. In
fact it has become so strong Ihal e\'en the Sun and
Moon may be unable to name it if they tried. The
namelessness of this entity reveals its greatest
strength....

It is nolhing at all

Absorption
This is the mOSI time-consuming. but also the most profilable

course. Absorption is an intimate process by which the Darkness
draws the victim in a piece at a time. slowly stealing away
everything that makes him or her an individual. Sometimes this
process is \'oluntary (as il is with the Shosuro cadets). although the
victim normally doesn't understand the enormity of what is
octurring. The Darkness lures in the victim, either by giving them
special abilities or by breaking down ulcir barriers, emotionally and
mentally.

Objects of the Absorption gradually find that they do not
remember certain things about their lives: their favorite color, the
name of their sisler. which knee they scarred as a child. Outwardly,
lhey also become less and less !.hemselves. Their features lose their
distinctiveness until there is nothing that identifies them from any
other face. E\'entually. these features will slip away. leaving only a
physical shell as smooth as a pebble. By the time this occurs. the
Darkness has complelely stolen their identities. taking them as its
own.

Afler this has been accomplished. the Darkness may use any
knowledge or ability thai the victim possessed. (This does nOI
include sorcerous abililies: being outside !.he laws of nalure. !.he

The Darkness's best weapon is ilS very nature. being unbound to
asingle shape. It can look like anyone or anything, becoming solid
in whatever form il chooses. familiar or bestial. Or it can lake no
shape at all. free 10 move through solid substances. In its natural un·
lorm, regular weapons can't harm it, although if it is assuming a
malerial shape and does no1 wanl to give up the ruse, it may feign
Injury. lade and most conventional magics 3TC also ineffectual.
DespHc its resemblance to shadows and its mimicry of them. the
nalure of the Darkness is not affected by normal light.

However. light reflected through lhe facets of crystal shines
through any representation or manifestation of the Living Darkness.
and injures its physical minions.

The Darkness is in a unique position of extreme power mixed
\\'ith strict limitations. Because il exislS outside lhc natural order of
things, it can only directly affect those who invite it into themselves.
Howcvcr. ovcr lhe yean; it has learned craft and lhrough thaL it
knows a hundred wa}'S to work its way through those openings. The
Darkness will attempt (0 find a weak spot. a place where it can gain
a hook in ilS intended prey. Once it has done so, it is free (0 allempt
10 use its powers. The greater the Darkness's hold, the easier it
becomes to affect !.he individual in the future.

Howe.....er. if the Darkness cannot gain some advantage with its
intended prcy, then it can affect them only through ilS minions, men
and womcn that have allowed it in, and so have given it control over
tbem, The Goju make the perfect weapons for the Darkness in cases
Stlch as thcse,

What Makes a Character Vulnerable
The Darkness looks for things that are unbalanced in people.TIlc

best defense is a passive onc. Having a high Void rank goes a long
way toward protecting a person from the Darkness. Characters with
any obsessive qualities are more susceptible. Also. letting desire or
ambition cloud one's judgmenL and accepting gifts from the
Darkness. gives it a clear road in.

Another tool of the Living Darkness is fear. The fear that made iI
hide from the Sun and !.he Moon is !.he only legitimate feeling it has
e\"Cr experienced. Everything else has been an imitation of the
fetlings and sensations it has wimessed in those around it But it
understands fear. and associatcs fear with power since its own terror
of Sun and Moon keeps it hidden still Through !.he years the
Darkness has become expert al invoking the deep sense of horror
that makes its victims more vulnerable.
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Uving Darkness is unable 10 wield the raw elemental forces thai
consUlUte Rokugani magic.) It can also wear the form whenever it
chooses. When the Shadow does this, the ronn is, for all intents.
solid. It can be touched, smelled. etc. But it can also be unraveled
whenever convenient Hokugan is rillcd with storics of the ninja
shape-shifter, a creature able to wear any form of its choosing and
to disappear like smoke. In actuality, there is no limit to the numbers
of these beings because Ihey are not separate entities at all. but
extensions of the Living Darkness.

The best defense against this kind of allad is a passive one. The
higher a character's Void ranking, the more difficult it will be for the
Living Darkness to affect them. Characters who spend time alone in
the presence of Lhe Darkness experience confusion. E\'cn if their
Void is high enough to prevent their being taken, their minds will
be fuddled as if waking from a deep sleep.

Mimicry
The DarlOless can also mimic any form it thooses. The individual

being copied is not affected in any way by this copying process.
However. if the Darkness intends to keep the form for any length of
time and does not wanlto chance interference. it may do away with
the original either destroying the bcxIy or leaving it somewhere it
won't be found.

Although this method is much easier and requires almost no
time. the Darkness does not receive any of the benefits of absorption.
It cannol draw on the memories and abilities of the victim, and the
copy is poorer. since the Darkness has only what it has observed to
draw from. Intimate acquainlances will notice things awry. The eye
color may nOI be exaCl The copy may be left·handed instead of
right. Copies also do not have the victim's knowledge to draw on.
However, if the doppelganger is dealing only with those who did not
know the original. the facade may hold lip very well.

Corruption
The Darkness also keeps physical minions. It imparts special

abilities to a willing vessel in return for the target's service. liowe\'er.
the nature of the Darkness's formlessness is eventually incompatible
with material forms. Physical side effects result after only a brief
time in this kind of relationship. Much like the Shosuro cadelS who
were unable to withstand the touch of the Darkness. these vessels
begin to shift Their features do not fade, but they cease to fit, giving
the faces an asymmetrical deformed quality. The bodies respond in
kind; one leg becomes too long. or the fingers on a hand no longer
all bend in the same direction. These minions arc extensions of the
Living Darkness, and as such, their forms arc subject to its will.
Initially, the Darkness can exert sufficient control over the minion's
form to keep it from degrading very badly, Eventually maintaining

the extension's integrity requires 100 much aUention from the
Darkness. When this happens. it withdraws its support enlirely,
leaving the minion to its fate in a body which no longer possesses
enough cohesiveness to funclion. These creatures don't normally last
more lhan a few hours or days before expiring horribly. their limbs
and internal organs twisted and rearranged.

In exchange for its minions' total obedience. the Darkness moves
them at incredible speeds, using its influence on them to make them
briefly less substantial. This allows them to attack and disappear al

amazing rates. The Darkness can give them fantastic powers of
stealth. advanced bodily functions such as exceptional hearing or
sight, and even limited shinobi abilities once they are prepared and
have proven their loyalty.

The Darkness in Dreams
The Darkness has learned that humalLS are more susceptible to

suggestion while asleep. It is nol an unusual tactic for il to visit its
victims in dreams. offering them gifts that they might never accept
in the waking world, or else bringing them such extreme nightmares
that they arc emotionally distraught after waking.

Any Void resistance rolls made 10 resist the Shadow while asleep
are at TN + 10. Also. dreamers who suffer from fear effects while
under attack from the Darkness in their sleep ....'ill be unable to use
Void the next day, giving the Darkness an ad\'antage.

If a manifestation of the Darkness 'physically' attacks someone in
his dreams. and is successful in 'killing' him there. the character
must make a Void roll at TN 5 (have the player make this roll
without knowing what TN he is attempting to reach - it provides
more suspense, and enhances the feeling of risk). If he fails. he truly
dies, leaving strange marks on his body - hand prints. bruises, and
claw marks from the inside. TIle Darkness rarely attempts this. as it
is an obvious, clumsy and ineffective - the Shadow's ultimate goal is
not to kill, but to absorb. Anything less is a waste of effort.

The Darkness also knows how to take advantage of emotional
lies between people. By maintaining an emotional link with
someone who already belongs to the Darkness. characters leave
themselves open to attack. When the Darkness wears the form of
someone dear to a Pc. he must make his Void resistance roll al a TN
+ 5.

Shadow Bolts
When the Darkness gives power to a minion. it spreads some or

its own substance into the pawn. The receptacle's own body
struggles to contain the darkness and keep its own form. but this
can only be maintained for a limited period of time,

The Darkness uses a similar techniques as an altatk. A fully
corrupted minion (6 Shadow PoinL<;) can fling a solid bolt of its own
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material al a target once per day. A physical creature slruck by Ihis
alta<::k experiences in an instant what takes weeks. monlhs. or c\'cn
)'tarS for a corrupted individual to undergo.

A minion of the Living Darkness which ttcates shadow boilS
rolls 516 against their mose.n targers TN to be hil If lhe bolt hits.
the target must roll his Void against the Shadow's To-Hit roIL If he
is unsuccessful in matching the number. he receives 3k3 Wounds as
Lhe shadow bolt enters his body, exploding with the raw sluff of
nothing. Further shadow-bolts will continue to harm him. until he
finds himself literally unforming where he stands, his Features and
limbs slipping out of place until they physically break into nothing.

A recipient of a shadow bolt who successfully resists the
damaging effects of the attack is still infected with the Darkness. The
Shadow will always know where the character is. and the character
will be plagued by nightmares. manifestations. and other attacks by
the Darkness as it attempts to complete the conversion. He will feel
occasional hands within his body, pressing outward, and his vision
Ytill sMt and change from time to time. In effect, he will never be
rid of the Uving Shadow, and it will never allow him to be £Ice of
its influence. His body will begin a slow breakdown, resulting in a
subt.le shifting of features. and the rise of unusual marks or slightly
shortened (or lengthened) fingers. toes, or limbs.

Because shadow bolts are not physical they can not be removed
Ytitb medicine or surgical skills. even if an entire limb is amputated.
There is no physical sign of lhe infestation other than the faint
'twisting' of the body, and there is absolutely no sign of Shadowlands
Tainl

Only a full manifestation of the actual Darkness can perform the
shadow bolls. Minions - creatures with less than 6 shadow points ­
don't have the capaCity.

The Swann and other Physical Manifestations
The Darkness cannot create new ideas. bul it can imitate

anything it has observed. and since the world was created, it has had
quite a lot of lime. It is capable of reproducing creatures it has seen,
altering them slightly to suit itself. Aswarm, for instance, is similar
to any maSS of nying insects. but it performs as an extension of the
Darkness' whole being.

The Lying Darkness can (llso create a pocket of blackness, lhe
absence of light. by un·naming the things that the affected observcr
secs. This is a temporary process, lasting only a few moments. The
Darkness is actually only borrowing the name brieny, but by doing
so creates an isolated void, a small space of nothing. The intended
effect is to unnerve the target. pushing for yet another opening
through which to insinuate itself.

Darker Possibilities
There are rumors of one more manifestation of the Living

Darkness.. lsawa Kaede's mother, Ninube. was a manifestation of the
Darkness, bUI her father was a human mart Kaede's father, the
Master of Void. named her at birth, and seems to have banished the
Shadows from her, leaving her entirely human. But this known
inCident leaves open the possibility of other similar occurrences. As
of yet., there is no definitive understanding of what a mild hair
human and hair Shadow might be capable of. Perhaps Kaede, child

Shadow
Points

I

2

j

4

Ahility

Stealth

Swiftness

lnsubstanlialitv

Mimicry

Description

The PC receives a bonus of 2 dice~ rolled and kept, 10 any actions which involve stealth.

The PC can travel quickly across small or great distances (up to a number of feet equal to 100
x their total Shadow Points) instantly, up 10 a number of times cqual to their Shadow Points.
Their body moves as shadow; stepping into one patch of darkness and oul another (both
shadows mUSI be large enough to encompass the character's normal form). They may not pass
through solid objects with Ihis ability (see below).

As the PC becomes increasinJ!lv alluned to the Darkness theY can berome less solid. allowing
them to take half dam3l!.e from normal weapons. but they recei~e twice normal damage from
crVSlal weapons. Further. they may (with 1 round of concenuationl pass through solid obiects
with a sutte$ful Stamina roll at TN of 5 (paper), 10 (woodl. 20 (slonel. 30 (metal or fleshl a
number of times ~r ~ ~ual to their Shadow Points.
This is the last stage at which the player still retains control of the character. They still have
much of their minds. but are on the edge of losing control of their bodies. which are
becoming twisted and obviously mutated. This less solid state allows them to duplicate the
Darkness' Irick of mimicry, appearing as anyone they have observed. The detail of the copy is
exact. and can only be discovered with a successful Perception roll versus the Shadow
minion's Intelligence x 5.

C\ame Master's C\uide
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of a Goju (Ooji Ninube, mother of the rerent Ninube linl' of shbwbr)
and a mortal will know in time.

The Weaknesses of Darkness
Aside from avoiding the liVing Darkness. maintaining a high

Void Ring, and trying to stay clear of temptation, there is very little
a PC can do against a direct manifestation, The only defense which
has been discovered so far came back from the Burning Sands with
the Unicorn.

When her children were all devoured. Lady Sun cried, and her
tears fell to earth. When Hanlei cut open lhe Moon's stomach. drops
of his blood fell and mixed wilh the tears, creating men. However,
not all of Lady Sun's tears mixed with Lord Moon's blood. Those that
fell to the ground and lay alone slowly hardened, until they were
bright, clear stones... crystal. These remnants of the Sun still have
enough of a kinship with their owner to affect the Darkness. They
still possess a fragment of her True Sight. This is why light refracted
through crystal can see through the Darkness. It's also why the
Living Darkness can't pass through crystal. The substance is older
even than the Darkness.

Characters may not be able to use this as a very potent weapon
against the Darkness. but it rna}' buy them a bit of time, or protect
them from some of the minor manifestations. Even in small doses.
it is helpful in detennining whether someone is a part of the liVing
Darkness. If the light strikes a creature corrupted by the Darkness.
it causes that creature 3k2 Wounds. Physical minions and those not
fully converted can also be fought and destroyed by conventional
means. Some attacks will be more effective than othe~ depending
on whidl abilities the Darkness has granted them.

The Darkness and your
PCs

There arc sc\'eral things to consider when introducing the Living
Darkness into your game. It is more powerful than the characters. It
is not a fair enemy, It is not something that can be foiled and
defeated once and for all The Darkness is a primal force. The PCS
cannot stop typhoons [rom occurring; all they can do is weather any
gi\'en storm.

In short, the PCS cannot completely defeat the Darkness as an
enlity, so don't put them in a position where they have to. The
Darkness is a capricious enemy. Its motives are vague and its
methods 3re obscure. The characters' exposure should therefore be
limited to dealing with specific incidents.

It is critical to remember that having a PC absorbed by the
Shadow is tantamount to killing Ihe character. (you, the GM. take

control of the character to use it as a pawn of the Darkness.)
Therefore. the same cautions and considerations that apply to killing
a PC need to apply here as well. When you're using the Darkness in
your game. the characters should feci as if they are threatened in a
very real way. There should be consequences to their actions and
their inactions alike. However, before a character is devoured. they
should have put their own foot into things.

The Darkness is an intimate enemy. For it to usc many of ilS
powers on an individual, the character needs 10 have given it an
opportunity. Dangle carrots for your players. Give them the dlance
to open their own door to the enemy. If they do so, regularly, then
the chances of the Darkness gaining a foothold is increased.

There arc a number of ways to tempt your characters. some
subtle, some nOl Let's assume that your players encounter the
Darkness and it chooses to try to Possess them The PO; must make
a resistance roll, using their Void against a TN of 20, modified by the
circumstances of the 'attack': using a loved one's face, or if the
character has the remains of a shadow bolt inside them. raiscs the
TN by 5, Other circumstances can raise this number even higher, as
the situatioD demands. Each time the character fails. the Darkness
gains a point of influence with the character, When these points of
influence become higher than the character's Void ring. the character
has been completely absorbed by the Darkness, and can no longer
be played as a Pc. Every time your player accepts some boon from
the Darkness. a power, a favor, an influence, ete. the resistance TN is
permanently raised by an additional 5,

Hemembcr. even if the characters are unwilling 10 allow the
Darkness in, or if they are strong enough to a\'oid contamination.
they can still be affected by the physical minions.

Touched By The Darkness
Odds are that eventually one of your PO; may be corrupted by

the Darkness. Whether this occurs Inadvertently or deliberately on
their part. it brings up several issues for you as the Game Master.

Baiting the Trap
In any good RPG session, the characters have at least some

control over their fates. The things that they do should affect the
outoomc. even if the results aren't necessarily the ones they expect.
It's important that at the cnd of a game session, your players be able
to look bad and say, "I can see that what J did in the beginning
affected the end of the game."

This is especially true when the things that happen directly affea
the players character. For the purpose of infecting PCs with the
Living Darkness. it is of the utmost importance that they have at
least some choice in the matter. Before you introduce the Darkness
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into your existing game, take a bit of time. and develop a plan of
attack for each of your players. Take into consideration the
character's personality: a predisposition toward power, a revenge
obsession. etc. These things would aUract the Darkness. Then. decide
on a strategy to tempt them into giving the Darkness a doorway in.

Tailor eam inlrOduction 10 the characters' weak points, since this
is how the Darkness would begin. A crude example might be to
approach a PC known for his ambition and lack of moral fortitude
and offer him the opportunity 10 join outright In exchange for
swearing allegiance to a new masler, he will be granted powers of
Increased stealth. elc. How much of the nature of his new master you
rmal is up to you.

This is a great opportunity to playoff of your PCS' disadvantages
and backgrounds as well, the things that really make their
dlaracters unique. Offer your characters things they want, but with
strings attached. Put them on the table in front of them and let them
b:>k at them for a good long while. Let them think about iL For
wmple. if a character took the Dark Secret disadvantage, give him
the opportunity to get rid of iL Perhaps he has lhe misfortune of
being under Benten's Curse: the Darkness can give him the illusion
of beauty and charisma. II can get rid of the ghost that's haunUng
them. It can ease their craving for sake.. It can offer them the head
of their Sworn Enemy on the proverbial platter. It can even bring
back their lost love. And it all looks so easy. There may be a cost.
but how could it really compare with the satisfaction of your life's
goal suddenly within your reach. or your most hearlfelt desire in
)'OUr grasp?

Consequences
Whenever a PC becomes contaminated, he is Marked by the

Darkness. This Mark is similar to a Shadow Brand (see Way of the
Scorpion), but exists on the inside of the individual's skin. II
becomes visible, rising to the surface. whenever the individual
octively uses a power of the Darkness. The Mark becomes more
visible each time he achieves another Shadow Point as well.
Erentually, il will become an obvious and permanenLly visible
design. The design often appears in the form of twisted lines, similar
to chains or dripping blood, but has no substance - the chains seem
three·dimensional. but are nat against the skin, while the blood
seems to run from the skin. but lea\'es no trail and no stain against
clothing. The Mark always appears to have substance. but once
touched or investigated. is no more than a stain upon the pes skin.

LnOuence
Once the Darkness has a hold on the character, it begins to exert

innuence as well. The strength of this influence increases as the PC
accumulates Shadow Points. Whenever it suits the storyline, the

Darkness may try to exert influence on affected pcs. When ~'ou

decide that the Darkness is going to take a hand in events. use the
following procedure to determine its success or failure.

The Darkness rolls one die for each Shadow Point the character
possesses. If the action is in line with the personality of the PC. the
target number is the character's Willpower x 2 If it is somewhat out
of character. the target number is the character's Willpower x5. If it
is entirely against the Pes nature (sud! as turning and striking down
another party member), the TN is the character's Willpower x 10.

As PO; accumulate more and more Shadow Points, they are
likely to perform many out·of character acts. Their features begin to
fade, and other members of the party may start to notice the chunge.
Other characters can roll their Air at a TN of 40 - (5 x the affected
character"s number of Shadow Points) to see if ihey notice something
seriously amiss.

The Dal'kness in youI'
C\ame

Here's sOllle tips on deciding how best to use the liVing Darkness
in your game. As has already been stated, the Darkness is a vast
entity. Trying to destroy it would be like trying to march oul and slay
the Fire Dragon. Therefore, avoid games where the goal is to get rid
of iL Here are some other goals that may be more reasonable:

• They may stumble into knowledge revealing some or all of the
nature of the Darkness. They make it their mission to seek out proof
of its existence and reveal it 10 the rest of Rokugan in an effort to
warn them.

• One or more of the characters may be infected with the
Darkness and on the lookout for for any other traces of Shadow in
the hope that they can somehow find a way to reverse the process.
Although there is no cure, it may be possible to slow the process for
a while. The closest anyone has come is Isawa Ujina, the Master of
Void. (See the Who·s Who section in Way of the Phoenix for Ujina's
story.) After being struck with a bolt of pure Shadow substance. most
would have succumbed immediately. But Ujina's affinity for Void
and his immense will have allowed him to exist for years with the
corruptive thorn still within him. It has warped his body obscenely,
but has yet to claim him. He has been unable to remove iL

Another option is to not reveal the full nature of the Dilrkness to
your players at all, but to have it appear at various points, mixed in
with your more regular games. ThaI way the characters can identify
that something is amiss. but will be unable to pin down the precise
details.
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Chapter Four:

Bushido

~Iowto Run
anL5R

Campaign
"What you call 'I' is merely a door Ihal moves when yOIi inhale

and exhale."
- 71w Tao of S!zinsei

Before an author begins writing a book, he has a rough idea
about his characters. He knows ahout their strengths and
weaknesses. a few of their characteristics and a vague idea of how
(hey would act in different situations.

As much as this writer would like all GMs 10 aspire 10 be
llo\'clists, not all of us make our gaming societies the same way.
Often in our home-brew campaigns (L5R or otherwise) we have a
notion of where the world came [rom. who OUT gods arc. where the
King of a certain nalion was born, ilnd how often the volcanoes
erupt. Maybe your style is to creatc the characters [irs! and shape the
environment 10 fit the dans you've made, pulling an emphasis on
the power hitters of your world. Or perhaps your games have been
designed with a chunk of rock. and you add the people and nations
like spices to the already existing terraform. In that case. the people
are like everyday humans, merely moving through history with a
real and determined fate. In these games the level of power would

be vastly lower, and the chance to influence the environment
becomes less likely and less obvious. How you choose to play your
Rokugan is up to you. Making the PCS weak so th<lt they don'i
greatly disrupt the Cl<ln War canon storyline is one thing. but
remember thai irs no fun to blow up the Death Star after Luke and
Han have done il

Players get an idea of the game world from reading the
sourcebooks. If a game emphasizes the level of religious
involvement in the campaign world, then the players can instantly
see for themselves ihat there is a pious elite governing the dictates
of daily life. Some games give ihe players every detail from ihe cosi
of tuna to the size of a bag of rice, while others play up the
importance of the major conflicts and only lighily touch on specific
cultural details, leaving GMs and players to guess at the significance
of hand shakes and salutes.

It is the GM's duty to detail the most important facets of a
campaign in advance. No player wants to find oui. after spending
seven characler points on Poetry, that Ihe adventures arc on the Wall
and in ihe Shadowlands; and no player wants to muke a Unicorn
explorer who spends his days guarding a thicket of rice from bandit
raiders. 111e following information will detail how to assist the
players in character creation and in aiming them in the right
direction.

The Open Campaign
They've come 10 the table with a True Honin. a Malsu

Dcathseeker, an Ide Courtier. an Isawa Void Shugenja. and a Kaiu
Engineer. Now you have to give them a purpose to be together. This
sort of game, where the players arC allowed 10 make any characters
they like and it is the duty of the GM to make them fiL is an Open
Campaign. Open Campaigns allow players the freedom io take on
characters that they would like to play but forces the GM to deal
with the repercussions. We're not telling you not to play this sort of
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lIse zumi
I Bushi (any type)
I Dishonored bushi - stam

with Black Sheep and Social
Disadvantage

1 luch; shugenja or 1 Kitsu
sJmgenja

1Roni", true or ex-Lion
Only one of these characters

may be a Clan or Imperial
MagisJrate. Only two of them may
buy the Sworn Enemy
Disadvantage.

Compromise

GMs are enrouraged 10 be as
specific as they like with the
HandoulS and these characters. and
10 dedicate their first session of
play to walking the players through
the entire crealion process. The
closed campaign frees up the GM's
time, but limits the players' options.

Nothing is worse than a party in
whim one player whose character is killing peasants al an alarming
rate, :.md the others have to sit back and watd\ their honor ratings
plummel because they can't get him to stop and they don't want to
be forced 10 kill another Pc. While one player is free to do what he
wants in this situation. it is at the cost of other players' inlegrity. and
the role·playing is being compromised. Rather than meeting on a
rommon ground between characters. the players are in extreme
camps that refuse to budge., and that is no way for a team to get
along. When one player begins to pollute the ron! thai binds the PCS
together, it is time to cut the slrand and set the PC adrift on a raft
in the ocean.

Alert them to whatever storylines you arc ignoring, and those you
are focusing on.

The GM has a 101 of conlrol over the character creation process
wilh this type of game. For instance. the GM may decide that only
bushi or Crane characters will be allowed in the campaign. Perhaps
he generates a select set of characters and the players must "dire ofr
10 see who gelS to pick. A less reslrietive list oould look like Ihis:

Picture This
In order to help the players solidify a

character concept, it is often a good idea for them
to have a represenllfthoe picture at-their samurai.
Have a talented player drdw each of the
cbar.lcters, or pick a card pi'<lttre from the LSR
CCG that best suits him or her. You can also use
photographs kom magazj.~ histOll books., or
other sources to represent a physical description
of the character.

RlUJIember, NPCs should have the same
touches. APC is more likely to trust a pretty face,
for example, and with a picture to"represent the
NPCS, you might find yourself using character
quirks that you might not otherwise h;Jve thought
10 perform. ~

In a closed campaign, you give the players guidelines for creating
characters. Here, you let your players know what sort of campaign
you ha\'e planned. This is exactly what a Campaign Handout is for.

The Closed Campaign

campaign. bUI be prepared 10 do a 101 of work and be Oexible when
you run one.

You can require your players to decide how their characters know
one another. If the players know this going in. they may think twice
aboUI making widely dh'ergent character types. If they are jusl
finding oul lalk briefly aboul the campaign and where it starts, and
then let them brainstorm Players that can come up with characters
like these are likely to be able 10 flesh out their backgrounds well
and creativity should be
encouraged.

Pes who play relatives of one
another lend 10 create unkempt
campaign environments, where
stories of Iheir childhood
overwhelm Ihe present selling,
upsetting Ihe fun for everyone. GMs
may have to use a firm hand (0

direct this sort of story if the players
are unable 10 get a workable
ronctpt going.

The magislrate game is nOI
always ideal, either. Don', force
them 10 play magistrates just
because it suits your campaign. If
you run an open campaign, remain
open and go with what your players
decide to do.

Encourage the PCS to adjust
their character concepts slightly
before the game starts in the service
of parly unity. The Matsu
Deathseeker in the opening
example might be able to change to
an Otaku Battle Maiden with a little
bit of work, while the l$3wa Void shugenja could bt:come a Kuni
shugenja, reducing the number of represented clans to two from
four. Often the most non·descript characters can be persuaded 10
join a team of real samurai, especially if they're looking for fealty, or
are prisoners being relurned to face trial. Wilh a little bit of work,
your campaign should start 10 look less like a rostume party, and
more like a story.
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''For the coward there is no life.
For the hero, there is no death."

antagonistic because he opposes a player ch'lf<H.1cr·s goals: someone
who denies a samurai the right to seppuku could be a villain, as
might a trusted lord. Some characters are "yillains~. while others arc
only chance cnt'Ountcrs, rogues, and interesting people to meet in
your games.

Rokugan is filled with people, and it is Ihe Gamema~ter's job to
define them. He creates NPCs, conceives their purposes and
personalities. and then places the PCS in situations where they must
confront the NPCs, for good or for ill. If every villain is merely a
carbon copy of the previous one, your players will quickly become
bored. And when NPes become Oat two-dimensional, or
unmotivated. even the mOSI detailed adventure soon becomes no
more than a killing spree.

H can be problematic to create NPCs that are villains in every
sense of the word. Save for genuine psychopaths. people always have
some good qualities. Take a Lion daimyo who is slaughtering Crane

- Kakita Toshimoko peasants. He mighl be:

Many game worlds arc designed for easy conflict, filled with
mrlllSlers, beasts, and horrors that exist simply to be fought and
killed. Rokugan, the land of the Emerald Empire, is not such a
selling. A character is often knee·deep in a web of intrigue and
suspense, and the question, "Who's the bad guy?" is not easy to
answer.

Villains provide a foil for the player characters, getting in the way
of their goals. actions, and loyalties. They produce strife, either
inlentionally or unwittingly, and they provide the players with an
enemy to be defeated. In Rokugan, however, a villain might only be

Running an adventure is the core of any gaming session. Without
the adventure as a reference. there is no way to gauge the flow of
action. Most adventures are simple. straightforward. and shorl TIley
include a single plol a few important NPCs, a twist or two. and a
climax to bring it all together. A second plot-poin! can sometimes
rome near the end of Ihe story, 10 give closure and focus to Ihe final
act This second plol point is commonly related to the first in theme,
but docs not have to draw from the same style. Later, we will discuss
the use of plot points and the difference between the first and a
possible second (,\lld in epiCS, a third, fifth, tenth, and so on).

This section is dedicated to designing your own L5R adventures.
The charL~ and concepts in this chaplcr and at the end of the book
are not exhaustive. and should not supplant the creativity of the GM,
but they can be useful tools in plotting a t'Qmplicated campaign.

Black and White
'Roku9an

•
Itt

• A loyalist, fighting to regain a lost clan treasure that was stolcn
by the Crane. In this casco his loyalty should be commended.

• Slaughtering the peasants because they have contracted a
horrible plague. whidl they are about to spread through the lands of
both the Lion and the Crane. His methods may seem brutal, but - in
the end - he may save more lives than he takes by eliminating the
village.

• Convinced that the village is corrupted by the touch of the
Shadowlands. and that the Dilly way to eliminate the Taint is to
destroy them all. Here, his sense of duty to the Empire would be
commended by even the most rough·shod Crab.

So. then, why is your villain a bad guy? Irs entirely poSSible that
he is a raving lunatic, simply killing peasants for amusemenl but
that doesn't make for a good story. In such a ca~, the Lion's lord will
simply command the seppuku of his insane minion - or better yet,
allow the Pes to slay the madman before he causes more shame and
trouble.

By making villains fully defined people, and giving them
important (and justifiable) goals and motivations, you create more
than a simple enemy. You create drama. And when the player
characters discover why the "mad Lion" is killing off a village of
peasants. they just might find themselves joining the destruction.

Honor, Cilory, and Loyalty
We arc often a~ked about thc difference between Honor and

Glory in the Legend of the Five Rings RPG. When you create and
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playa villain. you have a wonderful opportunity to play these two
statistics against one another.

Honor, the internal measure of a character's selr-worth. is
determined by his true actiOns. A samurai who always obeys his
daimyo is certainly honorable, as is one who impeccably follows the
code of bushido. But if the samurai is only pretending to observe
these codes of conduct., he will temporarily act as if his honor is
much higher than it truly is on his character sheeL He is only playing
at being a truly 'honorable' samurai, of course. and when his facade
is disrupted the NPCs true status will be revealed through his
actions.

Glory is an entirely different situation. Because Glory is the
representation of how the world views the character. and a measure
of how well-known and respected he is, it is rare (if not impossible)
to have a character who appears to ha\'e a much higher Glory than
he truly does. Unless the character is an impersonator. "borrowing"
the Glory of a much more famous individual for a short time. he has
little to no impact on how his Glory is secn by others. This is not a
literal Glory·stealing; rather. even if no one knows the character
Shosuro Jomiko. when she dresses up like the famous general Matsu
Tsuko people will recognize Thuko (her Glory precedes her), even
though Jomiko herself has a much lower Glory score.

h is quite possible for a person to have an extremely low score
in one of these traits and an extremely high score in the other.
Someone who dutifully performs deeds for his lord accrues Glory,
but if those deeds are underhanded. he will certainly lose Honor in
the process. (Though Ihe outside world only sees that the samurai is
trusted and cared for by his daimyo. the samurai knows in his heart
the truth of his actions.) On the other hand, a samurai who
consistently follows the code of Bushido, but is forever placed upon
the Crab Wall with no superiors to re<:ord and celebrate his deeds,
may have a high Honor, but gains little or no Glory.

A character's loyalty may have nothing to do with his sense of
self-worth (Honor). however, or Lhe status (Glory) which has been
accorded him by his peers. At its heart, Rokugan is a world of choice
and consequence. IF your players aren't having to think about their
actions. then they aren't being challenged in a manner appropriate
for the world. Usc villains Lo challenge their morals. their
perceptions. and their sense of duty. Force them to consider their
actions against the code of bushido - but also by their OWl] moral
sense of right and wrong. Many of the greatest epics involve a hero
whose surfering is derh'ed from differences between his personal
beliefs and those he is forced to adopt

Themes
One of the opportunities that Rokugan offers is Ihe ability to

design an adventure incorporating more than one theme wilhin the
genre. Many games lock themselves into action or espionage
withoot providing alternate gaming forums. Conversely. these
games rarely get played for long periods, and GMs quickly become
drained of ideas. In Rokugan. GMs are free to creale aimosl any
advenlure with any theme. keeping the feel of the world new and
vibrant every time players encounter it

Action
In an action adventure. the PCS are presented with a

sLraightforward challenge involving monsters. spirits. humans. or
nalural disasters. It is an opportunity to use combat and physical
abilities for problem·solving. This is a vcry popular style of play, and
also has the highcst body count

Action adventures should have a high degree of energy and
ensure a wide array of action opportunilies. Too much of the same
thing and the players will grow bored. Remember that fantastic
events can upset the balance of the world. and GMs who insist on
making things weird for the sake of surprise may ruin the delicate
nature of Rokugan. Spicing op the game can be dangerous ir nOI
handled properly.

Comedy
Although Rokugan is not perfectly suited for comedic adventures,

players and GMs can have fun chasing after the dark sorcerer whose
plans arc always falling apart. or following the guidance of the
cryptic little Shintao teacher who tells them to walk off the edge of
the world. With comedy, the ideas are simple, but the action and
drama are askew. Serious themes done in a comic manner can be
very mac<lbre, and funny themes taken seriously become slapstick
and deadpan.

Comedic adventures can break Lhe monotony of a serious
campaign and interject an element of homor for a single night A
continuous stream of such games, though. can damage an otherwise
careful GM's reputation, and pigeon-hole him into a single style of
gamemastering. Comedic gaming is also riddled with digressions
(no pun intended); it is nearly impossible to maintain the veil in a
l'Omical game. but it makes for an excellent style for one-shot
adventures.

GMs should not overlook the "comedy or errors~ plOI structure.
An incompetent bureaucrat might give the Pes the wrong lra\'eling
papers. or promote them to high·ranking magistrates without proper
cause. ADoji courtier who keeps losing her gifts for the Emperor. or
a Hida samurai who never seems to have the right weapon at the
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right time, are great NPCs in a game where nothing seems to go
right

Other types of comical adventures include witty dialog with
samurai shouting puns and insults to each other in court. and "Fuzzy
Samurar, where the players are actually human-sized animals from
!heir dan (lion, Crane, Dragon).

Horror
Rwming a horror roleplaying session - whether in a fantasy

game like L5R or one more close to the bone like CalJ
of Ohulhu - takes patience and practice.
In order to be scary, you have to twist
JOOl players' perceptions. to make
them approadi the story in a different
way than they might otherwise. Mood
and atmosphere arc key clements to a
horror game, and it goes without saying that
ibe setting for a horror session should evoke
an atmosphere or roreboding and dread, Hold
!be game at night keep lighting to an absolute
minimum, play creepy music on the stereo, etc.
\\lthoul these sorts or trappings, your session
basn't got a chance. But lhat's prelly basic stuff;
~ )'Ou want to be scary, you've got to take it a
blOe bit beyond,

Roleplaying. as always. should be fun and
engaging; that doesn't change just because
you're playing a horror game instead of a high
fantasy or action-oriented one. The need for
entertainment gels lost sometimes when
dealing with frightening topics: lhe desire to
treat the topic the with proper gravity
overwhelms the enjoyable aspecls of
the game.

Some GMs who run horror believe
that you have to treat things with the
utmost seriousness in order to be
menacing: barking out orders. keeping
the players disoriented. occasionally
delivering threat-laden
pronouncements, etc. While this may
be true, it shouldn't be the only
element of your repertoire, and should
Dt\'Cr readi a point when it becomes
more intrusive than il needs to be.

Often, GMs feel as if they must
scare Iheir players through these

tactics. instead of the characters they're porlraying. This doesn't
work. Nolhing short of open violence against lhe players (which we
don', recommend) is going to make them fear for their own li\'cs. U
you direct your efforts towards them and nol their samurai, they're
eventually going to gel annoyed and SlOp playing.

Evoking lhe proper mood involves both a willingness on me
players' parts to be scared. as well the GM's ability to make
them scared. In mal respect. a good horror game should be
like a good horror movie; the players don', want 10 feel
uncomfortable themselves; they want 10 feel fear and
suspense for their characters. By vicariously experiencing

tcrror. apprehension. etc. through the orcumslances of
the adventure. lhe players will become excited by
what's going on, and leave LIle session wilh a
wonderful thrill running through their guts.

In order to do this. keep the players focused on the
arcumstances of the adventure. Immerse them in the
selling and atmosphere, and don't let them come up

for air, Try to keep people from wandering off for
snacks or straying off·topic in their con\'ersatiOlt Hint
that those who leave the table might nol have

surviving characters when they return. Ut them
know through your descriptions that their samurai

should be scared; emphasize the unseen
threats of their surroundings or the eerie
evenlS which lead them to it. And when

the time comes to hit them with the
monsler, hit them as hard as you can.

As the suspense crescendos and lhe
threatened danger manifests, move

quickly, describe things rapidly;
don'l give them time to think. If

you pull it off effectively, you'll
find the players hanging on
your every word - and loving

the session, even if their PCS end up
in tiny lillie pieces,

Above all, keep lhe creepiness focused
in the game. not the game table. Your

surroundings - the low lights. the
suspenseful music ~ should help

convey the game world, not
substitute for illf you can do that
then the horror of the session will
rome alive, and leave your
players begging for more.
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Chapter "FOUl'

Intrigue
The single most prominent adventure convention in Rokugan is

inlrigue. L5R is a very social game, and PCS will often be called in
to "walch~ or guide NPCs as their mission. Sublle adventures !.hal
slart small are more likely 10 turn into something larger laler. The
intrigue-based ad\'cnlure gives PCS that gentle push forward beraTe
dropping them into a web of back-slabbing treachery. When done
right such an adventure can have more tension and suspense than
a hundred goblin hunts.

In adventures featuring intrigue. the Pes are often involved in
schemes affecting one or morc of the Great Clans. Any clan can be
lhe focus of a "conspiracy': and the more esoteric clans - Unicorn
and Phoenix. for example - who arc thought to rarely involve
themselves in trouble. can make for cXl'Cllcnt surprise villains.

Ahhough not every intrigue involves secret societies plotting the
o\'erthrow of Rokugan, these games can form a good conclusion to
a lengthy campaign. or an introduction to bigger things on the
horizon. Conspiracies involve cults and secret societies:
Bloodspeakers. ninja. Kolal and the like are all fair game for this
sort of ad\'enturing. GMs should create an organizational tree for
intrigue-based adventures. detailing every character controlled by
e\'cry other character, who they know, and what they're after.

Mystery
Myslery adventures are hard to pull orr in an RPG. Any story that

keeps vital. ob\'ious clues out of the PCS' hands. replacing them with
subtle hims and conjecture. is sure to receive an audible groan from
the players. Ir a mystery adventure requires the players to hunt
down a spcciric culprit, the clues must be Obvious. But when lhat
happens, it stops being a mystery and starts becoming an
investigation.

Mysteries are supposed to keep the PCS guessing; the medium by
which we play does not allow for a properly devised mystery. In
order for a mystery to work, every detail. or everything, must be
described - the face of every NPC. their dress. Ihe interior of every
room, everything. If you intend to mystify and "trick" the players.
you must define ever}1hing to be fair. Otherwise they will know
where the trick is coming from, or they ",ill be blind-sided and not
appreciate the elemCIlt of surprise that you have created.

GMs interested in running a mystery adventure should focus on
a subtle plot. and keep the slory light and nexible. The more you set
in stone, the harder it becomes to maintain lhe suspense. Mix in a
few other pial con\'Cntions as well and }'Our story will be much
more interesting. To press for a long·term mystery, hint al it slowly
O\'er time. Do not rush 10 the villain: do not play your hand too soon.
Remember, great murder·mystery villains are always your second
guess...

Romance
Any game lhat includes the romantic involvement of two

characters (PCs or NPCs) falls into this category. liistorically.
romances have been lhe favorite of cultures around the world, but
our action-junkie lifestyles often preclude this sort of gaming.. GMs
interested in running a romantic adventure should lake a few
importanl details into considel"dlion.

First. roleplaying games often shy away from this theme, and
rightly so. Not only is it difficult for most garners to portray romantic
characters, but it is also difficult for most GMs 10 keep romantic
adventures exciting for any period of time. A campaign built upon
carning the hand of a maiden could become boring arter lhe third
session of ~wooing." GMs should consider mixing romance with
another theme.

Usually, romance works best as a subpial Perhaps the love of a
samurai's life is being senl by her lord to a place where he cannot
see her. Or the hero of the story finds himself serving on the Wall
with his loved one left alone at the Imperial Court. where other.
more convenient suitors prowl. If this subplot were used, lhe GM
might hint al details happening in the court wilh short scene<U1s.
and lhen relurn to the action to find lhe hero. tied up and unable to
return to his love. Bear in mind lhat a romantic subplot does nol

necessarily have to involve the PCs. It can be about the NPCs and
their need for the players (0 help them; the issues of duty and
obligation come to the forefront in this style of game. tugging on the
heart·strings of honorable samurai.

Despite all of this. adventures may succeed while concentrating
on this theme. GMs who know their players are up to it might hare
a seductress approach of one the party members and subdue him for
a few sessions. lllis works espedally well with players who cannot
make it eadl week. Perhaps a story like Romeo and Juliet (which
translates very well to LSR) continues 10 unfold around Ihe PCS
during a period when they arc preparing for war.

The Kharma Rule
Bul what about when a chardcLer dies? Losing someone's belo\'ed

samurd.i can be a difficult change for the player, and for your carefully
tailored campaign. A samurai is always ready to die for his lord. 10
throwaway his life at a moment's notice.. While this makes for
wonderful samurai drama. it can also make for a high mortality rate
in }'Our LSR campaign. Players understandably get quite tired of f\'ery
character lhey make ending his life with his own sword in his gUL

Because LSR can have such a high mortality rate, we suggest }'OU

implement the "kharma rulew described here. You may also wish to
employ the kharma rule if a character has died honorably,
gloriously, or selnessly, or if his death fulfills that character's destiny.
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Example: Ted and Shiba Usobe
Ted's favorite character - Shiba Usobe - recently died while

protecting his daimyo. Shiba Ujimitsu. Usobe was watching Ujimitsu

fso;entially what me kharma rule does is transfer points (rom a
player's dead character (0 his next character. There arc many ways
10 justify Ute transfer of poin!S. bul it's up 10 you and your player 10
determine Ihe reason.

Ending and Beginning
When a character dies, it is up to Ihe GM to determine if he

fuffilled his dharma Did he serve his role in the celestial order. or
did he deny his role and attempt to live his lire "under his own
lerms~ as many young samurai arc wont 10 do? Assuming that he
performed well, show respect to his passing in some in-game way ­
lribuleS from his superiors are always appropriate. It is also expecled
that a PC samurai may pass down his sword. and possibly his lands
and titles if his daimyo approves.

When a charal1er ha~ just died and his player is looking up at
yOu with soulful eyes, you may also give him exIra Character Points
10 make a new character whose power level is in line with the
previous character's. Use the following table as a guide:

entcr inlo a duel with a dishonest Crane and saw the glint of poison
on the Crane's blade. Usobe shouted a warning to his lord and killed
the Crane with an arrow. ACrane diplomat demanded justice for the
samurai's interference; Ujimitsu reluctantly agreed. and Ted's
favorite character was forced to commit seppuku.

At the end of the game session, the GM announced that Ujimitsu
himself wrote a haiku to the memory of his devoted samurai ­
which raised Usobe's Glory to 6. Then he asked Ted to make a new
character. The GM reminded Ted that Usobe had a daughter, who
could be his next character. Since Ujiko was Usobe's first-born child,
she begins with a starling Glory one Rank lower than her father.

Usobe was a Rank 4 Shiba Busht. The GM decides that his
daughter should be a Rank lower than her father, which establishes
her as less·experienced than Usobc buI not a novice. and not a drag
on the party, all of whom are Ranks 3 and 4. The GM Iherefore gives
Ted 125 Character Points to spend on Ujiko.

UJiko inherits her father's sword. which happened to be a
nemuralUli She also inherits any lands and titles he may have
acquired. Since Usobe was a magistrate. she will perform those
duties as well; Ujimitsu was generous to the daughter of his favorite
magistrate.

Now Ted has a brand·new character who carries on the legacy of
his old character. There are some reminders of Usobe still lingering
in the air (his sword on her hip. his title. his lands, elC.~ but Ujiko
has many characteristics that arc distinet.ly her own.

Conclusion
There is no hard and fast formula for using the Kharma Rule. It's

1:I looL just like the other rules we've provided. Pul it in your GM
toolbox and take it out when you find a use for il. Play around wilh
il adjust il to your own needs or just ignore it completely. Some
GMs use It so players will nOl have 10 be playing a Rank I samurai
in a group of Rank 3 and 4 samurai, while others like the Feel of lhe
passing on of tradilion. It's also a great Incentive for true samurai
drama. Reward players with bonus points if they perform especially
fearless deeds. Remember that a samurai gives up his life so his
family can have beller position in the Clan. The Kharma Rule
provides GMs and players with a tool that allows samurai 10 throw
away their lives with the certainty that their sons and daughters will
have a better life.

Total Number of CP
30
75
\25
\85
2>l1

Desired Character Rank
\
2
3
4
5

Kharma and Dhanna
The Rokugani believe in reincarnation (the rebirth of the soul in

anoiher body). Two important o:mceplS in reincarnation are kharma
and dharma.

Dharma is a character's "soul duty."' When he is born. his destiny
is already put in place. He is part of the Celestial Order. His dharma
is his Msoul dU1Y'~ his place in the Celestial Order. His khanna, on the
olher hand, is a measurement of how well he performed that dUlY.
Those who perform their dharma well have great kharma which
lIilJ follow them into the next life.

Ii is Ihat last phrase. lhe next life~. thai has brought so much
ron!IO\'crsy 10 the shugcnja schools across Rokugan. When is the
'next lifeM that Shinsei spoke so cryptically aboul? Are Rokugani
born again in another world that will exisl after this world is dead
and gooe, or will they be born again in Ihis world 10 continue their
role in lIle Order? None can say for certain.
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Chaptet' Four

Using
pes

Typically. a campaign will run from 1-4 limes a month, and each
character will cam experience based on their actions and heroic
feats. Some campaigns will run more often; some will be much morc
erratic. Agood GM has a scnse of pacing that allows him or her to
determine how 'rapidly'their characters should advance through the
levels. and how swiftly their skills and training should grow.

While giving 1-3 points of experience per game may be ideal for
a GM thai is running more than once a week. or one who prefers a
slower running game. many players would like to see immediate
resuhs. AStrength 2 character thaI becomes a Strength 4 character
after two months of play is exciting for players. and although
unrealistic. has merit in a role-playing game where the GM and
players arc focused on Mfun- (which is why wc're all playing).

Agcntle experience point curve would give players about 1-3 EP
per session. At this rate. it would take most characters about 12
sessions to progress from Rank 1 to Rank 2. and about Iwice that
long for further ranks. A morc moderate curve would dole out twice
as many points. handing out 4-7 points per session and promoting
PCS somewhere around tlle SixUl game session, and every twelfth or
so thereafter. AGM bent on rapid promotion could give out8 to 10
EP per session, with characters hitting Rank 2 in their third or fourth
session and blazing through a Rank about every sixth session
thereafter.

The experience point award per session is nOi sel in stone. With
the expansion of scale from the first-edition rules. PCS have a higher
plateau to aspire to. Also, you can ha\e a large spread in EP
amounts. In order to encourage staying in character. for instance. you
could award everybody three points. but give the person who was
~best rolcplayer"at that session a further 3·point bonus. Be careful
to spread such bonuses around, though. since if one player always
gets the bonus, it breeds resentment among the others. Once again,
never forget that this is your game. Do what you want with it.

There are many prominent personalities in L5R and it can be
quite intimidating to a GM to portray them all accurately. Those
GMs who arc familiar with Lhe L5R CCG already have some
knowledge of these personalities, how they behave. their
motivations. and their histories. Ooji Hoturi. Bayushi Kachiko. and
the Hantei Emperors are all crucial to the overall L5R storyline, bul
they can also be very useful for GMs to begin their own storylines.
However, as useful as these NPCs can be, they can also be vcr}'
difficult to roleplay. Outlined below are a few of the way to gel th~
NPC working for you rather than against ytlu.

