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We tell the tales of heroes to remind oursefves that we also can be great.
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SIDEBARS

Throughout the
book, you'll notice
text over here in the
sidebars. Sidebor text
is usynlly euncerned
with giving the lavor
ol the world, or
backgtound on the
culture and people.
This material Is usu-
ally not crugial rule-
based mformation
but raiher interesting
little highlights en
pieces of the Emermbid
Empire.
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Welcome to Rokugan, the Emerald Empire™
Rokugan B a place of mystery and wonder,
inspired by the legends of feudal Japan and other
places in the far Fast. 1Ws o world of samural and
ninja and spellcasting shugenja, where dragons
soar the skies and danger lurks in every shadow

The Legend of the Moe Rings Rele-Playing Game

(L5R HPG) allows you to take the role of one of
those legendary figures in search of honor, glory
and adventure, If you're already familiar with how
role-playing games work, vou can skip rlght on o
Ihe Book of Earth. If you've never played an
RPG before, you may want to read the following
section,

What Ts & Role—
©laymg Game?

Rale: A character or part played by an actor in
a dramatic performance,
Play: T occupy oneself in amusement, sport
or other recreation
The American Heritage Dictionary
A role-playing game is a very unigue kind of
game. When players gel wgether to play L5R,
they collectively tell the story of a group of char
acters sl their surroundings, 0% kind of ke you
and your (riends getling together o tell a story,
using the combined talents of everyone in the
group mitke the story come 1o lite for everyone
Involved. While any number of plavers can par-
ticipate, three fo six is usually optimal, induding
one player
lake the role of releree and storyteller.

called a Game Master - who will
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THE PLAYERS

Each plaver sits down with the rules in this
book and creates a character. A lot of people who
play role-playving games often create characters
that are very different from (hemselves, They
have very different skills, attitudes and abilities
[rom the player, and sometimes will do things
that the player wouldn’t dream of doing. That's
the point of role-playing, 1o play the role of anoth
er person. In order to keep track of the strengths
and weaknesses of your characier, we've provided
character sheets at the back of this ook, These
sheets (which you are free to photocopy, by the
way) will keep track ol vour characters strengths
and weaknesses

THE GAME MaSTER

The Game Master (called the “GM™) is a vital
part of the game. While each player creates a sin
gle character - the main characters of the story
the GM is respansible for creating the supporting
casl the plavers’ characters encounter. He takes
the role of every character the players meet and
he devises o plot for the characters 1o particlpate
in, improvising plot twists when the characters
decide (o go a different direction than the one he
planned, He Is the pliyer's senses, describing all
the details of a scene

If vou are going to be the GM. don’t feel over
whelmed, There is an entire chapier dedicated 1o
helping you run LSK, including an introductory
adventure 1o show yvou how ils done

THE RuLEs

A GM Is an author and improvisational actor,
but he is also a releree. Whenever a dispule aris
es between players, the GM must use the rules
falong with a good, healthy dose of common
sense) to make a decision.

L3R uses 10-sided dice (which you can find o
most hobby stores). Whenever there is a question
of random chance, the GM tells the players o roll
a handful of dice, add up the numbers and the
Game Master uses the resull (o delermine success
or failure, Dice add o sense of mystery, drama and
surprise 1o a game

Wuo Wins?

The best thing about a role-plaving game 8
ihal everyone can win, Cn the Dipside, everyine
can also lose. Role-playing is like storvielling
When all the players work in concert, they can
create an ineredible and breathiaking experience,
Players have to be patient when other players are
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in the spotlight and Game Masters have (o be Fair
to the players, 1o allow evervone a chance to par-
ticipate in the game. 1t only takes one selfish play-
er lo ruin everyone elses evening,

How To Ust THis Book

This book is divided into five parts, The Earth
Book contains an overview of Rokugan and o
summary af the rules, The Water Book details cre
aling a character. The Fire Book tells you how 1o
use the rules to create special effects, combat and
battles and The Air Book details shugenja and
their magic. Lastly, The Yoid Book is dedicated to
the Game Master, [t contains Game Mastering
tips and tricks, a list of famous characters, a full-
color map and an introductory adventure,

The Language o
Rokuganﬂ Fa

"ROKUGANESE”

The language used by the Rokugani is based
on Japanese. While it may look intimidating, it's
actually very easy o pronounce, Throughout this
book, you will be encountering words in italics,
These words can be found below in the
Rokuganese glossary,

All letters in "Rokupanese” are always pro
nounced the same way, There are no soff” or
“hard” versions of consonants (such as our own
“r" in cat and cipher), While there are g few diph-
thongs (two vowels mushed logether (o make a
different sound), they are essentially the same two
sounds pronounced twgether quickly

Rokuganese is spoken in syllables. Each sylla-
ble ends in a vowel with one exception - the let
ter “n “N™ is the only free-standing consonant in
the Rokuganese syllabary and is the only conso
nant that can end a word,

Ty give you a feel for G here are a {ew words
broken up into Rokugani syllables

katana ka-ta-na
ninja ni-n-jia
Rokugan ro-ku-gan
s Si-TL-rai
shugenia shu-gen-ja

Mo syllable is given any extra emphasis in
Rokuganese. Pronounce them all evenly,
Consonants and vowels are pronounced as

indicated below,

VoweLs

Az As in "Tather”

I 1 is never prononnced as in “sight” hut
rather as in “machine” or “magazine”

L: U is never pronounced as in "ugly” but as
the oo in “hoot” and “shoot”

E: Always pronounced as in “red”

O: Always pronounced as in “roleplaying” and
“sold!

In practice, the U is rarely sounded out unless
it is at the beginming or end of a word. When in
the middle it is usually skipped, letting the con
sonants on either side run into cach other. When
at the end of a word, preceded by an & it is also
dropped. For example:

Hatsukiis pronounced as faisk

Plesu is pronounced dess.

fiirne is pronounced ee-kee-roo, though, not ee-
frer.

There are some common vowel combinations.
To premounce them, attempt o enunciate vach
vowel in the combination, but ran them together

a hil,

ai: "ah ee” which ends up rhyming with eve,
alive, and sky,

aw: "ow 06" which ends up rhyming with
doubt and shout.

el "eh e which ends up rhyming with day
and hay.

ou; “oh oo” which ends up rhyming with floal
and moat.

Long vowels are indicated by 4 macron (a
dash over the vowel) and are simply voiced Tor
lwice the length, Draw the sound out, as in the
difference between foil (shorl) and torch {long).

CONSONANTS

The consonant sounds in Japanese (ks 1, o, b,
m, ¥ rw gz d b, op, ch)are pronounced just as
they are in English with a few exceptions,

= 4" is always pronounced soft, as in jump and
“g" is always pronounced hard, as in gallop, (Hind
there are no “shoo - jen - ja” in Rokugan, only
“shoo - pen - jaf)

* The Rokuganese “r" is a strange combination
of the English ", " and “d" Use the tp of the

“WHEN 1S THIS?

Those readers
who are already
familiar with
Rokugan afé proba-
bly asking them-
selves “When-is
this?"

We set th# role-
playing game
approximately four
years héfore the
evenis in the eol-
lectible card game.




of the English “r " and "d” Use the tip of the
tongue to pronounce it In any case, an English
style "t {s inwelligible.

« 7" is pronounced with just a hint of "d” just
before it start saving il with the tongue in the [
position. There is no English counterpart The
effect ean be quite subtle and an English “2"
apain, is good enough

¢ A doubled consenan! indicates something of
4 slop,” or pause, such as in balch.

= The “ts" consonant sound is as in hats, Never
breathe it into a7 then " sound. Far example
“letsubo” is pronounced te-tsu-bo, nol tet-5u-ho,

= The last item w consider is the consonant-y
compound. “Myu” would be pronounced as in
music, and the other combinations follow the
samme patlern.

Glossary o¢ Rokugant
Wonds Znd hvases

“Ahunai!” jah-boo-nye|: "Look out!”

baku |ba-koo|: A creature that eats dreams.
o [boh|: & quarterstalf.

daimyo |die-mee-oh|: The lord of a family or

Clan.

daisho [dieshohj: A set of paired swords
{katana and wakizashi) worn by members of the
samurai caste

“Do itashimashite” [dob  cet-ah-shee-mah-
shee-tay]: “You're weleome!”

“Domo arigato” [doh-moh  ah-reegah-toh|:
“Thank you very much”

“Domo arigato gozaimasu” [doh-moh ah-ree
gah-toh goh-zay-mah-soo: “Thank you very, very
much!”

Doro Boekisho [dob-rob boh-eh-kee-shoh):
Merchant road,

Doro Teikoku no Hito | doh-roh tay-koh-koo
noh hee-doh]: Imperial road.

doro: [dob-roh|: Road,

doshi [doh-shee]: A practice partner or “dojo
friend”

“Dazo” [doh-zoh|: “Please”

Dozo voroshiku [doh-zoh yoh-roh-shee-kool:
“Pleased to meet you,”

eta [eh-fah); The caste of Rokugani whose
trades are unclean; oulcast,

fugu [foc-goo] Fish dinner. A delicacy if
prepared correctly, poisonous otherwise.

gaki [gah-kee|: A “hungry spiril” or vampiric

phost that eats blood, eyes, desire, etc

“Ganbari masu” |gahn-bah-ree mah-soo]: “Try
harder’, “Don’l give up”

geirvo |gay-ryoh]: The spirit that sleeps in
items and treasures

geisha |pay-shah]: “"Art-person”; an enfertaines
trained in many ars,

gempukku |[gem-poo-koo]: The coming of age
CerEmony,

“Gomen kudasai” [goh-mehn Koo-dah-syef;
“Please excuse me!

“Gomen nasai” [goh-mehn nahssyel "Tm
sarry”

“Hail” [hye]: “Yes™

hakama [hah kah-mah|: A divided skirt men
wear over the kimono on formal occasions.

haori  |hah-ohree: A garment  that
pronounces the shoulders,

Hayaku [hah-yah-koo]: “Hurry up™

heimin |[hey-meen]: The “middle class™ or
*merchant class” of Rokogan

Hidari [hee-dah-ree]: Lelt,

higashi [hee-gah-shee|: East,

hinin [hee-neen]; The outsiders. The lowest
class of people. Gamblers, geisha, actors are all
considered hinin, The eta are also of this dass,

i [ee-eye]: The technique of drawing a sword
quickly, making a clean kill, elean the blade and
then replacing it in the scabbard,

ikirvo [ee-kee-reeyoh] A family spirit, friendly
or otherwise,

inkyo [een:keeyoh|: Befirement.

Iwanomi |ee-wah-noh-mee|: To be like a rock,
resolute and impenetrable; 1o have the virtue of
Earth,

kabuki [kah-hoo-kee|: A type of theater that
represents the samural caste in a heroic or tragic
light.

kachi |kah-chee|: Victory,

kami [kah-mee|: An honorific reserved for the
founders of the Seven Clans,

kappa |kahp-pahj: A river spiril,

kata |kahtah];  Formal  prearranged
mavements that teach a student proper fighting
techniques.

katana [kah-tah-nah]: Long sword. Only those
of the samurai caste may legally carry fafana,

kimono [kee-moh-noh|: A long-sleeved robe

kita [kee-tah|: North

kyuden |keeyoo-den|: Palace

“Ma-itta?" [mah-dital: *1 give up!”

mamori [mah-mob-reel A ward, cast by @
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shugenja, to protect a home from vengelul or
ANgEry Spirits.

“Matte!": |[maht-tay|: “Wait" or “Hold still”

metsulie  |meh-soo-keh):  The
Champion's spies,

michi [mee-chee|: Path.

migi [mee-pee|: Right,

minami |mee-nah-mee|: Souwth.

mizu-umi [mee-zo0 oo-mee|: Lake.

Mo ikai” [moh i-keyel: "Do it again”

mon [moehn|: The symbol and colors of
samurai’s clan,

mori [imoh-ree|: Forest,

mura [moo-rah|; Village,

nageteppo |nah-geb-tep-poh): An exploding
ege bomb used by ninja

naginata [nah-gee-nah-tah]: A long sword-
staff.

“Nan desu ka?" [nahn day-soo kah]: “What
did you say™

minja [neen-jah): Assassing who are reputed to
have magical powers.

nishi [nee-shee|: West,

Noh [no]: A type of minimalist theater

numachi [nog-mah-chee): Swamp,

obi [oh-beel: A sillk bell wrapped around the
waisl.

“Unagai shimasu™ [oh-nah-geye shee-mah-
sonf: “Please do me this favor”

origami [oh-ree-gali-mee]: The art of folding
paper into animals, flowers and other shapes,

reihaido [ray-hye-doh): Shrine

ronin |roh-neen|! “wave man” a  samoral
without a lord

sake [sah-kay| Rice wine,

samurai [sah-moo-rye|: “servant” or “one who
serves” Also the highest caste in Rokugan’s social
slructure,

sen [sehn|: To take initiative.

seppuku [sehp-poo-kao): Ritual suicide

shinden [shin-den]: Temple.

shiro [shee-roh|: Castle,

shite  [shee-tay]:  One  who
initiative/control,

shochu [sholi-chool: A brandy made from
sweel polaloes,

shugenja [shoo-gen-ja): The holy men of
Rokugan, known better for their “spell-casting”
alilities.

shuriken [shoo-ree-kenf: A small, sharp
thrown object, usually associated with ninja.

"Sumimasen”™ [soo-mee-mah-sen] “Please

Frmerald
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parcon my interruption,”

tatami tabdah-mee]: A mat made from
WOVEN Prass,

toride |th-ree-day]: Keep or Tor

torii |twh-ree]: A tall, red wooden arch placed
before temples and holy sights, Rokugani believe
that passing under them cleanses the spirit

toshi |toh-shee]: City.

ukemi  [oo-keh-mee|: Method
withaul injury.

wakizashi  [wah-keezab-shee):  “hell
companion”; a shorl sword  paired with (he
katana, collectively called daisho,

vauma roka [vah-mah roh-kah|: Mountain pass,

vama |yvah-mah); Mountain,

zori [soh-ree): sandals made of wooden straw

subon [zo0-boln|Pants/trousers.
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Every journey begins with a single siep.
Step well, and your journey will be filled with
fortune.
Step poorly, and it will be wrought with disaster
— The Tao of Shinsel

v

ath of
Rlood

Just north and east of Beiden Pass is the
provinee of Hamana, Ataka is this province’s
daimye, one of the great lords of the Clan of the
Lion. In Hamana, there is a village, and in the
village, there is an inn. 10 is called Ugaida's inn,
for that is the name of the man who owns it
wais Ugaido's inn five hundred years ago, and
today it remains Ugaido's inn, passed down from
Ugaido to Ugaido for too many generations to
count, The current Ugaido is a short, bald man
whose big laugh fits inside his big belly. Long
ago, a proup of bandits almost burned his inn
dovwn and left him with a long scar along his
face. Now only half of his face moves, which
makes him sound drunk all the time. But he is
a clever man, this fat little fellow, and tonight,
there is gambling at his tables and rain on his
ool

And it is in this little inn that our story begins,

F o1

Ginawa shook the cup hard, holding his palm
over the lip to make certain the dice didnt fly
free. All about him, in the dark and smoky room,
samurai and merchants watched as they threw
coins onto the table. He watched the money pass
from hand to hand, waited until all eyes were on
him, then slammed the cup hard on the table,
shaking the coins from their piles. He lifted the
cup and let Ugaido read the Taces.

“Fortunes and Winds™ the little man with the
mumbling lip called out. There were cries of
anper and joy all about him. He fell his wicked

FRPVRRRR R ST T v ﬂw

smile creep on his face and his thoughts turned
snddenly to Gimiko, Even with the stink ol
tobacco in his head, he could still smell the
perfume in her hair.

He shook his head clear of the memory, “Hal
There you have it Fortunes and Winds. Where is
my money?”

The coins were pushed across the table by
reluctant hands. He heard the murmors in the
darkness, but he ipnored them. Losers aefll alovays
find exeuses, he thought. Besides, these wirnnings
will heep me well fed for meany months He tucked
the coins into a pouch hanging [rom the silk el
wrapped around his waist, He took up his sake
cup and felt the warm wine run down into his
stomach. The wind outside shook the ralters, and
he thought, Gaod thing I will not need the sake to
feep me warn fonight.

He stepped [rom the table. "Sorry, but the sake
has gome o my head. Besides, it has been three
days since T have had a hath. Good night”

Nl

He turned fo find the source of the shout It
was a tall man, dressed in a fine silk kimono that
deserved better respect. Tucked in his obi were
the two swords: the fafana and the aakizashi
His eves were red and dancing. “No! You will play
until I get my money back.”

Ginawa looked for the innkeeper. “Why does
this man have his swords? Aren't all expected to
checle their swords in at the door?”

No one said a word, He watched as the crowd
parted to allow space between the two men,
Ginawa looked for the boy who look his own
swords away from him at the door. “It is the law.
the hoy explained. He knew he should have
demanded to keep at least the shorl sword, the
wakizashi,

“T have no gquarrel with you,” he said fo the
SEITIUFAL

“You are a coward”” the samurai spal back.

Ginawa’s eyes narrowed. When he spoke next,
there was the hiss of a seepent in his voice, “The
sake in your stomach speaks for you, samurai”

“Then perhaps | will let my katana speak {or
me”

Ginawa watched the swordsman carefully,
studying the steady rising and falling of his
shoulders. Gioe me a hint, he thought. (Gie me
just a single .. NOW!

Ginawa leapt, his whole body pushing him al
the samurai with an explosion of motion just as
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the drunkard’s sword was coming free of its sava.

He hurled his weight into the samurai's shoulder,
grabbed the swordsman's right hand with both of

his vwn and snapped the arm over his leg. He
heard the samurais breath catch in his throat, but
the man had enough willpower left in his pickled
brain to keep himsell from making any sound,
The sward fell 1o the woaden Noor along with it
hroken master

Ginawa stepped  back, watching the fallen
samural as he did. His back bumped into o
hystander and he spun about, ready Tor anything.

Five samurai stood before him, the rain
dripping off their armor and their spears. Ginawa
stepped back from them, *1 do not want any
trouble. This man” he pointed at the wounded
samurai on the Moo, “drew his sword agains! me
| only defended myself 1 do not kil drunkards”

One of the samorai walked forward, his
masked face furning toward the man with the
broken arme “Magistrate Ujikeme, are you all
right>

“Magistrate?" Ginawa asked, the consequences
of his actions coming into focus,

"My arm is broken,” the magistrate told the
samural like o child lells its mother he has
j bruised his knee

“You must come with us, Ujikeme-sama™ The
samurai then turned o Ginawa, “You as well”

Ginawa opened his mouth to protest, but shut i
almast as quickly. "Let me fetch my swords” he said,

“Swords? You are a samurai?

Ginawa [rowned. "Hat To my shame”

The masked guard nodded. “A ronin, eh? Very
well. Come with me. My lord will want to speak
with you”

Ginawa bowed shortly just as the boy stepped
up to him, his daisho in his hands. He took the
hlades, slid them into his belt and tossed a coin at
Lgaido. “That should cover the shugenjas fee for
purifying the bleod [rom your floer, old man’”

“Hai! And then some! You are a good man,
Smurai’

Ginawa Jooked at the old innkeeper. He
starched his mind for something wise to say, but
ill he couldd find was “1 am a killer, old man. The
only thing that makes me is enemics”
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They rode through the night along (he
Emperot's road. By the time the rain trickled {o o
light haze, by the time the sun crept up in the
east, Ginawa'’s muscles were screaming for a bath.
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“Just a little while longer, old  bones” he
whispered, The guards tarned 1o Toal at him, He
smiled and shrogged,

A few hours alter sunrise, they found the
daimyo’s pavilion, The tall circle of white sheets
waved in the light wind as their horses came to a
stop, The guards dismounted, and Ginawa
followed their example,

“Leave your weapons with us” the pavilion's
irare-masked goard told him,

“Two times in twir davs | will be without my
swords at my side”

The guard shrugged. “This time you will he
sitting before my lord, not a crowd of dronkards”

Ginawi walched the masked eves of the guard
[ar a long time, then ook his swords from his obi
and passed them over,

“Follow me,” the guard lold him,
obeyed,

Inside the pavilion waited three samurai. Two
of them were standing, The third was sitting,
Giinawa didn't need 1o guess whom he was here
o see, He moved slowly, koneeling before the
seated samural Then, slowly, he put each hand on
the ground before him and touched his head 10
the backs of his hands,

The samurai looked at him, motionless in his
stare. Ginawa knew better than to speak before
he was spoken to, He also knew that this silence
was 4 kind of test. He remained motionless,
sitting on his ankles, staring deep into the
samurai’s eves. Behind the samurai, he saw the
sun rise higher. As it gained height, the pain in
his ankles prew, but Ginawa allowed no sign of
that pain to show in his eves. Instead, he focused
on another pain; a deeper pain that ved deep in
his heart, He lived the moment in his mind sver
and aver again, Thal pain smothered the ache in
his ankles.

Finally, the samurai spoke. “What is vour
name?”

Cinawa shook his head. "My name has been
taken from me”

“Is that why you travel through my lands
withoul papers? ls that why you wound my
majgistrates? You are secking vour name?”

Again, he shook his head. “What 1 seek only
death isell can give 10 me”

A light of understanding shone in he
samurai’s eyes. “You are a wave man, a ronin” He
looked o his guards, “You say this man defeated
Ljitkeme?™

Ginawa
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Daimyo - a lord,
whether of o
province, o family, or
a Clan.

Forttines and Winds-
the best roll possible

atone of Rolugan's

games of chance,
A" - Yes,
Pronpunced “Hi!
Katana - the slightly
curved samurai
longsword, .Only a
samurai may carry a
kaiana.

Obi ~ the wide beli
which is worn'ovir -
the kimono.

Ronin - a samurai
who is not sworn o
any daimyo.
Samurai-ko - a
female samurai,

Saya - sheath,
Shugenja - magician,
priest, of holy man;
the Tines are not
always clearly
defined,

Wakizashi - the
shortsword worn by
a samural. The

katana/wakizashi sell

is known as d
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RokuGaN, NOT
JaPan

Before we get
startegh one thing
should be made
explicitly clear.
Rokugan.is pot
Japan. We have
drawn heavily from
Japanese history,
culture, religion and
mythology, hatif you
are looking for the
Land of the Rising
Sum, vou willnot find
‘it here. When playing
L3R RPG, don’t get
bogged down
wondering how the
Japanese did things
or spend time
arguing how "t
really was” in feudal
Jupan.

This is Rokugan.
Every day,

samurai debate the
irue nature of honer,
glory and the
meanings of
Rokugan's
philosophy and
religion, Your
characters should be
no different,

The guard rushed forwand to kneel at his
master’s feet, “Hail”

“with nothing bul his bare hands?”

The guard bowed shortly, "Hai®™

The samurai nodded. “You were never very
fond of Ujikeme, were you, Hijiko™

Ginawa looked to his right at the kneeling
puard. Slowly, she removed the helmet from her
head and placed it at her side. “He was ever
devoled to you, Alaka-sama

Aaka almost smiled. “Your sincerity does you
credit, Hijiko" He removed his fan from his ob
and pointed it at Ginawa. “And what do vou think
of our nameless friend?”

She looked at Ginawa, and he saw a glint of
something in her eyes. “He moves well, Ataka
sama. And he shows a bit of resolve”

“Good, [ am glad we are in agreement” Aaka
made a motion to a servant who quickly brought
two papers to the samurai. One of the papers he
handed o Hijiko; the other, o Ginawa, “Hijiko,
you have served me well for three years. No
longer will you be a yoriki a magisirates
assistanl. You are now my chiel magistrate, my
Feiaaro”

Despite her best efforts, a smile blossomed on
Hijiko's face, and as Ginawa watched it bloom, he
realized he was looking at a hidden beauly under
all that sweal and armor.

“And you, my nameless friend, 1 have a
proposal for you, Since | am now one yoriki short,
| was wondering if you would help me fill the
gap.

Ginawa knew the question before Aaka spoke
it His gaze dropped to Ataka’s knees. He could
hear his breath, He felt his heart pounding
apainst his chest. He took a breath and said,
ssiaka-sama, | have been samurai to a daimyo,
and when my courage was guestioned, | failed. |
never want that to happen again

“Then don't let it happen again, samurai’

Ginawa'’s head snapped up. Again, he looked
into Alakas eyes. Moments passed. Something
unspoken passed between them. Ginawa nodded,

“l accept”

“Good. Then tell me your name”

It is Ginawa”

He felt Hijiko start and saw the two samurai
hehind Ataka put their hands on the pommels of
their weapons,

Alaka did not move,

“Then the blade you carry ... Ataka whispered.
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“Hai. It is one of the four luchiban blades”

Across the pavilion, servants stepped away
from the resting sword.

“The cursed swords of the blood speakers,”
Hijiko murmured.

Ataka asked, “Which one is it, Ginawa?”

“The blade of revenge, Ataka-sama’

He nodded, “Then take your weapon and go Lo
vour steed, Wait there?

“Hai™ Ginawa rose guickly and went to hiy
blade. He took it as the servants walched, their
eyes filled with trepidation.

When he was out of sight, Hijiko asked,
“Ataka-sama, is it wise.,."

“He is strong, Hijiko. The strength of his
ancestors is in his soul. | can see that. There is
also a destiny in his eyes. I may be a part of that
destiny” He looked directly at the samurai ki,
“And so might you”

She bowed and rose. “My life for vou, Ataka-
sama” Then she rushed back out to her steed.

“The Forlunes have made my house a wiy
station on your path, Ginawa,' he said as he
watched them ride away. *1 hope your path of
blood will end in honor”

-
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What [ollows is a basic outline of Rokugans
history, culture and socio-political structure. The
history is told in a narrative format to give you an
idea how the people of Rokugan view their past
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World

Do you see the circle | have drawn, child?
Where is the beginning? Where is the ending? Of
course, you cannol answer, for there is no answer
{0 this guestion. There must be a beginning and
an ending, bul there is neither,

[ust like the circle, this story has no beginning
and no ending. Before this world, there was
another. After this world, there will be another,
and our souls will fall into that world, carried by
the weight of our great and lowly deeds. This is
the way of things, child, a way vou must learn.

| Only by learning the way will vou find peace in
this world af sorrow.

The beginning of this world, as it has been for
every world, s with nothing. Nothing was alone
in the void, and so it was for countless ages. Then,
without warning, Nothing realized that it was
alone, and it was afraid. This created one third of
the world. Then, MNothing realized it desired a
companion. This created another third. Lastly,
Nothing realized that its weakness had created
the world, and it fell regret, wishing 1o undo what
il had done. Mothing's regrel completed the workd
and made it whole,

When Nothing spoke its words, the world was
made. AL first, the stulf of the world was like an
e whose heavy yolk had been broken and
mived together with the delicate white. The
delicate separated [rom the heavy and the
delicate rose as the heavy lell. The delicate rose
ever higher, bul some of it hesitated and became
the sky and clouds. The rest climbed for whal
seemed 1o be forever and crepted the high
Heaven. The heavy stuff fell deeper and decper,
forming nothing but the shapeless chaos of a
jellyfish, And so it was for many, many years.

The Sun and Moon

With the creation ol the Heavens came the
ereation of the Three Gods Whose Kames Cannol
Be Spoken. They recognized the need to bring
form to the carth below, and so together they
creatied a voung man and a young woman to give
il shape and form, ln order w create the man and
wonan, they used their names, which is why we
cannol say any more of them,

The man and woman were horn in Heaven

of the
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and looked down upon the shapeless earth,
seeing need to bring it shape, They descended on
a rainbow and found that it was like the jellyfish,
The man and woman pondered on how to give it
shape, and realized that the only way 1o do so
would be 1o name i, They thought long about the
name to give to the world, and when it was ready,
they kissed the formless earth and whispered the
name. As the name was spoken, so were heir
awn names. The woman became Amaterasu, the
Sun, and the man became Onnotangy, the Moon

Topether, they floated across the sky and abouwt
the newly named earth as it wok shape, The land
separated from the sea and from the fertile sail,
plants grew. In the warm oceans, the fishes took
their many shapes. In the Heavens, the Fortunes
began to ke form, born in the dreams of the
creatures who slept far below, The Moon and the
Sun flew around the world again and again until
all the creatures chose their shapes. Then they
rested, and looked down to the earth, To their
amazement, some of the creatures begin to huild

The Gireat Sleep of
the Naga

These builders were called Naga, Like all
creatures, they were able to change their shape
inte many forms They pracliced art and war
much like men do today, but in the age of Naga,
there were ne men, They also worshiped the

Thousand Fortunes who dance in the stars and on
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" THE THREE
Sins

The Three Sins
committed by
Nothing are what
formulates the basic
foundation of
Rokugan belick, ANl
three sins < Fear,
Desire and Regrel -
poison the mind andl
keep il from acting
with certainty.

When the Three
Sing are portrayed'in
iemples, howls of
pehbles-are-provided
%0 those who_gome
to the temple can
throw rocks at the
images before they
leave,
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" THE CHILDREN
OF SUN AND
Moon

right shows Lady Sun
with Lord Moon and
- the kami. The
Children of Sun'and
Moon deg (from top
to bottom): Togashi,
kodo, Doji, Shiba,
Shinjo, HidagFuLeng
and Bayushi.
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The illustration af®

enized that the st oof all the

Fortuni s the Sun Goddess, the one we call
Amalerasu

They knew that a time would come when the

Sun Goddess would fall to sleep, and so, too, wonld

they, But they cared litle, for their people had

catastrophe  that could befall them. They wen

oud, child, and that was their downfall The

sleep did come, but not when they expected

i, and when Lord Moon caught Lady Sumn, the Age
of Man ushered owl the Age of the Naga

Childven o¢ the Sun
and Moon

Since the beginning of tme, Lovd Moon has
chased Lady Sun aboul the world, One day, he
caught her, and as her Hght faded, one by one, the
Naga Tell t sleep. Many maonths later, Lady Sun
gave hirth to nine children: Hida, Doji,
Akode, Shiba, Bayushi, Shinjo, Tu Leng
Hanted. Lord Moon knew that any children whios
veins carried both elements of Sun and Moo
would grow (o be greater than he, and so, despits
the protests of Lady Sun, bhe swallowed
children, one by one,

Lady Sun had 1o think guickly. As Lord Moop
swallowed her fiest child, she said, "My Lord,
certainly vou must be thirsty aller such o meal!
anel she offered him @ cup of sake. Lord Moo
thanked her and deank # down, After each child,

ated her offering and he accepted it nol
knowing that each cop had a single drop o
poison swimming in the sake. Down cach child
wenl into Lord Moon's siomach, and as he
swallowed them down, Lady Sun’s many lears
fell, As they fell far down from the Heavens (o the
Earth, they mingled with the stulf of the air and
the stuff of the wind, Finally, the tears of the Sun
tonched the Earth, and where each of them fell
they remained still, silent and sleeping

Soon, Lord Moon became so dronk and numb
that he did not notice when she replaced the lag
child, Hanted, with a rock. Lord Moon fell intoa
deep sleep, and as he slept, Lady Sun smuggled
Hantei away and hid him from sight. Lady Sun
explained 1w her child that he muost rescue Ris
brothers and sisters, She trained him i the ars
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of combat, preparing Hantei for the momen
when his father would awaken,

[t is sadd many years passed during this time,
and it is alsa said many centuries passed. When
Lord Moon awoke, he found Lady Sun and the
vourg Hamlel waiting for him, The battle that
ok place was greal; in the eod, Hantei sliced
ppen his father's belly, and the children and his
entrails fell out to the earth below. Lord Moon
reached out at the last moment o grasp (he
children, bl caught only little Fu Leng, Hanlei
then sliced his father’s hand, breaking his grip
and causing Fu Leng {und his fathers severed
hand) to [ollow his brothers and sisters to the
earth below, But as Fu Leng fell he reached out at
the last moment and grabbed Hantei, dragging
his brother down

Lord Moon's blood fell to the carth, finding the
puddles of shapeless form Lady Sun’s lears had
made. When they Tound each other, the blood and
the tears mingled and a man and a woman
formed from each of the thousands of puddles,

Fu Leng fell apart from his brothers and
slsters, into a deep crevasse far to the west,
Trapped under the earth, he struggled to reach the
surface, but he was no longer the same. His many
months under the ground had given him dark

knowledge. 1t poisoned his mind and  body,
corrupting him into a twisted mockery of who he
(HIICE WS,

"When the Last
Akodo Falls”

As soon as the Children of Sun and Moon
tovched the carth, they ceased being divine, While
they were not mortal men, they were also no
limger gods. They looked about and found the
seatiered beginnings of mankind, and knew what
they must do. Mankind was as naked and naive
ws newhorn children, and the Children of Sun and
Moon made this promise: “We will teach you the
| ways of the world and we will protect you from
its evils, Serve us with humility and obedience
and we will keep this promise”

The Children of Sun and Moon, excepl for the
trapped Pu Leng, decided they would hoeld a
fpurnament Lo see who amoeng them shoold rule
the world. There was a condest of speed, a contest
of strength, & contest of wits and many others,
Togashi declined 1o compete in the tournament,
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for he looked at his brothers and sisters and knew
the outcome. The final contest was a great melee

Lord Hida relied on his great strenpth to carry
him through the hattle, but he was swittly
overcaome by the speed and accuracy of Shinjo's
strikes, Lady Shinjo’s quickness proved 1o be her
undoing. Lord Bavushi used her impetuousness 1o
calch her off guard, and with his tricks and
distractions, he defeated her. Lord Shiba was loo
crafty for such trickery, however, He observed
Bayushi's tricks and his actions were unmoved by
the distractions, Then Lord Shiba turned 10 meel
Lady Doji. The slender and beaotiful Doji stood
back and wailed for Shiba to strike, knowing that
her brother would gain too much knowledge
from watching her movements. Shiba's patience
ran oul; he attacked and was swiitly defeated by
ojis lechnique. Then Akodo stepped forward. He
knew Lady Doji's tactic and used it against her
Finally, only Akode and Hantel stood on the
battlefield, They fought with the love of brothers,
but as the batlle’s inensity increased, so did
Akodo's temper. Al a crucial moment, Akodo’s
great fury overcame him, Hanlel sensed  his
brothers rupe and used it against him, [t was a
thoughitless mistake that caused Akodo to lose his
tuel with Hanted, a mistake that should have cost
him his life, Because Hantei spared Akodo, Akado
swaore to his brother that he and his family would
serve him. Togashi, watching the battle from a
distance, whispered: “When the last Akodo falls,
s falls the last Hantei”

The HManter Dynast

At the end of the tournament it was decided
Hantei's dynasty would rule the others. Hanlei
declared that the Children of Sun and Moon
should build a mighty Empire, an Empire that
would show their devotion to their sacred mother
Amaterasu. As Hantel was Emperor, each of his
brothers and sisters went out inte the known
lands, gathered together mankind and created the
Seven Clans. Hida formed the Crab Clan, Doji
formed the Crane. Togashi formed the Dragon
Clan and Akodo formed the Lion, Shiba formed
the Phoenix Clan while Bayushi [ormed the
Scorpion. Lastly, Shinjo formed the Unicorn Clan,

For many wears, the Empire flourished as
Hantei and the Clans buill roads, palaces and
temples. But one day, an army of foul and putrid
creatures attacked the palaces and temples of the

Lapy Don anp
Lapy SHinio

Traditionally,
whién a worian is
married, she takes
the name of her
husbangl. However;
when Lady Doji and
Shinjo weremarried;
their husbands todk
the Lady's mam
retain the family's
link 1o the Sun
Goddess. In fact, it is
because of LadiDioji
that the tradition of
the woman being in
eléarge of the
household game
about, She insisted
on managing her
husbhand's household
while he went away
to war and served as
magistrate lo their
lands.
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HANTE! AND

SHINSEl
When Hantei was
buildinigQtosan Uchi,

he dentimded that it
be the greatest palaces
Jn Uw Empire. When

(it was linished,
Shinsei saw'the

.plam and said, “It is"
the gxeﬂﬁtpahw it

2% any Hantei has ever
Chuilt?

Haniei wis
confused, “1 am the

: only Hantel® he said.

__ The Mastersmiled:

Know.this now: you'
fpare onlyone Hantei,

Before vou there were
one hundred
thousand Hanteis and
after you there will be
ane hundred
thousand more
Hantei nodded,

recognizing Shinsei’s

wisdom, but then the!

Master said, “In [act,
¥ou cdn see another

Hantei palace from
here that rivals Your

own. Would you likes

o see it?"

o Hantei nodded
.md Hollowed Shinsei

U0 o an empty field,

Sllitﬂﬂ pointed 1o a
Hl"ﬂll ant hill and

“Smiled, “See the litte

ones? Evy one of

Wy them a past Hantei"

armies of Fu
"murhl W il.h CVeTy

Many weeks passed, and the
Leng L:i:w'.] l.ITLII;;lh -||'|||

Children of Sun and Moon. They were the forces
of Fu Leng, who had fallen far oway from his
brothers and sisters. His mastery of the magic of
the underworld was complete. Armed with the
creatures he had summaoned from the hells under
the earth, he planned 1o destroy the
Emerald Empire and claim the souls

af martal man for his own power

and plory

|.11 romenL, II.||1|=i!~. armies
The ranks of darkness broke and fled
Hantei knew then that Shinsei had
somehow fulfilled his promis

[n anticipation of the b
return, he prepared a preat
feast for their victory, but only
a single samurai returned, [ was the
srorpion hearing
twelve  scrolls and  an
enchanted hand  made of
obsidian,  “Hide these
serolls,” he said, “for they
were the doom of Fu
Leng” Then, [he
Scorpion samurai died,
The Emperor forbade
the hreaking of the
scrolls’ seals and pave
the duty of hiding and
guarding them 1o the
Scorpion Clan. He then
commanded the Crab 1o
build  a  great  wall

charge 1|

SAMUral,

an arrmy 1o u..lllll'ld1 t|l:
ogres and shape-shifting Oni of
e or sleel
el his evil soree
sreed Hanted to fLIH
I||ml|1I s his ragge
prepared  for one
It on the
LHchiman,
shaved he 3
wame Ao visit the Emperor Hlmlu
The man introduced  himsell  as
“Shinsed,” which means “new way” He
promised the Emperor that he could
defeat the armies of Fu Leng, bul between the Empire and the
Hantei S unimpres dark lands of the underworld |
commanded that the litile man be : COW as 1|u'
rernoved, but when the guards tried
o touch tsei, he defeated
them all without using
weapon, Then, he turned fo the
Emperor, “Let me fake seven warriors
with me to your brather. There, 1 will
stop the armies thal march on your
lands."

Hantei was intrigued with the little
man. He spent  the enlire  night
gquestioning Shinsei as his brother Shiba
recorded every word, The record ol this
conversation, called The Tao af Shimse
still be found in the Emperors library and in the
libraries of all the Clans, M the end of the
evening, Hantei was convineed. He wished o
and sisters, but the litlle man
“Mo, It must be mortal
Hamiti
and sent one

ith Shinsei,

plains  of
a small man with a

Crane and Lion Clans sworg o

protect the Emperon Dojl was

selected (o be the

first champion while Akodo

led the Emperor's armies on

the field of battle. The Dragon

S and Phoenix  chose  the

: .".—"'—1 R paths of contemplation; both
ﬁ‘lh Clans took the Tao of Shinsei and
I v T incorporated it into  their own
understanding of sorcery. Lastly, the Unicorn Clan

horders.

send his brothe
shook his head saying,
men, for fortune favors the mortal man!”

saw the wisdom in Shinsei’s word
warrior of cach of the Clans alon

o R i

Fmperors |

left the Empire 1o find what lav beyond its

A= |
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A Thonsand Years of
eace

The time called the “thousand years of peace”
was hardly peacelul. Clans fought for territory,
gained political strength in the court, and buill on
the foundations of the philosophy that Shinsei lefl
behind. Emperor Hamtei and his brothers and
sisters grew old and their children assumed their
responsibilities and duties, As the age marched
on, each Clan developed its character

In the span of a thousand vears, the population
has grown to 50 million, including two million
samurai. The strengths of the Seven Clans have
ebbed and fHlowed, political houndaries have been
redrawn and fought Tor many, many times, But
some things never change, only prow and mature,
Each Clan has grown from their beginnings,
transforming themselves into a distind Torce,
each an individual power o be reckoned with.
“Minor Clans” also developed, but none were as
significant as the Seven Great Clans that were
horn of the Children of Sun and Moon,

THe CLAN OF THE CRaAB

For a thousand years, the Crab have
steadbastly defended the Emerald Empire from
the evil hordes of the Shadowlands,
Uniortunately, this duty has left them little time
for courtly activities, thus making them the most
blunt and wncouth of the Clans. While their
courage and honor s never questioned, the other
Clans often point to the fact that the evil aura of
the Shadowlands lingers on everything it touches,
and they wonder how many Crab samural have
gained what the Phoenix call “the Shadowlands
laint”

THE CLAN OF THE CRANE

When it came time for Hanted | to wed, all the
Clans offered up their most beautiful daughters
for consideration, It was the daughter of Daji,
from the Crane Clan, that he chose. Ever since
that day, every Emperor has chosen a bride from
the Crane Clan. That is how the dynasty of Doji
has maintained ils hold on the Imperial Court:
every Bmperor has a Crane he calls “Mother”
Als, every Emperor has attended a Crane fencing
school. The Kakita School is the most prestigious
in the Empire, ils students legendary for their
prowess and courage. Ulimately, however, the
Crane are seen by the other Clans as posers and
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MinOR CLANS
Sometimes, a
samurai will perform
such a herodgfor
selfless actthat his

daimyo pewards him

with titlé and land .
beyond thiat of &
narmal reward.

The minog'Clans of

- Rokugan are the

families of these
samural " While they |
are nol considered
equals to/'the Seven
Gieat Clans, they dre
still regarded as_
daimyo. The'mosi

‘wealthy and

influential minor
Clan is the Muntis
Clan, whose
homelands are off
the coast of Rokugan
near the Islands of
Spice and Sill.
Some of the more
significant minor
Clans (and families)
are;

The Hare Clan
(Usitgi

The Fox Clan
(Kitsune)

The Dragonfl Clan
(Tambuo)

The Sparrow Clan
(Suzume)

The Badger Clan
(Ichiro)
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LITERACY
' Members of the

samurai caste are

assumed o be ahle..

to read angd write, at
least at a'basic level
of eomprehension.
As a peneral rule, a
shugenja (whose
professioh.relies on
reading und writing)
“will be more literate
than a samurai of his
' clan.
iFhe Phoenix, who
have more Shugenija
thanany other clan,
andl the Criine, whi:
areaccomplished
gourtiers, tend to he
the most literate
clans. Also, the Lion
Clan's Thoma family
is noteworthy for its
historians. Don't
expect a Crab general
{0 writemoving
poetry, but he will be
able to cut a clear set
of prders for the
commander of his
army’s right flanks

Heimin and hinin,

for the most part,
don’t read well if at
all, Pheir traditions
and histories tend io

* he.oral, and told as
. stories or songs.

R .ru’.
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sycophants  for  their relationship  with  the
Emperor,

THE CLAN OF THE DRAGON

Since the earliest days of the Hantel dynasty,
Togashi and his Clan have remained secreled
away in the high mountains of HKokugan
Practicing their strange meditalions in privacy,
the Dragon Clan are the most misunderstood
samurai in the Empire. Their spellcasters are
Muent in the ways of war, and their samurai are
Familiar with the ways of sorcery. The strangest of
their Clan - the dse zumi - shave all hair from
their hodies and cover their skin with detailed
tattons. Always enigmatic, the Dragon Clan are
sometimes seen as alool and bizaree by the other
Clans,

THE CLAN OF THE LioN

If the Crane are the “lefl hand™ of the Emperor,
then the Lisn are his right hand. The Lion Clan
has always maintained a reverence for the
Emperor, a devolion unparalleled anywhere in
Rokugan. The samurai of the Lion Clan are some
of the most brilliant tacticians the Empire has
ever known, commanding small armies against
large ones with legendary success, However, some
would say the Lion Clan clings too tightly 1o
tradition, and their unquestioning loyalty to the
Emperor has caused much strife between them
and the other Clans - especially their chiel rival,
the Crane.