The mosl basic way to use these NPCs is 10 keep them hidden.
Every daimyo, great general and magistrate has plenty or karo.
yorikL and hatamOio to aid him. Rather than have Doji Haluri
contact the Pes himsel[ Hoturi may send one of his mosl trusted
advisors to approach the pes with an orrer. Alternately, perhaps
lIoturi is much too busy to see the PCS himselr when they come LO
present some inFormaLion, and the characters must contend with one
or HOluri's many assistants. 111is is a great technique For new GM's
who are still trying to acquire the feel of the world. Such prominent
characters as these can also upsctlhe game if the GM is not careful
Players may feci that Ihey are merely walking in the shadows of
these giant'i and have no free will. Keeping the prominent NPCs
hidden can alleviate Ihis problem. Also, if at a future timc the Pes
do meet one of these characters, it will be a new and exciting e,ent
a highlight 10 remember, not just a reminder of the greatness of the
NPC.

IT }'OU do decide to use somcone like Bayushi Kachiko at some
poinl. here are some other techniques that may help you roleplay
them with the proper air of authority. The first way to handle a
personality of this caliber is quite simple: never ask questions.
Always make statements. If the NPC wants some information. ius!
leave a pregnanl pause at the end of his statement 'i\hhh, lIoturi·
san! I'm so glad 10 sec you.111at man with you ... he must bc ...~ A
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simple pause like this causes an uncomfortable silence that players
lOill rush 10 fill. often giving away morc information than they
intended to. This also works for any daimyo. Clan and family lords
like 10 think they know everything. If they ask a question, they show
that they lack information. By leaving a pause, lhe PCS are invited
to "remind" their daimyo of the information.

These NPCs should be intimidating to meet, so help your players
feel intimidated. Try standing while speaking. Keep the players
sealed and make them look up at you while you speak. This is a
subtle technique. but well worth the efforl. Before they know it. the
pla}'crs will physically feci the power the NPCs have over them. For
further effcl:~ describe how long their characters are left waiting in
the large, empty meeting room before the NPC actually arrives, Even
after the NPC arrives, have tea served in silence followed by more
waiting. Only when the players are fidgeting in their chairs should
you deign 10 addrcss them. To show their powcr, NPCs of this caliber
should look like they control the enlire situation. If the events begin
to slip from their grasp. so will their power and the PCS' awe.
Upselting a player's personal space is another good way to
intimidate them. Just as in real life. Rokugani like their personal
space, Exploit this. Get in the players' faces when you talk to them.
Just being a little too close can be as intimidating as any threat of
physical harm.

Help your players identify thc NPCs. It's hard to fecI any kinship.
trusl or hatred for anyone if you can't lell who you are talking to.
Since ii's just you the GM in front of your players, you may wish to
adopt shticks. to help the players identify the NPCs. How does Kuni
Yori sollnd when he speaks? How does proud Malsu Tsuko stand in
rourt? VOil'C and posture tire two good ways to bring some
personality to NPCs. If you are portraying someone like Kuni YorL
you may wish to use a hoarse whisper while speaking. Make the
players take an active role in listening to you. Never repeat yourself.
Have a slight grin on your face at all times like you know a secret
and are willing to share it with someone who proves worthy. When
you are roleplaying a proud Lion like [\.'latsu Tsuko, stand tall and
puff your chest oul Keep your players seated so you can look down
on them. Make yourself the center of attention; sneer at your players.
and never let their attention waver.

Used properly, personalities like Toturi, Kathiko. and Kakita
Toshimoko arc powerful tools for the GM. The techniques presented
above are just a few of the ways to make the NPCs work for you,
nOt against you.

.AdveKtu~

Ideas: SUi Is
Legend 0/ lite rive Rings has a detailed list of skills, advantages,

and disadvantages. \Vith over fiFty skills to choose from and
numerous quirks to add to your samurai, the game may be
over\\'helming, and there may never be enough CP to properly outfit
a character for the adventures ahead. GMs may find that certain
advantages and dis<'ldvantages are cumbersome and may decide to
remove them from the game. but PCs and GMs are always
encouraged to create their own,

As you will see in this section. the growth of L5R has caused
many abilities to overlap in function and appropriateness. GMs will
have to sift through the game and pick out the pieces that fit their
vision of Rokugan.

Skills
GMs should have an idea of how they want to portray their

··version" of Rokugan before they begin to run ad\'entures. Earlier
we mentioned the idea of a campaign pack handout for the players.
Keep that in mind as you read this section, and add to that handout
any skills you wish to emphasile in your campaign.

Combining Skills
There are occasions in the L5H RPG where combining skills

together makes a great deal of sense. It can be very useful 10
combine Battle and Tcsscn into a single roll to make decisions
quickly and command troops 10 follow orders. Investigation
combined with a Lore skill (ould detail what is amiss about an item
or historical reference. Courtier. Dance. Music, Acting, and Bard
could be combined to compose a great play for the Courl with a
grand soliloquy. music, and even courtly dancing.

There is a simple way to do thiS for L5R but GMs should only
usc this system when making two separate rolls does not make any
sense. The combining of skills is reserved for those detailed
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situations where separating them won't do. If someone must
understand the relevance of a historical fact in order to realize that
a page is missing from a book, the GM can justify combining rolls.
In order to determine what is wrong about some animal tracks,
Investigation and Hunting could be combined. If the animal had
been domesticated, Animal Husbandry would be in order.
Contrariwise, Etiquette does not need to be combined with Courtier
in order for a samurai to know how to act in a court. If the GM
requires that a PC to first learn the ewlogy of the goblin before he
can figure out what is wrong with the wounds in the goblin corpse,
then two separate rolls are in order.

In order to combine skills, first the GM must determine the
necessary abilities to perform the feat. Once the skills arc
determined, add all of the skill points together and divide by the
number of skills involved (rounding up). Add one to the result for
each skiJl beyond the first. This is the total number of skill dice that
the player should ron, keeping dice equal to the appropriate Trait as
usual.

Example: Laura's Agasha has been investigating a trail that leads
to a malto-tsukai. Inside a cave, she discovers powders, liquids. bone
fragments, and blood. She would like to try to learn something
about the evidence and the GM determines that her Lme (Maho).
her Kagaku (chemicals), and her Anatomy are all relevant. Because
the site has all of them, the GM calls for her to combine her skills,
and then keep dice equal to her Perception. She has a Perception of
3, Anatomy of 1. Maho Lore of 2, and Kagaku of 3. Her skill total is
4 (1+2+3 = 6: 6 divided by 3 is 2: plus 2 for the two exira skills used
equals 4).

A simpler method, and one that uses less math, is to take the
lowest skill of the group and add one to the total for each additional
skill beyond the firSl This system is much more abstract. does not
take into account the extent of knowledge that a character might
have, and impels PO; to not combine skills unless the totals arc
equal. It requires that the GM ask players to consider all the
appropriate skills. It is, however, faster and keeps the action moving.
In the above example, Laura would roll 3 dice for her skills instead
of 4 (Anatomy I + two additional skills), Because her Anatomy is so
low. she may not even wish to bother combining skills lit all.

In both systems, if the GM considers a Skill relevant and the
character does not have the appropriate Skill, the Rank 0 should still
be factored into the equation. The end result of combining Skills is
that players get much marc data all at once. and the GM must draw
the conclusion for thc player that the character would logically make
in the situation based on the Skills and roll.

Chapter Foul'

An interesting twist in this system is to use a different colored die
for each Skill and for each Trail, so that the GM may interpret how
much each skiJl is affecting the equation.

Know Your Strengths
Each Skill in the list below has an adventure hook to provide

GMs with ideas on how to use them in their games. The adventure
hooks are in the Challenge/Focus/Strike style: the Challenge sets up
the adventure. the Focus draws the PCS in, and the Strike tells what
happens afterwards.

Feel free to modify the family names to your liking. AKakita can
easily become a Shiba, and a Kaiu and Mirumuto are simple enough
to interchange. Only when a specific profession is in question should
the integrity of the name be honored, and even then Bayushi Tori
and Bayushi Muri are not SO different: someone appropriate may
even be in your campaign already.

There are many Skills in L5R including the specialized skills
from each of the books in lhe Way of the Clans series. No story can
possibly use all of them, and it is difficult to imagine one in which
the GM requires a C1lligraphy roll as often as a Lore (Maho) roll.
Know going into your campaign which Skills will be important and
which will nOl Remember that Skills which yOll deemphasize lhal
later become important can be supplied by knowledgeable NPO;.

Not all of the Skills. Advantages and Disadvantages listed in the
Player's Book are mentioned here with Challenge/Focus/Strike
ideas. For a complete list of Skills, see the Player'S Book or the
Character Option Compilation in this book (page 243). 'nlis list only
includes the most common Skills, with appropriate adventure ideas
to encourage a GM's creativity.

We previously mentioned the idea of a campaign handout. GMs
may wish to include in such a handout a list of the Skills.
Advantages. and Disadvantages avail<lble at the time of character
creation.

High Skills
These Skills are useful in Intrigue-style games, or games with a

concentration on courtly life. They should be discouraged in games
where the GM intends to elevate the action, and keep the combat
score high. Nothing is more infuriating to a player than to put four
points into Calligraphy and never once to be allowed to use it. Be
kind and have some reason for using these skills.

Acting
Kabuki (Awareness)
Noh (Awareness)
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Challenge
The PCS are in the home of an important noble or daimyo under

siege by bandits or enemy forces. which the noble's men cannot fend
off. Soon the voice of the enemy general shouts above the damor,
'ihe women and children may be spared. I only wish to sec the
blood of Ide Gujiko spill on I.hese stones."

The Sins of Lord Bumikari
This play opens in a darkened setting. The silll

stage is disrupted as a geisha cries out and stumbles
to the stage Door. She is carrying red smngs close to
her chest and two more have been tied to her wrists,
symboliZing bloody woupds. She dies slowly and
quivers on the floor as the young Lord BumikHri
entcrs and falls 10 his knees beside her. When two eta
enter. the audience Is aware from his furtive demeanor
that Bumikari intends to hide the body. "I found her...
this way..... is aU he says as the eta carry her body
away. These are the first fi\re words of this stark
masterpiece, and the play continues in a fantastic yet
disturbing manner for the duration of the .e\'elting.

Lord Bumikari develops a nen'ous manner and his
relationships with others begin 10 suffer. In court his
outbursts of hysteria are seen as weakness, and
courtiers begin to whisper about transgressions in the
home of Bumikari. Tension develops and intensifies
between Bumikari and his wife. Al the end of the play
Bumikari is conmmnding rus troops 10 slonn the
castle of his enemy, Lord Shubi. As more and more
men die fighting, his wife learns of Ihe murder of the
geisha, and confronts him alone at home, wrulc rus
anny ~aits outside 10 be led by thei general. Lord
Bumikari must either commit seppuku and lose his
anny to Lord Shubi, or mOrder his wife and step out
onto the field of battle to lead his men to greatness. It
is here thai the play ends, before resolution. The lights
go down on the stage and the aclors leave the stage
forcing viewers to detennine for themselves the fate of
Bumikalj.

OJaractcrs with this Skill have training in theater. There are two
tiods of theater in Rokugan: Kabuki theater and Noh theater.
labuki theater is flamboyant and full of action and color. II is
'samurai~ theater. lelling the great and ltagic tales of lords [rom the
past. Most Kabuki players wear large gowns and paint their [aces or
RaJ' elaborate masks. Women rarely engage in Kabuki theatre. as
the an has been adopted and mastered by mcn over the centuries.
but those who do aTC treated with the same reverence as samurai­
ko. There arc a few plays thai tell the talc of a young woman
donning the clothes or the Kabuki and disguising herself as a man
playing a woman. When done correctly these aTC eonsidered very
6ne sc1liTe, and brash young nobles arc quick to cile their "inner
meaning.~

Noh theater. by contrasl is quiet and subtle, with light music and
Uttle movement against a black backdrop. H is similar 10 interpretive
dance or performance art Noh actors are known for their deep focus.
CXllIcentration. and ability to ignore the outside world while they
perform delicate interpretations of mood and emotion. The present
trmd in noh theatre is to present il silently. and to project feelings
10 !he audience with gestures and facial expressions. The effect is
quite powerful and many audiences have been moved deeply by the
skills of such a noh actor.

~oh is a sophisticaled musical drama that relates a felicitous or
often tragic story. Amasked protagonist performs in dance and song.
..ith one or lwO others in unmasked subsidiary roles, accompanied
by achorus. drums and flute. Shorter comic plays called kyogell are
interspersed 10 enliven a full performance.

Characters must choose which form of theater they are trained in.
Most characters will probably be more interested in Kabuki theater,
liMe a very dramatic or overly sympathetic charader may be more
akin to performing noh. GMs may find the opiion of disguise a little
overbearing In their campaigns and are free to ignore IL II is more
of aShoshuro acting ability than a High Skill and GMs may choose
to make it a separate Low Skill: even though acting is an honorable
samurai skill, disguising oneself is extremely dishonorable. Samurai
lI;th an Honor of 2 or higher will find the act abhorrent, and even
samurai with Honor 1 may question the act of ~hiding." Samurai do
not fear confrontation, and it requires quite a bit of "convincing" to
justify the act of disguise to olhers.

GMs may require that players choose kabuki or noh. but not both
farce them to spend more points on the Skill This may be very
harsh in games with very little use for acting, but in a realistic
campaign may force them to stick with Ihe fundamentals of their
training. Again. Ihis is an option is not recommended in games
where the GM doesn't feel the need to distinguish them.
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Focus
Ide Gujiko is a respected and important member of the Unicorn

clan. His death would surely be a blow to the power of the Unicorn
in court. He has decided that the death of her guests would not be
prudenl either, as after all they had nothing to do with the siege.
Surely they would be spared. A messenger is dispatched, and his
bloodied body is returned with a note impaled on his dIes\: uNo
samurai shall escape alivc.~ There is only one thing 10 do.

Strike
If the PCS do not object, the geisha of Gujiko's estate dress the

samurai in feminine kimono and paint their faces with make-up to
disguise their manly features. Ronin and Crab may prove difficult to
disguise, and even skillfully applied make-up canllot disguise the
mannerisms of a uncomely Hida. The PCs Awareness x 5 should be
used in the darkness as a TN for the unsuspecting army. Roll 4k2
against each PC to determine if someone in the crowd spots them as
they are escorted out with the rest of the non-samurai guesl<;.
Samurai that are caught might as well wish for death. If Gujiko is
caught the general wiJ1 have him strung up and bled like a criminal.

PCS lhat sit back and let this happen wil11ive to fight another day.
but will surely lose additional honor for their cowardly inaction.

PC<; who object to idea of being dressed as geisha may stay
behind as a decoy and die fighting the overwhelming foe. an
honorable act and one that will be hailed with great Glory if Ide
Gujiko survives, and if he could ever talk about this night.

Astrology (Intelligence)
l1lis is the skill of identifying heavenly bodies and pallerns. such

as stars and constellations.

Challenge
A superstitious NPC (possibly a friend of the PCS) harps

constantly on her last visil with a seer. She is convinced that she is
cursed and her entire family will die in a horrible fire. She begs the
PCs to aid her and save her family, offering them a tremendous sum
of money and her own hand in marriage if they are successful.

Legend of the Five Rings



Bushido

Focus
One of the Pes decides to try to predict her future. and all of the

signs and Slars do indeed suggest that the NPC is doomed. No fair
ar objective interpretation of the slats implies anything but tragedy
for the NPe.

Strike
The good news is that images of rire are not prevalent in the

lortune. The bad news is that Lhe NPC will certainly die a horrible
death - unless the PCs can find a way to interfere with her destiny.

Bard (Awareness)
This is Ihe Skill of telling a story welL Storytelling in Rokugan is

an andent tradition performed by cam dan, and mastered by the
!kama Bard historians arc known as Omoidasu in lhe Lion clan. and
as storytellers to the remaining clans. Only distinguished samurai
can relain lhe services of a personal b.1rd. Every great lord has a
bard in his court, telling talcs of the great samurai that have graced
Ibc face of Hokugan. Bards have the unique knack of educating and
entcnaining all at once. A very successful bard may captivate an
audience for many hours. putling the best Omoidasu in high
demand by powerful daimyos..

When using this skill to tell a story, Ihe samurai rolls
BardlAwarcness against a sct TN. The target number to appease an
audienct is up to you, but an imperial audience is more likely to be
critical of a work from a new bard than a smaller court in the home
Ii a local noble. The end result of the story should generate a single
box of Glory (or more, depending on the lord and audience and the
situation) for the samurai who is the subject of Ihe bard's story. For
ead! Raise on the roll. the Glory award is one higher. This award
should be in addition to any awards the daimyo has already given.

Olher uses of the Bard skill can include finding hidden meanings
in an oration. A simple Bard/Perception roll may reveal clues or
useful informalion in your campaign. Asamurai may also roll Bard
Iintelligence 10 know if the work being performed is original or
whether il has been taken from the voice of anolher omoidasu.

GMs may wish to use this skill in situations where the players
m not interacting with each other or the NPCs and the game has
slowed down An omoidasu may lell a story or history that
1nronspicuously" relates to the quest at hand. The details may be
SIIbl1e and may require Ihe players 10 decipher the cryplic message.
or the story can be an obvious correlation 10 theirs. and the outcome
may hint al the climax of their own lives -especially if the oord is
telling a tragic laIc!

GMs may ask players to role-play their orations or merely have
lhem make a roll. depending on lcvel of play. In any case, the effects
of an oration may vcry wcll incline two Clans to war, or cause

neighboring lords to setlle their differences and make peace. In
connection with many of the other !-ligh Skills - Tea Ceremony,
Painting, Poetry, History, Lore, Calligraphy - samurai with the Bard
skill may find themselves messengers for their daimyo or
peacekeepers in volatile situations. Some bards. in contrasl,
purposcly speak ill of others; these charactcrs gcnerally do not live
as long.

It is important for bards 10 demonstrate a knowledge of all
subjects. Lore, llislory, Law, and other High Skills arc the
fundamentally important to the art of slory·telling. Without
something to talk about a bard is forced 10 resort to writing speeches
about harvests and Lady Sun. During play, it may become important
to mix the Bard skill with the topic in question. If a PC is using the
Bard skill to talk about the incredible fighting style of a Daidoji, or
the tactics of a wise Ikoma. he may wish to draw upon his
knowledge of thcse fields to embellish his story. In the case that a
samurai wishes to combine his storytclling with another Skill, GMs
have it few options. They may allow the player to spend an
additional Vuid PoinL a completely valid option. but this may be an
unusual way to usc Void in the campaign, and players may think a
simple Bard roll too mundane a task 10 "wastc" Void PoinlS on. The
GM may ask for additional rolls prior 10 the Bard roll depending on
the subjects in\'olved. Each sua:essful roll at a TN of 20 or more
earns the samurai a free raise to his final Bard roll Or the GM may
simply allow one additional die for each relevant Skill the PC has.
regardless of rank. Atea ceremony before an oration may not be as
effective as players and GMs would like - dramatic prose combined
wilh a quiet ceremony may be unnerving 10 nobles that are
accustomed to a differcnt style of story telling.

Bragging is another form of storytelling. A MalSu screaming al a
baltlefield or at the gates of a stronghold may wish 10 use his Bard
skill to expound on his exploits. In such a case, roll the samur<li's
Bard and keep his Glory (always keep at least one die). The total of
the roll represents the reception of the bragging, and an extremely
high total (50+) may require the enemy to make a Fear check. In
situations where comoot is no! inevitable, Ihe samurai may generate
such a tolal. which then becomes the TN for an opposing NPCs
Willpower check before he will consider engaging this samurai. in
effect increasing his Glory Rank for the duration.

OIQlJenge
Lord Gugijin has asked that the samurai deliver a message 10 the

Imperial court The Doji are presenting;) new bride to the Seppun
family and the PC~' daimyo is eager 10 register his favor towards the
wedding, but he cannot aHend due to pressing mailers at home. The
PCS must escort a respecled and elderly Omoidasu. [kama Sukerni.
who will convey their lord's good wishes.
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Strike
Upon arriving in Gtasan Ucni the samurai fmd the dty bustling

with news of the wedding and hundreds have arrived to witness ~
marriage of Seppun Umitsuki to Doji Horiko. Man}' samurai ha\t
assemble to share giflS with the Doji bride and Seppun husband
and the players arc now stymied on how to impress the rowt
Horses, peacocks. ceramics. katana, and everything imaginable art

being presented in the hopes of currying the favor of the new ooupit
and the proud families. Do the players present the very sincere and
personal story y,Tilten by Ikoma Sukemi as an epitaph of his life and
a praise of marriage as the beginning of a new one? Or do lhq
purchase a ceramic swan and pass it off as their lord's gift? Perhaps
a samurai even commits seppuku as a gift to the new bride.

Chal/enge
The PCS find a lacquer box with a single strange kanji drawn on

the top. Inside arc a handful of odd coins and stones. TIle symbol on
top of the box. however, is indecipherable to the PCS and there is no
mention of the Illark in any of their shugenja schools.

at the wedding. In addition. now with only a few days left in their
journey the PCS must deliver the oration themselve.<i.

Calligraphy (perception)
Calligraphy, or shogaku, is the art of wriling in the andelll

language that was given to man by the Fortunes. A character with
Calligraphy can read and transcribe the ancient scrolls in their
shugenja school library. As every shugenja school writes their scrolls
in a different language, a shugenja must know more than one stylt
of Calligraphy in order to read the scrolls of another school. AssulTlf
that the Calligraphy skill a shugenja purchases includes the school
style of his Clan.

Calligraphy allo"'5 a samurai to write in both kanji (characters)
and the rarer kana (script). Calligraphy is the writing skill, while
Oratory/Rhetoric is the ability to convey information. When judging
the quality of a letter. combine the 11'.'0 skills.

The Gift
Your sensei presents you with an elaborately

wrapped gift. Remembering that it is impolite to
unwrap the girt in frttnt of tbe giver, you thank him for
his generosity and lea\'e. SometUnc later after !'OU

work up the courage to look inside the box, ytlU ar:e
surprised to 6nd a rather ordinary river stone inside.
What is the meaning of this gift?

Several months laCer, )'Our sensei greets you and
asks you if you are enjoying the gift. After you answer
that you have placed it in 3 space of bonor in your
household (whether l'OU actually did or not) he smiles
and tells you why it is such a special gift.

"Long agp I engaged in my first duel." He explains.
"My opponent and I had dt'Cided to hold it by a river
and ask the kami of the water to judge tbe outcome.
As his sword left the SUyd, I tripped on a stone jutting
up [rom the soil. I fell backwdrd, causing his strike to
cut through the air, where I no longer stood. As he
looked down at me, I slruck with the fury of a hundred
samurai. That stone is the only reason Pm standing
here today:'

How did the PC react to receiving the stone as a
girt? U they reacted poorly and threw it away. they'll
have some serious explaining to do when their sensei
visits. Or they Clln try to remember where exactly they
left it and retrieve it before their revered teacher
arrives to view his cherished gUt. Good luck.

Focus
1\\.'0 weeks into their travels. the party stops at a way station for

the evening. Sukemi dies in his sleep, and the PCS find his body in
the morning. all of his scrolls and equipment intact. The eta.
following precedent in such situations. are 10 burn the body and all
of its belongings, and return Sukemi's wakizashi to his family.

Before they can put the body onto a funeral pyre, the players
must decide whether or not Lo take the scrolls Sukcmi would deliver

Focus
No one recognizes the symbol and everyone that they turn to

seems as perplexed as they are with the kanji's meaning. Even the
Asako have no idea of the true meaning. They, however, would like
to study it

Slrike
Lf the Pes analyze the brush strokes or \'isit a KilSuki, they learn

that each brush stroke docs not form a kanji. but is a direction on I

map. Further im'esligation reveals that the map leads to sc\o'eral
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places where a single brush stroke can be on a slone, a tree. under
I rock, elc. The final location is somewhere under Ihe earth. What
Ihey find is up to thc GM.

Cipher (Intelligence)
This advanced form of Calligraphy allows the encryption or

decoding of written information. The Asako usc an even more
cryptic version of this to keep their texts From being read by
oolSiders. Magical and sensitive knowledge is often coded in this
manner for this reason. In game (erms, the GM secretly makes a
Cipher/Intelligence roll whenever a PC with this Skill tries to encode
mlething. later. whcn someone with Ihe same Skill tries in decode
it. Ihey roll Cipher/Intelligence \'S. the original total. Calligraphy
does not permit decoding of ciphered material. A samurai may
/If\'er ha\'c a higher Cipher Skill than his Calligraphy Skill.

This Challenge/Focus/Strike works well with Ihe Cadence
Advantage.

Challenge
Amessenger arrives with a scroll for the Pc. When asked where

it came from, the messenger knows only that an old beggar gave it
to her along with a few coins. The kanji are flowing and beautiful
and the story encapsulates the life of a humble young man, growing
10 become a great warrior, The story ends with the hero dying while
fighting a powerful corrupted evil but saving his home village.

Focus
Upon closer examination the PC notices lhat the kanji are

arranged in such a way thai a powerful spell is hidden between the
tines. Attempts to learn the origin of the scroll are useless and the
messenger knows nOlhing beyond what she was told. A shugenja
may need to be consulted regarding the spell's power and usc.
Eventually, [he PC learns Ihal the spell is used [0 destroy and banish
Oni.

Strike
The beggar is a Fortune in disguise. He needs thc PC to retrace

the steps of the boy in the story and fight an evil that is sleeping
bmeath a mountain. In Rokugan. doing exactly whal one's ancestors
ba\1~ done is expected and usually the best course of action to
!i1Iln$S, GMs interested in running this adventure should write out
the story and detail the hero's every action so Ihat the PC knows
whalto do next

Dance (Agility)
There <Ire two styles of dancing in Rokugan: court dnncing and

folk dancing. Coun dances ,Ire performed almost exclusively by

women. Folk danring is performed by the peasant folk. both men
and women alike. When ihis is taken as a I'ligh Skill by a samurai,
it is court dancing, known as Bugaku.

Challenge
An important ritual must be performed by a powerful shugenja

of Ihe clan. In order to complete the ritual. a dance that has not been
performed in over 300 years must be completed by the Pc.

Focus
Once the ritual begins and the PC starts dandng in time with the

shugenja's chanl the ancient kami of this dance will imbue lhe
samurai with the skill to romplete the dance.

SJrike
Once the ritual is finished, however, the kami will find leaving

the PC difficult After all. she has not been called on in over 300
years, and contact with a living being is satisfying.

Etiquette (IntelUgence)
This is the Skill of knowing what to say and how to say it A

character with a high Etiquette is confident in his social skills. and
never makes mistakes in front of the wrong people.. This is a very
important Sltill for all samurai. Those who wish to spend time at
court may find it important for not offending their host while a
Rank 1 Bushi may see the importance of treating his neighbor.lord.
or rivals with respect Demonstrating a lack of concern for etiquette
demonstrates a person of low character, and no samurai wishes to
earn the wrath of his lord for sitting the wrong way in court

GMs may find the use of this Skill difficult in their games. Most
situations are so commonplace that the PCS are bound to perform
them perfectly, unless they purposcly attempt to offend their lord.
Unusual situations, however. such as funerals. gempukku
ceremonies. or weddings may be so important to a lord that a slight
breach of etiquette would certainly incur his wrath.

Challenge
The Pes are asked by their Lord. lsawa Unushika to visit the

home of a neighboring lord. with whom he has long disputed claims
to a local fIShing village. The peasants arc being ta.xed by both lords.
and neither is willing to forego their claim for the good of the
empire. The situation has come to a head and Lord lsawa lishin is
prepared to take further action in the Imperial court, escalating
beyond the bounds of their Clan's authority and appealing directly
to the Emperor. This could bring great dishonor io the Clan. and
both lords may be forced to commit seppuku. 11 is the dUly of Ihe
pes to ensure that this docs nol happen.
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Focus
Carrying with them many scrolls and maps of the region. the

samurai must travel to lsawa Jishin's estate and try to assuage bad
feelings between the daimyos. Jishin is a proud and powerful lord
and he is nol easy 10 please. Although his home is lavish and he
treats the visiting samurai well, the PCS may Hnd his manners
antisocial and the occasion to negotiate docs nol present itself
immediately. After several days of food and entertainment Jishin is
prepared to lislen to them. He invites them to a lea room inside his
home and has his greatest bushi perform the tea ceremony for the
samurai - this is a great dishonor to them, as Jishin docs nol sec
them as worthy enough 10 perform lhe ceremony himself (after all,
Unushika sent children 10 his home to argue his case).

Proud samurai may wish to excuse themselves at this lime,
alerting lishin 10 Lheir dissatisfaction. but this would force Unushika
to face Ihe Emperor, and the PCS will find Lhemselves withoul a lord.
Dutiful samurai may ignore this transgression, simply allowing thc
bushi 10 complete the ceremony. Arterwards there is an awkward
silence. Jishin purposely forces the Pes to talk first, thus forcing
them to show their weakness. If the PCS wish to make a Willpower
test, Jishin rolls and keeps 6 dice. Once they begin talking about
their lords wishes to end the feud. Jishin is stubborn and refuses 10

cede the village to such a cowardly samurai as Unishika.

SJrike
Here is the real tesl Do the PCS challenge the lord 10 a duel,

demanding that he retract his comments and apologize for his
effrontery, or do they instead let their honor stand on its own
[egilimaty and mnlinue to ignore Ihe churlish trealmenl?The PCS
need to Iread lightly here or not al all. The situation is dire and a
poorly treated daimyo may return the PCS with respecl, while PCS
that lip·toe could be secn as weak - the exact opposite effect they
desire.

Falconry
This skill is used to train and Oy birds of prey. II should be noted

that although Bokugani do occasionally hunt birds for food, Ihey eat
\'cry little flesh. and never red meal

Challenge
The PC finds a wounded falcon on the ground next to a tree. It

appears that the falcon has been trying to get up for sometime. It has
a small piece of leather on its cia," and its hood is still on. The mon
of the Kitsu is burned into the cloth hood.

Focus
The falcon is partially trained. bul its owner is nowhere to be

seen. The bird appears to have taken a fall and with the hood sliD
on was unable to take flighl If the PCS give it care and repair its
broken feathers, it will heal in a few days.

Strike
Ayoung Kitsu girl was training her falcon when she was gouged

by the falcon's claw, and she threw the bird 10 Ihe ground. She lefi
it ran home, and told her father that it had flown away when ilS
hood was removed. She even provided a hood to her father as
evidence. When the PCS trace the falcon's owner, the girl is sure to
incur her father's wrath.

Heraldry (Perception)
Acharacter with Heraldry has studied the banners and sigils 01

the clans and families. With a Simple ~leraldry/Perception RoJJ vs. a
15, a character can know one of four things about a person when
viewing their banner: 1) their name; 2) their Clan and Family; 3)
their 1·lonor Rank: and 4) their Glory Rank. With every Raise. lilt
Herald can know an addilional fact from viewing the banner. This
skill can be highly interpreti\'e and GMs who wish to provide lilt
PCS with hints instead of subjective data are welcome to do so,

Challettge
The party is travcling on an important road. and sec a large unit

approaching !.hcm bearing many banners and standards. The
personal banner of Matsu Ageloki (or any prominent samurai from
a clan Ihal none of the JlCs arc from) mes above the soldiers as they
march up the road loward the Pes.

Focus
TIle PC inlerprets the symbols incorrectly and thinks thai the unil

is at war. Thc PCS can stop Ihe advancing unil, relurn from where
Ihey've t'Qme and alert the next settlement or try to delour the army.

Strike
The unit in actuality is on roule to an important celebration and

depending on what the pcs do nexl there could be a lot 01
retribution coming their way.

Hunting (perception)
A character 'A-iLh Ilunting Is skilled in all manner or outdoor

skills. He know-s how to track.. how to make a fire, set up camp, elc.
and can survivc ror days in Lhe wilderness without rood or water.
using only the lands natural resources. A hunter knows how rar to
stand from an animal to fire his bow and which animals 10 avoid
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Hunting on a lord's or the emperor's land without permission is
punishable by death. The constantly-changing Shadowlands make
tracking much mOTC difficul~ and it is dangerous to forage in those
corrupted lands. Although a hunter knows much about birds of prey.
be needs the Falconry Skill to train a hawk or falcon.

This Challenge/Focus/Strike works well with the Kharmic Tie
Advantage or Haunted Disadvantage.

Challenge
The pcs' daimyo, or a Unicorn daimyo with greal political pull,

has requested lhal !.hey Find and kill the mythical white stag. He
asks thai they return with the head and offers several cia attendants
to help carl it back.

FOCll$

Rumors abound in villages everywhere of lhe mythical white
stag, Eventually, the PCs are drawn to a serene glade where they find
arare, white stag drinking from a stream. The hunt can last as long
as the GM would like: however, the end result should be that one of
them kills the stag. Have everybody who fires on the slag make an
Archery roll, with the highest roll bringing down the beast.

Strike
The samurai who killed the stag is cursed. Although the effects

are nol immediate, the stag's spirit will plague the PC and eventually
the curse will begin to affect his judgment. The local villagers can
be asked for stories ahout the stag and the myth behind its origin.
The samurai should learn more and more as time goes on and
el'cntually hears rumors of the stag's curse.

Investigation
This character (with Perception) knows where to look for clues,

how Lo pui disparate facts together (Intelligence), and (using
Awareness) how to interrugate suspects. Investigation does nol
interpret the information for the player. It is used to provide details,
clues. and insight that would have been lacking otherwise. It is still
up to the player to decipher the information that she has been given.
Investigation is similar La Nazodo and Ichi Miru from Way of tlte
Dragon, and GMs should be sure to understand the differences
among these Skills.

This Challenge/Focus/Strike works well with the Sensei
Advantage.

Cltalfellge
The samurai enters his sensei's dOjo to find him murdered, blood

flOWing from his neck. There is no sign of a struggle and Ihe
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assailant appears 10 have attacked from the side. There should be
much concern and distress over the death of one's sensei.

Focus
On the ground are a metal shard with six poinls, a broken egg.

and a piece of black doth. None of the items arc the sort of thing a
samurai would carry, and the PC remembers hearing SlOries of
"ninjawas a child.

Strike
Rumors of "ninja" activity draw the PC to investigate legitimate

and illegitimate claims. This is a great campaign starter for a single­
player or two-player campaign.

Kagaku (Intelligence; Aga.ha and Kitsuki only)
Kagaku is the study of elemental observation. experimentation.

and reaction. Characters with this Skill arc knowledgeable in the
cause and effect of chemical reactions and can create the items and
effects found in Appendix III of u~ of tile Dragon

This ChallengelFocuslStrike works well with Ihe Courtier Skill.
It also .....orks well if an Agasha PC meets the NPC samurai thai are
retrie\'ing the spice and flower for their lord.

Challenge
One of Ihe samurai must retrieve a rare flower for his lord. The

blossom grows only in the Dragon Mountains and il musl be
carefully handled. He musl also retrieve a nOloriously scarce spice
from Ihe Crab lands. In exchange for the spice., he has been given
some items 10 offer in trade.

Focus
The spices themselves should be easy to gel although some short

advenlure could be designed to keep Ihe PCS occupied. When mixed
together. however, the spice and nower root create a powerful
poison. If no one considers checking the effects. the PC will be
delivering a poison to his lord. It should not be easy to connect the
two, although a very difficult Courtier roll may suggest lhal the PCS
know a little aboul their lord's dishonor (see below).

Strike
The Pes lord has recently committed a horrible transgression.

Ahhough the matter was kept quiel he was denied seppuku. He
knows thai Ihe spice and Ihe Dower combine to produce a poison.
He cannollive with the shame any longer. Ihough. and hopes thai a
death from an obscure poison will look like murder or happenstance
rather Ihan suicide.

Law (Intelligence)
'it samurai who knows little about the world seroes only

himself"
- Ikomo. Tsugt

This character is familiar with Ihe inner workings or Rokugan's
legal system. He may argue cases wilh magistrales, defend or
prosecute the accused, and write up legal contracts. GMs may
determine that a samurai cannot be a magistrate without al leasi
Law 2.

1111S Challenge/Focus/Strike work.~ well with the Histury and
Sincerity Skills.

Challenge
A case is being argued over the boundaries of a district.

ownership of property. or somesuch. One of the Po. is presiding on
the day Ihal the NPo. are arguing with ihe lord over rights.
(Alternately, one of Ihe PCS may be lhe individual accused in this
case. This can make lhe PCs more interested in the outcome.)

Focus
The case seems "ery similar to a case argued in the pasl A

History or Law roll should be sufficient to determine this, bUI tilt
GM may want to merely convey the information to the Pc. In tilt
past the lord ruled in favor of the plaintiff, but today he has
contradicted precedent and ruled for the defendant

Sm'ke
The PC must alert his lord to the "'mistakeft without causing him

to lose face. This is a delicate matter and GMs should be careful of
what the PCS say and how they say it

Manipulation (Awareness)
Manipulation is the art of using psychology and character

interpretation in order to predict someone's actions. It can be used to
determine wants, needs and desires and can also tell the character
how to fulfill them. As with many other Awareness-based Skills.
conversation is required to usc this Skill.

This Challenge/Focus/Strike works well with the Patron
Advantage. It works especially well if the PCS bring a gifl

Challenge
A powerful and prominent lord is interested in being married.

Any samurai who marries her is sure 10 do well by his Clan. The
only problem that exists for matchmakers is their inability 10
determine what sort of husband she is looking for. Nothing to daie
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has interested her and many samurai have given up hope of
catching hcr eye.

Focus
The pes daimyo has sent him to visit the woman and see for

himself what sort of man she seeks. ~lt would do well for myself and
the dan if I were able to marry her. If I know the man she seeks, I
will be able to he that man." The PC is sent with attendants. gifts,
and al1~1hjng else that may help.

Strike
Once there, the PC has few 0PP0rlunities to even see the daimyo,

Jet alone meet her. The place is crowded with every sort of courtier,
matchmaker, and sycophant trying to win hcr affections, and there
is no room to breathe. After a few days (and Ihc appropriate
~greasing of palms"), Ihc PC is allowed to sec the lord. After some
discussion and private time together the PC is dumbstruck by her
charm and beauty. She seems ideal and getting to know her is a
treasure beyond compare. Of course, she is equally enamored with
the PC and the two should hit it off quite well, once they get past the
awkwardness of being so "impassioned" over one another. Despite
the obvious boon to his own life, the samurai must now deal with
his lord. Of course, if Ihe PC is already married ...

Medicine (Intelligence)
This character is familiar with Ihe medical practices of Rokugan.

He may treat diseases and cure wounds to make certain they don't
become infected. He is familiar with massage techniques (used to
center energies) and the basic tenets of acupuncture.

Although a superior acupuncturist should have at least Medicine
.3. the Advanced Medicine/Acupuncture Skill is more apprupriate. If
acharacter applies rirst aid immediately after Wounds are taken, a
successful Medicinellntelligence roll (against a TN determined by
the GM: a good TN is the number of Wounds taken) heals a number
of Wounds equal to the Medicine Skill and doubles the healing rate.
Diseases are cured at a much slower rate and many are beyond the
means of Medicine or herbs. Medicine is different from Advanced
Medicine and Herbalism. It is considered honorable for a samurai to
practice medicine. and treating a wound is not considered "dirty.'
Pins and herbs are less clean. though. and few samurai would rind
themselves sticking a thousand needles into another person or
spreading plant oil on an open wound.

Meditatinn (Vnid)
"Failure is caused by doubt and indecision. There is no cure for

aweak mind."
- Mibuto. Brotherhood of Shinsei

A character with the Meditation Skill may make a Simple
MeditationlVoid Roll vs. 20 to gain back a single spent Void Point.
(A character with the Brash Disadvantage may be assigned a higher
TN for this roll.)

Meditat.ion requires complete, undisturbed silence for one hour.
Without this Skill it iakes two hours to compleie. If tlle Skill roll
fails, il takes Ihree hours, but no further roll is required. Remember.
a Rokugani hour is one·twelfth of a day.

Meditation can serve many functions beyond replenishing Void
points. such as cleansing oneself of negative energies from the
outside world. reducing anger and host.ility. and calming one's mind.
A meditative samurai is sure to be calmer and more level·headed
than one that does not meditate often enough. A samurai that is
cursed or plagued by visions. ghosts, spirits, etc.. can use meditation
to shut off the outside stimuli and calm his inner spirit. GMs should
exact a heavy penalty on PCs that have voluntarily taken a haunting.

Challenge
The PC has become cursed by an angry kami. The kami has

found a weakness in the samurai and chooses to exploit and haunt
the fallible Pc.

Focus
The samurai must meditate upon the source of his suffering and

tap into his center. The kami is strong and will not desist until the
samurai is whole again.

Strike
No experience points may be spent by this PC on anything but

his lowest Trait until he has regained his ba!;lllcc.

Music (Agility or Awareness)
"[ have as mudl use for dIlucing and singing as [do for courtiers."

- Matsu Bumku

This is the Skill of playing musical instruments and
understanding musical interpretat.ion. Courtly music in Rokugan is
referred 10 a~ gagaku, and a samurai with the High Skill of Music is
assumed to know gagaku. Peasanl~ perform folk music, which is
considered a Low Skill.

PCS with this Skill may play musical instruments. For every Rank
taken. a character may learn another musical instrument. TIle biwa
is a wide bodied nutc; the fue is a very popular long, bamboo nute:
a hichiriki is a double·reed nute. not unlike an oboe: a koto is a
zither-like instrument; a sanisen is the lute/banjo instrument; and
san·ko arc the three drums.
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While playing an instrument is a demand on the character's
manual dexterity (Agility), il is also a demand on his sense of tempo,
pitch, and harmony (Awareness). When a character plays an
instrument, he must use Ihe lower of Ihosc two Traits.

Challenge
The performance of a fine orchestra is announced at an

upcoming Crane celebration. The musicians are renowned for their
talents and interpretation, and their style is considered one of the
best in Rokugan.

Focus
When the evening of the celebration is at hand. the PCS gather

for food. drink. and eventually fine music. The orchestra is made up
of some 20 or so members and every instrument is represented.

Strike:
Once the music begins, the host of the party radiates pride and

all of the guesL~ begin to enjoy the beautiful performance. However,
something unsettles the PC that at first he cannot readily identify.
Eventually he realizes that he has heard the music before. It is
reminiscent of folk music from a small village near his home and
the different instrumentation merely hides the fact that it is peasant
music and nOi gagaku.

This Challenge/Focus/Strike works well with the Research skill
and the Curse of Ihe Kami Disadvantage.

Challenge
In the Phoenix libraries is a single sheet of music, scored for the

fue.

FOClls
The scroH itself is used to summon a powerful Oni that has been

banished for some time.

Strike
Playing the music opens a gate to Jigoku that returns the Oni to

thiS world. The scroll for banishing this particular Oni is nowhere to
be found.

Origami (Agility)
This is the art of paper·folding, the ability to transform scraps of

tissue into cranes, horses. and other figures. A character skilled in
origami can usc tiny creases in the papcr to crcate a likenes.s of just
about anything. This Skill is primarily practiced in the courts of
Rokugan.

TIlis Challenge/Focus/Strike works well with the Sensei or Allies
Advantage.

Challenge
TIle PC has gone to visit a munk to seek assistance in unraveling

a riddle he has heard.

Focus
The monk takes a piece of rice paper, writes on its face, and folds

it into a beautiful and complicated origami hawk. If the samurai can
open the paper without tearing it, he will have his anS\'.'er.

Strike
Adirect PC will tear open the hawk, while an honorable samurai

will attempt to learn the folds before attempting to pull it apart It
should be very difficult and take several days of preparation. Once
the character opens the hawk. the paper is blank. The answer to the
riddle is "patience."

Poetry (Awareness)
The Rokugani consider poetry the highest form of literature.

Haiku, the most common form, is a three· line, J7.syllahle style of
poetry (5-7-5 is the syllable configuration). This style is very popular
with samurai for it~ concision and impromptu nature. However, it is
not the only form.

A tanka is a 31-syllable poem written in a 5-7-5-7-7 pattern and
is written in kana (script) rather than kanji. The tanka has been
developed into a renga. pattern by many highly skilled poets. The
renga is a 48·syllable poem. with an initial 5-7-5 pattern followed
by a 7-7 stanza which Jinks to another 5-7-5 stanza. Both of these
styles are considered archaic. but many great poets enjoy the
challenging of writing in such a verse. Many other styles of verse
have come and gone. bUI the Rokugani still continue to enjoy the
haiku above all others.

There is also Unicorn travel poetry, which many outside the dan
quietly S<1Y that anyone can wrile. It has six lines; the first two
alliterate with each other, and the third within itself. TIle pattern
repeats for the fourth, fifth, and sixth Jines. TIle sixth line
encapsulates the mood evoked by the first five lines and
summarizes the poem. TIlere arc no constraint" on meIer, rhythm,
or number of syllables.

Challenge
A great poel has come to visit the samurai. She was merely

traveling through the lands and decided to pay a visit. She has heard
of the PC and is interested to talk at length about poetry with him.
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focus
During the course of the nighl the two begin to exdlange haiku

md discuss the works of great poets. Before long iliey are creating
pmns together and the poel has constructed a piece that she is very
proud of. ~My lord will enjoy this piece. I hope to give it 10 him wim
JOOr blessing."" The piece has bUI a few stanzas to go before being
&uished. but rather than rush the work, the poet says. "Sometimes a
great sun rises in the morning, rather than selting at night." Willi
dial she retires. planning 10 finish the work in lIle morning.

SJrike
During the night. the poet dies. leaving her unfinished work wilh

""PC.

Political Maneuvering (Intelligence; Crane nnly)
Ercryone in the Emperor's court knows a Crane's heart is an

IIooorable heart Thererore. to disagree with a Crane (especially if he
bas logic on his side) is 10 turn )'Our back on honor.

With lhis Skill. the Crane can move opponents inlo the position
of disagreement This is done through simple conversation, but it
must De done in public to gain the appropriate effect. The Crane uses
lraps of logic to lead someone toward the Crane's chosen outcome.
Kthe Crane is successful, their opponent will find that if lhey
disagree. they appear dishonorable. If they agree. then they must do
as the Crane has suggested.

The Crane rolls his Political Maneuvering/Intelligence against a
TN of his opponent's Awareness x 5 (the Crane gelS a Free Raise if
his opponent has the Gullible disadvantage. and is penalized by 5 if
his opponent has the Clear 111inker advantage). If successful, the
Crane's opponent would be acting without honor if the}' were to
d~gree with the supposition. so they must perform as the Crane
has outlined. On the other hand, if somconc is caught in the verbal
trap and refuscs to give in to thc Cranc, he loses one point of Honor.
This honor loss Illay be increased by another point for each Raise the
Crane uses on his initial skill roll. This Skill automatically fails if
used against someone with a higher Honor rank (which the PC will
Dot always be aware 00.

Challenge
The samurai has pushed the limits of the court and a particular

~"ell-connectcd samurui too far.

Foe.,
The PC is now on the outs with most of the Rokugan's upper

crust and must now deal with greatly reduced Glory, status, and
responsibilities.
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Strike
This sort of challenge can keep a PC on his toes and remind him

that he is not invincible simply because he is a Pc.

Shintao (Intelligence)
This is the study of the Tao of Shinsei, the guiding philosophy of

Rokugan. Acharacter must have a Shintao of 3 or higher to increase
any of his Trails or Rings above 5.

This Challenge/Focus/Strike works well with the Sensei
Advantage and Oratory and Bard Skills.

Challenge
TIle PC's sensei has asked a favor. His son is preparing for his

gcmpukku, and the sensei would like it if he recited some of the Tao
and gave a short speech on its meaning.

Focus
The PC finds teaching the young boy difficult and frustrating, as

he is uncooperative and uninterested in learning the Tao. He quotes
passages incorrectly and continually refers to Shinsei in an
inappropriate colloquial manner.

Strike
The boy is actually a brilliant Tao scholar and is training to

become a monk. He will have no gempukku. Instead, he is assisting
his father by testing the patience of the sensei's studenl Did the PC
maintain his harmony well enough to pass?

Spellcralt (Intelligence; Shngenja only)
TIlis skill provides the shugenja with enhanced knowledge of

magic and the kami. A shugenja with lhis skill can roll
Spellcrafl/lntel1igence al a TN of 20 to sway a kami's view of him
from hatred to mere dislike, or neulral to friendly. Further, Spel1craft
can be used to identify spells being casl in the area. and to
understand the complexities of an unfamiliar spell. Lastly, a
successful use of SpellcrafVlntelJigence at a TN of 25 can determine
if a spell has been cast in the area recently, or to identify what spell
has been cast on a person. This skill can be used to identify the
residual effects of a spell that was cast in the recent past (up to 1
hour per level of Spellcraft).

This Challenge/Focus/Strike works well with the Skills Lore
(Shadowlands), Lore (Maho·Tsukai). Investigation. and Research.

Challenge
The PC is sent out to investigate a maho-tsukai in a nearby

region. The shugenja of the clan are very concerned, and the daimyo
has specifically requested this PC for Ihe investigation.

Focus
As the PC gelS closer and closer to finding the maho·tsukai. the

trail fails to turn up the normal evidence of maho. The usual signs
(flesh, blood, etc.) arc not there, and the PC finds that this tsukai has
lapped into a type of magic unfamiliar to Rokugan.

Strike
TIle source iL<;elf cannot be found and the maho·tsukai will die

before saying anything about his source of power. The PC is now
faced with what to do about this new threat...

Theology (Intelligence)
Characters with this Skill are familiar with all the rites and

practices of worshiping the many kami of Rokugan. Religious
services are highly formal, and improper procedures may draw
wrath from the kamL .. at least, that's what the people of Rokugan
believe.

This Challenge/Focus/Strike works well with Investigation and
Etiquette Skills, and with the Sensei Advantage.

Challenge
A monk is teaching a version of the Tao that is quite different

from the accepted norm.

Focus
As il turns oui, he has an aged scroll with notes and translatlOns

from what looks like the original Tao. The words of Shinsei hal'e
certainly never been interpreted like this ..

Strike
Whether or not the text is real is up to the GM. Some early copics

of Shiba's original transcriptions did survive; whether this is a true
copy or not might be difficult to determine. A visit to the original
scrolls would not hurl

Tsangusuri (Intelligence; Asahina Shugenja only)
This is the skill needed for an Asahina shugenja 10 create the

minor, one-use magic talismans (or Mfetishes"} which are popular
among lhe Crane. Such talismans often require an amount of time
(as much as a week) to be spent finding the appropriate materials
for creation and a successful use of Astrology must be made to
determine the correct time and day for the ceremon~' to ~

performed. Lastly. the item must be made on a sacred site
appropriate to the item's nature - an ancestral shrine, for example,
or on temple grounds.
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Orollenge
An NPC approaches the party asking for assistance in a ritual.

She asks lhem to find pure copper unmarred by a human hand, and
I piece of cloth from an innocent woman's robe.

Focus
The PCS can find the items with some work. but it should not be

lrithout efforL The death of a few samurai at their hands can really
muddle this story for the samurai.

Strike
If one of the Pes lakes lime to study the items and mull over

1hri.r use. he may discern thai the shugenja has great plans for the
poly.

low Skills

Seduction (Awareness)
Honorable women do not aci seductively. That activity is left 10

geisha Seduction uses a Contested SeductionlAwareness Roll vs. the
opponent's Awareness.

CJwllenge
Abeautiful maiden of another clan approaches one of the PCs,

tlIlrancing him with her beauty and seducing him to her bed. In the
morning. the maiden is gone - and no sign of her existence can be
bmd. Other PCS don't remember her, lhe town has no recollection
rI her arrival, and her own dan denies lhal she ever existed. The
Pes obi (sash) is missing, but nolhing else is awry.

Foc",
Nine months later, the maiden reappears in a dream. TIle PC is

instructed to go to a small shrine nearby and look for a sign from
the Celestial Heavens - and he finds i~ in the shape of a squalling
rob)'. The baby is wrapped in his own obi. To all appearances. lhe
child belongs 10 the Pc.

51rik£
The 'maiden' is a Kitsune, mikokami. or olher magical being who

fdI in love with the PC and wished to bear his child, The baby is
magical special, and many opponents will come after the mild in
order 10 end its pure existence. If the mild survives to maturity, a
prophecy will come true - and the PC will be rewarded beyond his
imagining, with the ability to join his spirit·wife in her immortality!

ure
008.

Advantages
The point cost for each Advantage is listed in parentheses. along

with any relevant Clan or family,

Absolute Direction (1 Point)
This character never gels losl He always knows which way is

north, even in a garden maze in the middle of the nighl - or even
after hours of fleeing from enemies. There are places in Ihe
Shadowlands. however, which can mislead even lhose who h.we
Absolute Direction, so be careful when you're beyond lhe Wall ...
Also, spending 100 long in complete darkness will cause a samurai
to lose his equilibrium

CJUIllel1ge
The samurai wakes to find himself underground. Aside from a

tiny light source, he has no olher items or tools.

Focus
Inspection of the area shows that lhc samurai is in a nalural cave

system, with tunnels occasionally opening into rooms. The room the
PC starts OUI in has Iwo exits. The PC has no obvious tool with
which to mark lhe walls. so he must rely on his sense of direction to
keep from backtracking..

Strike
The key is for the PC 10 choose a single direction and continue to

maintain that direction no matter how many turns lhe cavern walls
make. GMs should come up with creative encounters along the way.
Of course, once he is oul, he may well ask himself how he came to
be there in the first place.

Aligned to the Elements (6 Points)
Note: This Advantage was originally printed as ~Elemenlal

Attunement" in Way ollhe Phoenix; it has been renamed so as not
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to conflict with the Advantage of the same name from Way of the
Dragon. Characters with this Advantage have a bonus to their use of
one element. and a detriment to their usc of another. A shugenja
who is 'aligned' with one element is said to 'resist' anOlher. Earth and
Air resiSl each other. as do Fire and Water. For example, a character
with Elemenlal Attunemenl to Fire gains a -5 10 all TNs while he is
using that form of magic. bUI a +S 10 all Water spells. If an Earth·
alluned maracter is being allacked by Earth, his TN to be hil is
considered +5. while if he is being targeted by Air, the TN is reduced
by 5.

Chalfellge
Akami of the element which a PC shugenja resists has gone mad

and is causing destruction to a small village (flooding, fircs out of
control etc.).

Focus
The PC is merely passing lhrough the village. but none of the

other PCS can (for whate....er reason) stop the kami.

Strike
A clever PC will realize lhllt controlling this mad kami is more

difficult than summoning a kami of opposition to crush it (water

puIS out fire, earth blocks the wind, etc.). A few Raises should be
necessary to summon a kami of greater strength.

Allies (Variable)
This samurai has friends with similar views as his own. For evel1­

2 Points he spends on Allies. he can gain a single Minor Ally. and
for every 4 he can gain a Major Ally. Minor Allies are folks who C3D

get him legal things like food, shelter and perhaps a small amount
of money. A Major Ally can gf'1 him Ihings thai arc slighlly less easy
10 acquire - such as fake travel papers, audience with a daimyo OJ a
quick midnight ridc out of the province. An Ally thinks like the
samurai and is interested in the samc goals. while (by contrast) a
True Friend is someone that will go out of his way for the samurai

Challellge
The PCS arc trapped in an enemy's lands trying to get home. It is

raining. the roads are flooded with soldiers. and everywhere they go
the villages are sympathetic 10 the enemy. The Pes have beeD
unable to find food or water and the situation has grown dire.

Foells
One of the PCS encounters an ally buying supplies [rom a lone

merchant on a side road. The merchant has onc tough-looki~
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-
}~jimbo. The ally has just purdlascd the last of his food slores
(enough 10 feed the party twice) for an inflated price.

Strike
How the PCS approach the situation affects how they gel lhrough

this ad....enlure. The merchant would be glad to return with more in
two days. if lIle Pes will wail Can they? Otherwise the ally will have
10 share his food \lo~th lhem; will he do so willingly?

Ambidextrous (3 Points)
This dlaractcr may usc both hands v.ithoul penalty. Any

dwactfT who does not invest in Ambidextrous has all TNs
iDl:reNd by 10 when using his off-hand.

Owllenge
The PC has taken a gra\'C wound to his right hand. It is up to the

GM \0 determine whether or not Ihis is permanenl

focus
The samurai must now decide whether to draw his weapon with

his off hand, or ignore the wound and lry to wield his katana with
abloodied. damaged hand.

Strike
The act of drawing a katana with an off hand is a dishonor to the

.samurai and his ancestors. PCs should be reminded how the culture
responds 10 warriors thai draw with their left hand.

Benten's Blessing (3 Points, 2 Points for Crane
Cbaraclers)

This character has been blessed by Benten herselL People are
aUracted to him. be it his looks or his charm ... or both. He just has
thai certain "something." Whenever he makes a roll involVing
persuasion. keep lll1 additional die (IWO if they arc aHracted to the
maractcr already). GMs should ask POi to define whal it is about
their character thai is distinctive. The word "beaulifur is subjective
and does not denne whal is interesting about a Pc.

Challenge
The players have been asked to aUend an elegant party put on by

a beautiful Doji hostess. She has invited the PCS' lord to the party,
bul he cannot attend and has senl the PCS in his place.

Focus
Once there, the PCS realize Ihat all the guests are Crane or

Scorpion courtiers of some merit The \'erbal banter is beyond the
abilities of even the best PC courtier and the way the guests receive

each olher is superfidal and obviously "sincere.~ It is up to the Pes
to fit in and not creale a scene. thus embarrassing their lord

Strike
Eventually, through no fault of their own. the PCS berome

involved in the scheme or an important and alluring NPC The PCS
must maintain a level head while trying to work through the
machinations of a "playful" courtier. The prettiest or ugliest PC
should take the brunt of the NPC's abuse.

Balance (4 points)
This samurai has the abilit)' to remain neutral - even level·

headed - regardless or his inner emotional Slate. He may ignore any
comments designed (0 taunt him or impel him to react. In game
terms. this means he ignores any modifiers 10 his Honor roll. Also,
during IaijulSu duels, the samurai may Raise a number of times up
to his Void + 2. Matsu characters may not purchase this Advantage.

Cha//ellge
The PC's sensei has asked to meet him at his dojo. He has

recently shown great skill and his sensei would like to show him a
special technique.

Focus
The technique requires a great deal of focus and balance. It may

take several weeks of determination to master the technique and
even then the sensei wilt inform the samurai that he should not
abuse the meditative powers that he has imparted to his studenl
Create a series of tests for the PC that require Willpower, Siamina,
Strength. Void, and Meditation checks.

Strike
When it is over a great sample of his physical and mental talents

should be taxed and he should feel his own body aching against Ihe
skill her master has shown him. In the end the PC could be offered
the next Skill rank of laijutsu, Jiujutsu. Wrestling. or Kenjutsu for
half price. If the I3alance Advantage has not yet been taken. the GM
may wish to offer it al this time. but only with much more training
and a very high EP cosl

Blackmail (Glol)' of Blackmailee, Minimum 1)
This character has a bit of information or evidence thai he can

hold over someone's head. I3ecause of this information, he can gain
advantages over the guilty party. The cost of this advantage is equal
10 the Glory Rank of the individual. This Advantage costs one point
less than usual for Scorpion Clan characters. Keep in mind that no
one likes to be blackmailed...
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Agreat way 10 slart a campaign is with every PC blackmailed by
an important Scorpion samurai. This gives the GM a hook to get
everyone together, especially if they arc all meeting in a field
somewhere to gel bushwhacked. A PC with Benten's Blessing is
easier to notice and recognize than any other samurai. Therefore a
-10 TN modifier should be applied 10 any roll to recognize a
samurai with this Advantage.

Challenge
A PC has been blackmailing a powerful NPC. The NPC should

have a great deal of influence or be a powerful military leader. The
NPC has come to visit the PC without announcing himself and
wilhout an invitation.

Focus
When the PC arrives home, he finds his home ransacked and a

very angry NPC silting alone in a dark room, weapon at the ready.
Two yojimbo are standing ready to work the PC over if he gets oul
of hand.

Strike
The NPC only wants to talk. He wants to remind the PC that his

little game is wearing thin. If he persist~ on ~asking" for favors, his
son will be spending much more time away from home. Now, if the
PC should decide 10 try and doing anything foolish, those yojimbo
are likely 10 step in with an escalaling series of punishments.

Bland (2 Points)
Characlers who are bland by nalure tend to be unassuming, quiel

folk with average build and features. Because they are not striking
in any way, it is easy to forget their name and appearance. They have
no real distinguishing features. and many people simply look away
when they pass nearby. Being bland is both an advantage and a
disadvantage; someone who is bland has a greater likelihood of
being ignored when disguised or not wishing to be noticed, but they
also have a smaller chance of being noticed ror recognition or award
by their daimyo. One cannot be Bland and have Benten's Blessing.
Benten's Curse. nor Dangerous Beauty. This Advantage cements the
character's appearance and makes it difficult to detract from thal
although Benten's Curse could be "acquired" later. A Bland PC is
more difficult to recognize than other samurai. Therefore a +10TN
modifier should be applied lo any roll to recognize a samurai with
this Advantage.

Challenge
The PCS have just arrived in a new village or town. They arc far

from hOme and none of the faces look familiar. One of the PCS has

been mistaken for a criminal. AMagistrate of some appropriate kind
(Imperial, Kitsuki. Clan) is handing the PC arrest papers, prepared to
take him in.

Focus
The name on the arrest papers is not his, but no one in the city

recognizes nor can vouch for the PC's identity. The other characters
must decide if any of them are willing to stand up for him in open
court and validate his claims. They have a few days 10 decide what
they will do (a la Refum to Paradisi) and the GM should play up the
tension of the PC's dilemma.

Strike
If the PCS speak to the court on the behalf of the arrested

samurai, the Magistrate makes no contrary claims and allows the
PCS to leave. No one's honor is marred by the incident and the event
unravels fairly easily. TIle idea here is to create a feeling of tension
and powerlessness that quickly fades after a samurai steps rorward
courageously in the defense of another ~ an important lenet 01
bushido. GMs may wish to award a point or two of honor to a lower
honor Pc.

Bloodlines (Kitsu only; 5 points)
The character represent~ the confluence of several pivotal

bloodlines within the clan. The voices of his ancestors come to him
withollt effort, at times to the point of annoyance. All spells and
abilities involving any of his clan's ancestors directly keep an
additional two dice, and ancestors cost him only half their original
value in Character Points. The samurai's ancestors check up on him
from time to time, however, and frequently drop in at inconvenient
times.

Challenge
An ancestor has been contacting the PC in dreams, but the PC

cannot seem to make contact consciously. His sleep has been
interrupted and he wakes each morning agitated and groggy.

Focus
TIle PC must find out what is wrong. The PC's contact with his

ancestors is unusually muddled and confusing. The ancestors that
are making contact are unhelpful. The situation seems dire and the
PC may get the impression that his link 10 the revered ancestors is
fading.

Strike
The key lies in the PC's own will. The KiL~u must meditate to a

state of complete relaxation, wherein he may interact with his
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ancestors and uncover the true fate of the kami that has haunted
him for so long, An excellent addition to this adventure hook would
be an 19awa Void Shugenja or Asako Henshin

Blood o[ Osano-Wo (5 points)
This character is a descendant of the great Osano·\~o, the Crab

warrior whose stamina and battle fury rivaled thai of the elements
themselves. His blood has rendered the samurai resistant to cold,
heat and extremes of temperature. He cannot be harmed by any
weather-related phenomena and always succeeds at any Stamina
checks involving temperature changes. Anyone a!tcmpting to cast a
Fire spell or other appropriate spell (GM's discretion) on him against
his will has a +10 to the spell's TN. This Advantage is lypically only
found among the Crab: however, the Blood of OsanoWo is strong
and flows through the breadth of Rokugan. Matsu and Mantis have
llren known to carry the blood with them, as the Crab marry only
lhe strongest of samurai.

Chllllenge
The PCS have been assigned to protect a village in the Phoenix

lands. It is nearly the end of the year and the cold months will bring
bandits to steal the stored rice from the peasants.

Focu.~

The river outside the village has [rozen over downstream. and the
water is backing up and flooding toward the village. There is only so
much lime before the village is completely wiped out

Strike
One of the PCS must enter the freezing waters and break up the

stubborn ice. Some magic may be necessary, but the GM should
require that one o[ the PCS actually enler the river and hack away
at the ice. The river could also be blocked by a bandit·built dam,
pulling the PCS from their post at the village, while the bandits raid
the peasants.

Cadence (Cranc only; 3 Points)
This is the secret language o[ the Crane artisans. capable of

encoding detailed information into song, speech, or painting. Certain
mythological figures have meanings which can be deciphered by
those who have been taught the Cadence. It is never taught to a non·
Crane. lest their enemies learn their secrets. This Advantage may be
bought during play if the GM decides a Crane mentor can be found
thai is willing to imparl such knowledge and spend several months
(at least six) teaching them.

Challenge
The pes sensei takes the samurai aside and presents him with a

gift of a finely crafted piece o[ pottery (or other art that the PC is
familiar with).

Poem;
The gift has a story embedded in the aTl I[ the samurai takes

time to decipher and interpret the symbolism, it relates a story of a
nemuranai sunk beneath the waves far to the north. The trip should
be spiced up with adventure and peril. If the GM deems it necessary,
anoiher piece of art can be wailing with a new message at the pes
destination.

Strike
The item itself is not very powerful, but is a fine piece o[ arl If

the samurai rei urns with it to his lands, his sensei will regard his
skill as "growing~ and tell him that he is ready to learn his school's
next Technique. GMs should only allow this if the Insight is
sufficient, but this adventure should garner Ihe samurai enough
Experience Points to advance.

Chosen by lbe Oracles (5 Points)
Occasionally, a child is noticed by the Oracles and guided gently

through her life. While this does not mean that the person so chosen
is destined to become the next Oracle, it means that the Oracle takes
a definite interest in her life and well being - to the point o[
inierfering when the individual is not doing as tlle Oracle thinks
besl Because the Oracles are mystical, barely·human creatures. their
ide<l of 'best' and 'worst' can be very different from our own, and
their meddling can be a double-edged sword. GMs should read the
Player's Guide: Book of Air for information on the supernatural.

Challenge
A vision of peril haunts the Pc, speaking of horrible ihings to

corne for the people. The visions occur again and again until the
samurai takes action. The trouble seems to be in a remote
mountainous region, rarely visited by Rokugani. This can be a very
unsettling adventure for an Asako.

Focus
One (or all) of the Oracles is trying to compel the PC to action.

The acl can be a shari· or long·term adventure that dJalienges the
PC and causes undue stress. The end result should be a far cry from
the images contained in the visions. vexing the patience of the Pc.
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Strike
The visions and ensuing pilgrimage are merely a tesl If the PC

acts carefully, thoughtiully, and purposefully, the Oracle will grant a
boon to the samurai that must not be
squandered. But the Oracles are always
vague and their gifts arc not always clear..

Clear Tbinker (2 Points)
It isn't easy to trick this samurai.

Whenever another character tries to confuse.
befuddle, or lie to him, add 10 to the Target
Number. In many RPGs this Advantage is
akin to 'common sense.' a game balancer for
players who tend to behave in a manner
that gel'> the party killed. GMs may want to
insist that certain players must take Ihis
Adval1\age, but that's really up to you.

Challenge
A very tempting oFfer has been

made to the weakest-willed Pc. A
Bayushi has offered him a position
of power within the Scorpion clan in
exchange For his Family's prized katana
which he wears on his saya. GMs should
secretly make some Willpower rolls
behind the screen that automatically fail.

Focus
Another PC gets wind of Ihe deal,

hearing that the fealty ceremony will take
place in one week. Before the duped PCs
clan learns of his dishonor, the PC has an
opportunity to stop the alliance.

Strike
Assuming that the Scorpion have

made a tempting enough offer to the
duped Pc. iI's likely that the rest of
the party will have an uphill road
ahead of them in convincing him that
giving up his ancestral katana is not
worth anything the Scorpion can
offer. The game may have an entire
evening of role-playing ahead iF the
players gel into a philosophical
debate over loyalty, duty. and honor.

Crab Hands (4 Points; Crab Only)
This character has a familiarity with many forms of weapons. and

can wield most of them with some degree of effectiveness. He fights
with. any weapon he does nol have a Bujutsu skill
ranking in as if he had a BUjutSll skill ranking of L
Thi~ is not a "subslitutc~ for regular skill ranks, and
all weapon skills must still be purchased as normaL
Example: Hida Shitoki has the Crab 1"lands
Advantage, a Kcnjutsu Rank 3 and no skill in
Subojutsu. He fights as if he has a Kenjutsu Rank 3
and SubojUL<;U Rank 1. If he purchases a Rank of
Subojutsu through experience. he still fights as if he
had a Subojuisu Rank 1. This Advantage is only
available to Crab characters. This is a powerful
Advantage, and no more than onc PC in the party
should have access to it.

Challenge
The samurai's katana has been stolen and he is

alone in a remole village.

Focus
The culprit is running overland and has a two­

hour head starl TIle PC had better acl quickly.

Strike
The only weapons of use in the village are bo,

jitle, and kama. When he catclles the thief, there
will be hell 10 pay.

Crafty (5 Points)
Quite simply, this character is very good al acting

in a devilish manner. He is considered to
have at least one Rank in .111 Low Skills.

even Skills For which he has not yet
purchased a Rank. If. bowcver. he

wishes 10 buy a Low Skill he docs
not have. he must purchase

Rank 1 with Experience
Points as normal. It is

slill considered
dishonorable 10

use these
ski lis,

even
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if the PC is not highly honorable. GMs may wish 10 impose thaI a
Crafty PC may never have an honor above 2.5. Crafty PCS aTC

considered resourceful by nature and GMs may wish 10 allow a
Scrounging roll (Intelligence) to find a useful item in a eTil ;~. The TN
is dependent upon the value of the item. This is a# powerful
Advantage and no morc than onc PC in the party should have access
lD it

CIw/lenge
The party has been Icrt to die in the wilderness. Contact wilh

Ibeir lord has been severed and the whole of Rokugan considers
!hem kJst

Focus
One of the Pes must find a way for the players to survive in the

,ild The game have left the area and the berries and fruit are not
edible (or perhaps aTC poisonous). Someone must do something \0

save the party. The GM should crcate a host of opportunities to usc
Stealth, Poison, Hunting, and Scrounging.

Sln"1re
Do the samurai admonish Ihe PC for using Low Skills (0 save

tbrir lives? How do the samurai react? See the movie Alive for more
!XI how Ihe human spirit's drive 10 live resists social mores.. In the
fact of adversity. man will do anything to live.

Dangerous Beauty (2 Points, I Point for Scorpion
Characlers)

This is a ....ery different Advantage from Benlen's Blessing. A
dlaraeter with Dangerous Beauty rolls three additional dice for the
purposes of Seduction and other less-than·honorable temptations
lhatlnvolve appearance. Sincerity is noi based on one's beauty, but
Commerce sometimes can be. This is a powerful Advantage and no
more than one PC in the party should have access to il

Acharacter who wishes 10 purchase both Benten's Blessing and
Dangerous 8cauty must pay an additional 3 Character Points on top
Ii the total Advantage price (a IOtai of 8 Points. or 7 Points for
Scorpion and Crane characters). This oombination should be very
rare. The uses for such an ability are endless and GMs should
mrourage Pes to refrain from abusing their beauty, lest the fortunes
Iail to shine on them one morning.

Daredevil (4 Points)
Whenever a Daredevil does something risky, or performs an

impossible feat, the GM secrelly rolls a die. If the die roll is even, the
dlaractcr receives a +10 bonus to the roll (unknown to the player)
for thai feat. Otherwise. there is no benefit from this Advantage. This

a particularly cinematic Advantage and GMs should consider
allowing il in games that have a very heroic flair. Realistic games
would rarely have use for such an ability.

This Advantage provides the PC with ample opportunities 10 put
herself in harm's way. PCS thai abuse this AdvanLage or try Lhe same
thing twice will find that it isn't so daring once it has already been
done.

Challenge
The sensei has noticed the pes unbridled passion for action. The

sensei has created a series of tests that the samurai musl o\'ercome:
Ihe final test involves diving from a cliff into the sea some 60 fcct
below, beyond an outcropping of rocks jutting out into the sea

Focus
Failure brings death.

Strike
Success indicates that the studenl is ready to learn.

Death Trance (3 Points. 2 Points for Lion
Characters)

This samurai understands that death has no hold over him. and
has taken the philosophy of bushido 10 heart When he faces death.
he enters into a thoughLless trance that gives him great courage in
the face of adversity. A character with Death Trance aUlomatically
sucrecds at Fear Rolls.

Cltallenge
The PC is faced with a Fear·inducing situation and. although he

has never been asked to make a Willpower check before, he is now.

Focus
Faced with the sensation of fear for the first time, the PC may

begin to question or doubt his own abilities. This provides the GM
wilh oounLless opportunities to role-play. In the meantime. the
ability is useless even under mundane circumstances. Requcsts to
oommit seppuku are denied.

Strike
Whether or not the PC gets back his ability is up to the Pes role·

playing and the GM's fairness. An entire campaign oould be built
around reforging one's own courage.

Differenl School (3 Points)
This character did not go to his Clan's bushi or shugcnja schoo!'

but was instead an "exchange student" at another Clan's school. This
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requires the prospective student's family to cash in a number of
favors, and may have some effect on others' perception of him; a
Crab bushi who studied at the Kakita school would aln,<Jst l:Crtainly
be mocked by his cousins. This Advantage may only be taken Once.
Players and GMs should confer on how and why the Advantage is
required.

Some GMs may disallow this Advantage altogether; others may
deLide that the mechanics of a differelll school should not cost the
PC any additional points. As long as the PC is choosing a family and
Sd1001 based on style and not on optimizing points, the relative
"harmlessnessM of attending another school may incline the GM
toward not charging any points for this Advantage. TIle ridicule the
PC will receive from peers is more likely to be a disadvantage
anyv.'ay: "Look. irs Matsu Gireko. who trained with the Dragon.
She's not even a real Lion~

Ear of the Emperor (5 Points)
TIle PC has a (semi·)direct line to the Imperial Court, whether

through familial connections, favors, social or political innuence or
simple respecL The terms of the connection must be clearly defined
before a PC with t.his Advant.age can be brought into play. The
samurai is generally treated as if his Glory Rank is one or two levels
higher. Depending on the circumstances. the PC might not need to
be present in court when it is proposed. relying instead on a third
party to relay and insinuate the desired information.

Challenge
The Seppun seek a champion to step forth and defend the honor

of a recently insulted courtier. The Emperor has approved the duel
and the two families must settle this dispute quickly and quietly,

Focus
A PC who has been abusing his connections in court is asked to

relurn a favor by acting as a personal champion to the dishonored
Seppun. It would be a disgrace to refuse,

Strike
TIle PC has a choice. Either he can race off in the duel or he can

quickly find a champion who can.. but remember, if a courtier
chooses a champion, he suffers the same fate as his defender.

Elemental Attunement (Mirumoto Bushi only; 1
Point)

The bushi with this Advantage has spellt many years training
with shugenja. Now he is attuned to the shifL~, ebbs and flows of
elemental energy. With a successful Awareness roll (fN set by GM),
the bushi may detect the use of magic in the immediate area.

Challenge
A magical catastrophe has occurred. TIle PC wakes one morning,

sensing that something is not right There are shugenja about and
all of them have very differenl opinions as to what has occurred.

Focus
If the PC chooses LO uncover the event on his own, he finds that

someone has cas! a maho spell and unleashed a great deal of
negative magic into the world. The kami arc unsettled by the event
and the PC can easily track the source of the disturbance to a
secluded location.

Strike
What the PC finds is up to the GM. Perhaps a Black Scroll has

been read and used for the first time in over 1000 years or a Phoenix
shugenja has unleashed a spell that murders kami spirits. The key
here is to have the PC stumble upon something that should not be
found. This adventure works well with the Kitsu Bloodlines
Advantages (see H'llY of the Lion), or the Forbidden Knowledge
Advantage below.

Forbidden Knowledge (Pboenix Only; 1-10 points)
TIlis is a form of the 'Inheritance' Advantage. However, rather

than inheriting a physical item or ability, the character has some
secret knowledge which should be kept hidden from the rest of
Hokugan. Because of the reclusive nature of the Phoenix, family
secrets are passed only from one member of the household to
another as death comes to take the original twlder of tile secret
Such secrets are considered to be the most precious knowledge a
member of that family can hold. Each family is publicly known
(within their clan) to have this secret, although the majority of
Hokugan docs no! know. This informalion is jealously guarded by
the Phoenix Clan.

This knowledge can he anything from the true ritual to summon
an Oni to the location of a Black Scroll. or knowledge of a hidden
maho rile dating back to the Tribe of 19awa before the Empire came
to Gisei Toshi. For each point spent on this Advantage, the character's
secret is more potentially damaging to him and his clan, and he \\~JI

be more seriously watched by his clan. In any case, members of his
clan should be informed that they know he is a holder of some
Forbidden Knowledge; NPCs tend to treat the character differently­
belLer or worse, depending on the NPC.

GMs should consider each point in this advantage the equivalent
of a skill rank in the Lore of that piece of very speCial and esoteric
information. Values ahove 5 are still considered, and GMs should
apply the "over IOdice" rule if it becomes necessary.

Legend ot the Five "Rings



Bushido

Ow/lenge
Someone has been asking for the Pc. A stranger has been

roming 10 visit the samurai whenever he is not around and word has
reached her thaI someone is looking for him. TIle news should be
unsellHng, and a paranoid player ought to think someone is 0 ..1 to
get his character.

Focus
The stranger leaves a message for the PC (hal they should meet

lOlllewhere relatively quieL A remote road house is suggested two
mks from Lhe day thc message is left Hopefully. Ihc PC will be
ITf)' worried at this point If the PC is nOI completely paranoid.
make odd shadows appear around the house at night while he tries
10 rest After all. no samurai should c\'er fear anyone.

Strike
Afamily secret is in jeopardy and the PC must guard it The

stranger is a Yoga, who still has strong tics to the Phoenix or PC's
family. He tells the secret to the PC once - and only once ~ and then
commits scppuku immediately afterwards. Now, is anyone else
looking for the PC?

Gaijin Gear (Unicorn Only; 2 Pnints)
This character starts the game with a piece of gaijin equipment

Ii his choice. See Appendix 2 in "~ol tlte Unicorn for a list of what
is 3\·ailable: possibilities include a spyglass. a sling (whidl would
rrquirt purdlasing the Skill to use it~ or perhaps an oil lamp with
glass lenses. He may only purchase this Advantage once. GMs may
decide that a PC of another Clan may purchase this Advantage with
I good enough background story, but never at less than 6 or 8 points.

Cha/{ellge
An Ide merchant approaches the PCS announcing that his entire

taravan of goods has been stolen. The bandit~ took it with them into
Ihe hills. Honorable bushi should be glad to help. while ronin will
aped a reward - which he oUers.

Focus
Many of tne items in the caravan were very exotic and the gaijin

gear may not yet have been searched through by the bandits
(depending on how long it takes the Pes to find them).

Slrike
When the PCS return with the goods, he offers the party one

exotic Hem (which they must still buy with 10 Experience Points in
order for it to continue to work, to preserve game balance) that any
01 them may take. The item should be relatively useful. but GMs

should remember, once an item has been introduced into the game,
it's in the game·world for good.

Gentry (Variable, but at least 5)
Most samurai characters arc not responsible for any land. instead

being sworn to samurai of higher Glory and paid a stipend from the
laxes their lords collect. Charaders with the Gentry Advantage have
land they must allend to and collect taxes from. This provides the
samurai with additional income, but also requires some
responsibility. After all. the samurai must now deal with bandils,
wandering ogres, mahQ-tsukai and all other threats. real or
imagined. to his fiefdom. Administrative duties over the area
(cataloging births and deaths, etc.) are also now his responsibility,
although he may assign an assistant to handle most of il See the
charts in the Plo)'er's Guide (pages IOO-IOI) when designing the
PC's lands.

Challenge
A village or holding of tne character's has not been visited for

some time. His yoriki and headmaster have not made contact in
some time and the lime for tax collecting has come about.

Focus
The samurai is expected to escort the tax collector to each village

and return with the levied rice. Upon reaching tne final village, the
samurai and tax collector see that his village has been torn asunder
by something...

Strike
Is it a hurricane? Acreature from the Shadowlands? Adisease or

plague? A war band? Bandits? Ronin? Whatever the cause, the
dishonor of permitting a village to be ravaged stainS thc PC and his
lord.

Great Destiny (4 Points)
When this dlaraeter was born, it may have been that the stars

were aligned just right or a birthmark was in just the right shape,
but the ancestors smiled and a Destiny was created for this child
The great wheel moves this diameter slowly and surely towards this
destiny. If this character takes damage that would kill him. he is
reduced instead to a single Wound at the Out Level. The $e\'en
Fortunes will only prolect a character in this manner once per story.
The GM will decide what the Great Destiny is. but need never reveal
it. Once the Destiny has been rulfilled. these points are turned into
8 Experience Points. This is a powerful Advantage and no more than
one PC in the party should have access to it.
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Challenge
lbe PC has been summoned to his lord's chambers. The chimyo

seems pensive and concerned, and informs the PC that war is-<Ibout
to break out witb another family. The remainder of the dan does not
support the war, and the lord must hold his own against the warlike
enemy. TIlis works exceptionally well if the PC comes from a les.<;
warlike family and the enemy is the Hida, Olaku, or Matsu.

Focus
The daJmyo offers the PC the title of hatamoto during the war,

telling him "The ancestors have visited me and told me that you arc
the samurai to best lead my army:' What PC would refuse such a
'request'?

Strike
The ancestors were actually 'Echoes of a Breeze' cast by an

enemy shugenja. and the enemy knows the style and tactia; of the
Pc. They expect to be able to overrun the PC without much
resistance. What the enemy does not know is that Ihe Fortunes
dictated the fate of the world long ago and the samurai is destined
for greatness.

Heartless (2 Points)
All attempts to woo or sway this samurai's heart 10 pleas of

compassion, love or courtesy fall on deaf ears. Any appeal to his
heart shall find it made of stone. Any Skills used with Awareness in
such an attempt (such as Seduction, Poetry, Acting, or Sincerity) have
a +IOta their TN. Note: this is an Advantage, where Insensitive is a
Disadvantage. A PC cannot take both.

Challenge
The PC is appro'lched by a Doji courtier who seems sincerely

concerned over the fate of a small village and its people. She informs
the PC that she cannol trust just anyone with this duty, but that he
is renowned for being a samurai of his word.

Focus
The PC is immune to such a character and ignores her pleas. The

attempts to appeal to his sensibilities have failed. Now the Doii must
turn to another for aid, one less skilled or less trustworthy than the
Pc.

Stn'ke
What should happen if the PC does not help? Whom can the Doji

turn to? What should happen to the village? To the honor of the PC's
or the Doji's family if belp is nOl rendered?

A Heart or Vengeance (3 Points)
'~I7le angry mati will defeat himself ill battle, as well as iI/life:

- Naka Kuro

The player should choose any Grcat Clan. For some reason 01

another, members of that clan will always draw his cbaracters
wrath. Whenever he uses any Skill against a member of that dan,
he always keeps (not rolls) an additional die. He must take a 2·poinl
Sworn Enemy from that clan when he takes this Advantage. but he
receives no points for the Enemy, In social situations with the Clan.
the GM may wish to penalize the character for his inabilily to
remain impartial and rational. PCS should explain thc history of this
and how they have come 10 have such disregard for the Clan.

Challenge
The PC must escort a high-ranking member of the Clan he

despises. Either the PC's daimyo has no other choice in the matte~

or he has decided to teach the PC a lesson in tolerance,

Focus
TIle PC has strict instructions to remain courteous and polite, and

not to injure the delicate relationship between his Clan and his
charge's, Disregarding these instructions would cause a tremendous
stain on the PC's Honor.

Strike
TIle NPC is very polite and humble. After some lime, tbe PC

learns more and more about the noble and might even grow to like
him. The reach the end of their journey, where the noble is
challenged to a duel by 11 drunk and thoughtless samurai from the
PC's clan. The character must decide whether set aside his prejudices
and defend the noble, or allow his clansman to butcher the man,

Higher Purpose (2 Points)
This character has dedicated himself to a single goal. a single

objective. Whenever he takes a step towards achieving his Higher
Purpose, he gains an extra experience point at the end of the session
This objective should be clearly defined by the PC and GM to
eliminate confusion.

The ~ligher Purpose Advantage is a toned down version of Great
Destiny. GMs should consider the scope of their campaigns and
determine which best fits their styles of play. Great Destiny works
well in a campaign where the character expects 10 reach a high level
of acclaim without many specific goals. Higher Purpose, on the other
hand, requires goals and direction: a specific path which the samurai
intends to follow. An honorable samurai is expected to do what is
necessary, while a rational samurai is expected to do what is right
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Imperial Spouse (2 Points)
In rdrc cases. a member of the Seppun or OlOma families marries

someone of the seven Clans, and chooses to join !.he househc.J of
!heir spouse. Having an Imperial Cousin as a wife or husband is a
mixed blessing - he will certainly know what takes place in the
Imperial Court even if he is as far away as the Phoenix or Crab
Lmds Oetters from the Emperor's family travel rapidly). Also. he will
be able 10 secure invitations. audicnCt's with the imperial Advisors
or one of the daimyo of the Imperial House (SeppUIl, Otomo or
Miya1 or extra koku and supplies for lroubled times. However. if an
Imperial spouse is in danger. the families of the Emperor may
moose to take direct action. without considering lhe wishes of the
PC. his clan. or their alliances. (Although she has changed her name
10 .suit her wedding, a Seppun is always a Seppun.) Thus. the
dlaracter may be constantly plagued by well-wishers, sycophants,
and threats from the Imperial Families as they make certain that
"our cousin is well'lreated:'

Challenge
The PC and her spouse have been invited to the wedding of a

friend_ The imperial court bustles with Ihe ne'A'S of the marriage of
aSeppun and a Doji and the peace it will bring to the two families.
C}llical samurai see it as yet another aUempt 10 ostracize the whole
of Rokugan from imperial life.

Focus
At the wedding the PC is approadied by a renowned courtier who

says he has important information about her husband. Needless to
say. the PC should be very interested. However, before the evening's
end. the courtier dies (3 poison. or something equally subile). What
was the news? I-Iow will Ihe PC ever know whnl the courtier
intended 10 say?

Strike
The idea here is to plant a seed of doubt and mistrust in the PC's

mind. How can she trust her husband now? What will befall the
family with such a lurn of events? The GM should plant Ihe
necessary subtext to foster paranoia and mistrust in their
relationship.

Inheritance (variable)
This diaraeter has received an ancestral item of some sort This

item has been carried by your ancestors and its spirit has become
more powerful than a normal Hem. The cost in points and the nature
of the item must be agreed upon with the GM. bUI even a minor
magical item would cost 2 or 3 points. Adan's Ancestral Weapon or
Armor might cost 20 points or more.
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The GM has the final say on exact effecls of the Advantage.
Additional boxes of Glory or an increase in Awareness whenever the
Hem is worn are recommended. AGM can easily attach a point cost
to a nemuranai that allows specific game effects: for example, a
katana which allows the additional expenditure of Void points or an
amulet that wards off Oni. This Advantage is intended to allow OMs
to dictate the level of power in their own campaigns. The Kaiu and
Kakita Blade Advantages. for instance, are merely specialized
versions of this one.

Innate Ability (2 Experience Points)
When a shugenja has gained mastery over a spell, he can

complete the incredibly complex motions and meditations required
10 appe<lse the spirits without the aid of a scroll. For 2 Experience
Points. a shugenja can begin the game with one spell as an Innate
Ability. The shugenja no longer needs to have the spell scroll in front
of him 10 cast the spell. If the shugenja casts the spell from a scroll
anyway. he receives a Free Raise. Ashugenja can have any number
of spells as innate abilities, bUI cannot master a spell unless her Ring
Rank plus her School Rank is equal to or greater than the Mastery
Level of the spell. Ashugenja can master a spell at any time during
the game that the GM deems appropriate.

Inner Gift (6 Points)
The character with Inner Gift has been blessed with an

uncontrollable talent. perhaps empathy, precognition. or the ability
10 sense danger. 11 is up to the GM 10 let the character know when
his gift activates, and what that means to the current situation. A
character with the inner gift of precognition. far example, might
have a series of dreams about a bloody knife, only to wake up one
morning and find that his dearest friend ha~ been a~sassinated. A
character with empathy might be able to tell when someone is lying
10 him, or a character with psychometry (reading emotions from
objects) might gain a flash of insight when he picks up a samurai's
fan. The gift must be clearly defined at the time a character
purchases this Advantage. A character with Inner Gift can choose
one of the following abilities: precognition, animal speech.
psychometry, and empathy.

Challenge
The PC gets a flash of a horrible murder, but cannot determine

the identity of either the victim or the killer. Their faces are
muddled, although the character can clearly see the area around
Ihem. The murder will apparently take place in a castle.

Focm;
The PC must find out who will die and who will murder him.

With only the vision of the surrounding area to go on, he enlists the
aid of a dose friend, who helps piece together the location from the
character's clues.

Strike
Arriving at the murder site. the PC makes a hOrrible discovery:

the murderer is the same friend who led him here and the victim is
the PC himself. He must figure out how to thwart the killings and,
if possible, why his friend would want him dead.

Irreproachahle (Variahle)
This samurai is devoted to his word. For each point he spends on

this Advantage, he adds +5 TN to his ability to resist seduction and
bribery attempts. TIlis character may not purchase Greed or Lechery,
GMs should not allow PCS to spend a number of points on
Irreproachable higher than their starting Void.

Challenge
The PC witnesses his lord murdering a geisha courtier, or

someone of note. The daimyo sees the PC and hurries away without
speaking on the matter.

Focus
Later, the lord summons the PC to his chambers and offers him

a very high position in the courl He does not mention the events of
the previous nighi and grows angry if they are brought up.

Strike
TIle PC knows that his lord will expect him to Slay quiet if he

accepts the position, and also knows thill his family's honor will be
betrayed if he speaks. Acharacter truly beyond reproach will remain
quiet while refusing the "gift" or speak out oncc he takes it (thus
implicating himself as well as his lord).

Isbiken-do (Isawa Shogenja only; 5 Points)
All lsawa who wish to become Void mages must take this

Advantage. 1I is the basic latent ability all candidates for ishi status
possess, allowing them to reach out into the Realm of Void and see
the myriad patterns i>"Wirling between the other four elements. More
importantly, it also allows them 10 comprehend what they are
seeing. Should a person ever be exposed to the Realm of Void
without this Advantage, the subtle eddies of Void would drive them
insane. See The Way of the Phoenix for information aboul Void
magic.
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Kaiu Sword (Crab ouly; 4 Points)
This character has inherited a fabled Kaiu katana. a magnificent

weapon which has been in his family's hands for generations. It
keeps an additional die of damage (2k.3), bUI it must never leave his
side. If anyone outside of the character's family touches ihe blade, he
loses 1Honor poini. If he ever aClually loses the sword. he loses two
Honor Ranks permanently. Only Crab samurai may take this
advantage. GMs may allow non-Crab PCS with very strong,
ronvincing backgrounds to purchase tbis Advantage. but at 2 or 3
more points.

Kakita Blade (4 Points; 8 Points [or non-Crane
characters)

Kakita blades are the finest swords in the Empire, thinner and
more flexible than ordinary katana. Acharacter who carries a Kakila
sword has prestige and draws attention. A character may begin the
game with a Kakita blade only under certain circumstanl1~S. Youths
nCI'er receive a Kakita blade, and the weapons never leave the Crane
lands excepl under particular conditions. Non·Crane characters
almost never receive a Kaki!a blade.

1\ Kakita blade rolls and keeps one extra die when striking 10 hit
an opponen~ and allows il~ user to reroll a single damage die during
an iaijutsu duel. A samurai who loses his Kakila Blade should ask
for a quick death, because nothing can atone for such an affront 10
his ancestors.

Al first glance, it appears that the Kakita BlHde is a better
Advantage than the Kaiu Sword, but each of these Adv<lntages
cI'okes a different style of play. Where the Kaiu Blade is useful tlnd
utilitarian. the Kakita Blade is a work of arl. The Kaiu forge katana
and the KakHa creale blades. GMs should be aware that the Crane
characler will have a very different relationship with his sword than
aCrab docs with his.

Large (2 Points, 1 Pnint [nr Crab Characters)
This samurai big (either tall or wide or both). 11le average male

Rokugani is approximately 5'6" to S'S" tall. This character is
anywhere from 6'0" 10 6'3". TIlis is bOtJl an advantage and a
disadvantage. Whenever the PC engages in social situations, he rolls
one die less. However. all damage rolls arc al +1 die (no! kepI).

Challenge/Focus/Strike
A ronin interesled in joining the ranks of a Clan finds a PC

samurai with Ihis Advantage on a road and challenges him to a duel.
The ronin hopes to impress his prospective clan by defeating such a
huge (and therefore powerful) foe.

Leadership (7 points; 4 [or Lion)
A character with the Leadership Advantage is able to bestow

limild benefits on those who follow him. If another character is
following a samurai with Leadership. hc is able to use some of his
leader's Skills. Whenever a charader is following a leader's example
(performing the same action as the leader), he automatically gains a
bonus Rank in that Skill. If the character does not have the Skill
then he performs as if he had Rank 1. TIle leader's Skill must be
higher than those who follow him, and must be at least Rank 3 in
order for his followers 10 gain this bonus.

Challellge
A small village is being terrorized by bandits and the samurai's

lord has ordered her to train them with the yarL The PC travels to
the village to spend two hours each morning with the farmers,
training them as ashigaru (peasanl warriors).

Focus
The training goes well, with few snags. Howevcr, the harvest

suffers from the amount of time spent training, and now the PC's
lord has heard that he is wasting time on the training.

Strike
The bandits make a surprise arrival at the village as the samurai

is doing kata with the peasants. The situation could get ugly.

Luck (3, 6, or 9 Points)
For every level of Luck, this samurai may re·roll one unsuccessful

roll during a session. A particularly lucky samurai milY be well­
known for the trait and word may spread that his name means
fortune {whether or nol Ihal is true}.

Magic Resistance (2, 4, or 6 Points)
For some reason (determined by the player and GM), this

charader is highly resistant to spell effecls. Pcrhaps he trained with
the Dragon or Phoenix. or the kami themselvcs dctermined his path
in life. For whatever reason, every two poinl~ spcnt on Magic
Resistance (a maximum of 6), increases the TN of spells targeting
him by 5. Thcrefore a +I5 TN bonus is bestowed on a PC with
Magic Resistance 3 (6 points).

Challenge
A shugenja of the PC's clan is in the midst of researching a new

and powerful spell. The PC has been chosen to guard over <llld walch
the shugenja during the ritual preparation of the spell.
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Focus
During the preparations. lhe PC has a chance to speak \\;lh Ihe

shugenja's assistants. who ask him about his "kharmic immunity"
(the Advanlage~

Slrike
Something goes horribly wrong and thc shugenja is destroyed by

a powerful kami. The PC must now dcrend the shugenja's assistants
(and possibly the surrounding community) from the enraged spirit.

Multiple Schools (6 Experience Points)
This is an unusual Advantage. in that it can only be bought after

a bushi (ah~ only a bushi and only 10 another bushi school) has
progressed beyond level 1 in his schooL GM permitting, this
Advantage ICls the player switch schools without losing his old
techniques.

When Ihc bushi s\\~tches schools. his old Techniques are -frozen:'
He won't learn any further techniques hom his old school. but he'll
begin learning new techniques in his new school immediately. As
soon as he gains permission 10 begin training al the new school he
more-or-Iess immediately learns the Rank I Tedmique (G~fs

discretion on the length of training necessary, but probably not
longer than 3 to 6 game months). The bushi then begins gaining
Techniques in his new school as his Insight goes up.

Challenge
GMs should target the most balanced character in terms of

insight and points. That pes daimyo sees something special in the
samurai, and deddes that an urgent need of the clan requires that
character's immediate attention.

Pocus
111e samurai's daimyo ushers him into a closed court and asks

him to consider attending [he school of a rival Clan to learn their
skill with [he blade. Myou must insinuate yourself into the Clan and
make believe that you havc forsaken our Clan for theirs. Publicly, I
shall denounce you as a lraitor. In ten years, when your training
ends. return to us and show us what you have learned. Then we will
master what they have so carefully used against us." Uthe PC agrees.
the agreement remains a seaet between the two of them. GMs
should make it relali\'ely difficult to ensure the acceptance of the
new student from the rival Clan. but it should happen. Once inside,
the ways of the Clan will become familiar and routine and the
schooling should move along smoothly (although a few early
sessions of failure should be role·played out).