THe CLAN OF THE PHOENIX

The word “shugenja” has many meanings in
Rokugan: holy man, prophet, sorcerer, priest. The
most powerlul shugenja in the Empire, without
any doubt, belong 1o the Phoenix Clan, The scribe
who stoed by the Emperor and wrote down his
conversation with Shinsel was a Phoenix, and he
hrought back all the details and verbal nuances of
thal conversation to his Clan, No other Clan has a
more fundamental understanding of the Old
Religion of Rokugan and the “new way™ of
Shinsed, It was the Phoenix who melded the two
inte the current belief taught across the Empire.
However, in their study of the sublime, the
Phoenix samurai have suffered. Days spent in
contemplative meditation and reading ancient
texts are days unspent learning the finer aspects
of swordplay and battle.,

THE CLAN OF THE SCORPION
If there are secrels do be known, a Scorpion
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somewhere knows them. They are the masters of
double-dealing and subterfuge. Many say that the
Seorpian is only a front Tor o family of ninja, b
no evidence has ever been procured to prove thal
claim, Over the thousand years of Hantels reign
the Scorpion have proven to be valuahle allies to
every Clan. Theirs 18 a Clan of spies und
information peddlers, Onee vou strike a deal with
a Scorpion, however, you can never elear yoursell
of the debi

THE CLAN OF THE UNICORN

[ust after Hantei took the Throne, he turped o
his sister Shinjo and osked her 1o ride into the
outlands of the Empire to seek allies and ook for
possible dangers. Shinjo left with a small band of
followers and was not heard from again [or eight
hundred years. Two hundred years ago, the Clg
af the Unicorn returned with wealth undreamed
aof, fabulous treasures of foreign make, and their
most valuable prize: the war-horses of the wesl,
The Unicorn Clan also brought with 1t many
strange customs and  beliefs, making them
stranpers o the people of Rokugan., Their
ienorance of the delicate etiquette of Rokupan has
made them appear 1o be “barbaric” and
“uncivilized” at times, but their mighty horses and
valiant samurai (all trained in what the Lion cal
“harbarian tricks”) have made them valuable
allies to any who would take them

Rokugan

s

Rokopan 1= a rocky, mountainows land
surrounded by mountains on three sides (norh,
west and south) and an ocean 1o the east, Then]
are nearly two hundred voleanoes, approximatel)
lifty of them active, and hundreds of hol spring
dotted across the mountainous reglons, Only
about a fifth of the land is flat; the majority is
rolling hillsides, steep gorges, narrow valleys
ravines and mountains. The closer one gets to (e
aeean, the fatter the land gews. This is where the
farms can be found. The nobility have used the
mountainous region 1o their advantage, building
castles in tight or inaccessible passes, The
flatlands are used for larms, ports, and cities

There are many rivers running  through
Fokugan, [owing [rom mounlain Springs acos
the lapdscape and empiying out into the ocen
Cities and rice farms build up around the
Matlands where the rivers run, on stilts for
protection from the spring Moads,
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The climate is diverse. Winter is short, bu
colil. Summer is long and sultry. Fall is cool and
spring is wel, Jusl one look at the buildings and
clothing of Rokugan can el a foreigner the
Rokugani  find  summers  heat  far more
unpleasant than the chill of winter, Rokugan
experiences heavy snowlall during the winter, so
mugh so that travel nearly grinds to a halt

The Tuvy of the
Elements Y

Rokugan is no stranpger 1o disaster. Over the
thousand years of Hanlei rule, the Emerald
Empire has seen hundreds of earthquakes,
tsunami and hurricanes,

Earthqualkes oceur regularly, Al least once a
year, o minoe tremble is fell onder the earth,
Farthguakes can occur s shght tremors that
rwmble for o few moments, or as great quokes
that rip down buildings and pull up the earth for
minutes at a time. There have been five preal
earthgquakes in the history of Rokugan, all of
which were quickly [ollowed by a tsunami,

Tounami is the Rokugan word for “lidal wave!”
After an earthquake, Rokugani always begin
preparation for a tsunami, They can usually count
an the sunami arriving within three days at the
most Fven minor quakes can cause sunami, bul
the severity of the quake always foreshadows the
severity of the tsunami,

Hurricanes are also frequent visitors Lo
Rekogan's shores. These preat storms destroy
erdiee villages, but also bring great bounty to the
fishermen when they are over,

Another sign of natares force fakes the shape
of voleanoes, As mentioned above, there are
many volcanoes o Rokugan, not all of them
dormant, The Rokugani people nsually build their
willages in the lowlands, but the nobility builds its
fortresses high in the mountains, near the threat
af eruption. Although the mountain {ortresses are
mol buill near the aclive volcano chains, mosl
Rokugani know the (doubtless apocryphal) tale of
i group of shugenja who cast a powerful ritual
that awakened (he fire of the carth w devour an
enemy’s castle. .

Cultuye

THe CeLesTiaL ORDER

While the culture of Rokugan may seem quite
foreign, it is very much like the feudal Furope
familiar to fans of history and fantastic [ierature,
The [ollowing section s devoted (o the
regimenied societal struclure that makes up
Rokugan, While it may appear intimidating at
first, it is, in Tact, quite simple, All of Rokugan is
based on a hierarchical structure called “The
Celestial Order” Bokugani believe thal everything
is parl of a divine pattern. Even humanity has a
mole to play in this order. They believe thal
evervone has a desting, and must work toward
fullilling it, even if it means displeasure, pain or
death; for as terrible as one's path may be, an
even more lerrible fate awaits those who try lo
cheat their destiny,

THREE TIERS

Rokugan is very formal. The universe operates
under 8 tiered structure; men and women are
horn into one of the three tiers of the Order, and
must live the rest of their lives in the rales they
were barn to play, There are times when those of
one ter move o another, bul they are the
exception rather than the rule,

There are three classes of people in Rokugan,
Mobility (those who make war), Peasants (those
who work), and Clergy (those who pray). Those
who [all utside of this struclure are considered
“non-people™ (or finin) and are not profected by
the Emperor's justice. For a visual representation
of the social structure of Rokugan, see “The
Celestial Order” on the next page.

Rokugan itself is a feodal state. There is a
single Emperor who owns all the land. Everything
under the sun belongs to the Emperor because
his bloodline traces back to the first Hantei who
won the Tournament of Sun and Moon. Lesser
nobles {daimpos) swear feally 1o the Emperor,
They govern the lerritory they are given and
make certain the Emperor’s laws are obeyved and
enforced, In exchange, they gain the right o lax
the land they govern, Likewise, a daimyo can give
some of his land in exchange for lealty, Peasants
work the land in exchange for protection from
other nobles. Unfortunately for the peasants, the
“feudal contract” is a lulle lopsided in Rokugan,
Paimyo and samurai are nol required o protect
the peasants, Those that do so act out of courtesy

Non-BusHi
SAMURAL

Those who.are
horm into the
samurai giste buil are
nol trained in
hushida are still
considered saonurai,
They are not'on an
equakdevel with one
who wears didshao,
but'they. may still
wear a katana to
show thatthey are of
the samurai station.
Just hecause a
sumuri is wearing i
katana does nog
guaraniee he'knows
how to use it.
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" THe CELESTIAL

Zp, ORDER .,

Thé&thlustration at

rightdepicts the
Celestial Order of 0
i hkugﬁm i

‘Wi the top Wthe

. Empetar, the first',
son-of Amaterasy,
the Sun Gu&dﬂs .

Just, hLItlw thie :

Empegpr are the
Nords of the Seven
Clans, lords of the

Tamiliés-and lards of

the minor clans.

Below the

daimyos are the
samurai caste (hushi
and shugenja), those
whao live and die to
- serve the lords of

_Rokugan.

Th en, are thes

. “hali-people,” the
Heimin/including the
farmers, craftsmen,

‘artisang and v
merchants.

Jeastly are the
fnon-peaple dhe

*Hinin, including.
1 geisha: morticians,

“and torturers.

rather than abligation,

Samuran THOSE WHO Make War
The highest social class in Rokugan is the
warrior, or samurai. All those wha are horn inlo
: murai family  are  considered  samural
s of their profession. The Emperor and
are the first rung of the samurai ladder
le i |;-|r IEL1I'||1.I=\ il 1I1r Seven Clans are on the
yos of the [amilies are
o the 1||i1'|l. The feurth rung are the samuorai whi
have sworn feally o the family daimyos, aod
under them on the ifth rung are those who have
been born into the family, but have nol taken op
warrior traiming. Lastly are the ronin (“wie
men”, called so because of their wandering
nature), the masterless warriors who wander the
coundryside, Chan reated with the system
in The Book of Water are considered within the
samurai caste.

Only a samurai is allowed o wear daisha
swords tucked into the bell, or obi, The

a (long sword) and the second is called a

shi (short sword), Samurai live by a ood
of conduct called  bushido, This complicated
system poverns all of a samurais actions, See
Bushido below for more information,

Some Clans are highly devoted 1o the religios
of Ralkugan, while others are nol, The samurai of
the Phi Clan must study many holy texis
well as learning  buged (flighting  skills). They
undergo  a  religious  ceremony  upon  thelr
receiving of the daisho, in which the front of thelr
heads are shaved and anointed by a shugenis

ipriest, someone who can talk to the Forlunes and
have them apswer; see Shugenja below), The
Crab Clan samurad do nol hold  with sud
frivolities. A Crab learns how to fight and how i
die. That is all he needs 1o know,

Heimin: HALF-PEOPLE

Heiwain, or “hall-people.” are the common folk
The highest commeoner in the Order is the Tarmes,
for he provides whal is most necessary in lifg
food. Without the farmer, everyone goes hungrg
Mext 15 the artisan, for he creates thiogs thil
people need, The merchant is lowest on (he
structure since he does nol create anything; he
only sells what others create, 1t is quite legal forg
samurai 1o kill heimin if his honor has bes
compromised by their rudeness, What constitutes
“rudeness” is usually up to the samurai who has
been offended, so helmin always try to be o




humble as possible in the prese

Hinin: NON—~PEOPLE
The hinte (non-people’

criminals,

iincluding

magicians
boand gamb
so included are the eta
are people  who
inherit “dirty” jobs tha
involve touching

anything  relat
corpses, such as blood)
stains their souls. These
i uch as leather
. maorficians, and
are left 10 the ela,
1UFal may i
a good reason to kill a
farmer, killing hinin is not
cnsidered a crime because
they are nol actually a part
of the Order However,
killing some hinin (such as
a samurai’s favorite :
can Canse
prl:‘-f";'|.|5hi.|}[ A,

Ninsa
Ninja are considered eta

and therefore non-pe

would not be a crime te

aninja, and no co

pould be derived from such

in action, A samurai would

fse face for dealing with a

known ninja, but no one

kmows for sure that the ninja actually exisl,

The threat of ninja is all that is needed w make

peasant and noble alike shudder beneath their
A shuriken Jeft behind in a dead servanl’s
warning ugh, but is nol concrete

evidence of the existence of ninja,

RELIGION
The Celestial Order does not apply to mankind
plone, The gods of Rokugan - commeanly referred

o e e b e e P N = §em

lo as “Fortunes” - are also part ol the
universal machine, and they must obey its
laws and codes as well.

There are many, many Forlunes. For every
village, city i

aml tree, there i al watches and

puides the life of that village, city, ele. The
cated in the

a of Rokug:

15 of the Fortunes as
well as rituals and prayers to petition and

appease them.
Also, lo-a preater and lesser degree,
the shugenja are educated in the
philosophy of the Five Rings that was
taught 1o the Emperor one

a  complete
down on  Rekugan's
rel

Rokugan,
woman's caste - not her
gender ititutes  her
position in the Cele:
are equal to men as far as caste;

however, there are o lew differences
that must be noted,

SAMURAI-KO
Samural  maide who  remain
eir el their meme
Iistary
HANTEs

One of the favorite stories of gani
is ol the sister of a murdered

bushi, and h
many daim

tin the eves of
. The samurai ritual of changing
s brought m: )
female samurai - to take the name “Hitomi®
upon taking the daisho, including the Dragon
Clan samurai-ko Mirumeto Hitomi

One of the vows that some samurai-ko take

mnaa e e i e s A ey R

groft, mountain, river

" THE STORY OF

_THE FARMER'S
DAUGHTER

When the'harvest
is. poor, f@rmers are

- hard pressed for

cash, and a heauiful
daughter can bring a

[pretty penmy. Geishaiy

madams purchase
girls on contract,
train‘them in the arts

bl conversation,

dance and song.
Many geisha are'alsp
accomplished '

are not “women'of

the night” They are
entertainers, I’
Geisha are
sometimes able to
purchase their own
contract, which
allows them to
become “freelance”
girls or, if they have

e business sense, to

open their own tea
house,
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POVERTY

When the

daimyo’s magistrates
arrive in the falkto
collectilaxes (see
“Taxes” p. 27), all 166
oftén they find bad
weather oe raiding
bandits-have left thie
farmer with.nothing
io show for his year
of labor, Some
daimyos are
generous, allowing
thedarmer a year of
respite while they re-
huild thele crop,
Otherd dre‘less
forgivifig, demanding
tribute in other
forms, Some farmers
are forced to sell their
daughters in order to
pay the daimyo his
due (see “Geisha"),
while others are
killed withoutmercy,
their lands given 1o
another family to
tend.

during their initiation ceremony is o vow of
celibacy {a samurai-ko cannot be devoted 1o both
a daimyao and a lover or hushand, after all). If o
celibale samurai-ko is found to have a lover, she
often renounces her station and joins the ranks of
a monastery, OF course, the key word s
“discovered” There are many samurai-ko wha
lake lovers, and every poets reperipire has
several stories of samurai and samurai-ko who
doom themselves for love. Samurai-ko are treated
as samurai warriors in the Celestial Order. They
are no ditfferent from male samurai in that regard

Wives

Marriage in Hokugan has nothing to do with
love. A marriage is striclly a business matter,
arranged by the parents of the couple and a
middle man, One is not necessarily expected to
love wme's sponse, However, a slight against a
samurais wile is a slight against her hushand,

A Rokugani household is very different from
what one might expect. In Rokugan, the wile
handles all of the money and is in charge of the
household in every respect. A male samurai is
given a stipend by his wife which he is allowed 1o
spend inoany way he wishes, but the wife
determines how the rest of the money is
allocated. She manages the finances, hires
workers o repair and improve the house and
handles all of the entertainment for wvisitors.
However, other than that, a wife has little to do
but gossip with the wives of other samurai and
read the various romantic tales (called “pillow
boals") that are sold in the marketplace.

GEisHA

While there is very little romance to be found
in a marriage, the same cannol be said for alfairs
outside a marriage. Although a samurai's
extramarital affairs are {gnored by society, he is
expected to be discreer, so he does not insult his
wilie's Tamily. When samurai seek such company,
they often find it in the arms of a geisha. Geisha
are entertainers. They are trained in the arts of
music, poetry and conversation. While highly
respected for their skills, they are still only hinin
in the Celestial Order.

When entering a peisha lea-house, samurai are
expected 1o leave their kalana al the door (io
avoid bloodshed withing, Legends are filled with
samurad falling in love with geisha, and the
danger thal such passion brings. A samurai is
expected to have such passion for one thing only,
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and that is the protection of his lord. Sud
passions compromise the samurais devolion I
his lord, and are frowned upon greatly in
Rokugan,

A Samvar's Els:c

Like the scasons and the tidés, human lii
travels through a cycle, ‘To deny this cycle s 1
deny that one is part of the order, and o deny

one’s place in il Mot only is this dishonorable 1o
the gods, bul also to one's ancestors who exped

betler of a young samurai,

BirTH AND YOUTH

When a child is born, it is born into the caste
of its mother and father, Childhood in Rolugan
very different than childhood in the wes,
Children are not considered adults until they g
A child s

through the gemprfdu ceremony (g
not a “little adult”™ He is a child who has not been
taught the rules of adulthood, and therefore musl
be treated with kindness and lendency. Onee he s
seven, a child is sent (o a school where he spends
many years training in the ways of his caste and
profession.

ComING OF AGE: THE GEMPUKKU
CEREMONY

Young samural are raised in schools wher
they are taught history, swordplay, language
battle tactics and  philosophy, 1 fakes
approximately nine years to finish the training
and students rarely - if ever - see their parenls
At some point between the years of 13 and 2
jtypically sixteen), a child performs a rite o
passage called gempakbu, and s, for the fird
lime, considered an adull. Childeen are ofter
expected fo take a new name - their adult nam

al this time

MARRIAGE

Marriages are arranged by the parents of the
bride and bridegromm, and only cecasionally &
the two find themselves in the throes of romanc
Often times, a middleman s used woarrange the
marriage; this is very oflen a member of th
Crane Clan who are always aware of births in the
royal families of Rokogan, The two are usualy
introduced o each other sometime after thet
gemnpukku ceremany,

On the wedding day, the bride wears whitg
the color that is symbolic of death, w show ha
she is now dead to her family. During the

T
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samural. While this may be an accepted truth in
Rokugan, lovers who can o ¢ the odds are
rebirth, Aflter the ceremony, there is liltle chance often seen as heroic and hon e, while those
mance 1o bloom, The bride is taken a ¢ who fail are tragic and sometimes even vilified,
m's mother 1o I'.u:-. .I;:u;-_r,h.! the skills she Inkyo: COMING OF OLD AGE
pond wife while the hushand
to “celebrate”

In Rokugan, a samurai is considered a “poung

8 :
SRR T man™ untl he reaches his twentieth vear, Then, he !
ebration wsually includes the samurai e = : i
! il he is forly. On their fortieth
birthday, il s considered proper for samurai to
]
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dhanges he will need to make to his lifestyle, S0 AR s R [ s
; shave their heads, chanse their names and

Love become a monk to prepare for the next lifetime,
is often tragic in i sidered proper, but that doesn't mean

nd to be uplifting, Daivyn Hida
as no place a, no ieth y s g indenti
in a samurais h : nly room for
cemplete,  unc ing Minm ane’
Ty nilict with
done with this one yel,
is an emation When the Emperor or a daimyo retires, leaving
ns and geisha Q VOURNE Sarural in their stead, Eht"],-‘ pflen remain

in the court as an “advisor” OF course, the rest ol

o
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Hair

The traditional.

hairsiyle for a
somurai isdhe
shaved pate and top
knot which'is
diubled forward over
‘the crown. However,
there.are many in,
Rokugan who use

hairstyle to identify

themselves with their
Clans

Some Crane dye

" Uheir-hair white and
let it gm'u.'. long ‘and

ﬁm,:. The Dmgcm
sghave their heads)

completely,

“decorating their bald

“heads with tattoos,
The Lion often let
their hair grow long
and wild and dye it
gold. The Phoenix
are very traditional,
shaving their pates
and tying up top
knots. The Scorpion
Clan often keep their
features hidden while
the Crab Clan

couldn't caré less

about a samurai’s
hair,

the court recognizes who the real aothority is,
which makes the youth sitting on the Throne a
puppel monarch unlil their predecessors pass on.

DEATH AND SEPPUKU
Fear of death is oot only improper, il is .Jlk.n
dishonorable, Because the Rokugani b
E wols of the
cpect to join th
death. A comman motto
samural in dojos: *1 have

await rehirth, tl
in the spirit wo
is taught 1o the
borrowed my ancestors’ name, |
musl  return 0 e them
untainted” e
This astonishing \'ﬁm
in the [ al K
martality can make for
shorl-lived samurai,
Ofen,  when
samurai [ails in his
7

his mettle

arises: the
ultimate test of

COUFALE,

culting™ s
that test, the
ritual ol
proving one's
g in the
of  death.

Ht fore the
ceremany, i
samurai spends the
day in a lemple
(dedica o a4
fam 7 writing
poems and letiers to
beloved ones. At the
end of the day, the
samural kneels on o matl o
protect the holy soil from his blood, draws his

; .;|~|'|i '|||r1 m (

“Ihe I|r|.|| cut”
{ with a seand,

Samural do not oo |rn|u|r ppuku to protect their

= i S
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owvrt honor, but to protect their family's honor 10
perhaps, the most misunderstood sspect of samung
culture, and every game master must pul gred
thought into including seppuku in their game,

A amer's 1319@

TROUBLES AND CHANGE
A farmers life is very different from the Hie o
a samurai. A farmer spends his entire life rely
on the predictability of nature and the ce r1.1u|' il
When  disaste
oocur, the farmer 45 convingd
that he has done something
wrong 1o hring misl
his house, Farmers are alway
suspicious of stranpers and
change, as 1
disrupt the pattern; g
can mean nothing i
tromhle.

THE SEASONS
The fig

seasons defis

the life af

[armer. Spring

is full of

making (i

gronnd |

for plumn

Plums

cherries  m

the  beginnimg

of spring, wh

the falling of (4

cherry  blossoms  dells
farmer summer is on ils wi
Summer is @ season 1o b
endured rather than enjoyed

[ |Il ACHE0IES,

This is
which ruin
Aunlumn s

the thme of |'|.]I|II.II |
all the farmers hard work
i welcome season, The temperaius
cools down and the rice is harvested, Winler §
short in Kok , but bitter and cold,

usually only falls in the north, but extremely ol
winters are known o cause snowfall in the sout
Winter is the tme for brewing sake fa rice wing
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ing other industrial skills. OF o
end of winter brings the beginning of 5
when market places open and the crafis th-.|1 were
made in the winter can be sold amd traded.

THE FRruITS OF THE FARM
fice is not the only crop on mo: I':er'\" 111! y
glsp produce froits, nuts, and ve
most valuable mlmnndm' of a farm i
silk is kup1
in lt]r

0 Erown lel |‘.un'1.+l.|.|
in ||'|t‘. farms of Rokugan.

Language

There are two distinet
languapes in Hokugan: the
gmmon  parlance and the
high language wsed only by
the nobility, shugenja, and
monks, Al samurai are
faught  the  comman
parlance, amd a few are
taughit the high
languape.

The

many :
pould fravel throush three
y and hear

different
pronunciations  for  the
word “rice” Often, a
samural’s accent will
gve away his Clan,
possibly  even  his
[amily,

The high
lanpuage  is  used
exclusively in the shugenja schools
and in the Imperial Court. Official documents
are written in the high longuage (o prevend
lorgery from the lower classes) and commaon
ilia nol allowed in courtrooms, Samurai
o sider it impordant  thal
gnderstand the order of the court; they only need
i ohey,
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Koku
The hasis of Rokugan's economy is called a
“eaku”, which is apy

ar silver coins called ichibukin or “bu” Fach
bushel can be further br
copper pennies called “reni!

| koku =5 bu = 30 zeni

1 IZJI:I'I.’r'I'I Intee ten

rsf season produces approximalely
25 million koku of rice for Rokugan Il also
procduces tax collectors who arrive at the farms,
ady o collect bl of everything the farmer
has produced that vear,

Tax collectors do not always
eollect foad. Farmers will offer
silk, clothing or tea to
dor as well, (Hten

ey miake

g the
U.I”l..ltﬂr 50 he u.|:1|1 re rHrt1 i

new field of rice toe his lord

/ CRAFTSMEN AND
S, MERCHANTS

While crafismen and merchants
may fall very low in the sovial
nnl;u: of Rokugan, they are also the

' Sarmurai and peasant alike

eed cobblers, carpenters,

. smiths and other eraftsmen

to repair or replace their tools,
weapons, houses and clothes,

[ (Hosan Uchi, the capital city of
the Empire, a samurai can find three
bladesmiths, eight sword-sharpeners

ilversmiths, three scabbard workers,

acquerers, wo fletchers, one dyer, and

a hundred sake brewer d total

of two hundred carpenters are available

and ready to work, not to mention the

shinglers, thatchers, paperers, tobacco  culfers,

fillers and mat makers. All of these craltsmen

find steady work from the peasantry, the ctizens
of the iy, and the lord of the land,

CARPENTER CREWS
I't‘n wealthiest craftsmen in Hokugan are
are so wealthy, in fact, that many
are able to afford bodypuards to protect them
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mately forty gallons of
aku is broken down into 3 bushels,

il il

Hair
(CONTINVE D)y

A woman of the

samwrai cadle almost

never cuts her hair,
Samurai-ko
somelimes: l‘ﬂﬂhle
theipgale
ﬁﬂutu.rpnrt& hul nui
ofien, Oﬂ.ﬂﬂ, a

~woman's hair ean

n*BGhdn“n io the

Sfloor, A'woman uni'.'

cuts her hair when
she is widowedsamd
while in'mourning,
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CrLan COLORS

' Members of the
Seven Great Clans
can alotost alwaysbe

identified by the

colors of their formal
elothing: The colors

£ miostofien

. associated with the
' __elans are;
Crab: Blue-gray, plus
black;red, and
brown.

Critie: Sky blue and
silver,

BPragoin: Gold with
dark'green accents.
Lion: Yellows,
browns, and earth
fones.

Phoenix: Red, vellow,
and orange.

Scorpion: Blood-red
and black.

Unicorn: Purple,
white, and gold.
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against bandits. I s nol an  uncommon
pecurrence for peasants o pay local carpenters a
small fee to extend that protection to them as
well. OF course, the carpenter must make
“arrangements” with the local magistrate (o
ignore. such activilies. No daimyo wanls  his
authority compromised, and carpenters have
been killed for offering protection (o a daimyo’s
subijects,

There are four classificalions of “carpenter” in
Rokugan: the plasterer (who makes plaster walls),
the roofer (who makes shingles for roofs), the
stonemason {who sets the foundation of the home),
amd the sawyer (who measures, culs and sets
wood), These four men travel in crews, led by a
carpenter who is a master of all the skills, This
carpenter acts as a foreman who gets jobs for his
Crew,

Tyavel

TRAVELOGUES

Travel in Rokugan can take a long time. A
man on horseback can travel 20 10 30 miles a day,
depending on weather, where he begins, where he
is traveling to, whether he is using one of the
Emperors roads, ete

Each of the clans has at least three
travelogues: one for the daimyo, one for his chief
magistraie and another for visiting dignitaries,
These small booklets include maps and lists of
roads, temples, inps, way stalions, towns and
villages as well as friendly territories and
territories Lo avidd,

EMPEROR'S ROADS AND Way

STATIONS

Long ago, the first Hantei ordered that roads
be constructed to connect the palaces of the Great
Clans and the lmperial City, Otosan Uchi. For a
thousand  years, these roads have been
maintained by the Clans to varyving degrees. The
Crane spend incredible sums to keep their roads
in good condition, while the Crab Clan only
hothers to maintain those roads that speed up
lronp movements along the Shadowlands border.

Along many roads are tall, wide trees to
provide shade and protection from rain. Way
stations are located along the Emperor's roads;
they're typically guarded by samurai apprenticed
to magistrates, There are many of these way
stations, all of which vary in size and staff.

The officers al way stations provide assistanc
o travelers, acl as advance scouts (looking fie
invading armies) and keep an eye out [or genen|
trowble, They are often staffed with a shugenja o
twa, just in case of emergencies,

TRAVEL PAPERS

Well-kept roads mean guick travel betwes
cities. It also means quick travel betwes
provinces, which s not good for elans who ez
invasion. When samural or peasants travel, they
must gain permission from their daimyo and
carry travel papers (indicating their destination
and business) (o do so, Papers are checked at Way
Stations placed at the borders of Provinees,
1—'

Cood

Rice

“Hawe you eaien rice todayp?”

Common RHokugan greeig

Rokugani do not greet each other with “Hello®
or “How are you?™ They ask each other if they'
had anything o eat, and the one product thl
makes its way into every meal is rice. Rice is o
staple of the Rokugan diet. 16 is steamed aed
served as a main dish, boiled into a thick gruel
mixed and shaped with vinegar, It s ofis
crushed and made into rice cakes or ground i
flour and made into dumplings and nosdles E
rice is not available, or i o expensive, mille -

the poor man’ rice - is wsed instead

FRUITS AND VEGETABLES

Rokugani eat o variety of vegetables (alwag
served with rice), Vegetables are almost neve
caten raw: they are steamed, fried, pickled anf
stewed. Popular vegetables are beans (espeaill
the sov bean which is used to make sov sauce anf
tofu) which are stewed or mashed inwo a paste

SEAFOOD

Seafood s o delicacy all across Rokogn
Obwiously, only those who live close o the oo
have access 1o fresh sealood. Fish is boiled, broild
fried, stewed, or served raw on vinesar-treated rig
{and called sushi). Typical tvpes of seafood includg
abalone, bonito, clam, crab, eels, fish maw, herring
jellyfish, kelp, mackerel, octopus, oysters, pil
putterfish ithe famous “Blowfish” that ts poisonos
il prepared incorrectly), sardines, scallops, sea bas
sea cucumber, sea urching shrinp, sguid, swordfist
and tuna
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MEeaT

Red meat is not eaten in Rokugan. Ca

ré amd their milk s conside
ble than meat. Both peasants and nobility

hicken and pork repularly, while eta eal
game meat such as boar and 1
Nobility stay away from ealing
meal: they believe it makes
them smell dirty,

Drinks
Teat is the most popular drink
Rokugan, An enlire ceremony is

1t the proper preparation
rving ol this  drink,
pantl diy not add susar (o
thetir fea (although seme Unicorn
glill deink theirs with  horse
milk),
toe wine, called :
wery popular [or those who
cam-alford i1, 1 s served hot (at
body  temperature)  and
drunk from small cups that can
b held in one hand. A more
1 of sake i
U, VETY  SETIOUS
drinkers partake of shochu,
Far the lower ¢ 5 who
gannol afford  sake, there are
frult brandies, beers, and meads.

Clotting

Clothing 1 de i to keep a
person  warm dry. In
Rokugan, cluthing has another
function. You can often tell a
persan’s station by (he clothes they
e wedring,

The samurai caste wear silks
and cotton. The  kimeno is the
nibe-likce, full-slec
mosl westerners are familiar with. In
MET, pani wear light silk
fimanos, In winter, Bokugani w

Puring the rainy months of spring, the

umhrella is emploved o keep the kimono dey
Small items can be kept in the kimono's wide
sk sash, called an oby, is worn about the
wist. The obi is pleated, which serves the
purpose of pockets. Also, small pouches can be

.';;. '.J-E‘H &
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tied to the obi for larger objects. The daisho is
tucked under the obl, A frakama, a pleated,
divided skirt worn over the kimono, is olten worn
on formal occasions. A haori {(an upper garment
worn 1o give the illusion of larger shoulders) is

omelimes worn on formal occasions

THE MON

Heraldry in Rokugan is less formal than

heraldry in the west The wran, or Cl
symbal and colors, are worn by al

irn o i Clan, A famisfima, which is a
small vest worn over the kimono thal bears
the mon, is often worn on formal
occasions, A samural will wear the
mon of his Clan on his back, and the

mon of his family on his left

sleeve to be close to his heart, or

his right sleeve o guide his

sword,

A samural  usually
incorporates  his  Clan
colors inte his formal
clothing, while private
clothing fends o be in
drab grays and  browns,

Samurai often wear hals for
formal occasions, which can be

very simple or very extravagant
Women's CLOTHING

Wamen also wear kimonos, but
often wear @ set with complementary
colors, A woman does nol wear a

Her kimono is often very long,

trailing behind her. Her obi is usually
wider than a mans and is tied in an
elaborate bow. Her complexion is olien
ainted white, including the lips. Her
weows are shaved and  shi
eyebrows are painted on. Usually, it is

the ladies of the Imperial Court who

determine “proper” siyle, although
many women [(such as those of the
rpion Clan) often ignore the Court’s

] attitudes on style,
samurai-ko, on the other hand, usually
[ollow in the footsteps of their  male
counterparts, They are seen wearing hakama,
haori and daisho, but can also be seen in more

feminine dress.

PEASANT DRESS
The clothing of heimin and hinin is usually

by e
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AN EXTERIOR

VIEW OF A
PRIEST'S

(SHUGENIA'S)

HOUSE.
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made of collon, hemp or wool The colors are
p very drab (they can't afford the expensive
at make the nobility so colorful). Instead of
umbrellas, the lower cla employ hats and
overcoats made of straw. Peasant hats are very
practical. They are round and wide-brimmed 1o

keep the sun and rain out of the peasant’s eyes
They wear kimonos and obi with a colton
undershirt and loincloth

Dwellings

FARMERS

Farmers do not live on isolated farms. Farms
surround a village in which all the farmers and
their families livee A farmers home s very
simple. It often has two rooms: a living room and
aleeping guarters for o total of approximately 500

b} square leet More imporiani villagers (such
as the headman) will sometimes have a larger
home, complete with a “guality room™ in which
he can enterlain visiting samurad, The interior
walls are made of paper, the Moors made of wood
Homes are often bull owt of cedar, which is
flexible (for the strong winds of storms) but also

fenfla
N
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miwe lammable than most other wood A quid
sumimer brush fire can level an entire village ing
single day. Valuables are kept in o stone bocker i
the rear of the house to protect them [rom (i
and thefl. Shoes are always removed and leit o
the entryway before entering the house

THe

VILLAGE

Al villag
are surroundit
by fire dil
iy help preve
(e all-fo
frequent  fin
that oocur B
the i
summer. Th
AT I|!l
'1III'I'|'il|||I|.|'.'I.|
frees,  Eiving
the  willagd
constant shad
to protect the
froim i
summer b
they so despis
Hoads that
along

hedp
Troughs filled with excrement can also be fo
along the road, which help to fertilize the fied
travelers are encouraged (o contribute

Samural

The homes of the samoral are much o
extravagant than those of the santry, offen (o
limes as expensive and expansive as a farme
home. A samural’s home s always decorated
a porden, and inclu three sections. The fn
section is used entirely for business. The les
intertor is reserved for guests and for St
The third section is the great interior, where 6
food is prepared and the women have he

private chambers
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family daimyo lives in an ancestral castle
urrounds a wwn or city and is rimmed
with farms. It s walled and moaled w discourape
Invaders, Lach castle has a number of strongholds

[typically ome to fiar) which house the barracks,
the lord's residence and food
sronahold

stores, Each
ts high on a steep stone battlement
narrow advance with tall steps which
movemend into and out of the castle
ngle file progress. The inner hallways of the
stranghold are made of stone, [ is a vast labyrinth
that snly allows a single man {o advance al a
time, making it easy to defend hallway is
filled with slots o shoot arrows thre
hiles along the ceilings to drop oil,
paison. Atop the stone hallways i
hame, which is a larger, more exiravagani vers
of the samurai’s home. [ usually houses o relinue
of forty 1o filty people {in-laws, body
Samural who serve the lord of a
glther the barracks {if they are bachelors) or in the
ity with their wives. Samurai-ko, having lost their
family during their pempukko cervmony, stay
with the lord’s family or in a separate barrack

Cites

The cities thal are protected by the walls and
maats of the fortresses of the daimyos are the
heart of Rokugan's economy. Citles are divided

T

into districts which are pated, walled, and
walched over by the local police force (see Yoriki
below). Identification papers are needed {o pass
from  district to district after dark, Generall
illiterate peasants are not weleome in the city
They do their business in the village during the
spring market season,

Rokugani can navigate citics by paying
attention (o the street TEs, I‘l.]u rleuh and

to Carpenter’s Row) Geisha

5 dml Iiuu:ln'r\ can |'|1 Inun».l in

the 1|_'r|||.1||_'}. and samurai are e
their swords behind al the entryway
district

Rush
Code o¢ the W

Bushido is the code to which all samurai adhere,
[t emphasizes
{hese virtue

COURAGE
You cannot It

his life for his daimyo at any moment, The people
ly believe in reincarnation, but
ons of this life will affect a

ol Rokugan nol ¢
also that the
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\!'

h)

£

e e L PRIE SRR PR

A R A Rkl T

1||I 1“1 Vind
H

BeLow:

AN EXTERIOR
VIEW OF A
ROKUGANI INN:

i

—a

e wp STy sl —————




1 o
b A CASTLE
& APPROPRIATE
1 TO A MINOR

LOCAL DAIMYO.
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thousand liletls

(a kind of spiritual encrgy that follows one's soul
from life to life) shows why a samurai cares so
little for his own safety, He knows that if he
selflessly gives his life serving his ford, his station

will be better in his next lifetime, Commaon folk
allow fear to  swallow their hearts.  An
extranrdinary soul is the one who has the courage
to truly live life to its Hmits, to live as if each
moment is the last one

LovaLty
A hardful of wealth is worth a handful
when compared to the riches a samurals
to him,
— The Tao of Shinset
There is another reason that a samurai 8 so

his life Tor his daimyo, his daimyo will look v
well upon his family. The concept of loyvalty poes
will be loyal to a fallen
¢ rewarding his family in
tis concept of piving
amily is very lmportant,
In Hokugan, nothing is as important as your
family. Without family, a samurai's life {or even a

peasant’s life) is warth nothing,

pre's life to better one

Aot r o e de o

»5 to come. This belief in kharma

SINCERITY

You oz eveny erord von

Sincerity does nol mean honesty: s
the ability (o appear honesl. A samurai 8

expected to lie 1o protect his family's honor, T
is why in court, the testimony of family membe
is not considered valid, A man aor woman who ce
ery on command has a valuable skill in R
The ability to appear sincere while apol
highly regarded. Rokogani ame more cor
with saying whal people want to hear than |
the trath, To tell the truth brings embarrissmes
to all parties involved, and is therelod
dishonorable

On the other hand, a samurai’s word is alwaf
good. If a samurai says he will do something, %
will do it, or he will die trying.

On

4 eouraseons man has no weed to b

- The

Rokugan is more concerned with a
than truth. Being considerate io others can W8
many favors, while being i
you your lile. The main
puliteness is the idea of On (w

inty "respectability™ or




..... sl feste
use causing a
will bring a of Un w both parties
ipling is verv important in Rokugan, and ; 3
when someone shows a burst of emotion, vou ls into a ready i t
eould say they have “lost their face” ample ]
|
ExcELLENCE |
Wiile you rest, your enewy 1
- The Tao of Shinse
strive to be the best in : ;
Hrwen oo samurai made Per
ary matlers, E . |
s T Glory totals. Bul that de wer  whal B
tires the utmost concentration, | i 4" of Rok T |
e ; o appened in the “real world” of Rokugan. The |
petition brings the practitioner 3 ki ; "Ii r”;‘ IU e “Tm |“ | ]
e b e er, of course, is that a duel ocourred on ths ]
he Rokugani believe : II” L “. Vs lJ" ”:jl llrmjlllr' I IJ” ;
e and one samurai stood aside to allow (he
hinsei can be p IMel OTIE SEmural '\.[mrl astde o allow |'Ill | |
nurai evaluated each other's | 1
Even breathing is an act that can always fidt i e I.w!m i _h‘l would | ;
improved. ost in a duel with this opponent) stood aside 1o BeLow: |
let the better man pass, A |
There are many kinds of duels that samurai RATHER I
. MORE |
e . i
western shores, However, in Rokugan, duels can v samurai feel that d ELABORATE k
involve more than just a lethal ange of ool necessary brings shame to their blade CASTLE. AS.FOR: ]
i sometimes duel with wooden swords A FAMILY w
DAIMYO. ]
!
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AN EXAMPLE

oF GIFT GIVING
The room was not
darl&just lingering
onthe edge of
twilight. The samupai
. Lpeltbefore Lady
Kai;hilr;n, hawing low,
touching his head o
the floor:

“You performed

well, Lord Shinjo:
Here, pleaséaccept
this gift as.a token of
my appeeciation.”
Shinjo Yasanatira
politely shaok his
lhead, “Ob; no, Eady. 1
could.accept no gift
for only'performing
my duly’”

“I am nol

rewarding you for
bringing me Lord
Yokatsu's message, |
am rewarding the
speed with which
you broawght it.
Please accept my
gilt”

#l cannot, my

Lady,” Yasamura
said, * 1g thal the

tales of vour beauty:

fall short of the truth
is enoyigh reward for
me."
Kachiko smiled.
‘insist, Lord Shinjo.
Please, accept my
gift”

i
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called Poken, especially if they are Iriendly, or
from the same Clan. Clan daimyos often forbid
dueling within the Clan to prevent the loss of
valuable skilled swordsmen.

When a samurai goes seeking a place to test
his skill, he often goes 1o rival sword schools,
“looking for a lesson” This is done 1o show the
superiority of one’s own lechnigue over the
lechnigue taught by the rival schoal, This activity
pccurs with regularity in Rokugan, with brash
samurai trying Lo gain favor with their sensei by
proving their worth against rival schools,

REVENGE

“No man may sleep while the killer of his
father mwalks the earth”

- Rokugant proverl

When a member of a samurai family is slain
fincluding a sensei or daimyo), any member of
that family may po to the killers daimyo and ask
permission for revenge, although the right to do
so legally falls to the first-born son. IF the Killing
oceurred between familics of the same Clan, the
samurai seeks out his own daimyo. If the killing
oceurred between families of different Clans, the
procedure is different. If, for instance, a Crane
samural was killed by a Dragon samurai, the
brothers of the Crane samurai must ask Doji
Satsume (the daimyo of the Crane Clan) to ask
Togashi Yokuni (the daimyo of the Dragon Clan)
permission to authorize the duel, It may seem as
if daimyos would reject such challenges, but that
would show their lack of faith in their own
spmurai, and could also be seen as a display of
cowardice,

Before such a challenge can be made, however,
the family must be certain of the killer's identity,
and the killing must have been “public” that is,
there must have heen wilnesses 1o the killing,
Onee the challenge has been accepted, it is made
publicly known. Magistrates are not {o interfere
in & blood challenge, and anvone who does so is
aceepling the consequences, [t is considered a
capital erime w interfere with a man trying 1o
avenge the spirit of his ancestor,

Meedless (o say, once the challenger or the
challenged {or both) are killed, the Blood
Challenge is over. Death in a Blood Challenge is
a rightful death, and therefore, cannot be
“pvenged,” al least not within the confines of the
Emperor's law.

H T e S B s A5

BRAGGING

The sarmrai rode out before his army, the det
on fiis armor pleaming in the early marming gt
He thrust his spear into the air and shoute
across the field at us:

I wwas at the battle of Dewoben Falls! It na
my arraze that stecr luchi Kizazvan! When Olont
Chizen's head fell from his showlders, i weas Il
was wiping his blood from my Blade! Tan Mais
Gohei' The blood of a furdred generations i
Lioms flozes in mey veins! This day, your blood ul
feed the grass beneath your feet”

Samurai are famous for their pre-bail
bragging. Brageing allows  the  opposin
commander o know who it is he is facing
possible psychological advantage. Granied, 8
slight advantage at best, but as a samurai s
battle, a slight advantage is all that is needed |
win the day

Bragging is also a way of calling out
opponent. By stating your name, lineage g
deeds, vou are telling the opponent thal you b
no fear. You're not worried who he is; he shou
be worried about who you are, Tt also identifiesd
samurai who wishes it to be known he is al b
battle, thus bringing prestige and honor 1
family and Clan,

SWORDS

A& sword is somelimes referred o &
samurai’s soul. Swords are handed down
peneration to generation, and the people &
Rokugan believe that continual ¢lose contact Wi
an item can leave a “spiritual echo™ an it When
samural wields his family’s sword, he is
carrving around a part of the souls of
ancestors. Thus, w show disrespect {o g samur
sword is to show disrespect 1o his ancestors

What a samurai does with his sword wie
visiting another's home is indicative of
opinion of his host A samura always leaves
sword at the front door when he is visiting
[riend. When visiting a stranger or an eneny
samural always carries his sword with hin i
the home, However, when he is greeted by
host (seated in the greeting hall), he can el
place his sword on his left or on his right. I
places it on his left (making il easy w drwl
shows that he does not trust his host - or perhig
his host should not trust him, I he places it o
right, it shows that he trusts his host, because
cannol get to his sword quickly. Also, il he plh
the sword next to him with the hilt poli

I




tward his host, it shows that he does not think
much of the hosts skill with a sword.

Touching a samurai’s sword, or even breathing
on il, shows great disrespect Tor the sword, and a
magistrate  would  condone  the  samurai
atempting 1o “cleanse the stain” by drawing the
blood of the alfender. Woe to the man who chose
i walk over a sword rather than walk around it.
A typical sign of a ronin is a samurai who has his
sword on his shoulder rather than on his belt,
showing his nonchalanl view of “respectable”
behavior,

Katana are keptl in the obi “blade down™ (s0
he saya, or scabbard, does not rest on the blade,
thus dulling it). However, when a samurai is
imsulted, he turns the katana “blade up”™ so when
itis drawn, the edge is pointing at the offending
party

thuett@

Rokugan is o land obsessed with etiquetle,
There is @ proper way to do everything, All of this
slems from the Celestial Order discussed above,
There are many rules that Rokagani must follow,
but instead of dwelling an every individual rule,
we will discuss the spirit of the rule instead, to
give you a strong idea of why it came into play,

PERCEPTION AND TRUTH

{5 been mentioned before, but no amount of
emphasis can be placed on the difference
tetween perception and reality,

Tobe honest in Rokugan is to be rude. All that
matters s perceplion, not truth, IF a samurai is a
drunken, gambling, womanizing wretch, the court
Goesn't care, as long as he's discreel about it To
paint oul another’s weakness embarrasses them
and you, thus bringing shame 1o his family and
wur own, The same can be said of faith and
bushido. If a samurad presents himself as a pious
min frying to burn away his worldly concerns,
the court considers him honorable. The truth is
often spoken of in gossip circles, but then it is
mgarded for what it is: harmless gossip, and il
Bets dgnored,

The Clans are concerned with resulis. A
smural who wins battles and brings his family
plory is hailed for his greatness. A samurai who
does nol shaves his head while he is young so he
#ill not bring further shame to his family.

Unee again, evervone in Rokugan knows that
many samural are wretched, spoiled brats who
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need o be faughl a lesson in humility, but in
order to save face they say nothing It is the
clever samurai who is able to humble brutish
samural withoul causing his family a loss of face
that {s hailed above all others,

GIFTs

While many western economies are based on
the bartering system, Rokugan is based on pili
giving, While this may not seem 1o be o great
difference, it is one of the most fundamental
differences  between  western  cultures  and
Hokogan, The giving of gifts is a very formalized
and honered practice. The way a Rokugani gives
you a gilt can tell you il he respects vou il he is
a friend, or if he is vour deadliest enemy. When
you give a gift, the recipient is assumed to be able
to return your generosity equitably and quickly.
You musl not give a gift 0 someone that s
beyond their means to return. This twells the
recipient that you know he cannot return your
generosily, thus insulting him.

Also. the giving of the gill has a ritual that
must be observed. When the giver offers the gifi,
the recipient must refuse the gift twice. This offers
the giver three opportunities to show that he truly
intends o give the gl Taking the gift oo soon
impugns the pivers sincerity. Also, il the giver
affers the gift, is refused and then fails (o continue
to offer the pilt, that shows the recipient that the
giver never meant Lo give il in the first place,
Gilfts can be ol great monetary value, bul the
most valuable gifts are those of sentimental value,

BowinNG AND KNEELING

Always bow o someone in your own soclal
caste; Le samurai bow o other samurad, heimin
bhow 1o other heimin, Always kneel before
someone who s of greater social standing
Samurai always koeel belore their daimyos, and
heimin always kneel before samurad, If bowing (o
someone who is of superior station (such as your
father), always bow a little lower than he hows o
show him respect, Samurai and eta alike kneel
belore the temple of the Sun Goddess,

olfies

THE EmMPEROR
“Thrre cavnot be tzon suns in Heavew, nor can
there be tarr Emperors on Earth”
Rakugani proverh
Al the center of the courl is the Emperor, The
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AN ExampLE
oF GIFT GiviNG
(CoNTINED)

The Unicgen
samurai bowed again
and tookithe package
that lay belore him.
He peeled away the
paper and found s
beautiful kifiono, fit
perfectly to his size
and build. And
embraidered into the
silk was the mon of
the Scorpitin.

41 expect to See
gou weaking my gilt
the néxt timeWwe
meet. At your
daimyo's bigthday
party, | believe?"

Yasamura nodded,
with only a hinl of
emotion escaping his
voice. "Aye, Lady. |
would not dream of
dishonoring such a...
beautiful gift"

Kachiko beamed.
I know vou won'l,
Lord Yasamuga! |
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WHAT IS THE
EMPEROR’S
Court?

There are no

phones in Rokugan.
There are no
televisions, no
movies, no radio and
no automaobiles. In
short, when winter
comes along with its
cold wingd dnd snow,
there isn't a whole
lot to da. And so,
during those éold
winter months,
Rokugani spend their
hours in court.

Winter is

Rokugan's social
season, and at the
end of the fall,
nobility begin to
decide where they
are going to spend
the winter.
Invitations are sent
out by all the Clans,
promising the best
food and
entertainment, Of
course, the guest who
brings the most
amount of honor to a
househliold is the
Emperor, and
everyone tries lo gain
an invitation to the
household he will be
staying al.

Emperors

laws enlorced. Magistrates  may

employ retainers to assist in their duty, b

andle the daily affairs of
wt by the Emperor and his

appointed officials,

THE IMPERrIAL COURT
Members of the Imperial Court are

the direct members of the Emperor's

family, They are the aunts and

uncle s and daughters, brothers

and sisters of the Emperor, and

while they have no real political

power, they have

immediate sccess 1o his car. The

Emperors court is filled almost

exclusively with members of

the Crane Clan, bul there

are those from other Clans

who have married into the

Emperors  family

access 1o the pris

Imperial Courl. The mem

the court do not inherit

from their posilion. Withoul

land. the Imperial Courl does

not have access (o real

swources, and they must

political favors for

money,  Some

members  of

inherit  cash

Empe

the Court
from  the

living,
THE EMPEROR'S

MAGISTRATES
Those who are appointed to
mete out justice in the Empire
are called “magistri
alficials are given the
authority.  In oth
gueslioning  a N
authority i5
questioning the authority
Emperor, a  crime
: eath. Traditionally,
frawn from the
m who controls

M PETOrS
words,

gistrale's

the

determined by right of combal
Champion  dies, a
determine a ne

{ourmament

w5 of the magistrates, '

strate is a lile-long  posit
When 2
tournament s | i
¢ Champion, The winne
s the office,

Emperor and, on «

Emperors permis
Champion, Mag
be removed from
the Emperor and the
Champion. There i
number of magistra
Emperor  and [ime
Champion decide hoy
are needed,
A magistrate’s .
many. He is given menls
n, ard
he 35 bound by duty to perd
those duties o the
his  ahility.
duties  could
much  glory
5 family

magistrate’s

rouling a small Shad

army  that crepl
Empire or slopping an
attempl on a member of the Imperid
Family, Other duties are nol %
glamorous. Walching over a wi

into th

station on one of the Empe
roads is a pood example «
necessary duties a mapisirate needs
to perform in order to gain far
with the Champion

Magistrates

are  rewarded for
if they fail in
istrate of the Emerald Cham

1 expect to ecarn anywhere [rom W

thousand e four tho

yiear, whidh b

chiefly used to pay his «

JUSTICE

Samurai are official rep

daimyo

e rm e e el &

sentatives ol (her

and  the daimyo oflicil

i
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epresentatives of the Emperor. The Emperor is
the chief lawmaker in the land, and therefore, the
smurai and daimyos are the keepers of that
fustice, just as knights were the keepers of the
Bings justice in feudal Europe, Villages often
five hieimin “police” who inheril their position
from their fathers 1o keep the peace when
sumurai aren’l around. However, having a
drunken samurai around can sometimes be as
deadly as having o gang of criminals in your
lavern house, Rokugan has a very unforgiving
[ustice system, bul before anvone can be brought
10 justice, a confession must be made by the
perpetrator, or the criminal must be canght red
manded. Torture is a common method of
obtaining confessions.

CRIME AND PUNISHMENT

Murder can cause a blood feud (see Revenge
abave). Forgery and robhery are punishable by
tealh, and the perpetrator's wife and children are
slain as well. Treason against the Empetor or
dalmyu i also punishable by death, Samurai may
feape execution (and a loss of honor to their
lamily} through seppuke. Sometimes, when the
mime is particularly vile, samurai are olfered the
dnce o commit seppuku, but their daimyo
tilers them a wooden sword o complele the
rival. This shows that the daimyo does nol
helieve the samurai has the courage to complete
the act, and is only going through the motions to
g face. Seppuku can even be denicd to a
smural (1 severe punishment), forcing him {o
live out the rest of his lie in shame, Lesser erimes
ein be amended through public beatings, house
arrest (for samurai only), fines, ar “culfing” which
molves the offender being handeuffed for
glended periods of tme.

tten, when a villager cornmits a crime, the
headman of the village is punished for his crime
Likewise, when o samurais son is found Euilty,
fhe father is expected to atone for the crime.

The CLaN Daimyos

While the Emperor holds the highest position
& the Empire, it is held through prestige and not
il military or political power. The most
pewerlul positions in the Empire are held by the
liteal Lovds, ar daimyvas, of the Seven Clans. The
Empeeor holds power because of the daimyos'
tesect of his position. While the Emperor lacks
il power, the daimyos can take no action
wilhout his blessing. The Emperor is the final

authority in all matters,

The daimyos’ main source of power is land.
While the Emperor owns all the land, he has given
regency to the daimyos, The daimyos tax he
peasantry, giving a portion to the Emperor and
keeping the rest Through txation, the daimyos
gain real resources, while the Imperial Courl musi
curry favor in exchange for hard cash, With their
access o real money, the daimyos are able to form
armies and (with political influence) use them (o
add to their lands,

THE DaimyO's MAGISTRATES

Every daimyo has a group of advisors and
magistrates. The most important of these is called
a fare, He is in charge of all magistrates and is
chief advisor, The karo is given his position by the
daimyo, and likewise, the daimyo can tuke his
position away, This is not often done, however,
because of the danger of a karo going to another
Clan, taking his advice (and Clan secrets) with
him. The karo can expecd o bonus of
approximately seven hundred fo two thousand
kolou @ year,

Like the Emperors magisteates, a daimvo’s
magistrates are representatives of their lord. To
question  their authority is to question the
authority of the daimyo. While it is ypical
practice to glve each magistrale a region of
authority, it is not uncommon for a daimyo to
have “wandering” magistrates who walk the
countryside and hall injustice where they find it
[t is also nol wncommen for a daimye to have
“secret” magistrates (o keep an eve on the regions
he feels suspicious about,

Yoriki

Each magistrate has approximately 25 yoriki
working under him. Yoriki are samurai who keep
the peace on a local level. There are two yoriki
per towr, each alternating a month of duty,

Yoriki are allowed “deputies” called doshin
Doshin are drawn up from the peasant class, They
are not permitted o wear swords, bul instead use
non-lethal weapons, Most prefer to use a fiie a
twir-pronged sword-catching hand weapon useful
for disarming drunk samurai and rowdy handits
(see illustration in The Book of Fire, p. 125),
THE LESSER CLANS

Driring war, political and secial rules often fall
by the wayside, One side-effect of this fact are the
jizamurai, small bands of samural who have
formed into “minor Clans” A good example of

WHY THE
EMPEROR'S
Count?

There are greal
opportunities for a
samuraido guin glory
and prestige in court,
Afier all, thosedin
atlendancegéire the
greates! daimyos in
Rokugan. Impressing
the Emerald
Champion with your
swordsmanship can
geb you an
appoiniment as a
magistrate, while
impressing the ddies
of the courtwith
vour wit and candor
will win you great
fame {and other
rewards) across the
Empire,

Lady Ba
Kachilo of the
Scorpion Clanis the
mosl influential
woman in Rekugan.
She is the Emperors
mosi trusied advisor
in mitters pertaining
to the court, and
what Lady Kachiko is
“up to” this yvear is
always a matter ol
great attention and
anticipation during
Rokugan's social
season,
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jizamnurai a ronin who is given a small
fortification as a reward For his servitude tw the
Emperar {or other lord). The ronin offers
protection to the ants of the area and also
sends word out to any other ronin who wish Lo
help him protect his lands, The ronin
lord, with land. vassals and samurai at his service
While it may sound unlikely, this oceurs with
preal freguency  during warli Monks and
ity and valor
ive land and ttle For their service. They
rise quickly through the ranks and become well
respected members of the s

THE FAMILIES

The head of each family swears fealty to the
daimyn of their Clan, The samural of | nilies
swear fealty to the head of their family, thus
swearing fealty to the ‘miperor,
Just as the magistrates of the daimyos have me
duties Lo perform, so do the samural of the
families. They tax the ntry, delivering the
hounty 1o the magistrates of the Clan daimyo.
Because they deal maore directly with the
peasantry, they tend to be more sympathetic o the
lower classes,
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Quck and Dty
Rules |
L

d of the k. }
clling game than a board game. /
ght of L5I car on with no one rolling
and no rules coming into play. How
conflict . the rules are there
determine the outcome of the conflict
In general, the rules will come into play w
the outeome of one or more characlers’ actions

to break through the Oni’
diplomats argument convincing! 5
1 with a roll of the die
The rules are designed o be flexible, Al
them are suggestions o make vour games
smoothly. If you're comfortable using eve

feel like throwing all the rules oot the ¥
that's fine, too, You bought this book, &

fun with it Play around with the com
il vou feel like
perhaps devise some of your own random @
for character peneration. Just remember thed
RIG Golden Rule

AR RTG Golden
Rule

If the roles ever get in the way of haviog
ignore the rules
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The rules are designed to let vou figure out
whose actions are successiul and whose end in
failure, Bul before we start talking about actions,
ler's talk a little bit about time.

Turns

The Game Master has the ullimate authority
aver the movement of time during a story. He
fells the characters how long things take to
happen (using his better judgment, of course).
However, just to make things easier to keep track
o, once combat begins, time is measured in
“Turns” Generally, a Turn can be as long as five
seconds or as short as a heartheat, Under normal
drcumstances, a character may only perform one
action per Turn,

RoLLing Dice

Like many traditional board games, L5R uses
dice. The L3R system uses |0-sided dice, and
joull need several; theyre available at the game
sore where you hought this book. When vou read
the rules regarding dice, you will encounter two
words that need to be clarified: “Keep” and
Drap” Whenever you roll a number of dice 1o
determine the outcome of an Action, vou will
seep some dice and drop others. Dice that you
seep are added together to make a total, while
tie that you drop are not counted toward the
total. When you roll a group of dice, you want to
keep the ones that roll high (10, 9 and & and drop
ke ones that roll low (3, 2 and 1)

Example: Allan is rolling five dice, three of
which he may keep, He has to drop the oiher two.
Aban rolls and geis O 4, 3, 5 and 7 Since ke can
inly keep three of the five dice he rolled. Allan
decides to keep the 9, 7 and 5, and he drops the 4
and 3. This gives him a total roll of 21.

RinGs aND TrarTs

(NOTE: While discussing the Rings and
Tifs, we suggest you have a copy of the
taracter sheet handy for visual reference. The
tharacter sheet can be found in the back of the
baok.)

How strong i wour  character?  More
mportantly, is he stronger than the character
jur friend s creating? These questions are
amswered with a system of Traits. Just as some
atople are stronger, faster or more outgning than
alhers, so are the characters you will play,
Imagine that everyone in Rokugan is ranked from
o 5 in a set of traits, A character with a
stength of 4 is more physically powerful than o
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e R R s T

character with a Strength of 1, and so on,

Every character in Rokugan has a set of five
Rings based on Shinsei's Five Elements: Earth,
Fire, Water, Air and Void. All but one of the lings
have two “Traits” that allow you (o further
customize your character, A characters Ring
always equals his lowest Trail associaled with
that Ring.

The Ring of Earth represents a character's
stamina and willpower, Water is his sirength and
perception. His Fire Ring represents his agility
and intellipence. Air represents his reflexes and
his awareness. Lastly, a character's Void is his
ability to draw from the strength and virtues of all
five elements in a unified action,

THE Two Roits

There are two kinds of rolls in L3R Simple
and Contested,

A Simple Roll is used when a character is
acting on his own, when only his own ahilitics are
heing tested.

A Contested Roll, on the other hand, oceurs
when another character is actively opposing {or
contesting) his Action,

THE SimpLE RoLL

= Step Cme: The player deelares an action and
the GM assigns a Target Number.

* Step Two: Roll a number of dice equal to the
character’s Trait and add them together.

* Step Three: Compare the tolal generated by
the roll with the TN,

* Slep Four: If the roll is greater than or equal
to the TN, the action is successful, If it is Jower
than the TN, the action fails.

A Simple Roll is an Action whose oulcome is
hased solely on the skill and ability of the
character. “Is a character strong enough o lift that
large rock? is an example of a Simple Roll. The
GM decides the character's appropriate Trait and

difficulty for the Roll (the Earth Ring or
Strength Trait would be most appropriate for
picking up a large rock, and picking up a large
rock would be considered difficult - maybe a TN
of 20, and the player rolls a number of 10-sided
dice equal o his Trait. Then you compare the total
i the dice with the Target Number, Il his roll is
equal to or greater than the Target Number, then
he's succeeded, IF his roll is less than the TN, then
the character has failed. The GM assigns Target
Numbers for all rolls using the chart as a guide,
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Quick anD
“DirTY
II you ever get
confused aboul whal
to.do or haw to

resolve an action,

just follow these
three steps:

I The Game
Master assigns a

Target Number

thetween 5 and 40,
usually 15).

2. Determine
which Trait and Skill
(ifany) are
appropriate (o the
action.

3. Roll the.dice
and add thé result. [f
the player rolls equal
to or over the Targel
Number, he succeeds,
If he doesn’t, he fails.

THE TARGET
Numser CHART

5 = Mundane
1P = Easy
15 = Average
(This is the default
Target Number)
20.= Hard
25'= Very Hard
30 = Heraig
35 = Never Done
Befure
) = '\.Lwr Be Done
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CONTESTED
RolLLs

“Step One: The
player declares an
action that involves
anuther chatacter or
NPC.

« Siep Two: Both
chardgters roll o
number of dice equal
to their appropriate
Traits, TheTN is
cgual io the
opponent’s Trait x 5
* Siep Three:
Compare e 1otals.
One of three resulls
oCCurs:

Iy Il only one
Conlestanl succeeds
his roll, he succeeds.
2) 1f both
Contestants succeed
I an their rolls, the one

R s

who rolled higher
wins, but only
marginallv.

3) Il neither
Contestant succeeds
' their ralls, the
Contest conlinues to
the next rognd.

i
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THe ConTESTED RoOLL

Contested Holls are o Hitle different
Simple . A characler needs 10 make a
Contested Roll when another person is resisting
his Action. The GM tells him to roll o number of
dice equal 1o the appropriate Trait, just like a
Simple Test, bul

* The TN for a Contested Roll is
opposed Tralt times five

* The resull of the
determined by SUCOESS
characters in the

TN
Peri

et

eual to the

contes!
the of both
conliesl

[ o contested roll, one of

Iy I

only one conteslant sucoeeds

in roll, he wins the

confest decisively. 2) 11 huth
conlestants succeed in (heir

rolls, the one who rolled

higher wins, b
marginally. 3 If neither

contestant sucoreds in

their rolls, the contest
continues the nexd

rond

fhree resulls can oocur

his

1§}

For imstance, let us S} d

with another
participants
a roll. The &

a Strewgth of 4, !' I:"
-'l.;' MIRE il
has a Strength of 5. The Target
Numher for both parties is equal to
the contested frait x 5 The
characters TN is 25 (Strenpth 5
& 3) e his opponent’s TN is
20 (Strength 4 x 5 Both roll
thieir dice to beat the TN

match
Both

weresiling

character

his

The character rolls his four
dice and geis 4, 8 3, and 9 for a
tetal of 24 This is less than his TN
of 23, so he fails. His opponent rofls
( , 3, 4 and 5. His total is

higher than his TN of 200 so he
stucceeds The Opponent tefns the conlest
UsING SKiILLS

When a charact
which trait bes

ets 7

o

skill, the GM decides

1On } 1]

o VAT
4 instance, u
a samurai is swinging |!||- sword, the use of his  Spe

Kenjutsu (Swordsmanship) skill would probably

B e ]

evalualing the quality of a
'|'|'|‘||I|| {
number of dice equal 1o his

Pa {Coumnls) |I.I|li'|='

exact

yvou will see more references o
achieve a
|||||||h|.l i5
increments «

hasie

g

Agility + kenjuisu,  How ¢
sword, he would ml
The character rolk #
Traii 4 Sk

r of dic

Kenjulsu

1is Trak

Skills allow the character to roll additionad &

and drop the low rolls that they make
'||.|"-I. % uli cimline

a4
yvo all

will wse the notation

Sk This means

only keep a ||l.||||h| rof dice egus
thee Trait, There will be times
olher words will
ind/or “Skill
o number of dlee equal o the f
1 he

DU o aiays

waord i [

Lol

damag

during a
actually o
than are bei
b always I|||-' Ihe dice II||I
rinl ks

RaISES
When the GM pives
I'N that's a lule
player wanis (o ac
I."i.'-'.ll
3 poil

i player
toa sy, or

clacular, the may

the ‘TN by
|'-' |!|:. K

will

I'N ju
impressive the suceess will be, Ra
allows commplieds

quickh i
sivie. A “called st

opponent (0 the hand, Hring ;
'I['l||l|!-[H'I|': 1 |I'|_I CLCT IS iR X
up, but the GM he play
difficult the called shot s, and well the pl
how many ralses are required Lo

shol intended. As th

will el

achiewt
called

A HIEY |

always mean a 5 polnt ineeease o the T ine

realier Suc

\n|||1 Vidii [T the level

increasing your chance of failure, 1 the s
increased by the  characer
her than 5 points

jal abilities), each Increas:

TN 18 still eonsidered o “raise” A plagers
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Raise his character’s TN more times than he has
rank in 1he Void Ring; il your character has a Void
of , you can only Raise onee or twice per roll,

Oceasionally a character will recelve a “Free
Ralse” A Free Raise gives the character the results
ol & raise, but doesn't inerease the Target Number.

You can find examples of rases in The Book
of Fire.

Quick AND DirRTY REVISITED

Ml the rules for resolution of actions in L5K
Iollow three steps. Whenever you aren't sure what
o do, just remember the three steps and you'll do
fine

Lo Assign a Target Number.

4 Determine which Trait and/or Skill (i any)
arg appropriate to the action.

3 Roll the dice. IT the character rolls equal to
ar over the Targel Number, he soucceeds, 1§ he
dosesir't, he Fails,

That's it Everything else is just filling in the
details.

GAME TERMS

Action: A single act taken by a character
duting a turn, Every character may perform one
action per turn,

Character: A list of words and numbers that
represents o persona. Every plaver lakes the role
il 4 character in the story presented by the Game
Master

Contested Boll: An action that a character
tkes apainst an opponent who s actively
mesisting that action

Freée Raise: When a character gains the benefil
il a raise without actually raising the TN

Gume Master (GM): The player who runs the
garme, He doesn't play a particular character, but
msteadl plays all the characters the other players
wll encounter in Rokugan. Hes also the anly
persan who pets (o read the Book of Void, the
last hapter of this book.

Glory Rank: A number that represents how
well-respected a character is in Rokugan's social
grcles. Glory is measured in Ranks and Points,
Biery 10 Glory Points equals on Glory Rank. A
aricler’s Glary Rank is directly influenced by
G Schoal Rank (see below)

heep and Drop: When a character takes an
adion, the player tolls a number of dice,
Traughout the rule book, the total s always
lited with this formula: “A + B” “A" is the
tamber of dice he can keep fadd ogether) and

_umm

"B is the number of dice he must drop (cannaot
add o the total),

NPC: Non-Player Character. This is a characte:
whose part is played by the Game Master, not one
of the other players,

Raise: When a TN is assigned by the GM, a
plaver may chose to raise the TN in increments of
5. For every 5 poinls a player raises the TN, the
guality of his success increases,

Rank: A number, usually between one and
live, that represents a Trait or Skill, The higher
the Rank, the stronger the Trait or Skill,

Ring: One of the live words that deseribe and
define all living creatures in Rokugan, The five
Rings are Earth, Fire, Water, Air and Void. Rines
are typically listed with a Rank from one to five,
Ite higher the Rank, the stranger the Ring,

Roll: A number of dice ralled to determine the
success or failure of an action,

School Ranl: A number that represents the
level of accomplishment a character has achieved
in his school. School Rank influences Glory Rank
[see above),

Simple Roll: An action whose outcome s

based solely on the skill and ability of the
character,
Skill: A word that describes knowledge the

character has learned. All Skills are accompanied
by Ranks from one to five. The higher the Rank,
the more accomplished that character is in tha
particular Skill,

Trait: A pair of words, one physical and one
mental, that further define the five Rings of Earth,
Fire, Water, and Air. Traits are typically listed with
a rank from one to five. The higher the rank, the
stronger the Trail,

Targel Number (TN): A number assigned by
the GM when a character declares an action. The
higher the Th, the more difficult the action will
be to accomplish,

Turns: A value of time, Each turn is
appriimately five seconds long, A character may
take one action per turn

Wounds: A measure of 3 character’s overall
health, A character has a number of Wounds thai
can be lost. The lower his Wound total, the closer
he comes to death,
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Whenever o player
redls a 0, it reads as a
Ll He may we-roll
the 0 and @dd the
nixt roll'te the first
one. For instanee; 3
player rolls a 0, He
rills the dic.again
and gets @5, This
makes the total 15.
Aslong as the player
kieeps rolling 0°s, he
cin keep rolling and
adding.
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The truth of te world can be found sitting at
the riverside. The viver never begins, the river
never ends, Al of Tife is [ihe the river. Lessons
never bepin and lessons never end,

— The Taa of Shinsei

ath 0f
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Part 2

The sunrise spread soft warmth over his face
and Ginawa smiled as he scratched at the beard
on his chin, He had settled into the canter of his
steed and the hol rice from two hours before
made his stomach guiet and content. He rubbed
his belly and felt his smile grow wider as the sun-
light prew warmer.

To his right, Hijiko made a sound of disgust,
“Where are your manners?” she asked,

Ginawa laughed. "With my name, samurai-ko.
Besides, it is o samurais skill that keeps him
alive, not his manners”

Her paze bore into him, “You are not a ronin
today, Ginawa-san. You are a representative of my
lord, Ataka. You are also my assistant, yorik,
which means your actions reflect on me. Try to
behave” She paused a moment, watching his
reaction. “Or we will see if your poor manners
have atfected your skill more than yon know”

Ginawa pulled the reins of his horse and il
slowed 1o a stop, Hijiko Tollowed suit.

“Let's find out,” he said.

She smiled. “All right. Lets Tind out”

9

Their horses stood tied to a lree in a guiet
field. Far away, a single woman picked rice from
the fields as the shadow of a castle fell over her.
I the woman knew they were there, she did nol
show it Ginawa wondered for & moment whal
daimyn lived in the castle, but then he turned
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back 1o Hijiko and nodded. *l am ready”

“Then lets begin. she said, and took three
steps back,

The two samurai stood only live paces apart
All about them, the wind waved the flowery
branches af the trees. Their katana were placed 1
the side. Long, shaved willow branches would
have 1o do for now, Ginawa [elt the impromptu
beken’s weight and made a mental adjustment.
He wouldn't be using the uchiban blade, and thal
would make things different,

He let his paze [ocus on the spol where
Hijikos collarbones met just under her chin,
Never trust the epes, he heard his sensei whisper
in his ear from across the years. Mer can frn
their eves fo lie. Ginawa almost felt himsell nod
ding in agreement as he settled into his stance

Avross the field, Hijiko's right fool moved
behind her and she brought her boken up over
her right shoubder. She et if rest there, waiting
see Ginawa’s response,

Ginawa ignored the posture, His  foous
remained on her neck and shoulders. He let his
breathing fall info a slow, methodical pace, then
shifted it and watched Hijiko's response,

She was unmoved,

She knows not to frust ey breathing he
thought. Good

He let his thoughts fall away, let the moment
enter him. He had examined everything. He knew
the length of the boken, knew Hijiko's ready
knew the ground about him. He did not know e
speed. That meant he would just have o be faster

He took ane more breath and by the time he
ook another, it was over,

The duel was like all others, He was only bare
ly aware of the movements, He felt them, bul m
orpan in his body commanded them. His thoughl
and motion were one action, no hesitation o
doubt hindered him.

He charged two steps forward, further tha
she suspected he could move, He saw that muc
in her step back. .. no, her stance changed in mid
motion and he had 1o change his movement, He
heard the hardwood swords sliding and he moved
to the left as his boken continued on ils deady
path, She pivoted also, bringing her own boke
up and about, protecting her right side.

He felt the momentum of her movemnent
used it. He felt her pushing her boken, slepped
aside, used the momentum of her movemend b
change his wooden swords motion, Trom sliding
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along hers to slash at the back of her neck. She
spun about, swinging low toward his belly He
leapt back, dropping the tip of the boken quickly.
Ginawa dropped back into his original position
and watched Hijiko do the same. .. from five
sleps away,

“Very impressive,” she said, “But you stll lost?

Ginawa smiled. “id 17 1 wasn't certain”

“You were rushed, Ginawa-san, You are oul of
breath. You were forced 1o compensate twice. You
lost”

He shrugged. “Perhaps” He turned away and
walked toward the horses.

She’s right, the voice of his sensei whispered in
his ear. You are clumsy, Lazy. You treat discipline
like an  ememy. Ginawa  shrugped
“Perhaps," he whispered.

“Talking to yoursell, eh? Not a good sign”

He jumped at the sound of her voice and she
lughed. He turned about and saw she had num
caich up with him. “You shouldnt sneak like
that," he sealded. “Only ninja sneak”

she made an annoved sound between her
teeth. “Ninja? Don't tell me you fall in for peasant
superstition, Ginawa-san!”

He tossed aside the tree branch and she did
the same, “No, | do not believe in superstitions,
Hijiko,” he said through clenched teeth, “Only
what 1 have seen with my own eves”

She climbed up inte her own saddle, “With
your own eves? You've seen a ninja®

Ginawa nodded. “Hai" he said, his voice low,

She shook her head. “Must have been a
Scorpion trick. No such thing as ninja”

He just turned his horse away, saying nothing.
Sie watched him for a moment, then rushed up
next to him, “When ™" she said,

“When what?"

"When did you see the ninja®

The question made his stomach lurch and his
beeath quicken. “On the night my lord was killed”

He felt Hijikos slight gasp. “My apologies,
Ginawa-san, 1 did not mean ..."

He raised his hand, “Tt is no matter, Hijiko-san,
Ni matter worth dwelling upon. Come, we must
ride. We have one more day until we meet with
the magistrates from Lord Shoju’s province. We
uill need all of our wits if we are to be dealing
with Scorpions.”

He wrged his horse on and rode ahead. Hijiloo
witched him for a moment, then spurred her own
arse amward.

again,
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The dream woke him. This time he was barely
able to stifle the scream behind his lips. He
looked aboul, trving to femember where he was,
The room was dark and the shadows shifted all
around him. His sword was out of its sava and
inte his hands in a heartheat. Silver moonlight
falling from the window glistened off the blade,
His eves darted from corner to corner, but there
was nothing, Nothing hut the shadows.

He sank back into the corner of the room, his
body trembling. Sweat dribbled from his brow
into his cyes. He wiped them clean, keeping one
hand on his katana,

The door slid open and he rose slowly,
matching the speed of the door. A robed figure
stepped into the dark room, silhouetted by the
lanterns outside,

"Ginawi-san™"

“Hijiko-san ™

“Hai. Are you all right? You called oul in your
sleep”

He paused. “Whal did 1 say™

“You called out for a woman, | didn't quite
catch the name!

He nodded. "A dream. [ am all right”

She stood silently as the shadows danced
across her. “Very well. Sleep then. We leave early
in the morning”

The door slid shut and he slid down the wall
hack into the corner. Hours later, he watched the
SUTH Tise
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Their journey led them 1o a small well just
along the roadside. Ginawa and Hijiko stood by
the well washing the sweat from {heir faces,

“Lady Sun knows my sins” he said as he
rubbed his face with the cool, damp rag. “And she
is punishing me for them now”

Hijiko laughed. "You are a poet, Ginawa-san,
Who would have thought that?”

He smiled. “No. Not a poet Just a very
convinecing liar”

She nodded. “Some would say there is no
difference”

“Hold!”

The command came from behind them. They
bath turned, hands on their katana,

At the mile marker stood four fipures. The
tallest was armed and armored, his sword al the
ready, Kneeling just before the samurai was a
smaller man, a long yarf in his hands, and a
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kneeling woman, her eves intent on a seroll,
burning {and vel, not burning) with the fire of an
autumn sunset, Only barely visible behind them
all was a figure that Ginawa immediately associ-
ated with the word "mouse” That thought made
him smile,

“Who are you?” asked the woman,

Hijiko spoke, “We are magistrates of my lord
Ataka. | assume you are the ones we are lo
meet

They did not move, “Let us see your papers”
the woman commanded.

Ginawa stood still as Hijike moved to the
horses. She found their traveling papers and held
them above her head. *1 am Ashirgo Hijilo, mag
istrate of my lord Ashiryo Ataka. This is Ginawa,
my porike

Ginawa whistled, “They certainly don't look
like Scorpions.”

Hijiko turned to tace him, her eyes on fire with
rage. “Mind your tongue, voriki”™ He shrugged
and scratched his beard.

“We are not Scorpions,” said the shugenja, ris-
ing herself to her feel, “We are magistrates of the
Seorpion daimyo, Shoju”

"Scorpion in mame, bul not in nature”
Ginawa’s laugh was from deep in his belly, T
wonder how the frog would answer that riddle”

The shupenjas eyes were shadowed with sus-
picion. “Your yoriki doesn’t know his manners”

‘T know my manners, | just don't et along
with them, so 1 left them behind, If you hurry, you
mright cateh them?”

Hijiko only barely managed 1o stifle her smile
and flash Ginawa a sour grimace, “He is uncouth,
hul he is trustworthy!”

The magistrates stoad  still for o moment
lomger, then stood at ease. “Ataka-sama must be
desperate for men he can trust”

Ginawa shrugeed and scratched his beard,

The shugenja bowed to Hijike and the samu-
rai-ko returned her courtesy, I am Umabeko!
Then she wrned to Ginawa and bowed. His flam-
bovant bow drew a hiss from the mouse hiding
behind the armored samurai. Ginawa just smiled
- and stuck out his tongue when Hijike wasn't
looking,

“We will be traveling south from  here”
Umabeko said. “There is a small skirmish
between the Lion and the Crane, My lord wishes
to know the outcome of this battle”

“As does my lord” Hijiko moved back toward

her horse, “We will ride together and see what we
might see”

The shugenja nodded and the armored samu:
rai retrieved their horses from behind the mile
marker and shrubbery,

Ginawa whispered, “You don't trust them, do
you?”

She shook her head. “OF course nol. Bul we
are under orders, and what do they have to gain
from our deaths? She saw Ginawa's brow curl
and she explained. “Whenever you are dealing
wilh Scorpions — or any other Clan for that ma
ter - always ask yoursell, 'What do they have fo
gain? You will find you can anticipate many
motives with that single question”

Ginawa nodded, “Find the advantage” he
whispered,

“Hai’ Ginawa saw her brow curl and she
smiled when she asked, "What about this frog?

Ginawa's grin spread across his prizeled face
“You have never heard the story of the frog and
the scorpion?” She shook her head. 1 heard i
whien | was still a child. A small frog is sitling by
a river when a scorpion asks him (o carry her
acrass the river on his back. The frog tells the
seorpion, Lady, T will not, for vou will sting me
and 1 will die! The scorpion answers, Mo, 1 wil
not, For if 1 do, we will both drown! The frog sees
the logic and so he agrees, but hall way across the
river, the scorpion stings him. As they both hegin
to sink inte the river, he asks her, “‘Why did you
do that? Now we will both drown! She answers
‘Because it is in my nature 10 do so, silly frog™

Ginawa watched her face as he told the sfory
and when she smiled al the end, he matched o

“By name, but not by nature, eh?” she said,

“Hai”

The magistrates rode up, the shugenja saying,
“It’s time to go. Are you ready™

Ginawa opened his hand, gesturing for Hijiko
b g0 first “After you, lady frog. 1 will lollow jus
in case you find you suddenly cannol swim!

Hijike almost laughed, and Ginawa watched
her eves shine. She turned her horse toward the
south field and rode off, the Scorpions not far
behind. The mouse was last and as he passed by
Ginawa, slapped his shoulder with his riding
crop.

Ginawa's eyes sharpened and his hand fell to
his blade.

The mouse held up his hands, palms out. “No
offense, samural, There was a spider on your




soulder. We wouldn't want you gelting stung,
niw would we? He smiled and ushered his horse
mward. Crinawa cursed and spat at the hindguar
fers of the man's horse and followed them as the
wir sank lower in the western sky, filling its hori-
wn with blood red crimson

(iften the tsuba, or favd guard, of a
Saminrais sword is very ornate

The Rook o¢ Watex:
Chavacter Chreation

[n order to play L5R, you are going 1o need o
maracter. This book covers all the information
| need. We'll give you an outline of the steps,
fun fill in the details.

Character creation (s accomplished in three
geps, When vou're done, you'll have a character
steel filled with numbers and words, butl yvour
duracter should be more than just pencil scralch
fips on a sheel of paper.

This i your opportunily 1o create o character,
g your favorites in fiction and film, Just looking
b pumbers and words doesnt tell you anything
aant your character, except his Strength,
Smina and other Traits, There are some very
frzortand questions you'll have to answer aboul
joar samurad or shugenja, and the answers will
e him @ breath of life that will turn him from
ivadimensional caricature into a three-dimen
ginal character.

| |

Chavactey
Concept

Before you start making a character, you
should consider what kind of samurai you wani
{0 play, What clan will he be from? Will he be o
shugenja or o bushi? Which family will he owe
allegiance w?

The rules below will give vou all the infarma
tion you'll need 1o £ill in the blanks on the char
acter sheet we've provided at the end of this book,
However, it will take more than numbers (o make
a character.

Before an aothor begins writing a hook, he
has a rough idea about his characters, He knows
their strengths and weaknesses, a few of (heir
characteristics and a vagoe idea of how they
would act in different situations. Before vou sil
down and start creating a character, give some
time to think aboul him or her. Is he brash, easi-
ly angered, or is he shy and reclusive? Is your
shugenja driven by her curlosity or merely doing
her duty to her clan, wishing she could be more
like her sword-swinging bushi brother?

The Game of 2
Guestions

T help wou get a betier grasp on the kind of
character you wanl, take a moment 1o look
through the questions listed below, The first ten
have been desipned 1o give you a good idea of
who your character might be. Answer these char-
acters in your own voice, The second set of gues-
tions are meant to be answered by vour character
in his own voice to allow you to gel inte vour
character’s psyche,
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THE THREE
StEPS OF
CHARACTER
CREATION

' S‘II'E P ONE:

Conegpr 1

Get an idea in your
head before you
wrile anything down™
01 paper. 1
Ster Two: THE
CHARACTER
SHEET

Choose a Clam: The
Clan you choose will
have a profound 4
impact on your chise-
acter's view of the
world,

Choose a Family:
The most importand™=
aspect of your char-
acier's lileds his fam-
ily. Choose wisely.

Choose a Professign:
Your charactér's plice
in life.

STEP THREE:
Ourrir

Onee vou kow the”
strengths and weak.
nesses of your chars
acter, jtstimglind
out what he swns.
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WHaT CLAN DOES YOUR CHARAC—

TER BELONG TO?
This may be the most imporlant question,
Dietermining your chs ; Clan will have a
1 vt on your cler's understanding
pwpIL society and politics. Every
Clan has a ¢ clation of bushi-
do and a diffe anl outlook on the
other Clans.
Tir help you get an idea of
which C ( want o join,
Sheets an

How wouLp you
DESCRIBE YOUR
CHARACTER?

Starl with the obvious 1s
your character ITIq'iI!.'! oar
femal "

not as obvious, hul I]ll_j_.' are r.hl.n..
vou've decided on a gen-

the he m‘l ~l.lll.i
Lo the Is yo
short, wic

icter tall,
or slender? 15 his
g? How about
¢ walchful and

and full of

ing ar s
the venom of ve

How about t
or even his hands? Do
ter have any 1|.1.\1|||u.1|1.a SCars or
tattoos? Lastly, how  aboul
your character’s voice? How

it sound? You can dis-
cover a lot about a char-
acter just by making a
thorough  physical
descriplion.
Is YOUR CHARACTER A SAMURAI OR
A SHUGENJA?

This is alse a very important distinetion, bul
nol as limiting as it might s A samurai can
be a scholar warrior, and many
shugzenja are noled for their courage under fire,

well as

oy § i R

WHAT ABOUT YOUR CHARACTER'S

FAMILY?
Again, take a look al the Clan Sheets and
ide om a Tamily, Then, talk aboul your charac
early childhood, List events that would have
occurred before your character would even be
ahle to remember them. Some of these events
eann. may be influencing your characters life
""'_ withoul him even knowing it.

Also, consider the family's social
standing. A character from a rich
family will certainly have a different oul:
look than a character from a poorer fam-

ily.

WHAT 1S YOUR

CHARACTER'S MAIN

MOTIVATION?
Al preat  herpes
have a molivadion thal
! can be summed up ind
word, It is the thing
that drives them, that dows

o't let them fall when the pain and
despair is too much. What is vour char

acters motivation? Is iU love? HReve
Pride? Or how aboul just bull-heads
stubbornness?

In short, when everything has turned
hopeless and evervone has pgiven up
hape, what will keep vour characls

going?

WHO IS THE ONE PERSON
YOUR CHARACTER TRUSTS
MOST?

This could be your ch
sensed or a brother, sister o
family member, Or, it may even be
someone outside of the fan

Once  vou've  determineg
who it is, put some thought into why
Why does your characti
trust this one person aboave all ol
ers? I could make for a very inter
esling slory. .,

WHAT IS YOUR CHARACTER'S

GREATEST STRENGTH? GREATEST

WEAKNESS?
Is it his ability to get along with others; or g
haps his ability 1o root out their secrets? Maybed




™ P i s

is his virtue? His devotion to his daimyo? Hisskill — do you have any children?
af Tydrag T R, avha fe 1 -
:;IE,:EL|-L;:|11:,‘:::I,:[r”}- Or mayhe it's just his good TGO WHOM DOES YOUR CHARACTER
Comversely, anything that can be a strengih OWE THE M‘DST LOvALTY?
can also be a weakness. A character’s weakness- Again, a difficult question. If you are married,
&, however, are whal makes a reader sympathize who do you love most: your lord or vour wifie (or
with him. And when a hero overcomes his own ~ usbandi? And, as if we couldn’t muddy the
weaknesses, he teaches us how we can overcome ~ Walers a bil more, does your character have a
. secrel love?
Even if there are no secrel devotions in vour
WHAT DOES YOUR CHARACTER character's life, the obvious ones can be just as
THINK OF BUSHIDO? troubling, Who would your characler decide
Take o look back in The Book of Earth under — between: his sensei or his daimyo? How about his
Bushido (p. 331, What does your character think of - father or his daimyo? His mother or his sensei?
it Is it @ code that should be Tollowed without All of these guestions will come up sooner or
question, or is it a list of goidelines? Should vou  later. Samurai spent their entire lives asking
fllow its tenets only when others are looking, or  themselves these questions so they would be

does following hushidoe actually make vour soul  ready to make them without a moment’s hesita-
flrongeer? tican.

WHAT IS YOUR CHARACTER'S OWN How ready will your character be?
oPINION OF His CLAN? WHAT ARE YOUR CHARACTER'S
This one can be tricky. Is your character com-  FAVORITE (AND LEAST FAVORITE)
pletely devoted tohis Clan, or does he feel doubt?  THINGS?
Does he view the Clan's weaknesses with a blind
ge, o does he strive ooy and mend them?
Does he have faith in the Clan's leadership and
hope to one day join their ranks, or does he rec
wgniee their weaknesses and plan to explodl.them
for his own ends? Remember, not all Lions are
tiparable and nol all Scorpions are treacherous.

Everyone has quirks, the things they like or
dislike for completely irrational reasons, Think
aboul them for a while. What are your character's
favorite foods® Does he have a favorite horse?
How abaout a grove that he would play hide and
seek in as a child? Find something yvour character
loves jor hates) and remember it the next time he

DOES YOUR CHARACTER HAVE ANY encounters it

IREWDICES? DOES YOUR CHARACTER HAVE ANY
OF course, being & member of your Clan will  RECURRING MANNERISMS?

fie you a certain viewpeint regarding the other
Clens, but have yvou developed any on your own’?
Tyou have, how did vou get that way? What has
gl the fires of hatred burning brightly in your
sl for so long® What would it take 1o douse
them, if anvything?

I YOUR CHARACTER MARRIED?

A lough question. Marriage s an arranged
diiir in Rokupan, 1T vour character is married,
btn you have ties 1o another family, possibly
ituther Clan, Your spouse’s family does not nec
warily have (o like you, but they are cortainly
mnor-hound to assist you when you or vour fam
lare in danger. However, sometimes (especially
fithe case of a bride), the ties 1o your spouse’s
arily are severed completely. IF this is the case,
bW does vour spouse view his or her new lami-
I And to bring up an even meatier question .,

Think about it for a moment. 15 there some
thing vour character does when he gets nervous?
Does he bite his lip, pinch his fingers into his
palm, or chew on his cheek? What are his lavorile
wiys of saying “Hello” and “Goodbye? When he
curses, how does he da it?

WHAT ABOUT YOUR CHARACTER'S
PSYCHOLOGY?

When it comes to emotions, which ones does
he have a handle on and which ones get the bot-
ter of him? Is it hard for him 10 restrain his anger
or hatred? Does his passion always gel the better
of him? Does he have a deep, resounding laugh-
ter that he just cannot keep locked in his belly?
Whal song or play always brings tears to his
eyes
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How wWOULD YOUR CHARACTER HAN—
DLE AN INSUBORDINATE SERVANT?