StriJre
Beforc the PCs training ends. his daimyo dies and the truth of IUs

lrue loyalty to his Clan is lost forever. Only he knows the truth. And
now the armies prepare for war...

Nohle Birth (Monks only; 3 Points)
Players of the LSR CCG may notice that the ise Zllmi are

considered samurai in the card game. By default, ise Zllmi characters
arc not considered samurai. They arc monks, and now occupy the
top of the heimin class in the Celestial Order. However, although not
all ise zumi belong to the samurai class, many samurai climb up
Togashi Mountain and throwaway their heritage for enlightenment
Some still retain their social status. despite their new place in the
celestial order. lse zumi who wish to retain their samurai status muS!
take this Advantage. Those that do not remain monks - part of the
peasant class.

C/tal/enge
A Magistrate approaches a PC with this Advantage and argues

the validity o( his slalion as samurai, ordering him to drop his
katana

Focus
The PC must either comply or resort to \'iolence.

Strike
U the PC abdicates. he may be arrested or killed as a peasant

impersonating a samurai. If he resists, he may find himself staring
down the wrong end of a ducL

Patron (Artisan only; 1-5 points)
Someone or importance has taken an intcrest in the PC ll1is

t\dvantagc should nOI be confused with the Allies advantage. A
Patron expects a certain amount of reciprocal trade for his gifts. He
will call upon the character from time to time, expecting some great
work of art or a creation to celebrate the patron's laicst achievement
However, such works will undoubtedly be circulated among the
patron's followers. and which may cause a certain amount of fame
and jealousy.

Although the Patron Advantage is similar to thc -Sensei­
Advantage, it differs in two ways. First the patron may not know
anything about the art itself, and may therefore be simply an
admirer rather than a leacher. Second. the patron seeks to advanct
the characters political and artistic career by displaying the artisan's
masterpieces in courts and public gatherings. In exchange for this.
the artisan is expected 10 create mastcrpictes which natter the
patron and bring him glory. The artisan is also expected to perform
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at Ihe request of the patron whenever the palran has need for lhe
artisan's services. GMs should welcome this as a role-playing
opportunity involving an interested, involved, and well-developed
\1'('.

The more points an artisan spends on this Advanlage. the more
lK:w.erful and influential his patron will be - and the more oflcn the
patron will call upon the artisan to perform his art The palron's
starting Glory is 2 plus the number of points spent on lhis
Ad\'anlage. The patron should be a landed noble (Gentry Advantage)
and have whatever other uailS are necessary for that staliOIL If a PC
takes this Advantage, the GM should be prepared (0 create an entire
SPC based on lhe style of character the player has made.

Cha/fengelFocus/SJrike
The Palron hiD commissioned an important work from the PC at

the same lime the pes lord requires his services as well. An
IDJIOrtant galhering and exposition is coming al lhe next festival
md bolh the lord and patron require an award-winning piere.

Perfect Balance (2 Points)
This character rolls an additional die whenever performing

lIrtions involving balance.

Precise Memory (3 Points)
This charaL1er has a phenomenal ability to memorize facts.

figures and written material. His mind records information easily,
but this docs not make him infallible. Neither does it give him any
unusual ability to understand the information. nor learn new skills
or languages. Characters wishing to remember something intricate,
or precisely memori;r.e large amounts of information, must make a
simple Intelligence roll at a TN of 10. More complex information
may require a higher TN to memorize. GMs should keep a short list
01 the highlights of the information. PCS that can be trusted may
maintain these notes as well.

Challenge
The party h,lS been sent out to scout for the hideout of a

notorious bandit lord. The cunning brigand has hidden his
!leadquarters well, and finding the location may be an intricate
adventure in and of itself.

Focus
Once found, the PCS must detail the general layout of the lair and

report back. A scribe has been assigned the duty of preparing their
notes and transcribing the details of the lair.

Strike
Returning from the hideouL the party is ambushed by a bandit

scouting party. Although the PCS drive them off. the scribe takes a
grievous wound and his notes are covered in blood, making them
useless ...

Quick (3 Points)
This samurai is just fasler than other folks. When determining

initiative. he rolls (but docsn't keep) an exira die. This can be a
powerful Advantage and no more than one PC in the party should
have aCO!ss to iL GMs may wish to review the additional rules
governing this Advantage in the Book of Fire..

Quick Healer (3 Points)
The character heals Wounds as if your Stamina were one Rank

higher. GMs may allow players to buy this Advantage more than
once. If so, it costs 4 points the second time, 5 the third and so on.
lf lhis rulc is in effcct. then Pes should be allowed to get extra le\'els
of Quick Healer once game play has started.

Ratling Ally (4 Points; Crab 2 Points)
This charactcr has a friend among the Nezumi, one who will help

thc samurai in time of need. He can acl as a liaison between the PC
and the tribe, provide accurate information on the surrounding
landscape, or cven assist him in covert tasks like scouting or hiding
from oni. The player should design a name and personality for his
Railing friend, as well as a reason why the two of them arc
connected.

While other Rokugani may look upon the character with distrust
for keeping such a tic, the Crab Clan knows its real value and wi11
treat him with rcspect. GMs may wish to turn this Advantage into a
bad reputation or hamper the PC with negative social effects. If so, the
cost of the aJJy should become 1 poin!, and the PC should lose one die
in social situations with individuals that are aware of the relationship.

Challenge
The PC's Ratling Ally has approachcd the PC asking for aid.

Goblins have attacked his tribe and the Ratling needs the aid of the
PC's family.

Focus
Olher party members may notice thaI ihc Ratling acts

distinctively human and even kneels when asking for a favor.

Strike
The PC will obviously help, but will the rest of the party see a

value in aiding this creature?

e (:iame .Master's (:iuide



Chapter Four

Read Lips (2 Points)
With a successful Perception Roll this PC can read the lips of

anyone whose face he can see dearly. This can be a particularly
useful skill in court The TN is based on the conditions and the
distance of Ihc situation. It requires a base TN of 15 10 read lips in
an ideal situation. Increase the TN by 10 if thc larget is very far from
the samurdi (no one can successfully rcad lips further than about 50
feet or so). Poor lighting may also increase Ihc TN. GMs may wish
to require morc raises when trying to read the lips of a Scorpion
wearing a mask. a courtier with a fan, or a samurai with the Crafty
Advanlagc.

Cholfenge
The PC h~_)ecn asked to escort an important courtier to a ball

or celebration. The courtier is an important emissary of the Clan and
the PC is expected to protect serve, and by all means obey and
respect the hosts and other Clans.

Focus
Once there. the courtier begins to "put on airs~ and introduces the

PC as her personal yojimbo. Her deportment is careful and precise.
but seems forced and unnatural At one point she leaves the PC
alone so that she may visit with friends.

Strike
From across the room. the PC notices the courtier speaking with

others from a rival Clan. She divulges trusted advice about the pes
lord (and her own) to these fiendish '"manipulators.- The PC must
obey his lord·s wishes and defend his lord's honor at Ihe same time.

Sensei (Variable)
This samurai and his sensei have developed a bond that makes

them inseparable. ·nle PC would do anything to protect his sensei
and his school. and the scnsci would do the same. The cost of a
sensei depends on his renown. The pes sensei will not be able to
acromlXlny him on journeys (he has responsibilities. after aill. but he
wiU be able to assist the dlaraeter in other ways.

The number of points spent on this Advantage detemlincs Ihe
School Rank of the Sensei. Each point spent buys the Sensei one
School Rank.

GMs may want 10 increase the point cost by I or 2 points
depending on the devotion the sensei has to the Pc. A particularly
devoted sensei may see something in Ihe PC that the PC himself is
not yet aware of. Asensei can be expected to aid the PC in reaching
the nexl le ....el of training in situations where the pes Insight is only
a few points shorL This too is up 10 the GM.

A host of ad\'enture ideas can spring from the Sensei Advantage
A sensei can ask the PC to do him a favor that no other perSOl
would dare ask. The sensei can critique Ihe PC in ways thai no ant
else can. GMs should play up the sensei"s importance by having him
or her frequently interact with the PC and leaving those withoUI this
Advantage feeling lert oul

A sensei should be a fully developed NPC with goals and a life
outside of the Pc. The sensci should not be "sleeping~ unli! the p(

arrives with another question. Samurai must treat their sensei wen
just as Ihey must treat a parent or close relative well. Gifts and
regular invitations for dinner are not uncommon. and can provide
excellent opportunities for role·playing in addition to enriching Ihe
relaUonship between student and master.

Social Position (5 Points per Rank)
Characters who have additional Social Position gain a bonus 10

their Glory, and therefore to their position within Rokugan sode!)'
This can come from being closely related to a daimyo (or even thr
Emperor himself). or possibly from ha\'ing a great omen appeal'
when you were born. The player should note exactly how his
character gained Ihis Advantage. It is up 10 the GM whether or n«
it can be bought more than once. Mosl LSR campaigns assume thaI
the PCS siarl as individuals who have yet to make a name fll
themselves. PCS running around with a Glory of 3 or 4 should bt
serving the Clan in a different capacHy.

Strength of the Earth (2, 4, or 8 Points)
A character who has the Strength of the Earth may ignore some

effccts of Wound Levels on their rolls. The Wound Level penalty is
decreased by 5 for every level Ihe character has invested inlo
Strength of the Earth. This can be u powerful Advantage; no more
Ihun one PC in the party should have access to il

True Friend (Variable)
True friendship is a rare commodity in Rokugan. This PC and his

NPC friend have gone through much together, and would do
anything for each other. Having such a friend is a blessing. but also
demands greal devotion and loyalty. GMs should fully develop Ihe
characteristics of the True Friend with the player before the start rJ
the campaign. keeping any information secret about the NPC thai
Ihe samurai would not know. The cost for a True Friend depends om
his influence and his de\·otion.

Illfluence
• I Point = A character of minor influence (a samurai without

land or political position).
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· 3 Points = A character of some influence (a samurai with land
and/or political position).

• 5 Points = A character of great influence (a daimyo with land
and political position).

Devotion
• 1 Point = Your friend would go out of his way for you, but

would not risk family honor.
• 3 Points = Your friend would risk family honor to aid you, but

lI"ould do so secretly.
• 5 Points = Your friend would do anything to aid you.

Just because a samurai calls upon the aid of a friend does not
mean that the friend cannot call on the aid of the Pc. For every
instance that a PC calls upon a friend for aid the GM should make
anote. After Ihc PC has I';kcd for help a number of times (say about
uJree to five instances). the friend should ask something large of the
PC. Many adventures can spawn from such a requesl

Voice (2 Points)
Acharacter with the Voice Advantage receives a Free Raise for

rolls involving speaking. Although speaking applies to most any
talcnt this Advantage comes into play where the pes words can
significantly influence the outcome of the encounler. Oratory, Bard,
Sincerity, Etiquette, and Courtier are all excellent examples of skills
that may benefit from this Advantage.

Way of the Land (2 Points, 1 Point for Unicorn
Characters)

This character knows his home province very well. He never
becomes lost and ha~ memorized all of the best travel routes. He
knows many of the villages by name and can find several landmarks
evcn in the most tumultuous weather. Characters may purchase this
Advantage for as many provinces as they would like, up to their Fire
Ring. Way of the Land gives the samurai an intuitive sense of the
land, having spent so much time in il

Challenge
The party is moving through a loud. bustling ciiy street on the

hottest day, at the brightest time. The people are tired and sluggish
and the streets are lTowded with traffic. Suddenly, a thief bursts out
of the crowd, snatching a valuable item from one of Ihe PCS.

Focus
The PC with this Advantage must lead the chase through the city,

lor only he is familiar enough with the territory. The thief uses

several dirty tricks to evade pursuil At the climax the chase enters
a busy section of the city and the samurai could lose his quarry.

Strike
The PC must use intuition here. Where he goes nexl depends on

how he perceives the situation. Will the criminal hide wilhin the city
(which the PC knows well), or run into the open and hupe to lose
the PC in the wilds outside the city (which the PC knows even
better)? GMs should try to keep the pursuit alive as long as possible.

Wealthy (1-10 Points)
For each point a character spends on this Advantage (up to a

maximum of ten), they begin with four additional koku. GMs may
wish to sel a limit on how much can be spen~ but since koku has a
relative worth to samurai, a character may theoretically spend all her
points on Wealthy and start the game with 50 koku. Players should
remember that the koku can vanish very quickly. Once the koku is
gone, so are the character's points. GMs may offer Crane PCS three
koku per CP and provide a box of Glory for every 2 points spent on
this Advantage.

Buying Advantages Once
the C\ame has Started

'Ole PCs may decide that they would like to purchase an
Advantage once the game has started. This is rarely possible. A
character does not suddenly become Large. or gain Crab Hands.
Therefore. GMs should rule against purchases that contradict their
campaign rules. It may be fun to buy Way of the Land, Gentry, or
Blackmail for instance once the game has started, but all of these
require role-playing opportunities to justify and no PC should be
allowed io buy them without a very good reason.

If a player wishes to purchase an Advantage after Ihe game has
begun and the GM wants to accommodate him, he should design an
adventure around il The adventure should create some plausible
explanation for the new trail and allow the PC to earn it only after
much trial and tribulation. The GM should consult the player in
question. but keep the adventure's nature a secret You may even
want to hold off on running it for several sessions, until the player
has forgotten (or at least deprioritized) the request. That way, the

- adventure will come as a surprise and the player will emerge with
the sense that he has earned his character's new Advantage.

The Experience Point cosl for buying an Advantage is twice the
cost of the Advantage. Inform the player of this in advance and
require him or her to spend the EP before running the adventure in
which the PC acquires the Advantage.
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A venture
Ideas:

Disadvantages
Disadvantages arc worth points; when your character lakes one.

he gains (he number of Character Points listed. These are added to
and not subLrncted from the Character Point lolal. No character may
gain more than 10 points from taking Disadvantages. You may not
take a Disad\'anlagc more than once unless the Disadvantage
specifically permits it

The Disadvantage system in L5R is purposely n~ry deadly. The
effects are designed lO hamper any PC that would think the
Character Points so important to take one hand a bad leg. or a
bloodline curse.

Gr.-Is may wish to lower the 10 point Disadvantage limil It is
orten dimcult 10 monitor so many Disadvantages in a large group. 6
points is a fair limit that allows the PCS (0 take one or two good
character Mfeatures" while still not unhinging the G~fs sanily.

Antisocial (2 or 4 Poinls)
This character has diFficulty getting along with others. Perhaps

this manifests as sh}/ness. troubled speech. discomfort around
people, or even bouts of depression. Whatever the symploms, he
finds It hard to communicate his feelings properly or withdraw from
oontact with others. This is a debilitaling Disadvantage for samurai
and players should conSider carefully before taking it

Moderately Anfisocial:2 Points. All social skills keep I fewer die.
Extremely Amisocial:4 Points. All social skills keep 2 fewer dice.

This may result in the character keeping zero dice. which is an
automatic failure. This rule is distincth'e to this Disadvantage.

This Challenge/Focus/Strike works well with the Dependent
Disadvantage.

Challenge
The Pes grandfather, a well·known retired diplomat invites him

to court. where he still holds much influence. He has never seen his
grandchild and is eager to meet him.

Focus
The PC arrives in lhe oourllo find many faces staring al him. Bis

grandfather has obviously prepared them for his arrival and they art
eager to see his "pri7,ed~ descendent.

Strike
TIle pes grandfather kneels on the dais next to the presiding

daimyo. It is obviouS he is an important karo and he seems to beam
wilh pride as his grandchild enters the room. Then he opens his
moulh and speaks ..

Ascetic (3 Poinls)
"1Valll is the road /0 suffering. Without waut Ihere is ollly u..JuzJ

there is."
- Togashi Hoshi

This dlaraeter isn't interested in material wealth or lemporal
power. glory or gaudy fashion. This world is only a ltansitional piau
between one realily and the next and he has passed beyond tht
need to ding to it An ascetic bushi owns only one kimono, one pair
of sandals. one obi. and his daisho. Ascetic shugenja own Ollt
kimono, one pair or sandals. one obi. and a pouch ruB of scrolls.
Maybe - maybe - they own a hat

ll1ese are the only material objects the PC will ever own. He is
unconcerned with Glory, but Honor is still very important After all
a liar is concerned with lhe immediate consequences of his adiollS,
and thus still clings to a material world. An ascetic samurai has no
need of such things and therefore is more t:oncerned about a
person's actions.

GMs should not concern themselves over awarding the PC Glory,
although great role·playing opportunities can arise from a samurai
rejecting his 10rd'S offer of Glory. Mainly. the PC and GM should
come to an understand or the pes views on Honor and Glory and
allow the PC to monitor his own behavior.

Challenge
Just because a samurai is ascetic. does not mean that he is abm't

reproadt Aseducer approaches the PC and offers him something ht
has no need ror. but finds himself wanting.
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Bad Reputation (2
Points)

This samurai has already
earned himself a bad reputation
in Rokugan. Whenever other
samurai see him, they add a die
to Lhe recognition roll. but they
begin with a bad impression of
the PC if Ihey do recognize him.
Choose a single word to define
his reputation.

Focus
A rew miles down the road another Magistrate, Ihis lime an

Imperial, stops the samurai. He does nol recognize him. but gh'es
him grief anyway. If he mentions the other Magistrate. Ihe Imperial
Magistrate looks at him quizzically and proceeds to harass him evcn
further. He will be sure 10 mention the samurai's "bad attitude" to
his superiors. who will themselves pass it on to others.

Strike
Would his parenls' Clan trust him if he was willing to betray his

Adopted Family in such a manner? He might wind up a dishonored
ronin if things do not go according to plan. Perhaps. if his parents'
Clan offered a bribe. his greed would overpower his common sense.
Of course. if the Clan could resort to such lactics so easily, what evil
has befallen it? Perhaps the offering Clan will follow Ihrough with
the bargain and the character will have a new position of resped. in

his Clan with only a Sworn
Enemy or two (from the Adopted
dan) to show for his trouble.
Then again, perhaps they have
something far more sinister in
mind ...

CllOllellge
The PC has some free time

between dulies for his lord and
deddes to visit a remote village
10 renecl. While traveling, he
encounters a Magistrate from
another dan, who immediately

recognizes him and hassles him for papers, reasons for traveling, etc.
TIle encounter should not be pleasant.

Adopted Blood
ChaUenge:
The PC is expected to represent the clan at a

tournament in\lolving j\rchery. ~e tournament
is being held by the Crane Clan and samurai are
expected to be on their best behavior.

Focus:
Once then; many clan members will show

scorn and distrust toward the samurdi. Even
high-ranking courtiers of the PC's clan take time
out of their politicking to chide the "new rccmil"

Strike:
The Scorpion are also on ~and (albeit

secretly) and many of them ha\le the ability to
offer 'fealty to a samurdi who docs not fccl
welcome or a~cepted~

Focus
The PC initially refuses tnc offer. but as time goes on. his desire

slowly grows. After a few days. he finds he can think about little else.

Strike
The PC must now judge himself and decide how he must deal

'lith his newfound desire. Will he purge it through prayer and
meditation? Will he treal it as a burden and carry it with him
al'flo'3YS? Or will he give in to
1emptation and be forced 10 deal wilh
!be consequences?

Adopted Blood (Variable)
This character's parents were

adopted (or perhaps he himself was).
He must prove himself to overcome
the stigma of being a recent addition
to the clan. For every point gained
from this Disadvantage. he must gain
an additional five points of Glory
before he may move up a Glory rank.
Eadl time he goes up a Glory rank,
this penalty drops by five. Example:
A samurai takes four points of
Adopted Blood. ~Ie has a Glory of I. It
lIoill take 30 Glory poinls before he is
recognized as a Glory 2 samurai. It
will lake 25 after thai to become a
Glory 3 samurai; then 20, and then
finally is until !.he Disadvantage is
gone. Remember, the more poinl~ in
the Disadvantage, the more disrespect
the samurai receives [rom his peers.

Focus
Such an act would certainly result in a loss of Honor, but which

is more important to the character - Honor or Glory? More
importantly. the character will probably gain a Sworn Enemy or
three if he betrays his currenl Clan.

Challenge
The character is approached by his real parents' (or

grandparents) Clan. They offer him full membership in their Clan
[lC. without the Adopted Blood disadvantage) as well as other
material inducements (I.e. a bribe) if he betrays his adopted Clan to
them.
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Strike
Upon returning 10 his lands, words of the PC's behavior have

surfaced and his lord quickly takes him aside and chides him for
representing the Clan so poorly.

Benten's Curse (2 Points)
There is just something about this character that others find

repulsive. It could be a horrible scar, a hideous laugh. or a disturbing
mannerism. Whatever the reason. others will be courteous toward
him, but more than likely will attempt to avoid him altogether when
they can. A character with the Missing Eye Disadvantage may also
take this Disadvantage for ihe missing eye, if the scar is horrible to
look a~ especially if he doesn't wear an eye-patch. The TN of all the
PC's allempts to be cordial. persuasive, or lise Etiquelle are increased
by 10.

Challenge
The PC has been offered the hand of a prominent samurai in

marriage. The pes lord would be very pleased if he would accepl

Focus
TIley two have not yet met and as the day of the wedding

approaches the two Clans have grown more and more excited about
the prospect of peace between the two families.

Strike
The bride-to-be is no! at all excited about the prospect of

marriage. and will attempt to assassinate me PC - repeatedly - with
whatever means are possible. Even if the PC catches his 'spouse' in
these activities, he cannot refuse ihe marriage - or their clans will
go to war.

Black Sheep (6 Pnints)
This character has been ostracized from his family. The only

thing keeping him alive is his lord's refusal to let him commit
seppuku. He ha~ no family ties - although he may purchase some
with the Al1ies Advantage. Word has spread of the character's
disfavor and everyone in the Clan treats him with vehemence and
disdain. His faiher and mother consider him beneath them, and even
his sensei refuses 10 deal with him. Any samurai From the character's
Clan who sees him are expected to treat him as eta. He may nol
attend his Family School beyond Rank 1 and must find anomer
school to attend. Ronin may not take this Disadvantage.

Once again. characters rejected by their own Clan are sure to
garner the attention of the Scorpion, or perhaps a minor Clan that
needs samurai.

Depending on their clan. a PC may be forced 10 endure any
number of trials. Perhaps a Lion can become a standard bearer or
march at me front of a Deathseeker uniL A Dragon samurai might
be forced to climb up the mountain a few times. with only a thin
kimonO on. Don't hesitate to beat samurai wim this Disadvantage
senseless. It is quiie possibly the meanest in the game.

Challenge
The pes daimyo summons him onte again to his court. The PC

is certain his lord will demand his scppuku.

Poe/LS
On the way \0 to courl a mysterious peddler approaches the PC

with an offer: corne with him, and he will induct the PC into a new
Clan. one which understands his ostracized status. Strangely, the
peddler never reveals his face; it's hidden behind an odd mask ...

Strike
If the PC turns dow the peddler. his dairnyo does indeed demand

his seppuku. However. if he mentlonS the Scorpion peddler on the
road, he may earn a reprieve. The daimyo orders him 10 smoke out
any of "Kachiko's traitors" in me area. If he docs so, he may keep
some semblance of honor, averting seppuku... for now.

Compulsion (2-4 Points)
This character has an uncontrollable urge (drinking, gambling, a

love of geisha) that gets him into trouble. He must make an Honor
Roll every time he confronts his compulsion to keep him from losing
control and giving into his compulsion. TIle cost of compulsions
depends on the TN of the character's Honor Roll:

TN 15 = 2 Points
TN 20 = 3 Points
TN 25 = 4 Points

Challenge
The chaf<lctcr wakes up after a drinking binge with no memory

of the previous night He finds a bloody satchel in his possession
bearing a message for the Emperor - with a broken seal.

Focus
A samurai, ronin, or b311dit ambushed and kiJIed Ihe original

messenger. then planted it on the character after realizing what he'd
done. The character can't simply hide the message and pretend
nothing happened because it contains vital information (3 note from
Hayushi Aramoro to Kachiko, word of the Crab's new allies, etc.).

Legend of the Five Rings



Bushido

Strike
The character must decide how 10 approach this mess. He could

do what the assailanl did and p;m the message on to some other
IIltSUspecting fool or he amid "lake his medicine'" and deliver an
opened message 10 the Emperor...

Dependent (Varies)
This character has someone who is completely dependent upon

him. Who they are (a child, grandparen~ elc) is up to Ihc player, but
they are helpless without the Pc. Good examples of dependents
include small children and aged grandparents, but a naive spouse
could also be included as a dependent.

I Point = Adult Dependent
2 PoinL'; = Elderly Dependent
3 Points = Child Dependent

Challenge
Afriend of one of the samurai has just been accused of a crime.

Her son has commined a grave offense and she must atone [or it

Focus
Her lord demands seppuklL If she obeys. hcr son will lose his

mother, and his father has already died - in the war, or from disease.
or from some other misfortune.

Strike
Instead of submitting to the seppuku. his mother promises 10

banish her child from the family or demand his death if her lord so
\\i5hes. If the child is banished. would the PC adopt the boy? If the
daimyo wishes to kill the child. would the PC intervene and take the
child's punishment instead? This scenario provides a great role·
playing opportunity for PC~ and GMs interested in exploring a
darker side of Rokugani cullure.

Dishonored (4 Points)
Adishonored PC has had his glory stripped. and may nol commil

seppuku for one of any number of reasons. Be may have to fulfill
certain conditions before he can die. or he may need 10 wait until a
particular event has passed. II may simply be thai the daimyo
doesn't like the Pc, and has no wish 10 grant him an honorable
death. GMs should have little difficulty provoking and pushing such
adlaraeter into ad\'entures: lhe chance 10 reslore their honor should
be worth more than e\'en their life.

Challenge
The only person (a lord, magistrate, etc.) who can cleanse the pes

shame dies.

Focus
The NPCs successor offers the PC an opportunity (0 redeem

himself with a new proposition.

Strike
The new proposition conflicts with the original -dear wilh the

previous lord. and violates the PCs basic morals and beliefs. If he
follows them, he may find more shame heaped upon his shoulders.
even as he finally erases the dishonor which he carried for so long.

Driven (3 Points)
Similar to the Higher Purpose Advaniage, a character who is

Driven has a single goal that he will sacrifice anything to achieve.
He will turn his back on his friends and family, and even sacrifice
his honor to gain his goal.

Clwllenge
The PCS are asked to safeguard a small waichlo.....er on the edge

of the Clan's lands. Engineers are corning to rebuild il but untillhen
the border requires constant guarding.

Focus
The PCS slowly berome distracted from Iheir duty b)' the

pleasures of a nearby village. It contains a lea house. sake house. inn,
geisha house, and even a small building to lrade wares. The Pes
may develop a routine that allows one of them 10 visil the village
while the others stand guard.

Strike
During the Driven PCs -free day", the object of her goal (a hated

Clan member. etc.) enters the sake house where he is loitering. His
drinking has lowered his ability to resist temptation in the face of
dUly...

Epilepsy (4 Points; 5 for Crane)
Because the Crane ramilies often interbreed with the Emperors

lineage, some simple genetic problems have evolved. One of these
difficulties is epilepsy, a rare disease which can cause rigidity of
muscles. shaking symptoms. and even death. Epilepsy is a genetic
dysfunction which often arises when the character is under stress.
Also, nashing lights (such as a fireworks display) can trigger a
seizure. The Rokugani believe that dlaractcrs with this malady have
been touched by the kamL and that they are channeling divine
innuences. ThUs. any character who shows ob\'ious signs of epilepsy
(shaking fits, spasms. etc.) might be shunned by common society. bUI
treated as a mystic or holy man by those brave enough 10 come ncar.
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When a dlaracter wilh epilepsy is in a stressful situation, he mui
make a Willpower roll at a T of 15 to resist a seizure. If tht
character enters a seizure. he may may make a Willpower roll ead!
round at a TN of 20 to end the seizure. This Disadvantage is raft

outside of !.he Crane. bUI nOI unheard of: non-Cranes should justi~

this Disadvantage by explaining their hereditary oonnection to lhr
Impcriallineage.

Challenge
The PC suffers from a seizure, blacks out, and wakes to find

himself in a monastery. Asteaming bowl of soup sits beside the col
along with blankets lind dean clothes.

Focus
Once lhe PC has recovered, he finds the monks gathered at his

door. They wish (0 speak wilh the Mdivine~ individual and seek his
wisdom on numerous issues.

Strike
Though initially naurTing, the attention soon becomes more than

the PC can bear. The monks ask him for advice on all matter of
subjects. and it eventually dawns on !.he samurai !.hat Ihey have no
imention of releasing him. He must figure out how to escape !he
monaslery. or else convince Ihe monks !.hal !.heir "'blessed diviner"
does not hold !.he answers they seek.

Fascination (2 Points)
The character has a fascination wi!.h something - music. horses,

ancient history - and will go 10 any lenglh to learn new things about
it. A character with a fascination for spclJ.craft might resort to
stealing scrolls from other shugenla. Someone who has a fasdnatlon
with horses would go to any length to purchase (or otherwise obltlinl
one of the finest steeds of the Unicorn, and someone who was
fastinated with the Naga would leap at the chance to travel into the
forests of Shinomen, searching for Naga ruins even if the foresl were
crtlwling with monsters.

Fascinated samurai are easy 10 lure inlo advenlures and GMs
should consider plying them wilh trinkets and other irrcsislib!e
temptations in order to place them in some dilemma or another.

Insensitive (2 Points)
The !.hree most important things in this characters life are his

health. his welfare and his wealth. He cares little for the plights of
others and he doesn't make any pretense of keeping it a secret Tht
character must spend a Void Point whenever he wants to pul himself
al risk for another. even for his daimyo or !.he Emperor himselr.
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GMs should be aware that Insensitive characters are difficult to
iI\'Ol\~ in stories and unlikely to display heroic traits. If you do nOI
want this kind of samurai in your campaign. make sure that the
players know this before taking thc Insensitive Disadvantage

Challenge
Arival dan or family has launched an attack on the samurai's

land. The aHack came swirtJy and the pes clan has suffered a large
number of casualties already. Although lhe situation seems hopeless,
1Ile daim)'O summons all available samurai to defend his castle.

Focus
Before !.he PC can lend aid. a repre.~ntative of the enemy clan

approaches him and asks him to bclray his lord. Uc is offered a bag
~ coins totaling 100 Koku and fealty in !.he enemy clan after lhe war.

Sln'ke
The PC must decide whether 10 fight an impossible war and

perhaps die, or serve the enemy for the sake of security.

teche')' (Variable)
Love is morc important to this character than it should be 10 a

samurai. For each point of Lechery. the pes enemies gel a Free Raise
011 all Seduction skill rolls they make against him. He may not make
illlilonor roll 10 resist seduction attempts. Lechery is not neressarily
adishonorable trait, but a samurai that puts priorities before his lord
is sure 10 bring shame 10 himseJr eventually.

CJrQ/lenge
The samurai's daimyo asks him to escort his wife to a distant

locale. The trip should take a number of weeks and the samurai is
expected to serve the spouse in every capacity.

Focus
The lord's wife is gracious and sympathetic and talks at length

llFilh the PC about many aspects of lire. Her conversations are
extemporaneous. bUI should draw the two closely togclher. At some
poinl during the lIip the lord's wife makes a pass at the samurai. It
should be relatively difficult for the samurai to resist hcr advances.

Slrik£
What happens next is up to the player. Docs he reciprocate? Does

he give in but ncver say anything? Do the two continue their tryst?

Lost Love (2 Points)
This samurai once knew true love. and now it's gone. IIe tends to

have fits of melancholy when reminded of his love. Whenever his

love is mentioned, all of his TNs are increased by ') until he spends
a Void Point 10 bring himself back to the prescnL Spending the Void
Point prevents him from having a relapse into melancholy for at
least an hour.

Challenge
While staying in a small village. the character encounters an eta

who closely resembles his UlSt UlVC. Of course, showing too much
interest in an cta is dishonorable in itselr.

Focus
The eta is simply a look·alike. but reminds the character of his

Ulst Ulve every time he lravels through. Killing the ela would resuh
in somc serious emotional trauma (though no social penalties~

Strik£
The character must simply avoid this particular village if he

doesn't wish to be reminded of his UlSI lAve. Alternately, thc eta
might be related to his Ulsl Love in somc improbable manner, and,
if approached properly, could shed some light on his Ulve's life
before he mct her.

Meddler (2 Points)
This character cannot resist getting into OIher people's business.

Ue always has an opinion and enjoys sharing it with others. He
knows what's best for everyone and has no qualms about telling
them. This can get him in a 101 of trouble. The Rokugani are a very
private people. and meddling in another's affairs is considered an
insult - it implies that they can't lake care of their own house.
Sticking one's nose in olher people's business could get it cut ofr. A11
of Ihis character's Courtier and Etiquette rolls have their TN
increased by +10.

This Disadvantage is a great way to gel samurai together:
Meddlers take a keen interest in whatever those around him are
doing.

Momoku (8 Points)
Every Rokugani hero has the potential to achieve -grcatness..M

Periodica.lly, there come moments in every hero's life when he must
tap into a reserve of "'something extrn" to perfonn a miraculous feal
or obtain a remarkable victory. Characters with the Momoku
Disadvantage do not have this reserve to tap into. They must rely
solely on their own skill and daring to solve the problems they face.

Perhaps this is because of some dark dabbling with moho, or due
to their ancestors' disgrace before, or angering of. the Fortunes,
Whatever the cause, this character cannot usc Void Points. As far as
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he is cona!rned, Void is a distanl unknowable thing, and he has
either turned a blind eye or is without the knack for il

Cluzllenge
APhoenix Void Mage has summoned an eXlremely powerful oni.

which has broken loose from his conlrol and begun ravaging a
village or castle. The bravest Phoenix warriors sent to fight it have
vanished from sight once it fixed its five eyes on them. However,
each eye can only see one of the elemenlo;, and the 19awa are
reasonably certain that the character with the Momoku
Disadvantage has no Void 'essence: TIlerefore the oni's mth eye
probably cannot sec him. He is the obvious choice to kill the beasL
being immune to its deadliest power.

Focus
Just because it can't cause him to vanish from existence doesn't

mean the oni isn't sull a formidable opponenl Perhaps the other
four eyes can sull do something nasty to the character, or perhaps
the oni is simply physically imposing even without the special
po.....er. If he hurts the ani too badly, it might try hiding in the village
or castle in order to launch a surprise attack on him.

Strike
If the PC can blind its fifth eye, il won'l be able to use its power

on anyone, and the rest of the characters can help him kill it.
assuming he can slay alive that long.

Moto Cu..e (0 points)
All Moto characters must take this Disadvantage, but other

families and dans may tak" it as welL The PC's family has been in
part corrupted by the Shadowlands. While his clansmen understand
your situation, other Rokugani [irst heard his family name in
connection wilh the evils of that dark land, and the samurai finds
himself the victim of great prejudice, Other dans refuse to give him
Glory, recogniuon, or awards. They won't trust him and won't be
hospitable unless pressured by other Unicorns (add +15 to TNs on
all social skills with non-Unicorns), On the olher hand, they also fear
him somewhal so they give him no trouble ... at least not to his face.

Interested players may take this Disadvantage, even if they are
not Mota. They must be able to jusufy the bloodline in their ancestry
(the Moto returned with the Unicom after all), Beyond thal the
samurai earns no bonus for having this social stigma

ChaJlenge
An old woman approaches the PC and tells him that his "real"

father was a Moto.

Focus
The woman provides no additional information about the tnltb

and the PC is left to serond-guess his own heritage.

Slrik£,
Until he comes to terms with this and proves the truth, he is

assumed 10 have the Moto Curse and people wiU treat him as such.

Obligatinn (2 nr 4 Points)
The character owes someonc a favor, and someday they arc going

to ca11ecl An Obligation is worth 2 Points if it is a small favor and
4 Points if it is a large favor, When the character's Obligation is
cashed in, the character is honor bound to do everything in his
power to complete the request - even at the cost of his own life. if
Ihe Disadvantage is a 4 point one. If he fails. or refuses. his Honor is
permanently reduced by two full ranks (for a 2 point Obligation~

and he may additionally receive the Black Sheep Disadvantage (for
a 4 poini Obligauon) for no points.

A small favor would include something thai would not threateD
the dJaracter's position and/or family's standing. but would cause
him inconvenience. A major favor requires a great deal of effort and
risk on the character's part. and will take significant time and
resources to repay.

Hundreds of adventures can start with a simple obligation. The
key to getting the most out of this Disadvantage is to have the NPC
owed ask for little things a 10l and never actually request the bl'3S!i
ring that would square the deaL This should keep your PCS occupied
for a while, especially if everyone in the group has this
Disadvantage,

Overconfident (3 Points)
TIl is character never retreats, never chooses to fight another day.

He possesses the youthful illusion of immortality. When faced with
superior forces, he must make a Baltle/Perception skill check at 30
or he stays and fights. He may not purchase Great Destiny,

This Disadvantage works well for PCS playing the ~\\'estern" hero
in an -Eastern" game, GMs should monitor this Disadvan~

closely and make sure the PC is playing the game you arc running.

ChaJlenge
The samurai has been lert behind to cover a retreaL

Focus
The IXlds are overwhelming and he faces 20 or so enemies by lM

time the party finally reaches safety.
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~rike

You may moose to lake pity on the PC if she plays it out well

Small (3 Points)
This charader is below average height and weighl His

mOl'emenl rate is figured as if his Water Ring werc one less.. Small
dwaeters roll onc fewer Damage die when using a TClsubo or Die
tsudli. This character may not purchase the ~Largc" Advantage.

Challenge
The son of a goblin warmonger has carried off a baby from a

Rokugalli village 10 prove himself to his father. TIle short character
is the only one small enough 10 fit through thc slone entrance to the
goblins' lair. and must go in after the child alone.

Focus
Anumber of goblins reside in the lair. and only small weapons

can be used in the close confines. After taking some losses. the
~[ins leave the baby where me character can find il Once lhe
dlaracter picks the baby up and Lries to leave, they attad: en /tUlSSI!..

The dlaraeter is lhen encumbered by the dlild during the fight

~rike

Adever character can get out of this alive. and a rash one can
gd both characters killed. Perhaps the PC can find the baby, then
)'fI1 to a shugcnja ally wailing outside to clear the entrance with a
fire spell before running outside as fast as possible. Maybe the PCS
had better have a plan ...

Soft-Hearted (2 Points)
This character has a profound respect for human life. His

ronsdence overcomes him whenever he is about to commit an ael
of cruelty. Whenever he tries to take a human lire. he must make a
Simple Willpower Roll against a TN of 20 or he can't follow through
with the Aelion. If he kills someone, all of his TNs arc at +10 for the
next full day, and he must somehow attempt expiation.

I II is easy to compel to action those samurai who have this
Disadvantage. Almost any adventure hook can be used io get the PC
inmlved. GMs should consider a host of ways to get the samurai
slarted

True Love (3 Points)
Finding true love in Rokugan can be a painful experience. Any

character who takes True Love finds himself lorn between his true
lo...eand loyalty to his Clan. his sensei, and his family. Whenever he
must dioose between love and dUly (10 the Clan andlor family,
sensei, daimyo. etc.), he must spend a Void Point to choose duty. Also,

if he ever loses his True Love's favor. he may spend no Void Points
at all until he can gain the favor back.

Challenge
The character's dan takes his True Love hoslage and assigns him

to guard her. It's up to the GM 10 determine exactly why this has
laken place.

Focus
One of the True Love's siblings shows up to rescue her. The PC is

bound by honor to prevenl the rescue from laking place, and the
sibling is unlikely 10 abandon the allempl unless killed. It will take
quite an effort to resolve the situation without bloodshed.

Strike
If the character manages to guard his True Love for three days.

his clan releases her. The entire ordeal was merely a test of the pes
loyalty. How the True Love handles the ordeal - and its effect on
their relationship - may be considerably more complex.

Vanity (1 Point)
A vain character is gorgeous and/or brilliant - and he kno,,"'S it

He considers himself the strongest the bravcsl the most handsome
samurai ever. The rest of the world doesn't always notice his dear
superiority, though, so he had beller make sure they know it! Players
should role·play out this Disadvantage. and GMs should assign
appropriate penalties based on how other characters react to the Pc.

Bragging under the Bard Skill is an importanl combination with
Vanily. GMs can make the PC spend his one point on this (or give
them one rank for free, but only for Ihe purposes of bragging).

Challenge
The character makes an outrageous claim about his own abilities

in front of an important person, like a clan daimyo. TIle character
must prove his words by performing the task he was bragging about

Focus
An enemy of the character's clan (or of the character himself) sees

thiS as an opportunity 10 embarrass the character (or his clan) and
arranges 10 make this impossible task even more difficult For
example, if the diaracter has boasted that he could survive for three
days in the Shadowlands with only a knife, then his enemy might
arrange for an ambush on the third day, if he lives thai long.

Strike
The character's friends might arrange for some secret assistance

of their own. If the samurai actually manages to fulfill his wild
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claim. he will probably receive a few points of Glory; make sure that
the adventure is a killer, particularly if the player made the boast
without any prompting from you.

This Challenge/Focus/Strike works exceptionally well on jlCs

who do not have the Disadvantage and merely make a habil of
bragging aboul their exploits.

Yogo Curse (0 Points)
All characters from the Yoga family automatically ha\'e this

Disadvantage. At the beginning of character creation. aU Scorpion
characters roll one die. and re-roll any 10 as usual Uthe roll is at
least 15 (one ten and at least a [jve~ they have inherited the Yoga
curse. Once in your life, they will betray the person they love the
mOSl Some action. either intentional or unintentional will cause
that person pain. The more they try 10 avoid it, the more painful the
betrayal will be.

Because of the curse, the Yoga family has been forbidden to
marry within the Scorpion Clan. However. true love rarely listens to
rules. and taboo often breeds tragedy. Interested players milY tilke
this Disadvantage, even if they are not Yogo. They must be able 10
justify the Yoga bloodline in their ancestry, but beyond that they are
merely inviting trouble into their lives.

Challe"ge
Aseer or oracle warns the samurai that his curse will come to

pass within the next seven days. He receives a leiter from the person
he loves the most thai same day. The leiter says that the lover's
f<ltller or mother has been poisoned. and will die within a week
unless the character retrieves a rare flower from the mountains.

Focus
Several similar types of flowers bloom in the mountains. and the

PCS will lose several days trying 10 find the exact Iype unless they
consult with a skilled herbalist firsl

Strike
The lover was misinformed. The flower isn'lthe antidote - it's the

second hall of lhe poison. If not administered. the p<1rent loses the
use of their legs. If administered. though, the parent goes into
convulsions and dies immediately.

« gS Q
.----

illage
In order 10 run an effecth'e campaign, you must build your own

Empire. Although many L5R supplements give you inrormation on
prominent cities such as Gtosan Uchi <lnd Ryoko Owari, smaller
towns and villages require personal I..Horing. The following
information is presented in order to give you some ideas, hints, and
tips on creating your own settings. rrom foundation to tiled rooflOp.

This is a simple settlE-ment generator for creating villages, laWns.

or cities quickly. With a little more effort it will help you 10 de\'elop
the core ideas and flesh out the settlement with NPCs. adventurt
hooks, and a detailed key or events and buildings.

Design and Planning
Uere the gamemaster sets down some rough guidelines as 10

what role the settlement will play in the campaign. Whether it is a
home base or important activity. a lemporary rest SlOp, or a vital
strategic point in a war, identify a purpose for the village. Although
its actual function in Hokugan ean be determined below, the GM
should decide for himself how the village appears in the game.

The following charts are linear. but random. Bear in mind thai
these charts do not replace your imagination. Feel free to develop or
change them as you see fil

Settlement Size
The GM should determine the settlement's exact size. No chari

has been devised for this, since thousands of villages dot the
landscape and their size can vary according to your needs. There are
six vital pieces of information to the design of a seulemenl

Physical Size
This determines the actual scope of the scttlcmenl A hamlet

might have so few people that il could almost constitute a single
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.. Fanning, fishing, elc. Enough 10 get by

.... Vegetables, /ntits. exotic foods, etc.

Settlement Specialties
Beyond the economic base of a settlement lies its specialty. Some

settlements aren't known for anything, but many others have a
striking feature that makes them unique. Many settlements of
Rokugan are very famous for their tea or silk. Others produce
artisans or skilled craftsmen. Below is a short list of ideas for
specializing your settlements. GMs should be creative in explaining
what makes the feature so auractive, or noteworthy. Many
settlements that are known for an auspicious event, or significant
feat are named after that distinguishing feature. Shinsci Dropped
His Hat Here Village and the Cit~' of the Hantei's Rest are named for
specific events while Thick Stone Hamlet and The Town of Rich
Flavor arc mUTIed for what they produce.

Relative Wealth
-1
o

+l
+2
+3
+4

Economic Base
Subsistence"
Hunting/Fishing
Additional Agrieulture-
Extensive Additional Agriculture"
Mining/Lumbering
Mercantile/Manufacturing

Die Roll
1
2-3
4-6
7
8-9
10

Size Population #BldgsIVirtue/Wealth/CrimAct
Hamle,,,1_~2 dice x 2 (4-40) ::-__JtO-l/±J1-3/1
Village 2 dice x 10 (20-200) 1~2/+2/-211~5

n 2 li<u >lJ (lOO-SOO) 2-3/0/-1/1 die
large Town I die x 50 (250~2500L 4~6/~1/0I2 dice
Qly 10~ice x 100 (1000-10000) 6-8/-3/+1/3 dice

Population

family. Larger villages, on the other hand. would be more complex,
aud have more facilities available. Towns and cities hold
considerable importance and arc always walled and fortified.
Remember, there are very few emigrants within Rokugan. Heimin
rlo not move unless a samurai has ordered it

The population of a feudal culture is very delicate. Societies such
a<; Rokugan's hold about 20 people per square mile. An agrarian
nation without higlHcch farming tedmiques cannol support a
higher population density. Therefore. villages house very few
farmers, while producing a great deal of food.

The Relative Wealth, Societal Virtue. and Criminal Adivily
rankings will all be explained below, while the number of buildings
represents non-residential homes with important functions to the
settlement II is up to the GM to determine what function these
buildings have, and how the locals regard them. Great game ideas
can come from a simple roll and spawn into stories the GM cannot
control.

Relative Wealth
How does the village thrive? What purpose does it serve in

Rokugan? Villages lhat supply rice make up 99% of Rokugani
settlements. In addition to rice, however, a village may aJso produce
silk, tea, or a hosl of products the clan requires. The Surplus Wealth
indicates any additional Koku the village produces each season. This
is a useful chart for PCS with the Gentry advantage. but can be
exceptionally vaJuable to GMs interested in determining the value
of a village or city to lhe local economy. The GM shouJd add the
eronomic base (i.e. how the settlement sustains itselD to the
settJement's relative wealth. TIle final value should give a general
idea as to how "rich" a settlement is. With both it and the economic
base above, the GM can develop a .~ystem for determining the
relative value and worth a location has to the ruling daimyo. Where
10 represents a hugely wealthy region, bringing in as much as 1200
surplus koku each season, a 1 or 2 is barely getting by and a 0 is
failing altogether.

Roll one die. On 1 or 2, roll on this chart to see if the village is
known for anything. If the Relative Wealth of a settlement is 8 or
higher, automatically roll at least once on this chart. Otherwise skip
this chart, and move on to Societal Virtue. (fa roll on this chart. take
two differently-colored dice, choose one to be the tens digit and one
to be the ones digit, and roll them both.)

Roll Specialty
oI~05 Alcohol
06-10 Artisans
1l-13 Bamboo
14-17 Bridges
18-22 Carpenters
23-24 Caves
25 Celestial Events
26-28 Chefs
29-32 Cloth
33-37 Craftsmen
39-42 Entertainers
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43-45 Festival, onc specific
46--48 Food
49-50 Foresl
51-53 Fruit Orchards
54-56 Gardens
57 Geisha
58-60 Grain
61 Jewelers
62-63 Lake (also Pond. Pool, etc.)
64-66 Mills
67 Mines
68-69 Natural Feature - Rocky

Outcropping, Waterfall, etc'
70-71 Natural PorI
72 Purification pools
73 Rice, a unique grain
74-76 River (also Brook, Creek, Stream, etc.)
77 Rope
78-81 Shrine
82-83 Silk
84~87 Smiths
88-89 Stonemasons
90 Sweets
91-93 Tca
94-95 Temple
96-98 Tofu
99-00 Weavers

Societal Virftte
The virtue of peoples in unpatrolled regions is much different

from those in the dties. Hokugall has a strict way of life. but thaI
does not prevent peasants from behaving in accordance with their
communities mores as opposed to the will of the Empire. The final
Societal Virtue of a society is represented by a value of -2 to +13.
By rolling one (non-open-ended) die and modifying the number by
the societal virtue listed above, the GM can generate a relative total
on the ny for determining how well mannered and pious ihc people
arc.