This one tells a lol aboutl your characler’s atti-
tude toward the lower classes. Would your atd
tuce change toward a differend servant? Do you
have @ favorite servanl, one that could gel away
with almost anvthing? Is there a servant wha you
would risk honor to protect?

How WOULD YOUR CHARACTER'S

PARENTS DESCRIBE HImM?

This question reveals much about both your
character and his relationship to his parents.
Answer this one in the voice of vour character’s
father, then eo back and answer it again for yvour
character’s mother. You may come up with two
very different answers,

WHAT ARE YOUR CHARACTER'S

HIGHEST AMBITIONS?

Is it to be a teacher at his school or perhaps a
peneral in his Clan’s army? Perhaps all he looks
forward 1o is retirement. limpressing a parent is a
pood (iF frustrating) motivation as well as winning
the love of o samurai from another Clan, Alter
yourve discovered the ambition, think aboul what
lengths vour character would go 1o gain that goal.
What would they sacrifice to achieve their ambi
tion?!

How RELIGIOUS IS YOUR CHARACTER?

Even with the obvious influence of the
Fortunes in the mundane world, many samurai
ignore them, "Put faith in your own abilities, not
in the stars” is a common phrase among some
samurai when speaking on the subject of diviners
and shugenja, However, others are devoled 1o the
Fortunes and their religion, saying that those who
mock their faith will find themselves burning in
the Seven Hells when their life here is done.

IF YOU COULD. WHAT ADVICE WOULD

YOU GIVE YOUR CHARACTER?

Take a pood, long look at the other questions
belore you answer this one. Speak to your char-
acter as if they were sitting right in front of you,
and remember 1o use the proper tone, You'll want
o mike certain your characler actually listens to
vou when you give him this free advice,

Character TYpes

To give you an additional hand in gelling an
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idea in your head. read through the following list
of character types. They are the classic samurai
types of legend and history. Feel free to pick one
and play it to the hilt, or throw a character quik
in the mix just for a change of flavor. ;

BrasH

“Hesttation 1s the seed of defeat”

- The Tao of Shinset

A brash character acts quickly, often belore he
can think about the outcome of his actions, hany
samural are hot-headed, often more concerned
with saving face than anything else. The samurai
culture is very reactionary, allowing little time for
thought.

A brash bushi is typical in Hokugan, but a
brash shugenja stands out in the crowd. Shinsei
teaches thal one must be cerlain In his actions.
His Book of Void is where he repeats the same
phrase over and over again: “Thought and deed
must be the same” While an insult to a brash
samurai will get vour head lopped off, an insult to
a brash shugenja can turn your entire village into
a smoldering heap,

NOBLE

“Epery day of his life a man has oply one

Judge, and that judge is himsel("
The Tao of Shinsei

Mable bushi are those who adhere to the code
of bushido. They are not swayed by temptations
or distractions. They are loval to their lord, even
onto death. They are calm and even lempered,
but they are also unforgiving, The code calls for
swilt and merciless justice, and that is whal a
noble samurai dispenses,

MNoble shugenja are much like their bushi kin,
They are nol expected to adhere to the code of
bushido (they are not warriors, after all), but they
are part of the samurai caste, and so they act as
their bushi brethren,

COURTIER

Al is war”

- Rokugani proverh

A bushi who is a courtier is fully enpaged in
the activities of the Emperor’s Court. While his
combat skills may be lacking, he gains advantage
with political maneuvering rather than maneu-
vering an army on the batilefield Rokugani are
very much concerned with outcome. If they can
win land and title without shedding blood, so be
it.

Shugenja courtiers often prove to be even
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ROKUGANI
NAMES

By _choosing your
Family, youwill
know your family
name {which/in
Rokugan precedes
your given fame),
but what about your
personal name?
Listed on the next
page are the mosi
common,syllables in
Rokuganése. All you
haave-to du is maich
them up to make
name that is easy

{nnd fun) for youido,

pronounce,

Rokugani names
are usually between
one and three sylla-

bles long, If you
chose a syllable that
ends in a vowel, cap
it off with an “n" If
vou choose o syllable
that ends in the'same
letier that the next
gvllable begins with

{such as “hin" +

“nin"}, it represents a
slight pause between
the syllables,

Women's pames
usually end in=ko"
like Kachiko and
Kamoko. However,
some samurai-ko
choose masculine
names to show that
theéy have given up a
' woman$ life

thought and action? These are the questions of a
scholarly shugenja.

VENGEFUL

“The road of revenge leads straight to the sun,
hanging on the horizon, There are no wayside
i do pive the traveler rest, there ave o detonrs,
byzoays oy deviations. ff v a long boody pail
that can only end in a prape”

The Tao of Shinsel

This hushi has only one objective: to avenge
the death of his master {or brother, or father, ete)
Diriven by this single passion, the samurai will
not rest until he gains his objective. The vengeful
samural can be a problem in a large group, hut
works well in a solo or ronin game.

Playing a vengelul shugenja could be a true
role-playing exercise, While shugenja are part of
the samurai caste, they are not samurai bushi
iwarriors), Challenging a samurai bushi 1o a duel
could prove fruitless, so they must {ind other
ways o gain their rightful revenpe

v

il

l@fhe

Chavactex
Sheet

Mow that you have a picture in your head of
what kind of character you want to play, its Ume
lo transfer thal idea down onto paper. Make a
photocopy of the character sheel located at the
end of this beok. 1t's divided into sections; we'll go
through the sections one by one, beginning with
Rings and Traits.

One: Rings and Trvarts

You've already read about Rings and Traits in
The Book of Farth, Here, we take a more
detailed look at the five Rings, how to use them
and what they mean.

All characters begin the creation process at
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Rank 2 in each of the Rings and Traiws. A charac
ter's rank in a Ring is equal to the rank of the
lower of its two Trails, so a samurai with

Stamina of 4 and a Willpower of 2 would have an
Earih of 2,

Carth

“In order for a warrior to Joflow the path of
Heilo, it is necessary to keep nomind that the
esserrce of Hetho is to build an fndomitable spiv
it aredd aor iron sodll to befiene that vou cannot fa)l
in doing avything”

- Mivamoto Musasfi

Farth (“chi") is the element of passive strength,
resistance, and fortitude. The mountain is the
symbal of Earth. It is quiet, dignified and eternal
All life blossoms from the earth and one day must
return b il It is the element of healing, regener
ation and renewal.

The two Traits of Earth are Stamina and
Willpower,

STamina

Starning represents a character’s “wind” A
long-distance runner has a high Stamina. as well
as a champion swimmer, The higher & characters
Staming, the longer he can press his physical
reserves 1o the limil,

Stamina 1: Weak immune system, prone fo
chronic fllness and disease.

Stamina 2: Average health, might catch a cold
every so ollen,

Stamina 5: Walk on a sprained ankle withoul
a wince and run long distances belore getting
winded.

Stamina 4: Robust and mighty, able to per-
form incredible feats of endurance.

Stamina 5 Character can swim greal dis
tances with ease, recover from illness without
medical attention and can ignore serious wounds,

WiLLPOWER

Willpower represents a characters ability to
say “NoJ Just as Stamina is the ability {o resis
physical distractions, Willpower is Stamina’s men
tal counterpart

Willpower 1: Timid, unassertive, casily fright
ened, weak-willed and easily manipulated.

Willpower 2: Average, easy o convince if
eoals are the same.

Willpower 3: Mot a strong will, but not one
eusily dissuaded from action,

el
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Willpower 4: Almost unshakable in resolve,
Willpower 5: fron-willed, steadfast and res-
dule

WWatel

"When strengti is robust and not trapped, it jus.
Wi 1 o Mrvarted avd §ts duty s not ristrated”

| Ching

“using mater as a model, He spiril is made
o be s water 15"

- Mivamata Musashi

Water (“meize”) is the element ol strength,
Unlke the passive strength of a mountain, the
tiver culs away al the mountain. The ocean crash-
#on the shore, and the slorm pounds down on
the earth, unrelenting in its rage. But water is also
lhe element of clarity. Water is pure, and it is this
purity that washes away taint and deceit

The two Traits of Water are Strength and
Perception

STRENGTH

A character's ability to lift, carry and push and
fld fust s represented by his Strength, It is, in
e simplest terms, raw physical power, Strenpth
& the Trafl that determines how much damage a
duracter can deal out in combat

Strengih 1: Weak and physically unimposing.

Strength 2: Average, able to lift approximately
10 pounds,

Strengih 3: Strong enough to Bt approximate
[y 200) pounds,

Strenpth 4 Your strength s well-known
tmughout your family, Able to lift approximate-
300 pounds,

Strength 5 Your strength is  legendary
foughout the Empire. You are able to lifi
gpreddmately 400 pounds,

PERCEPTION

Perception is a character’s ability 1o perceive
g world around him using the five senses,
Characters with a high Perceplion are able to pick
g minute details and slight differences,

Perception 1: You miss even important and
hiions details,

Perception 2: You pick up on things when you
iy attention.

Perception 3: You've learned how o look lor
fportant details.

Perception 4: You take one look, close your
ges and list the details of a room

S

I

N SRl

hﬂbﬂﬁ"fﬂﬂ‘; a1 Al

Perception 5: No matter how  small or
insignificant, no detail gets by you,

ive

“Fire is beneficial Jor the success of the
upright. .. Flexibility gets througl successfully by
clinging to belanee and rectitude. .. Wamination
doubled makes fire. Thus do great people shine
on the four guarters with continued fight”

i Ching

Fire {“47" is the element of active encrgy. 11 s
the element of activity, motion, action and force,
It is also the element of inspiration, illumination
and clear thought,

The two Traits of Fire are Agility and Intelligence.,

AGiLity

Agility is the abilily 1o move with style and
grace, 1o be able to control one's actions,
Characters with a high Agility are able o make
complicaled and coordinated movements with
s,

Agility 1: Clumsy and stumbling.

Agility 2: Average coordination, require con
centration For difficult actions.

Agility 3: Even your average actions are prace
ful,

Agility 4: You have almost a second sense for
mitinn.

Agilily 5: Even your most minute mation is
like a dance,

INTELLIGENCE

Intelligence is the ability to acquire and apply
knowledge, a character’s ability o gather and
process  Information. The higher a character'’s
[ntelligence, the faster he will be able o put lacts
together, solve puzzles and think clearly.

Intelligence 1: Easily confused and slow
thinking,

Intelligence 2: Average thinker, can follow dif-
licult conversations with concentration:

Intelligence 3: Can figure out puzeles and dec
pher codes with a little work.

Intelligence 4: Intellect of a scholar, not easily
deceived by even the most clever lies,

Intelligence 5: A genuine genius, clear-think-
ing and brilliant,
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Al things and beings are produced throngh
thre semsitivity of eaven and earth. The sensitiog-
ty of sages moves people’s minds so much that
the world is harmonious gnd  peaceful. Be
aroare,.. and all things in the wiverse can be
seen.”

- I Ching

Adr (Mhaze') is the element of intuition, No one
can see the air, bul evervone can feel its effects,
Air represents all the forces that are not seen, but
are known to be present. It is also the element of
slorms. [ is the element of both subilety and
unpredictability. Those with a high Air Ring are
alluned 1o things that can only be felt and known
irather than understood, which s very different),
and will be able o react guickly to unexpected
situations,

The two Traits of Air are
Awareness,

REFLEXES

A character’s Reflexes represent how quickly
he can react to sudden stimuli. A character with a
high Reflexes can act almost without thinking,

Reflexes 1:You fake a moment or two to
make up your mind 10 jump oul of the way of
large abstacles,

Reflexes 2: Average reflexes, nol well refined,

Reflexes 5: Able to react before just aboul
evervhody else,

Reflexes 4: Cat-like in wour ability to sense
danger.

Reflexes 5: You're out of the room before any-
one knows you're gone.

AWARENESS

A character’s Awareness Trait represents his
intuition and empathy, If a character has a high
Awareness, he will be a “quick read,” sensitive to
the emaotional states of olhers. Bul awareness
goes a litile further. Because a character with a
high Awareness is able 1o sense the moeods and
attitudes of others, he is also able to play off those
impressions. A character with a high Awareness
can be very charismatic when he needs to be.

Awareness 1: You almost always find a way to
say the wrong thing,

Awareness 2:You're able w pel along with
people wha get along with you,

Awareness 3 You can vsually sense deeper
emntions {han those that are shown on the surface.

Reflexes and

Awareness 4:You pick up hints even from
those who are skilled @ hiding their emotions.

Awareness 5: You know everyone’s secrels.
snoner or later.

Voud

“Frowm one thing, know ten thousand things,
When one learns the principles of Hetho, one zoill
e able to understand all things”

- Mivamote Musashi

In essence, all Rings are the same Ring
Excellence. The five elements are like five facets
on the same gem. [t's difficult to pin down a sin-
gle pair of virtues for each of the elements. It's
easy o interpret Earth as Strength, or point ol
the flexibility of Waler,

Void k47 is unlike any of the other Rings, for
it represents the character’s ability (o use all Rings
as  single Ring, The higher a characler’s Void, the
more he understands that all elements are the
same element. He sees the strength of Earth, the
adaptability of Water, the intuitive action of Fire
and the graceful eloquence of Air. Accordingly,
Void has no Traits.

Characters start the game with a noumber of
Void Points equal to their Yoid. When a player
spends a Void Poinl o augment his character's
action, il represents the one moment when all ele
ments are in perfect synchrondcity, It is never a
conscious act on the character's action. The char
acter will, more than likely, be surprised at his
own skill {if the action is successful, that is), step
back and say, “How did [ do that™ More infor-
mation on Yoid Poinds is available in The Book
of Fire {p. 103).

Two: SRkills

Just as every character has Traits, every char-
acter has Skills. Traits define what your character
is, while Skills define what your character knows.
Skills are abilities you learn and pick up along
the long road of life, bul unlike Traits, not every-
one has the same Skills. In facl, each character
will have many Skills, but just like real life, not
Everyone learns the same |Eﬁh'ﬂ|'|5. nor comes
away with the same experiences. In Rokugan,
learning is very formal. When you are born, vour
parents trade political and persenal favors to gel
you into the best school they can. Of course, what
defines “hest”™ varies from Clan to Clan. A com-

'he. Book- op- Wate




plete list of Skills can be found st the end of this
Eapler

Three: Clan, Tamly
and School

Now that you know the basics of Rings, Traits,
and 8kills, it's time to put them to work. At the end
if the Book of Water (pp. 78-92), you'll find the
flrmation you need 1o create characters irom the
Seven Greal Clans, as well as ronin, We've devoted
o pages o each of the clans 1o make it casy for
i to decide. Fach page contains the following:

Clan Description: This tells you a little bil
ghout the clan vou've chosen.

Family Descriptions: There are three families
sied for each clan, Choose which family you
gome from.

Bushi and Shugenja Schools: Each clan has
me schools; @ bushi (warrior) school and
Hugenja (spellcaster) school. Which one did you
lend?

Attitudes Toward Other Clans: A brief quote
daifing your clans opinion on the other Greal
Cans of the Empire.

firs: CHOOSE A4 CLAN

Find the Clan Sheet for the Clan vou want for
it character. Read the description and begin Lo
il some of the rough ideas you came up with
It Slep One,

SicoND: CHOOSE A FamiLy

Choose one of the three Families from your
gn and write in that family on your character
direl, Because you come from a certain Family,
m will gain a bonus to one of vour Traits,
ferord this bonus in the Trail section of the char-
iter sheet,

THrD: CHOOSE A ScHOOL

Now write “bushi” or "shugenja” for Profession
i jour Character Sheet. Then go down fo the
plom of your character sheet and record the
tme of your school under “School” Your charac:
I3 training in that school will give him a few
s starting Traits and Skills, Record the Traits
ke Trait section of your Character Sheet. Then
wrte the Skills in the Skill section. Skills your
taracter learns in his school will almost always
bign at Rank 1. Every bushi school teaches its
sudents a “secrel maneover” thal only they can
tize, while shupenjas learn cerlain spells.
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Record this Rank 1 information on your character
sheet under “School”

When a character emerges from a school for
shugenja, they are given a few basic scrolls 1o

work with. Each Clan Sheet shows the number of

scrolls of each element that are available 1o a
shugenja when be graduates, but he may only
select serolls that have a Mastery Level equal w
or less than his appropriate Ring plus one,

Your family does nol necessarily dictate vour
destiny; vou can, for instance, be a warrior from
the Isawa Family, You will almost always go o the
bushi or shugenja school associated with your
clan; Crab bushi tend to go lo the Hida school,
while Crane shugenja will almost always attend
the Asahing school. It is possible 1o attend anath
er Clan's school, but this 1s rare (see "Advantages
and Dissdvantages™ below),

FourTH: CHARACTER POINTS

Ornee you've finished with Clan, Family and
School, it's time w customize your character. You
have 25 Character Points 1o distribute. You can
spend your points any way you wish, but you may
not raise a Trait or a Skill by more than 2 Ranks,
Also, you may not raise any of a beginning char-
acters Traits above a 4. A Skill that you do not
have any training in at all from your School s
considered Unskilled. If you put a Character Point
in an Unskilled Skill, vou now have that Skill at
Rank 1. Remember, vou can only raise a Skill by
2 Ranks, 50 if you pul 2 CI" into an Unskilled
Skill, it will be at Rank 2, and you will be unable
to raise it any further,

= The cost for raising o Skill is 1 Character
Paint per Rank.

» The cost for raising a Trait is # Character
Points per Rank.

« The cost for raising the Void Ring is 12
Character Points.

« Raising a characters Honor Rank by one
costs 5 Character Points. Lowering o character’s
beginning Honor Rank gives the character 2
Character Points, Honor Rank can only be raised
or lowered by one,

* The cost for radsing beginning Glory 5 5
points per rank.

* The costs of Advantages and Disadvantages
are listed in the Advantages and Disadvantages
section,
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PLAYING
AGainsT TYPE

Perhaps the most
important choice you
have to nitke when
¢reating # character
is whigh Clan you.
chogle. Not becuse
Clan influgndes VOUTy
character'’s persorili-
1y the most, but :
becanse it will influ-

ence the way others

see your gharacler
the mmL

_ 'I'}-u.ur the next few
pages, we'lHbe talk-
ing ahout bresking
the Clan stéreotypesd
Breaking the Clan
caricature can be dif-
ficult for hoth player
and character, but
often times, it's the
one who doesn't fit
rigid idealistic per-
ceptions who
becomes the legend.




"LIGHT FROM
SHADOW"

A voung and bold
Crab samurai named
Hiruma Kage has
begun {0 make a
narne for himsell in
the ranks of the Hida
family. His skill'is
impeecable, his
courage is over-
whelming, and his
sense of duty is
breath-taking. He is
everyihing a young
Crab needsito be to
bwing glorvito his
ancestor's nume,

But there is a fire
inthim that burns hot
and deep, and it's the
fire of bushido. Kage

knows his Hida
cousing think he is
strange because he
keeps himself
immaculate and
practices the tea cers
emony with his
elderly dunt, but they
say nothing because
of his performéimee
on the battlefield. He
knows they whisper
behind his back
whenshe writes haiku
te the Crane conrticr
he metand fell in
love with while in
courtybut he says
nothing,

Lonr: Advantages and
Disadvantaqes

Advantages and I}ih::uh'nnlugt!x are a special
kind of way to customize your character, even
more specialized than Skills. Advantages make
vour characler stranger in some sense, so (hey
will cost CPs, Disadvantages make your character
weaker, and so they give you more CPs 1o spend
elsewhere. A character cannol take more than 10
points worth of Disadvantages. The list of
Advantages and Disadvantages is on pp, 72-77

e WOIITITJS

Everybody pets hurl, including your character,
But just how tough is your bushi? In order to
determine how much damage vour character can
take, we use Wounds. Whenever your character
gets hurt, he'll lose Wounds, To determine how
many Wounds your character can lose, multiply
his Earth by 2, then go to the Wounds charl on
vour Character Sheet. In each of the boxes, write
this number down. Every lime your character
loses a nuwmber of Wounds equal 1o the number
in a Wound Level, vou lose that Wound level and
maove down to the next one. Notice that the first
Wound level has a -0 next to it This means that
vou aren’t seriously injured, and dont lose any
dice due to Wounds. However, if you lose enough
Wounds to take you down to the next Wound
level, you'll be at -1: this means that you roll one
fewer die on each roll you attempl, Characters
will naturally heal Wounds equal to their Stamina
each day. For more information on healing, get-
ting hurt and Wounds, see The Book of Fire (p,
107)

Sx: Honor

Every character also has an Honor Trait. The
Honor Trait is ranked from 0 to 3, and it mea
sures your character’s nobility of mind and the
purity of his soul. A character with a high Honor
Trait is one who can be trusted o keep his word,
be fair in judgments and present himsell with
dignity. He is a man who has a high sense of
integrity, while at the same time is concerned
with his status when his integrity is questioned. A
character with a low Honor Trait also cares about
his reputation, but for different reasons. He never

gives his word on anything, because he never
intends 1o keep i, He will always take advantage
of situations, but will do his best not o catch any
of the blame. While playing a characier with
low Honor may seem easier, there are disadvan
tages to having a low Honor, Low-honor charac
ters are casily tempted by sly Scorpion tongues
and heavy bribes, while a character with a high
Honor would scoll at such rude attempls 10 sway
his ethics. Occasionally, characters will take o
“Test of Honor” You can find the rules for Honor
Tests in The Book of Fire (p. 104),

Characters with a high Awareness can some
Hmes gain a sense of another's Honor Those with
low Honor have the feel of a rogue aboul them,
and there is something vaguely untrustworthy
about them that others can sense. Honorable
characters have a sense of nobility and trustwor
thiness aboul them that is unmistakable; they
tend to get better deals in the market and attract
gooid people to them,

HonOoR RANKS AND POINTS

All characters’ beginning Honor Rank depends
on their Clan (see the Clan Sheets at the end of
this chapter). Listed below are the five Honor
Ranks. Each has a brief description of a character
at that Honor HRank., Players can use (hese
descriptions as guides for role-playing their own
characiers,

When a character chooses an Honor Rank, he
begins with 5 Honor Poimts in that Bank. [f he
performs an action that is beneath his Honor
Rank, he will lose a number af Honor Points, The
number of Honor Points he loses should he
decided by the GM, Minor infringements may
incur # loss as small as 1 Honor, while a penalty
as high as 5 Honor may acerue for a truly repre-
hensible act. If a character ever loses all of his
Honor Points in a Rank, he falls one Honor Rank
lower, with 5 Honor Points in that Rank.

Example: Allan’s Lion samurat feas an Honor
Rank of 3. He currently has 2 Honor Points fhel
been a bead samurail and  he's performed an
action that wonld drop him 2 Honor Points
Allan’s Lion is now at Honor Rank 2 and e has
3 Honor Poinis, represeniing the fact that he has
o start all over apain o once gain Honor Rank
5

I[ a character performs an action that is above
his Honor, he gains Honor Points, Again, the
number of Honor Poinds gained depends on the
G, but it should be between | and 3. A charae
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10 Honor Points increases his Honor
and checks off three Honor Points sl
i new Rank

Howor Rank O: "HoworLEss DogG!”
Characters with an Honor of U do not adhere
b lhe principles of bushido. They modk them,
hi ode followed by fools

haraclers cannol be (rusted,

ay anyone - even their own kin
<[y pain an advani

Hovor RANK [: "UNTRUSTWORTHY"

A Character with | Honor is still untristwor
f, but not 1o the extent of & O Honor character,
fesmen still need to watch their backs around
B, but when he can usuall rusted when
e clan is in danger, He n the impor-
e of other people following bushido, but he
musiders it to be - in the most parl - an incon:
wnience; Even though this character may gal
Hanor Points, he can still easily ignore his con
gience when it suils him,

Howor Rank 2: “WHAT 1s EXPECTED"
This is the default level of Honor for those of
e samurai caste. This character follows the ten
s of bushido to the letter. He still feels qualms
nhis heart whenever he must put his own inter
s behind the interests of the Clan, and his
wealve (s often tested character be i
mehida, but sometimes finds it difficult to act on
ts heliel. The difference between this character
id an Honor Rank | character is that every hon
take act makes his resolve stronger, making his
awcience more and maore difficult 1o ignore,

Hovor Rank 3: "ExCEPTIONAL"
The 3 Honor character was once the 2 Honor
r, filled with doubt and trepidation, Bui

ally Only the strongest temptations can dis-
mike his resolve. Because of their devolion to
behido, these samurai tend to be a little less
wutical than those at 2 Hooor, 'This samuorai
fiils even bending rules a test of will

Howor Rank 4: "A SouL ABOVE

' Wery few samurai ever reach this level of Honor
Thesz are the samurai who cannot be swayed from
lhelr duty 1o kin and clan, However, as the Honar
Namurad finds bending rules a monumental task,

e e s, Oy
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But when others
speaki poorly of thé!
Crab, he is the first 1o
draw his katana and
demand retribution,

.He is thelane light in

‘the darl shadow of
the Crab lands, und
while the other
samurai miy scoll at
his poetey and tea,

‘they know that he i

4 manel his word,
and a forcé'to be
reckoned'with on the
hattlefield.
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“PRETTY EYES

IRoN CrANE"

His. name is Doji
Kuwanan and heids @
samurai aftwo mas-

ters. The firstis

Akodo Toturi and the

‘second is Kakita
=  Toshimoko. From
Tht'u ri he learned tac-

_tics, strategy and the

secret strength that

honor brings the

heart'af the just.
Froiet Toshimoko he
Jearned the technigue
ofstriking with no
thodght,” and he also
learmedito live every
moment as if it were
his very last.

Kuwanan is one of
the most highly
respected - and

feared - Cranes in

the Empire, He has
beconié an artisan of
the blade as well as'a
tactician of greal
nate. Réeently he has
gone 1o the Crab
lands to learn the
techniques of the

Hida family and to

get a fisst hand look
ut thie Shadowlands.

At first, the Crabi

told him' his preity

o face would do him

no good in the
Shadowlands.
Kuwanan only

.y
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le. In fact, his
y to manipulate

the Honor 4 samurai finds it impc
enemies will find him quite ¢
through his rigid code of honor.
Honor RanNk 5: "STRENGTH OF A

THOUSAND ANCESTORS"
Those wha have reached Ilurlur A are the stuff

-l':mluJ to their lelly .J||L!
o give up their own life for
the safety and ‘-LulJF]l‘,- al others.

Seven: Tnsiyht and
‘\Lhnol Rank

Insight and School Rank are two Traits that

syt pumle rin e e e e m B

e a great influence on oy
s within the Empire. Insight re
how well-known your character is in Rokugan,
while School Rank determines how well you ane
treated.

INSIGHT

All characters have a total of Insight Poins,
These points give an estimate of how well |1.!'In.l'l.'-T|
the characler i is in I.nl u,_r.ln To determing a ch

point per Skill, plus an .Ju.llilrll-:l.ll [uum for ead)
rml~ above 1.

L:L!'Jk u;r I- & n al af 121 Insig

KEEPING TRACK OF INSIGHT

Whenever a character pains a point in a Ring,
add 10 1o his Insight Total, Whenever he gains 2
point in a Skill, add one o his losight, Also
remember o add a poind o Insighl when he
gains a Rank 1 in o Skill he was previously
Unskilled in

ScHooL RaNk

When a character gains Insight, he also brings
glory to his School. The more fan ;
becomes, the more \I\.I'Ll‘- 1]|| :
willing to teach him.
Schoal Rank. All samurai .ml.l .‘\hl.]_!._l
Rank 1. As a samurai or
he draws closer 1o Rank 2, When he rea
Ink.u.!hl he returns 1o his thnul .|n».| 1Iu

a new [w_hm:.u_ ) 8
any element or elements they wish,

When a Samurai or Shugenja wish 1o gain 4
new School rank, the character compares his cur
rent losight points with how many he needs o
gain a4 new School rank. If the characler has
enough Insight points, then the character retums
o his school, and the sensei must be shown his

perform at the new Rank. In
addition, the dl.t r will gain any special abili
ties conferred for increasing in rank. Some
Schoals will also insist that the student pass a les

el
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in order 1o prove his worth, This lest couald
include something as stmple as @ written exam,
| while athers will demand more esoteric lests of
the character’s skill.

Rank 1 - 150 pts

Rank 2 151 - 175 pts

Rank 3 176 = 200 pts

Rank 4 201 - 225 pts

Rank 5 226 - 250 pts

EXPERIENCE POINTS

Evervone gets better at what they do through
practice and experience, Your character is no dif
ferent. At the end of each session, the GM will
award your character a number of “Experience
Points” These points can be used to increase your
character’s Traits.

I costs 1 Experience Point o learn a new skill
at Rank 1.

To raise a Skill, vou must spend a number of
EPs equal to the Rank you are raising your Skill
1

To raise a Trait or your Void Ring, you musi
spend a number of EPs equal to five times the
Rank you are raising vour Trait to.

Eght: Glov

Glory is a Trait that will have a preat influence
an your character's interactions within the
Fmpire. Glory represents how well-known and
respecied your character is in Rokugan, All char-
acters have a Glory Rank between zero and ten.
Their Glory Rank is directly modified by their
School Rank. A character’s Glory Rank is almost
always at least equal to his School Rank.

Example: Matsu Turi has reached Ranke 2 in ihe
Akodo School, making his Glory Rank also a 2,

Characters can raise their Glory by paining
Glory Points. Glory is always awarded by the
character’s lord, When o characler gains ten Glory
Paints in his corrent Glory Rank, he is eligible 1o
rise to the next Rank. However, all promotions of
Glory depend on the character's direct superior. A
lord cannot advance a character to a Rank that is
equal to his own, In fact, many lords may be
refuctant 1o advance a character to a Rank close
o their own,

Example: Turt gains ten Glory Points and s
ready fo adpance to Glory Rank 3. Hogeener, s
bifore s plaver can make the change on fis cher
acter skeet, Turi's lord mnst acknowledge the
adrance. Until this happens, Thrt is stnck at Rank 2.

fud siailr e S LW ¢
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GLORY RANKS

Only the Emperor has a Glory of 1,

The Seven Great Clan daimyos, and the
Emperors wile and immediale family, have o
Glory of 9.

The daimyos of Greal Clan families (eg. the
daimyo of the Yasuki family), the Clan Daimyos
of a minor Clan, and the Great Clan daimyos’
spouses have a Glory of &,

The spouses of the Great Clan family daimyos
and minor Clan Daimyos have a Glory of 7

The ranks between 6 and 1 are held by samu
ral-caste characters; greater and lesser nobles,
warriors, shugenja, and sensei. Player characters
begin the game with a Glory of L

Those not in the samurai caste (fetmdi, finin,
and eta) have a Glory of 0

THE ROKUGANI AND SHAME

The Rokugani have a very interesting attitude
toward public spectacle.

They ignore it.

Il a drunken samurai is acting oul, those
around him will tend to ignore the scene, hoping
that someone of sufficient rank will put a stop to
the activily. When this does occur, the samurai
tends to give the offender a stern warning before
he takes public action, thus allowing him «
chance to save face,

Game Masters will wanl to use this technigue
when their player samurai get out of hand or decide
{o o on a Glory-smashing rampage, NPC daimyos
or samurai of distinguished rank should allow them
an opportunity o cease and desist before the GM
wipes clean all that hard-earned Glory,

k¢

Each character begins with a different *Outfit”

B e — e Y

A T

i,

smiled, set out

passed the wall and’
returned with one of
the largest Oni heads®
ever captured. Before

he proved himsell in

the Craby! ey

called kim “Pretty
eyest" Since thatday
the nicknagic has .

knowias “Kanari-

e Tetsu-tdury,” or |

e

“Pretty Eyes [ron
Crane” £/ b

o
AR
|

I'-:'_*_‘. s e i o e




e

i i i

_ Hitomr's
SLEGACY

Paradoxically, the
Dragon Clan is/best
known for their enig-
matic pature, No ong
can traly say they
understand the
nature ofthe Dragon
Clan samurai; They

@re mysterious, cryp-

tic and uliimately
inscrutable;

All of them, save

one. Hernamé is
Mirumoto Hitomi,
and there is nothing
simples than the fire
that burns'behind her
eves,

That fire is

revenge, plain and
simple. While she
has not yel graduated
from the Dragon
bushi_schools, she
has proven herself 1o
he one of the most
skilled samurai the
school has ever seen.
Her teachers remark
on her drive, her'pas-
sion, and her com-
plete lack of fear.
Theyalso show con-
eemn for the lack of
any.emotion other
than pure rage.

depending on their family and profession.

Rnsh

Basic OurriT
(All considered to be Average Quality)
Katana, Wakizashi, Bow, 20 Arrows of any
typefs), Light Armor, Traveling Pack, any one
weapon, Kimono, 2 Koku

Apvancep OuTriT

(Al considered 1o be average quality; Player
chooses one item to be of Fine Quality)

Katana, Wakizashi, Bow, 20 Arrows of any
typeis). Light Armor, Helm, Traveling Pack,
Kimono, any 5 weapons, 5 Koku
Rich Outrir

(Al eonsidered (o be Fine Quality)

Katana, Wakizashi, Bow, 20 Arrows of any
typedsy, Light or Heavy Armor, Helm, Traveling
Pack, Steed, Kimono, any 4 weapons, 10 Koku

Shugenia

Basic Outrir
(Al considered 1o be Average Quality)
Kimono, Traveling Pack, Scroll Satchel, Tanto,
3 Koku

Rich Outrair

(Al eonsidered to be Fine Quality)

Kimana, Traveling Pack, Scroll Satchel, Tanto,
1} Koku, Steed

- } L

Crab Clan
Bushi: Advanced Outfit
Shugenja: Basic Chattit

Crane Clan

Bushi: Rich Cutfid
Shugenja: Ridh Outfit

Dragon Clan

Bushi: Basic Outfit
Shugenja: Basic Chutfit

srtrbain e

Lon Clan

Bushi: Advanced Ouifil
Shugenja: Basic Outfil

hoenix Clan
Bushi: Basic Outfit
Shugenja: Basic Chtfil

(Incorn Clan

Bushi: Rich Outfit
Shugenja: Rich Outfit

| v
Example of
Chavactey

| _"C):eatlop :

4
L

Richard, a new player of Legend of the Froe §

Rings, has decided 1o create a warrior [rom the J8

Dragon Clan to play in his [riend’s new campaign,
Rich decided on the Dragon Clan becavse he |
liked the clan’s mysterious nature and wanted his
character'’s motives to always be slightly unclear |
tis the ather players.

Rich decides that a conversation with his |
friend (the G} about his character’s past is going
to be easier than writing out the answers to “The
200 Questions™ First, Rich decides that his charac
ter is going Lo be from the Miramolo family, and
be named Kuro, He thought aboul being from the
more enigmalic Togashi family, bul decided that
the versatility of the Mirumaoto was more w his
liking. Kuro is going to become a very reliable
samurai in the Dragon Clan - likable and skilled.
an able emissary 1o those outside of the
Mirumoto Stronghold.

With the basic idea of a strong, well-rounded
samurai, Rich beging walking through the cre-
alion process step by step, The first step has

B A B B e s .
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akill for his cha

een decided, so he writes Kuro's name,

family, clan and profession on his character sheet:
Mirumoto Kure, Drogon Clan Bushi”

I!.g.- deciding to be from the Mirumoto family,

P Trait, and the Mirumoto

inother +1 to any Trait

&5 L) .||i| one each 1o his Agility and

v hasic bushi traits that will make

rale with his katana and harder 1o

|||| Kuro now has a three in both Agility and

: but still just a two |r: his other Traits,

i few his Traits, the

R |'-.Lkir fraining in a

ery, Defense, Kenjutsu, Meditation,

1ja Iun . and any ane High o i skill,

be riding
il over Rokugan, Finally, before leaving the
Wirumoto school, Kuro is taught the signature
iivle of the wl: the Daisho (8 qard) tech-
nigue. Kuro's s be plus five
when he has both of his 5 hecause the
[Daishe is so hard 1o pe th an attack,
Wow, Kuro is o POinEs Lo
spend 1o gain Advantages and Disadvantages,

and o improve his traits and skills. First, Rich
ver the Disadvantages (o see if

any of them are appropriate for the vision he has
for Kuro, He thinks aboul the various disadvan-
ol | while and decides that only an
Rich and the GM

repaying. He doesn't know when the .
ily will request his aid, but he knows that fulfill
ing the request could make for an interesting
story on its own, Aflter laking the two point
Disadvi tich |1.ilh' wnd 1o IIH
oul his © : '
deciding quid
poing to be naturally IrH Tll“!r .|ru| easy 1'-‘ talk |'..II
and Greal Desting. Rich wants Kuro 1o be an
||n[1r.|rl:|r1l parl of the Legend of Rokugan, so
( il him
info Ilu'
in 1]11 u..:ru
o work an his Traits: since
¥, Rich wants him
141 lu I._EILII'I\IJ'I_:I.“L. Benten'’s Blessing was a very
starl, but he decides to add a point of

%MMHMMWWMMMWMMﬂWWﬁ%LJ-
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It was not long
agoshut the young s

Hitomi watched her

elder brothergel cut

Sdown by a Crab

samurai, Hida

Yakamg: Hitomi was
the only one who
saw the' duel, and the
‘only one whit saw @

- Yukamo's katana

' sirike her brother in
 the baglsas he
Ctemoved his armor. |

She was dlso the only
one who saw
¥akamo ridicule the
dying samurai, refus-

“ing to end his life

quickly and'mercifuls
ly. She testified 1o
these facts in court,
but it was the word
of a young girl
against the word of
the son of the Crab
Clan daimyo.
Yakamo was-excused
and Hitomi was
forced to apologize
in Yakamo [dr her
“error.’

She is o woman
driven by a single

motive, and she will £

do anything 1o, see
Yakamao at her feets
begging for his life as
her brother did vears
before.
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»as well to make Kuro very charismat- — that’s okay. The first place he starls s with his
* he had already raised his Reflexes, the Kenjuisu; like 1.';|['|uu.'|i Fure does not want
ess of 3 also means that Kuro's Alr s now  be defeated in ..-Ll[ll axi
Rank 3 Also, Rich decides on an inere in  two poi
Hirul"lh L pive Ku me bulk and make the : With his final twi
i s impressive as his smile. Rich  increase Kuros Ho

" decided against giving Kuro more than a plus one  an e hasics o 1eree |'I'u||ﬂ l:-
-‘: THis PAGE in any Trai e he wanted Kuro to be well lhu*.l. -.l t||'~. \.hnuld hi I|‘| hulu in his travels,
"EEIERIOR ‘Q'Fﬁ rounded rather than one-dimensional. Rich now ' points are all s
- TEA HOUSE. determines that since Air is the only Ring in BTTI: to fill out the character she
i = : s | which he has raised both Traits, his other Rings  didnt chin Kuros Honor Rank,

Pﬁf\ﬂﬂﬂs will remain at Rank 2 down Rank 2 for Honor and check
v |} PAGE" 'HTIRI'U‘R- . l‘-tll"h cl1l|1-nl1:lll- _ ..lr11.|11|.1.1 L'lf! points .l.hmr I.r:.-n .hu‘.' 5, K Earth Rank is o

! for Bentens B ind four maore for Great  four wounds per level, and Rich puts a 4 in L.-uh

] . W T'HI TEA Desting. The twao trails cost him 16 more, | aving box under Wounds. Like all starting charac

HOU'.IE. i only {our points left to increase his skills, but Kuro has a Glory of 1. Kuro has ¢ dard

primary  weapon  and
armor on h eet: Kum
uses 4 Katana (damage
3k2; Kuoro will add
Strength of 3 to this
1 . | \ he'll roll six damage dice
ih i keeping two) and light
armor (+% TN to be hit
while hes wearing it}
Kuros TN to be hit is a 25
15 points  for his
Reflexes, 5 points for his
light armor and another §
— = sty points for the Daisho fech:
: P nigue. [ will be quite diffi
cult for the bad guys 1o hit
Rurg, but thats a pood
thing since Kure cand
absorb a whole lot of pun
ishment.

ddventur 5 1o deter
mine his Insight, K

1

Ring

With his Daisho under

. his Obhi, Kuro sets out g
: the future of
e
"
"""l"l".-\“*' .u-u-n.-- i




Profession:
Mirumoto Kuro Bushi

. Primary Weapon
F"' e Katana 3k2

Agility: 3

Intelligence: 2 A Awareness: 3 pﬂl‘l‘lﬂfy Armor

Light Armor

{43 1o b hid)

TN to be Hit

(Reflexesx 5 + Anmor|
25

lincludes +5 for Praisho)

Skills

Archery
Defense
Kenjutsu
Void Points Spend: Meditation
Shugenja Lore
t#ﬁ’lﬂiquﬂi Commerce

: Horsemanship
uﬂi“&l“-‘ 120 ] Daisho: +5 TN to be hit

Stamina: ? Shung;\ﬂt: 3
Witlpower: 2 Perceplion: 2

15‘50#‘: .Mirumuln ﬂﬂﬂﬁ: 1

Advantages/  Glory: | ) |
Disadvantages (1111113 d

Benten's Blessing 3
Greal Desliny 4 Momor: ?
Brash 7 KIXIXXX 0]

Experience Poinis:
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| koku (gold) = 5 bu {silver) = 50 zeni {copper)

MiscELLANEOUS EQUIPMENT
Backpack, wicker 3 coppers
Basket, large 5 coppers
Basket, small I copper
: " Books and Scrolls Averape: 1-10 silver
'PICTUREDY, i Fine: 2- 10 koku
THIS PaGe iShugenja use the fine varicty.)
A “"l;ngﬂ ol s i!:ﬂw;.'vl":i Fai 2 silvers
iy i Candle L1 coppers
B. E“"dﬂg“ Ay : ¥ " ’ Chest, metal & silvers
R o Chesl, wooden 2 silvers

"l 41 _ _ . Chopsticks (ivory) N coppers
Teat/po . Samurai seldom pay for anything. I they want Cloth. silk bolt 3 ki
il E  comething they take it or they command their g
i i Pﬂpﬂllﬂﬂm SR peasantry lo make it for them, However, with the
“F. Silk rope e rising power of the merchant class in Rokugan,
| 6. Fish: huﬁ’lis !llt‘m:-i of hf;zh:-r quuh.l_lr' are _{wi.lnung inlo d::mzmd.
When characters receive their Outfits, they'll want
H. Net to know just what a “tanto” is, Here is a list of

B cquipment available to samurai and shugenja.

Drice and dice cup 23 coppers
First aid kil 3 silvers |
Fishing kil {includes hook, net, ete) WP coppers
Flint and Steel 15 coppers
Furoshiki sack | copper |
Crames (go, shogi, elc) 1 coppers and wp

. ] [ron |.'|.l1h:nl Tt Inro (medical ki) | silver and up |

Lantern, metal 4 silvers |
|. Water uhla j
T“ i =i i Lanlern, paper | sibver §
K. Fitestarter kit Lantern ol 3 coppers |

.":L- Wicker back- "lr"|i_.l'rtll', simall G osilvers |
pack Mirror, large 2 koku

M. Siraw hat
_ N. Straw rain cape
i

0. Cooking pot/
|id.-".~ipui._|tl:-"_t'~_‘.ulk; _

). Iran bound box o
R. Candles

5. Basket

T, Straw mat

| R i wl A
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Y Musical instruments 1-3 silvers
SMmisen
hiwa
kokyu
[t
drum
| silver
¥ 13 copper
Quive 20 coppers
Rope, braided hair 4 coppe
tope, hemp
Sumi-e {writing) box
Swired st
Travel

er

1 silver — 1 gold
ck 5 coppers
N (dried rice and fish wrapped in rice paper)
Umbrella 2 silvers

CLOTHING
A clothing is listed with ils "a
Nohle clothing can be much more ¢

Hakama 7% coppers
Hauri 23 coppers
Kimone (includes obi}
b pouch (LTS
Sandals Ml coppers
Silk cloak 75 coppers

| silver

L [T} e i et it T

T T e T

“fine,” This me
than regular items,

For instance, a Fine Quality katana has a DR
of 4k2 rather k2, and no Crane diplomat
would ever be seen wearing a “normal quality”
kimang {oul of fear that his GM may penalize
his next Etiqueite Roll),

Fine quality items tends 1o be 5 times o 10
( ive than normal quality
; ry leasl, impressive,
and - sometimes - more uselul,

WHAT IS THIS STUFF?

Furoshiki sack: A bundle of fabric folded and
(thrown over the shoulder; used to carry small
items.

Inro: A small, sepmented box used to carry
personal belongings.

Samisen: A Rokugzanian guitar.

Biwa: A four-stringed lute,

Koto: A thireen-siringed harp,

Kokyu: A three stringed fiddle,

Tessen: Fan (often metal and edged)

H : Divided skirt jonly worn by men

e ¢t et 4 e b e i e b e e e e

;
Chavactors:

y =

e

N W b =

holder

ITEMS
JPICTUREDY
THis PaGE

VR Arraw guiver

ceaith raip gover

B‘ w mnd I|.. 4l
o Drum

D, Umbrella

S 1

S S

F. Mifror

" G. Fand! |
H. Samisen id
pick j

(51 Food h'u._wl and
lid with chopsticks
|. Dice and cup ¥

K. Sake sel
L. Scrolls
M. Silk bolt
N. Flute

0. Go game
P. Tea sel

). Bow hl:ﬁng

R. Inro

1




The Rokuganese
word “on” means
“face,™ or “reputas
tion” (as in, “Putting
on your best face®).

. For the purposes
Sebsimplicity and
clanity. we have
divided on into two
traits: Honog ami
Glory.

Acharacters

Hanor cain be besi
defined a3 his seli-
esteem and self
worth. Tt is s condi-
dénige in his own
abilities. When a
character takes an
action that would
cause him an Honor
loss, he is literally
destroying his own
confidence in him-
seli, Lowly.acts are
casy; honorable acis
are hard. That's why
its easy to lose
Honor and difficult
e gain il

Glory, on the

other hand, is how
others view your
charaeter theough. his
reputation. When
your charagter mis-
hehaves in public, it
is & loss of Glory,
Secretiveshameful
acts will only cause a
loss of Honlor.

I e o T T
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Every skill has the Trail the Skill is most often
used with and the mechanic that is implemented
when the 5kill s vsed, It will save time while
playing to list the total number of dice that will
be rolled along with the name of the skill on your
character sheet. Remember that the listed Traits
and Rings are only the most commonly used
traits for a particular skill, and the gamemaster
can choose any trait when asking lor a roll. For
maore information on how o make rolls, see The

Book of Fire.

Mugh Skills

bl
These Skills are honorable for those of the
samural caste to practice,

ACTING (AWARENESS)

Characters with this Skill have training in the
ater. There are two kinds of theater in Rokupan:
Kabuki theater and Moh theater. Kabuki theater is
flamboyant and full of action and color, It s
“samural” theater, lelling the great and tragic tales
of lords from the past, Noh thealer is not Kabuki
theater; it is quiet and subtle, with lighl music
and litlle movement against a black backdrop.
Characters must choose which form of theater
they are trained in. Most characters will probably
be more interested in Kabuki theater.

Characters with the Acting Skill gain the abil
ity to disguise themselves (ninja often use Acting
to disguise themselves as geisha). Characlers with
Acting can convince others they are not of the
same caste, profession or even gender. Using
Acting in this manner is usually a Simple
Awareness + Acting Roll with the TN being
another character’s Perception x 5. If the character

e i g e, b s e L b it

i el S 0,

has to actively engage in conversation while in
disguise, the Simple Boll becomes a Contested
Rall.

BaArD (AWARENESS)

This is the Skill of telling a story well
Storytelling in Rokugan is an ancient {radition.
Every lord has a bard in his court, telling tales of
samurai of long ago.

CALLIGRAPHY (PERCEPTION)

Calligraphy, or shogeaks, is the arl of writing in
the ancient language that was given 1o man by
the Fortunes. A character with Shogaku can read
and transcribe the ancient serolls in the shugenja
school libraries.

COuRTIER (AWARENESS)

A character skilled in Courtier knows all the
ing and outs of courl lle. He is aware of who is
making the power plays, who is in debt and whe
pulls the strings.

Dance (AGILITY)

There are two styles of dancing in Rokugan:
court dancing and lolk dancing. Court dances are
performed almost exclusively by women. Folk
dancing is performed by the peasant folk, both
men and women alike,

ET1oueTTE (INTELLIGENCE)

This is the Skill of knowing what (o say and
how to say it A character with Etiquette is confi
dent in his social skills, and never makes mis
takes in fromt of the wrong people. This is a very
important Skill for those who wish (o spend time
at court, for the court of Rokugan is very formal
Demonstrating a lack of concern for eliquette
demonstrates a person of low character

HERALDRY (PERCEPTION)

A character with Heraldry has studied the ban-
ners and sigils of the Clans and Families. With a
Simple Perception + Heraldry Roll vs. a 20, a
character can know one of four things aboul a
person when viewing their banner: 1) their name;
2} their Clan and Family; 5) their Honor Hank;
and 4} their Glory Rank. With every Raisz, the
Herald can know an additional fact from viewing
the banner. (See The Book of Earth (p. 41) for
details on how o make Simple Rolls)

HisToRY (INTELLIGENCE)

This character has studied history and is famil-
iar with all the pertinent events that have led up
to the current political situation,
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1 HORSEMANSHIP fAWAREMEss OR

AGILITY)
Samurad are master horsem
T who has Horsemanship kn
| horse,
shoot a bow from horseback.

| HUNTING (PERCEPTION)
| A character with Hunting
skilled in-all manter of autdoor
skills. He koows falconry, how
tor track, how 1o make a fire, sel
| up camp, &tc

| INVESTIGATION
When on a crime scene,
this character jwith
Perceplion) knows where to
look Tor clues, how e put dis
Logether
cet and  (using
how fo inter-

Facts

Law

(INTELLIGENCE )
This character is
familiar  with the =i
inner  workings  of
Rokugan's legal system
He may argue cases with
magistrates, defend or prosecute
ed and write up legal
rtracts.

LORE (SHUGENJA,
SHADOWLANDS,
Buswipo, ETC.)

(INTELLIGENCE )
There is much o be learned
whout a variety of subjects, and
s skill is the general knowl-

g of those subjects, A character
eet, bt
fa Lore and Shadewlands

ecialize on any sul

are among the most
FH['IJLJF in Rokugan at this
fimie,

HIDICIHE (INTELLIGENCE)
This character is familiar with the medic: Ve

firacti
e wounds Lo make ceriain the

how to fight [rem horsebs

fused to center energies) and acupuncture
MEepiTaTioN (VoiD)
A character with the Meditation (Za-zem Skill
can make a Simple i

en. A character
how 1o ride a
wk and how to Roll ws. 200 to gain back all his spent Yoid
Points. Meditation requires  complete,

¢
\” . 1-:—-,{;,. II undisturbed  silence for one hour to

s ' | complete,

4 \

1 Music (AGILITY AND

\ AWARENESS)
This is the Skill of playing musi
cal instruments. For every Bank
taken in this Skill, a character
may learn another musical
instrument. The § a wide
bodied flute; the fue is o very
popular long, bamboo [ute; o
fichinifd is a double reeded
Mute, not unlike an oboe; a
fote is the lapanese zither,

S ¢ s the

lute instrument;

and san-ko are the three
drums,

While plaving an instru
mert is a demand on the
characlers manual dexterity

(Agility), il 1

on his :

and harmony | Awareness).
When a character plays an
instrument, he must use the
lower of those two Trails,

PAINTING

e ARSI

PERER R - 208 he gl i

||,..m||ulmml|.'uupu:||u

ey ]Mm‘mfmﬁfm

lAr.'lHiIHIIHIIIIHIIIII‘Iu i llll‘th

PRI I L

] "HIIII'IIIIIITIHHII
l“"rllpl-t!-:!. -L.' F

1!'

o {INTELLIGENCE )

This is the art of sponia

_'i. neous ink  painting.  Many

s samurai oare in this

; painting style, [t is done briskly

Wy and without forethought, relying

Y : entirely on intuilion and inspira-
_} r tion, much like iaijutsy,

ity POETRY
= (AWARENESS)
Haiku is the !flru
line, 17-syllable style of poetry, Agai
popular with samurai for ils concise .:||||J
impromplu nature.
y don't become

alected. He is familiar with massage techniques

R
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characté tolose B

“be honorable, thus © ¥ i

__glory unless he per-
Torms deeds of hon-

OnN i \ l|
CConTinvEDY |

However; buoth
private and public
acis will ghuse a

confidence in his
own virlue, Agthe
continuesdo [H;:rflJH'I'I
aets viewed aslowly |
or base, he will
doubt s ability to §

miking if even mored|

dificultto act |
aceordingly. ga -
Honor and Glry {
are very closély ]
linked to each othefy ":'

almost to the poinl
of being co-depen- '
dent. A samurai can-
nol be honorable if

he does not perform 1
deeds of great glory,
?

and he eannot gain

orable accord. | i
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SHINTAO (INTELLIGENCE) Tummsv (INTELLIGENCE)

This is the study of the Tao of Shinsel the Characters with this Skill are familiar with af
puiding philosophy of Rokugan. Note: A charac-  the rites and practices of worshiping the many
ter cannot have Traits higher than 5 without also gods of Rokugan. Religious services are highly |
having at least a Rank 3 in this Skill. formal, and improper procedure may draw wrath
SINCERITY (AWARENESS) fromn the gods. . af Teast, thats what the people of

Rokuzan believe.

The mllulth |r! Kok u,'_'.un do not mlui honesty, ;

ScHooL m;‘.,-(. e e
Tws. Grofivy,, aying bhl‘k’l Okills

{ ’ ) 2 . : PR, are |||u. Skills taught 1o fighting men,
! When a saniurai’ o T:n Emrmuur an‘_l :

gains prestige in his . The tea ceremony is far from simply brewing ) won” |
school, he also gains A0 al desi [ katana and wakizashiy must be learned as
4 ; ;prﬁﬁmhi society, mind aof « le concerns, T ; arale Skill, The Skill "Bao Stick”, Tor instance, I
I S H{I\'-'EFEI just 0 [ it of distracting tho [ 1 used when a character tries o strike another with
il hmmu wmurﬂk i [ Y .~.|1h this Skill to ab Skills that require a little explanation
h-L‘-th- i erfo B any (a ._"3|||||_I|_I_ Yoid Tea ilike Archery and Tessen) have text for clarificy

@ the cotrt d'?ﬁﬂﬂt g Coremeny roll) and all involved (up to the skill — fion
-mean he Eﬂlﬂl!ﬂ'ﬂs' B Rank of the performer) will gain back a single ARCHERY (REFLEXES)
tige in"his senseil§ spent Void Point. Charioes itk Arehosy (ki
[ It ticed in the Skill of shooting bows. However, the
Whenevern samu-
. ral.gains a h{huu]
Rnnk, hiy Glory Hanh

alée jncreases by
one. This reflects
~ Rokugan's apprecia-
tion of the military
arts. However, when
he gains a Glory
"Rank, his sensei does
not automatically
begin teaching him
“the next school
secret, He has o eam .
that through blood, ™"
Uswedl and bruises,
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sivle of kyujulsy s very sponfaneous, relying on
instinct rather than aim. “The arrow knows the
way" s a common phrase among archers of
Rokugan, Characlers use Reflexes + Archery
whien Tiring hows,

ARMORER (EARTH)
This is veoredi-ser, the Skill of making and
| repairing armor, While this Skill is technically o
| Merchant Skill jand is listed again in the
Merchant Skill section), it 4s one of the moest hon
| orable of all Crafl Skills.

ATHLETICS (VARIES)
Running, jumping, lifting and similar physical
activns [all under the jurisdiction of Ahletics. IF
| character is running, for instance, and wants 1o
lest his speed, he uses Rellexes + Athletics
However, iF he wants to test his endurance, he
| would roll Stamina + Athletics. Athletics is a
Bugel Skill for Samurai-caste characters, and a
Low Skill for fedeeern and finin,

BATTLE (PERCEPTION)

This is the study of warfare. Characters with
Battle have studied the successful strategies and
tacties of famous battles and the philosophies of
war, This skill is used both for large-scale batlles
and for smaller skirmishes,

Derense (AGILITY)

Every character knows how lo get oul the way
ithat's their Fire Ring). This character knows how
to do il elffectively, Any character who does not
purchase at least Rank 1 in Defense cannot make
{he Full Defense Mancuver.

IwwTsy: HAND=TO~HAND
(AGILITY)

finguetsa is the art of fighting with bare hands,
Lozend has il that Shinsei broughit this skill with
bim from across the mountains. Damage from o
Hand-to-Hand strike is Strength + 0k {see Book
of Fire for details),

lawTsv

Those who practice Taijutsn practice the arn of
the “faat draw” laijutsu is enly pracliced by samu-
i and kalana are the only weapons that are
used. 1t 45 a formal duel that must follow explicit
rules, wr the offending party is dishonored and
eupected 1o commit sepprfki.

A samurai with his sword inils saya must gse
(e Taijutsu skill iF he wishes 1o attack in the cor-
rent round of combat, or must spend the round

drawing and preparing his weapon, A drawn
weapon cannol be used with the laijutsy skill,

Twn samural stand a few feet aparl with their
katanas sheathed, Then, in a furious explosion of
motion, both suddenly draw their swords and
altack, The rules for [afjutsuy Duels can be found
inn The Book of Fire (p. 108),

Kenwtsu (AGILITY)

This Skill i used when a character is using a
katana, wakizashi or any other weapon listed on
e 122,

War Fan (AGiLiTY)

The fesser, or war fan, is an iron-ribbed fan
that has two purposes, It s used as o hando
hand weapon, typically 10 parry strikes from
unsuspected attackers, 1 is also used to give silen
signals on a battlefield, To give signals on a batl-
Hefield is a Simple Agility + Tessen roll

WEAPONSMITH (EARTH)

This is the art of making and repairing
weapons. While this is also a Merchant Skill jand
is listed again 1o the Merchant Skill section), it is
one of the most honorable of all Craft Skills.

WRESTLING (STRENGTH)

This s swmad, the forerunoer of sumo
wresthiong: 1t is a sport rather than a lethal skill
Using this Skill, a character can throw his oppo
nent with o successful Contested Strength roll, I
his opponent is thrown, he most make a success
ful Stamina roll at a TN of 5 % the Strength of the
thrower iplus 5 for each Raise of the thrower}, or
he is stunned and can take no action next Round

Mevchant Skills

These Skills are used by those who are not of
the samurai caste, While 1t is not dishonarable 1o
use them jexcept Commerce) it is not honorable
ta use them, either,

ARMORER (EARTH)

This s poraised, the Skill of making and
repairing armor. While this Skill can is lechnical
Iy a1 Merchant Skill jand is listed pgain in the
Merchant Skill section), it is one of the most hon
orahle of all Craft Skills

COMMERCE (AWARENESS)

This is the Skill of bartering, handling curren-
oy and merchandising. [t is dishonorable for a
samurai o practice this Skill,
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'ScHOOL RANK,
GLory. HONOR,
AND INSIGHT

A s_ilruliﬂt;l.l. for-

winal society like
" Rokugan has quite a

few social “ladders”
that people océupy.
Here's theguick vers

- sion ol these four
slas,

Scheol Rank rep-
resents how well
your churicteris,
trained The more he

dknows, the more
powerful spells or

abilities he leéfirns.

Glory is your
character's renown in
the Empire. It's based
on his School Rank
(prowess is n:ﬁut:::tl:d}.
but can also be
increased on adven-

tures by doing great

Honor is how
closely youreharag-

_ter follows the code
Yol hushido. Dishon-

orable acts can affect
vour character's
Glory as well.
Finally, Insight is
based on yourchar-
acter's stats. ., "and:
when they gel high

s enough, e can

return Ba his school
to gainidhe pext

“i8chool Rank.

{1

"
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“LITTLE
TurTLE"

Her cousin called
her that name; but

Shiba Tsukine didn’t.
mind too much that

she was shy. She was
always.quiel, butalso
watchiful. She pre-

fetred to stay.on the,

gdge of the room and
watch rather than
dance and sing and
subily fliet with the
“bioys the way her
Isawa cousins did.

When it came

time Toeher to attend
bushi*school, she
used her observa-
tions to learn from
her classmates' mis-
takes, When her sen-
sei said, "You will
learn all you need to
know from watching
vour enemy,” she

nodded quietly'te!

herself,

Al her gempukku

ceremony, Tsuluney,

learned much from
waiching. She had
learned how to watch
the breath of her
enemy Lo anticipale
an attack. She
learned how 1t sense
7, the engrgies of the
shugenja of the

Phoenix Clan - ™

¥/
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CRAFT

This Skill covers many ditferent areas. It is the
Skill of making, Every manner of craft can be list-
ed with this Skill, except Armorer  and
Weaponsmith, which are regarded above all other
Crafis. Samples of Craft Skills include: Farmer,
Cook, Potter, Gardener, Shipwright, Brewer,
Carpenter, Cobbler, Fisherman, Seamstress/Tailor,
and Mason,

HERBALISM (INTELLIGENCE)

This Skill is the peasant version of Medicine. Tt
is used 1o cure wounds and heal maladies, Instead
of acupuncture, it uses herbs,

Locksmit (AGILITY)

This Skill net only allows a character to make
[isckes, bud to break them. When a locksmith creates
a lock, he makes a Simple Apility + Locksmith
roll. This sets the TN for the Lok, When another
Locksmith attempts 1o pick the lock, he must make
a Simple Roll vs. the lock’s TN,

WEAPONSMITH (EARTH)

This is the art of making and repairing
weapons., While this is also a Bugei Skill jand s
listed again in the Bupei Skill section), it is one of
the most henorable of all Craft Skills,

Low Skills

These Skills are dishonorable for those of the
samural caste 1o use

ATHLETICS (VARIES)

Running, jumping, lifting and similar physical
actions fall under the jurisdiction of Athletics, If a
character is running, for instance, and wants (o
lest his speed, he uses Reflexes + Athletics,
However, il he wants o test his endurance, he
would roll Stamina + Athletics. Athletics is a
Bugei Skill for Samurai-caste characlers, and a
Low Skill for feimin and hivin,

FORGERY (AGILITY)

This Skill allows a character 1o lorge official
documents, letters, ete. When forging a document,
the forger must make a Simple Agility + Forgery
Roll. This sets the TN for the document. When
another character views the document, he must
make a Simple Perception Roll (sometimes sup-
plemented by Law or Investigation, depending on
the GM) 1o beat the T™ of the docement.
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GAMBLING (AWARENESS)

This is the Skill of professional gambling. In
other words: cheating. The Trait 1o use with
Gambling is Awareness. To detect cheating, a
character must make a Contested Perception +
Gambling roll against the Gambler's Awareness
+ Gambling,

Poi1sON (INTELLIGENCE)

A character with this Skill will be able to
detect, analyze and use the various poisons avail
able in Rokugan.

SEDUCTION (AWARENESS)

Honorable women do not act seductively, That
activity is lelt 1o geisha. Seduction wses a
Contested  Awareness + Seduction Holl s, the
opponent’s Awareness.

STEALTH (AGILITY)

A character with Stealth (sfinob)  moves
silently through shadows, unseen by the casual
observer. To use Stealth, a character must make a
Contested Agility + Stealth roll apainst another
character’s Perception,

TORTURE (AWARENESS)

The use of torture is dishonorable because it
involves touching blood, sweat and dead fesh
When wsing Torture, a character is trying 1o
extract information from the tortured character
using pain, Torture is 0 Contested Awareness
Torture Skill vs, the opponent’s Stamina [deducl
ing a numnber of dice equal to his current Wound
Level, of course),

Advantages
and
advantaqe

Advantaqes

Fach shows how many points you need b
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spend 1o pain the Advantage,

AssoLuTE DirecTion (I POINT)
This character never He adds twn

dice to any rolls invelving direction, mapping or

finding his way out of a Shadowlands crept.

ALLIES (VARIABLE)

You are comected. For oevery 2 Points you
spend on Allies, you can gain o single Minor Ally,
and for every 4 you can gain a Major Ally. Minar
Allies are Tolks who can et you lezal things like
food, shelter and perhaps a small amount of
moeney. A Major Ally can get vou things that are
slightly less easy 1o acquire - like fake travel
papers, audience with a daimyo or o quick mid-
night ride out of the Provioee

AMBIDEXTROUS (3 POINTS)

This character may use both hands without
penally. Any character who does ool invest in
Ambidexterity rolls two fewer dice when using
his ol hand.

BENTEN'S BLESSING (3 PoiInTs, 2

POINTS FOR CRANE CHARACTERS)
I’L'upll' are atlracted 1o you. 0 may be vour
locks or your charm, or may be bothe You just
have that certain “something”  Whenever  you
make o roll involving persuasion, keep an addi
liemal die (twar il they are attracted 1o vou already),

BrackmaiL (GLORY OF

BLACKMAILEE)
Yiou have a Bit of information or evidence that
you can hold over sotmeones head. Because of

zits losk

this inlormation, you can gain advantages ower
the guilly parly. The cost ol this advaniage is
equal o the Glory Rank of the individual, This
Advantage costs one poind less than wsual for
seorpion Clan characters, Keep in mind that oo
one likes o be blackmailed..

DeatH Trance (3 Points, 2

PoiNTs FOR LiOoN CHARACTERS)
This samural understands that death has no

hold cver him, and has taken the philosophy of

bushido o heart, When he Taces death, he enters
into & thoughtless trance thal gives him greal
courage in the face of adversity. A character with
Death Trance automatically suceeeds any Fear test
CLEaR THINKER (2 POINTS)

[t iso't easy to drick wou. Whenever another
churacter tries 1o conluse, befuddle, or e o,

add L0 to the Targel Number
DiFreRENT ScHOOL (5 POINTS)

This character did not ge 1o his Clans bushi ar
shugenja school, hul was instead an “exchange
student” al another Clans school. This requires
the prospective student’s family o cash in a num
ber of fovors, aned may have some effect an oth
ers’ pereeption of him: o Crab bushi who studied
il the Kakita school would almost certainly be
mocked by his cousins, This Advantage mayv only
be faken once.

GrEAT DEsTiNy (4 POINTS)

When this character was born, it may have
bieen thal the stars were alipned just right, or a
birthmark was in just the right shape, but the
ancestars smiled amd a Desting was created fir
this child. The preat wheel moves this character
showly and surely towards this desting 10 this
character takes damage that would kil him, he is
reduced  instead 1o a Wound at the
Uneonscious Level The Seven Fortunes will anly
protect o character in this manner onee per story
The GM will decide what the Great Desting is,
buit need never reveal i o the character, Onee the
Desting has been fulfilled, these points are turned
inte another advantage of the GM% choice,

HicHER Purrost (2 POINTS)

You have dedicated vourseli 1o a single goal, a
single ohjective. Whenever you lake a step toward
achieving your Higher Purpese, vou gain an exira
experience poinl see “Hxperience” below) at the
end of the session

INHERITANCE (VARIABLE)

You have been given an ancestral item ol
some sart, This flem has been carried by your
ancestors and its spirit has become more power
ful thain a normal item. The cost in points and the
nature ol the item must be agreed upon with the
CiML but even a minor magical fem would cost 2
or 5 points. A Clan’s Ancestral Weapon or Armor
might cost 240 poinks or mere,

INNATE ABILITY (3 POINTS)

When o shugenis has ganed mastery over o
spell, he is able 1o complete the meredibly com
pley sequence ol motions and meditations That
are required 1o appease the spirits and manipo
late the elements withowt the aid of & scroll. Tar 5
Points. a shugenja can begin the game with one
spell as an Innate Ability. The shugenja no longer
needs 1o have the spell scrall in front of him 1o

dnele
single

tnﬂﬂh U]ITIJ]HHIII-‘:
‘i promising prodigl

i daimyn
imimediately put her’
Win comifiand of a
small squadron of
samural, [

¢ SLittle Turtle” is
now all grownupy
i while she is sl
as silent as gver,
those who have met
her on the battlefield
or on the other end
of her faithful nagina-
ta have leamed never
to underestimate the
silent samurai-ko,
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My SisTER'S
WKEEPER

would not

Em pemr'a court,

Aramoro loves his
brother, but more
importantly, he is

Bpilso in love with his
brother's wite - lus

late his hrof
trust, he cannot
ﬁr.-thﬁthe L:assmna

"
i

of h desire%

Heisa man m_

between his duty to'

 clan, to hm family
d

bttt

cast the spell I the shugenja casis the spell from
a seroll anyway, the spell is even easicr and (he
shugenja is given a Free Baise, A shugenja can
havee any number of spells mastered as innade
abilities, but canoet memorize a spell unless his
Ring Rank plus his School Rank is equal o or
greater tan the Mastery Lovel of the spell. (See
the Book of Air Tor more details on spells

Knarmic Tie (1-5 PoiNTs)

The Rokogani believe in reincarnation, that
every soul lives o hundeed thoosand lifetimes,
When yon mee the relationshipis)
vinrve had in past lives influence your reaction to
thermn in this life. You feel uneasy around the peo
ple you've had bad relationships with while vou
leel comfortable arounid these you've had good
relationships with,

IF you purchase a Kharmic Tie, your character
has Found someane they are connected with from
a past lle. Your relationship depends on the
amount of poinls yau invest in this Advantage.
Par every point vou invesl (up o 5), vou 1Ty,
once per game session, roll an additional die
when you are fighting lor ar protecting your e,
You do not get o keep the additional dice you
rall,

LARGE (2 PoinTs, | POINT FOR

Cras CHARACTERS)

You are big. The average Bokugani is approxi
wately 3767 1o 5787 wall You are anywhere fram
0" 1o 6757 This s both an advantage and a dis
advantage, Whenever you engage in social situa
tions, vou roll one die less. However, all damage
i1 die

Luck (3. 6. Or 9 POINTS)

Far every level ol Luck, you way reroll one
unsaceessful roll during a session,

MacGic ResisTance (2. 4. or 6
POINTS)

For some reason or ansther, you are highly
resistand e spell effects, For every two points
spent an Magic Resistance, any spells that targel
voul add 3 1o their T,

PERFECT BaLANCE (2 POINTS)

Yo roll an additional die whenever perlorm
ing actions involving balanee,
Quick (3 PoinTs)

Youre just faster than other Tolks, When deter-
mining Iniliative (see “Skirmishes™ in The Book

SO0,

riflls are al

ool Five, p. 1051 roll two dice and keep the highest

Quick HeALERr (3 POINTS)
You heal wounds as i vour Stamina were ane
Rank higher

Reap Lirs (2 POINTS)
With a successful Perception roll, you can read
the lips of anyone vou can see

SENSEI (VARIABLE)

You and your-sensed have developed o bond
that makes you inseparable. You would do any
thing o proteet your sensei and his school, and b
wiald do the same, The cost of o sensei depends
a1 his skill, Your sensei will not be able to aceom
Pty youon journeys b has responsibilitics. afler
ally, but he will be able 10 assist you in other ways

1 Point = A sensed withy moderate skill ifank o 3

3 Points = A sensei with great skill (Rank 3 or 4)

3 Points = A sensei of legendary skill (Rank )

SociaL PosiTioN (5 POINTS PER
Rank)

A character who has additional Social Position
gains a bonus o their Glory, and therefore {o
their position within Rokugan society, This wn
come {rom being elosely related 1o a Daimyn jor
even the emperor himselt), or possibly Trom hav
ing o gread omen appear when vou were born, ele |
The player shaold note exactly how this advan
tape is gained,

STRENGTH OF THE EaARrTH (2, 4

or 8 PoinTs)

A character who has the Strenpth of the Farl
may ignore sonte elfects of Wound Levels on their
rolls, The Wound rnk penalty is decreased by i
ane die tor every level of Strength of the Farth,

TRUE FRIEND (VARIABLE )

True friendship is o rare commodity in
Rokugan., You and your NPClriend have gone
through much wgether, and would o anything
fore each ather. Having such a friend is a blessing |
but alsn demands great devotion and lovaly. The
cost for g True Friend depends on his influence |
and his devotion. |

fnlluence

L Point. = A character of minor influence
samural withent land or political position),

3 Moints = A character ol some influence @
sainurad with land and/or polilical position),

5 Paints = A character of great influence i




Dezeentiomn
L Paint = Your Triend would go out of his way
C or vou, but would not risk Tamily honor,

§ Points. = Your [riend would risk family
fiomor o abd you, bul would do s secretly,

3 Points = Your [riend would do anything o
| aid vou,

Voice (2 POINTS)
A character with Vioice has | addditional die Tor
any rolls invalving speaking

Wnr OF THE Lanp €2 PoinTs, |
| POINT FOR UNICORN CHARACTERS)

You know vour heme provioce like the back of
| vour hand. You pever get lost and know all the
hest travel roudes. Characlers may also purchase
| his Advantage for other provingees,

 Disadvantages

Disadvantages are worth points; when wour
| tharacter takes one, be guns the number of char
| cter points listed. N characler may gain more
[ham ten paints fram taking Disadvantapes,

Bap FORTUNE (I POINT)
| A character with Bod Fortune puts his fate in

the hands of the GM. The Game Master makes a
seered rall on the table below (or just chooses one
il the aptivns). Some of the resulls are abvious
| evil eve”) allergy, ete) but athers are less so; Yoo
may not take this Disadvamtage more than onee,

Few ol the outeomes on the list below have
any elffect an game mechanics, bl all can cavse
le plaving challenges, You have been warned!

BAD FORTUNE TABLE
I somenne s seeretly in love with veu and
will gt great lengths oo mess up vour cur-
rent love lite (il any) to make room for their
allections.
2 You have a disfigaeing scar or Dirthmark:
the mark of Being born under a bad sipn. fust
uching you can couse bad lock. Good Tuck
setling o massage.
3 o lack ame dem Trom your standard outfil,
4 You have an allerpy toa common ilem
Tohacen smoke, sushic sl and cotton are aly
good examples
3 You have the ® evil eve” (one of your cyes
is discolored), People avoid vour gaze and
whisper about evil spirits as vou pass by,

b Che ol these days, one roll - a very impor
tand roll - is going e Fail completely. You
wort't even wreed oo make the roll. You won’)
gel toowse Luck or any other mechanic 1o sal
vage the situation, s your desting, Aceepl i

7 Yen hie anoenemy in another Clan, Yo
wor'l even know  youve  developed  his
cnciny until i's Gar too Tate, of course

A Your Tather has accrued a great gambling
cebt that you will Tave 1o pay ofi. Soon. Yery
SO

9 You just haven't zotlen the hang of one of
your Skills just yet. AN for one Skill are
al =3 You may spend one Experience Paint L
vl ric of this Bad Forlune

£ Rl arzain twioe om this table: ignore this rel]

Bap HeattH (3 PoinTts)

A character with Bad Health has his Wound
Ranks Fpured as if his Stamina were one Rank
lower, A character cannol take this disadvantage
il his Staming is 1.

Bap RepuTaTioN (2 POINTS)

You've already earned yoursell a bad repula
lion in Rokogan, Whenever ather samural see
you, they add a die o the recogmition mell, bul
they begin with o bad impression of your charac
ter, You shauld choose o single word fo define
YOuE Tepntation

BENTEN'S Curse (2 PoINTS)

There is just something about you that vthars
find repulsive. Add an additional die weany fear
ar intimidation attempts, bul subtract twae dice
from any attempis ab cordiality or eligoelie,

BLack SHEEP (5 POINTS)

You've been ostracized Trom your family, You
havve no fmily Hes - altbeugh you may purchase
some wilh the Allies advantage. Any samurai
Frovm yomr Clan whao see you are expected fo treat
v as i you were efa (so don’t po offending them
ar vond'll find yoursell o duely. You may nof
attend vour Tamily school beyond Rank 1 and
must find another school to attend.

BrasH (2 POINTS)

Characters with this Disadvantage are ot
headed. They seck o avenge any slight on thear
hopor, they must make an Yonor woll (T = 2
in order o keep congral,

CanNT Lig (3 Points)

A character with this Disadvaotage just can't

THE UNICORN
Wao CovLpw®™
Ripg

"y
Unicorn lans, shave,
his head and beconie
a monk.

When he returned
to his Clan many
vears later, he was
schooled in all the
arts and sciences and
was & skilled speak-

“¢r. The Unicorn had
use for such p man
and they senthim ©
{again) far from
Uni¢orn lands. Now
as the Ambassador to
the Emperor's court,
he cannot trifthfully
sagfie hies no illawill
toward his Clan, but
being theanly *civi-
lized” Unicogn in
Rolkugan dives have

its advamlages.




hns Iong held the
posi @ of m"m:ﬂ.-m.

advisors '@

hnp,n has always
held the role of

aimyo. Secondly,
hey believe fervently
in the strength of a
samurai's rage rather
than his reason -

" making them quite
the contrary to the

Ahiogos.

Mntsu Tsuk
thg current daimyo of
the Matsu family and

resentment if), her

heart toward the'

lrreprnu{.huhle

pniltﬁul machina-
tions of the Crane,
and Irtﬁ;er eyes,

tell a gond lie. Whenever he tries, he [ails; the
party listening doesn't even need o make a roll

CHEmicaL DEPENDENCY (3 POINTS)

This character is addicted. The two maost pre-
dominant addictions in Rokugan are aleohol
tsake) and opium. He needs 1o Teed his addiction
on regular intervals or he loses o die on all rolls
for every day (or so) he soes without feeding lis
ackdiction.

ComruLsion (2-4 PoINTS)
ou have an uncontrollable urge {drinking,

panbling, a love of peisha) that pets you into trou
ble, You must make an Honor roll every lime yon
confront your compulsion to keep you from los
ing control, The cost of compulsions depends on
e TN of gour Honor roll;

Th 15 = 2 Points

TH 20 = 3 Poinls

I'™ 25 =4 Poinls

Dark SECRET (5 POINTS)

Yo are keeping a secret thal would jeopardize
your familys standing i v was revealed. Dark
secret should not be taken lightly, I a character’s
secret ds oever revealed, he will be expected o
commit seppakn Lo clear the shame. An enemy
who gains knowledge of the secret will own the
character’s life, holding the secret over his head
with the very real threat of raining the character’s
family, For examples of Dark Secrets, just look
under the capital erimes in the Justice section in
The Book of Earth (p. 349,

DEPENDENT (-4 POINTS)

You have someone whe is completely depen
dent upon you. Whe it is {a child, grandparent,
ete is up to vou, bul they are helpless without
von Good examples of dependents include small
children and aped grandparents, bul a naive
spouse eould also be included as a dependent.

| Paint = Adull Dependent
2 Points = Llderly Dependent
4 Points = Chill Dependent

DrivEN (3 PoInTS)

This is the dark side of the Higher Purpose
Advantage, A character wha is Driven has a sin-
phee poal that he will sacrifice anything 1o achieve,
He will furn his back on his fricnds and family,
even sacrilice his honor to gain his goal.

FraiL MiND (3 POINTS)

Whenever you are the subject of a magical

attack, Seduction roll, or any other task tha
would test vour Willpower, The altacker pets o
roll two additivnal dice,

GuLLiBLE (3 POINTS)

You have a solt spat in vour Teard for sol sto
ries. You believe almost everything anyone tells
o i they are convincing enough. The TR (o con
vinee vou of anything is 5.

HAUNTED (VARIABLE)

You are haunted by the spiril of an ancestor
wha is not happy with you. He is disiracling,
insulling and irvitating, but he is also vour anees-
tor, which means all you can o is ey o do hetter

1 Point = The ghost only shows up onee per
atory.

2 Points = The ghost appears up 1o three tinmes
per sty

4 Paints =
a day.

INSENSITIVE (2 POINTS)

The three most important things in your lifi
are your health, your wellare and your wealth
You care little for the plights of others and you
don’t make any motions (o keep it a seerel, You
must spend a Void poinl whenever you want
put voursell at risk for another,

LAmME (3 POINTS)
You have a cripphed leg, All rolls invalving
Agility are ar -2,

Lost Love (2 PoInTS)

You once knew {rue love, and now its pone
Yo fend Lo have fits of melancholy when vou ane
reminded of your love, Whenever vour lve i
menlioned, you lose a die from all die rolls il
you spend a Void Point to bring yourself back 0
lhe present

Low Pain THRESHOLD (5 POINTS)
Whenever vou get wounded, add an addition:
al “=1" to your Wound Penalty,

MEDDLER (2 POINTS)

You cannol resist getling inte other peoples
business: You always have an apinion and enjoy
sharing it with sthers. You know what's best for
everyone and have no gualms about telling them,
This can get you in a lot of trouble. The Rokugani
are a very private people, and meddling in anoth
er’s alfairs is considered an insull - 11 implies (hat
they can't take care of their own house, Sticking
your nose in other people’s business could get il

The ghost is with vou al least one




eul ol

Missing Lims (3 POINTS)
Yoo are missing o hand or fool. Aoy appropri-
e TN are raised by 1L

OsLiGATION (2 OR 4 POINTS)

You owe someone a lavor, and someday they
are poing (o collecl. An obligation is worth 2
Points il it is o small fovor and 4 Poinds il it is a
large Favor,

A small faver would incude something that
would not threaten your position andfor your
family’s standing, but would cause vou inconve
nience, A major favor would discredit you and
disgrace your family il it came to light,

PERMANENT WOUND (5 POINTS)

You begin the game with a wound that has
never properly healed, In pame terms, this mean
v alwavs begin the pame at the "-1" Wound
Level jsee "Gelting Wounded”, in The Book of
Fire, p. 107).

PHoBiA (2 or 4 POINTS)

Every time you encounter your phobia, all rolls
v miake lose dice equal to the nomber of points
you pained from this Disadvantage. You may
spend a Yoid Point o avaid this penalty Tor a sin
ale getion. Listed below are some possible pho-
bias for your character; Having a phohia must be
approved by the Game Master

Fear of Heights, Fear of Open Places, Fear of
Enclosed Spaces, Fear of nsects, Fear ol Blood,
Fear of Being Alone, Fear of Dead Things, Fear of
Fire, and Fear of Darkness are a few examples,

SMaLL (3 PoinTs)
You are below average height and weight,
Whenever you make a damage roll, vou cannot
M count the highest die.

SociaL Disapvantace (3 POINTS
PER RANK)

You have slipped Trom your position within
the Celestial Order, For every 3 poinds of Social
Disadvantage, the characlers Glory Rank is
reduced by one Trom his School Rank, All Ronin
characters must have ol least 3 Points of Social
Disadvantoge. Characters that fall below Glory
Rank zero are hardly considered part ol the
Celestial Order.

SOrT-HEARTED (2 POINTS)
You have a profound respect for human life,
Your conscience overcomes you whenever you are

about o commit an act of iohumane cruelty,
Whenever you Iry 1o lake a homan life, you must
make a Simple Willpower Roll against a 20 or
you can'l follow through with the action.

SwORrRN ENEmMY (3—-6 POINTS)

The character has a sworn enemy that desires
his death. Having the sworn cnemy is worth 3
pofnts: up o three additional points can be
gained il the sworn encmy is a higher rank (al
s poind for one rank higher), Whenever a char
acter with o sworn enemy gains a rank, the
enemy  pains one as well, with appropriately
increased skills and traits The enemy can show up
at any time, al the GM% whim, and while he or
she may be temporarily satisfied with raining the
character's plans or reputation, the ultimate goal
is death.The player should detail 1o the GMS sal
isfaction the nature and eause ol the vendetla,
and the GM can either have the characler create
the NPC enemy or create the enemy himsell,

True Love (3 POINTS)

Finding true love in Rokugan can be a painlul
experience. You will find voursell torn between
your frue Tove and your loyalty to vour Clan, your
sensel and your lamily, Any character who takes
True Love will find himsell {orn between his love
anel duly, Whenever he must choose between his
love and his duly o Clan {and/or Tamily, sensei,
dairmyo, ete) he must spend a Yoid Point o do so.
Also, il he ever loses his True Love's lavor, he may
spend no Void Poinds at all until he can gain the
favor baclk.

UNLuck (3-9 POINTS)

Any character with Unluck will find himsell
the victim of the GMs whim, For every 3 Points
the characler “invesis™ in Unluck, the GM may -
ance per session - command the ce-roll of any roll
the character makes. Il is possible w lake both
Luck and Unluck; o GM may not command a roll
the character has just recvolled wsing the Luck
Advantape.

WEAKNESS (5 POINTS)

You can  oredoce  Apility,  Awireness,
Intellipence,  Perception,  Reflexes,  Stamina,
Strength, or Willpower by one point o gain 3
Character Points, You may not reduce a0 Trail
helow one, or by more than two levels,

Sht. wnuld

_allow her

: :”Tu.turi has done
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never
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' ? W) CHOOSE A Family

Hida Tanvily, the Kuni Family, o s
Tasuki Lamil”

CHOOSE A PROFESSION

You are either a bushi or a shugenji
Write deswn the Skills your sehool
teaches vou as well as your Rank |
Technigue (Bushiy or Spells (Shogen

Sfep T

CUSTOMIZE YOUR
CHARACTER

Your characters Troits and Bings a
bepin al o 2; his Glory is o 1. You ma
now spenid 25 Characler Points o os
Lomize your character You nay
points on Traits (pe 541, Skills (pg

or Advantages [pe 720, You may gain

adelitional Character Points by pu

chasing Disadvantages pg 731

CHARACTER PoINT CoOsTs
Raise o Trait: 5 CF

Bavise Yoid Ring: 12 CF

Raise a Skill; |

Haise Glory: 5 0F

Lowering and Raising Honor: 1 costs
3 CPs to raise your character's Honor,
Liwering yvour characlers Honer gairs
your 2 Characler Points, Honor con only

b raised or lowered ooe Bank

DETERMINING WOUNDS
Multiply yeur character’s Farth by
anel §illin each Wound box with thy
number. These are vour chiarase

Wipnids

Ourrir

Your outfit (beginming cquipment) 3
listed on the following pase Th
Eguipment List is o pefb List your
prrssessions and money on the back o

vour charncter sheel Choose vour Primar
Wenpon and how many dice you'll rl
and keep when using ik vour Asme
amd its protection, and your T 1o be hi

O ft’g TR

DETERMINING INSIGHT
= Find the sum of all of your Bings
Multiply that wotal by 102
« Then, find the sum of your Skils
= Finally, acd the totals togeiber, Tois
s your shirling Insigl
= Whenever your Skills or Rings

increase, re-adjust your Insiph
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The Cyrab Clan HMida Bush School

For a thousand years, the Crab Clan has perlormed its duly of guarding the Emerald Benefit: + | Staming
I Empire against the horrors of the Shadowlnds, I samurai are smong the most highly Beginning Honor: 1, plus 5 boses

trained in Rokogan: Their schowls teach the ways that a small army can defeat a larper
ane, Tor when the Shadowlands assaolt the Tortresses of the Crab. the samurai are out-
numbered by at least three 1o ane,

Lnlike other Clans, the Crab do not value sincerity as highly as they do honesty,

SKILLS
Archery, Battle, Defense, Jiajitsu, Kenjutsu,
Shadilands Lore, Tetsubao

“There are no lies hetween allies an a battlefield,” is an old saving that every Crab samu- TECHNIQUES

rad knews and understands, They carey this philosophy from the battlefield into the Hank 1: The Way of the Crab

court, and are quick to be drawn into a Dash of red-hot temper when they leel they are The bushi begins by learning how 1o tap into his
being lied 0. The Crab view the political sitwation in very simple lerms, The strong have own Farlh enerpy, Every fime the bushi ralls to bit and
more right 1o rale than the weak. Those who cannol protect the Empire do not deserve damage, he adds his Larth Ira the trtal of the roll. Alsa,
t vl it Becawse of the fiest Hada's defeat by Hantes, they siew the Hantei dynasty with hecanse Crih hmln iraing Frt TR
respect, However, if such a ime arose when a Hida could take the throne from the rul armor, they capd ; '

e e R

g Hanten, then they would dooseowithout question. from y
The raimyo of the Crab Clan hos abways heen from the Hida Eamily, directly doscend
eid from the original Hida who el from the sky, and swore to the original Hantei that his
dymasty woukl protect the Empire from the foul armics of By Leng, The Hiroma Family,
was the first to Tollew Hida to the Shadowlands, Their devotion w the Hida Tamily 39
knosen in the Empire. Often, the bodyguards of the Daimyvo are from the Hirumg
[The: Hiruma family will be detailed in the lortheoming Wiy of the Cral)Whi
lamily does secasionally produce samura the Tamily has devoted itsell to gis
| secrels of the Shadowlands, and so maest of their fiomily don the robes

The history of the Yosuki family is a curious one, During the first Crs
sand vears age, the Tamily bl sworn Tealty 1o the Doji family, Dar i
they betrayed the Crane and swore fealty 1o Lord Hida W is a ‘1|l )
lorgiven,

Ag0S,
it 1ha

1, Ahe bushi may
o P

. : ! . : ' Fenn addition
_ age unklthe ol the turn,
The Tamles /40 T o o
HiDA o " A @Void point a1
The patriarch af the Crab Clan is “the Great Bear” Hi * action, even if Iw
are frained at the Hida School. Benefit: +1 Strength.
Kuni
The Kuni Family are the only shogeaja family il
funi Yori. Benefit: 41 Intelligence.
Yasuki :
The Yasuki Family are the Craly Clan's link w the o
family are politicians and merchans, Benefit: +1 A

Thfz Crabs’ Views of th

VoW s
i Inake

E Almost all Crah

“They expleit the fovar system o theextreme, 19
an thase favors andd the Emperors graces o sove 1l

@ “Whie knesws simything aboul the Bragon® They 1
lain keeps and contemplate teath? Send one of their
Shocowlanals, snd U show him woth” 1
“Iis the Lion whom we respect most Their couroge §
@ o not elaien seldlite as e Crane do, ot allew their sct A1
BusHi ,
@ (A comsid@re
Walizashi, B
Armor, Hel
@ weapmns, !