Criminal Activity
The Criminal Activity directly correlates to the prosperity of a

settlement Like Societal Virtue, the criminal activity in a region is
determined by rolling a single die and modifying the roll. A high

relative wealth can also affect this roll (GM's discretion). A number
between -2 and +11 indicates the relative criminal activity in a
region. Where -2 means that a village has practically no criminal
activity, a +11 indicates rampant corruption and illegal behavior.
Crime bosses and gang wars may inhabit the seltlement and most
local merchants probably pay for protection even if there are
samurai present The higher the roll, the morc likely the local
daimyo will assign yoriki and magistrates to the settlement

Function of Buildings
In a settlemenL il may be necessary to determine what buildings

serve important functions. The Population chart above provides a
listing For the number of buildings (beyond residential huts) in each
seltlement type. The Following list comprises the exceptional or
important structures in a settlement and GMs should take note lhat
many of lhcse settlements do not exist outside of large towns and
cities. As mentioned above, these buildings are somehow important
to the settlement and the GM should determine exactly why. (As in
the Settlement Specialties chart this chart uses both a "tens~ die and
a "ones~ die.)

Roll Building Function
01-04 Animal Husbandry (roll one die)

1-5 Horses
6-7 Dogs/Cats
9-10 Falcons

05-11 ArmorerfWcaponsmith (roll one die)
1 Ex-bushi
2-4 Possesses blacksmith skills

12-15 Blacksmith/Foundry (roll one die)
1 Ex-bushi
2-5 Possesses weaponsmith skills

16-20 Carpenter (roll one die)
1-2 Possesses talent to creale
musical instruments

21 Chef
22-25 Cobbler
26-30 ClothierfWeaver (roll one die)

1 Being used for smuggling
31 Criminal Front

Roll again to determine what
legitimate business is here.

32 Doll Maker (roll one die)
1-2 Doubles as a Kite Maker

33-34 Game House
Dice. Go, Shogi
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3l-x;
i7-40

41
42-45

46-51
52-53
54

55
56-57
58

59

60
61
62
63

64-67

68
69-71
72-73

Geisha House
Go\'ernmemal Office (roll one die)

1~2 Gokenin
3 Karo
4 Magistrate
5 Office of the Governor
6.-7 SlTibe
8-9 Yoriki
10 Serves two functions

Gla'iSblower
Grain Mill (roll onc die)

1-4 Doubles as a distillery
Grocer
Guard Post
Herbalist/Healer (roll one die)

1-2 A shugcnja
Jeweler
Lacquer Ware
Kite Maker (roll one die)

1-2 Doubles as a Doll Maker
Metalsmith (roll onc die)

1 Ex-bushi
2 Possesses armorer skills
3 Possesses blacksmith skills
4 Posse..~s weaponsmith skills

Monastery
Origal.a Master (gift-wrapping)
Poltery Works
Peasant Residence (roll one die)

1--4 Heimin - Craftsman
5-10 Hcimin - Farmer

Private Residence (roll one die)
1-2 Bushi
3 Courtier
4 Diplomat
5 City Governor
6 Karo/HatamotolGokenin
7 Magistrate
8 Shugenja
9 Yojimbo
10 Yoriki

Ropcmaker
Sake Works
Schoo'- (roll onc die)

1 Artisan Academy
2-4 Doja
5-6 JaijulSu Academy

7-8 KenjulSu Academy
9 Ubrary
10 Shugenja Library

74-75 Scribe/Calligrapher (roll one die)
I Accomplished forger

76-n Seer/AslrOJoger (roll one die)
1-2 ShugenJa

78-82 Shrine (roll one die)
1-2 Amaterasu
3-4 Kami
5 Onnotangu
6-8 Shinsci
9-10 TIle Seven Fortunes

83 Shipwright
Only possible in harbored settlements.

84-85 Silk Works
86 Stonemason
87 Sweet Shop
88-94 Tea House
95 Theater
96-97 Warehouse/Counting House
98-00 Wickermaker

• only possible in dUes.

Note: An eta village or a crematorium will always be located
outside of a setllement, separate from the samurai and heimin. The
eta village includes leatherworkers. butchers. and morticians.
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The e:t)\'\'s
arab Bag

I\unning Legend of the Five Rings can be difficult, since it uses a
culture and concepts thai that many Western minds find strange and
difficult to comprehend. However, while your characters and players
[earn about this world, don't forgellhal this is a game. In that vein,
here are some tips and tricks for funning even the most generic
RPG, all tailored to helping you keep a long-term L5R campaign
running smoothly.

Death
[n all campaigns, thc primary reason a player quits is because a

cherished character dies. Often, the GM doesn't plan these dealhs.
which seem to happen from random bad luck or poor planning.
Here are some ways Lo deal with a character's death. and 10 help a
player with chronic 'feet in the grave' syndrome stay involved in
your game.

Players get killed by statless bad guy
Every fight in L5R can be deadly, and sometimes random thugs

become far more dangerous than you intended. During Fights, make
sure that the right NPCs are kicking butl don't be afraid to flinch on
dice rolls. and don't feel bad if you h<lve to roll fewer dice next
round. At the same time, it can pay to show a little clemency.
Although the L5R combat system is unforgiving, having the PCS
near death is much e<lsier to deal with than killing them. If you don't
have everything planned, the NPC killing your player's samurai can
always stop and offer him mercy. Perhaps she has her reasons, which
you can always develop later.

The dice just come up wrong
Nothing can stop your game quicker than a PC dying for no good

reason, '111e dice did it," the GM cries. But that doesn't bring back a
favorite character, and now you've got a hole in your campaign Ihat

the Shadowlands Horde could charge through. If you've been
following the tips in this book, you may have learned by now ho\lo'
10 stop this from happening every time you pick up some dice. BUI
what do you do if the PCS kill someone important 10 the game world
and you can't resurrect them with a few drops of GM healing juice?

While, the L5R system owes much of its deadliness to the
initiative system, GMs should not let that hinder how they handle
things, Giving every NPC the Quick advantage to offset the PCS' I

advantages is nol a remedy; it just makes things slightly more
difficult for the players. So what do you do when the PCS are bearing
down on an important supporting player? As GM, you can employ
a few graceful fiat".

For instance, Rokugan is filled with ancestors, spirit~, kam~ and
other supernatural forces. Who is to say that the guiding hand of a
player's ancestor docsn't force him 10 turn his blow? Or perhaps a
gust of wind from an air spirit blows dust into the eyes just before
a fatal cul What if the sword twists in the samurai's all-toa-often
perfect grip? No one wants to puillricks like this, but as GM, you
may be forced to use these tactics to save your important NPC~ jf

you do this too much, the players will look to kill every NPC they
(<In, jusl to watch you jump through hoops. If you don't do this at
all, your PCS could end up killing Shlnsei himself and putting a
serious crimp in all of your plans,

The players' trust is the most important commodity you have. No
NPC's life is worth violating thcir belief in your game sessions. Every
time you up the ante, the players expect compensation: a big·time
ending, a brilliant plot twist, or some other spect<lcular developmenl
Don'l let them down. Reward their patience (and willingness to let a
hated villain live) with something that will knock their socks off. GM
fiats never go over well, but if you can reward them for their lruS~

you'll keep them coming back for more.

Details
Problem: you've defined the overarching plot of the campaign

but still lack some important details. You've written the beginning,
you've got the NPCs, the climax will be a perfect dance of
synchronicity, but somewhere in the middle, the core of your story­
the subplots. the developmenlthe slow build - is missing. So how
docs a GM produce a masterpiece without such vital ingredients?

Good themes and subplots can often come from the players. The
Advantages, and Disadvantages which they choose are an invaluable
resource for producing great subplots and adventures. The inner
pieces of a campaign should involve the background plots that the
PCS did not expect you to pick up on, The previous section contains
many adventure hooks for using the PCS' abilities and disabilities
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against them. Don't overlook those resourres when planning a
campaign.

Where?
Players invariably pursue the things you dido'l intend them to.

IIfbat you didn't want them 10 care abouL they most ccrtainly will.
IIokugani call this concept Chasing lhe Wind. If the Wind is moving
50 swiftly, it must have somewhere to go, right? Do not be alarmed
dthe players begin 10 follow !.he trail of rose petals instead of the
lniI of blood. It happens. Luckily for GMs of LSR, most characters
Rlue duty and honor more lhan anything else. and a samurai can
easily be put back on track with a few lest of honor rolls. or a stern
lalking·to from his superiors.

Fully motivated NPCs make for excellent interludes when the
action is slow. By having a well-developed supporting character
make regular appearances. her presence during the ~what do we
know" segments won't feci so contrived and clunky. A kindly old
NPC who only shows up to save the PCS is a nuked plot device, and
the players will resent him. Pace things. put the NPCs where they
should go, and never point out that the players did anything wrong.
and they'll respect you for iL

Introduction of Characters
It is a good idea at the beginning of a new campaign. to spend

about 30 minutes per player on a one on one session. It gives the
player a chance to get into character and figure out how he intends
III deal with simple situations before they meet the rest of !.he party.
Many greal novels dedicate a single chapter to each character or pair
of characters before they all meeL By giving each player a moment
in the sun, yuu make every character important 10 the story.
Incorporating their individual lastes into subplots only makes them
happier.

In Medias Res
111 medias res is Latin for 'in the middle of things: In role·playing

games it is a technique used by GMs to get play started immediately.
By dropping the Pes directly into the action, the game starts with
bolh feet running. The players don't have lime to think about what
is going on, so the game takes orr like a ShOl and never slo\\<os down.
Action·junkies in particular enjoy this style of play. If the game isn't
about the action, then it may not be the best choice. but a murder
mystery opening with a dead body un the porch or a bloody knife
in a PC's hand is sure to get things rolling.

Here are a few ideas for starting an adventure in medias res.. Roll
the die, consult the chart, and begin the adventure with the
appropriate words. Where you go from there is entirely up to you.

Roll In Medias Res
I Focus or Strike...
2 Siege,.,
3 The Battle Maiden is thrown from her horse...
4 The geisha cries out shrilly and falls to the floor ...
5 The Magistrale hands you your arresl papers...
6 The Oni dtarges...
7 The ranin flees .. ,
8 Your daimyo hands you pommel first the

wooden katana ...
9 Your daimyo sprouls an arrow in her throat...
10 YOUT sleeping companion is dead and !.he blood

is on your hands ..

Building your Campaign
What do you want to accomplish with L5RJ The Clan War story

was told in the CCG, the Hidden Emperor laic is completed, and the
Scorpion Clan Coup has been told in the RPG products for the past
two years. You've just finished reading hundreds of pages of details
on how to run LSR. bUI you·re not sure exactly how to apply it The
first question you have to answer is "what story do you intend to
tell?"

The most important thing to decide is the style of play. and how
you want to begin Ihings. You don't always have to have an ending
mapped out ahead of time, bul you should have some idea of where
Ihe campaign is going. Determine if your campaign will be 11

contiguous epic. a ShOTt mini-campaign, or merely a series of
ildventures. Once you hilve all of that squared away. write a brief
handout detailing everything the players should know to get started
in your campaign world.

Setting
In Rokugan contains six Great Clan regions (plus minor holdings

and abandoned territory), eighl mountain rdnges. and innumerable
villages where a game can take place. No chart can possibly develop
every possible location for an adventure. Instead, GMs will ha\'e to
pick the specifics while turning to this section for generdl location
ideas. This list is not exhaustive and should nol replace the
imagination of the GM. (As in the Settlement Specialties chart, this
chart uses both a Mlens~ die and a "ones" die.)
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Roll Location
01-02 Beach
03-10 City
11-15 Court
16 Forgotten/Sacred Place
17-18 Geisha House
19-22 Holding
23-24 Mine
25-26 Merchant's Quarter
27-30 Noble's Estate
31-35 Outpost
36-42 The Shadowlands
43 Ship
44-48 Shrine
50-60 Stronghold
61-66 Tea House
67-70 Temple
71-73 Tower
74-80 Town
81-88 Village
89-94 Way Station
95-00 Wilderness

encounters
TIle GM should always plan encounters ahead of time. Random

encounters usually have no preparation. and in a game as deadly as
L5R the consequences of a few bad die rolls can result in the
butchery of an entire party. Nothing is worse than having a
campaign end early because a random ambush of snakes poisoned
the party. This section will help you to devise encounters on the ny
without having 10 risk such a catastrophe.

Roll on the following chart whenever you find the gears of the
game grinding to a halt. (Roll Iwo non·open-ended dice and add
them.)

Roll Encounter
2-16 Human Enoounter
18 Beast Encounter
19 Spirit Encounter
20 Monster Encounter

A Human Encounter is self explanatory. Remember that in
Rokugan most of lhe NPCs that the PCS will encounter will be
neutral to them, and it is a rare occurrence that an ally or enemy will
just appear on lhe road.

A Beast Encounter involves any of the animals of Hokugan.
Chapter 2: Within has a list of creatures commonly found
throughout the wilds of the Emerald Empire.

Ghosts, spirits, kami, and ancestors are all considered Spirit
Encoulliers.

A Monster EllcQullter includes Nczumi, Naga, and any
Shadowlands' creature.

GMs should plan a short series of these sort of encounters ahead
of time, or generate a few on 3 x 5 index cards before game pial'
begins. They can then roll on the chart when things becomes slol\'.
and integrate the encounter quickly and smoothly into the
campaign.

Constraints
Constraints are lhe details the GM adds to the plot to make it

unique. By invoking constraint., onto the plot, the GM creates limits
by which the PCS must still accomplish their goals. A humbling
constraint may be difficult for a proud samurai, while a shameful
burden may tax an honorable one. Not every adventure requires
constraints, but they do keep the game focused. letting the players
remain on course and focus towards their goals. Several constraints
work exceptionally well at keeping Ihe PCS on target

Ancestor Guidance
The samurai know that Iheir ancestors exist. Every step of the

way, the spirit of a greal-grandmother continues to remind the PO;
that they are being watched. Perhaps a PC samurai seeks vengeance
in the name of her ancestor, or a visit from a spirit inspires her to
seck oul an ancienl artifact An ancestor should shape and affect the
actions that the samurai lakes, though it shouldn't provide all the
answers.

Curse/Disease
A curse or disease should be something that dogs the Pes for

numerous sessions. A IMho spell which causes limbs to fall off may
be too powerFul, while a disease that slowly eats the samurai from
the inside out over 20 years may not be felt in the course of a single
session. in order for the curse to be effective it must hinder Ihe PO;
constantly. but not cause them to stop playing and focus on the
situation at hand.

With this constraint, the party may only complete a given goal
when the curse is lifled or the disease is cured. (fheoretically, the
goal could be the removal the curse itself, bul Ihis changes it from
a hindrance to the goal of the adventure.) Curses tend to work hetter
than diseases in this circumstances. In Rokugan, a disease may be
just as debilitating as a curse, but tends to vex the players. No one
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nnts their mighty hero 10 die of the nu and the GM should consider
using diseases thai do nOl cause the players (0 object (0 lheir
dwacters being Mtooled,M

Diplomacy
With this constraint, the PCS must treat someone (or everyone)

'lith courtesy and kindness. Their mission (whatever its particulars)
is sensitive. and a samurai who dishonors his clan by acting rudely
,ill certainly spark a war between two rivals. Other than fordng the
PC~ to behave, this is a relatively simple constraint and GMs should
10 try it their first few sessions. It works exceptionally well on most
maractcr types, and forces the players 10 slay in character for an
entire session.

No Magic
Simply put, magic does not work or is forbidden in this

adrenturc. Shugenja must find another way (0 be useful io the
group. Perhaps all of their scrolls have been slolen, or the adventure
lakes place in a lone of lhe Shadowlands where magic does not
i'Ofk. This is a heinous conslraint, especially in a group with only
ooe or two shugcnja It should be used to promote problem solving
and interaction, not to penalize a particular character.

No Harm May Befall the Guilty
The PCS are expected to treatlhe antagonist and relevant NPCs

lith care. Ureturning a noble to justice. lhey must keep him alive
and unhurt If protecting a noble, lhey should not kill anyone who
threatens lhc noble's honor, and if fighting against another dan, they
must take their enemies prisoner rather than slay them. GMs should
feel free to impose this rule against everyone or just a specific NPC.
depending on the circumstances.

No Weapons
Similar to 'No Harm', an adventure where the PCS cannot draw

their weapons. or where they have no weapons at all forces the
players to think ralher than aet. Although LSR's deadly combat
already causes the PCs to oome up with solutions other than going
for the katana at the first sign of trouble, GMs playing with different
rules may wish to impose this unnatural law onto the game. It could
lit \'Cry interesting to tell a Hida to abandon his tetsuoo. and many
solid role-playing sessions could arise in a situation where combat
may not occur.

Poison
Similar to the 'curse,' lhe PCS have been poisoned at the onset

and must deal wilh it while still trying to achieve lheir ends. Perhaps
Ihe poison has no real strength, and was administered to weaken the

party's resolve or to toy "'ith them for the shetr pleasure of it Or
perhaps the poison is real. and will weaken the party over a critical
period of time. GMs should consider who poisoned them, and
whether the Pes will roase after the poisoner, or the main adventure
goal. This can easily berome a side adventure between larger stories.

Secrecy
Your lord asks you to murder a rival, but he cannot admit it

publicly. You do not have official sanction to follow his orders, and
no traveling papers will be issued. Additionally, your honor will be
destroyed if you are caught. and your lord will disavow all
knowledge of your activities. ALion or Crane asked to act in secrecy
may find it distasteful but the code of bushido can be twisted 10
serve anyone. A Scorpion, on the other hand, considers such secret
duties his stock in trade.

Shame
The shame or dishonor of a samurai may not be expunged

through seppuku. and yet he must still serve his lord. Perhaps the
story opens with a Pes shame and the adventure involves trying to
restore his honor. or find the culprit responsible for his shame. If
completed successfully, the adventure will exonerate the samurai or
permit him to commit seppuku.

TIme-Umit
A lime-limit is fairly straightforward, and can be fun if implied

in or out of the game. -You have until this clock runs oul or the end
of the evening." Or Ihe adventure ends after three days. You must
find the child before then. or your lord may not even pcrmit you to
commit seppuku:' Keep carcful track of the lime in this type of
adventure: the players will want to use every moment to their
advantage.

Building the Team
A good way to avoid duplication during character creation is to

ask the players to build a team. Each character can be created
together during the same session to ensure that players do not
overlap cadi other's talents. With a learn. the GM ensures that the
players have some knowledge of cadi other: he may even require
that part of diaracter creation involve coming up with a reason for
the PCS 10 be together. This can save the GM a lot of headaches in
the future.
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Tlt'e 1=latlnti!}9
of Llsagi Odstle

The adventure thai follows is intended to introduce a party of
new characters into the world of Rokugan. [\ serves the purpose of
introducing the players to the game's mechanics, giving them a taste
of the setting and culture, and offering a springboard into a larger
campaign sel during the period of the Clan Wars.

Synopsis
The player characters are summoned to Hyoko Owari (see

Chapter 1. Location 53) by Asako Moharu, a Phoenix Inquisitor with
a modes! reputation for bringing the wicked to justice.

It has been only two years since the fall of the Scorpion. and
Rokugan is hardly a peaceful Empire. The Emperor is ill and in his
weakness many see opportunity. The clans are at onc another's
throats, and war seems imminent [n the meantime. supernatural
phenomena seem to be occurring with increasing frequency. The
practice of maho and sightings of Shadowlands-tainted creatures as
far north as Dragon territories have sprung up with disturbing
regularity.

No one is more concerned than the Phoenix Clan. They have
mobilized their Inquisitors like never before, sending them 10 the
furthest ends of the Empire to seek out evil. Unfortunately, the
Inquisitors' numbers are few, and they cannot be everywhere. To
assist them, the Phoenix Clan has called in every favor from the
Imperial Courts that it could manage, begging Ihe Great Clans 10
volunteer samurai rrom their ranks 10 help the Inquisitors.

Unfortunately. in times like these. even the most practical and
compassionate clans can give only so much. Experienced warriors
will be needed in the coming conflict. Those who have been lent to
the Inquisitors arc generally the young and inexperienced.

This is where the player characters wme in.

aame Master Notes
The first part of the adventure involves an interview with the

party's new commanding officer, Asako Moharu. She asks questions
intended to test the characters' worthiness as samurai, as well as
how much they value the virtues of bushido. This initial meeting is
intended to give the players a handle on the selling and the behavior
that will be expected of their characters.

From there, the adventure will throw them headlong into a
supernatural investigation. To discover the trulh behind the
haunting of Usagi Shiro, the characters will have to utilize wisdom.
skill, and perhaps a bit or luck. Though in the end the characters are
a very small part of the society that is the Emerald Empire, this
adventure is designed to illustrate that even a small and
inexperienced group of samurai can have a definite effect upon the
course of history.

How To Use This Material
The majority of the information presented in this advenlure is

intended for the GM's eyes only, ~Flavor text~ intended to be read
out loud to the players is presented in italics, like this:

Vie daimyo topples to the ground 71te assassin leaps nimbly Qui
the window. Just then, thirty bushi charge into the room, see the
dead body of their lord, and glare at you. 711ey dOIl't look happy.

"Ryoko Owat'i
The characters arrive in Ryoko Owari in the early morning tHour

of the Dragon). Asako Moharu's initial interview is not scheduled
until the laIc afternoon (Hour of the Monkey). Thus, they have most
of the day to wander around the city. Read the following as they
enter the city:

You have heard many tales about the City of Lies. At the height
of the Scorpion Clan's power, it was a contradiction, a haven {or
vice and corruption, and a mighty cultural center of the Empire.
Since the Scorpion's ba/lishmell~ things do 1I0t seem to have
changed. Every comer boasts a merchant hawking wares tlte likes 0/
which you have never seen. YOli have passed a half dozen kabuki
theaters, acrobats perfonning ill the streets. and samurai flauntillg
their wealth and power as servants bear them through the streets in
richly decorated pa/an'luins.

A few of the buildings look dall/nged by fire, but the city seems to
have recovered well froll/ tlte Scorpion's defeat, Tlte Imperial Legions
have replaced tlte Scorpions, imposing martial law to cnforce order.
However, even tlte stem Legions seem to be gelting a bit sofl ill the
face of Ihe pleasures of tlte City of Lies. as evidenced by the pair of
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armored Legiollnaires you /lotice stumbling drunkellly from a sake
house. The overall mood seem:> to be olle of cfll;ual disregard. The
rest of tile Empire may be 011 the brink of war, but for Ryoko Owari
it's business as usual.

You do. however. Jlotice fin underlying tension in the populace.
Rumor has it thai the Legion will be moving oul of lite city 50011,

re!OCfIling their forces /0 Beidell Pass. If thai happens, who will
protect tlte city from itself?

If the mmaclers wish, they may explore Ryoko Owari. A few of
the following encounters might help to accustom the player
characters [0 life in the city for a samurai.

I) A squad of Imperial Legionnaires stops the party and asks to
examine their traveling papers. They examine the party's credentials
at some length. possibly even detaining the party at an outpost for a
brief time. The party's papers are all in order of course. and the
Legionnaires gruffly apologize for wasting their time. Apparently
there have been problems with Scorpion ronin visiting the city in the
guise of travelers.

2) A merchant approaches the parly with an array of pretty but
useless items. The merchant is respectful (bowing constantly) but is
used 10 pawning off his wares to samurai and doesn't give up unless
they chase him off. He's quite a good salesmen. pointing out the
finesl points of his worthless costume jewelry, cheaply made knives.
and other rubbish. Charaders that are gullible or loose wilh lheir
koku may have to make a few Willpower rolls to resist buying
somelhing.

3) An eta is roughly shoved out of the way by a Legionnaire.
lhrown tumbling into the mud. The poor man staggers to his feet
and glances around. After a lifetime of abuse by arrogant samurai,
he's had it. He spits on one of the player characters. The eta is in the
wrong here for certain. but depending on lhe abused player
character's reaction. this could be a defining moment. Does the
maracler cut the cIa in half or help wash off the mud and challenge
lhe arrogant Legionnaire?

4) Nokoku, a traveling monk of Daikoku, wanders the street. He
was raised in a cloistered monastery, and finds the thick crowd
ronfusing. He asks the characters to escort him to the temple quarter.
Along the way, he strikes up a conversation. asking pointed
questions such as wWhich Fortune do you find to be the most
useless?" or wYou ,Ire a warrior. Do you accept the role because you
like to kill, or because you tell yourself it is necessary?" and wls it
true that samurai have no fear? Why is thai? Are you afraid of it?"

The monk isn't trying to be annoying. He's just doing his job. which
is making people think. If the player characters become violent or
angry. lhe monk reluctanUy shut<; up. TIlCn he quietly steals the
violent character's koku as a donation 10 his temple. On the other
hand. if they give a clever answer, Nokoku can become a helpful ally.

5) A drunken samurai happily approaches the characters and,
mistaking them for someone else, invites them to have a drink. He
laughs openly, makes a lot of noise, and generilily causes a scene.
Everyone else ignores him. Extremely honorable characters may
want 10 do the S<lme. Anyone who goes along with his delusions for
a free drink may suddenly find themselves facing a very angry
samurai as soon as he sobers up and realizes his mistake.

Meeting Mohoru
After the characters have had their fun, you should tell them that

it's nearly time for their appoinLmenL [f the characters haven't
thought of it already, give each of them an Etiquette/Awareness roll
at a TN of 10 to realize that it's proper to give a fellow S<1murai a gift
as a show of respect. In this situation, reporting to a new superior, it
isn't just appropriate, it's expected.

When a samurai gives a gift to another samurai. it's considered
improper to buy something (the gift should be something thoughtful
and personal), and it's considered an outright insult to give a sword
(suggesting that the samurai's lord can't provide for him).

Feel free to give the characters any sort of time limit to come up
with an impressive gifL Whether that time limit is hours or minutes
all depends on how much you want to see them gwen!. Remember.
even a clumsily selected gifl can make a good impression if it's given
in an impressive manner. ("This m<1Y appear to be just an ordinary
leaf. [n fac~ it fell from the tree when 1 firsl laid eyes on Ryoko
Owari. That is when [ realized tha~ like the leaf. we arc all alone in
the world. We can do naught but play our parIS. [ hope thaI when
you look upon III is leaf, you think of me, Asako·sarna:)

When the gift is given, the characters are invited inside to meet
Mohanl.

Molzam's quarters are small, and feature little decoratioll. TIle
only items of !lOle area small shrille to Shiba ill the rear, and curled
strips of paper marked with mystical slltras hanging from the
ceiling. III the cellter of the room, a woman ill black robes kneels in
deep meditatioll. Her eyes flicker Opell as the servant closes /he door.
fler hair is long and dark. and her features are quite beall/iful. Her
black eyes regard you coldly.

''Konichiwa.'' she says. rising alld bowillg slightly. "I all!
Inquisitor Asako MohartL You must be allother team selll by the
Phoenix. Welcome" She geslures for you to have a seat. "We have
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much to discuss. If you hope to serve the cause of justice. I would
know il you are worthy o/the task. I have no doubt you consider
yourselves honorable samurai. bull have been judging the charader
ofO/les sudl as yourselves for over fifteen years."

Yes. Lhat's righl, she said Hanother~ learn. The party is merely one
of fOUT teams of investigators thai report 10 Moharu. Moharu merely
organizes Ihc groups and follows up on their investigations. She
does nOI accompany them unless her aid is absolutely necessary. ~f

the party drags her oul into the wilderness, for their sake it had
better be necessary,)

In the meantime, servants bring tea for Moham and !.he party.
She is blunt with the following questions. offering them to each
character without preface or explanalion. Do nOI read the virtues
listed in parentheses Qut loud; these are the virtues that a character
who gives that particular answer finds importanl If a character is
unable 10 answer. Moharu moves on, Indecisiveness is an answer.
albeit an unimpressive one.

I) While you are on watch, you notice a visitor from another
dan uxmdering }'Our lords estates, lost, Do you offer your assistance
(courtesy) or do you mnint.ain your vigil (duty)?

2) During battle your dall is Win/ling, but you se£ a kinsmJlll falL
YOII are Cilrrying the clall5 war standard. Do )'011 let it drop to the
earth so you can save the life ofyour brother (compassion) ordo you
stalld finn to uphold tite name of your family (honor)?

3) Your clall is meetillg with a rival ambassador. Her clall has
recently broken a truce with your own. Do you show the
ambassador the respect her sialian deserves (couriesy) or do you
crilicize Iter opmly for Iter clal/s traitorous deeds (honor)?

4) Your father is slain in 0/1 unjusl duel. all your deathbed you
swear Ihm you will see thai he is avel/ged, You later leam that your

enemy is accused ofa crime that you lutow he did not commit Do
you step forward Wilh teslimony so he will be frmJ (honeSly) Of'

fulfill your lXJW by allowing him to be executed (sincerity)?

i) You leam that a fanner has been setting aside rice from his
taxes to feed his staroing family. Do you report the theft to your lord
(honesty) or do you forgive the fanner and help him feed his family
(compassion)?

6) Your forces have beell oiJerwhelmed by a superior force. You
arc the last samurai standing. Do you attack so Ihat you COli joil!
your comrafJes ill death (courage) or do you flee so that someone
might live to report the mtack (duty)?

7) You are ordered to deliuer an urgent message. You come across
a battlefield where your lord's forces are struggling against a hated
enemy. You tlolice Ihat your clan's general has made a grievous
tactical error. If you ride out 10 tell him, your forces will surely win,
but your lord's message lui// not be delivered in lime. Do you join
the fray (courage) or hurry to fllifill }'our promise (sincerity)?

If a character answers. but gives a reason that clearly does not
lean toward the virtue listed here rl don't report the farmer beca~
I want 10 bladmlail himl then Moharu judges their character
accordingly. If they wish to lie, have them make opposed
Sincerity!Awareness rolls against Moharu's Investigation/Awareness.
If Moharu succeeds. she gives no outward sign, but judges tltt
character accordingly.

In the end, you can't really fail this teslliowevcr. a character who
answers decisively, and whose answers most closely reneet Moharu's
biases, will be placed in command of the group. Moharu places the
virtues in this order of imporlance: honesty. compassion, duty.
sincerity, courage, honor, courtesy.

The Assignment
After a leader has been chosen, Moharu gets on to business. She

gives the party their assignment and dispatches them immediately.

To the southwest of Ryoko Owari statlds the ruins of Shiro Usagi.
Once. this was the home of the Hare. a minor clan, gWen their stalUS
almost four cenluries ago for meritorious service agailt$l the armies
of luchioolL Two years ago, their caslle was destroyed by tht
Scorpio1L LAter, their aan status was revoked as punishment for the
practice ofmallo.

Now, the hrimin in the area near Shiro Usag; are reportillg
strange occurrences. One in particular, a YOllllg boy named Ofu,
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riaims that he was attacked 011 the road by ghostly samurai I walll
you to go down there, and lind ouf WMI is going on. II the survivors
of lhe Hare, or anyone else. are summoning d11rk spirits, deal with
them. II il is something else, deal with i1. If it is a hoax, deal with il.
/1/ allY case, report back to me in two days.

The voyage 10 Shiro Usagi is a peaceful one, The ruins stand in
Ihe shadow of the great Shinomcn Forest; close by. 10 the north. is a
recently conSlructed village of crude huts and houses. Many families
he in this area. and each home has at least one ronin living among
!hem These are the survivors of the Hare who were forced to cast
aside lheir names. There arc perhaps a dozen Usagi ronin in Ihe
riUage. and they look upon the visiting characters with suspicion.
fear and oonlempt

The spokesman of the village is a young ronin named Muso. lie
is a former Hare, and proud of it He can lclllhe characters anything
they wish to know about the castle and its environs, and will even
offer to join the party and show them around the area.

A few things can be easily learned for a bit of asking. Usagi
Castle was destroyed two years ago by the Scorpion general Bayushi
Tomaru. Usagi Oda was the last daimyo of the Hare. an aged
widower with three children. Oda died in a duel during the final
day of the siege. giving his lire for the right to free a few loyal
retainers {many of whom live in the village now~ The youngest
dtild. Kinotu. is said to have died during the siege. Ozak~ the eldest
vanished on the last night of the siege. Tomoe, ada's daughter. was
taken by the Scorpion and also disappeared. Months afterward.
\&itnesscs from the Fox.. Crab, Crane, and Falcon Clans denounced
!he Hare ruling family as maho·tsukill: As there were no survivors
of the immediate family to contest the testimony, the Hare were
abolished. Since then, the proud retainers of the Usagi live as ronin.
Afew of the Usagi admit to haVing seen something moving around
In lhe ruins at night but they aren·t sure whal The ruins are
considered unlucky, and strictly avoided. The Hare were a
superstitious dan. and the ronin maintain this tradition.

If the characters ask around or accept Muso's help, they easily
fmd Otu's home. He is the only son of Genko, an old farmer who
Ii\'es by himself near the edge of the Shinomen. When the characters
arri\'e, they are respectfully greeted by Genko, Genko seems fearful
but Ihis is not unusual for a farmer greeting a band of unfamiliar
samurai. If asked to see Otu. Genko falls on the floor in terror.

MPlease, honorable lna.sJers. do 110t take my S011. " he pleads. "He
has done nothing. We are but a poor family. I S'IlJellr 10 youlhat Ite
saw nothing ill tlte ruills. He was just telling a story, that is all. He's
jllst a young boy with an overactive imagination. Please, jlls/leave
him be!'

A Investigation/Perception roll with a TN of 15 divines that
Genko is lying. He seems utterly terrified that the maraclers are
going to harm his son. If the player characters can placate the farmer
and convince him that they mean no harm (Sincerity/Awareness at
a TN of 20 or just good role·playing) hc'lI ugrce to it but still secms
fcarful. If asked why he's afraid, hc simply says "Thc spirits of the
Shinomen are unrestful. I have not been myself. I beg your
forgiveness, noble masters.~ and falls to the Ooor again. Astute
characters may sense thai there's more going on., but they're nOI
going to get anything else out of Genko at Ihe moment

The truth is, a group of ronin in black masks and black armor
bursl into Genko's home late lasl nighl While Otu slept the men
pinned Genko to the ground and stuffed his mouth full of cloth so
he could not scream. Once he was immobilized and silenced. a man
in white robcs wearing a plain while mask with no features entered
the room and stood over the helpless farmer. "Forget what you have
seen," he warned, Mand tell your son to do the same, or you will pay
Jigoku's price." Genko lhen fell into a deep sleep and had nightmares
all nighl He awoke in his bcd, and sHllisn't sure whether it really
happened, but he isn't laking any chances with the life of his son.

Otu doesn't know a thing about the incident last night so he's
more than happy to speak to lhe charactcrs. He is a young boy of
about seven or eighl He stares at all the samurai with wide·eyed
awe. and nearly trips over himself bowing and showing his respect.
Though Genko cautions Olu to be respectful of his betters. the boy
is in a daze of hero worship, He wants to know evcf)"One's names.
what clans they're from, and what baltles they've been in. The
characters don't have to agree to thc boy's requests by any means,
but their treatment of the boy is importanl laler on.

Otus tale is fragmented. as he's a excitable, hyperactive lillIe boy.
If the characters ask what he saw, he says "I saw ghosts." If they ask
where, he says "In the castle.~ If they ask what he was doing in the
castle, he looks ashamed and says "I was playing. I know I'm flat
supposed to go there, but I thought it would be futl." If asked to
describe the ghosts. he says /he fiTSl one was a nice old man,
wandering the castle. He was lost and tired and I wanted to Itelp
him. He looked up aJ me and Ire looked familitlr, but when I got
dose, he disappeared. '17uzl's whetl the olher ghosts d/ased me
away." Ifasked about lite otherghosts, he says 'i7tey were atlgry. and
they were fast, but I was faster, 71/ey were big and mean and tall and
black, all black They looked like you, except they were wearing
masks."

Otu will gladly show the characters the spot where he saw thc
ghosts, but only if during thc daytime. He's scared to go back to the
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ruins after nightfall. This means thai ihe characters will have to
spend the night. Genko's home is hardly large enough to
accommodate more than Iwo characters, and only if Gcnko sleeps
on the noor (which he will), Muso will gladly arrange more
accommodations in lhe village.

If the characters are wary at the mention of black·garbed masked
"ghosts." they should be. They arc unfortunately on their own. As
sympathetic as Moharu and the Legions might he, they cannot act
on the word of a peasant child. Otu's testimony means nothing. This
investigation is up lO the player characters.

Investigating the "Ruins
The ruins of Shiro Usagi are deserted. It is apparent that the

surviving Hare made some attempt to rebuild the burnt'Qut ca~tle

after the siege. but when the Emperor denounced their Clan, they
abandoned the site. Looters occasionally wander the ruins, looking
for treasure, usually lhe lost Anceslral Sword of the Hare.
Scavengers rarely find anything, and often end up chased away by
angry Usagi ronin.

Otu can lead the characters tu the area where he saw the ghosts.
He found the first ghost near the center of the ruins. in a large
chamber that is now open to the sky. A broken table lies among the
wretkage. A bit of deduction by the characters (Engineering!
Intelligence at TN of 15. or simply asking Muso) will reveal that this
is the room where the daimyo mel visitors. Athorough search while
the sun is up (Investigation/Perception at TN of 20) will reveal that
someone has been digging around in tlle ruins recently, and made
some effort to conceal their work. Some of the holes are as much as
six feeL deep, hastily covered up with timbers and slicks.

Whatever did that, it wasn't a ghost.
If the churacters arrive at night, hoping to ambush the "ghosts,"

then they find cxadly what they're looking for. At about midnight, a
lonely figure suddenly appears in the daimyo's meeting room. He is
an elderly man in plain robes of red and white. He has a long white
moustache. is entirely bald. and has a weak. quivering chin. He
constantly grasps at his right side. as if looking for something that
is no longer there. and he quietly sobs to himself. A Heraldry/
Intelligence roll at a TN of 20 reveals that red and white were the
colors of the Hare Clan. (None of the ronin in the village dare wear
these colors anymore.)

Characters who make a raw Perception roll at a TN of 15 will
notice that the man's feet aren't touching Ole ground! If the
characters ask Muso who the man is. the Hare is too terrified to
speak; he obviously knows the ghost The ghos~ of course. is Usagi
Oda, the last daimyo of the Hare. Oda's Glory was 4.3 in life. but has
declined somewhat over the lwo years he has been dead as the

Empire has made an effort to forget him and his Clan. It is unlikely
that starting PCS will recognize him unless they've studied the Hare
Clan.

It's about the time that the characters realize that Oda is not quite
what he seems that the Oda notices them as well. even if they are
hidden. He floats toward the nearest player character with hands
outstretched. If one character in particular was very kind to Otu. ada
moves toward that character.

"My 50/1.. "he mOfllU>. "Kem16 is gOI/e, my daughter is gOIle, my
son is galle .. my SOli is ill danger... where has he gone?"

If the chilnlcters ilttack, Qda peers at them in confusion and
becomes enraged. Qle can't really harm them, but he can put on a
frightening display.) If anyone attacks with a crystal. jade. or magic.
Oda screams in pain and vanishes until tomorrow night when he
appears again.

Muso immediately challenges any character Lhal harms ada's
spirit to a duel.

If the character approached by Oda stands his ground, ada
continues to approach. Tell the player thai he has "a bad feeling
about this." and that as the ghost draws nearer, a numbing cold
begins to well up in his heart Ask that character's player whal he
wants to do repeatedly, trying to make him second guess his choice
to stand steady as the frightening specter draws nearer. When ada
finally stands before the character, allow a raw Willpower check at
TN of 20. This TN is lowered 10 10 if the character intentionally
walks out to meet Oda or tries to speak 10 him. and is negated
entirely by the Death Trance advantage.

The first character that flees must make a Willpower check al TN
of 30. If this roll fails. the character develops a bright while streak in
his hair and gains a special Haunted Disadvantage. (See the box on
page 215. Do not give this Disadvantage to more than one charaClcr.
At your option, give this Disadvantage 10 a character of your
choosing who is disrespectful of the ghost '111C Disadvantage will be
quite useful in an upcoming adventure.)

When someone finally speaks to Oda, this is what he has 10 ~y.

''71leY have taken everything... " the ghost says. its voice hollow
and impossibly lonely, ''yet Ihey relum 10 lake more... I do /lot
know what they are searching for... but they are alwaY5
SEarchillg.. alway5 taking... they took my life... they took my
castle... they took my son.. tlll_Y took my daughter... they are
laking my son ... Ihey are taking my son ... they are taking my sonf
The ghost .~crenms in rage, its cold milky eyes fixing upon yourowlL
"What do the Scorpions wallt with my SOli?" he demands, sobbing
and clawing at you in rage. His fingers pass through your body with
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a lIumbing cold, doing lID damage. 77w ghost crumples on the
groUI/d, sobbing alld clutching its head ''They have takeJl everything
else... I ollly wallted 10 see him aile laS/lime... Illy 5011... ,.

With that the ghost of Usagi Oda rises and noals away alone,
ignoring the characters. (He's headed in the direction of Genko's
house, moving very slowly.) Musu looks greatly disturbed by the
apparition. "Oda-sama must be mad from the pain uf his dcath,~ he
sa~'S sadly. "Ozaki is not <l child:'

The characters may now abruptly realize that Oda is not talking
about Ozaki, and he's not talking about the PllSt. If the player
rnaracters don't catch on, Muso does. and he rushes off toward
Gcnko's house. If the characters don't figure it out and Musu is not
with them. they'll find Gcnko's house a burning heap in the morning
and have to search the Shinomen for the Scorpions.

Oda is referring to his other son, 0(11. The Scorpion looters are
preparing to murder Otu and Genko for bringing all these !>atTIurai
to Shiro Usagi. They're just wailing for the party to come back so
they can ambush them, too.

Ambush!
The Hare arc nOI maho-tsukai. Since the lime of luchiban, when

their clan was founded, they have known the dangers of black magic
and have fought against it. They arc experts on maho bUI only so the
Hare would always be prepared 10 fight their eternal enemies. the
Bloodspeakers.

Of course, there's no convincing some people. Soshi Sanm is a
biUer Scorpion looking for a quick route 10 power so he can gain
r~tribution upon those who destroyed his dan. He believes that
maho will serve his purpose well, and that there must be something
hidden in the ruins that he can usc. He has been excavating for
\\'eeks now without notice. He digs at night, and the Hare's
superstition has kept away spectators. Otu was the first witness.
Sanru delivered Genko a warning and thought that would be the
end of it Then the samurai (the player characters) came. Now the
whole plan is a busl. More samurai are bound to come, and Sanru
will never dig up the Secrets of Shiro Usagi.

Sanru intends to kill a few of these samurai before he flees. and
Otu is his bail Samu leads a group of Scorpion bushi equal to the
number of dlaracters in the party, plus one.

Sanru has no idea that Otu is Usagi Kinotu. Before Usagi Oda
died, he gave Kinotu to Genko and made the farmer promise to
protect the boy until the Hare were restored. Genko agreed - he
doesn't like lying to samurai, but he would not defy ihe dying wish
of his lord. He has taken good care of Kinotu since then and guarded
the secret carefully.

When the characters arrive at Genko's home. the Scorpions are
hiding in the trees around the house (Battle/Perception at a TN of
20 to notice them). One of them is hiding inside the house, holding
Genko and etu hostage. Samu is in the forest nearby. [f he heMS the
L'haracters coming, he casts Essence of Air upon himself and hides
(if the characters sneak up, there's a chance they'll catch Sanru
lounging around in his bright. white robes). When the characters
enter the open area around the house, the Scorpions in the trees
open fire and Sanru begins unleashing Fires From Within. Sanru
won't threaten the lives of the peasants excepl as a last resort. Sanru
doesn't care about peasants, and doesn't really expect Ute characters
to, either. (They're samurai! Who cares aboul peaS<lllts?) He just
expected them to come back here for more information, that's all.
Ironically, Sanru's prejudices could be his own undoing. He would
be quite surprised to find out who the young hostage he is holding
truly is.

If the baltic starts to go poorly, remember that Oda's ghost is still
on the way. He could show up at an opportune moment, frightening
a few of the archers so UJat they fall out of the leees. or terrifying
Sanru so that he faints dead away.

Resolution
Listing experience point values is pointless, as all GMs hand out

experience to their own taste. Instead, here arc some general
guidelines ..

[f the characters discovered what was going on at the castle,
Moham is satisfied. Give a small experience point reward.

If the characters managed to defeat Sanru altd saved the life of
Usagi Kinotu (little Olu) then Moharu is impressed. Give a moderale
experience point award.

[f the characters saved the life of Otu and Genko, 1o1OW what the
Scorpions were up to in the ruins, and managed to bring in Soshi
Sanru alive for questioning, then Moharu is extremely impressed.
Give a large experience point award. In addition. Moharu commends
the characters and promises to give them more important
assignments in the future. (Inc upcoming adventure. Bells of the
Dead, fits this perfectly.)

Who's Who

Asako Moharu
Earth,3
Water: 4
Fire: 2

Intelligence: 3
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Air: 2
Awareness: 4

Void: 3
SchooURank: lsawa Shugenja 2
Honor: 3.1
Glory: 2.5
Advantages: Major Ally (Phoenix Inquisitors), Forbidden

Knowledge (Inquisitor) 2. Irreproachable
Disadvantages: Meddler. Driven (to punish the wicked), Soft

Hearted
Skills: Calligraphy 2.lnlimidation 3. Investigation 4, Knife 1. Law

3, Lore (Maho) 3. Meditinc 3, Meditation 3, Shinlao 3. Theology 4
Spells: (Waler Affinity; Spells marked with an asterisk are innate

abilities) Sense. ·Commune, Summon, Path to Inner Peace,
Reflections of Pan Ku. -The lie That Binds, Heart of Mortality,
Reflective Pool "Perceive Harmony, Jade Slrike. Hands of Jurojin.
Whispering Wind

To all appearances, Moharo is a stern individual, unforgiving of
e\'en the smallest lapse in judgment In reality, she has a nearly
boundless capaCI}' 10 care, and is keenly aware of Ihe needs of Ihose
under her command. The only reason she is so strict with herself
and others is because she kno\\,'S the responsibility thai has been
placed upon them all She is a scalpel cutting away the darkness.
Should she or those thai fight beside her waver. all of Rokugan will
pay the price. She has been known. in the past, to settle the question
of whether an individual possesses Ihe Taint by firing a Jade Strike
directly into their face, and leuing Ihe kami be the judge.

Moharu despises physical conflict preferring to leave such
menial tasks to underlings who possess a talent for it.

(Usagi) Muso
Earth: 2
Wuter: 2

Strength: 3
Fire: 2

Agility: 3
Air: 2

Reflexes: 3
Void: 3
SchooURank: Usagi Bushi 1 (The T of any maneuver involVing

a leap has its TN reduced by 10. Muso can use this ability 10 add 5
10 his TN to be Hil on Full Defense by cartwheeling about)

Honor: 2.7
Glory: 0 (Hare ronin)
Advantages: Way of the Land (Hare), Quick

Disadvanlages: Social Disadvantage (Ronin~ Bad Reputation
(Hare). Can"! Lie

Skills: Athleticr; 2. Defense I. Farming I, Hunting 3, Kenjulsu 2.
Kyujutsu I. Jiujutsu I. Lore (Mahol 1

Muso is a friendly, open individual. This is unusual for the
survivors of the Hare, as most of them feel betrayed and casl oul by
the resl of Rokugan. Muso doesn't understand this attitude. lie feels
that only by welcoming the outside world and showing them ~

sort of people Ihat the Usagi arc will they be restored 10 their
rightful place. They aren't malto-tsukai, they're heroes! Hiding in a
forest isn't going to prove that to anyone.

Muso feels that lies have destroyed the Hare, and has sworn [0

the Fortunes that he shall not lie so long as he draws breath. He also
avoids telling half·truths and deceiving people. Muso takes no
offense atthosc who believe lhe Hare are malto·tsukili(lhe Emperor
himself said it was so) bUI will go 10 any length 10 prove othernise.

Muso does not realize that Otu is Usagi KinOlu. If he did, he
would immediately turn all of his energies toward training. raising.
and protecting the boy.