SHUGE
(A cor
wgveling P

that hoes ot chiamge the Tt thal they are all pemgous i

“They e Beoweak, bur they are also willing to acknme 4
b seen whal a Phoenis shugenjo can do, and 1 woold not nil
the nest time the Shadow beds invade”

.m- lypeis),
I’.uk F.mmnu al

“The Crame relies on bvors and the Scorpion relies on secrets, B
Seorpion is just more clever about i1

“Theirs is a mighty foree to eontend with, but they rely oo beavily on 18
acknowledge the eighe of the strome, not the Tucky”

o be Average OQualily)!
I Satchel, Katana, Wi
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CHOOSE A Family

I« worur Crane Clan character from the
Doji Family, the Kakita family, or the
Asahina family?

CHOOSE A PROFESSION

You are either a bushi or a shugeni,
Write down the SKills vour Sdoal
teaches you as well as vour Rank |
Technigue (Bushi) or Spells (Shugenja)

Sfep The

CuSTOMIZE YOUR

CHARACTER |

Your character's Traits and Rinas &
hegin at a 2: his Glory is a 1. You may
now spend 25 Character Points o as
tormize vour characier. You may spend
poirts on Traits (pg 543, Skills (pg o)
or Advantages (pe 720 You may gan
additional Character Points by pur
chasing Disadvantages (pe 5| ‘
CHARACTER POINT CosTs I

Raise a Trait: £ CF
Raise Yoid Ring: 12 (1 |

Raise a Skill: | CF
Raise Glory; 5 (1

Lowering and Raising Honor: 1t ool
3 CPs 1o raise your characters Hone ‘

Lowering your character’s Honor gains &
virn 2 Character Points. Honor can ool
be raised or lowered one Rk S

DETERMINING WOUNDS
Multiply wour characeer’s Earth byl
and fill in each Wound box with (b
number, These are vour characlers
Wininds ¥

Outen
Your outfit (beginning equipment) b !
listed on the following page. Ta
Eguipment List is on pg bb. List v
possessions and money on e bags il
your character sheel. Choose your Priman
Wenpon and how many diee you'll gl
and keep when using il your Armi
andl its protection, and vour TN 1o be b

Otep Tha

DETERMINING INSIGHT
* Finel the sum ol all of your Rirg
Wlultiply that tal by i
= Then, find the sum of your Sk
+ Finally, add the totals together, ]Tul -
is your Starting Losigh
= Whenever your Skills or Hill[}i
increase, readjnst vour ]JLa'i;;h'_['

|

Lk



The Crane Clan

For centuries, the Crane have used political manewvering o gain its position as advi-
sors to the Emperor, When the First Hantei needed a bride, there was the Crane Clan
with & host of beaatiful girls for him w consider: Bvery generation of Hantei has been
married 1o a worman frem the Crane Clan. Bul Hantei is oot the only one, Generations ol
Cranes have made their way inta the dynasties of other Clans, thus providing the Crane
Clan with svmpathy in cach and every Clan, Because the mother of every Emperar {ind
many Daimyo) has been a Crane, this has provided the Clan with maoy advantages,
[hey are able o call upon favers on nearly every occasion from nearly every Clan,

The Crane Clan also managed to attract the finest swordsmen in the Empire fo its
dijos tr train the Craoe samurai in e art of kenjutsy, and now, the Kakita School of
Kenjutsu is the pre-eminent lencing school in Bokogan, Attending the school is consid-
ered one al the greatest honors a samuran can receive. OF course, attendance s by invila-
tiom only, which means many samurai must pay highly to have their sons and daughters
recedve the Tinest kenjutsu training in the land,

s the Emperor's political and economic advisers, the Doji are able o keep an ey

The Asahina family were originally from the Phoenix Clan, but when an ¢
shugenja was saved by o Kakita samurai-maiden, o marriage was struc
inherited all the wisdom of a Phoenix family.

The Tramlies

Doun

The Champinn of the Crane is Daoji Satsume, perhaps t]
the Emipire. Benefii: +1 Awareness
KakiTa

The "Gray Crane” Kakita Toshimoko heads the Cra
pious school in the Empire. Benefit; +1 Agilidy,
ASAHINA

The shugenja of House Asahing are peaceful and
the most extensive libearies of shugenja lore in the 1

The Cranes’ Views of £
“There is maore 4o bushido than swordpl8y, Thei

theeir lack of respect Tor civilization is their downfalga
hrute vou must pacily with a proety wite: thal s a C

1wl mot pretend o understand their ways, Al
ten b neestery and their tattnos. 'We are seldom able
for they are reluctant o step outside their monastic wm

w Diragon is thoir deve
pwors from the Dragon,

“The Lien are our most dangerous rivals, They despise S
gatned i Their fack of skill in the court has n improved
hias their hot-headed pride”

“OF all the other Clans, we respect them maost ol all, They
understands the necessity of our ways, Never Tose favor with (he

“Thedr distanee from us is onformamane Tor there is muoch wie can gain from them. 96
only returned do the Empiee io the past wa hondred years and they are eager foe allies
uneertain Emplre, Any man who is eager for allies owns something vou con gain’

e@@®@®

Kakita Bush School

Benefit: +1 Rellexes

Beginming Honor: 5, plus 5 hoxes
SKILLS

Archery, Etiquedte, lijutsu, Kenjulsa, Sincerity,
any Migh Skill, any High or Bugei Skifl
T ECHNIQUES

Rank 1: Way of the Crane

The Kakita School llu]llmwn the more tradition

|| anil TlIal.lI.hIh fiy = the
i |:|1n:|r Laijutsu Skillg any
r|1|| and iy also use laijulsy in IRE e
W
)

the samura
muliiples of
ol limes e
Rank

i raise the TN |'n.- any value, not |u‘s

ive, e may still only Raise a ||L||:||‘.-er“‘-'

nith 1o his Void,

: Strike From The Voud "

At thid Rank, Crane bushi learn how 1o %q

mare thafi ome Yoid Point when engaged m\ﬁ:: "-5.

laijutsu dfel il
Rank % One Strike, Two Cuis it
The bufa learns how o move so L|u|r.|c]

can malke §o attacks per turn

trike With No Thoughi ;

Bry beginning of combat, before ||1|tr'tr.IT.'{!

' _L{w l’]Uth makes a Yoid vs, IIn;]lil

W el o free

raise fon il Air spells

GINNING SPELLS
& Commune, and Summaen, plus 3 Air.
| Water

any 3 weapons, 1 koku

SHUGENIA
(AL considered wly
Troveling Pack, S¢




Sfep Ene

CHOOSE A Famiry

Is vour Diragon Clan character from
the Togashi family, the Mirumots
family, ar the Agasha Gomily?

CHOOSE A PROFESSION

You are cither o boushi or a shogenja
Write down the Skills your School
leaches you as well as your Bank |
Technigue (Bushi) or Spells (Shugenja),

Sfep T

CUSTOMIZE YOUR

CHARACTER

Your charvacter's Traits and Rings all
begin at o 20 his Glory is a 1. You may
now spend 2% Character Poings o cus
tomize vour character, You may spend
points on Traits (pe 53391, Skills (pg b,
or Advantages (pg 723 You may gain
additional Character Points by pur
chasing Disadvantages (pg 73)

CHARACTER Point COsTs
Raise g Trait: # CF

Raise Yoid Ring: 12 (F

Haise a Skill: 1 CP

Raise Glory: 5 (7

Lowering and Raising Honor: 1 cosis
3 CPs o raise your character’s Honor,
Lowering your character’s Honor gaing
you 2 Character Points, Honor can only
b raised or lowered ane Rank,

DETERMINING WOUNDS
Multiply your character's Farth by 2
and [ill in each Wound bax with that
number, These are vour characlers
Winnils

Ovurtrir

Your sutlil (heginning equipment) s
listed on the following page, The
Eguipment List is onopg O, List yoor
pissessions and money on the back of
your character sheet. Chonse your Primary
Weapon and how wany dice you'll roll
and keep when using i, your Ariar
anel s protection, and your TN 1o be hil

Ofep Thvee

DETERMINING INSIGHT

= Find the sum of all of vour Rings
Multiply that total by L0

= Then, fnd the sum of vour Skills,

« Finally, add the totals together, This
is your Starting Insight,

= Whenever your Skills or Rings
increase, re-adjust your Insighi.



The Dragon Clan Mirimoto Bust School

lhere & s lilte that can be said with ceetainty about the Dragon Clan. They were Benefil: +1 any Trait
[oumded by the samurai Togashi a thousand vears ago, a samurai who relused o ligh Beginning Honor: 2, plus 5 hoyes
against his brother Tor the right o rule. His refosal was seen by Hida as an acl of cow.

; : : Sk SKILLS
ardive, but Himdel was wise enough 1o knew that ‘Togashi refused becoase he already ; , T _
¥ S ; o it : g Archery, Detense. Kenjutsu, Meditation, Shugenja
knew the outcome: his own defeat at the hands of his brother, Togashi then retired 1o the : e
; ; ! ; ; Lore, any one High or Bugei Skifl.

mountains and built a monastery where he remained Tor many vears. [ wasnt until theee
samurai — Mirmooto, Kitsuki and Agasha - joined him in his wemple that the Dragon TECcHNIQUES
Clar was actually born, Since then, the remainder of what is known is only specalation, Rank 1: The Daisho Technigue

There are rumored w0 be many seeret Orders in the Clan, One Order, the fse zumi, The Mirumato School waches bushi a radical
has gained greal recognition in Rekogan Their practice of tattooing their entire hodies technigue thal uses both the katana and wakizashi
with elaborate designs, symbols and pictures is better known than understosd. Tales of Because opponents have 1o deal with 2 weapons
the fse zeemmed leaping over horses. breathing five, spitting poison and shapeshilling are as instead of oow, the TN o hitan indtiate of this schoaol
praific as they are ententaining. (The fe zemed will be incloded in The Way of te i raised by 5 any time he's using both weapons,
tragor, the divst Clan sourcebook ) Their shugenja are equally mysterions, They use pow- Rank 2: Strong and Swifi _ s
ers that no other shugenjo can explain, and yel, when they speak to shugenja from other Al this Rank, the _]_Lin-!' 5 a0 attuned Lo
Clans, those shugenja say that the Dragons de not understand the hasic principles of his ~.|1,I1' IJWmay make 2 af

magic. The Dragon always seem we defy definition,
Phe Dragon Clan was also the lirst Clan to teach the “two sword technigue” The

Drrapon samurai are Gomaos Tor therr katanaswakizashi style, and while Kakita School

students may mack it they do so aul of concern for the honor of their school rather (b

aul ol genuine disrespect for the soele, OF all the Clans, the Dragon samuorai are regarded

s the most devout Tollowers of the religion of Rolugan, They are literally “wie

poels,” masters of both the sword and the pen.

The Tambes

5: The Blood of My B

editative “no-mind”
i"ﬂil'ulnnm 'iduml If

TocAsH!
The mysterious Togashi Yokunoi s the Champion ol the Drag :
lis family are the mvsterious order ol latlomed men known a s zuni. Benefil: +1 hee ooy i

Agility.
Mmuumu

Hank 3:

tl 1u any Trail.
AGasHA

SKiLLS o
Shindun, History, Callifraphg Meditation, plus any
High or Bugei Skill ¥

; BEGINNING SPELLS ;
drops him and then S ;
inside nut, His shell is Sense, Comighne, and Summnjon, plus 5%

Earth, and 1 Air.

vals Ihu l.rll"\-hlll I lrmuh Ihu Imu;_.u wirns him dyer and e I'1 i1
his weakness 11 he casts away his weakness, he cdn use hisipi

“They are brothers rehorn o the Fires of konowledpeS8e are hith seeking the same
thing, but our rowds are different, Somelimes they cross. hga

wever, and then we regain our
bearimas, learm how close we are aml - sometimes - decide 40 swilch paﬂja;,"

“Cho mot b misled. 1is not the pincers thal can kil yon, s the il if keeps hidden i I:"“]_ £
hehiml its back” : raveling

Kl
“They saw the sighting of a Unicorn is gocd luck. Fortune is thei

ut she is o fickle
rmistress, vasily urned against vou with haubles and emply praise”

e@@®@



Step Ene

CHOOSE A FAMILY

Is your Lion Clan character Trom the
Akodo Gamily, the Matsa Gamily, or the
Kitsu Lamily?

CHOOSE A PROFESSION

You are either a bushi or a shugenija
Write doswn the Skills vour School
teaches you as well as your Rank |
Technique (Bushiy or Spells (Shugenja),

Sfep T'wo

CUSTOMIZE YOUR

CHARACTER

Your characters Trails and Rings all
begin al a 2; his Glory is a 1 You may
now spend 25 Character Points to cos-
tomize your character, You may spend
points on Traits (pg 54), Skills (pg 68},
or Advantages (pg 72) You may pain
additional Character Points by pur
chasing Disadvantages (pe 75).

CHARACTER PoOINT CosTs
Raise a Trait: & CP

Raise Yoid Ring: 12 CP

Raise a Skill: 1 CP

Raise Glory: 5 CP

Lowering and Raising Honor: 1 costs
3 CPs to raise vour character’s Honar
Lowering your character's Honor gains
vou 2 Character Points. Honor can only
b radsed or lowered one Bank,

DETERMINING WOUNDS
Multiply vour character's Earth by 2
and fill in each Wound box with that
number. These are your character’s
Wonneds,

OvTtrir

Your outfit (heginning equipment) is
listed on the following page. The
Equipment List is on pg 66, List your
possessions @nd money on the back of
your character sheet. Choose your Primary
Weapon and how many dice vou'll roll
and keep when using i, your Armor
anl dts protection, and your TN b be hil

Otep Three

DETERMINING INSIGHT

= Find the sum ol all of your Ringy
Wultiply that wial by 10

= Then, find the sum of vour Skills

= Finally, add the totals together. This
is your Starting Insight

« Whenever your Skills or Rings
increase, re-adjust your Insight,
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The Laon Clan Akodo Bustt School

The Lion Clan was founded by Akode, child of the Moon and Sun, When Akodo Benefit: 1 Strength
sought o bride, he did not seek out a pretly Doji giel, for he did not wish to be a servant Beginning Honor: 3, plus 5 boxes
i the Crane Clan, He Tound a beautiful strong-willed woman named Matsy and tried to SKILLS
wo her for his own. Matsu was a proud woman who would have nothing to do with the : Ry y
: : : ! ; Archery, Defense, Kenjutsu, Battle, Bard, History,
samurai and took his courtship as an insull, She challenged him 1o combat and Akodo e :
, : 3 : . : any one High Skill
agreed. The duel between Akodo and Matsu is a classic tale that is told again and again
by storytellers, and oiten depicted in art and theater, The winner, it is said, would also win TECHNIQUES

the Chan, Each of the combatants, however, added a condition. Akodo added the condition Rank 11 The Way of the Lion

that if she won, Matsu would have to marry him. Matsu added the condition that if he The Akode School is one of precision. Bushi of
won. she would not have to marry him. The ending of the duel depends on who tells the this School may iznore |]|L eliects of their opponent’s
lale, but the outeome is always the same: Akodo wins, and Matsu swears fealty 1o him Arinar or 1,.|||| a Iree

but does not have 1o marry hin.

The Lion Clan is the traditional defender of the Emerall Throne, A Matsu samurai is
kniwn for his passion and his temper. He is quick to judge and quick to take insult, and
he miever takes insult lightly, An Akodo samurai s also known for passion and courage,
bl hee is are also known for his knowledge of tactics and leadership. No army that hg
fad an Akodo as o general has ever lost a batile, While the Matsu win with leree

s laught how a righteous
strike. When rolling 1o by

Hanter, The Lmperors bodveward, Akodo Sato, threw himseli from his b
i the Emperor so he could escape while Sato stayed behind 1o keep their every actiohy At this Rank, the bushi may attack
piedd. The shugenia Family of the Lion Clan - Kitsu - is not highly rpf Eshiupenjo twice per inrgetfhce for himsell and once for the
virches, Thew repard the Kitsu school as “old fashioned™ and 1oo e L8 raddition, ancestor guyting and,

This complaint could be made aboot many Lions, however Rank 4 The Haifd of Destiny

By this Wme, the Lion bushi understands that there
v o !
The Tambes

is no such fhing as luck, and that all actions are pre-

| Rank 4, the bushi no longer needs to

AkopoO & Lis TN for any called shot. The bushi must still
Akoddo Toturi, the Bmpires preatest strategist, is Champ raise if he wishes to do additional damage.

school teaches the benelits of Torethought compared to pu

Marsu

uly helieve ( ir ancestors guide

elion Clan, The Akodo
enclil: +1 Perception,

Rank 5: The Final Lesson

The Lipn bushi has learned the final ﬂcmﬁ
Akodo technique: there are no failures, If the
raises his TN, misses the raise but rolls greater than
the original TN, the roll succeeds, but he does not get

the benefits of his raises. This advantage can be used
in botheghysical and mental contests.

beautiful and Terocious daimyo of the Akodo Tamily's

Kitsu

Lioms de mol pat a kot of Taith in shugenjn magic
alll does research 1o educate the samurai on the su
Benefit: +1 Intelligence,

The Laons™ View of the
owie hem mach for the pro-

They are courigeous and learless in their dufy, 2 It
@ teclion they have given us We respect them for thigie strenglh and cunning en the batile-

field feven il their maniers are a bit uncouthy, but $e do oo$ros

1 Benefit:
Beginning Honor:}
Kitsu shugenja ge

Al “They are guick o gather thetr pold and their Ta
SN Helield, 1 they are so unwilling 1o part with their mondy
W with their lives?”

N “Like the Crane, they \|'.|{||l| ten el time in their e
ing the wavs of the world 11 they truly wished {o find wi
e mawmtains, for they cannot find it up there”

s slow 1o move (o the hat
illing will they be 1o part

Al coouph time learn
il come down Trgy

“Whint con be said of the Dirapon can he doubly said of the
¢ soft relying on shugenja o suppart their courape. [istrust any
the Batlhe his alecady been engaged!

‘A Sscorpion is e be despised, bul never underestimated, Trust a Sc
and betriay vou o such o way thal yvou have oo choice of recourse, Tha
i s deadbe asoony ather”

“Their horses ane mighty and their tactics are sound, bur they are nol used |
They have spent oo long a fime from the Empire, and they have much to learn;
sturled be the ones whi fesch them!
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Ofep Ene

CHOOSE A Family

[ your Phoemis Clan character frm
the Tsawa Family, the Shiba Eunily, o
the Ao Tamily?

CHOOSE A PROFESSION

You are either a bushi or a shugenja,
Write down the Skills your School
teaches you as well s youar Renk |
Technigue (Bushiy or Spells (Shogenji,

= 7Te
Ofep Lo
CusTOMIZE YOUR

CHARACTER

Your l.'il.lmu.lu'a Traies and Rings al
hoegin at a 2; his Glory s a0 1 You mag
now spend 25 Character Points o os
tomize your character. You may spend
points on Trails (pe 549 Skills [po b,
ar Advantages (pe 72 Yoo may gain
additional Character Paints by puo

chasing Disadvantages ipg 75

CHARACTER PoINT CosTs
Raise o Trait: & (P

Baise Void Ring: 12 CF

Raise o Skill: | CF

Raise Glory: 5 L7

Lowering and Raising Honor: 0 onsls
3 CPs 1o raise your characters Honor
Lowering your character’s Homr gein
vai 2 Character Points, Hooor can only
b raised or lowered ane Rank

DETERMINING WOUNDS
Multiply your characters Earth by 2
and Fill in each Wound hos witls thal
number, These are vour charachers
Wisnis

Ovrtrr

Your outhil (beginning cquipmwent) &
lested on the follmwing page. [
Eguipment List s o pg bb, Lasl youe
possessions and money on he hads o
vour character sheet, Chonse vour Prinarn
Weapon and how many dice you'll roll
and keep when using i, your Arma
and it protection, and your TS 10 be bi

Ofen Ahree

Drrrnmmmﬁ INSIGHT

= Fiod the swm of all of your Rings
Multiply that total by 10

= Then, lind the sum ol vour Skills,

« Finally, add the totals tgether This
is your Starting losight

= Whenever your Skills or Rings
increase, re-adjust your Insight



The ©hoentx Clan Stiba Busht School

The mysterices af the universe are the domain of the Phoenix Clan, Long aga, belore Benefit: +1 Infellipence
shinsei arvived in Rakugan, the people worshiped the Seven Forlunes. They were fickle Beginning Honor: 2, plus 5 hoxes
goids whir were easily plessed and vasily anpered, who provided blessings (o any who SKILLS
gsbed properly and curses o these who did pol The seeret chants and rituals that were i ; - e
: f ; Archery, Delense, Kenjutsa, Mediladion, Naginat,
wsed o commmunicale with them were kept by an arder of holy men called shugenja. Siiitin: Toa L onamvans
These shugenja practiced their arls m a language koown only 1o them, writlen an serolls ' ' S ’

which were passed down from parent 1o chilel. TECHNIQUES

When Shinset arvived in the Empire, the shugenji embraced his philosophy ol the Rank 1: The Way of the Phoenix
Five Rings and incorporated i into the religion of the Seven Tortunes, This lusion crea Sliba bushi are trained in the “no-thoonght™ wech
eid s entirely new philosaphy far shugenja to ponder, and no one ponders the natae of migue ol this school, As such, Shiba bushi may add
rm:_il:u.- it filee the Phoenix Clan their Woid Hil:l|-‘. sy fo hil or damape rolls,

There are three Familics o the Phoenixs Clan, and only ooe of them has a schoaol of
bushida, The other two are devoled o the training of shugenga, and no other shugenja
schivals i Reskugzan can match thenn O all the other Clans jeven Crane), Phoenix is the
least militand, They prefer peace over warlare and enter baltle only il forced G de soc A
Phoenix shugenja will always ook or a peacelul solution e o problem, even when his
ey s knocking down his walls with siege engines. A Phoenis samurad, on the o

i v trained with the
Phoenix shugenja, they s trained o b
maore attuned to the manipyls he L:me#:

are made by the five Elemental Masters of the [sawa familv. Shiba samourg
bl difficuliy geding permission Trom the Council of Masters o use mijifary force; so
while the other Clans view the Phoenix as reluctaot 1o fight, their atighde is only half  ® e The bushi may spend a Yoid point

errect, The samurai are willing w light; it is the shugenja (har areMiflieult to convinee. ' gain ag@dditional action per Round, This ability can

o L not b@fiscd to pain an additional attuck,
The Fambes

Isawa
The Elemental Masters school the most prestigious st

nk, the bushi learns to fall inte a “no-

s fwn attacks

ﬁ furm,

ents of the shugenja arts.

Benchit: +1 Awareness. powel "nding a Void point, the
SHiBa - hushi} 'm'd Rank Tor any Trait or
While Shiba Ujimitsu may be the Champion of the Skill

e shugenja and nec the samurad who dictate the desgi
Intelligence.

Asako
The Asake Tamdly are the greatest histovians in e B

b : inning Honor: 2, plus 5 hoxes
[y of the Lien Clan may debate that Tact). Benefit: Begi

Isawa shugenja may use any number of Void
points when they are casting spells.

Calligraphy, Investipation, Meditation, Shintao,
A Theology, any other 2 High Skills
e noble. Isawa shugenja get a Free Raise for all rituals

BEGINNING SPELLS
Sense, Commune, and Summeon, plus 3 of one
'j‘.lemenL 2 of a second and T.{Ff a third,

The Phoeny’ V
L » -

1he Choentx’ Views of

“They perform a necessary duty for the Empde, but thiat dﬂé:!-

[hey would take the Ermpire it ey muhl whichimakes 1hﬂm sl

sighted, Only topether can we survive, :

v “They also understand that philosophy cannat b
. J feep Bokugon of peace are admirable, and we shoul

“lheir way is o different way, They know secrels (b
W fave mch o gain from an allismee with them, and |

o

as weak, bt we are ot Wi must maintain teace with the L i i ‘r‘idk].&ﬂﬁhi B%ﬁ( 20 Arr

Ange,

They are Masters in their own right. They have learoed the
vaploited them to their own means, MNooother Clan in Rolougan am
ol power as they do,and that s why we are so muoch alike!

They are voung, brash and foolish They rely upon o single advantag
Foornine sl carey e e rest ol the s Bt el strength coupled with oo
pecwe fin b o poserful allionee”

@ W aned e Don serve e sarme porpese 3 only they oo i 5 : MH L‘Dﬂﬂﬂ. { ﬁ VTR Qﬂﬂlj[}']lm:i



Step Ene

CHOOSE A FamiLy

Is vour Svorpion Clan character from
the Bayvushi Camily, the Soshi Ganaily,
ar the Shosure family?

CHOOSE A PROFESSION

Your are either a bushi ar a shugenga
Write down the Skills your School
teaches you as well as your Rank |
Technigue (Bushiy or Spells (Shugenga

Sfep Do
CUSTOMIZE YOUR

CHARACTER

Your character’s Trails and Rings all
begin al a 2; his Glory is a L You may
o spend 25 Character Poinls to cus
tomize your character. You may spend
points on Traits (pe 541, Skills (pe 08
ar Advantages (pg 720 You miy gain
additional Character Points by pur
chasing Disadvantages (pg 73

CHARACTER PoOINT CosTS
Raise a Trait: 8 CF

Raise Yoid Ring; 12 CF

Raise a Skill: | CF

Raise Glory; 5 CT

Lowering and Raising Honor: [t costs
3 CPs fo raise your character’s Honor
Lowering your characters Honor gains
you 2 Character Points. Honor can only
be raised or lowered one Bank,

DETERMINING WOUNDS
Multiply your character’s Earth by 2
andl fill in each Wound box with tha
number, These are your characiers
Wounds

Outrir

Your outfit (beginning equipment) i
listed on the following pape. T
Eaquiprment List is on pg bb, List you
possessions and money oo the badk of
your character sheel, Choose your Prinary
Weapon and how many dice you'll rell
and keep when using i1, your Armor
and its protection. and vour T 1o be hit

— o

Otep Three
'

DETERMINING INSIGHT
= Find the sum of all of vour Rings
Multiply that 1otal by 11
» Then, find the sum of vour Skills
= Finally, add the tnals topether. This
is i starting Insaght
* Whenever your Skills or Rimgs
increase, re-adjust your Tnsight.



The Scorpon Clan Rayush Bust School

. 4 - 1 ] Il ¥ /.. P
[f there is something you do not wish 1o be known, some Scorpion somewhere knows il Benelit: +1 Intelligence
- and he makes certain that you know he knows, That is how they survive: by keeping the Beginning Honor: 1, plus 5 boxes

secrels of others. The Scorpion have never had the strongest saonurai or the maost slilled
shugenja, and <o they made up lor the difference with the only advantage they had. They
made cerlain that the other Clans wonld not trust them, and then they tuened that lack of
trust il & weapon, You never know if a Scorpion is telling vou the trath, or if he is telling

SkiLLS
Archery, Delense, laijulsu, Kenjulso, Poison,
Sincerity, Stealth

you & fie, because he can gain an advantage with cither one. o a society that values sineeri- TECHNIQUES
ty over honesty, you can never fully understand the machinations of the Scorpion. Rank 1: The Way of the Scorpion
All Seorpions wear masks. Each mask is unigue to the individual, bul the intent is Ihe Bayushi School’s motto is Strike Firsi, Sirike
shill the same. The mask is wlling the world, "You cannod trust me” And yet, the Last This bushi rolls two dice for initistive, keeping
Scorpion wicld so much temporal power, many find that they must, There are many slo both.
ries of samurai who find themselves trapped inoa Scorpion plo, amd once they discover Rank 2: Pincers and Tail
the truth, they commit seppodks 1o avoid furthering the scheme, But in the end the read- The bushi has learned the infamous Scorpion
er discovers that s exactly what the Scorpion wanled to happen all along, feint. The bushi makes a Simple Agiliy + Kenjuisu
With its reputation for treachery and deceil, one wonders why the Scorpion Clan still Roll against his opponent’s Reflexes x 5. 1F he is suc
exisls, why the other Clans simply did not rise up together and smash them. The simple cessiul, the TN {o hil his opponent next turn is 5,
el of the matter is; the Scorpion have the Black Scrolls. After the Fall of the Children of e .

Rank 5: Strilie-At-THC L sy
e Suncand Moon, a preat war was fought between the Clans and the Shadowlands 5 Lashi e ;

army of Fu Leng. Only Shinsei and his Seven Thunders were able w0 destroy Fu Leng, u"’“ i e

and the seeret of his demise is writlen on welve seralls that are guarded by the Scorpios
Clan, Only the Datmyo of the Clan knows the location ol all the Scrolls, Also, being
caught in a Scorpion plot is perhaps the greatest shame a bushi or shugenia conjd
uport his Tamily. Everyone knows that the Scorpion have something on every
ae 15 willing 1o admil it,

The Tambes

Bavuswi
The Bayushi family are notorious for their reputed associatig
Sanetheless, they are known as clever and crafty swordsmen
S0sHI
The shugenja of the Scorpion Clan almost always rair
which has a sinister reputation throughout Rokugan, Rerpe
SHOSURO

The Shosuro Family are noted diplomats who make
Emperors court. Benefit: +1 Awareness,

ned his opponent. 11 hik
e can end up with the weapon

© From Above, Strike From Below
1as pained enough skill in the ard of
That he may make 2 atlacks per turn,

The Pincers Hold, The Tail Strikes

1e Scorpion learns how w use his distrac
iy 10 spend a precious moment belore
alee il as deadly as possible. This

re Raises affer his strike roll,

S B School

spells

B

e Scorgions’ Viens of

“The Crah (muoeh like everyone else) wonld dedt
o as wae are, bl are undisciplined and untraingd
why they make such excellent allies”

“A Crane s more afraid of shame than any athel
[hey hide behind masks as much as we do, but the
sirip wway”

“They are unashamed of what they are, which is w it
air plans”

“A Lion is more like o dog than a cal He is easy Lo drad

when vou have oo more need of him?” P
1 anm, 2

&

“Like the Drsgon, they are diflicalt o manipulale because of § 3
canond fempt them with greel or fesh, for they love only theie pre

siclered 1o be Average

el o,
Scroll Satchel, Wakizashi,

anto, Eé

R
W i t L, '
Fhey are wonng, stromg, Bast and naive, Could vou sk for @ betler ally™

PETSPT®
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Step e

CHOOSE A FamiLy

[s yourr Unicorn Clan character [rom
the Shinjo family, the Otaku family, or
the: Tuchi family?

CHOOSE A PROFESSION

You are either a bushi- or a shupenja.
Weite down the Skills vour School
tcaches vou as well as your Rank |
Technique (Bushi) or Spells (Shugenja),

Sfep Ao

CUSTOMIZE YOUR

CHARACTER

Your character’s Trails and Rings al
beain at a 2; his Glory is a 1 You way
now spendd 25 Character Points 1o cus-
tomize your character. You may spend
points an Traits (pg 540, Skills (e o),
ar Advantages ipg 72} You may gair
additional Character Points by pur
chasing Disadvantages (pe 73,

CHARACTER POINT COSTS
Hevise a Trait: & O

Raise Void Ring: |2 (7

Raise a Skill: 1 CP

Raise Glory: 5 CF

Lowering and Raising Honor: [t costs
3 CPs to raise your character's Honoe,
Lowering your character’s Honor gains
you 2 Character Points, Honor can only
be raised or lowered one Rank.

DETERMINING WOUNDS
Multiply your characters Larth by 2
an Gl in each Wound s with tha
number. These are your characler’s
Wonnds

OvuTtrir

Your outfit (beginning equipment) i
listed om the following page, The
Eguipment List is on pg b, List vour
pissessions and money on the back of
viour character sheet, Choose your Primary
Weapon and how many dice you'll wll
and keep when using it your Armor
and ils protection, and your T 1o be hit

Ofep Thiee

DETERMINING INSIGHT

= Find the sum of all of your Rings.
Multiply thal tetal by 11,

= Then, find the sum of your Skills,

* Finally, add the totals together. This
is your Starting Insight

* Whenever your Skills or Rings
inerease, re-adjust your Hsight



a e . S -

The Timcorn Clan

When Handed First ook the Emerald Throne, he commanded his sister Shinjo and
those who would follow her to g oot inde the world and explore. She was o bring back
news of what was an the other side of the greal mountains that lay 1o the North, and
shinjo did so. She brought with her three samuarai; Ok, Tochi and e, and wogether, the
four went into the unexplored realms, They would oot vetaen Tor eight hundred years,

Ty bundred years ago, (e descendants of the Tour returned with mighly horses (the
horses of Rokogan are moch like pondes) and o way of combat that was very differen
from the descendants of the Children of the Sun and Meon, Fverything aboul them was
different. Their dress, siyle ol clothing, specch and tactics were all learned Trom dilferent
cultures and adapted o fit the religion of the Seven Fortunes and the philosophies of
Shinse,

Mo that they have returned, the descendanis of Shingo have found i1 very difficalt w
it i with the other Clans. Light centuries of positioning have created o delicate balanee
amung them and the arvival of o new Clan has caused much friction, Being inexperi
enced in subtletios of Rokogan society, they have found it very difficult o adapl. Soms
see them as uneducated youths while others see them as uncouth barbarians who are o~
only nominally Rekugani. 2

The one thing all Clans do agree o s the power of their horses. The numlwﬁ#ﬁ:gg

alvantage of Unicorn cavalry in o general’s army s one factor thal cannol be gsrsreslt- __f

mated. The Loicorn Clan has picked up on this and uses it o jls .Illl-;l]l[,.lxl_kl..ﬁgn'll.‘. Crane =
Clan has treated the Unicorns with respect, and so their horders are patrofied by Unlm)m
cavalry, The Lion Clan has tuened o cold shoulder to the newcomers, ill}d are nol 5o [or

lumate, {},_f .;_‘.-’
The Fambes

= i

SHINJO

“The Master of the Four Winds” Shinjo Yokatsu is the Chamgpion of the Unicorn Clan,
Toe Shinjo school teaches speed and agility and the benefit fgp‘ngﬂﬂ gombial, Benefit:
+1 Reflexes, .F' i
Omakv /

The Ctaku family has much in common with the ‘»1.1[\@!&[11!13-' lél its bieliel in the
virdue of a swift attock, Benefit; +1 Agility.

ﬁ-ﬁﬁ%r

lucHi
spending 800 years dealing with barharian |Tq|ill“1l!1bi"l§ﬁﬂglﬂ li‘u. se shugenja many

Ficks other shugenja are not privy to, Benefit: +1 Awa

o,
P

The

“We have much in common with them, Many 1.|iHI.|i'|'::
chise makes theem vy Those who make such judgmer
Femember whint Shinsed said, Tind allies in your enemy

“Ihe Crane have weleomed us with epen arms since the §
§ e done as the Lion has done, but they ook the risk of bri

“They have never been kind tooos, but they have also never hie
much strangers o Rokugan as we?”

“They despise us because we are not lke them and envy whit w

thew woulid desteoy s and take what they want. They are the enemy o Bk
they are also our enemy” \
\,
"}I “The Phoenix have acknnwledged our eightful place in the Empire, bt thi I They
speak oous kindly, as 10 we were children, 1 they value knowledae, then they s freat

s with mare respect, lor who else bas seen the Tands o the Morth? Certainly nof

Wi are told o mdstrust them and ey el s not o trost others, Whe shall we lis
fot Bath of them, of course”

» Clan learned

ﬁ;&;@d 1 E?ﬂw. £

A B

chool

plus 5 hoyes

Stimjo Bush

Ht:llt‘ﬁt +1 Agility
Bepinning Honor: 2,

SKILLS

Archery (hased on Agility rather than Rellexes),
Prefense, Hunting, Renjorsu, Horsemanship 2,
Naginati.

TECHNIQUES

Rank 1: The Way of the Unicorn

Unicorn busha are alosost raised g hoeses. Whea.
an harseback, the bushi smag add bis Horsemanship
I any Skill when making a rall

Rank-2: The Dance of the  Blade

‘Hie Unicorn ﬂghgmwn;“h- nvalves e Lﬁmqu,} 5 L
o the other side of (e moun:
tains. T@emmm.ﬁ' midy choose w “party,’ a skill
un};m:l of i !{ul’ga:gan The, Lb.l.tuﬂig ]:rﬂrr}rlngg
biishi is (He flees+ Dt‘lt‘a"].iﬁ-i- Eﬂll_]"h;liﬂ‘},ﬁ 5. This’
a Fall Delense 'qanl!ut"er { ‘F

Rank 3: The I’Qﬂ;r“"i.n ir ;

At this Rank, the bushi learns Ih'! sweeping style
thet allows him 1o @qake 2 attacks per W% L

Rank 4: One Spirit

The link hetwgen the bushi and his steed is q;rm
plete, When pe r;ﬁ‘innmp. any physical acts {ﬂgh‘lmg,.
ricling, |i|||||J-|J,;§ etr.) his steed can make up for amr
imperfections in the bushi’s technique. If he 1aiaeﬂ i
IN, migses his raise, but makes the origi

RS R TY

zinal TN, the

rol| mmmda but he gains no benefitfrom his r&ise&
W orfunes ;
: the Unicorn call it "flaﬂ»tiﬂﬂ
&ﬁer the Unicorn bushi
iy %0&&! to roll hﬂﬁ&! result, (The

bushi may: not re-ml sm,d roll; he has to keep
it ‘Phe bushi may even re-roll a. &ui'l.‘.emf,he wnihes
H}I’fr} far a better N&Bﬁ. '

’Tm:m Shn

fuchi shugenja gﬂlp’ .Tu II;1|.‘vl.. fln. all \i";lli:rfélls
1

SKiLLS

Calligraphy, B‘E[LHHI. Herbalism, iE:llel:u.PIShip,
Humling, Meditation, jmr ane Bugel Skill

BEGINNING SP 4
 Sense, Communc, .|ml summuon, plus 5 Water, 2

e

{ml L m{}ua]ltﬂ  Katana;
akizashi, Bow, 20 Arrows ol ; Light or

Armor, Helm, Traveling ng,‘ﬂead Kimono,
any 3 Weapms. 10 Koku - e
mtnu : e

(Al comsidered to be Fine anllly}.limm: 'rw@m;
, Seroll Satchel, Walcizashi, Tanto, 10 Kok, Steed



Ronm

Rewim (wave,men”y are samurai who, for one reason or another, have no family and no Clan, and
sithey have no family name. Ronin are considered to be just above noon-warrior samurad in the Celestial
Order. The most common reason for a samurai 1o become ronin imvolves losing a Lord, Either in a bal
e o by an assassin’s blade, ronin wha have lost their lord are in disgrace becanse they were unable (o
give up their life for his, They wander the countryside Tooking for the ane who stole their hanor, Ronin
have the advantapge that they have no lord or honor to answer to, but will Tind great difficulty in find-
ing a teacher. Few wish 1o stain their family honor by teaching their family's art to a fallen man,

As far as these basic males are concerned, there are twa kinds of ronin chacacter. The first is called
the "Clan Ronin” This is a characler who once belonged 1o one of the Greal Clans, but has lost Tavor
with his Love. The second kind of ronin is called the “True Bonin”™ True ]Ennm have peser had a Clan,

e i

Clan Romn it

» Create a characler from one of the Seve
* Then, take the Social Disadvantag
= Clan Ronin gain the Rank | Techdique, but may not pain further Ranks in their hdmul They must

seek out other Schools 1 }.,.II:)N er Ranks.
Tyne Romn

iamily Advaninges, -
cial Di,sudvantn ] mlin |.‘-Ii~1-.-1(|".:|nt:|gi.

fity: two items of Poor Cualily)
s of any dvpe, Light Armor, Trg

IN SH NJA BEGIN
(&l consi {o be verd '
ng

‘e

e

begin at a7 slory
freat Clans, . m_spmd 25 ¢
onin Disadvantage on pg 77 lomize your character.

Step O

CHOOSE A BACKGROUND
Dhiel wenar ronin omee belong (o 0 major
clan, or s he a True Ronin?

CHOOSE A PROFESSION

Yo are either o bushi or a shugenja
Write dewn the Skills vour Schaool gl
wou (i anyd as well as your Rank |
Technique (Clan Bonin Bushiy or spells
(Clan Bonin Shugenja) Troe Ronin b
o particular technigque or spelb

Qtep T

CUSTOMIZE YOUR
CHARACTER

er:u'lm"ﬁ Traits and Rings al

s Glory is a1 You may

der Points o s
bty spent
points an Traits (pg 54, Skitspz b
or Advantages (pg 721 You matzain
additional Character Points by p

chasing Disadvantages (pe 75
CHARACTER qu:‘\tnm

Raise a Trait: §CF

Raise Void Ring: 12 C}

Raise a Skill; | CP

Raise Glory: 5 CP

Lowering and Raising Honor: 1 costs
3 CPs 1o raise your character's Honoe
Lowering your character’s Honor gains
you 2 Character Points, Honor can only
be raised or lowered one Rank

DETERMINING WOUNDS
Multiply vour character's Earth by 2
and £l in each Wound box with that
number. These are your characiers

Wounds, |

Ovutrn

Your outfit (beginning equipment) i
listed on this page. The Equipment Li
15 on pg b List your possessions .'|n1
money on the back of your chards
sheet, Choose vour Primary Weapon and
how many dice you'll roll and ke
when using it. your Armor and is pro-
tection, and your TN 1o be kil

Otep Threr

= Then, find
* Finally, a

5 your Skills
1w totals fopether, ﬂla
15 your Jarting Iosigh

= Whenever gt Skills or Rings
re-adjust your Insigh!

INCTes



1

I Migh Skills Advantages
Acting {Awareness) Absolute Direction (1 Painty
Bard (Awarcness) Allies (Yariable)
Calligraphy {Perception) Ambidextrous (3 Poinls)
Courtier {Awareness| Benten's Blessing (3 Poinds, 2 Poinds for Crane characters)
| Dance {Apility Blackmail {Glory of Blackmailee: -1 for Scorpion characlers)
Eliguette (Infelligence) Death Trance (3 Points, 2 Points for Lion characters)
| Heraldry (Perception) Clear Thinker |2 Points)
Histary {Intellipence) DilTerent Schoal (5 Paints)
| Horsemanship (Awareness or Aweilily) Cireal Doestiny (4 Points)
J Hunting (Perception) Higher Purpose (2 Paints)
Imvestigalion Inheritance (variable|
l Law {Intelligence) [nnate Ability (5 Poins)
Lore (Shugenja, Shadowlands, Bushide, etc) (ntellipence) Fharmic Tie (15 Paints)
Medicine (Intelligence) Large (2 Poinds, | Poinl {or Crab characiers)
Meditation {void) Luck i3, f, or 8 Poinds)
Musie {Agiliny and Awareness) Magic Resistanee 12, 4, or b Poinis)
Puinting {Intellipence) Perfect Balance 2 Points)
Poefry {Awareness) Cuick (3 Poinls)
shintan (Intelligence) Chaick Healer (5 Points)
Sincerity (Awareness) Read Lips (2 Points
Tea Ceremony (Void) Sensei (Variable)
Theology (Intelligence) Social Position (3 Painits per Ranl)

B e T'.“.LI“E'TI].I ufit.hf' I'f;tlrllh 124 ar 8 Paints)

1 l r l]. True Friend (Variable)

LE gl D {1 S Voice (2 Poinls)
Archery (Reflexes) Way of the Land 2 Points, 1 Point for Unicorn characlers)
Armorer (Larth)

Ahletics (Variesy D , ] -
Battle (Percepliong ISﬂr Uﬂntﬂﬂgh

Bo Stick {Agility) Bad Fortune (1 Point
Delense (Agility) Bad Health {3 Poines
Hamel-to-hand {Agility) Bad Repulation {2 Points;
laijutsu Benten'’s Curse (2 Points)
Kenjutsu {Agility) Black Sheep (5 Points)
Knife {Agility) Brash (2 Poinds)

Naginata (Agility) Can't Lie (3 Paints)
Tetsubo (Agility) Chemical Dependency (5 Points)
War Fan (Agility) Compulsion {2-4 Points)
Weaponsmith (Earth) [Jark Secret (3 Points)
Wrestling (Strength) Dependent (1-4 Paints)
Yartjutsu (Agility) Driven (3 Points)
“Weapon|-jutsu”™ {Agility) Frail Mind (3 Paints)

Gullible |3 Points)

h{@l‘(’_’hﬂﬂf S’{jus Haunted (Variahle)

Insensitive (2 Points)

Armorer {Earth) Lo |5 Points)

Commerce (Awarencss) Last Lave 2 Points|

Craft Law Pain Threshald (5 Points)
Herhalism (Intelligenee) Meddler (2 Points)

Locksmith {Agility) Missing Limb (3 Points)
Weaponsmith (Farth) Oblipation (2 or 4 Paints)

4 Permanen! Wound (5 Poinis)
Lﬁm S[{]“,S Phaobia (2 or 4 Points)

Small 3 Poinds)

Athletics (Varies) Social Disadvantage (3 Poinis per Rank)
Forgery (Agility) Soft-Hearted (2 Points)

Gambling (Awareness) Sworn Enemy (36 Paints)

Poison (Indelligence) True Love (3 Points)

Seduction {Awareness) Unluck (39 Points

Slealth {Agility Weakness i3 Paints)

Torture {Awareness)
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Held in a band o frust, i ts vour ally,

Held v frand wewr do st frst, 1 fs vour
ENETY.

Leari e seeny of fire and vou learn the ey of
the seorld,

~ The Tao of Shinsct

v

Oath of

Rlood

Peart 3

The sofl breeze gently pulled at the hair that fel]
down his back and lilled his nose with the smells
of spring. He looked down from the hillside into
the valley and shoak his head. 11 was going 1o be
d MESSUCTE,

A army of yellow and gold stood 10 the north
while Blue and silver samurai stood in the south
Two ridders stood before cach army, the meoss of
the Crane and Lion [ving on their banners, As he
walched, the Lion general rode befare his army
the center of the baitlefield, He raised his spear
and shouted at the hundreds of Cranes, Ginawa
hent forward to hear the Lion’s words,

“l was ab the battle of Denoben Falls! 11 was
my arrow that slew Tuchi Kizawan! When Ofomis
Chizen’s head lell from its shoalders, it was [ whi
was wiptng his blood from my blade! T am Matsu
Turi! The blood of a hundred penerations of Lions
Mews in my veins! This day, your blood will feed
the prass beneath your feet!”

Ginawa smiled. “Matsus and their bragging”
he whispered.

Hijike looked al him. “What do oyeu know of
Matsus, Ginawa-sant™

“Enough” Then he loaked ol the samuorai-ko,
“Perhaps oo much”

The Crane peneral rode Torward, meeting
Ciohei al the conter, Ginawa chuckled, "Now it is
time by wikch the strategy of the Crane”

“What strategy would that be?”

[ —— - f =

“¥ou will see” He pointed at the two samural
“The Crane is telling the Lion that fighling here
will only bring bloodshed. not glory. His army iz
ereater and the Crane are willing 1o make con
cessions 1w see thal no men waste their lives here
{oelay”

On the battlelield, the Lion samurai raised his
spaar andd thrust it in the direction of the Crane,

Ginawa continued, “Now the Matsa is telling
the Crane that there is always glovy in warlare,
and that the Crane is a coward for suggesting oth
erwise”

The Crane samurai threw his spear o the
ground and pointed at the Lion and then al his
katana.

“Novw the Crane s telling the Matso that il he
thinks he is o coward, he is willing 1o prove i
with his steel”

The Lion shool his fist at the Ceane amd dis
mounted. stapping his horse, sending it badk lo
the Lien army. The Crane Tollowed suil,

“They are poing o feht here? Hijiko asked,

“Hai Hooor has been guestioned”

She walched the two samurai standing five
paces aparl and remembered  her doel with
Crinawa only o day belore,

“Look a them carelully, Hijiko-san, Can you
a0 it now ™!

She looked al the Lion, his body trembling
with fury, his hands shaking with anticipation,
[hen, she Tooked at the Crane, his body poised
and steady, The Lion shifted his stance twice
while the Crane stood still

“He doesn’l stand a chance,” she whispers,
“The Lion will die at the Cranes hands and his
army will be routed”

Ginawa looked at her and nodded. “That’s
Crane strategy, Coax the Lion into a {reney, ques
tion his courage and pet him to challenge vou
a duel. The army is considerably weakened Dy the
loss of their peneral. The Cranes offer them a
chance 10 surrender, The Lions refouse and figh
without their commander

A giant withoul a head” Hijiko said

“Exactly. Now watch)”

As hefore, the duel was over inoa hedartbeat,
The Lion charged the Crane, The Crane waited
until the last moment, struck as he leapt back and
the bleeding body of the Lion el at Tis feel

Shouts erupted from the Lion army as the
Cranes charged, arrows (ying over their heads
The Lions sceambled tooraise wide, (al shields o
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reached the halfway poiml where their ge
stood, wiping Lion hlood from  his
Suddenly, an arrow shol across the fie
plunged into the soft flesh of the Crane peneral
neck, He staggered for a moment, then his sword
dropped and he fell onta the body of the Lion
general

Where did that come from?” Hijiko asked, her
arting around.
rom somewhere close. close” He stood
and before he knew it his sword was free from its
saya, the blade flashing in the moming lght

Hijiko looked to the woods just west of 1||| |r
position, “Where are the Scorpion magistrates

Giinawa nodded. *1 think you are right, Hijiko-
san,’

He ran by her, straight into the lorest. She
tried to catch him, calling out his name as he ran,
but he was already too far away, She looked
down at the battle far below them as the armies
crashed {ogether, [t was going 1o be o massacre,

ey

T

of hi
id made the voice a distorted whisper

Iy, he broke through the trees into a small
clearing where the magistrales lpoking
over the batile from their hidden position, The
shugenja and samurai tarned to look at him, but
the others kepl the :||l'|'I1IfIH on ||lL haittle

Umako i “Why are you

said the voi
in his

killed him,” was his only
samurai stood slightly before Umako and
atana. The shugenja shook her head,
“T'm certain | have no idea what you are talking
ahout”
“The Crane general, You killed him”

Imako shook her head. “I'm afraid vou are
gravely mistaken. We had nothing to do with that
arrow”

“A lie is still a lie, no matter how pretty it
sounds”
The samurai stepped forward
1 liar, ronin?”

Scorpion by name, scorpion by nature,”
Ginawa said through clenched teeth, his hands
twisting on the handle of his katana,

“I hope your soul is ready for death, diry one”

SPOIse.

“You call my




et himsell into his stance, letting all
the thoughts in his mind fall away, His cyes
focused on the samurais chest, hips and shoul-

He felt the

ensions in his muscles sink into

any maoment,

He was as the leafl that falls to the earth, as the
child who paints or sings, as the mother bringing
life into the world. He never saw the samurai

we, He never felt his own body respond. All

me motien, one Muid moment that seemed
to last forever,

The samurais blade swepl up and his own
blade metl and they kissed. .. sparks flew between
them, his own hlade riding on the steel of his
opponent. .. his blade moving along the steel,
singing as it did a strange song of hunger and
pain... the fear of his opponent told in the jerk-
ing movements he made. . his sword swinging
down, bitingeuttingtasting the skin of his oppo
nent... and the blood. .. the blood. .. the blood...

He didn't koow if it was him or the hlade, but
someane was laughing,

This book is about rules, You learned the very
basics of how the rules work in The Book of
Earth, but here, we're going o offer some sug
pestions to help you make the rules work for you,
We'll offer you suggestions, but in the end, it’s up
to vou o adapt these rules to your own taste

We'll show vou how to use the Skills with each
of the Traits, offer a bidding system for iaijutsu
duels, fully detail combal (and offer a whole
bunch mples) and give you a chart system
for dealing with mass—combat battles.

Tyatts

We've designed the 1LOR pame system to be
r and flexible. The resolution system of Trait




Skill can he used with any Trait, allowing any
kind of roll, simulsting just about any kind of sil
wation, Listed below are the eight Traits and how
to use them with the Skills, We've also laken a
few lines under each Trait to show yon how it
compares, contrasts and complements the other
Traits,

STAMINA

Whenever the physical determination of the
character comes into gquestion, the GM can call
for & Stamina roll. Stamina can be used with just
aboul any physical Skill to test a character’s
resalve over long-term actions. Stamina + Dance,
for example, can be used when a dancer must
perform  while  injured, while Stamina +
Horsemanship can be vsed io test a rider’s dedi-
cittion over a long ride across the Empire,

But Stamina can also be used for less physical
activities. Consider Stamina + Bard, Sometimes
the demands of an audience can tax even the
most resolute storvteller,. Often times, bards are
called upon o perform for hours at a dime. Such
getivity can lest the bard's stamina, especially i
safd bard has been taking in too much of the
wine, women and song. Or how about Stamina +
Shugenja Lore? lmagine an apprentice of one of
the Phoenix Elemental Masters studying late into
the night, poring over ancient lexts, trving to find
the answer o some cryptic riddle his master has
challenped him with,

WiLLPOWER

On the other end of the determination scale is
Willpower. As Stamina is the testing board for a
character's  physical endurance, his  mental
endurance is measured by his Willpower, Any cir-
cimstance listed above could also call for a
Willpower Lest,

Temptation is the key word when speaking of
the difference between Willpower and Stamina,
especially temptation from  external sources,
Templations of wealth, influence and power (as
well as some more carnal temptations) are those
that call for o test of a character's will,

Can a character add a Skill 1o his Willpower?
Certainly, The most common Skill o add to
Willpower is Ltiguetie. This coupling reflects the
ability 1o act properly despite the emotion build-
g inside, Meditation is another Skill that could
be coupled with Willpower, which would reflect
the characters attempt to focus on his meditations
despite environmental distractions,

STRENGTH
Strength s almost never used with Skills,
Strength rolls mainly entail using raw muscle,

PERCEPTION

This Trait is used whenever a character is try
ing lo ohserve defails. Perception can be used
with just about any Skill when the character is
trying to gain information. He could use

Perception with any weapon Skill 1o determine a
weapon's quality, if il has been damaged, or any
other minute details. Any time a character is try-
ing to gather information, use his Perception,
When he is trying to recall information he's
already pathered, he uses Intelligence.

AGILITY

A character’s Agility reflects his ability to con
trol his movements. The mare delicate the move
ment, the more he needs (o rely on his ability w
control it. Agility checks can be made when the
character’s ability o control his movements are in
question.  Agility complements many  physical
skills including Stealth, Painting, Kenjutsw, and
just aboul any other Bugei Skill,

INTELLIGENCE

Whenever memory or reasoning  ability s
called into question, a character's Intelligence is
wsed, Almost any Skill can be coupled with
[ntelligence 1o test a character's knowledge of that
particular Skill,

For instance, a characler is trying o remember
certain facts aboul another character or NPC, He
can use Intellipence + Heraldry if he is using the
character's mewr as a reference point, or if he is
trying to recall a character's kenjutsu style, he
could usge Intellipence + Kenjutsu,

The main difference between Intelligence and
Perception is that Perceplion is used to gather
facts and clues, Intellipence is used to recall infor
mation that Perception has gathered and to put il
together into a logical and reasonable format

REFLEXES

Like Strength, Reflexes is almost only used as
a test for physical prowess, It represents quick-
ness and reaction Hme, It is the body reacting on
an unconscions level, without the consciows mind
glving il commands. Agility, on the other hand,
represents conscious use of the body, Rellexes s
coupled with a Skill to reflect the body's intuitive
reaction to a situation,
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AWARENESS
Awareness is @ measure of a character's intu-
itiom. It is used when the 5
brought into play. Awareness s also the character’s
ability to sense the emotional states of athers,
Any time ¢ ter is caught off guard, you
ess roll.
character is questioned in the courl
aboul his opinion on a topic he ;
for, the GM can ask him for an Aw
. if the character is trying to
icular poing, have him
cerily.
different from Perception in that

U

it_g:

things th
could cl:
“hunch

has evervthing to do with the senses and physics
evidence,
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IKeeping and Dvopping
Players roll a lot of dice. but almost always
only keep a number equal to their Trait
The words “keep” and “"drop’ ¢
times in this b LR eh ar what thase
terms mean, When
dice, he'll count up 50
The dice that are counted up are “kept” and those
thai aren't are “dropped” So il a player rolls siy
dice and four” then he adds the wp four
rolls and “drops” the bottom fwo.
s roll dice equal b
ual to

some situations where the equation "Trail 4
Skill" will have other waords il of Trail and
Skill, but you always roll dice equal to the sum,
only keeping a number of dice equal o the firs
and dropping the rest, The higher vou roll, the
r chance of succe
c Mirumote Ko
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Kuri has a 3 Agility, and a 3 Kenputsu, so he will
be rolling 6 dice, kegping the best three (because

s Agility is threel Kuro rolls the following:

33078 and 9 making fus total 24 (FHE4+9 are
the highest three rolls, so Kuro heeps those),
Some rolls will only involve a single Trait, and
ot involve any Skill lifting a heavy rock would
be simple rofl of Strength, for instance), In this
case, the number of dice being rolled and kept
are the same. A character's rank in one of the five
Hings can sometimes be called upon instead of
one of the traits, but the roll is made normally.
Example: Kuro is trying to Hft a very heamy
rouck over s head in a continned display for his
nezes fovd. The GM tells Kure to roll Ris Strenath,
Kuro rolls three dice because of his strength and
gets ondy @ result of 12 (245+5) Kuro's Tord wifl
probably aant to find a Crab Samurai i he
wands some brute strength to back up Kuro's skill

Smyple Rolls

A Simple Roll tests the abilities of the charac-
ter by making him roll dice equal to his Trait plus
any relevanl Skill,

Simple rolls are used when there is no one
actively resisting the character’s activns. Whether
this is picking a lock, looking lor the correct herb
that will heal a wound, or trving to leap across a
gap, only the character’s ability and resolve is in
question. When a character perlorms an action
calling for a Simple Roll, the GM announces the
Target Number of the action, and what Trails or
Skills will be used. The player may suggest the
Trait and Skill that he thinks should be used and
pethaps give a quick explanation why, but the
GM's decision is final

A simple Roll can be made with or without
skills, and is always simply a roll trying to beal
the Target Number (TN} declared by the
GameMaster.

Example: Later, Kure is examining a horse in
the market, trying to deterniing if it meets lis dis
cerning tastes. The GM decides that in order for
Kuro to determine the quality of the horse, he il
fave to mabe a Perception roll, Kuros plaver savs
that Kuros Horsemanship Skill should also play
a factor in this test, and the GM agrees, allowoing
Kuro to wmake a Perception + Horsemanship
Skill. The GM could justify using Awareness if
there 15 something that Kuro wwouwld have to
Semse’ vather thawn notice. The GM tells Kuro that

the TN for this roll is a fifteen. Kuro has
Perception of 2 and a Horsemanship of 2, so he
will be rofling 4 dice, keeping 2.

DirricuLmies

When you wanl to make an action, you have
ta roll equal to or higher than the Targel Kumber
which is typically a 15,

The GM can announce any Targel Number he
wishes, using this list of standard TNs as a guide.
Remember that the difficulty is only based on a
marginal success, and that the plavers will be
able to make raises il they want to be more effec
tive. While TNs do not have to be in multiples of
five, they tend to be, and it keeps things simple.
Still, this is only a guideline and there is no rea-
san for the GM not to ask for TNs of 14 and 23 if
the situation calls Tor it,

TARGET NUMBERS

5 Mundane {juggling one hall)

W Easy (jugpeling two halls)

15 Average (juggling three halls)

20 Hard (jugeling four halls)

25 Very Hard (juggling five balls)

30 Heroic (jugeling six balls)

35 Never Done Before (juggling eight halls)

M Never Done Again (juggling nine halls
while a geisha nibbles on your ear)

TEns

If you ever roll a ten, roll that die again and
add what you roll 1o the ten.

Any die that comes up with a 107 (or a 0" on
dice marked 0-9) is rolled again, The second roll
is added 1o the ten to get the value of the roll, 1f
the second roll is also a ten, it is added and rolled
again, There is no limit 1o how high a single roll
can be {although you can stop when you reach
vour TH),

Example: Kuro decides to vide the mare briefly
tor get a Jeel for the horse, He rolls his Agility plus
his horsemanship (3+20: His first roll is a
LABKI0 and 10, He picks up the two dice that
rolled tens and rerofls them. The first rolls a 5,
and the second another 100 The die that rofled
double tens finally rolls a 7 on its third roll and
the final rolls look like this: 1461527 Since
Kuro is keeping three dice, Iis total (s an amaz
ing 481 B+ 154-27)

Raises
Players and GMs can Raise the TN in incre
ments of 5 to gain more dramatic or spectacolar




EXAMPLES OF

\RAISES

I Raise - Striking
the torsoy

2 Raises - Striking
the arms or Jegs, draw
blaod without, doing
significant damage

3 Ralses - Striking
the, Head, "Neck, or
hands.. Disarming
attempts. Striking the
joints in the ‘appo-
pent's grmaor,

4 Raises'= Trim the
opponent’s imustache

eflects

When the GM has announced a T for a roll,
skilled characters may realize thal they have an
easy roll e make, and may wish o make their
potential success more spectacular, A player can

voluntarily increase the TN in order Lo achieve a-

preater, or more dramatic suceess, This is called a
“Raise! The player announces how many Ruises
he is taking and rolls normally.

Players may nol make more Haises on a given
roll than their Void Rank - fe. a bushi with a
Vold of 2 may make one or two Raises 1o a roll,
but not three,

For every Raise, the TN is increased Dby five,
but the level of success increases as well, Rolling
against the TN announced by the GM will give
the character a successiul resalt, but more can be
achieved with one or more Raises. Keep in mind
that before declaring o Raise, il the roll ends up
lpss than the new TN, it is a failure, even if it is
higher than the original TN,

Raises can have all sorts of different results,
and they are dependent on the GM and player,
When making Perceptian rolls or any other roll
ahout gaining information, a successful Raise
restlls in maore information, more reliable infor-
malion, muore relevant information, andfor maore
detailed information, In combat, raises result in
more powerful and more accurate strikes, as well
as suecessiul special maneuvers (disarms, called
shots, etc)

Raises are also used when a character wants to
achieve a more specific resull, ITa player wishes
a particular resull, the GM tells him how many
Raises are required to achieve the playery desired
eliect, The player can then either make the
attempt (al the new T or try something less dil-
ficull,

Example: Kuro, who is rolfing 3 dice, decides
to announce two Ratses He s tntending to sperd
a lot of money on this horse for his lord and does
n't mand to dishonor bimself with an animal in
poar health, With oo raises, e should be able to
finnd out all sorts of important informeation abont
the mare.

Free Raises

A Free Baise gives vou the benefit of a Raise
without raising the Target Number,

In some circumstances, the GM may award a
character a Free Baise for a roll, This meuns that
if the plaver makes a successful roll, he will be
awarded the effects of a Raise without aciually

rafsing the Target Number (or an additional one
il he is making Raises on his own as well). Free
Raises can be the result of magic tlems, spells, the
blessing of the Seven Fortunes, praying al the
Temple of Amaterasu, being in a familiar tactical
situation, having made a successiul Perception
toll to analyze vour opponents technique, or
many other situations. This free raise does nol
change the TN in any way, and it doesn't counl
apainst his limit if he wants 1o make Raises on
his own,

Example: It is certatnly possible that the GM
coneld have given Kuro one or more Free Raises
for fis Perception roll due to lis overshelming
success with his nding the mare,

BLIND RoLLs

When players roll without knowing the Targe
Number, they are rolling blind. Sometimes. the
GM will not want the players to know the out
come of a roll,

i a poison has been slipped into a player's tea,
then telling the player 1o make an Awareness
plus Poisan roll is a pretty strong give-away, and
the player won't want to drink the tea regardless
of the results of the roll, This is a good time for
the GM o make a blind roll

Whenever the GM wants to make a blind roll,
he may either roll the dice himself, or have the
plaver tall them, but does not announce the TR,
If the GM does nol wish io announce the TN,
however, he must give the player credit for as
many Raises as the player could have made sue
cessfully. Obviously, the GM must still have a TN
in mind for this roll.

Example: Instead of declaring the Perceplion
+ Horsemanship roll to be a 15, the GM tells
Kuro that he wants a blind Amareness plus
Horsemanship roll. The GM decides quictly thal
the TN for Kure to find out this horse’s secret Isa
20 Kuro rolls a 34 {a total of tiwo raisesh so the
(M tells Kuro that not only does this horse seem
i like him, but she is pregnant - probably by a
strang sive, Quite a find! This could bring some
(rlory to Kuro,

Contested Rolls

Contested Rolls ocour when you have to test
your abilities agains! the abilities of another

When no one is resisting a character's actions,
all the rolls should be Simple Rolls. But charae
ter's don’t live in a vacuum and eventually, they

'l.. .




will end up in a confrontation where they must
lest their own skill against the skill of another. In
this situation, the GM calls for a Contested Roll,
The ather person in the contested roll could he
another player, or just a character in the story,
Regardless, both characters roll their dice o
determine their individual success, The TN for
each character’s roll is their opponent’s Trait times
five. This roll can be Raised normally by either or
both sides. If the GM requires it, it can also be
made blind, but this can be slishtly confusing fwe
don't recommend it for beginning GMs),

he result of the contest i=s determined by
which side makes their roll successfully;

= [f neither side is successful, then the contest
confinues another round. Perceplive ohservers
may be unimpressed by the lack of skill being
show.

= IF only one side is successful, then the suc:
cessful character wins the contest quite decisively,
| Any Raises thal the character may have made can
increase this “margin of victory" even more.

= If both characters are successful, then some
ome manages to win the contest, but only mar-
ginally, If one character makes more Raises, then
that character wins the contesi, otherwise the
marginal victorv goes o the character with a
higher total roll.

Example: Haping Jound that the horse is
goceptable, Kuro begins to hagele with the mer-
chant over the price of the mare The GM
anmounces that this is a roll based on Awareness
plus Commerce. Kuro has an azareness of 3 but
itedy @ Comeezerce of 1 The merchant also has an
dewareness of 3, but a Commerce of 4. Roth sides
tave @ TN af 19 (their opponent’s Amareness
times 3| but the merchant decides to uyse 2
Raises. Kuro kunozes is chances are too small if
he Raises twice, so hes simply going to fry o
make the 15, Kuro rolls a 148 and 9 for a total
of 21 (94-8-+-4). The merchant rolls an amazing 35
(heeping an 8 9 and 18) and casily beats his
adiusted TN of 25, The merchani wins, and the
selling price of the mare ends up being guite high,
He can obuiously tell how badly Kuro wants the
hicirsie,

Ten Dice PEr RoLL

Sometimes, a character is given extra dice to
rall because of magic items, successful Raises on
a previous roll, or by other means, However, no
rll ever is made with more than ten dice,

Working Together

There will be occasions where more than one
person is working together w perform an aclion
This can be several shugenja working together to
perform a ritual, it can a group of bushi trying to
pull a large rock up the hill, or perhaps just a
group of singers performing for the court,

In all of these situations, the group must
choose a primary character, The roll is made
based on the primary character but adjusted for
the other characters in the group, The group's pri
mary character is the character with the highest
Rank in the appropriate Trait, Every character
other than the primary character will add their
skill level to the roll. With an unskilled roll {only
rolling a Trail, for example), the primary charac
ter will roll an additional die for each person
assisting,

Fxample: A group of shugenfa are casting a
ritual. The primary shugenfa has an Earth of 4
{the spell’s element) Since there are no skills
involoed, the shugenja will be rolling (but not
keepivgt an additional die for each assisting
shugenfa. There are three other shugenja who are
assisting Mim, so fe will be volling seven dice,
heeping four.

Fxample; The master smith is preparing a
katana for the Crane Daiwyo. The smith has an
Earth of four and a Weaponsmithing of five so ke
atll be rolling 9 dice keeping 4. He has two assis
tants who are helping him with the minor details,
They fave Weaponsmithing skills of three and
two, 30 the smith could roll 14 dice if he were
able ($45434-2) Since the most be can roll is ten
dice, he will roll all ten, keeping four,

Vol

Spending a Void Point raises one of your Trails
by one for that one roll,

People in Rokugan can oecasionally touch that
place where the other elements come together
perfecily and perform beyond their normal capa-
bilities. Whenever a character is making a roll, he
may choose to spend’ a Yoid Point in order to
increase the value of the appropriate Trait by one.

This will mean the character is rolling and keep

ing an additional die for that one roll

Under normal circumstances, a character may
only spend one Yoid Point per roll, Under extreme
circumstances (up lo the GM) a character could

COMPLICATIONS

Some things that
cun make hitting an
opponent mare diffis
cult can berepresent-
ed by ingrenses in the

Target Number to hit

the apponent.

+57 Bad fooling or

difficull vigton,

+10: Partial ¢over, p
quickly moving tar
get, orlong range.
+15:  Nearly  full
cover, oOF cxiceme
range.

+20: Blinded,




th
Trait rank is the mos d Points that could be
spent. The extreme circumstances that could
3 ity such great exertions should
i al most twice per story and be the
difference between success and failure, life and
death,

A character can only spend as many void
puints as their rank in Void. Spending void points
does not decre: eir Yoid in any way, it is sim
ply a maximurm to the number of void points thal

Al the beginning
of cach story, the characters have their Yoid Points
cstored to their full level, At the end of a night's

y ar after two hours of uninterrupted medita-

tion, & character also has a void point restored to
them

Tdests o¢

fails,
announce an Honor Test 1o resist the e
Example: Mirum (uro @5 eating

¥
l'.'e':.f."u.'f for fer
v The sanural-fo
earlier in the
ikt Jr.u’ the M te H'- me ver that he
wld be fard !

Wayer LR
g to make an Honor Test,
]t a character takes an Honor Test, he may roll

a number of dice egual to his Honor Band to b

a TN assigned by the Game Master, If the roll suc
eeds, the character resists the temptation and
cains an Honor Poing, bul il he fails, he loses ten
Honor Points! The GM should use the source of
the temptation when delermining  Targel
humhl rs for Honor Tests

I}n sannarai-ko
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makes @t a 20, Kuros plaver makes a gulping
noise and announces hell be spending a Void
Patnt. He wiakes Ius roll and pets 73 and 27
(11047 for a total of 37 Kuro successfully
resists the samurai-to’s offer and enfoys a cold

bed tonight,

Talent vs. Skill

s natural for new players Lo lake a look al
the system (rolling a Trait + a Skill, keeping the
Traity and figure that il is much more important
lo have high Traits than high Skills. Afer all,
Traits allow you to keep dice while Skills just add
mare dice.

This is true, bul it can be misleading. Players
will want lo raise their Traits as high as possible,
but they will not want to ignore their Skills. Skills
give you more dice 1o roll, piving you more choic
es when il comes time to decide which ones to
keep and drop. In short, the more dice vou rall,
the higher chance you have of rolling a ten, which
is the equivalent of ralling yet another die.

Consider two characters for a moment: o Crah
samural who has invested all of his points in his
B Traits, and a Phoenis samurai who has invested
| many of his points in Skills. The Crab gels o
keep mare dice, but when he gets hurl he will
lose dice that he could have kept while the
Phoenis samurai has a wide variety of dice to
pick and chase from. For instance, let's say both
| characters are al -2 Wounds, The Crab osually
gets 1o roll & dice for his attack roll {5 Agility + 1
| Tetsuba), but now he only pets to roll 4. On the
i other hand, the Phoenix usually rolls 7 dice (3
| Agility + 4 Kenjutsu). Even down two dice, he's
| rolling more dice than the Crab (4), and he gets to
keep the same amount {5). In other words, the
Phoenix has a greater choice of dice, and perhaps
a 0 snuck in there somewhere,
| Characlers who have high Traits and low
| Skills will be affected by Wounds to a higher
degree than characters with higher Skills. This is
how it should be. Characters with more experi
ence are able (o handle damage better than char

acters who are still a little wet behind the ears.

fO]ﬂBﬂf:
Oknrmshes

When a two small forces face each other, il is
called a Skirmish. Skirmishes can involve as few
as two combalants or as many as a dozen,
Skirmishes are handled with three steps:

Step (e Determine nitiative

Sep Towo; Declare Aciions

Step Three: Resodve Actions

Step One: Determme
Tmtatwe

Al the beginning of a combat round, the GM
asks all plavers to roll one d10 and add their
Reflexes Trait o the resull As always, if a 10 is
rolled, roll again and add the result, The GM makes
a similar Reflexes<d 10 roll for all NPCs involved in
the combat. The GM then records who rolled high
est 1o lowest. The player or NPC who rolled highest
will get the first action, followed by the person whe
rolled next-to-highest, and so o The person who
rolled lowesl gets the last action. Mayers declare
actions from slowest 1o fastest, so the character with
the highest initiative roll gels 1o hear what every-
hody else is planning o do before deciding,

Ofep Two: Declave
Actions

In order to keep things orderly, a Skirmish is
broken down into Turns. Fach Turn is approxi
mately five seconds long, enough time to give
cach character one Action. A character who wish
es to engage in hand-to-hand combat must do so
with one of three maneuvers; Normal Attack, Full
Altack or Full Defense.

HOwW ABOUT
Hanp~To~
Hanp Compar?

Although almost
all combat in
Rokugan is conduct-
ed with weapons,
ocedsionally (hy
design or misfortune)
one:or both ol the
combatanis will be
withouta weapon,
When this gccurs, the
relevant coll is Agility
+ Jinjitsy, und the
Damage Rating is
1k1,
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FaLuing Down

Characters whao
fall (with no control
over their fall using
the Climbing or
Athleties Skills) will
iike 1 dig of damage
per 10 feet they drop.
£ xAMPLE:
Huro is jumping
“trom vne rooflop lo
another, chasing a
black-clad assassin
{who may OF may not
be a ninja). Onchis
third leap,'he slips
(Fails his-Agility. rolt)
and plummeis (o the
ground. The GM tells
Kuro that he's going
to be falling twenty-
three feet, so he'll
have to take two dice
of damage. Kuro's
player rolls two dice
and rolls a 1 {whew!)
but healso rollsa 17
(1047}
~ Kuro decides that
he'll be lving down
for a while,

MANEUVER: STANDARD ATTACK

When a character is trying to hit someane, the
unadjusted TN to gel a suceessful hil is the tar-
get's Reflexes times five. Many things can modify
this TN (such as armor, combat conditions, eto),
and some monsters have a fixed TN to be hil that
may have nothing to do with their Reflexes,
However, 1f the character is able 1o suceeed on the
simple roll of [Trait] + [Weapon skilll, then he will
get to make an additional roll to determine how
much damage was caused. Many times the roll
will be a simple Agility + Kenjutsu roll, but of
course this is not always the case,

MANEUVER: FuLL ATTACK

If a character chouses a Full Attack, he gains
an additional two diee 1o roll - but nol keep -
when he altacks. The TN fo hit a character who is
making a Full Attack is only 5.

MANEUVER: FuLL DEFENSE

The Full Defense maneuver is used by charac
ters who simply want to pet out of the way of
another character's attack. Their only Action this
Turn is to dodge. The TN to hit a character under
Full Defense is Reflexes x 5, but the attacker must
drop any dice that roll lower than the character’s
Reflexes + Defense Skill,

RANGED WEAPONS

Using a ranped weapon in the L3R RPG is not
very different from using a hand-to-hand weapon,
The GM may call for a higher TN due to cover,
range, or the movement of the target. Like melee
weapons, it is simply a matter of rolling to hit,
and then rolling for damage if you hit

There is one difference, however, Rokugani do
not “aim” their bows. They rely on instinet rather
than certainty,. When firing a bow, samural use
thetr Reflexes + Archery rather than their Agility
+ Archery. The one exception to this rule is that
camurai from the Unicorn clan have learned this
“aiming” trick from the barbarians and may use
Agility instead of Beflexes il they wish,

OTHER ACTIONS

A character can take any Action they wish dur
ing a Turn. The default TN to hit another charac
ter is that character's Reflexes x 5 unless the char
acter is not actively protecting himself. [T a char-
acter 15 just not hothering to get out of the way,
the T to hit them is 5.

For example, @ Scorpion samurai is trying fo
strike at @ Lion samural The Lion s trying to

recover a wheden misplaced message from Akody
Kage to the Emperor. The message lies on the
floor between the tao samural. The Liow leaps al
the scroll and the Scorpion drazes his katana.

The GM asks both plavers what their charac
ters ave doing, The Scorpion plaver declares (hat
he 1s going to strife at the Liow, The Lion declares
e is diving for the scroll. The GM thinks for a
second and allows the Lion to have his full |
Reflexes x 5 as a defense against the Scorpions
cut. Stree the Scorpion player knages the Lion
won't he striking back this Ture, e declares a
Full Attack. The Scorpion plaver will get to ol
an additional tzwo attack dice this Turn, but the
TN o heit Jeinn sl be 5. The Seorpios isel con
cerned, since the ondy action the L (5 laking
this Turn will be to smatch up the misplaced
serodl

Step Thiee: Resolve
Actions

Once all players fand NPCsp have declared
their actions, po around the table from the high
est Initiative to the lowest and resolve thelr
actions. One by one, the GM has the players rol
the dice appropriate to their action and determine
if they are successful.

If your character failed o beat the TN, hs
Action failed, 1T your character beat the TN, his
Action was successful

| ¥

- Raises,

Namage, &
Tantsu

Ralses

Raises are one of the most exciling aspects of




playing L3R, I allows players and the GM 1w
manipulate their own Target Numbers to gain the
effect they are looking for. Here are a few exam
ples of what you can do with Ralses in combal,

CALLED SHOTS

Rather than simply trying to hit their oppo
nent, a character can try for a more difficult tar
get by making Radses. Typically, the result of this
type af “called shot” is lell w the GRS discretion,
but a plaver can always vse Raises (o do more
damage, For every Raise to hit an opponent, the
character pets 1o roll an additional die when
rolling for damage. For the most part. Raises are
used in order to do greater amounts of damage to
the opponent. However, sometimes a character
will want a more specific effect than just doing
maore damage. This is refecred o as a ‘called shot)

A called shot can be anything from ] want 1o
hit him in the head” w something as unusual as
“l want to carve my initials into his helm without
hurting him” When a playver declares their called
shot, the GM will tell the player how many rais-
es will be necessary to perform the desired action.

For the most parl, the end resull of each of
these called shots will be determined by the GM
[many will simply be the standard increase in
damage), but disarming attempts deserve a guick
note: if a disarm atlempt is achieved, then the
character and target make a contested roll of the
disarmer's Waler + |weapon skill] versus the tar-
get's Earth + |weapon skill]

|
| Damage
#1  All weapons have a 2 number rating to indi-
cate how much damage they do with each blow,
When one character hits another, he uses his
Strength 1o determine the damage, or Wounds, he
delivers with his blow, The stronger a character is,
| the more Wounds he can deliver

All weapons are listed with a Damage Rating
(DR that looks like this:

Katana 3k2

When your character is dealing damage, add
his Strength 1o the first number in the Damage
Rating and roll that many dice. The second num-
ber (the one that follows the “k") tells you how
many dice you keep from your roll. For instance,
the standard katana listed above, with its DR of
“3k2" 15 telling you: “Roll (Strength + 3} dice and
keep 2 of them” The unfortunate on the other end
of the katana marks off those two dice worth of

wounds on his Wound Track. (See “Gelting
Wounded” below)

Damage that is cavsed Trom spells, or poisons,
or by other means will have a DR as well, Unless
they say otherwise, you roll and keep that many
dice to determine the amount of damage,

GETTING WOUNDED

When o character takes Wounds, the player
marks down the Wounds on his characier sheet
He beging at the twp (al <0) and beging marking
off Wounds, Il he reaches a number of Wounds
equal to the number in the box (his Earth x 2),

then he moves down to the next Wound level and
continues marking down Wounds.

When you've been Wounded, evervthing
becomes more diflicult to do, When you've got o
wicked sword ol down your arm, it's hard (o
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can roll is reduced by your Wound level,

If a characters Wounds ever reach the *Down”
Level, the pain is so great that they cannot sland,
move [aster than a crawl, or speak louder than a
whisper. The TN to hit a character who is "Down”
is B

If a character drops to “Out” the pain has over-
come them and they f s for a num-

ber of hours equal to the number of Wounds they

have taken at the “Out” Level, In order for a char-

acter t he killed by his

campletely fill out the T
Example:

s 4 @

15 wounds, he must
Wound 19
) e only
ity it a
When Kuro o ’
L e first 5
ned he drop
i Ihl —4 W 3
d of rofling
minus 4 Jor fiis Wirterds),
s rl,lr damage,

fJu.l’ F.u' becomes KRCORSCE
treo fomers,

HEALING
Every morning, after a resthul night’

character heals a number of wounds equal w his
Stamina rating. Simply erase a number of wound
marks equal {o the character’s stamina, working
your way back to uninjured 5. The mos! seri
ous injuries (‘Down™ or "0ut” levels), may have
more lasting effects, but those are up to the GM
and are dependent on the injury sustained as well
as the character. There are magical ways 1o heal
damape other than nature’s 5, bul these
work in exactly the same way: simply erase the
wound marks (see Magical Healing on pg 150,

Tar ]111"\1. 1 Nnels

LJm of the most exciting elements of samural
fiction is the daijutsu duel. Two samurar stand
only a few feet apart, cach beginning to focus his
chi for a dramatic and powerful strike, One will
win and the other will die,

The L5R RPG uses a unique mechanic
reflect the tension and drama of foijulsu. A
samurai take their stance, either or both may
make an Awareness + laijutsu roll with a T of
15. If the roll is successful, they may determine
ome of three facts:

RLLLIMA




* The Agility of their opponent,

* The laijutsu of their opponent; or

* The Void of their opponent,

The contestants may Raise this TN, For every
Raise, they can discover another fact about their
pppOonent,

Example: (take Hori ts abont o ewter an fai-
Juisu duel He wants fo know more about his
opporent, so e decides to make an Awareness
laijutsu roll. His Awareness is 3 and his laifutsu
i 2, giving fim q total of 5 dice, keeping 3. At a
TN aof 13, e decides e would fike to fnow the
Agtlity of his opporent. He also decides to bid up
the TN by 5 to learn the laijfuisy of lis opponent,
He rodls a 23, enough to beat the TN of 20 (base
5 + ane Raise for additional information), Hor
discoviers s opporent has an Agility of 4 and an
laifutsn of 3.

After the Awareness rolls have heen made, but
before any other action takes place, either oppo
nent may declare his apponent the victor This s
nol a cowardly act; recognizing the winner with
ont spilling blood s always a noble ace If both
opponents disengage after one has declared the
other the winner, the duel is over. However, if one
opponent does nol disengage, the duel continues.
ITa duelist disengages when his opponent refuses
to disengage, he shows his cowardice and loses
Honor {see Honor, pg 58),

If both opponents agree to continue, the duel
proceeds as follows:

During a duel, the TN for a samurai w strike
his opponent is 5,

The opponent with the highest Reflexes
announces “Strike” or “Focus” Il Reflexes is tied,
consull the duelists’ ladjutsu, and if there is still a
He, use Voidl,

If the first opponent chouses Focus, he volun
lurily Raises the TN by 5.

Alter the first opponent announces "Focus”
the second opponent alsa has the opportunity call
Strike or Focus, If he Focuses, he Raises the cur-
rent TN by 5.

Focusing  continues  until one Bpponen
announces "Sirike” When a duelisi announces
"Strike,” his opporent rolls his Agility + Taijutsu
against the last TN he Raised to,

Ii the attacker rolls under his TN, he misses. In
this case, or if the first attack was not fatal, his
opponent now has an opportunity o strike, The
second duelist rolls his attack dice at the last TN

he Ratsed to (which should be 5 paints lower than

his opponent’s TN),

A duelist may not Raise more times than he
has ranks in Void. You may spend Void Points
before you roll your attack dice.

When a duelist makes a successful laijutsu
roll, he will roll damage as if he had hit someone
in normal combat. Remember that Raises will
increase the # of damage dice that are rolled.

T hoth sides of the duel are still conscious after
they trade their first blows, what happens next
depends on the combatants. If the duel is 1o the
death, then they will continue their fight using
Henjutsu instead of Tagjutsu. 1§ the duel is 1o first
blood or is simply a contest of skill, then there
may already he a winner, and the duelists may be
satisfied

Example: A Phoenix samurai and a Crab
semurai enter into an faifutsy duel. The Cral has
e Agality of 3, an faijutse of 1 and a Void of 2,
The Phoenix has an Agility of 2, an laijutsu of 1
and a Void of 3.

Becanse the Crab has the hiphest Agtlity, he
may choose to Strike or Focus first. He chooses to
Focus, He Raises the TN which siants ai 5, mak-
tng it a I

It is mowe the Phoenix samurai’s turs. He may
choose to Strike or Foeus If e chooses to Strike, the
Crakr soill get the first opportumity to vofl at a TN of
Tt He chooses to Focus, Ratsing the TN 1o 15,

Both duelists have Raised once. They may
ently make a number of Raises equal to their Void
Trait. The Craly may onlv Raise once move (Void
2}, while the Phoeniz may Raise troo more times
{ Vo 33

The Crab samurai chooses to Focus once more
imaking the TN a 20), as does the Phoenix (TN
23) The Crab is ot of Raises and must choose to
Strike. Because the Crab called “Strike” his oppo
nent get the first apportunity to roll hiv attack
dice. The Phoewix must voll against the last TN he
Raised, which sas a 25, If ke misses, the Crab will
get @ chance fo strike him at the fast TN he
Raidsed to, wihich was 20, The Phoeniy decides to
use his Shiba school Technigue, and spends 2
Void Points, He now rolls a total of (Agility 2 +
lagjutsu 1 + Void Poinis 2) 5 dice, kecping 4
Unfortunately, he only rolls a 15, He misses Jis
strikee and now it is the Crab’s turn to roll at his
TN af20...

M the end of the duel, the winner gains Glory
equal 1o the School Rank of his apponent + 1,
The laser gains only 1 Glory,

THE DEaADLY
DuEL

When samurai
engage in an indjutsu
duel, onewill draw
first and the other
usually dies. This is
the way duels end in
gamurii literature,
and it ismlso the way
they usually end in .
the L3R RPG.

When figuring
damage i an ipijutsu
duel, the samurai
determines damage
nocmiy: Strength +
Ratana, plus Ladie
per Raise,

EXAMPLE:

Kuro is engaged in
an iaijutsu duel. He
has raised the TN to
25 (4 roises) and he
successiully strikes
his opponent,

Kuro rolls his
Strength (2) + Katana
DR (3k2} + I'die per
rnise (4) That's o
total of 9 dice, keep-
ing 2 (the normal
number of dice kept
for a katana). He
rolls 1, 4, 6, 6, 9,4,
15 and 16. He keeps
the 15-and 16 for o
total of 31 wounds.

Kuro's;opponent
crumples up his
character sheet and
grabs a pencil.




and their encownier with
Pass. Ifr Hn. i ,h’ Luhmm' is h’u' B anid Jeis tee players as they
In the vight column is the tale
Mirumoto Kuro and his friend [~..|1.=.-.| Tadaka, a Phoenix Clan Shugenja who is known for his earth
magic, have been traveling through Beiden Pass. Without warning, an ogre has leapt from cover and is
ambushing the pair,

GM: Okay, Kuro. You and Tadaka have very
little you lo but fight or run,
fight, of course!
utely, scroll tucke v in his shonldder pou
roll indtiative. [The GM rolls a said 1o th
7 for the [Jj..m plus 1 for his Refl n eight <

Kuro rolls a # and ends up with a nin %l CHrers wer goas guiel v
only has an Reflexes of two, so his rall of 3 means ¢ sau the o [ 'u'JfF \-"I-'r'rJ‘L an th
he'll 2o last] ' !

Tadaka: He's Shadowlands, right?

GM: Do you wanl o try to sense his taint?

Tadaka: Nah. Don't want o take the llTl'It' Il

;_ﬂ be hlt‘ul Kuro and start casti i
him down to s

hl'sl ,1|.u1, rai His charge caught the ogre

Tadaka: Well, his Earth is going to be pretty  knew S T:;-cfrnr.'u'ui.';i"' (
high, so I'd betier just o the normal TN. Ko ing
raises fe unﬂ

GM: Ok, The Ogre has the trunk of a small
tree in his hand so he’s going to swing al Kuro,
You're showing an obvious weapon, and while he
st very smarl, he's seen a katana before.