Soshi Sanru
Earth: 3
Water: 2

Perception: 3
Fire: 4
Air: 4
Void: 4
School/Rank: lsawa Shugenja 2
Honor: 0.6
Glory: 0 (Scorpion ronin)
Advantages: Read Lips
Disadvantages: Bad Hepulation (malto-lSukill), Small
Skills: Calligraphy I. Courtier 2, Knife 4, Lore (Ghost'l) 3. Lore

(Maho) 2. Meditation 3. Shintao 2, Sincerity 3, Tea Ceremony 1
Spells: (spells marked with an asterisk are Innate Abilities)

·Sense, -Commune, ummon. By the Light of Lord Moon. ·\\1nd·
Born Slumbers, ~Ioak of Night, Reflections of Pan Ku, Castle of
Water. Fury of Osano Wo. Fires From Within. Passing. "Essence of Air

Sanro dresses in flOWing white robes and a while linen mask thai
covers his entire face bUI allows him 10 see and breathe normally.
He is a venge.ful man who sees anyone outside the Scorpion as an
enemy. He knO\\""'S that maho can grant the power he needs 10 gain
his vengeance. Now he just needs 10 find some.
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Bushido

Oda will npt stop tormenting the character untiJ
all of his demands are met.

This is a variant of the Forbidden Knowledge Advantage in Way
of the Phoenix, given only to Inquisitors. As a service to the
Inquisitors. the Dragon Clan gives each Inquisiior mystical eye
talloos on the palm of each hand, the "seekers of truth.~ Any spell
cast for the purpose of revealing the truth, finding a secret or
revealing that which is hidden receives a Free Raise for every level
of Forbidden Knowledge. On the downside. any Inquisitor who falls
to the temptation of maho gains additional boxes of Taint equal to
twice his Forbidden Knowledge each time he casts a maho spell. A
character may not have Forbidden Knowledge higher than his
School Rank, and may increase the power of his tattoo when he rises
in rank by paying 4 Experience Points.

Inquisitors often have the Driven andlor Bad Reputation
Disadvantages.

I'm Haunted!
Characterswho become Haunted by Usagi ada are

visited weekly. Oda appears in the character's
nightmares, ranting, raving, and making demands.
Oda's demands are as follows, with the ordeal Ihat
must be met to satisfy the ghbst listed in
parentheses...

"Find Ke,nn6!" (The Ancestral Sword of the Hare.
Oda does not explain the name, but the cl)aractcr will
.know the sword the instant he lays eylS on it.)

"Bring nty children homer' (Kinotu. Ozaki, and
Tomoe. Likewise, the character will instantly
recognize Oda's children, even in disguise.)

"Restore my homer' (Rebuild Usa~i Castle. The
Hare Clan must be restored, or the Emperor wiU not
allow any such thing.)

"Destroy the shadow-master!" ('This seems to refer
to Bayu~hi Tomaro. In truth, it is someone else
entirely. This will be explained in Bells of the Dead.)

Scorpion RODin
Eorth, 2
Water: 2
Fire: 3
Air: 3
Void: 2
School/Rank: Bayushi Busru 1
Honor: 15 (average)
Glory: 0 (Scorpion ronin)
Rolls When Attacking: 610
RoUs For Damage: 4k2 (Katana or Va arrows)
Skills of Nole: KcnjulSu 3, Kyujutsu 3, Stealth 3
Special: The black armor and masks thc Scorpions wear lower

the TN of all Stealth rolls by 5.

The Scorpion bushi who serve Sanru are as vengeful as he, and
are zealously loyal to the shugenja. They would gladly give their
lil'es so thaI he might escape.

If confronted with unassailable odds, Sanru will beg for
forgiveness and offer to surrender. Then, at the earliest opportunity.
be1! try to slab thc nearest character with a poisoned dagger
roncealcd by his Cloak of Night spell and run away. (The Night Milk
poison on the blade adds fOUT damage dice to the firSI successful
strike.}

New Advantage
Forbidden Knowledge (Inquisitor)

The Inquisitors
The Phoenix Clan has the duty of protecting the knowledge of the

Empire, and preventing the corruption of knowledge. To this end, the
Elemental Masters have created a special type of Emerald Magistrate
known as the Inquisitor. The Inquisitors seek out those that practice
maho or bear the Taint of Fu Leng, and see that justice is done. The
Inquisitors have great power, but little enforcement capability. They
may accuse anyone save the Elemental Masters and the Emperor.
but they have no power to deputize or levy lroops. Inquisitors must
prove their accusations personally or such accusations arc likely to
go unheard.

All Inquisitors arc required to undergo grueling teslS of mind,
body, and spirit to ensure that they will not be corrupLed. Very few
romplete the tests; there are only a handful of Inquisitors at any
time, and they always travel alone or in the company of Kuni Witch
Hunters. Though most are Phoenix, this is not a requiremenl Other
clans are merely reluctant to allow their shugenja to become tools
of the Elemental Masters.
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Appendix:
All and
Nothing

Charts Items &
Trinkets

The following pages contain a wide variety of dmrls to assist in
the rounding-out of your campaign world. Some of them can be
used when you're doing initial design work and deciding juS! whal

the pes arc going to run into: others are useful when you need a
spur-or-the-moment encounter with an NPC bad guy. informan~ or
monster: still others arc rdcrenl"C material.

The first set of tables fall into thc First two categories. "Items &
Trinkets". ~ln(cresling NPCs~. ~Encountcrs", MEvents", "The
Shadowlands~ "Crealing Oni," and the Bandit Generator are all
appropriate either while stocking a village. Shadowl3nds enoounler,
or storyline. or on-the·ny as the pc<; bcrome interested in all the little
delails of the NPCto whom you'd only assigned a name and dan.

The BaniI' Table is useful for resolving large armed conflicts. and
as such only comes into play when there's such a baltle going on. lIS
t&ge is straightforward. and alloMi you 10 concentrate more on me
Pes than on the mechanics of large.scale warfare.

In the third category, the --Mastery Levels of Previously Published
Spells~ are self-explanatory, and the MCharaeter Option Compilation"
lists every published Skill Advantage, and Disadvantage along with
the books in which they appear.

The following are lislS of items. trinkets, and rewards that rour
characters can find or be given. In Rokugan, the art of giving and
receiving gifts is one of the most respected matters of etiquette in
the Empire. Hemember, sometimes items ilre given not 10 actually
reward the recipient but to show the giver's honor to the courL

Rewards Charts

Non-Magical
1 A fmely crafted lessen, or war fart
2 A fine katana
3 A Doji bride.
4 A family estate.
5 A fmc horse.
6 A pillow book.
7 Asmall ship.
8 1-10 peasant retainers.
9 A fme suit of armor.
10 A beautiful mask.
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Magical
I An orii@J1li butlerlJy Ihal nics around the room.
2 An amulet that always seems to be the family mon of

the viewer.
3 A teapot that is never empty.
4 Aservant carved of day who can follow directions,

but cannot speak.
5 A s~1I scroll of ilic GM's choice.
6 Magical travel papers that are valid anywhere in

Ihe Empire.
7 nsai tree with berries thai are eaCh as nourishin~

as a full meal.
S A small objed made of jade.
9 A katana thai cannot rusL break. or go dull
10 A carved slick (haL when broken. casts a spell of the

GM's choice.

eiifls
In the following examples, it is assumed thaL a daimyo gives the

gift to a samurai for loyal service to the family and clan. In situations
where this is not Ihc case. simply change the term Mdaimyo" to
whatc\'er you choose. As always. the names of families and clans are
open to change and should renect the tone of your campaign. In
many cases. the names of families were chosen to refled those of
less skill with the crab in question; the GM should feel free to
customize it (e.g. the Shinjo carpenters are obviously nowhere near
as skilled as Kakita or Kaiu. but the idea is quaint in ilS subtlety and
subtext: GMs should change it to Asako or Agasha if they see fit).

Be aware thai Rokugani do not view gifts the way westerners do.
Every act of generosity is observed with equal care and respect. The
following gifts arc considered Fine Quality for the sake of being
descriptive. but may be toned down to fit the situation. Again. GMs
should customize names. materials. compositions, and conSlIUClion
to fit lheir own environments.

I A healthy and beautiful bonsai lree.
2 A green ceramic vase painted with the kanji of

-leadership· on one facing side. It should be displayed
in a place of honor in the pes eslate.

3 A tall screen or tapestry paint With a
Unicorn iumpin/i: over a roarinJ: lsunamL Kanji have
been drawn al the boltom lellinJ: a simple haiku of
discovery and meditation.

4 The personal seal of the daimyo. It allows the PC
10 pass through most of his lands without question.

S A haiku written by a~lll detailS the

6

7

8

9

10

11

12

13

14

15

16

17

18

19

g!o~ f !rrQP.n and the Melon ~rovides.

Origami figures folded by a renowned artisan of the
Kakita family in the figure of a tortoise. unicorn. etc.
Chop or wax stamp with family or clan mono The
handle is made of bamboo, perfectly cut and painted
with a simple kanji expressin~ -joy." The stamp has
been cuI from a pine tree high in the Dragon
Mouni.ains and scaled with steam from a hot spring
in the Phoenix lands.
The PCs daimyo offers the services of a skilled artisan
or smith. It is expected that the servant will be treated
well and returned in an appropriate amount of
time.
Go or shogi board with finely crafted pieces ­
alabaster. mahogany. pear~ silver. and in rare
situations. jade or qystal.
A fine tessen. The family mon is proudly displayed
against a gilded rield when the tessen is open.
Ornamental chopstiCks made of ceramic or a wood
that does not spliDter easi .
A porcelain or fine ceramic lea sel The cups and
kettle have been adorned with the image of a TorH
shrine painted in a few simple colors.
An ornate lantern made of paper ayro red and
~nled with a kobune .. ~ the horizon.
Acarefully crafted incense burner made of cedar. with
carvings of a simple dragon or fish and tiny kanji
meaning -fortune. luck, and hope" along the base.
Astick of rosemary incense has been set into the
holder. to be Iii during visits from the PCs daimyo.
Kanjinave been drawn out on a very tall hanging
scroll prepared by a master calligrapher. They tell of
the heroism of the Pc. It is intended for a "place of
honor" in her estate.
Traveling papers to one or several realms. good for a
season. or even several years.
Alad omair from the"'PCs enemy. Uvered by a
peasant messenger. It is in a simple \\-"ODden box,
and the lock is bound with two ribbons in the colors
of the dan. The hair inside is~ in rice.J?llltCT.
Acrystal decanter made by a glass blower from the
Burning Sands. It is exotic, though crafted by a
clumsy hand when set aside the precise talents of
Rokugani artisans. II is, however. unique, and when
placed in the right room of the PCs home. it gives off
a strange azure hue.
A biwa is delivered 10 the PC's home by a geisha or
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21

20

11

A very large responsibility is offered to tIle PC
(guarding an important tower, escorting an
ambassador, becoming a karo or hatamoto, or any
other task beyond the talents of common samuraj).
A haiku. written by a great poet and transcribed in
gold ink by a great calligrapher.
A piece of jade - cilher for a trip 10 the Shadowlands,
or from one who has sllrvived the tti
Decorative candles carved by an arlis..1n in elaborate
designs fitting the current season.
A fine set of dollies.
Afavor. (This is a grand gift and should not be
squandered.)
A bannc{ Or ar fan for leading thc pes own army.
Mirror (and make·up sci for a courtier) in an
elaborate woodcn or lacquer casc.
A performance by actors. a ance troupe. ctc. al the
PCs home.
Askilled artisan to serve in the pes court or home.
A copy of kOdo's Tactics, Bayushi's Lies, or some
olher seminal text
An clite yojimbo is provided to perform as the PCs
champion.

37

3S

46

44
4S

43

41
42

39
40

38

36

ltained musician. She plays the biwa for an hour or
so for the Pc. and shows the wide range of melodies
thallhe carefully-treated wood and strings produce.
Mterward. the biwa is left in the care of the PC with
a short scroll detailing a particularly beautiful and
popular piece of music. GMs may find it amusing for
the daimyo 10 visit in a month, expecting a
~formance form !.he Pc.
An Imperial family member is invited to the PC's
home, and vice-versa.
The daimyo offers his own personalana very preCious
pet cal 10 the Pc.. The cat was a gift [rom the Imperial
family (either to h.im, or directly to the samurai).
The PC will have to spend a 101 of time with the
cal, getling it used 10 its new surroundings. Olherwise,
it will find the way back to its previOUS owner.
Such an act would certainly be considered a
refusal of the gif an dire insult.
Asongbird (nightingale) in a rine cage.
An lacquerware box. painted black ....'itn red veins,
with a winter scene 011 top. A live cricket is inside
tne box. The gifl is not wrapped, so that the cricket
wiU not suffocate.
A fine poem writtcn by a family poet, about an
important battIc in wnich the PC was involved.
Dctails of youth and frustration arc prevalent. The gift
is read aloud in court by the poet before the gift is
offered to the Pc.

2<'"--'AAtonc from a cr m untnin.
26 A decorated or ornate wooden pillow.
27 An audience with a lord of the pes choosing.
28 A thoughtless knick-knack that has Iitlle relevance.
29 Fine green tea from the D~on Mountains, a rare

drink from the Burning Sands. or a handful of
sorghum seeds.
A scroll from Walking the Way, or a spell of the GM's
own creation.
A memory book in a nice lacquer box. The pages tell
of a lost history or arcane knowledge. The
information could be about exploration beyond the
borders of Rokugan, a 1051 Minor Clan, or a kami that
has been banished.
The resloration of a relative's lost honor.
Astack of pardimellls written in a anguage that is
Dol Rokugani.
A bottle of fine sake, shochu, or plum brandy. Perhaps
a Yasuki merchant has procured an exotic alcohol ...

n
23

24

30

32
13

34
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home, or the PC is wven control of such a structure
which is somewhere outside the stronghold and no
longer of use 10 the daimyo.
A few pages torn from a banned or rare book.
The PC is offered admission or a single visil to a
S2.ecific school (fhosen by Ihe GM).
An ancient fan ... with a mysterious origin.
A kara is assigned to the PC to aid them in their
work. The assignment is permanenL
Appointment 10 a sensei.
A complement of soJaicrs - asnigaru to meaium
infantry.
A fine horse with tack and mono
An Ikama Omoidasu visits lhe PC's home, prepared to
learn all that is necessary to (ell the samurai's tale.
The glory award should be reflective of the rules in
The Wqy 0/ the Lion.
TIle blade thaI killed the PC's father.
A fine tea set Q!linted with birds and flowers.
A mempo - intimidating or glamorous.
A helmet crest. handcrafted by a Kaiu.
A blank pillow book for transcribing the PC's own
diary.
A trip to the WaiL as an observer or as a parlicipanl
A master smith's services are offered to the PC for a
shari time. The samurai is expected to care for and
house the smith while the craftsman creates items
for the PC
A well·connected.BX'use iSOffered to the Pc.
An ornamental blade forged from a rare mineral.
A blessing from a priest of the clan.
A feast in the PC's honor. Many members of the clan
arc invited and regaled with tales of the pes deeds.
The evening should be spectacular and unforgettable.
The services of a cartographer for a short lime,
while the PC explores an important region
wilhin the boundaries of !.he clan's holdings.
The elimination of a debt to an individual of
importance.
A flnely crafted hourglass, made from mahogany or a

~_~rar"""e wood nOI found in Roku~.
97 A parasol or umbrella with a namboyant design,

rcnectivc of the giver or receiver.
An cm~y box made of a fine wood.
An delicate jade figure strung on a nne silk cord. It is
reputed to have mystical powers...

100,--TA"s'hrine built in honor of the pes family.

95

81
82-83
84-85
86
87

98
99

94

88
89

96

90
91
92
93

~
62
63

64
65-70

71
72

73-75
76-80

Invitation to the Emperor's Winter Court lhis year..
A chime, mirror, incense, and candle. If this gift is for
a shugcnja, the items have been blessed.
Lana. Such PCs get the Gentry Advantage. or a small
village is added to their lands.
The PC is informed of a guarded family secreL
A fine book of literature written 300 or more
years ~o.

A nne tsuba crafted in the shape of a crane.
Ascroll Wilh a spelllliat cures a aisease or curse. (The
scroll is consumed during the casting of !he spell.)
A piece of a map that mayor may not lead to
anything.
AsmaJI (ower or fortification is added io the pes

50
51

47
48

61

60

49

52-58
59
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Quirks

Interesting
NPCs

There are many prominent personalities in L5R and it elm be
quile intimidating to a GM to portray them all accurately. [n general.
NPCs define how your players will see the Empire. They embody all
the virtues you try to express: the stereotype of the honorable bushL
the cunning shugcnja, or the lovely courtesan are all very important
to your overall L5R storyline. Although many players will wish to
meet the 'established' characters from the L5R CCG and the Way of
the Clans series, your own NPCs should be challenging and
interesting as well.

Remember that your NPCs don't have 10 be beUer than the
players' characters. Every daimyo. greal general, and magistrate has
~jcnly of karu, yoriki, and halamoto to aid him. Remember thaI clan
and family lords like to think they know everything, even if they
don't Your NPCs gain a personality through what thcy do not know
as much as they do by sharing what they arc familiar with.

Finding new ways to establish a characler quirk or create a new
personality will help define and establish your long·term NPCs. and
make your shorl-term NPCs more interesting. Help your players
identify NPCs by adopting voices, mannerisms, or obvious character
naws for each one. Characterization helps the players remember and
intcrad with each of your NPC,>. Make the players take an active role
in Iistcning to you.

We've added some chart'> to suggest ways that GMs can make
ihcir NPCs feel distinct and unique. These ideas come in no
particular order. and can help when a GM is feeling tired or too
overwrought to make a simple NPC interesting. You might be
surprised how well your Pes take to the little geisha who knows a
great deal about dolls. It may sound simplistic, but such a character
mark will help make your world more vibrant and individual, and
keep your players referring to their NPCs as more than slips of
paper in the GM~s notebook.

The Quirks char1S are not properly set up for random die rolls,
being better-suited to GM choice. If you need a quirk or two in an
emergency, though, simply choosc a style of quirk, roll two dice to
get a number between 01 and 100, and divide b)' the number of
entries in the table. This has the possibility of generating a wildly
inappropriate NPC, however, and you may find it more useful
simply to pick a quirk for the NPC in question.

Background Quirks
1. A master of the tea ceremony
2. Benten's Blessing, Dangerous Beauty, and Voice
3. Blood Speaker
4. Cursed with a poison touch
5. Extremely lucky at 'Winds and Fortunes'
6. Forgotten Knowledge
7. Go Master
8. Has a child
9.11as an obligation to someone else
10. I-las PC's grandfather's sword
11. Haunlea
12. Hcars luchiban calling
13. Hides behind importanl polHicaJ power
14. Honor 5 Akodo
15. In debt
16. [n love with one of the PCS
17. 1s an Imperial family member
18. Is the feudal lord of a PC
19. Kolal
20. Made a pact with an oni
21. Maho practitioner
22. Maho-tsukai or maho-bujin
21 Married \0 a Seppun
24. Oni in disguise
25. Poison specialist
26. Possessed by an oni
27. Possessed by Yajinden Or a similar Blood Sj>Caker spirit
28. Powerful oyabun (crime lord) in another city
29. Rank 5 Kakita
30. Runs black market operation
31. Sacrificed llame to an ani/Summoned an oni in own name
32. Shapeshifter
33. Shosuro actor
34. Typically wears blue
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Debilitating Quirks
L H~ a limj)
2. Mute
3. One arm
4. One ear
5. One eye
6. One hand
7. One leg

Mental Quirks
I. Becomes easily bored
2. Compulsively counts everything
3. Cries a 101
4. Delusional
5. Does math problems in head Commerce 3)
6. Easily angered and unhinged
7. Eats constanlly
8. Enjoys performing torture himself
9. Enjoys (he company of older samurai

10. Fastidiously clean
11. Glutton
12. Has Intelligence 4 (or higher), but plays it off as oLherwise
13. Has a favorite saring or p'ro\'crb
14. Has an addiction
15. lias an extensive vocabulary
16. Hates children
17. Hears C\'erything said by the PCs
18. Highly intuitive or empathic
19. Hypochondriac
20. Inquisitive
2t.lntensely bitter about some particular thing
22. Keeps a log of everything
23. Keeps household shrine closed up
24. Laconic
25. Loves a9000C rood
26. Loves classical court music
2Z Miserly
28. Overly sensitive
29. Pbobic or maniacal

30. PsychopalhiC~===========:::J
32. Short·term memory is spotty
33. Stubborn
34. TIlinks like il westerner
35. Vain
36. Very cautious

Miscellaneous Quirks
1. A fonune or kami in disguise
2. Always carries or wears a favorite item
3. ways refers 10 a lord Inat does not exist
4. Anemic and sickly
5. Berates those beneath her
6. Can never remember names of people
ZCarries hidden wea ns in sewn ~ets
8. Carries shugenja scrolls wrillen on fans
9. Chews tea lea\es
10. Competitive
11. Conslantly~ts cat or (fog
12. Deep sleeper
Ii Devoted follower of Shinsei
14. Domestic animals and children are fearful of prescnct
15. Eavesdrops on others
16. Everything tastes like dirt 10 NPC
1Z Gives commands to most anyone
18. Large
19. LightSleeper
20. Makes impossible threats
21. Nervous laugJt
22 Never acknowledges loss
23. Nc\'er drinkS 3100hol
24. Nen'.r makes eye contact
25. Often dra .....~ patterns in the air ----------,
26. Overly polite and cordial
27. Performs origami endlessly
28. Purposely (and subtly) violates tenets of Rokugani etiquette
29. Rarely bathes
30. Raspy voice
31. Resourceful
32. Signature weapon
33. Speaks in the Ihir~n
34. Speaks metaphorically
35. SlrOKCS beard
36. Surrounded by toadies
37. Treats peasants well
38. Verbose
39. \rlSilS 2OOp1c in their dreams ~r05S the \'eil of Sleep spell}
40. Wears kabuki make-up
41. \\~ars ornate saya and obi
42. Writes bad poclry

Physical Quirks
1. Allergy
2. Blinks less frequently than the average person

Legend of the Five Rings



II and Nothing

Hinin Table

'Ronin Table

Lesse.. Nobles Table

A Fam illar Ronin -
Someonc wcnt to school with hcr
A Old Ronin and a Cranc -
~I need hclp 10 Prolect a Villagc. I cannot pay.~

A Small Hamlet -
Ronin Gathcr Looking for Work
An Honorable Ronin
Arrows From the Woods - Ranin Aidtcrs
Ronin Escorting a Heimin
Ronia Tryi lO Read a S@
Samurai Disguised as a Ronin -
Pulls Oul the Emcrald Seal and iells the PCS

Ambassador
Courtier
Daimyos Karo or Halamoto
Gokenin
Governor
Imperial Family Member
~ria1 Magblratc
Local Daimyo and all Oaimyo's Attendants
Low Ranking Military Officer
Retired, High-Ranking Samurai

Acrobats
Actors
Butcher
Dance Troupe
Gambler
Geisha
Leatherworkcr
Magician
Mortician
TricksIer

2

J

1
2
J
4
5
6
7
8
9
10

4
5
6
7
8

An encounter with Hinin should be subtle: any hioin enoountered
on a road will step off so that samurai may pass.. In a village or
hamlcllhe hinin will avoid Ihe samurai. and in cities !.hey will blend
in with the surroundings. Hinin spend their lives learning 10 a~·oid

the gaze or a samurai. and samurai only nolice them when they
want 10.

I
2
J
4
5
6
7
8
9
10

Sage Knowledge Cha..t
I AslrolQgY
2 Cipher
J EngineeJjl]g
4 Heraldry
5 IIl!l<>!Y
6 Magic (Spcllcraft Maho-Tsukai. or Nemuranai)
7 Me<tkine and HerOalism
8 Shadowlands (Goblin Culture or RaIling Speech)
9 SlimLao and eolog)'
10 War (factics and History)

3~roKen nose
4. Brushes or plays with hair
5. aulling laughter
6. Cleans teeth with longue
7. Closes handi ~tber
8. Clumsy
9. ~;vely Iw;ddi<s !fuggs
10. Constantly in motion
11. Covcred in scars
12. Covered in tattoos (magical or otherwise)
13. Cracks knuckles
14. Deep voice
IS. Dlsfigyring scar
16. Fights dirty
17. Grinds teeth
18. Has a swath of whilc hair
19. Has a unrocused or -evil cy.c"
20. Has no sense or smell or taste
21. Hisses thr~uth while breathing======
22. Hums tunelessly to herseJr
13.~eye

Z4. Ught on reel, graceful
25. !'IaW'!ll rough
26. One long defined scar
27. OvereaLer
28. Raises one eyebrow to express interest
29. Says ev~ilJ& twice or rc.Qe3lS himself in a creative rashion
30. Sings 10 himself - poorly
31. S~aks with a lisp, stulter. or some speech impediment
32. Spins coins and fidgets with loose objects
33. Taps his (eel while standing
34. 1\vists mustache
35. lWo ilirfcrent colored eyes
36. Very attractivc
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Merchant Table

Magistrate Table
(7 in 10 Magistrates should be from the local family I clan)
Magistrates spend a great deal of their time on patrol. Not every

magistrate is amid an investigation: GMs should find creati\"c tasks
for a magistrate 10 be doing. Remember. magistrates wield great
po~er and are nOI afraid (0 remind anyone that they are in lhe lands
of a great daimyo loro.

1 Clan Magistrate
2 Imperial Magistrate
3 Imperial MagiSlratc and Kuni
4 Imperial Magistrate and Mantis Assislant(s)
j Kilsuki Magistrate and Eta Assistant
6 Magistrate Investigation
7 Magistrate Interviewing Peasants
8 Magistrate with Prisoners
9 Rank 4 Imperial Magistrate and Three Yoriki
10 Wasp Bounty Humer

Box Maker
Doll Maker
Glassblower (Crab and Unicorn)
Metalsmith
Potter
Rope Maker
Stonemason
TIle Maker
Weaver
Wicker maker

1
2
3
4
5
6
7
8
9
10

NPCs do not live in vacuums. They do not stand around waiting
for the PCS to walk by and visit Ihem. TIleY have lives Ihal involve
highs and lows, ups and downs. Often. GMs may wish 10 determine
what an NPC is doing. A farmer on fire or burying a body should be
explained with a story. which is half of the fun of this c11arl

GMs who roll on this mart can assume Ihe NPC encountered is
alive. awake. and walking: anything else is an embellishment of Ihe
ob\'ious static features of an encounter.

To roll on this table. roll two difTercntly-colored dice. designating
one as the MtensR die and one as the Mones" die. Find the result on the
table.

Condition of the .NPC
Encountered

10 "Come with me."
Seven Samurai
Weaponless Ronin -
lllcy'vc Been Robbed (see Bandit Table)

9
10

I Lone Merchant Carrying Goods on her Back
2 Lone Merchant Pulling a Small Cart
3 Merchant and Attendants
4 Merchanl Exhausted From Exposure 10 the Elements
5 Merchant Tied 10 a Tree
6 McrchaniS Carrying Only One lYpe of Good
7 Merchants Trying to Sell Something Fake
8 Merchants With Nothing to Sell (pockets full of koku)
9 Stuttering Merchant
10 Two Groups of Merchants Arguing

Craflsman Table
The shokunin class of peasant is known for making crafts for the

purposes of sustenance. A peasant who creates quality warcs should
be known for his or her skill. and word of the peasant's worth will
quickly spread. There are over 1000 varielies of lacquer ware.
porcelain. tile·making, elc. Below is a Jist of the most common
craftsman types in Rokugan.

Roll
01-04
05-06
07-08
09-12
13
14-16
17-19
20-21
22-23
24
25
26
27-28
29-31
32-33
34-38
39-41

Condition
Angry or Happy
Bathing
Being Entertained
BclligerenVCrazcd
Bound and Gagged
Buying Something
Confused
Conversing/Negotiating wilh Someone
Crying or Laughing
Dead
Destroying Something
Dirty
Drunk
Eating
Embarrassed
Engaged in a Cmft or Art
Fatigued
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42-43 I'ishing
44-46 Frustrated
47 Hiding or Burying Something ..
48-49 In a FigpVDueling
SO Lost
51-53 Mad/Deranged
54-56 Meditating/Praying
57-58 Nervous
59-61 On a QuesUHunt
62-63 Overly. Polite or Insulting
64-65 Panicked
6&-67 Playin Game ..
68 Questioning Someone
69-72 Relaxing -
73-74 Riding a Horse
75 Robbed!Ambushed
76 Running or Being Chased
77-78 Scared/Paranoid
79-81 Searching for Something ..
82-83 Shamed
84 ShOWing Mercy/Being Merciful
85-<'16 SickJlll
87 Singing
88-89 Slcelill!g/RestingiUnconscious
90-91 Surprised
92-93 TcndinK to a Garden
94 Tutoring/Learning/Studying
95-97 Working
98-99 Wounded/Bloodied
00 Roll Twice and Combine the Results

• or someone
U Rokugalli play Go. Shagi, and Winds and Fortunes (see

nit Way of the Scorpion} Olildren have a host of games and flO
list of activities could ever replace a child's imagination.

n" 711ere are many things a Rokugani does to relax alld
GAts should come up with a {illing recreation for the NPC
dependent 011 coste, personality, and duty. Some things to consider
are whittling wood, light banter between neighbors. kite-flying.
etc

Who's In That Inn?
Sometimes it is important 10 roll up a few NPCs quickly. Below

you will find a lisl of names. positions, Glory. and Honor. For non·

samurai, use Honor and Glory as a guide for how well·known and
well-behaved they arc.

Glory: Roll 2 dice and add them
2 Glory. 6
3-4 Glory 5
5-6 Glory J
7~9 Glory 0
lQ.-.13 Glory 1
14-17 Glory 2
18-20 GloI)' 4

Honor: Roll 2 dice and add them
2 onor 4
3-4 Honor 0.5
5-8 onor 1
9-10 Honor 1.5

-13 Uonor 2
14-16 Honor 2.5
17-18 Honor 3
19-20 Honor 3.5

This charI allows the GM to create the charaelers thaI break Ihe
slereotype. You may want 10 just choose Ihe Honor after you've seen
the family. After all, with this chari a Bayushi has as much chance
to be honorable as a Crane. You may wish to add or subtract a point
of Honor for characters that are exemplary or typical of their dan.

Where are Ihe .~amurai with HOllar Ranks of 0, 4.5, and 5? PC~

should nol encounter these randomly, but rather when you have a
plan. Feel free to make such special circumstances occur. If you arc
rolling up an encounter for anything other than a member of the
samurai casle, this chart can be used to determine what area of
Rokugan an NPC may hail from.
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Family Name: Roll 2 dice aod add them
2 Imperial Family: Roll one die

1-4 Mil"
5-7 Otomo
8-10 Seppun

3-7 Crane Clan: Roll one die
1-2 Asahina
3-4 Daidoji
5~7 Doji
8~IO Kakita

8--9 Crab Clan: Roll one die
1-3 Hida
4 Hiruma
5 Kaiu
6-7 Kuni
8-10 Yasuki

10 Dragon Clan: Roll one die
1-2 Agasha
3-5 Kitsuki
6-9 Mirurnoto
10 Togashi

11-12 Lion Clan:Roll one die
1-3 Akodo
4-5 Ikoma
6 Kitsu
7-10 Matsu

13 Phoenix: Roll one die
1-2 Asako
3-7 [sawa
8~10 Shiha

14-15 Scorpion: Roll one die
1~4 Bayushi
5 Shosuro

Roll altain; on a 1-4 they are
in dis~uise (roll again to determine
which clan they arc posing as).

6 Shosuro
7-8 Soshi
9-10 Yoga

16-17 Unicorn: Raj[ one die
1-2 Ide
3-4 luchi
5 Mota
6~7 Otaku
8-10 Shinjo

18 Ronin: Roll one die
1-3 True Ronin

4-10 Clan Ronin
Roll aAain to determine family
affiliation: re·roll duplications

19-20 Minor Clans: Roll two dice and add them
2-4 Badger - khiro
5 Centipede - Moshi
6-7 Dragonfly - Tanbo
8 Falcon"
9-10 Fox - Kitsunc
11 Hare - Usagi
12-14 Mantis '"
15 Sparrow - Suzume
16 Tortoise '"
17-20 Wasp"

* These clans do not currently have a true family name

encounters

The following charts are designed to kick-start random events
within your plOl These charl~ can be used when a player is leaving
the carefully crealed limeline of your established adventure. or when
you arc just looking for something to involve someone thai keeps
straying from the path.

Courtly encounter Chart
1 Another courtier (such as a Crdnc Jester) takes a {dis)liking

to one of the characters, and either helps Or hinders them
while theyre al court

2 A servant hurries into court and whispers into the host's
eat. The message is important - possibly news of a murder
or other unpleasant event

3 Acourt game begins. and the characters are invitee to pJay,
4 A samurai enters the court and insults the hosi.
5 One of the servanlS causes a disturbance. Perha~ the
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servant is dru.!ili, or is stealing things [rom the guests.
6 A holy man (such as a Togashi riddle master) is in

attendance, promising enlightenment to those who speak
with him.

7 A poet or other artist (possibly onc of the characters) is
invited to d.isplay~ or her craft bdore the court.

8 One of the characters is mistaken for someone else.
Perhaps a message is accidentally delivered to the
character. or they arc challenged to II duel meant for
someone else.

9 Asamurai petitions the host for permission to marry,
attend a school, study under a sensei in the hosfs employ,
ek

10 An old ally (or enemy) of the characters shows up.

Wilderness Encounter
Table

3 Farmers
4 Hinin t
5 Magistrate t
6 Merchant t
7 10nks
8 Patrol (Clan)
9 Ronin t
10 Special Encountert

Village Encounter Table
Village life is different from city life. Villages and hamlets are

home to heimin, and samurai rarely leave the beauty of a large city
to visil ihe common folk. Encounters in a village refiect the lives of
average Rokugalli. Keep the action light and quick and do not dwell
on anything unless the samurai iake an interest in il Undefended
villages are a favorite stop of ronin and bandits. Encounters with a
t symbol have their own charts on these pages.

City Encounter Table
This encounter could be on the streeLs, in a tea housc, or evcn

outside the governor's court. GMs should roll all this chart whenever
the PCS ask them, ~Who do rsee?" or "What's going on?" Eneounters
wiih a t symbol have their own charts on these pages.

1 Children
2 Craftsman t
3 Dog
4 Farmer
5 Fisherman
6 Headman
7 Hinin t
8 Ronin t
9 Yoriki I Doshin
10 Special Encounter t

Most anywhere in Rokugan lhat has not been settled, or farmed
is considered the wild. Forests, Mountains, Swamps, and Rolling
Hills are the places for such encounters.

I Badger
2 Bear
3 Boar
4 Small Game
5 Snake.
6 Stag
7 Tiger
8 Hunier
9 Wild Horses
10 Wolves

Road Encounter Table
Any road in Rokugan can be dangerous. Jusi because a village is

linked io the main parts of ihe Empire by a mud path through
wetlands docs noi mean thai bandits and samurai do noi travel
along that path. Make sure the encounter makes sense, and
determine whai the NPC is doing here. Encounters with a t symbol
have their own charts on these pages.

1 Bandits t
2 Beasts t

1
2
3
4
5
6
7
8

Artisan
Beggar
Courtier
Geisha
Lesser Noble t
MagiSlrate t
Merchant t
Priest
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9 Yoriki I Doshin
10 Special Encounter t

Bandit Table
Bandits are a fact of life in Rokugan. especially in the curren!

troubled atmosphere. Remember that even if the party is beller·
trained and better-armed than the bandits. irs still possible Ihat they
could suffer 11 fatality or two in a random encounter if tllcy aren't
careful.

1 A Bandit Ambush - Leaders and Followers
2 Arrows from the Woods - Bandit Archers
3 Bandit Hunting Party - A Leader, Do od Followers
4 Bandit Tollbooth - Leaders and Followers
5 Bandits Dressed as Monks
6 Bandits Harassing a Lone Merchant
7 Bandits Prcl!'lrin& Ambush - Leader and Followers
8 Bandits Sharing/Splitting Goods
9 dan Bandits (Low Ranking Samurai - Not Honorable)
10 Local Bully (Bandit Leader. L1rge, Rank 1 Technique)

Special Encounters Table
These encounters arc considered rare by Rokugani standards, and

arc thus on a separate chart. Feel free to ignore or modify these to
fit their adventure or setting; most of them require a great bit of
work to m<lke sense. Remember that these can seriously derail your
pial so use them sparingly and solve them quickly, if necessary.
EnCQunters with a t symbol have their own charts on these pages.

01-06 A Cremation
07-11 A Famous or Important NPC t
12-18 A Ronin Carrying a Familiar Blade
J9-22 A Shadowlands Encounter in the Heart

of Rokugan
23-30 A Small Enemy Scouting Party
31-37 Armored Enemy Patrol (20+ Bushi)
38-45 Bandits Raiding a Mermanl
46-47 Blind Beggar
48-52 Broken Arrows
53-54 Disemboweled Corpses
55-57 Disgraced Samurai Turned Heimin
58-61 Domestic Animal Roaming Free
62--65 Dogs/Wolves Eating a Dead Booy

66-67 Empty House
68--71 Eta Robbing a Dead Body
72-74 Ghost Haunting
75-n Heimin Delaining a Drunken Samurai
78-80 Lost Child (perhaps an Oni no Pckkle)
81-83 Men.:hanl Selling "MagicM Scrolls
84-86 Non-Unicorn on Unicorn Horses
87-89 Omen or Prophecy t
90-91 Public Execution
92-93 Refugees
94-96 Samurai Praying at a Shrine
97 ShugenlaDuel
98-00 Wedding Procession

Merchant's Caravan
The follOWing is a list of items thilt a merchant might carry. A

caravan could have many items on this list (1l-20), while an
individual merchant might carry only a few (1-5). Some of these
ilems might nOI be appropriate in certain areas of the counlry, or
within the lands of certain clans. Bear in mind your .~elling and
localion. Encounters with a t symbol have their own charts on these
pages.

1-2 AJcohol (sake, shochu, brandy)
3 Amulets and talismans
4 AphrodiSiac
5 Armor
6 Bales of Silk
7 Banners
8 BardingJannor for horses)
9 Bedroll
10 Blacksmith Tools
J1 Blank scrolls
12-13 Bolts of cloth
14 Bonsai trees
15-16 BotUe~empty

17 Bows and Arrows
18 Brushes
19 BuckeL~

20-21 Canvas
22 Ceramics
23 Chop set
24 Clothing
25 Cookware
26 Cut nowers, dried or fresh
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27
28
29
30-31
32
33
14
35
16
37
18
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
14
55
56-57
58
59
60
61
62-63
64
65
66
67
68
69
70
71
72
73
74
75
76

Decorative pottery
Diamonds
Dice (Winds and Fortunes)
Dried Fish
Eggs
Fan
Farming lools
Finished statuary
Fireworks
Food
Forged ~pers

Games
Gardening tools
Gir~ t
Gl~uality sand
Goat's milk (Unicorn lands only)
Gold, silver, or some other ore
"Good rortune~ crickets in wicker cages
Grain. saddles. and grooming tools
Herbs
Heretical scrolls
Incense and Incense Burners
Ink in ceramic vials
Jade
Jcw!!!y
Jeweler's Tools
Kabuki Masks
Kimono and clothing
Kite
Lacqucrwarc
Lanterns and oil
Literature, pillow books, and haiku
Lumber, 1I11ishcd or Olhcrwisc
Mirror
Musical instruments (Qf all kin~
Paints, dyes. or glazes
Paper
Perfume
Pillow books
Poison
Raw cotton
River stones for gardens and other baubles
RQpc
Sack
Sake and sake scI
Saya
SdJolarly works

77
78
i9
80
81-82
83
84
85
86
trI
88
89
90
91
92
93
94
95
96
CfI
98
99
100

e

Seeds for planting
Sheet music
Silk lhread on spools
Songbirds in wicker cages
Spices
Statues
Slone suitable for carving
SlrOngboxcs
Tca
Tea ceremony sel

Tenl
Tao of Shinsei (fo"pies o~

Too~

Urns
Unfinished gem stones
Uniforms
Unrecorded koku or other valuables
Unrefined metal
Water
Wc~ns

Wicker baskets
Wood carvi~

Writing implements

r
I
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even

Weather Chart
Roll one die and apply these modifiers:
Sprillg:
Ir roll is greater than 7, subtract L n roll is less than 4, add 1.
Summer:
Add I to roll. fe-rolling Is.
Fall:
If a 1 or 0 is rolled, weather is very windy, with moderate

temperature.
Winter:
Subtract I from roll. re-rolling Os.
Far North, Far SOUL}" or High Moul/lains:
Subtrad I from roll.

1 or less Freezing Cold - Possible b1il.zard. Conditions
hazardous for IraveL

2 Freezing - Possible snowstorm. Conditions
hazardous.

3 Very Cold - Possible sleet or hail. Conditions
un(1leasanl

4 Wei - Possible downpour. Conditions mild
5-6 Warm - Dry. pleasant weather. Conditions favorable.
7 Wei - Possible downpour. Conditions mild.
8 ~IOI - Humid. unCOmfOTLable weather. Conditions

unpleasant
9 Very Hot - Uttle chance of rain. Conditions

unpleasant
10+ Blistering - Possible dro~l Conditions hazardo~

Omen/Prophecy Table
Anything peculiar that the Rokugani cannot explain as "'natural"

is often interpreted as an omen. Samurai may find the need to visil
a seer, prophet, or oracle with regards to the phenomenon. Whether
or not the event is truly prophetic is up to the GM.

1 Bird Falls out of the Sky, Dead
2 Bleached \Yhite Tree with Blood Red Leaves
3 Dogs SIe§>;ngI§;lIingJn a Pertee! Ci<cIe
4 Hail
5 Meteorite Falls to the Earth and Creates a Giani

Crater
6 Pool of Water with Algae in the Form of a Kanji
7 IGJilbow
8 Small patch of flowers surrounded by 1000

Butterflies
9 Thunderstorms in a dear Blue Sky
10 Tree Falls in the ~1iddle of the Palh

Plot Complication Chart

1 A child is lost The child may have been lured awa~

by a mischievous kami, carried away by an evU
Blood~aker, or even fallen into a well.

2 The village is besieged by a group of bandits.
3 The peasants in the area revolt, attacking any

samurai they sec.
4 A woman screams nearby. It could be a robbery, a

woman stumbling across a dead body, an ani loose
in the city, or even a lrap for the foolishly heroic.

5 Adying man stumbles into one of the characters and
gives him something - a mysterious message. a
dying reguesL or even a nemuranai.

6 Awedding passes by the characters.
7 If the characters are not in a cily. a peasant runs up

to them, pursued by an ogre or oni, and begs for
protection.

8 One of the buildings in the village catches on fire.
and the villagers are too confused to organize
themselves.

9 One of the characters has a holy vision.
to Roll twice on this chart combining the results.

Ignore further rolls of O.
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e
Sluldowiands
Remember. a random encounter means random damage. GMs

\I'ho resort 10 dropping bakemono randomly on the samurai aTC sure
to find a few dead bodies once the smoke has cleared. Through
careless planning. the dice can drop sofficlhing as tough as a demon
10 somelhing as weak as a small goblin. Be careful what you pUi into
~ur games: no player wants to be surprised with an Oni on the side
or the road. Remain ronsistenl If you do include a zombie
rummaging through a merdtanfs sadt.. have a reason ready when
the players ask. Encounlers with a t symbol have their own charts
00 these pages.

Shadowlands Creature
encounter

1 Goblin t
2 J-1ida Patrol
J l-liruma Scout
4 Kuni and Followers
5 Necromancer
6 Ogretrroll t
7 Oni t
8 Ratling
9 Zombie/Skeleton t
10 Shadowlands Special t

uoblins Table
1 Goblin Hunting Pany:
2 Goblin Madcaps
J Goblin Scavenger
4 Goblin Shaman
5 Gobun Shaman and lionowers

6 Goblin Warband
7 Goblin Warmonger and Folloy,ers
8 Half-eaten Goblin Party
9 Swamp Gotilins
10 Two Goblins Fighting

Ogres / Trolls Table
1 Cave Ogre
2 Marsh Trolls
3 Ogre and Troll Fighting
4 Ogre Bushi with Followers
5 Ogre Sitting on a Pile of Bones
6 Ogre Warband
7 Ogre with Tree Trunk
8 Pile of Bones Lining the En(rance to a Cave
9 Sea Trolls
10 Troll Hunter

Zombie / Skeleton Table
I Plague Zombies
2 Porcelain Masks on Ground
3 Rotting Headless Bodies
4 Skelelal Archers
5 Skeletal Carcass Pushing Up Through the Earth
6 Skeletal Troops
7 Zombie TI1!QI?S
8 Zombie Troops in Armor (Clan)
9 Zombie with No Legs ~till moving)
10 Zombies Controlled by a Necromancer
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Creating ani
For alllhe ani "species" documented here. there remain countless other one·of·a·kind oni. unique unlo themselves. Canny GMs may wish

design one of their own ani. or send a one-shOI monster against players who think they have secn it all In any case. the charts below rna)'
be used as an aid to spark the imagination, or as an on·the-fly way of creating an oni from scratch. The lhrce groups of statistics are general
guidelines based on the relative strength of !.he oni They should be tailored 10 fil the GM"s partiaJlar needs. The dlarts below lhem refled
the oni's physical countenance and overall appearance. Choose or roll randomly as you desire to create a suitably nightmarish image.

Lesser Oni
(CIln be defeated by most parties)
Earth,3
Waler:2
Fire: 2
Air: 2
Rolls When Attacking: 4k2
Rolls for damage: 5k2
TN to be Hit: 15
Carapace: 4
Wounds Per Level: 10: +5; 25: +10:

50: Dead
Abilities: Fear: I, Invulnerability

Moderate Oni
(causes problems for most parties)
EarthA
Water: 4
Fire: 4
Air,4
Roils When Attacking: 5k3
Rolls for damage: 6k3
TN to be Hit: 25
Carapace: 7
Wounds Per Level: 20: +5: 40: +15;

80: Dead
Abilities: Fear: 2. Invulnerability. one

special ability equivalent to any shugenja
spell.

Powerful Oni
(will eal most parties like popcorn)
Earth,6
Water: 7
Fire: 7
Air: 6
Rolls When Attacking: 6k5
Rolls For Damage: 8k4
TN to be Hit: 35
Cardpace: 9
Wounds Per Level: 30: +5; 60: +15;

120: Dead
Abilities: Fear: 4. Invulnerability. two

special abilities equivalent to any shugenja
spell

Oni Appearance Charts

BODY TYPE TOTAL LIMBS DIGITS? SKIN COUNTENANCE
2-5 humanoid 1-2 2 Yes/No *per limb 2-4 chitinous
6 centaurian 3-5 4 5-7 smooth
7 bovine 6-7 6 CLAWS? 8-lO slimy
8 ursine 8 8 Yes/No 11-12 furred
9 porcine 9 12 1-3 barbed 13-14 scaled
lO reline lO Countless 4-6 serrated 15-16 spiked
11 rodent 7-10 razored 17-18 plated
12-13 reptilian GRASPING LIMBS poisonous? Yes/No 19-20 bristled
14 amphibian 1 None
15 serpentine 2 1 LIMB TYPE ARMOR RATING
16 avian 3-6 2 1-2 segmented (specify # O-lO
17-18 insecloid 7-8 4 of segments)
19 combine any 2 9 8 3--5 tentacled FEAR RATI G
20 combine any 3 10 Countless 6--8 haunched 1-5

9-10 jointed (specify 4; of
joints)
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HEAD AND FACE
2-4 humanoid
5 bovine
6 ursine
7 porcine
8 reline
9-10 reptilian
11-12 amphibian
13 serpenline
14-15 avian
16 rodent
17-18 insectoid
19 combine any 2
20 combine any 3

TAIL
1-4 none
5-8 short
9-10 long

USED FOR
1-5 balance (heavy)
6-8 grasping (monkey-

like, etc.)
9-10 weapon (scorpion's

stinger etc.)

PRIMARY ATIACK
1-4 teeth
5-7 claws
8-9 charging
10 magic of some form

SECONDARY AITACK
(reroll if tlte sallie as primary)
1-4 teeth
5-7 claws
8-10 charging

MAGIC ABILmES?
Yes/No
Type (spec;fy effect)

EYES
I I
2-5 2
6 3
7 4
8-10 hundreds

TYPE OF EYES
2-5 human
6-10 animal (no whiles)
1l~14 insectoid
15--17 reptilian
18 glowing red
19 glowing while
20 glowing green

MOUTH
2-3 hinged
4-6 canine snoul
7-9 porcine snout
10 none
11-13 beak
14-16 leech·like lube
17-18 insect proboscis
19-20 spider-like masticator

TEETH
2-3 none
4-7 sharp - piercing
8-11 sharp - learing
12-15 sharp - needle like
16-18 sharp - jagged
19-20 blunt - grinding

NECK
I None
2-5 lhick and sinewy
6-8 jointed
9-10 serpentine

HABITAT
1-3 mountains
4-6 plains
7-9 hills
10-11 valleys
12-14 bogs
15-17 riverbeds
18-20 desert

RING RATINGS
From 3 10 7

WOUNDS
From 25 to 200
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}\vel'age Bandit 01' }\shigal'u Table
Void

2

3

Ai<
2

]

Ref: 2

I
Rer: 2

2

]

Slr:2

]

Per: 2

Water
]

Per: 2

Fire
2

I
Agi: 2

]

Agi: 2

j

~i:2

Description/Notable Skills
Srou~ TN (0 be Hit 12
Skills: Kyujutsu 2, Tanlojutsu 1
Hunting 1, NofJ!julSU I, Stealth 2
Warrior; TN to be Hit 12
Skills: Yarijutsu 2. Intimidation I
Kyuju15u I, Nofujutsu 2, Stealth I
Spy; TN to be llit l7
Skills: Kyujutsu 3. Tanlojutsu 2
Hunting 1, Nofujutsu !. Stealth 3
Thug; TN to be Hit 12
Skills: Yarijutsu 3. Intimidation 2
Kyujutsu I, NofujulSu 3, Stealth I

Prodigy: Rolliwice and keep the best skills. Ring§. and Traits of both.
Roll on Bandit Leader or Village Doshin Table. keep equipment from this table.

2

3

Earth
I

J
Will: 2

7-8

3-4

5-6

Roll one die:
1-2

9
o

Standard Equipment: Yari. Ashigaru armor (+2TN), tra\'eling pack. kimono. sandals. peasant weapon

}\vel'age Bandit Leadel' 01' Village Doshin Table

2

3

2

3

Void
2

3

3

A;,
2

3
Ref: 4

2
Ref: 3

3

2

2

3

Water
2

SIr: 3

3

Fire
2

2
~i;3

2
Agi: 3

3
AW:4

2

2

3

3

Earth
3

7-8

9

Roll one die:
]-3

4-6

o

Description/Nolable Skills
Budoka: TN to be Hit 15
Skills: Yarijutsu 3. Intimidation 2
KYUiulsu 2, Nofujulsu 2, Stealth 1
Ji\!iulsu 2, Defense 1, Kenjulsu 1
Supai; TN to be Hit 20
Skills: KyuJulSU 3. Tantojutsu 3
Hunting 1. NofujulSU 1, Stealth 3
Poison!, I-lisomu 2
Doshin/Bandil-Lord; TN io be Hit 20
Skills: Yarijulsu 3. Intimidation 3
KyujulSu 2, Nofuiulsu 2, Stealth 1
Jiujulsu 2. Defense 2, Kel}julsu 3
Ninja (non-Shadow); TN to be Hit 20
Skills: KyujulSu 3. TantojulSu 3
Hunting 2. NofujulSu 1. Stealth 3
Poison 2, Hisomu 2, Ninjulsu 2
Ronin!Bandit·lGn~: TN to be Hit 25
Skills: Yarijutsu 3. Intimidation 3
Kyujutsu 3. Nofujutsu 2, Stealth 1
Jiujutsu 2. Defense 3. Kenjutsu 4
(plusJlQ!OSible RanJ<n "'"

Standard Equipment: Kimono. Traveling Pack Katana, Wakizashi. Yumi. 10 Arrows, Light Armor (+5 TN). 2 koku
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Mastery Levels of Previously Published Spells
The following table lists all mastery levels for previously published spells from many Legend of the Hue Rillg::; supplements. Except where

Doted, recalculate all Casting Times and Target Numbers by the new Mastery level. All other effects of the spells are as written in the original
source.

The following abbreviations arc used on this table: WtW = Walking the Way, WatCb = Way of the Crab, WotCr = Way of the Cralll!,
\\'olDr = Way of the Dragon, WotMC = "'try of the Millor Clans, WolP = Way of the Phoenix, WatS = Way of the Scorpion, WatU = Way of
the UI/ieom, WotW = Way of the Wolf, MGtR = Merchant's Guide to Rokugan.

Special Spell
Name of Spell
Transform

Location
WotDr

Mastery
5

Gener... l Effect
Transforms one Element inlO another.

Ai. Spells
Name of Spell
TheA:r""cher's ReaCh
The Arrow's Fli",gh;"t__
Reflecting Mirror
Summon Bird
Awaken the Spirit
Castle of Air
Craw's Vision
False Tongue
Fear
Flight of the Dragonfly
The Four Winds Favor
Gift of thc Wind
Howl of lsora
OsallO Wo's Strength
Roaming the Wide Plains
Bad Kharma
Fadn&.1oUI Devils
Gust of Wind
Look Into Ihe Soul
Step Between the Slars
Binding
Forgel
TelcQortation
Wisdom thc Wind Brings
Defender From Beyond
Gale To Nowhere
Glimpse of the Soul's Shadow
¥(lIe Mirror's Smile
Walking the Way

Location
WotMC
Wt\\'
WtW
WtW
WotCr
WtW
WolMC
WotS
WotCb
WotMC
WolU
WtW
WtW
WtW
WolU
WotS
WotW
WotCr
W,W
WIW
WotCr
\VotS
WotU
WtW
WIW
WotU
WlW
MGtR
WtW

Mastery General Effect
1 Extends Ibc ran c of issUe w n
1 Makes an arrow hi! its target.
I Creates illusion of the caster.
I Summon a bird and ask a favor.
2 Awakens the s~t in one item.
2 Surrounds shugenja with vortex of Air.
2 __~Ai!ll,ows overhead view of current location.
2 Cloaks conversation from others.
2 Causes subjects to nee in terror.
2 Illusion makes target difficult to hit.
2 Enham:es the shug£!1ja's range of hearing,
2 Makes stationary target invisible.
2 Creates blast of wind.
2 Deflects arrows and missiles.
2 Protects horse and rider from exhaustion.
3 Causes target to botch onc die roll.
3 Pits target's strongest Trait awnst weakest.
3 Turns missiles back on attackers.
3 Allows viewing RingsaM TrailS.
3 Creates a safe space belween dimensions.
4 Slows everyone in area around shugenja.
4 Alters subject's memory.
4 Allows line of sight tel!flortation.
4 Allows a single question about someone.
5 Summons sJilljtual defender.
S Creates mysterious portal to Nowhere.
5 Doubles a target's speed and actions.
S Allow larget to mimic another person.
6 Allows travel beyond the mortal world.

" Casting Time of this spell is nol changed. + TN of this spell is not changed
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Ea.th Spells
Name of Spell Location Mastery General Effect
Armor WotCh I Attackers cannot re·rolll0s on damage rolls.
Clay Horse \VotW I Creates minor nemuranai to resist sleep.
Hidden Footste~ WotMC 1 Purges a small area of all tra f assagc.
Way of Earth WtW t Increases Armor of targel
Groundin&...Energy WtW 2 Grounds magic use in an area.
~Minor Binding WatCh 2 Binds Tainted person with special manacles.
Rock Storm WtW 2 Creates swarm of flying stones.
Whispers of the Land WtW 2 Allows you to track a target
Call Beasts WtW ] Summons and commands animals.
Castle of Earth WtW 3 Surrounds shugenja with barrier of Earth.
Emorace of Kenro-ji-jin WtW 3 AJlowS.Jl~e thro~ll Earth.
Essence of Earth WtW ] Increases the subject's Earth Ring.
Wall of Earth WatCh 3 Summons a waU from the carib.
Fist of the Earth WtW 5 Cracks open bottomless chasm. I
TIme's Deadly Hand WtW 5 Inanimale objects crumble wilh l}ge.
~Major Binding WolCb 6 Binds oni or tsukai with special manacles. I
$()n.i Warding WtW 6 Banishes an oni io jigoku
Wooden Prison WtW 6 Turns target into a tree. I
., Casting Time of this spell is no! changed. I
+ TN of this spell is not changed.

Fi.e Spells
Name of Spell Location Mastery General Effect
Last Rites WotCb I Destroys and cleanses a body of the Tain
The Burning Sands WotU 2 Creates wall of flame.
The Elements' Fury WtW 2 Ritually creates random ranged atlacks.
Light of Amaterasu WtW 2 Allows larget to ignore wound penalties.
Osano Wo's Blessing WIW 2 Makes a ffre difficult to exlingu sh.
+Purity of Shinsei WtW 2 Cancels spell-like abilities.
Castle of Fire WtW 3 Surrounds shu~a with large wall of Fire.
Eyes of the Phoenix WtW 3 Causes temporary blindness.
Flames of the Goddess WotMC 3 Creates a12RM!tions ofFire.
Essence of Fire WtW 4 Cancels Rank Techniques during duels.
Kuro's Fire WotW 4 Hurls fireoy spendiQg Voio Points.
Wrath of OsanoWu WtW 4 Causes arrow \0 explode with magic Fire.
Fiery Wrath WtW 5 causes building to burst into flames.

., Casting Time of this spell is not changed.
+ TN of this spell is noi changed.

Water Spells
Name of Spell Location Mastery General Effect
Breath of Mist WtW 1 Makes earlli nto a thick bog,
Cross the Veil of Sleep WtW 1 Speak to a target through dreams.
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Name of Spell
Dance of the Unicorn
Speed of the Waterfall
Wall of Bamboo
Energy Reversal
The Horse's Nose
Ride Through the Night
Water's Sweet Clarity
When Two Become One
The World Is Not Heavy
loari's Blessing
!<hannic V~ce
The Path Not Taken
\\oorlerful Or~ Furoshiki
Yuki's Blessing
Curse of the Jackal
The Penetrating Drop
Master of the Rolling River
Open the Waves
+Sukinjin's Gift
Suitcngu's Embrace
Wheel of Fortune

Location
WatU
WatU
WIW
WIIV
WotU
WetU
WotMe
WotU
WatU
WtW
WIW
WotW
WotU
WatU
WIW
WatU
WtW
WtW
WIW
WtW
WIW

Mastery
1
I
1
2
2
2
2
2
2
3
3
3
3
3
4
4
5
5
5
6
6

General E1I'ect
Creates fog of pmifying miSl
Doubles downhill speed.
Creates wall of bamboo from nothing.
Switches a Trait betwccll two subjects.
Allows shugenja 10 track by scent.
Allows horse to gallop without exhaustion.
Allows random visions of !he fulure.
Horse and rider use highest TrailS of either.
NcgaLeS all effects of enOJrnbrance.
Summons basic foodstuffs.
Disables a ta!'&.et with guilt
Redistributes shugenja's spell slots.
Collapses objects into folding ~~r-2Quch.
Freezes water into a bridge of ice.
Reduces ta~ts intellect 10 animal level.
Causes water 10 erode object 10 destruction.
Creates Iiurst of torrential water.
Parts a body of water.
Reflects sJ?ClI back on ilS caster.
Causes target to drown.
Shuffles tar~t's Ring§: randomly.

• Casting TIme of this spell is not dlanged.
+T of this spell is not changed.

Void Spells
Name of SpeU
Contemplate the Void
Drawing the Void
Sense Void
Spiritual Presence
Winds of ChaJ1gc
Altering the Course
F.ssence of Void
Kharmic Intent
\tomeo! of darity
*Depth of the Void
Void Release
Void Strike
-Rise From Ole Ashes
Void Suppression
Divine the Future

Location
WtW
WolP
WotP
WtW
WIW
WoLP
WtW
WOlP
\\\>lP
WtW
WotP
WolP
WOlW
WolP
WtW

Mastery
I
I
1
I
1
2
2
3
3
4
4
4
5
5
6

General Effect
Allows largello use multiple Void.
Gmnts an extra Void Point. once per day.
Allows extrasensory perceptiOll.
Increases target's Ring by shugenja's Void.
Gives unskilled character a skill al Rank 2.
Allows shugcnja to spend multiple Void.
Paralyzes lar~t with lower Void
AlIo",'S shugenja 10 share Void with target
Gives unskilled larget skill al Trait + 2.
View and mange the future slightly.
Allows target to substitute highest Trail
Allows shugenja 10 steal Void Points.
Retroactively ne~tes all damage.
Forces larget 10 substitute lowest Trail
Ask !he GM a single gueslion.

• Casting Time of this spell is not changed.
+ TN of this spell is 110t changed.
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The Ba Ie
Table

The system below gives the Game Master a simple medlanic for
determining the course of batUes. Like everything else in this book,
lhis system is only a guideline. The GM can use all part some or
none of it The Bailie Table doesn't simulate "realism" very closely;
it is meant to help the GM determine the outcome of a battle with
only a little bookkeeping. while al the same lime allowing some
drama (0 come into play for Lhose involved.

Banles are resolved in Bailie Turns. Each Battle Turn is
approximately thirty minutes. Every Battle Turn. players decide
where they will fight in the battle, and lhe GM determines their
success and whether they gel a chance to make a signiFicant
contribution to the battle's outcome.

Resolving Battles

Step One: Declaration
Every Battlc Turn. each player indicates how his character will be

fighting this Battle Turn. The players must choose between the four
levels of activity: Heserves (furthest from the actual fighting),
Disengaged, Engaged. Heavily Engaged (in the thickest part of the
fighting).

Step Two: Advantage
After the engagements have been declared, the GM announces

how the battle is going in this Battle Turn. The current advantage
can be even, can favor one of the sides of lhe battle. If the baltIc is
going against your army. there is more danger, but there is also more
chances for an Ueroic Opportunity. The Tides of Battle can be
determined randomly, through the story. or perhaps even be affected
by the players' actions in previous Battle Tums.

Step Three: Delemlination
Each PC adds his Water Ring to his Battle Skill, then rolls a single

die. The die roll is added 10 the Ring + Skill to find the final resull
in the left hand column. Using the table and reading across the ro'o\'
from the result until the column is reached thai corresponds 10 tht
Tide of Batlle and Level of Engagement, the player will find their
result for the Battle Turn.

Step Four: Resolution
In each Battle Turn, the characters suffer a certain number of

Wounds. This is referred to as Dice of Wounds (e.g. "2 dicel. Subtraa
the character'S Reflexes + Defense Skill from the total. The final
result is how many Wounds the character iakes during this Bailie
Turn of fighting from blows that he could not avoid. You will nolia
that shugenja always lake less damage than their bushi brethren;
this is due to the standard strategy in Rokugan of having a guard of
soldiers to protect the comparatively fragile and valuable shugenja

Step Five: Reward
Characters accumulale a certain amount of Glory during earn

Battle Turn, and should keep a tally of their tolal. Simply having
earned the Glory, however, is not actually the same as receiving it
Asamurai that has done many glorious things on a battlefield must
still report his deeds to his lord (or beHer yet, have someone else
report them) and then be publicly commended by his daimyo or
commander.

It is recommended that no samurai be given more than a single
rank of Glory for any individual battle; some tremendous, world·
affecting battles may allow for advancement in as much as two full
ranks. After all, a samurai who does not also learn humility and
patience is not worlh commending.

Example: Q·okami the ronin is righting under umJ Togashi
against an army of Crab. In the First Turn of battle. the young bushi
declares lhat he will be heavily engaged, in the thickest part of the
fighting. The GM announces that Yokuni's superior tactics are giving
his army the advantage in this Battle Turn, so the result will be
found in the Fourth column (Winning. Heavy Engagement). The sum
of O·okami's Water + Battle + die roll is a 9, SO he looks up on the
table to see how things went for him. O-okami discovers that he
lakes 3 dice of Wounds. but gains 3 Glory points.
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Wotutds Taken and Gilo..y Giained Du..ing Cu....ent Battle "Round
)'our
QI'-h1yis: )'ou are in this part of the fighting:

Winning Reserves Disengaged Engaged Heavily Engaged
Even Reserves Disengaged Engaged Heavily Engaged
Losing Reserves Disengaged Engaged Heavily Engaged

1-3 2 dice of Wounds 3 dice of Wounds 4 dice of Wounds 4 dice of Wounds 5 dice of Wounds 6 dice of Wounds
oGlory Points o Glory Poinl~ 1Glory Point 2 Glory Points 3 Glory Points 4 Glory Points

Duel

4-6 2 dice of Wounds 2 dice of Wounds 3 dice of Wounds 4 dice of Wounds 4 dice of Wounds 5 dice of Wounds
oGlory Points 1 Glory Point 1 Glory Point 2 Glory Points 4 Glory Points 5 Glory Points

Duel

7-9 1 die of Wounds 2 dice of Wounds 2 dice of Wounds 3 dice of Wounds 4 dice of Wounds 4 dice of Wound
Roll one die. 1 Glory Point 1 Glory Point 2 Glory Points 3 Glory Points 4 Glory Points 5 Glory Points

Add the result Duel Heroic Opportunity
to your Water+
Battle. and nnd 10-11 1 die of Wounds 2 dice of Wounds 2 dice of Wounds 3 dice of Wounds 3 dice of Wounds 4 dice of Wounds

thai number in 1 Glory Poinl 1 Glory Point 2 Glory Points 3 Glory Points 5 Glory Points 6 Glory Points

this column. Duel Heroic Opportunity Duel Heroic Opportunity Duel

Read across.
12-14 odice of Wounds 1 die of Wounds 2 dice of Wounds 2 dice of Wounds 3 dice of Wounds 3 dice of Wounds

1 Glory Poinl 1 Glory Point 2 Glory Points 4 Glory Points 5 Glory Points 6 Glory Points
Duel Duel Heroic Opportunity Heroic Opportunity Heroic Opportunity

15-17 odice of Wounds 1 die of Wounds 1 die of Wounds 2 dice of Wounds 2 dice of Wounds 3 dice of Wounds
2 Glory Points 2 Glory Points 3 Glory Points 4 Glory Points 6 Glory Points 8 Glory Points

Heroic Opportunity Duel Duel

18+ odice of Wounds odice of Wounds 1 die of Wounds 2 dice of Wounds 2 dice of Wounds 2 dice of Wounds
2 Glory Points 3 Glory Points 4 Glory Points 5 Glory Points 7 Glory Points LO Glory Points
Duel Duel Duel Heroic Opportunity

Modifiers:
Bushi, not wearing armor: +1 die of Wounds
Bushi, wearing heavy armor: ~1 die of Wounds
All Shugenja: -1 die of Wounds
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Duels and Heroic
Opportunities

Sometimes. a character will run into another important samurai
or a creature of nole during the midst of the fighting. Other limes.
the character will have the opportunity to create a dramatic shift in
the course of the battle or storyline. These situations ocrur when the
Baltic Table indicates a "Duel~ or ~I-Icroic Opportunily.~ In these
situations, the GM and player will probably have to roleplay the
scene in more detail (oFten at the skirmish level), but it may resuh
in great amounts of Glory for the charader.

Duels
Characters who roll a MOuel" on thc Battle Chart have

encountered a hero of lhe opposing army and must face him in
single combal

Handle the encounter as a Skirmish. Since not all duels in a
baulc are iaijutsu duels, a leSI of might or a ducl with Naginata
could also suffice. Anolher Battle Turn does not occur until one of
these samurai falters [is killed or knocked unconscious).

Refusing the duel is an act of cowardice. and while a battle is a
chaotic evenl someone may see the refusal thus setting up the
character for all sorts of mischief in the future.

List of Heroic
Opportunities

This is a list of some heroic opportunities to use in any Battle.
TIle GM is encouraged 10 make a specialized list for each b.1ttle. thus
making each battle unique. The GM can usc an opportunity more
than once. if he wishes.

Pick Up the Banner
You see the ball/ler cam'er fall to arrow shot. You have lite

opportunity 10 carry the anny's bonller during the bollle, bringing
an addilional 1 Glory Point ead, Baltle Tum. All Actions the
character takes during the battle are at -I die.

Protect the General
You suddenly come across the army's gel/eral who has lost his

personal guard. 71,e general commands you to stand at his side and
prolee' him from aUack.. You must {ollow him wherever he goes
(some generals are more courageous ,hall others). but you gain all

additional Glory Point every Battle Tum Direct this PCs level of
Engagement for the rest of the battle.

Attack the Archers
Suddenly. your character sees a path Ihat leads directly 10 tht

reserves oflhe opposing army. You have all opportunity to at/ack
Ihe archers, thus making all opportunity {or the reinforcements to
charge. This can give lhe pes army a strong advantage in futurt
Battle Turns if he can fight his way to the opposing archers.

Attack the Shugenja
A break opens in Ihe bailie and your character has the

opportunity to aUack the reserves. 111e sllUgellja suddenly stop their
battle rituals as you charge iI/to their ranks! A successful attack on
the opposing shugenja, while dangerous (they will begin directing
their attacks at the character). can be key to victory.

"Hold This Ground!"
Your leader tells you 10 hold the linc! You musJ remain in }'Our

currelll Engagement. but if you make a successful Water + Battlt
Roll. your troops hold their position, and you gaill additional Glory.
Roll on the follOWing lable for the Pc.

Reserves & Disengaged: N/A
Engaged: TN = 20: +2 Glory
Heavily Engaged: TN = 30; +4 Glory

Break the Une
YOII get tJ,e command to charge the {ronl line! Next Battle Turn.

subtract 2 from the PCs roll, but add 2 Glory to lhe result.

A Clear Shot
111e {rant lines break and you have a clear shot at tile

commal/der of the opposing army wilh a Ranged Altack!The TN of
the shot depends on the commander (typically TN 30).. A sua:essful
hit is worth 3 Glory, but will likely only wound and not kill the
commander.

Draw the Line
You've been commanded to try and draw ,he opposing anl1)'~

{rollt line further away from their reseroes. Nexl Battle Turn. the PC
will be Heavily Engaged. but also gains an additional 2 Glory.

Save a Wounded Comrade
In the midst ofbattle. you notice a kblsman has fallen! You havt

the opportunity to save him if you wish, but you will be considered
Heavily Engaged for Ihe next 2 Bailie Tums ifyou do. The PC gains
an addilional2 Glory for each Battle Turn during which he pulls his
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ally 10 the reserves (and the ally may wish to bestow girlS in return
for his life!).

Save a Wounded Opponent
Between breallts you notice a wounded enemy. He calls Qui to

)'Ou to help him. /f you igllOTe him. you lose 110 HOllor or Glory (he
is acting cowardly. after a/I). but if you aid him, he is mOToUy
obliged to YOiL lW,at do }'OU do? Use the same rules for Save a
Wounded Commdc above.

Take the Enemy Banner
Be/ween the blood and carnage yOIl spot Ihe standard bearer of

the opposing anny. You have the opportllnity to lake Ihe enemy's
bonl/er! YOII must kill the bearer in combat to take it. If you lake ii,
)lOu must try to get it back to your reserves. The PC may only move
one Slep closer (0 Reserves each Bailie Turn. and the increased
attenlion means rnal his roll is reduced by 4. He gains 3 additional
Glory each lurn, and a bonus of 5 Glory after reaching the reserves.

Take a Unit
III tlte c/zaos and alarum that surround you. you suddenly lIotice

lltat you are the highest ranking samurai ill your unit! You !tave
command ofa single ul/it of3-5 samurai Add an additional! Glory
for every Battle Turn this samurai remains in the b.1ule.

The Strength of My Ancestors
The heal of battle has possessed you! You have all additional J

lbid points to spend ulltil the elld of this battle.

Shugenja's Gift
Olle of the shugel/ja of your anny has targeted you with a spell.

)'011, as GM, may decide which spell it is; alternately, just consider
one or the PC's TrailS or Skills to be I Rank higher unlil the end of
this battle.

Avoid Fate
11le Fonunes art watching }'OlL 191wre all Wou1tds Ihis Battle

Tum,

Be Prepared to Dig Two Graves
You see a Sflmurai from the enemy's army cut dOll/n one of your

kinsmen, You may spend the rest of this battle looking for t!tnt
samurai. At the end of eac!t Tum, you may chose to move
1J0rizQtltally or vertically all lhe above c!tart to an entry Ihat has a
Duel (to meet that samuraI;

e

;
/
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Advanced Use of the
Battle Table

Rolling on the Baule Table is a good method of determining a
character's status in the mist of mass combat bUI characters in
charge of an army may wish to use slightly more complex rules to
determine the tides of bailie. When the opposed roll is made at the
beginning of lhe BailIe Turn. the following variables can modify the
opposed BaIlie Roll.

Numbers
If one side is larger than thc other. Ihat general gains a +5 10 his

opposed hallie roll for every mulliple by which he outnumbers the
enemy.

Terrain
The GM can rule !.hal any sort of difficult terrain imposes

difficulties on an army not prepared 10 deal with it giving a bonus
to the opposing general on the opposed bailie roll For example. the
general of an army on higher ground always gains a +5 bonus.
Generally. it is up 10 the GM whether cHher side gets a bonus from
terrain. In a swamp, for example, iI's very likely lhat neilher side gets
a bonus, as both sides are at an equal disadvantage. An army of
infantry confronting C3\'3lry in a narrow pass, on lhe olher hand, has
gained a decided advantage against their opponenL An army
fighting on terrain it knows very well may also get lhis advantage if
they exploit that knowledge well. An army defending from a
fortified position gains a bonus of at least +5 (for hastily constructed
fortifications), and possibly much. much more. At the extreme, troops
deFending the Carpenter Wall fight with a +80 against troops
attacking From the Shadowlunds.

Tnl.ining
An army composed of lrained bushi will have an advantage ovcr

those less organized. If an army has greater organization. a clear
chain of command. or more formal combat training, its general
gains a +10 to his battle roll. Generally, in a battle between two
Great Clan armies, lhis variable docs not come into question - even
armies largely composed of peasant levies usually have enough
bushi officers to keep the troops organized.

Equipment
Compare the average equipment of the lroops.1f one side dearly

has beuer equipmelli. its general gains a +5 to his battle roll. If one
side has a supreme ad\'antage on the other Oots of shugenja. heavy

armor, and katana vs. peasants with sharp slicks) lhe GM can assign
a greater bonus.

Magie
U one army has access to powerful magic that its opponents

cannot match (including maho or Shadowlands monsters), that
army's general gains a +10 to his roll.

Tactics
At the beginning of each round. each general should decide what

tactics they will attempt against their opponents. IF onc general's
tactics are well-suited against the opponent's. the GM can assign an
appropriate bonus. This is a vague statement of lhe bonus situation,
but intentionally so, as there is no end to lhe possible strategies a
general may attempL A few examples: selling pikemen against a
cavalry charge, throwing up a shield wall against an arrow storm.
and sending saboteurs to destroy enemy siege weapons. The GM
should assign a bonus according to creativity and effectiveness.

Morale
If an army wins two consecuti\'e opposed rolls. or wins one roll

by more than twice lhe tOlal or the opposing general's roll, that army
begins to gain momentum and the opposing forces begin to berome
demoralized. On the next baltle roll, the winning general gains a
bonus equal to the difference of the previous roll's results. divided by
five (round down).

Example: Malsu Gohei commands 2000 heavy infantry against
Asahina Dorai's army of 1000 Cranes - mostly pea'\ants with
shugenja officers. The Cranes have fortified themselvcs in a forest as
they await Gohei's attack. The Asahina provide spells and magical
artifacts for their troops while Gohei's scouts probe the outer regions
of lhe forest.

The GM rules that Domi gains a +5 bonus for magic. Dorai gains
an additional +S for terrain, and +10 for the hasty fortifications his
men have constructed. Dorai gains a lotal bonus of +15, Gohei's
army gains +5 due to their numbers, and +5 ror equipment. When
strategies are announced. the Crane decide to dig in while their
shugenja prepare defensive spells. The Lion surround the forest and
set it ablaze. The GM gives the ruthle~ Gohei an additional +10 for
iactics. This gives Gohei a total of +20.

An opposed Waier + Perception roll is made. Dorai's total result
is a mere 32. Gohei spends Void. has a lilt.le lueX. and ends up with
a whopping 65! Not only is Gohei winning. bUI next round he'll gain
an addilional morale bonus: 65 minus 32 is 33, one·fifth of which
(rounded down) is 6, so his morale bonus is +6.
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Character Options

Character Option Compilation - Skills
Name 0/ Skill
Actin&.
Advanced Medicine

Aaimal HlISbandrI
Appraisal-Artisan·

Astrology
Astronomy
Atemi ..
Athletics
Autopsy

Bani
Battle
Bojulsu (S)
Bujulsu·

CaUigraphy
Chisaijutsu (5)

Cipher
Climbing
Commerce
Conceal
Conversation
Courtier
Craft·
Craft: Mizugusuri
Craft: Tattooing
Dance·
Defense
Diplomacy
Divination
Engineering
Escape

References
P<:i89
Phoenix

Unicorn
PC 96/ Crane
PG 96
PG 90 I Crane

PG 90 / Crone
aga

Shinsei
PG 93. 96
PG 96

PG 90
PG 93
PG 93 I Lion
PC 93/ Lion

PG 90
PG 93/ Lion

Phoenix
PG 96
PG 96
Naga
Minor Clans
PG 90
PG 96
Dragon
PC 96 I Dragon
PG 90
PG 93
WKJ(J(
Shinsei
PG 96/ Crab
Shinsci

Rank
HlgIi
High

!!ill!!.
Merchant
Bugei
High

High
High
Ajgh
BugeilMerchanl
Low

High
Bu
Bugei
Bugci

High
Bugei

High
Low
Merchant
Bugei
High
High
Merchant
Merchant
Merchant
High
Bu
High
High
Merchant
Low

Special ""echanics
Dis uise - Si'!!J>fCon SkillTAWR ern llWOnent's--PER x )Or ro
Heal patient (2x normal rate) - Skill/PER (TN 15); III poisons ­
Skill/PER {TN 20). Poison or Lore: Poison Skill required; limited use
None
None
None
Various applications. by type (Acrobatics, Jester, Origami.
Storytelling. Dancing, Music, Painting, Ikebana, Noh/Kabuki, Poetry)
Divination - SkilL/INT (TN 151..~eral idea or the future

one
lMon~ Stop Bleedigg - SkillllNTIfN 20 Selr~Dcfense - TN +20
Various-physical ~plications - SkilL/Physical Traits
Determine Cause of Death - SkilL/INT (TN per GM): requires
~rQP:riate lAre Skill to be conclusive

None
BattJe Table (YM's Guide. p.~ - Skill/Water and seek result
~pecialization or B~utsu - bO,jo) Attack - SkilVAGL
Choose a Weapon Skill- Bojutsu (Bo Stick), Chisaijutsu (War Fan),
Horse Archery, Jiujutsu {Hand-Io-Hand), KenjU15u, KyujU15U
(Archery), Nofujutsu (Peasant Weapons~ SubojulSu (fetsubo),
Tantojutsu (Knife), Umayarijutsu (Lance), Yarijutsu (Naginala),
Yomanri (Unicorn and Naga Archery), or Ninjutsu (Ninja Weapons):
see under each Skill for special abilities and weapons that can be
used (all at the Weapon Skill Rank]
None
(Specialization of Bujutsu - tessen, tonfa) Attack - SkilUAGL;
see also War Fan (for special abilities)
Encoding - Skl1l/INT (by GM); Del..'oding - Skill/I NT (vs, GM total)
None
None
Conceal Item - Skil1/AWR which bC<.'Omes TN to spot it later
None
None
See under specializations ror special abilities
Mix Elixir - Skill/INT lsee the Ap~ndix or Wal o[tlle Dragom
Tattooing - SkilL/AGL raises allow elaborate/complicated tattoos
None
Cannot take Full Defense option without Ihis Skill
Resolve Disputes - Skill/WIL (fN target WIL x 5)
GliflliJSe or Future - SkilllVoi N r GM}
None
Escape Bonds - SkilVAGL (TN 10-45. per GM)
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Special Mechanics
None
Hide in Plain Sight - Skill/REF (fN hunter's AWR x 5)
None
Bird Training - Cont Skill/AWR (fN bird's INT), and two mOnlhs
May go wlo food for STA in day::;; each day thereafter - SkillIWlL
(TN 10 x total days fasted) or must eat
None
For@ Item - Skill/AGL {gy GMkNotice Fake - PER (Vs. GM total)
Notice Cheating - Cont Skill/AWR (fN target Skill/PER)
None
None
Hunt Rumors - Skill/AWR (fN 15) and 1 daY in court;
Spread Rumors - Skill/AWn (fN llarget Glorv - PC Glorv! x 5) or

GM an dayJ!Lcourt
KJl0w by Mon - Simp Skill:PER (TN 20)
None
Urban Stealth - Cont Skill/AWR (fN hunter's Investigation/AWRj
None
(Specialization of Bujuisu - dai-kyu, yumi) Attack - Skill/AGL
None
None
Know Opponent's Abilities During Duel- ConI Skill/AWn (TN 10);
~Fast Draw" Sword Combal- Skill/AGL W per opP-Qnenl)
(Kitsuki) None
Teach Technique - Skill/AWR{TN 40 -IStudent's INT x 51, min,IS)
None
None
@:peciaUzation of Bujutsu - mizu-QQ. kaze·do) Attadl- Skili7'i\GL
(AgashalKitsuki) Forge Kagaku Item - Skill/lNT (see the Appendix

,,";;;o;,,""_.__.;o;;f~Wi"';;ayof Ihe Dragon)
Piay Komari - SkiliJREF or At cticsIREF l~; TN~ GM
(Specialization of Bujutsu - katana, no-dachi, wakizashi)
Attack - Skili/AGL
Gain Free Raises equal to Rank in Skill vs. opponents of chosen
School· TN to be Hit by 0 PQncnLs of chosen School is +5
(Monks) Reroll for failed poison, fear, or mind-affecting check - may
spend Void point to use Skill/Void (TN failed roll + 10) to avoid
Lowly' eUguelle- dishonociible for samurai
(Specialization of Bujutsu - dai-kyu, yumi) Attack - Skill/AGL
None
Create Lock - Skill/AGL; Pick Lock - Skill/ACL (TN first total)
Nonc' see under sp.edaliutions for ~ciaI abilities
(Bugei for Witch Hunters/Low for all others)
Conv lSi '0 with Iargel reg1J.ire
None

Name of Skill References Rank
Etiquette PG 90 High
Evasion Shinsei Low
~Iosives PG 93 I Scorpion Bugei
Falconry PG 91 IWCKS High
Fasting; Shinsei High

Fie/chery Minor Clans Merchant
Forgery PG 97 Low
Gambling PG 97 Low
Go PG 91 High
Goblin Culture Crab Low
Gossip WKJ(K Low

Heraldry PG 91 High
lIerballsm PG 96 Merchant
Hisomu Wolf Low
History PG 91 High
Horse Archery (5) PG 93 I Unicorn Bugel
Horsemansbi PG 91
Hunting PG 91 High
[aijutsu PG 94 Bugei

fehi-Miru ... Dragon High
Instruction Wolf High
Intimidation PG 94 / Crab Bug~

Investigation PG 91 High
Ji!'i ulSu (S) PG 93, 94 / Lion Bti&£h-
Kagaku "- Dragon High

Kernari WKJ(]( Bugei
Kenjutsu (5) PG 93. 94 Bugei

Know the School Shinsci Bugei

Kokyu .. 5hinsei High

uenai Wolf Low
Kyujutsu @l PG 93, 95 I Lion Bugei
Law G 91 Hi
Locksmith PG 96 Merchant
Lore • PG 91 H!&!l
Lore: Maho-Tsukai S PG 95 I Crab Low/Bugei
Manip'Wation PG 911 Crane Hi8!!
Medicine PG 91 High
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Name of Skill References RQllk
Meditation PG 92 Hilllt
Mimic PG 97 I Scorpion Low
Mining Minor Clans Merchani
Moksha - Naga N/A
Mounlaineer PG 92 I Dragon High/Low

Music· PG 92 High

Naga Language Naga High

Nazodo .. Dragon High
'injutsu (5) PG 93, 97 I Srolllion

Nofujutsu (5) PG 93, 97 I Lion Low

Obciesasero - WC:KS Bugei

Omens WK:KK High

Oro'. /Rhetoric PO 92 I Crane HI
Origami PG 92 / Cnlb '"ligh
Painting PG 92 High
Pearl Carving Naga Hi@
PoliticaJ Maneuvering Crane High

PoeUy PG 92 High
Poison PG 97 / Sal,. Low
Puppeteering WK:KK High
Rolli S~ Low
Research PG 92 High
Rokugani Language Naga lIigh

Sadane WK:KK High
Seduction PG 97 Low
Sensei Shinsei High

Sbintao PG 92 H"
Siege PG 95/ Crab Bugei
Sinceri~ PG92 l!igh
Sleight of Hand PG 97 I Scorpion Low
Specialized~Il PG 95 Bygci
Spell Research PG 92 High

Special Mechanics
Regain One Spent Void Poim - SkillNQID cr~ 20)
Avoid Notice - Skill/AWR (fN target PER x 5)
None
(Naga only~ Trails may not be increased beyond 5 without Ihis Skill
(High for Samurai/Low for heimin/hinin); use STR for shorl·term
climbing and STA for long-lerm climbing
Play Instrument - Skill/AGL or AWR (whichever is lower); can play
one instrument per Rank
Nliga start with this Skill at Rank 3 (does not add to DiscipUne);
Roku~ must pay l~ice normal cost 10 leam this Skill ~

Acts as Investigation for logic, riddles. and uzzles
Low (Specialization of BujulSu - ninja-to. shuriken. blowgun
nageleppo, telsubishi. han-kyu) Attadt - SkilVAGL; gain one
loollRank
(Specialization of BujulSU - jiHe. kama, nunchaku, sail
Allack - Skill/AGL
(Seppun, Otomo. Miya) Conl Skill/WIL (I'N target WIL) or
freeze in tracks for onc round· r~ulr\~s token of Imperial authority.
Nonc
Voice Advantagc granls olle Free Raise using Oratory
None
None
Naga may Regain One Akasha - SkillNOIO <J:N J?er G~; 30 min.
(Crane only) Command Other - SkilVI IT (fN Iarget AWR x 5);
if 5uccessfu~ larget must do as commanded or lose one Honor.
cannol be used \"5. thoseo~ Honor Rank ---J

None
None for ~ion / Others use Honor's VeiL p. 37 --===::::J
Professionals are Rank 3 or higher
Lose or if used outside Nezuml-.Qresence
None; supersedes previous versions of Research
Rokuganj start with Rank 3 in this Skill (does not add to Insighl);
Naw.!! ust I!!! lwice normal cosl 10 learn lhis Skill
Play Sadane - Skill/AWR (TN larget AWR x 5 or per GM)
Seduce Other - Cont SkilVAWR W 1ar&e1 AWR xS)
Teach - SkillllNT + Student's INT (fN Rank of Skill or School
Technique x 10); may nolleach Skills / Techniques above own Rank
No 'ts fr five without Rank 3 Shintao
None
None
None
Adds Skill to final die roU using one weapon only
Research Spell - Skill/Ring of Spell (TN Mastery Level x 10);
see page 97 and PG page 183 for deiaHs about Spell Research
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Name cd Skill References Rank
Spellcraft .. Phoenix High

Stealth PG 97 Low
Subujutsu (S) PG 93 I Lion Bugei
Tantojutsu (8) PG 93 / Lion Bugci

Tea Ceremony: PG 92 I!!gh
Theology PG 93 High
Torture PG 97 Low
lhlps PG 97 / Crab McrchanliLow
Tropical Fish WK:KK High
Tsangusari (0) Crane High

Umayarijutsu (S) PG 93 / Lion Bugci
Yarijutsu (8) PG 93 / Lion Bugei

War Fan (8) PG 93, 95 Bugei

Weaponsmilh PG 95, 96 BIM
Wrestling PG 95 Bugei

Yomanri (8) *'" PC 93. 95 / Unic Bugei

Zanji .... Shinsei High

Special Mechanics
(Shugenja only) Sway kami - Skill/INT (TN 20); Know/IO Spells
(gtSt up to Qnc hour/Rank .!;lefore) - SkiUJINT erN 25)
Hide/Move Silently - Cont Skill/AGL(fN target PER x 5 or roll)
(SpOOa ization of fuljutsu - die tsuchlletsubo) Attack - SkilllAGL
(Specialization of Bujutsu - aiguchi, tanto, kama)
Attack - Skill/ACL
Regain One Void - SkilVVoid (TN per GM)' reguires thirtY. minutes
None
Exlract fifo - Cant S 'll'lAWR (IN target ISfA - Woun9.ll x 5)
(Merchant Skill for Kaiu)
None
(Asahina shugenja only) Creale Fetish ~ Skill/Fire (TN 15); also
requires variablc time, proper location, and the Astrology Skill
(Spcdalization of Bujutsu ~ lance) ttack - Skill/ACL
(SpCci<lliz<ltion of Bujutsu - mai chong. llagamaki. naginata, yarL
nage-yari. saSlImata sodegarami) Attack ~ Skill/ACL; required to
learn Boar Techniques
(Specialization of Bojutsu) Attack - Skill/AGL; Pass Signals­
SkilVAGL CIT' per G~; Read Signals ~ SkilVINT (fN per GMj
None
Throw Opponent - Coni SkilVSTR (TN target STR); targel makes
SkHUSTA roll (rN thrower's STR x 2) or is stunned for next Tum
(Unicorn and Naga only, Specialization of Bujutsu)
Attack - Skill/ACL, requires Full Attack; may aim up to Skill Rank
(or 112 Rank vs. moving targe~ in Turns, each granting 1 Free Raise
(Monks omy) Area Awareness - SkilllVoid (TN IS) and five minutes;
sense all sentient life within 20 feet per current Void point

Character Option Compilation - Advantages

2
Cost

3 I 2 (Cnmel
Variable

Name of Advant11ge
Abomination ...
Absolute Direction
Acute Smell ...
Aligned to thc Elcmcnts
AlU",
Ambidextrous
Amphibious ....
Balance""

Benten's Blessing
Blackmail

Bland
Name of Advantage

References
Naga
PG 98
Naga
Phoenix
PG 98
PG 98
Naga
PG 98 / Lion

PG 98
PG 98

PG 98 / Phoenix
References

Cosl Special Mechanics
5 (N:~;J only) Roll on abomination lable for effect <lnd additional COst
1 None
3 (Nag'!) Roll (but don't keepJ 2 extra dice for smell-based PER tests
6 TN to use opposed Elements are +5 and -5, respectively
Variable 2 points per Minor Ally, 4 points per Millar Ally
3/2 (Dragon) Without this Advantage, all TNs are +10 whcn using off-hand
3 / 2 (Chameleon) (Naga only) If discovered, reduces Caste Rank by one
4 (No Matsu) Ignore all modifiers 10 Honor rolls;

during laijutsu duels, may Raise up to (Void+2) times
Keep one additional die when persuading (two if target is attracte41
Info or evidence about target whose Glory Rank equals the cost
(Scorpions pay one less point for this Advantage, minimum one)
TN 10 recogniZe the PC is +10
Special Mechallics
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Blood of Osano-Wo PG 98 / Crab 5

Bloodlines .. Lion 5

Brink of Enlightenment .. Shinsei 10
Cadence .. Crane j

Cbosen by Oracles PG 99 I Phoenix 5
dan Bacqround .. Shinsei J
dear Thinker PG 99 2
Combat Reflexes PG 99/ Uno 6
Corres~ondence WK:KK J
Crab Hands .. PG 99/ Crab 4

Cr.Jfty PG 99 I Scorpion 5

Dangerous Beauty Sco!i!!on 2 I 1 (Scor~ion)

Daredevil PG 99 I Phoenix 4

Darling of the Court WK,KK 4

Death Trance PG 99 3/2 (Lion)
Different School PG99 j

Ear of the Emperor PG 99 I Scorpion 5
Elemental Attunemcnt Dragon 1
Elemental Com'crgence Phoenix 6-
Elemental Hannagy Shinsei 5
Favor Tables Crane Variable
Fertile ... Naga 4

Forbidden Knowledge .. Phoenix 1-10
Gaijin Gear .. Unioorn 2

Ge""Y PG 100 / We,KS Variable
Great Destiny PG 101 4
Great Potential WICKK 3/8/10

Hands of Stone" PG 101 f Crab 5

Hcart of Vengeance PG 1011 Scorp 3

Blissful Betrothal 3 May purchase one of the following Advantages for 2 less CP: Ear of
the Emperor. Gentry, Kharmic TIe (with betrothed onlyl. Social
Position, True Friend (with betrothed only), Wealth; benefits gained
after wedding
Cannot be harmed by weather; always succeed with related SrA
checks; TN of weather SP;£tls cast against the PC is +10
(KilSu) Keep 2 additional dice when dealing with ancestors;
ancestors cost only half normal
(Monks only) Start with +I Void: TN 10 deceive PC is +15
(Crane) None
None
(Non-Oan Characters) Choose Clan - m~ purchase their options
TN to confuse the PC is +10
PC may' ~apJ1:lace~t with next hjdIestlnitiative
Correspondent is chosen from within pes clan
(Crab) Rank 1 with aU weapon Skills (Rank 1 must still be
purchased before Rank 2 m~ be achieved)
Hank 1 in all Low Skills (Rank 1 musl stilt be purchased before
Rank 2 may be achieved)
Roll (l>Ul don't keep] 3 additional dice when using Seduction
When performing incredible feat, GM rolls die: even number
adds +to to pes total roll
For Six Monlhs - Glory is 2 Ranks higher and may gain sycophant
as Minor AU for 2 ~rience Points
Automatic success with all Fear rolls
Learned in different dan's sdJool: may only be laken once
Treated as if Glory is I or 2 Ranks higher (GM's call)
Delect ~ic - AWR in di«U.fN Rer G~!)

(Ishiken) May use 1 Void Spell Void/day in excess of available Spells
Purchase for each Element- that Ring is +1 for kiho ML only
Roll up to three times on chosen Favor Tablei!able determines cost)
(Naga only) Slarting Caste Rank is one higher; protected by warrior
Naga' may' not be p'urchased by Constrictors
(phoenix) Modified ~Inherilance" of occult nature
tUnicorn) Gain onlt~ of 1@jin gear (limit 11
Details and operation or estate determine Advanlage cost
If~ instead end at I Wound &ut). once Rer~
Choose one Bugei Skill (3 points). other Skill (8 poims). or elemenl
for Spellcasting (lO points~ which can be Raised any number of
times and in excess of Void); may only be purchased once
(Large A antage) Keep (but don't rolij two dice of liand·lo-Hand
damage instead of one
Keep (but don't roll) one extra die vs. clan of choice: gain 2-point
Sworn Enemy from clan of choice (but not the points for il)
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Name of Advantage References Cost Special Mechanics
Heartless PG 101 Scom 2 TN to sway PC is +10' ma:r not also have Insensitive Disiu!vanta~

Higher Purpose PG 101 2 Gain one extra EP each session the purpose is furthered (GM's call)
critance G 01 Variable Gain ancestral item (GM determines cOst)

bnmunc to Fear .... Naga 3 (Naga only) Ignore Fear Effects
Im(!Crial SP-Quse WC:KS 2 None
Innate Ability RPG 3 One spell can be cast w/o scroll; Free Raise if scroll used in addition
Inner Gift PG 101 Ciane Anim~ empathy.. I!!'ccqgmtion. or psychometry
Irreproachable PG 102 I Unie Variable TN 10 Seduce/Bribe the PC is +51Advantage Rank (up \0 Starling

WIL); may not also have Greed or Lei;hery Disadvantages
Ishikeil-do ... Phoenix 5 ~wa Cannol be Void mage without this Advantage
Kaiu Sword Crab 5 Gain 3k3 katana of fine quality; if others touch i~ lose 1 Honor;

if misplaced, permanently lose 2 Ranks of Honor
Kakita Blade Crane 8/4 Gain Kakita Blade; roll and keep one additional die when at1ackin~

and r@y. re-roU a Single dam~e die during anyJiillulSu duel
Khannic Tic PG 102 1-5 Roll ~t don't kcePl.!dvantage Rank in dice to protect tie
La<ge PG 102 3 / 2 (Crab) TNs are +5 in social situations; TNs are -5 for melee, HTH, and

dam;me; may' not also have Small OisadvanLage
Leadership PG 102 I Lion 714 (Lion) If Skill is Rank 3 or higher, all followers performing the Skill in

unison temporarily gain 1 additional Rank with that Skill
Luck PG 102 3/6/9 Reroll a Skill check once per session per Advantage Rank
Magic Resistance PG 102 2 / 4 /6 TN of spells used against PC is +5 per Advantage Rank
Meek 5/2 (Miya aU ~llt don't keep) 1 additional die when negotiating
Multiple Schools PG 102 1Crane 6 Exp. Points Bushi schools only; old School Rank frozen; PC learns Techniques

of new school per usual character development rules
Musha Slluno Wolf 4 Warrior j:!i1grim~e· may' only' be taken by dan Ronin
Noble Birth "" Dragon 3 (Monks) None
Patron "" Crane 1-5 (Artisans) Patron influence determined by Advantage Rank
Patron Wolf Variable Ronin patron; gain Glory points equal to patron's Glory Rank when

duty is completed; patron's Glor)' Rank determines Advantage COSI
Peart Jiva" Naga 5/ Rank (Naga only) Destroy pearl to produce 50-yard ranged attack;

resolves as Archery attack using AGL; Pearl Rank determines
damage; start witll one Rank 1 pearl

Perceived Honor LoF 2/4/6 Honor considered by otllers to be one Rank higher or lower per
Advantage Rank Perceived Honor rises and falls \Vitll true Honor;
no efrect upon mechanics (such as Honor tests); must be maintained
in public

PeriecUlalau", RPG 2 Add one die to all balancing]oJls
Personal Man Wolf I After 10 missions, gain 1 Free Raise social rolls with employer
Precise Memory PC 102 1Crane 3 Remember Intricacies - INT roll (TN 20)
Prehensile Tail .. Naga 2 (Naga only) Tail defaults as fifth limb
Provincial Hero WoJ[ 4 May always gain mplo~ment for room and board
Quick PG 103 5 Roll (but don"t keep) one additional die for initiative
Quick Healer PG 103 I Heal as if STA is one Rank higher
Railing Ally Crab 4/2 (Crab) / I GM may enforce bad reputation (and reduce Advantage coslto I)
Read Lips PG 103 2 Read Lj);' - PER roll erN pcr GM)
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Cost
10

2 I 4 I 8
5

Variable
1-5
7/ Rank

Special Mechanics
(Hollor Rank 3 or higber) Op..Q9nenlS lose 5 Honor 11CT Wound Level
they inflict upon Pc. and lose 1 Glory Rank for killing the PC or
knocking him out
Roll and keep one additional die with all Lore and History rolls
Sensei's School Rank equal to Advanta~ Rank
Servant quality determines Advantage cost

__~(G,,!M 1y>proval RcquiredLStart wilh 15 additiona~ror Skills
Roll (but don't keep) one additional die when using Stcahh
SlarUgg Glory increased by Advantage Rank
May bring up to six others 10 Winler Courl each year
Will never be betrayed by Mantis; Mantis musl spent a Void point
10 lie to PC; treated as if Glory is one Rank higher by Mantis; gain
one Rank in Gentry Advanlage; may not also have Dirferent
Schools, Multi Ie Schools, Black Sheep., or reduce starling Glor~

Wound Level penalty decreased by 5 per Advantage Rank
Battle Table rolls may be adjusted by 3 points (up/down); may not
be used if in Reserves

5 I 3 (Lion)/Rank Battle Table rolls may be adjusted by 3 points (up/down) per
Advantage Rank (may not be used if in Reserves); slarting Glory
increased by J per Advantage Rank
Friend's influence and devotion determine Advantage cost
Gain one student per Advantage Rank
(Naga only) Choose Type - Acid. Blinding Mist, Blood Thickener,
Consuming Flame, Contact Poison. Nerve Toxin); Attack -
1ill-IfAGL (TN target TN to be Hil), requires two Raises unless In
close quarlers; damage is determined by Dis.'ldvanlage Rank and
associated Ring~ special effects
Free Raise when speaking
Never get lost and know best routes through home (Qr choscJl) arca
Gain 4 additional starling koku pcr Advantagc Rank (maximum 10)
(Naga only) Roll (but don'l keep) one additional die when allacking
other race (except damage); roll one fewer die during social
interactions with other Naga

2
2 / I O)nicorn)
1-10
3

2
1-5
Variable
10
3
5 I Rank
2 / 1 ("'Im""p-,,"'ials)
4

Referelll:es
WJ(,KK

PG 104 I Lion

PG 104
PG 104
PG 105 I Crane
Naga

Shinsei
PG 103
PG 103
Shinsec.i__
Wolf
PG 104
WKKK
Minor Clans

PG 1",,04,-_
Shinsei
Naga

PG 104
Shinsei

Tactician

Name of Advantage
Sacrosanct ..

Sage
Scnsej
Servant
Shinsei's Servant
Silent
Social Position
Standing Invitation
Storm Legion

True Friend
Tulor
Venom ..

Voice
Way of the Land
Wealthy
Xenophobic ..

Strength of the Earth
Student to Water

Character Option Compilation - Disadvantages

Name 01 Disadvantage
Abomination ..
Adopted Blood

Antisocial

Ascetic

References Cost
Naga 5
PG 105/ Unicorn Variable

PG lOS/lion 2/4

PG 105 / Dragon 3

Special Mechanics
(Na~ onlYLRol1 on abomination table for effect
Must gain 5 extra Glory to obtain new Glory Rank/Disadvantage
Rank; each new Glory Rank reduces Disadvantage Rank by 1
2 Poinls - Keep one less dic using social Skills;
4 Points - Keep two less dice using social Skills
Limited starting oulfit; Glory of no imporl
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Driven PG 107 3
Enlightened Madness- Drag9R 2/4 6
Enlightened Madness" Phoenix 113/6

Epil"PSY PC 108 I Crane 4/5 (Crane)

Fascination PC 108 I Crane 1
Foreed_ S 214
Forgotten Phoenix 4
Forxgjlen lFaining Wolf 7
Forsaken PG 108/ Lion 2/3 (Linn)

Name of Disadvantage Re/erenas C<>sJ
Bad Fortune PG 106 1
Bad Health PG 106 3
Bad Reputation PG 106 2
Bad Sig1>1 Naga
Benten's Curse PG 106 2
Bitter Betrothal WK:KK 3
Black Sheg> PG 106 5
Bounly Wolf Variable
Brnsh PG 106 2
Broken Daisho Wolf 31518
Can't Lie PG 106 3
Dst Out Shinsei 31 6 I 9
Colorblind Crane 1
Compulsion PG 107 2-4
Contrary PG 107 I Phoenix 3
Coward PG 1071 Lion Varies
Cruel- PG 107 I WeeKS 3

Curse of Kami NIKS 10
Dark Fatc Wolr 3
Dark Secret PG 107 5
Deathseeker .. Uoo 7

Dependent PG 107 1-3
Disbeliever Shinsei 3
Dishonored PG 107 I Lion 5

Doubt WK:KK 4

Special Mechanics
RoU 011. lable G 1 or GM's caU for effect
Wound Ranks figured as if STA is I less; STA must be 2 or higher
One die added wben olhers roU to~ lhe~bad reaction
Roll two fC"'-'er dice (or all sight-based PER tests
TN 00 be co~pcrsuasi\'e or use ~uelte is +10
Details of haled spouse defined by GM
School Rank frozen at 1; may' DOl be taken by. Ronin
Offense. bounty, and TN to be spoiled determine Disadvantage cost
Avoid reacting when insulted - Honor roll (fN 2Q)
Wakizasni broken (3 points) or Katana broken (5 points). or bOlh
Always fails when attempting to He
Size of temple opposed to PC determines Disadvantage cost
None
Avoid Compulsion - Honor roll (TN 15/20/25)
Avoid acting under uress - IL roll N 5·201
All TNs increased when facing Shadowlands or higher Glory
(Otomo) May not spend last Void Point; may not raise Void Ring
above lowest Ring; AWR is -I for all social checks; Honor is one ful
Rank low during Honor Tests
Spells take twice as long 10 cast; TN 10 cast Spells is +10
If kill instead end at lWound Out on~r story
If discovered, this is rejllaced wilh a lifelong Obligation
(Oeathseeker) Must die in combat for the Lion Oan; start with 0
GloO'; rna DOl gain Glaffi ma.x. not also ha\'e Blade Sheep
Age of dependent determines Disadvantage cost
None
Slart with 0 Glory; may not spend Experience until Glory Rank 1
gained; then. may only buy 3 Skill Ranks, I Ring Rank, or 1Trait
Rank (total) per adventure; ronin may not purchase; may not also
have Social Disadvanla e
Choose a Skill - every use requires Iwo Raises. which do not
improve its use. but COUllt toward the maximum number of Raises
pos.<;ible: may only be overcome bv incrcasin~ the Skill 10 5 and
using it in some s~cular or honorable manner
None

zumQ When~oo - WIL1DiJ5 120 125) or lose control
--~(p;"hoc-"'niX shugenja) When using chosen element - WIL roll (TN 20)

or lose conlrol
When u"'nd"er:;:;:stress='-'
lhereafter. WlLroll
None
Oan i&!:!ores PC lite!y-R.I!Qints or~ ~

Cannot be a shugenja or use magical items
Ren>embe< Rank ] II1L 10 +5 Rank above 1
May not purchase ancestors; may nOI also have Haunted
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Name of Disadvantage References u,st
Fmil Mind PG 108 3
Gaijin Name" Unicorn I
Gossip Shinsci 5
Greedy PC 108 I Unicorn Variable

Gullible PG 108 3
Haunted PG 108 1-3

Hantei Blood Olosan Uchi 5/10

HeimiD Wolf 8

Hohei .. WK,KK 6

Hostage WK:KK 3

Idealistic PG 108 I Lion 2/3 (LiDO)

Insensitive PG 109 2
Jealous), PG 109/ Phoe I / 2 {!'hoenW
Junshin- Scorpion 3
Kitsune Taboos Minor Clans 1-3
Lame PG 109 3
Lechery PG t09 I Unic 1-4

Lost Love PG 109 2
Low Pain Threshold PG 109 5
Meddler PG 109 2
l\lissing Eye PG 109/CoB 3

Missing Limb PG J09 3
Momoku PC 109/ Phoe 8
Moto Curse" Unicorn 0
Nemesis .. PG 109/ Soorp +2
Never Sat on a Horse Unicorn 1
Obli.l!:ation PG 109 2/4

Obtuse WK,KK

Outcast - Minor Clans Variable
Overconfident PC IIO/Unic 2
Permanent Wound PG 110 5

Special Mechanics
Op nenlS gain 2 Free Raises when ralli0L-against pes WIL
(Unicorn) Roll 1 less die during all social with non-Unicorn I gaijin
Avoid re\'ealing secret - WIL(rN 5 x~L QIQ!y in I1resencel
Opponents gain I Free Raise when bribing PC; PC may not make
Honor rolls to resist bribery attempts
TN 10 convince the PC of~ {with a Sinceri~IAWR.!9:ID is 5
Frequency of Ancestor's appearance determines Disad\l3.ntage cost;
may not also have Forsaken DisadvantaJ!e
(ReQuires GM ApPl1Mlll Related to Imperiall..ine: if Rank 2
Advantage is know the PC is treated as if GIQIT is 2 Ranks ~r
nigh Skills cost double: TN for social Skills is +5; starting Glory 0:
inel Social DisadvantaJ!e: Ronin, may only be bought by True Ronin
(Buslu1 Rank 0 - No School tedmiQues or Attribute bonus: may
onlv purchase three School Skills: Experience worth twice normal
for purmasinJ! School Skills (to Rank 1) and School Attribute bonus:
thereaf~~ School tedmique and 5 Experience Points
No new School Ranks with clan: Different Schools and Multiple
Schools cost two less
When Honor is losl, one additional Honor point is 10sl; when five or
more Honor is gained at onoo, one additional Honor P-Oint is Wned
Must spend One Void Point to risk onescl( for another
Skill. ability, or person chosen. which PC must always I!Y 10 beat
(Scorpion) School Rank frozen at 1: may not be laken by Ronin
Effects determined by chosen taboo
TN for all AGL rolls (and use of legs) is +10
Opponents gain I Free Raise/Disadvantage Rank when seducing
the P~ PC may not make Honor rolls to resist seduction attemplS
TNs are +5 when 1051 love is mentioned until 1 Void point is spent
Wound penallY is +5 at second Wound l.£~·el and above
TN for Courlier and Etiquette rolls is +10
TN ror PER rolls and AtlClcks is +5: TN for archery is + 10 up to 50'
and +15 beyond 50'
TN for physicalteslS requiring the missing limb is +10
Cannot use Void PoinlS
(Required for all Mota) None
(Sworn Enemy) Cannot use Void Points vs. Sworn Enemy
Falls off of horse during combat I chaos
If refused. lose 2 full Honor Ranks (for Rank 1 ObliJ!alion) and ~ain

Black Sheep (for Rank 2 Obli~tion;. all effects are cumulative
Must Raise twice for each Raise effect in court; TN to ridicule or
manipulate PC is +5: all Skills except Hunting. Investigation. Lore,
Medidne, and Mountaineering cost double
~dgcr or Ronin only) None
To Retreat - BattielPER (TN 30) may not also have Greal Destiny
Stan each day at +3 Wound Level with +0 Wound Level filled

Copyright 2001 Alderac Entertainment Group. Permission to phol..ocopy for personal use only.
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Nallle of Disadvfinlage References Cost
Phobia PG 110 Variable
Proud Lion 1
Refused by Clan Minor Clans 2
Refused by Family Minor Clans 1
Shadowlands Taint Crab 1-5
Small PG 110 2

Social Disadvantage PG 110 3 I Rank

Soft-Hearted PG 110 2

Spoiled PG 110/ WCKS 3
Sworn Enemy PG 110 2-5
Touch of the Void Shinsei 2

True Love PG 110 3

Unhygienic Wolf 2
Unluek PG 110 3 / 6/ 9
Vanity PG 110 1
Walersnake ... Naga 4

Weakness PG 110 51 Rank
Wmth of the Kami Shinsei 3 I Element
Yogg Curse"'" Phoenix 3
Yogo Curse *" Scorpion 0

Special Mechanics
When fear is fa~ all TNs are at +S/Disadvantage Rank
None
Keep one less die with social Skills when dealing with clan
Keep one less die with social Skills when dealing with family
Gains Tainl effects by' Disadvantage Rank
Movement is figured as if Water Ring is one less: roll one fewer
damage dice with tetsubo and die tsuchi; may not also have Large
Starting Glory Rank is reduced by 1 per Disadvantage Rank: all
Ronin have at least one Social Disadvantage Rank
To take a human lire - WILrol1 erN 20): if PC kills someone,
all TNs are +10 for one fulI day, and expiation is required
Resist objed of desire - Honor roll (TN J5)
Sworn Enemy's School Rank is 1 + Disadvantage Rank
One addilional Void point each day; when Void spen~ all within
five feel roll WILITN pes Void x 5)J!Lbecomc.disoricnted
Musl spend Void point to choose duty over love; if love's favor is
ever lost.. then no Void Points can be spent until it is regained
No benefit from Free Raises using WIL
GM may force one reral! per slory per Disadvantage rank
None
(Naga only) Must return to water every 24 hours or be immersed
completely for 1 full hour each day: otherwise - all TNs are +5
I starting Trait lowcred to I minimumJ) Qer Disadvantage Rank
Spells of the chosen Element cast vs. PC gain one Free Raise
@I Asako raID; IS or hi her ~ PC will betray his most loved
(All Scorpion rail); 15 or higher - PC witl betray his most loved

Notes for Character Option Compilation
Skill: In all cases, lhe term "Skill~ refers to the subject of the entry it is found in.
Ranks: In all cases, the terms "Skill Rank~ "Advantage Rank~ and "Disadvantage Rank" refer to subiect of the entry they arc found in.
Clan Name: When a reference is noted as "Unicorn" or "Naga~ the actual book referenced is ils "The Way or. .." sourcebook.
Abbreviations: The following abbreviations arc used throughout this compilation:
~ This SkilL Advantage, or Disadvantage must be further defined by choosing a specializalion,
AGL Agility (frait) ID shorl for "identity" REF Reflexes (frait)
AWR Awareness (frait) INT Intelligence (frait) Simp Simple (roll)
CoB Code of Bushido LoF Legacy of the Forge SfA Stamina (Trail)
Cant Contested (roll) ML Mastery Level WIL Willpower [frait)
CP Characler Points PER Perceplion (frait) WK:KK Winter Courl: Kyuden Kakila
EP Experience Points PG Player's Guide WK:KS Winter Courl: Kyuden Seppufl

(S)

This Skill. Advantage, or Disadvantage may only be acquired by those of the specified Clan or group (per the Location and
Mechanics column).

This Skill is a spctialization of another Skill. All special abilities arc listed with the specialization ralher than the parent Skill.

Copyright © 2001 Alderac Enterlainment Group. Permission to photocopy for personal use only.
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Bushi Sdlool Jbda ,.~ CnN I.1nds IIliIp """""'" 68. 69.9l9110} <:nM lands I1ll1dom mcoonler IaI* "Bushido. ~·tIl \1nlJt5 01 91 "Cranrs,lIoo" 17

Index
taIT1pilgns. L5R 155 umU/'l' Enolunlft,.shMIool\ands, 1abIe!J1

"""" ","""""", ;<} mature speci;lllIbiblltS n.
Cuipaa ability ,;<} aealures '39
CMprmer (KaIU] WaD 11. 'it bI atalul'6. IIIOmIaI '118
~Hra_ II. 12 ""'"'" """"""'" 140. 231

"""'" """ fill 12~. 159, 188 ...- '. """"'..... "'" 56, Ill} """"'" U80.101202

......."'"'" .. .... '" """"""".,.-, ;<} ~. ",~~ '" balilt maldttl ~.I06
......... .. .,.., U9. 150-- '91 Bault of Whl~~ 16. 19. 102 ...~ .. - '".............. ISS. 156, 204 IlMtJrTaWt '"
Chmy BIosIom Fesb\"aI " --- II 20. 2fi n l&", llll. CH.-- }I, lOS &uIr Tabk. alh-anrnl~ 24! """"'" " 104. liS

lpbI Sh...ii SdIooI lI. 119 BaltJr Tum '"
cftonin (ladrqall,l " Dakota fFor1uar of \hIlbj 4-1.9'

• af 1M Fallell Kami 57 b.lllrs.lamous 14, Ii Iii. \1. 13.51. 52.,). ""-~ 4'UJ .....,. 16, fill ii 1{1. IlO..""', 86. IO} }'i 56, 51 - ll200 .... ".~1i9 '" bailie$. muM"I '" _Cnb 2l .... 7J. 167.... J6, 59. 107 ~ of 1M Wa\I:r "". 0"" """ " DllrkDes. Ln1ll& '"
\ktdo f{)Iw-Eyr) " !lay of thr Gddrn SoIn ,,,. cilits, Dr.con " '" ".'J;odo a.hI School Jl "'.... 11. 1.). I.J} dlit$. /tu_ Dan " DiydTh~ IllJ,lZ 18

\bxIo family t8, Z2.:u. lot 69 Ilayusttllamily 41J.41.107 d"" ..... " """ 71204
.>hlIa T\llJIrl 18. n. 6J.~. n. 104. 1O'i Ba)'IMl Kal:hlko. Em..- l1. 40. 65. 89. o~ PhoeniJ: 57 ""- II]

~ (Sun ColIddnsIll. 56, 8J. 91, 94. 104. 107 dtia ScotpiorJ 40 llriIydr.llion 9l

10l 144. 141.150 ... , dtifs. ullaliJPfd " """'" 15.

.~ Tears of '19 Briden PaS! 21. 4ll. 41. 55. >4. Si, 10-1. 115 cities. lInlcllfn 42 -- N....,
" Bmlrn (Forlunt' of ROlrnlntlc lHo~) Qly Enrounler lible 127 dipbn;its 26, 11. 31. 46, 00. 80

~,,'OOJJjp 93 27. 91 dly. [ff~ling a 200 Ois~<h-.nlagfS 11$1 2<.
lIinla!s.garnt '12 81Wmon (furtUM of SIreo81h) J.I.91 Clans. Grt31 \Set also Sevfll Clans) disaUtrs. nahma! 81... """'"' 10. Blad Uon (srt also Akodo TO/unl II. 18. 40 di5t_ 87.8Il. 17l. Z06.. 10' 62.li5. 105 Clans. MInor 13. 14. 19. 48. 54. S6, 11)2. I fTi """" ;<}

JWI'l'nl~ " Black Scrolls 13. 41. 101. 123.13Q. 145 Clans. Stvl.'ll (!iff alsQ G'f~l (laos} "" ''0
Area of Efftcl awgning 91 bl3d(sll1ilhs ;, 16. 19. 40 Doli ll. 47. 94- 84, 00. 139 bli1.la,d .. do<' 72 Dojlfantily 22. 26, 27. 41. 54. 115. m. 150

-" 90 Blood Speake, Cultist SL:IIS '" Cobra Bloodline
'" '07 ",. ~

~ 8l Blood Sl'fakn I/)('JtiOllS 132 CoIISIr;Clor Bloodline 36, 59. 107 doshin (depuly) 68. 74. 80. 234

"'" 47. 1811 Blood Speaker riluals '" Council 01 Elrrnental Ma"'crs '18 DoNlin table 23.

,l&Ihlll3 family 15. 18. 20. 29.104.115.124, 1lI00d Speakers 15. 17. 21. 56, 124, 129. 09, counJers 71. 78. 79,101.118 Dragon cilies "". 2IJ Counly Encounter 22. Dra~on CI~n 15. Hi, 17. 2J. 29. 33.}a. 44,
,\.Iili) fnrnlly 37.106.117,119.167 Blood War 16 Cnlb A"enger &ltool .. 'it 65.ti9. 99. 104, 105. 215

I'ihlgaru saldil"fjj 43. 69. llO. 234 Bloodland Wars 36 Crab cilie5 2l Onlgoo lands map ;0

Asp Bloodline )6, 107 BIoodIOWords 20.124 Crab Can 7. 12. 14. 15. 16. 17.19. 20. 21, 22. DnlgOfllJnds IlIndOlll enoounler I~ble "ap/I)'I1laUon 82. 8185 boo, 10' 21.29.40.46, 48. 49. SO. 56, 'fil. 58. 59. 69. Dragoo Moulltalns ;0

""""" 16 Boar Clan .. 79.113. 9a. 104, 107, 110. 115. I 17. 118. 1211. I)rl!J:On cl Waler "
-~ " boo h" '40 124 l)ragon Splril-bin<kr SdlOOI ...- '07 Bon ft'sU....1 71 Crab lands map 2<

"'-lly "'" 15, 31. Ii. 105

""'..., 82 bongo: rrommoners1 ., Crab Iandl; rancIom fRa)Unl~f LlIbie 25 ~f.lnn.nl.'ll "51
~1U1l' hooks 162·200 boo~ "

Cr;tb-Clane War 15. 11.19. 26 d=~ ,<8
bl Health disad'...ntage '" bounty hunlff "

Craflsnlall1abk '" -, 81- 10' Bnghl Eye ,~
mr_ 69.71.2.24 DrO"ned Mmhanl Ri_ "'''-"'" 14. 29. 42. 50 Brolhfrbood of ShIrt5fi Ji, 3ll. 46. 53 Oane (Illes 26 dM>lIilll 82."

BUfIII(lflO (goblins) III ...... .... Crant C1an 14. 15. 16, II; 18. 19. zo. 21. 22, drums ;0

8P;Ii\ Encounlt'f table WI Buildll\ll Func:lion tabIt '02 26, 32, 33.35. 39. 40. 47. 48. 49. 53. S4. 55. d.... '".......... '" bulln '59
56. 58. 59. fit i'9. 89. 99. 103. 104. IDS. 10'l Ourallon. ISSigrnlll 91...... 3ll. 41. 53.68. 69. 228. 2Jol .... "

III. lIS. 1i5. 173 ..... '"""".iU Burnin& Sands 13. 14, 19, 29. 50. 73. 15lI
Cnne KmshIIIlfll SdaooI ..

E:anh rm.i'" 82
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Emerald Empire
Emerald Empire region~

t.mernld 'IlHune
Emma·o
F.m[1£'rQr (:;ce al,,-, HanleQ

Ilaotei XI
lIamei XVII

Banlei XXXIX, EIJI[1£'lor

T

r
I

,
I
t
f

I

I,

luchiban SlTuils 122, 12t m
Ivory Kingdoms 19. ZO
jade 8.21. 27.119.124.119, J4j

Jade IOluS 1J~

lade [1£'tallea 119, I]]
lade. altlOdal ll9

jakla ill
jlgoku 93. 124.136
jit1e &!
Jlzo (Fortulle of Mercy) 9J
jurojin (FonullC 01 Longevity) l~ yj

kabuki 91.16J
KaimelSu-uO ll,(9

Kaill (Carpenter) Wal[ 15. 17. 20. 21.11f<
10·1, 121l

Kaiu faJilily 23. 57. 120
Kaklla 1l,47
Kakil1l Dueling Academy 26,1!
Kakil1l famil,' 22.26, 35. 43. W~. m
Kalpa 59
hml 18, n 82. 91. !tol.116
Kaml Age ollhe Fallen 11
Kamu Hi
kana 166
kanji Hili
kansen 118
katana SI

kenh il

kharll\a 75.91. 129. lit
Kharma lable I~

Ki·Rin )8,:;1
Ki.l\jn Clan (iiC<' ai'O Unicorn aan) 13.11.

Zt, 3l
32. 34, 15. jl, ~

17. 31.101
13,111

13.49. tlO

KiLsU family
Kitsukllami1y
Kitsune family
Kilsune forer.! (mori)
Kolal
kuge
kumo
Kuni famll}'

27. 3i

•
54. IiI

7. 17. 20. 21, 'll.~ 117.1l~

136.138.211
Kunl Mokulla 9. III
KurU \\'a5les )8

Kuni rOli 1114, 101
kUlll5hin 91
L51\ campaigns Ii3

labyrimh 41
landslides 82
leprosy 88
I~vies ~

librariCI 12. 38.12l
IIghlning 49.86
Uon aan 13.14, 15. Ib, 17. 18.19.•0.21,
22. 26, 30. 31. 38, 39. 40. 43, 52. 53, 540 l~

56.57. 64. 74. 79, 9Y. 104. 105. 165
Uon land, map 1]

Hanlel XXXVll Em[1£'TUr
Hanlel )LXXVlll Emperor
11are aan
hawk
headman
healtng
helmln rhall'pe<>plel

10
17,22. 30, 104
12,45,49,210

"'68
38

19.49.67.68.80.94.
188

herballslJl 49.171
heroic opportunities 240
Hida II. 12. 13. 14
l1ida Bushi SellOol 26. 78
Hida famlly 17.20.21.23.25,26,57.58.

104. 116
Hlda KI,,"da 23.26.61,63. 104. 115
hinin ("'non-I'eoplel 67.80.223
flinln tabie 223
Hiruma castle 17.20.25
HilUma [amily 7,8,15. Ztl, 2L 23. 25. 55.

,,"
historian 32, 165
HilomL MaLsu 16
hoMar'> 69
Ilonor 155,192
horses 43. 137
hospltalilY 68
hO~lages 78
Hotei (Fortune of Comentmenl) 41
hours 01 lhe day 70

hunting 49. 168
Ide lamily «.45
Ide Shugenla smool 44
Ikoma family 33.34.35.62,165
Imperial (Emeraldl Magblrall':i 40.41
Imperlai lands map 45.46
impiety 87.8S
In Medias ReJ; wble 205
Inarl (Fortune of Rice) 49.91.92
incllli'ralion 117
Inn Cu~olJlet lable 225
inquisitors 117. 118, 215
insects lID
Invulnerability 139
"Iron Cranes· 17

!sawn 11. 12. 18,37.92
I$ilwn "'kuma 123
!saw" family II. 12, 14. j], 38. 105. Iii, 122
I,,"wa lo""t 51
!sawn's calendar 12

iSl' zumi 21.30, J2. IDS. 168
ishlken i\'llid magic) 100
Islands of Silk and Spice 59
Items tahles 217
luchi 14
luchl family 44
luchiban 16, 17. 20. 21, 56.122. 124, 129.

210

lorelgners 37. 50
fllrt'Sl fire 85
Fortunfj; 27. 30. 34, 37. 41, 44. 47. 49. 54. 75,

81,91
Foriunes. Seven 91
Fortunes. Thou'<lnd 91
~ 110
F()~ Clan 1121. 49. 56, 79. 102
Fu Leng II. 12. 13. 18.47. 51. 57. 59. 104.

107. 116. 120. 123. 126, no. 1:». 145
fudo~hi 142
Fukow/mlln (Fortune of \\lsdom. Hard
Wor\;, and Inlegrll}') 30.93

fllnerah 94. 167
gaijin (non·RokuganiJ 16.19.37.67.79.102
Gakido 55
gambling 40
game animals 112
games 72

gardens 68
geisha 38, 40. 67. 6& 69,175
gempukku 7.22,44.72. 78. 167
gIlosl hlllllfrs 54
gbosts 39. 50, n. 55, 93, 94
Gilts wble 218
Gisei Toshi 12. n. 69. 91. 122
Glory I\ank IJIblc 16

Glory llalings lable 80
Glnry Trnll 155
G~l 204

go i2. 73
goblin magic 135
goblins 25, 53. 58. 59. 116, 133. m. 140.

23'

'",<6
146. 147. 150

19.49

Gobllns table

Coiu
Gaju family
goid
Greal Clans (>ee aL'iO Se"en Clan~)

11.11!40
Greal .\lind 36
Great Sleep 59
Greal Wall of Ihe North 31
Greensnake Bloodline 37. 107
Gusai 13
Gusai family 16
haiku 172

hail 86
Hamel (see also Emperor) 21. 22. 41. 46. 78.

79.83
Hanlei d\'Tl~ly n 21. 22. 63.104.130
Haold )iOlO1U Tenno (I). Emperor

11.12. 18, n 55. 150
17

38. 53
18. 22. 65. 89. 104.

105,107

Eanh speU list 236
Earth, Master of 105
earthquakes 43.59.81.82,84.92
Ebisu {Fonulle of IfoneS! W()l'kl 91
F.klbyugamf {Fortune) 9Z
ElemenL Sixth 117. 120. l23. 124. 130
F.lemenl;J1 Dragons i8,51

ElemenLaI L"giol\S 100
Elemental Masters 17; 21,105.11& 215
Elemenlal Masters. (nundl of 118
Elements. FI\'e 30.81,117

Emerald (Imperial) Magistrales 30.41. 80.
117.215

Emerald Champion II. 30.44,45. 53. 54.
56.80, 124

11.17.67

50
18.104,129

OJ
lb. 40. 53. 54, 57.

7S. 80. 83, liB
Emperor's Bay 46. 47
Emperor's B1essin/: 45.62,65

Emll"ror"s Hight 12
Encounter table. llandit US
Eorounl'" table, City 227
~:nruunler I~bje. Courtly 226

Encounter table, .\lerchanl 228

Enrounter lable, Road 127
Encounter lable, Sprlial 228

Encounter table. Village 227
Encounter table. \\-llderness 227
enrolmtel'5 206
entertainers SO
Na (lrnloucl1ablcsl 67.80.88. UO. 132
~Iiquclle 72, 167
f.\'enl lable~ 230
c~C{\Ilion 69. 117. 1I8
Exile'~ Hoad 29.42. 43
e~orciSl.l 94
t~p<'ricnet 160

falcon 110. I liS
Fakon Cl"" 14.48, 54
famn\, 70

laRS il. 72
Fear abilit\' U9

Festering Pil 01 Fu !.eng 59
festivals 57.71
fire 85
Fire rhil 85, 103
Fire spelilisl 236
fi~hlfir.hing 19.44.45.50,54.83,87.92
Fh'e Ekments 30.81. lJ7
noods 81. 84,86
folk magk 125
Forbidden Knowlt'dge advantage 182. 215

Legend of the Five Rings e



Appendix

Sclllo~ lable
<t:lllng~

Scnlcmcn\ SpeCIalty Iab1,'
Seven Clans (".,., also Greal Clans)

16,19,40

Se\~n Forlunes 91
St'Y~1\ 11111ndCI'!I 12, n, 47, 53. 57. lZ3, \45
Seven Virtul.'l! pf BIl.'ihido 92
SMdow 145
shWaw boll 148
shadow brancls 145. 146
shadow magic 146
Shadow Points table 149
SlIadowlaods 1, II. n. It 15, 16. 17, IS. 20,

21. Zl 24. 26. 44. 5155. 56. 51 )lI. 59.69,
90, lO-t 107, 110. liS, 12., 12'), no. 131

us. 142, 145.175
ShaOowlands Crrallln'~ table nl
Shadowlandll affIluR!l 140. nl
ShadowIands Iabks nl
~Imds.magi(' In 119
ShagoId Ongu 24,.s

$Bmum.ko

samurai f'SM'aII11 68. 69. 11. 74, 7i 7li. 71
90,92,9-1

"31. 119..
"",."..
"

School~ Shugmja

School (nil "'~
SdJool. CnIIt Kfmhin:un
Sdlool Orap Sput1.blndrI'

SdJool. HIlb IlodlI

Sc:boollde SlIutleBP
Scbool Uoa's I'ndt
Sdlool PboeniJ: DnmU Gun!

100
Scbool~ s.pa; 101
ScbooI.l/nil:nm~ 101
Sdlcds. Ad'i'mKJ:d 911
~cilie5 .M
SawpoI'l a. 11 11, Il2l.!2, ~1 ~i '8.

5l. 53. 54. is. 65, 69, 79. 8'l. 10\. lot 11IZ
12i 124. 14t 210, m

ScoI'pion a.. Coup 16, 17. 22. 3ll. ).I. ii.
40. 4i 1\14

Salrpion 1aock map ill
Smrpion Ianlk mJdom ellOOUnlellabk .to
Scorpton SOpai School 101
JalIlIl; 51.124.1&6
Scrolk. BID 13, 41,1(l1, III 139.145
Sn of lilt Sun GodlIess 21
SeikllSu (SpInt of 1M \\OrIdl MoonWm 34,

5156. l(l.l
lil'MI'l 78, 190
Sen5lng Mape IabIt: 96
<t'JIPuku 18. 32 69. 15, 111
~ppuku --.d" 1>

St'ppuo lami~ 12, Ii 16.46. 47, 49, 80. 102.u,
20'
'OS
20'

""", "'"
Ryoko ()v,'Mi

s.ge KIlO.dtdge IabIt....

OlosaJl UdIi II. 19. 2G, 22. 26, 2I 38. 41.
«.45.46, 5-1. 69. 71 78. 8J. 89. 102. lllot

lOiI~

m 112
Pale E}~ 107
Pale Oat. Pbin }II

pl'8SJlIl rtlIlner 69. 80

f'bol:U; P\;tgue disad'o'UlU«'e 90
Pboen~ dlies 37
Pboeni.t Om 111<4.15, II I 21.3(l.ll.

J1. 46. 49, 51. 51 56. 69. ~. 89. 92, 100.
102. 101 II)l 1ll'5. III 122,124.182.21>

I'boelllx EIernetlUII Guard 5ctlool 100
PbonIil: '-is map 56
PhoeDix ... rmdom _tr Iatlk 37

...... "
pIape 88. 89. 104. 106.1}9
..... of T1nlllcIef 45
PIol Conlpliabon Iabk 230
,..., on

..... "
I'opublJon IabIr 20 I
I'roptlr<y IabIr 2)0

Prvphd Plam }8

puppe1lbea~ 71. 42
puppe1ftlS 11
~11lrIlid 37
QuicX IlNler alk,m\a3f 90
Qullks table W
rain 8t 86, 92
rlInOOrn entoonltr labl~ Crab lands 25
random ellCOllnltr lab~ CraM land. 29
,andom eocou.nltt tabk'. l)ruJ:oo lands 31
random enrllunl~' labko.lJoo land~ 32
random mrotlnt., table, Naga lands 35
,andom enrounl., llIblc. PhornlJllamls 37
randum encoon1~' table, SClllpiun laJld, 40
random enrounll" tables 22, 25, 29, 31, 32,

35, 37, 206, 226, 231

Bange, ~SSigolng 91
RankllnsiJl,ht I"bl~ 9~

Halling NPC'$ 121
RaIlings (~tzurnl) IS, 21120,141

reillCarnalion 93. 159
Iklalive Weallh lable 201

ItllgiOn 91
Rewards tables 211
ri~ 19, 44, 45. 48, 49. SO. 59. 84. 87, 20 I
Rivei' oIlht Sky 36
RiH" 01 tht UnrlPfCltd Iltro 44, 53
Road E!1tounl..... Iabk 'lI1

ronin f'\>;on lOtn' 18. 22. 32. 41. 45. 48.
56. 68, 69.80. m

22J
2UG, 20S

22J

""

""om
05anlloWo.ltidi lfonune of Fire and
Thun<k'J n. 41. 48. 49. 5-1
CIsar. plains 35. 55
osprey 112

Obku 12, 1&«

~u~~ n41~1~

Olomo family 39. >l61 ~,80. 1112

roo. 31, 5tlll5

21.45, 61. 6180
J7

""'88
11 14, 137. 198

I}. loJ

>t.33

".
11.111

/Ii. 1I,IJ.IIll J6.45, ll. 52.5-1, 56.
i9.9Q 107

... Cll>tS 16

~ lands map >4
.... 1anlk~~tIWt »
uttni disa5tal I
,,*,apIOl .9
~ 1>8

nnnurnrai ('nutonf" '1tmSl J1. 1}9
~zuml (RatllnlJ '\PO 121

\mlmI (lWllnpj 2189.90. 120
m~l ~

nikumilll 141

/l1~ ImtJmaockl 51
"'ittn II
I\obkI.. I.tW1 WIlt ill
noll 92. lfij

'lort/Morn \l,3g~ 29
~hjllJl II
I'PC CondlllOl1 table 22-1
I'PC tabln 221
NPO 121,16<1, 211, 224

Obstdian lIand 145
Octan Mounta!n; 24,25

OJ!1ts J{l, >l. 59, li5, m, 141. 231
Og.res l:lble 211
Omen labl~ 230
omoidasu 165
On! 8.14,1& 20, 2>, 26, 28. n 5& 59.104.

107, 115. IZl. 124, 129, 136. 13& 143. 232
oni IlInts 136
Onl no Akurna 14, 121, 127
Onj'~ Ele 37
oni, a~alln, 232
unlkal(t 137
OnnOlan~u (Moon God) II, SO. 115. 91. 94.

144,14;: I')()..

lIlujlNl

m"'"

\lmllnOIO lamily
.\Iiya family......~-""""'"MOIO family
M040 Son!
ltlilWtWn of (Snl'o) Thundm

....iage
~pom:lain

illaslCI of Earth
~e<mV<.>id

Ibstcrs, Ten
~lCry I.evds. llSSlgnlng

~'"
lt1Isu family

lk1IllancIiI random ~lll:OUnltr cable }1

1bI! Pridr }.t,99
lam's Pri<Io SdlooI 99
Uomc~ 144
lIokoul ~Iowllam Jl, 57
L.:r l\labo)!Jo1l 12S

- I"... 96. '11
... ill ShadoIrIands 119

... ....r 1}4

... counlfti"il 96

...p:.1oIk 125
IIap:. ,.:bIin m_....... "
...p:.slYdow 146
IIIpIuatt SdIool L'aiccn 101

IIIp\lr.IIf IabIt U ..
-.pIUI1e5 101, IOJ. 224

~F.mtJaIdllmpmail iO.~l.80.

lIZ 215
Ibp5mloeS, ImprmllEmtnId) .w. 41

• II. zo. IUS. 111. 119. 12il122. 1111.
m.IJ.8.213.2IS

mba medlanim 125
Rho spells 126
....ooUi 45. m. 124. 1}8

IIIIilIm ballir 44. 106

lIaPlrs Oan 11111. 19. n 29. 41. 49. >9, 67.
i'9. 102, lOJ, 1(17, 179

Ilmlls lSIes 16. 49

lIwis bndi map <Ill
.. 24. V. 2& W, n. 34, 36, 39. 42. 45.

4/1, 47, 48

m
".
'"105
J7
W

12. 18
19,22, 26. 35. 62. 65. 99.105.

'"lla... lhr ;'i
IItm'na,iI's 29.46, ')4

Ikrmant Enrounlef lable 228
!6erdlanc table 224
IIffd1anls 17.69.80.224.228
_maid!; i2
Malworkns 24
~(~n) gu;uds 46, Jill

.tokaml 91
IIiliWy I1Inb 16

-nlll Z}

llPn"CbndlJeli 45

.... Clans lJ. 14, N, 4& 4C1 501.56. 10l

10'
11.12. 1118

e Ciame Master's Ciuide
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stag

Shahadcl
Shashakar
Shlha
Shiha famlll'
Shigaru table
Shmio
Slunjn [amill'
fJUnllbi

Shlnomen forest

Index by Janice Sellers

22)

'00
23,&\,200

15i
III

"•mI.
5l,59

'I
134, 14~

';8.49.56.67. 10l
88,l)lJ

8:1,8J

236

"91
201

•
"'"163

"44. 51
m

86,87,92
22. 38, 65, 79. q;

80. 117, 2Ii
Ilj

"lJ
II'

15, IH, 26, n 29. )8

107.200

"Q3.!l4, 1,4

liS, 7'
102.103,1117

102
231

20, 126. U8, 14t 231

Void ikul
Void spell lIst
Vuid M35t~r of
volCllnoeJ;
wakf7.ashl
warmongers. ~ohlin

Wasp Clan
Wasting Olsca-...:
Waltr ("mi~ul

Walc. spell list
\\\!ler, DragOn nf
Way of ~IC Goos
WcaIlh labfe

Unicorn Clan (see also Ki-Rln CIaO) 12, Ii.
t4, 17, 21, 22. 3D, R 33. 37, 38, 40, 41, 4~

49,50,52,56,73. 79, 101, 104. 106. 11~

I7l
42

101

•
Unicorn lands map
lJnlrorn Ma~istrnt~ School
l'sagi
\lIIage Encounter tabl~

.'iIIage, creating a
~ilIages

\'illalllli
\ipc'1l

\isio!lS

weapClns
""eaponSmllh
Weather lable
weddings
Wheel of Exi.llen~

WhilC Shore l.ake
\\'JIdcmess Encounler \IIble
wind
Wl!ll~r COurt
witch hunter
wolf
wOC>dsrnanship
Yahanjin lrlbt>s

""Yasuki family
Yoga family
Yogo Jun1,O

Yom! (Underworld)
yuriki
Yorftomo
YorilOmu'§ Alliance
Zombie table
zombies

table. Sbadowlands Crealure Encounter 231

table. SkelelOJI 2i1
table, Troll~ 231

table. Wcalher 230
lable, Zombie n I
Taim 7,14. lt6. 125, 131. 139,215
Tain~ harl><,,,il1& 118
Tain~ prc\-enling 119

Tain~ remoying 120. 125
talismarn; 94. 174
tangleyine [fudoshi) 142

tantn 84
Tao of Shlnsci.l1le It 13. 38. 42
taxes 68
tea 56
Tears of Amalera'!U 119
temple 29, 3D, ~8. 49, 59, 75. 82. 87
Tcn Mastcrs 37
wss.on 72
lhealer 71.92.163
themes 155. 156. 204
Th"'llugy skill 94
Thuusand Fortuoes <;II

Thrff Gods Whose Nmles Cannal Be
Spokcn. lhe II
Three Man AllianCl' 47. 56, 67
Three Man A!lianl-l' lands map 47
Thunder, Day 01 12.13. 17. 18
Thunders. Seven 12.11. 47. 53, 57. 123,145
tiger 112
lime. measuring 69
Togashl I I. 53
Tol}$hl family 3D, 105
Togashi Yokun; 30,32.65, 105
tonfa 34.49

tnroado 86
Tortnisl:Clan 19.46.47.5·1.83.102
tmlning 76
Tnlllur"s Gro\'e 41

trolls m. 142,231
Troih table 2:11
l\ubl-sagasu (wltm hunter) 117.118
tsunamI 84
Tsurndli 103
Twllighl Moumalns 21,23,24,54,57,124

lyphoons (tallun) 81,86
lJgulu I It;, 143
lJikk\1 13, 14. 38. 93
lJjik-haf 14

unal~ned dUes 45
undead 20, 21. 115, 124, 12n. 127. 128, 137
underworld 93
lJnderworid 93
lJnirorn liUI'S 42

sLar,ation 87

slonecarvers 24
storms 86
subplol5 21)4

suffocation 82
Suitengu (Rmune or the Sea) 92
SUlome lamily 103
S"'Old maker 91
Sword The II
S"'ordilinsters 51
!iword~men 51
table, Albigaru 234
Lable, Bandit 234
Table. B.1nle 238
Table. Batlle. adl'3nCl'd US(' 242
table, Buildilill FunctJon 202
lable, Crab lands randoom ellCllunler Z5
table. Craftsman 224
table. Crane lands ,andom enrounter 29

tablc, Doshln 234
table, Drngonlands random enrountcr 31

table. Ewnl 230
table, Gifl~ 218
Table, Glory Rank 16
Iahle. Glory Ratings 80
L:lhk, Gctblins 231
L:lble. Hinin 223
tabie. In Media, R...s 205
table. Inn Custumer 2Z5
table.llems 217
table, Khanna 159

lable, Lesser Nobles 223
Lable, LIon lands random cncounter 32
lable. Magistrale 224
lable. Merchanl 22.;
table. Naga lands random ent"IJunter 35
lahle. NPC 221
table, NPC Cnndilion 224
tabl.. Ogres 231
£able. Omenfl'ropli~ 230
L:lble. Phoeni.~ lands random encounler 37
wblc, Plot ComplicaMn 230
tabll·.l'opulatiol1 201
table. Quirks 221
wblt. random enrounler 22,25,29,31,32.

35.37.206.226,231
Loble, llank/lnslghl 98
table, I\clalive Wealth 20 I
table, Rewards 217
lable. Ronln 22J
lable, Sage Knowledge 223
table. Sc!Jrplon lands mndom cnrotlOter 40
table. Sensing Magic %
table, Selling 206
table, Sclllemeni Specially 201

table. Shudow Points 149
lable. Shadowlands 231

'""11. 113...
234

11. 12. 13. 14, If>. 21, :17. 49
21.22.43,44

146.150
14. 17.2l.23.36,42,45.

54.107.124,211
Shin",; ('new way") II, Ill!!. 38. .12. 47,

49,51. 53, 57. 59, 95. m
Shi~l Brotl1erhood of 37.311.46, 53
Sblnlaq skill M
~hQgl 72. 73

Snowro 12.1118. WI. 145
Sho:;um ramil}' 40. 107. 144
shrine 27. JO, 32, i4. 37, l8. 41. 42. 44. 47.

49.50.51. 5l H 57. 5~. 92. 94. 95
sh"g~nia 7. 14,29.31,}8, 41. 51. 51 Sb, 57.

58, 59. 78. 81. 82. 84. 86, 92. 94. 99. lOll,
103.111. J19. 125

Sougen!. Sdl<lol Agash. 31. 119
Sougen!. SdJoollde 44
silk 27. S9. 72
Sixth Element t 17, 120. 121 124, 130
ShlNon table 131
$l<cld<>1I'l 126, nil, 231

5kil~ 16l
....illliisl 243

skills. combining 161
SIet'ping Rilw 44.51

Snake Clan 51
snake. COIl~lriClor 109
snow 86

&osh! 145
Sash! [.mlll' 40
SplllTOW Clan 49. 56. 57. 103
spedal .bUlilc!>, l.'ITalurc 1J9

Spl'dal EnW""lc, table 228

spell research 97
Ipdls 97.2)5
$pdls, Air 235

spell" Earth 236
sp<'lls. Fire 236
spI'lls. mahn 126
spells. Void m
spells. Water 236
5ph:t~ HI. 59
,pider 5plriLl 135
spies lOt
Spine of Ihe World Mountains n 28, 41. 45.

53.54

spi'li mediom <;14

spirill; 24. 54. 58. 91. 92. 91 94. Ill. 135,

".
'"
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you say that Honol' is a fol'ce more powel'ful than Steel?
Pl'ove it.

In a land consumed by dal'k magic, honol'able samul'ai and
spell-wielding shugenja must fOl'ge a new path towal'd the

futul'e . .. fol' the sake of an ancient Empil'e.

Revised and updated, the Legend of the Five Rings Game Master's Guide
contains everything you need to create your own Emerald Empire! Within
these pages, you will find everything from monsters to
natural disasters; from the provinces of the Empire to the
dangers of the Imperial Court. Discover your own adventures
within the world of the popular Legend of the Five Rings
collectible card game.

The ctame Mastel"s ctuide includes:
• Easy to get started: Complete information on
provinces, new maps and charts, and easy-to-find
information on the length and breadth of the
Emerald Empire.
• Culture and History: Choose your time period
- before or after the Clan War - and prepare to
be immersed in one of the richest and most detailed
game worlds ever created!
• The Shadowlands: Complete information on the
most dangerous realm in the Empire, including details
on the Taint. the creatures of the Dark God, and the
secrets you will discover beyond its dangerous
borders!
• Extras: Dozens of charts, creature statistics, and
a ready-to-play introductory adventure: '"The
Haunting of Usagi Castle:'