Kuro: v, normal attack, but | want to stay
in hetween the Ogre and Tadaka so that he can’l From behind him, Kuro could |
gel 1o the shugenja, words, but more importantly he could feel

GM: Well, that shouldn’t be too hard since he’s @ s swimmping about him as the
mostly [ocused on you — one raise, Your Target & to bind then into his vam body,
Mumber is 25, as almost ready. Kuro '

Kuro: Mo problem. [Kuro has an Agility of 3 wound and h
and a Kenjutsu of three, He rolls tf 5, hoped the spell would be i fime .
4, 6, & 10, He rerolls the 10 and gets 1.11'ln.|||'lt'r 4, Kuro suddenly realized that his char




His total is 6+8+14 = 28. He hits!] Gol him. My
katana DR of 3k2 and my Streopth is 3.
[Kuro rolls 6 l-'.l'-t"nin;: cand gets a 22 1 do
twentv-two points of damape!

GM: That would drop a normal human, but
this thing seems 1o hardly notice the deep cul in
its leg. [Iis at the -1 wound level| Well, now it's
cerlainly nol paving much alention to the
shugenja. He swings back at you,

Kuro: Reflexes of 5, lighl armor, and the
Daisho technique: my TN to he hit s a 25,

GM: All right, he swings. [The Ogre only rolls
3 dice to attack now, and his roll of 21 (4,89 isn't
quite enough 1o hit Kuro). He missed. L. i
that wound might have kept him just off balance
enough,

Kuro: Whew

the

aM: Good point We're done with round one,
Initiative for the second round?

Kuro: Only a six

Tadaka: (who rolled a 16) Eighteen!
| GM: Yikes! | guess vou're first. The ogre will
| besecond,

u, |hl"I||...|I
GM: We I, you can't raise since you're nof
relling, Still, if you'te going lo stay between the
of them that gives you less room to maneu-
raelf out of the of attacks. Will you
: a drop to your TN 1o be hit?
Kuro: Pve gol (o prolect the shugenja. Sure,
daka, the Ogre is poing to bury
Kuro with Ihut tree inmi Good luck with that
s five, so

T-ill.lkd Thanks. I'll spend a Yoid Poind, so my
Earth is raised to Five for this roll. [Tadaka is
shugenja rank 2, so he rolls 7 dice keeping 3, but
gets no tens and ends up at a 28] Ug Not quite.

GM: You feel the energ ng away [rom
you and the spell fails. The Ogre felt something
slart in happen, but he's pretty stupid, so he's still
atacking Kuro, [Rolling 3 dice again, the C
gets 3, b, and 13, Kuros maneuver drops his T

o be hit down to a it he's performing a full
maneuver. The Ogre is forced to drop the

i + Defense

ling this

St
attack, Imfufm ol
lect frime He ome

i and pul
freare Tris ) f:i{.'l.f'

e woee e looked
curienisty at fiis

i T

L




Kuro: Ten.

Tadaka: Seven.

GM: The Ogre is acting frst. Tadaka, what are
you doing?

Tadaka: Well, that didn't work too well. I'm
swilching 1o Tomb of Jade. 1 have this spell as an
inmate ahilily and | have the seroll, so Tl use the
Free Raise and add a regular Raise to reduce the
casting time to a single action,

GM: You really want w cast it this turn, don't
youae

Tadaka: I'm not sure how much luckier Kuro
can gel, The Ogre will connect pretty soon, and 1
certainly can't take him on one-on-one,

GM: Good point. Kuro, still protecting Tadaka?

Kuro: O course. Normal attack this time,
though, I's time to go for il

GM: If vou say so. The Ogre is fed up with this
tree trunk — he thinks ifs cursed. He throws it
away over your head and just reaches out with
hoth hands to grab you

Kuro: He what!?|

GM: He's grabbing at you, [He rolls 3 dice: a 4,
7, and a 16, The total is 27 - Success!] Hels got
vou, and he's squeezing,

Kuro: Ow, I can't swing my sword, can 17

GM: Nope. He's gol vour arms pinned, And he
smells ford,

Kuro: Swell. Well, can | try to break out?

GM: In a secomd - he's squeezing right now,
and he's strong. [The GM decides thal a bearhug
is only DR 1k, but the Ogre is still rolling six
dice: DR 1+8trength 6-Wound 1. His highest die
is a nine,| Nine points. You can hear a rib snap.

Kuro: | try o breal free!

GM: Contested strength rolls. The Ogre has a
strength of 5, but is only rolling 4 dice. Your TN
is twenty-five,

Kuro: My strength is 3, and 'm at Wound
Level -2, so I'm only rolling one die, The Ogre's
TN is 15, I'm spending a void point - 1 can't take
much of this!

GM: Olay. 'The Ogre will raise once,

Kuro: Fine. Maybe he'll fail, [Kuro's two dice
are an & and a 15] Twenty-three. Not guite

GM: The pere only got an 18, He would have
succeeded without the raise, but it really doesn't
matter since the status quo still involves you in a
painful bear hug

Tadaka: Mot for long! Its my lurn o protect
my Iriend: | want o spend my last 3 Void points
i cast the Tomb of Jade. I'm using 3 total raises:

“Hurry!" Kuro cried.

“T'm trying!” Tadaka called back

“Broken!" the ogre grunted as i threwe awvay ifs
iree club and grabbed at the kneeling saviiral,

Kuro scrambled to put distance betaseen fum
self and the ngres wide hands, bul the ogre
shogved a sudden burst of speed, and bejore he
could do anything about it, he was in the ogres
grip and slammed against its chest, his breath |
being squeezed from his lungs, He heard and felt
something snap n fis chest, but he caught the |
scream fust before it moved past s feeth It )
escaped as a painful hiss,

The ogre grinned, stobber drpping from s |
fips. “Eae? it said Kuro felt and smelled the §
wretched breath of the ogre pour over him and he
had to szeallow his sick back dowr his throat

From somewohere bekind him, Tadaka was
attuning and sunmmoning evergies, bud o maflis
homw quickly ke did it, Kuro geas certain it wouli
not be guick enough

The ogre squeezed again and this time. Kuro’s
screamt tas only stopped by his teeth sinking inio
his lip. He tried to rip at the ogres flesh aith s |
fingers, but the Mide of the ogre was too fongh

A dim realization suddenly came to lum. He |
could not rely on the shugenja’s spell. He was
going to havie to tny to escape imsell.

He tried (o take in the stale afr, but He pam i
fris chest was too greal. He felt his strengtly fading
with every squeeze of the ogre. His throat began
to thicken from the lack of air. Another nunute |
and the minute gasps he was gaining wonld wot |
fre enongls to feeep i on this edge of conscions-
ness. He made one Tast attempt, but 1t was in )
pain. The sides of his viston began to Mur o '
darkness. He felt his hands fall limply to fis side
but he managed one small curse on the smiling
face of the ogre before .

oo before e felt the familiar wash of energ!
over kis body and saw the ogre’s eves begin fo
shine with a pale green, smoky light, The ogres
erip lovsened and Kuro felt the air wasl in o
his lips, between s teeth and finte his braisad
Tungs, He sage s mouth and the same pale ligh
entitted from the black maw. The leathery shin
became hard like stone and all motion ceased

From behind him, he heard Tadakas poice
raise to a thundering level. More energy passid
over hip and fe heard seomething inside the ogre
crack Another moment passed and s struggles
almost ceased,




twa of them o be able to cast the spell this turn,
and one {0 increase the damage,

GM: Wow, Okay, go ahead. Your base TN was
a X, but with two raises, it's a 41,

Tadaka: Whew. All right, here goes nothing,
[m rolling 9 dice, keeping 7 of them. |Earth 7
Rank 2. His roll: 1,3,34.4,5.8.99 = 42] N works!

GM: Congratulations. The DR is 2, plus one
for the ratse,

Tadaka: First round damage is... |234]
Loonly eleven,

GM: Still, he's starting to feel it and he won’
be attacking anvone while he's entombed,

Kuro: Hev, what about me? Am | free?

GM: Noy, you're stuck, I'm alraid you are aboul
i be witness to a contest of wills between Tadaka
and the Ogre,

Kuro: Go get im, Tadaka!

GM: There really isn't any reason o keep
track. of rounds since everyone has only one thing
lhey ean do. The ogre is trying to break the spell,
Tadlaka is trying to maintain it, and Kuro is just,
hanging there,

Kuro: Very funnoy.

Tadaka: Lets do i, This is condested Earth
plus rank versus Earth, The Ogres TN is 20,

GM: Okay, yours s a 30, The ogre tries to
break free, but he's down 2 wound levels ['I'IL-:
Dpre is rolling 4 dice against a 20 and rolls a 24)

Tadaka: I'm rolling 6 dice, keeping 4. [Tadaka
rlls @ 33 1 succeeded.

GM: So did the Ogre. Did you beal a 247

Tadaka: Yes, a thirty-three.

GM: He comes to close o breaking free, bul
you held him in, Roll damage again,

Tadaka: Hah! Damage this turn is 24,15
nineteen points,

GM: You hear a muted roar from inside the
green-skinned ogre. Next round. .. The Ogre is
down 3 dice now [and rolls only a 17] He is try
mg to fight put, but isn'l strong enough, You don't
even need to roll to hold him in. How moch dom-
age this time?

Tadaka: |5.78| Filicen poinis,

GM: The roar Trom within falls silent and the
statue becomes darker and stops moving, He's
dead.

Koro: What about me?

Tadaka: Well, the jade will tern to dust in a
few days.

Kuro: Very funny. What do 1 do until then?

GM: | don't know, what do vou do?

Another cry from Tadaka and another blast of
enerpy. The ogre’s slobbery face was nowe com
pletely transformed into a mask of perfect jade,

Finally, Karo heard a finy meeping oy from
deep in the ogre’s chest and then there was noth-
HIg e,

He turned Jis head to see Tadaka adping his
broz, his fhand quivering from the exertion. N
mst have cost the shugenja dearly to gather and
release so wmuch energy in so little time, Tadaka
stepped tomard Rin shakify pulting the serofl
back fn fis pack The shupenja had to make oo
attempls before he was successful

Are vou all right ™ he asked,

“Semethings broken dnomy chesi, [ think" he
matraged to say. “The pain s, signiffcant”

The shugenja smiled. “Dragon samurai. You
are all masters of widerstatement.”

Kuro grimaced and shut his eves. "dad if pou
denr’t get me down from here vight this moment, |
il feaert vou. .. ok so slighthy”
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"WINNING?

While this batile:.
system letSyou know
how your Siimurai is

Jiiog diing the bat-

the, it doesn’t address

the'issue: “Who's:;

Winning?”
If's easy.

Each géneral

males:a contested
Perception + Battle
foll: The winner, of
the roll is “Winning"
this-Round. The loser

If neither

of them succeed their
toll, assume they are
“Even’
If one general wins
three times in a row,
he wins the battle.

Bk s s e Jumg

@mbat:
Rattles

The system below gives the Game Master a
simple mechanic for determining the course of
battles, Like everything else in this hook, this sys
tem is only a puideline, The GM can use all, part,
some or none of it [f vour GM would like to use
a more narrative approach, he could ignore this
systern entirely. It is not represented to simulate
“realism™ it is meant to help the GM determine
the outcome of a battle with only a little book-
lepping, while at the same time, allowing some
drama to come inlo play Tor those involved.

Much like Skirmishes, Battles are resolved in
Rounds. Each Round is approximately thirty min
utes to one hour, Every Round, players will make
a decision repgarding where they will fight in the
battle, and the GM will determine their success
and whether they get a chanee to make a signifi-
canl contribution to the battle’s outcome,

Here is the technigue lor resolving Battles.

St@ ﬁ)ﬂ.@:
Neclavation

Every Batile Round, each player indicates how
his character will be fighting this round. The
players must choose between the four levels of
activity: Reserves (farthest from the actual light
ing), Disengaged, Engaged, Heavily Engaged (in
the thickest part of the fighting).

Step Two: Advantaqe

After the engagements have been declared, the
GM announces how the batile is going in this
tound. The current advantapge can be even, or
favoring one of the sides of the battle, If the bat-

tle is going against your army, there is more dan
ger, but there is also more opportunity for heric
action, The Tides of Battle can be determined ran-
domly, through the story, or perhaps even be
affected by the players' actions in previou
roumds,

Step Thiee:
DNetormmaton

Fach player will find the sum of their Wate
Trait + Battle Skill, then roll a 10-sided die, The
die roll is added o the Trait plos skill o find the
final result in the left hand column, Using the
table and reading across the row from the resul
until the column is reached that corresponds
the Tide of Battle and Level of Engagement, fhe
plaver will find their result for the round,

Sfep Ton
Resolnton

In each round, the characters will take a oo
tain amount of damage {e.p. 2d) - they must il
a number of dice equal o the damage {aken
Subtract the character’s Reflexes plus Defense §
skill feom the total. The final vesult is how man §
Wounds the character takes during this hour of
fighting from blows that he could not avoid. You
will notice that shugenja always take less damage §
than their bushi brethren; this is due to the stan
dard strategy in Bokugan of having a guard of
soldiers 1o protect the comparatively fragile and
valuahle shugenja,

Step Fwe: Reward

A character will accumulate a certain amaoun
of glory during the battle each round, and should
keep a tally of their tofal, ]

Example; Kuro is fighting wnder Lord Togastif
against an army of Crabs, In the first round g
baitle. the voune bushi declares that he will K
heapily enpaged. The GM  announces tha ]
Yokunis superior lactics are giving his army-
adventape in this round, so the result will WE
found fn the fourth column (Winning Heay
Engeagentent). The sum of Kuro's Waler + Batile +
die roll s a 11, so e looks up on the table to s
howe things went for im. Kuro discovers that i
takes 2 dice of damage, but gains 5 (lore poinsg
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DUELING
ETIQUETTE

Hévesare some.of
the morgdrequently
asked questions
about ducls.

What happeni.il

both duelists miss?
It depends on the
duelists and the eir-

] cumstances.
Sometimes, they sim=
ply.fall inte'a regular
“kenjutsu. duel At
uther times, however,
hoth duetisis consid-
er thémselves defeat-
ed (there was no
winner, therefore, we
both lost). Some
samurai would bow
to their opponent
wand declare him the
victor: “1 did not
defeat you, therefore,
' 1 lost.”

Do iaijutsu duels
pccuriduring a bat-
tle? I so, isn't it silly
to put away your
sword and hope vour
opponent does the

_ same thing?
Ye, duelsda Becor

: during battles,
" Remember; il is dis-

d hiﬁlnﬂl‘lﬂl’li: lo interfere
" with a duel; even if it's

occurring ifthe mid-
dle of a few thousand
Cother Fays fighting,

I

Since Kuro s wearing heavy armor, he il
anly have o roll one die for damage, Sivee the
roll ss foee (3), after ke subtracts kis Reflexes and
Defense he finds thai his combination of armor
and skill has kept him unbarmed this round,
Homwever, there is also a "Duel™ ai that position,
50 the GM tefls Kuro that Hida Subune (a Crab
fiever) is wearby and trping to pet to him for a duel
Kura may be able {0 avoid the duel, bt decides
fo attack Swhune. and they begin a combat at a
skirmish fevel of deiatl, Besides the possible gains
from the duel, Kuro has already gained 3 Glory
fram this batile.

Mels and Hevore
Opportumbies

Somelimes, a characler will run into another
important samurai, or a creature of note during
the midst of the fighting. Other times, the charac-
ter will have the opportunity to create a dramatic
shift in the course of the battle or storyline, These
situations  occur when the resull indicates a
“Duel” or “Heroic Deed”, In these situations, the
GM and player will probably have 1o roleplay the
seeme in more detail (often al the skirmish level),
buet it may resull in great amounts of glory for the
character.

Mels

When you roll a "Duel® on the Batile Chart,
vou have encountered a hero of the opposing
army. Your eyes meel, and you must face him in
single combal,

Handle the encounter as a Skirmish. Another
Battle Round does not occur until one of these
sarmurad Talters (is killed or knocked unconscious),

Listed below is a chart for keeping track of the
significant personalities for each side of a Battle
When your characler enters into the duel, vour
GM will roll on this chart to see which character
}'"U"L"L" encountered,

Fefusing 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,

A T T A s

- b bl bk st by A e b g b e e e e i e R e ST T

List o Hevore
Opportumbies

This is a lst of some heroic opporionities &
use in uny Battle, The GM is encouraged to muke
a specialized list for each battle, thus making eac
battle unique, The GM can use an opportuniy
more than once, if he wishes,

Pick Up THE BANNER

The character sees the banner carrler fall
arrow shot, He has the opportunily (i carry the
army's banner during the batile, bringing an add)
tional 1 Glory Point each round. However, al
actioms the character takes during the battle ame
al -1 die

PROTECT THE GENERAL

The character suddenly comes across the
army's general who has lost his personal guard
The general commands the character to stand al
his side and protect him from attack. The chare
ter must follow the general wherever he goes
{SeHTE ]_"L'l'tl.‘[-:ilﬁ are ore couraieots than others,
but he pains an additional Glory Point every
round. The GM will direct the characters level of
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Engagement for the rest of the battle,

ATTACK THE ARCHERS

suddenly, the character sees a path that leads
directly to the reserves of the opposing army. He
has an opportunity 1o aftack the archers, thus
making an opportunily for the reinforcements to
charge, This can give the character's army a
strong advaniage in the future rounds of the bat
tle if he can fight his way to the opposing archers,

ATTACK THE SHUGEN/A

A break opens in the battle and vour character
his the opportunity to atlack the reserves. The
shugenja suddenly stop their battle rituals as vou
charge into their ranks! Again, a suceessful attack
on the opposing shugenja, while dangerous (they
will begin directing their attacks at the character),
can he key o victory,

‘HoLp Twis GrounD!”

Your leader tells you to hald the line! You musi
remain in your current Engagement, but il vou
make a successiul Water + Battle roll, vour troops
hold their position, and you pain the Tollowing
additional Glary:

Beserves & Disengaped: N/A

Engaged: TN = 20; +2 Glory

Heavily Engaged: TN = 30; +4 Glory

Break THE LiNe

You gel the command to charge the front line!
Next round, subtract two from vour roll, butl add
two Glory to the result

A CLEAR SHOT

The front lines break and you have a dear
shot ‘at the commander of the opposing army
with a Ranged Attack! The TN of the shot
depends on the commander (typically TN 30, A
successful hit is worth 3 Glory, but will likely only
wound and oot kill the commander,

Draw THE LiNE

You've been commanded to try and draw the
ipposing army’s front line further away (rom
their reserves. Next round, vou will be Heavily
Erpgaged, but you also gain an additional 2 Glory,

S A WounDeD COMRADE

In the midst of battle, vou notice a kinsman
s fallen! You have the opportunity 1o save him
i your wish, but you will be considered Heavily
Ergaged for the next two rounds if vou do, Gain
in additional 2 Glory Tor each round you pull
wour ally to the reserves (and your ally may wish
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to bestow gifts on you in return for his life!)

SAvE A WOUNDED OPPONENT
Between breaths you notice a wounded enemy,
He calls out 1o you to help him. If vou ignore him,
you lose no Honar or Glory (he is acting coward-
lv, afler all), but if you aid him, he is morally
obliged to you. What do you do? Use the same
rules for Save a Wounded Comrade above.

Take THE ENEmMY BANNER

Between the blood and carnage vou spot the
standard bearer of the opposing army. You have
the opportunity o fake the enemys banner! You
must kill the bearer in combat 1o fake it 1 vou
take it, vou must try o get it back to your
reserves. You may only move one step closer to
reserves each round, and the increased attention
means that vaur roll is reduced by four. You gain
3 additional Glory each turn, and a bonus of 3
Clary after vou get to the reserves.

TAKE A Unir

In the chaos and alarum that surround you,
vou suddenly notice that you are the highest
ranking samurai in your unil! You have command
of a single unit of 3-3 samurai, Add an additional
1 Glory for every round you remain in the battle,

THE STRENGTH OF My
ANCESTORS

The heat of battle has possessed you! You have
an additional 3 Void Points o spend until the end
of this battle,

SHUGENIA’S GIFT

Coe of the shugenja of yvour army has target-
ed you with a spell. The GM will determine which
spell it s or allernately. consider one of vour
Traits and Skills to be one Rank higher until the
end of this hatle,

AvoiD FaTE
The Fortunes are watching you. lgnore all
Wounds this round.

B PrRiPARED TO Dic Two
GRAVES

You see a samurai from the epemys army cut
down one of your kinsmen, You may spend the
vest of this battle looking for that one samurai. At
the end ol each round, you may chose to move
horizontally or vertically on the above chart 1o an
entry that has a Duel (to meet that samurai),
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DuELING
ETIQUETTE
(CONTINVED)

Samufrai learn o
special techmigoe-for,
sheathing their blade
that allows thém o
do it witheut putting
themselves in danger,
Itinvelves spinning
the hlade, stepping
béickward and
sheathing it without
taking your eyes off
your apponent,

When hioth san-
rail begin theiriaijul-
su technigue, all
combatants know it
is best {0 leave the
two alone, because
interfering is an
insult to both of
them (you interfered
in an opportunity for
cach o test their skill
and courage).

What if one
duelist gets hurt, but
not killed?

He lost. If he
wanis fo keep fight-
ing, that's up™te him,
Sometimes (especial-
Ivduring blood
feuds),its even
appropriate,
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'MONSTERS AND

GLORY AWARDS

When a samurai
defeats a
Shadowlands crea-
ture {ind other
wiwholesomeness),
he deserves Glory for
his actions:

Deleating.

Shadowlands crea-
tures is considered
less Glorious than
more “plire” activi-
fties. After all, just
stepping into the
Shadowlands is
enough fo taifka
samurai's soul.

% Deleating minor
annoyances (such as
goblins and their
kind)might be worth
1 Glory.

Defeating more
significant threats
{such us.ogresjcan
guin a samurai 2-3
Glory.

Supematural crea-
tures (such as Oni
and Gakijcan gain a
samurai 3-4 Glory.
Samurai should

not expect lo

"\ go’hunting for oni

{i:hides” for the sole
~ purpose of gaining

o U UGlovy Glory is
awarded when
courage is demon-
strated, Bot as a
Weward for collecting
_pelis;

18

- W e R e e e e e PSSR T R

| (Skﬁqg
Avards &
Losses

¢

Glory Awards

The awards below are suggestions for the GM
when be is faced with the task of awarding Glory,
A daimyn may choose to give a smaller award, or
even (on very rare occasions) a greater one. Use
the awards below as guidelines rather than stead-
fast rules,

AVENGING A BLoop FEuD

When a character avenges a blood feud, his
lorel is obliged tw award him Glory. The amount
depends on the Glory Rank of the enemy.

Rank 0-3 = 1 Glory

Rank 4-8 = 2 Glory

Rank 9 = 3 Glory

BATTLES
There is much Glary to be gained in a batlle,
See Battles (pg 114 for more details

COMPLETING A QuEST

When a samurai returns successiully from a
quest assigned by his daimyo, the daimyo is oblig:
ed to reward him with Glory.

Minor Cuest (Involved litle travel and danger)
=1 Glory

Standard Quest (Tnvolved travel and danger) =
3 Glory

Gireat Quest (Involved  great travel ancd fintle
chance of survival) = 5 Glory

CRAFTSMANSHIP

Generally, samuorai can only gain Glory for
craflsmanship when il involves making weapons
and armor, Samurai gain ooe Glory Point for creat-
ing a weapon or armor of quality for every Raise
above the original Targel Kumber o create the item.

DerFeATING ENEMIES

There are two kinds of enemies: enemies of
the Clan and enemies of the Family. Defeating
enemies of the Clan will gain a samurad greater
Glory rewards, but deleating enemies of the
Family will earn a preater degree of respect in
one’s own Family, Again, the amount of Glory
depends on the Glory Rank of the Enemy,

Rank {3 = 1 for Family/2 for Clan

Rank 4-8 = 3 for Family/5 for Clan

Rank 9 = 5 [or Family/Y for Clan

DErFeATING NON—-HUMAN ENEMIES

Defeating monsters and creatures from the
Shadowlands also gains a samurai Glory, Look in
the Book of Yoid for Turther details.

GiFTs

Giving and receiving are prime opportunities
for gaining Glory, However, when a samurai is
receiving @ gifl, he can only gain Glory if it was
given by someone with a higher Glory Rank. The
monetary value of the gilt does not determine is
value; only the Glory Rank of the gifl giver mal
ters.

The Glory listed below is given to both the
presenter and the recipient. The gill must be
given in public and for a specific purpose.

Gilt from Bank (-5 Samurai = 1 Glory

Gift from Rank 4.6 Samurai = 2 Glory

Gift from rank 7-9 Samurai = 3 Glory

Gift from the Emperor = 5 Glory

GETTING MARRIED

While marriage may not be a romantic ailair,
it is a glorious one,

The bride and groom gain Glory dilferently
The bride’s Glary is awtomatically shifted to rep
resent her new station. She pains a Glory Rank
one Rank lower than her husband, The hoshand,
ont the other hand, gains Glory Poinis equal (o the
brides lathers Glory Rank,

HONORABLE ACTIONS

Samurai can gain Glory wheoever they pain
Honor, 1f a lord publicly acknowledges a samu
rai’s action that has gained him Honor, he gains a
number of Glory Points equal 1o the number of
Honar Poinds he gained,

CourtLy GLORY

Generally, all Glory s allotted in the court of
the daimyo. Samurai who presenl themselves al
courl have many opportunities 1o gain Glory,
Moteworthy and honorable actions (see above) are
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almost always awarded in court. Failing to award
due Glory (see above) often draws unwanted
attention, ridicule and scorn w the lord of the
court

ROMANCE

While romance is generally nol considered
honorable, it is certainly glorious. Tales of samu
rai and their romantic affairs are some of the
most potent Lales old in the courts of Rokugan,

Romanee is a special circumstance  when
Glory is concerned. A daimyo would never pub-
licly acknowledge one of his samural was

engaged in a romance, and so he cannot award
| the samurai Glory. In fact, if a daimyo must pub.
licly acknowledge the romance, it may mean o
lass of Glory for the samurai (see below).

Glory from romance is awarded by the home
ourt of the samurais amour. Glory is gained
| when the samurai publicly proclaims his Jove. A
| samurai must be careful about how he does so,
| however. Samurai are known for their skill in
publicly proclaiming their love while hiding the
dentity of the subject by hiding the name of his
lover in the poem, for inslance),

Samurai gain Glory Points when they publicly
show devotion. The amount of Glory is equal to
the Glory Rank of their amour. However, if the
ilflair is ever publicly revealed, both the samurai
und his lover are subject to the wralth of their
respectivie lords {and, in the case of a wile, the
lovers hushand). Punishments can be as simple

as  loss of one or two points of Glory 1o banish
ment and even a command for seppucke. Samura
ko are especially vulnerable to punishment, Often
times, the samurai-ko is expected 1o shave her
hair and retire from a worldly lile.

SKILL SUCCESS AND PERFORMANCE

The successful use of a Skill in and of itself is
nat cause for Glory award, However, there comes
a time when a single action can mean the differ
ence between victory and defeat. Al these times,
awards are in order. Rewards for a moment of
courage and valor depend greatly on the daimyn
in question, but penerally range from 1 1o 3

Successiul Skill use in the court is also cause
for Glory award. When a samural composes a
maving poem, painis a striking portrait or per
forms a song that brings the ladies of the court to
tears, the awarding of Glory is in order,

If a samurai makes a truly impassioned per-
formance, he is eligible for Glory, depending on
the performance. The quality of performance is
judged by the success of the player's roll
Generally, the TN for success is 15, Based on this
value, a samurai gains 1 Glory for every Raise he
pained,

For example: Kuro ts playing kis samisen for
the Phoenix court. Heks declared tuw Raises and
now has a TN of 25 Kurok player rolls the dice
and gets a 27 Stnce this is troo Raises ahove the
TN {15), Kuree may recetve 2 Glory frome Ujimitsn,
Being a wise dainyo, Ufimitsu awards Kuro his

{rlory,

Glovy Loss

Meedless (o say, it is incredibly difficult
for a samurai to gain Glory, but when he
loses i, he loses greatly, The loss of Glory
is a lerrible punishment for samurai, I
means i loss of social status as well as pub
lic shame. Many samuorai would rather
commit seppuku than face a loss of Glory,
As o maller of fact, seppuku is the only
way o negate Glory loss, If o samurai is

allowed 1o commil seppuku (he must gain
permission [rom his daimyo to do se), his
Glory loss is negated completely.

Like the awards above, the losses listed
below are suggestions for the GM. It is
much easier bor a daimyo (o lake away
Glory than it is for him to give 1. A samu-
rai is expected to be completely devoted 1o

LEFT:

INTERIOR VIEW
OF AN AVERAGE
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and to do so
of insub-
banish-
eppul,
( amurais rvquvﬂ 1.: commit se
puku muld e decined, lorcing the samurai to
carry his shame with him for the rest of his life
even mirl the afterlife,

his lord, w obey his every reques
withoul question. Pven the slightest
ordination Id result inoa loss ¢

must be publicly
)  Jord in order for a loss of
Glory 1o take place, A daimyo who refuses to
acknowledge an obvious crime jeopardizes his
own Honor and Gl

Unlike paining € , @ samurai can lose

his

in his
i af his
stures

5 head

daimyo accuses

shame is escalaled dramatic:
Hn- assume the
Sarmurai
1 on I_I_.' hr!-.u Hn.
ions privately, The r:ml],' time

Glory is when he dishor

lic drunkenness, display

woman, declining a duel in ¢

publicly confronted with hi

of higher Glory Rank.
wample:  Gingeea 1

ion for a married
1, ele.) and il he i
ons by o samurad

{0 drink, At the
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ton much sake and |

Totsiri,
ior, The

to m.ll-.t! a .‘1i]L.I..l'.‘-.\|'II| up:.llu;,},
make an !
WCErity o
{ for the roll i
olfended 18
Awareness & 5 1
samurai 1
himsell belare the
lord jor any other
offended  party) and
explains the
pounding in
heart. He does no
this guietly, In fact, i
is considered
form for the samurai
{o seream al the
his  lungs
making this a ]
considered good form 1o cry, The poin
of this exercise is for the samurai to prove his sin
ity, to prove that he truly is sorry for the shame
he has brought to himself and his family. A& sue
cessful Sincerity roll reduces the Glory loss by
half, rounding up
Example, Continued: (i
much Glory,
ol Cinazon s

prosira

lose 5o

F
n:-mf r:rh’ of
sincerity and his Glory loss is reduced b

FAILING TO AWARD GLORY
There will be instances when a lord will delil-
erately choose not to award Gloery Points o 2

urai. Take for example a Lion daimyo who

o




finds he muost award Glory to a despised Crane
samural who defeated all of the daimyo’s best
bushi in a twurnament. He must award the Crane
Glory, but chooses not (o out of spite.

1f @ samural ever fails to award a Glory Rank
to a deserving subordinate, he loses a number of
Glory Points equal to the Glory Rank of the
sarral.

Hownor Loss

It is verv safe to assume that any action that
would cause a samurai o lose Honor will also
cause him to lose Glory, If a samurai ever pub
licly loses Honor for an action, he loses an equal
grnount of Glory,

REPRIMANDS

Il @ character s reprimanded in public by a
superior, he loses Glory Points. This loss can
range from a single Glory Point up to the differ-
ence in their Glory Ranks,

BrasH BEHAVIOR

Samurai are expected 1o be hot-blooded, bu
mly when their honor has been questioned or
compromised, Samurai should show ne or little
emotion, and keep a calm Face at all times, When
asamurai loses contral of his emations, he is said
o have “lost his face,” which can cost him great
ly. A samurai who is especially violent for no
good reason can expect a loss of Glory. Each inei-
dent of brash behavior costs a samurai af leas!
ane Glory, Unnecessary violent acls apainst samu-
rii will cost him Glory equal 1o the Glory Ranlk
of the samurai in guestion, Acls that not anly
compromise his own honor, but the honor of his
ord will cost him even greater losses of Glory.,

BREAKING A PROMISE

IF & samurai breaks a promise, he loses Glory
¢qual 1o the Glory Rank of the character he made
the promise to.

CowaRDICE

There is no way for a samurai to clean the
shame of cowardice from his soul other than sep-
pukin. Once a samural has demonstrated his fear,
he must remove that stain by demonstrating the
greatest act of courage, A samural who s afraid
1 die for his lord is worth nothing in the eyes of
ke Bokugani.

If a samurai refuses a formal duel, or retreats
fram @ fight or a battle, he loses hall his curren
(Y

ihoSystoms .

CrimINAL ACTIVITY

Thett, burglary and other peity crimes are
great offenses For a samurai, 1 a samurai is found
guilly of breaking the law, a daimyo has almost
no choice but (o discipline the samurai severely,
Often, samural are disowned, making them ronin,
Al the very least, the samurai will be cuffed
iexpected 1o walk about with handeatls on) for a
week, month or even longer iF he wishes w keep
his status with his lord,

OVERINDULGENCE

Temperance is one of the great viriues Shinsei
taught the Emperor, and samurai are expected to
inllow in his example. A public act of over eating
or drunkenness causes a loss of one Glory,

PERFORMING A Low SkiLL

Samurai who show knowledge of Low Skills
lose Glory equal to the Rank of the Skill they per
form.

REFUsSING A CONTEST

When samural are challenged 1o a conlest,
whether il is martial or otherwise, refusing o par
ticipate indicates a fear of failure. Samurai do naol
fear failure, they fear bringing shame o their
family, A samurai who refuses {o parlicipate in a
contest will lose at least one Glory. I the oppo-
pent s of lower Rank, he loses an additional
Glary for every Rank he is greater than his oppo-
nent

REFUSING A LORD'S REQUEST

Refusing a daimyo’s request can be a serious
offense, depending on the samurai and the
daimyo. Many daimyo respect the opinions of
their samurai, while others expect them (o obey
orders without question,

Publicly refusing a daimye’s request can lose a
samurai Glory op (o the Glory Rank of the
daimyer,

TREASON

There is no greater crime than freason, A
sarmural found conspiring against his daimyo is
immediately reduced to zern Glory and is often
refused the opportunity o commil  seppudi.
Worse, he could be given a wooden sword 1o per
form the deed, indicating that the daimyo
believes his samurai to be too chicken-hearted 1o
complete the ritual,
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Swords

AlGucHI 2 Kokv Ikl

A short knife without a hilt,

Katana 20 Kokuv 3kl

A long sword, the sword of the samurai, the
symbol of his caste. No samurad is ever seen wilh
ot his katana and wakizashi, collectively known
as daisho. It is slightly curved ending m a chis
elled point A katana is forged From twi stee;
one soft and one hard. These two metals are heat
ed and folded many times, providing a blade tha
is hoth rigid and sharp, The length of the pomme
differs, depending on the social climate, During
times of peace, the pommels are short, more dif
ficult to use and less cumbersome o an obi
Draring times of war, however, the pomimels are
longer, providing greater leverage on the blads
and much more difficult to carry. The tial length
of the weapon s approximately 3 feet long
No-DACHI 30 Kokv 33

The no-dachi is a great sword, typically -7
long. (The no-dachi is the longsword on the left o
the page.)

TanTO 3 Kokv Ikl

A short knife with a hilt, often used by women,
easily hidden in a kimeno or the pommel of &
katana.

TESSEN 1 Kokv Okl

The vessen is not a sword, but i1 has become s
assoclated with the samurad, it seemed natural
list it mext o the katana and wakizashi. The tessen
is the “war lan”, a metal ribbed fan that serves as
both a shield {that deflects the blades of assassing
and as a generals tool (used o command units
across the battlefield). If the situation is particular
by dire, vou can swat somebody with i

WakizasHi I5 Kokv 1k

A shorl sword, the companion piece 1o the
katana. When together, they are referred to a5
daisho,
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A character using o polearm has a slight
advantage over o character using o shorter
weapan, To represent this, all characters using
pole-arms against opponents who are using short
er weapons may ol an additional die for their
Initiative RBall and keep the higher roll. Pole-arms
cannet be used in an laijutsu duel,

DiE Tsuci 4 Koku k2

The Rokugani equivalenl of a war hammer,
This weapon s used almost exclusively by he
Crab Clan,

NAGE~YARI 3 Kokv 2x2
A 5" javelin It can be used as a hand weapon
or thrown,

NAGAMAKI 4 Kokv 4x2

A shorter version of the Naginata, this pole-
arm {5 @ bong, wooden shaft (approximately 34
long) with a long [ 3° ) sword-like end.

NAGINATA 5 Kokv 3k3
A pole-arm with a large blade on the end,
samurai-ko are often trained in ils vse,

Ono 5 Kokv 33

A battle axe with a wonden shaft approximately
4" in length. Its steel head is often double-headed,

Sasumata 4 Kokv Ox2
“The man-catcher” is a 6 long pole-arm with
i double-pronged hook at the end, the insides of
which are barbed. It is designed to catch a body
within and rake il against the prongs, On a sue
essful hit, perform a confested  Agility  roll
ggainst the target. If you win the roll, the targe! is
frapped, and you will do damage every turn that
the target is cavght. The target can escape the
Sasumata with a simple Strength test, TN = 25,

SODEGARAMI 5 Koku Okl

“The sleeve-entangler” is a 6" long pole-arm
with a series of wicked barbs designed to catch
the sleeves of kimonos and the loose edpes of
ETmur,

TeTsvso 6 Kokv k2

An iron rod, much like a mace, used with two
hands. The end is often ribbed or tipped with
metal studs. This weapon does not pet the
potearm bonus for initiative,

Yary 4 Kokvu iy

A straight spear approximately &' in length,
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Dai~-kyv 4 Kokv As Arrow
The “long bow” N is seven feet long and

designed to be fired from horseback. The dai-ky

can hil largels out to about 200 yvards,

Yuomi 4 Kokv As ArRRow
The yumi is designed to be fired while stand

ing. As with the dai-koyu, its range {5 about 200

vards,

Arvows

Ya | Siver 21
This is the standard arrow. Also in his catege
ry is the vanagi-ba, or "willow leal” arrow,

ARMOR PIERCER 2 SILVERS [kl

An arrow with a narrow, spiked tp designed
for punching through armor, lgnore the targets
armor when caleulating the TN,

Watakusi 3 Sitviers 3k

This arrow is known as the “flesh cuttes” I
spins as i1 leaves the bowstring and aupers into
unprofected Tlesh, It is particularly  ineffective
agains! armored targets, however; iF the targe i
wearing armor, double the protection il gives
when lipuring the TN o hit,

KARIMATA 5 Suvers Il
The “fark” arrow. This is a very specialinel
arrow, used for cutting through ropes or cords. Jis
points are not very sharp, but the interior curve is
sharpened so that it culs more effectively

"Humming BuLs” 5 Suvers Okl

A hollow-tipped arrow that whistles as il fies
through the air. Il is pgenerally used to signal
troops. The 1ip is rarely if ever sharp, and tends o
plance off whatever it hits,
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Peasant™ Weapons
Al of these weapons were developed by
monks and taught to the peasantry so they could
defend themselves apainst bandits and drunk
samural. Samurai do not use these weapons, To
do so would bring shame to their katana.

Bo 5 CorPErRs  2k1

A long hardwood stafl about 6" to 77 long. A
character using @ bo may roll an extra die for ini-
tiative a5 with a polearm. (The bo is the long ver-
tical stafl on the right of the page))

hTTE 10 SiLVERS Ikl

Similar to the sai jsee helow), the jite has only
a single prong, 1t is rarely sharpened and is used
as a defensive weapon. Any character attempling
a disarm with this weapon pets a Free Raise to do
50,

Jo I CoPPER Ox2
& smaller version of the bo, often used in pairs
{one in each hand). The jo is usually about 3 long,

Kama 3 SILVERS k2

A short seythe like weapon that is easily over-
looked as o weapon. I is reputed o be a favorite
weapon of the ninja.

NUNCHAKU 15 CorPers  2k1
Originally intended 10 be a wheat flail, the

nunchakuy is two short (29 hardwood poles con

nected by a short chain less than a fool long,

LYY 1O SILVERS Ixl

A two-pronged knife used to catch weapons
and pull thern out of their wielder's grip. It is usu-
ally not sharpened and is essentially a defensive
weapon, Any character attempting a disarm with
this weapon gets a Free Raise to do so.

TonFa | SILVER Ix2
This weapon was ariginally the haodle of a
millstone, It is a shorl wooden stalf - approxi-
{ mately 2 long - with an offset handle. This
weapon s swung in a swirling motion.

e Systens..

WEAPONS ARE TO SCALE — [” IS APPROXIMATELY [’
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Overleaf there is a picture of the Crab Cling @

a0

¥
. * Asout ARMOR The Rules @ Armorep Steeves (KoTe)
- Armordis Gnly A UE INLIED he ;|.|'1|11rr1r-.-:i sleeves ::L~:~.|u_'i1"11_-..*l:1. ".‘r'i|..|l heavy armor are k.un'.a.n
L "I_;,mer makes you more TheyTe n [Ii-:il-|]'ﬂ-!|lh l]i.'uiht'r Hl i
or whilé on military difficult to hit (a sword stroke up wilh the heav
duty. Bushi'who wear which hits an armored part of uto below !f#‘t:'-
‘ their armorinto vil- the hody may as well have not '
| lages are assumed Lo hit al all), but it also restricts
; be bandits. . A bushi who
g Heavy Samurai
i yJust like the armor Armor has the TN 1o hil him
I ::[ﬂlﬁkﬂiﬂhts ‘DF increased by 10, but he has
SMEGPE, Bt #£3 1o his Ths on all p
i : Ul '"?Edihly actions, A bushi wearing Light
] cu!npli:x, To simplily sSamurai Armor has the TN to
things, we've broken
down armotinio two
elassifications; Heavy
and Light.
'E Heavy armor is
: full samurai armor.
! The samurai is heavi- o LiGHT ArRMOR
\ ly guarded against Like the light armor being tried on
attacks with shoulder by the samurai to the right (#9). this
L guards, hip guards, set of light leather armor has no pro-
. shin guards and even tection for the arms or lees.
armpit guards. Light
armor is.worn by
sumurai who wani
more mancuverabili= o FuLL Face Masks
f ty, thus sacrificing (MEmpro)
: protection, These are made of metal, and not
% It is. assudedathat only afford protection, but
' _ their owner look particularly
{ no one purchases
“pieces” of armor. If
' “you are.a bushi, you
J AK€ givenasuit of © FuiL HeLmeT (KaBuTO) © Heavy Armor
1 ¢ armor upon your B 1 ¢ This is s full suit of heasar armar This
1 his s also metal, and is quie NS 1 @ full suit ol heavy armor. Thi
| -gempubdu ceremony. T T SEP A Lo LR sult is made of quilled leather (unlike
Wh o d heavy, Again, the stylized horns and
enit is damaged, e P e SR the metal pieces hanping on the
L i | : teeth are supposed to intimidate the B
“your Clam repairs or eperny. This s v : e and takes a couple of hours
t replaces it, i, £ g . this 'E'.h.i_- F‘ﬂ .t'i.:. .|11'I. a samurai in Heavy Armeg
. s enemy — like most ©wi - has scarier is increased by 10.

horns and teeth buill in.
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lab Clan ﬂrmory

wmber of pieces of armor spread aboul. Here's the key,

O Frar HeELmET UUingasa)

These are the wide, flat metal or
metal-and-leather helmel, 1 keeps the
sun off, but {51 as intimidating as the
kirbuto.

€ Hravy Armor Pieces

This is o set of heavy armor pieces,
made out of metal, The shoulder guards
are called sode, this body armor, which
apens at the hack, is known as a fara-
maki-cdn, (11 the body armor opened al
the side, it would be called do-raru),
There is often a sirip of back which is
lefl unprotected by the haramaki-do
“Since the enemy is never going fo sec
your back, why carry around the exira
weight™ say the Crabs,

© Master Armorer

As can be seen by his shaved fore
lock and topknol, the armorer is of the
samurai caste. While he’s technically a
bushi, his talents have proven that he
can hetler serve his clan in a suppor
role.

Also evident in the picture: swords,
The armorer is wearing his wabizashi
while he's working; the samurai admir-
ing the kabuto is wearing the full
daisho, while the bushi trying on the
light armor has put down his katana
while gearing up. A samurai is rarely
withoul his swords,

@ LicHT ARMOR AND HELMET (JINGASA)
This bushi is trying a set of light metal armor and

its associgted flat helmet, the jingasa Light armor
tends to cover the torso only, often leaving the arms
and legs unprotected {and unencumbered), The helmet

not only affords protection, but also a measure of
shade. As a bonus, a traveling samurai can cook his
meals in his jingasa. The TN to hit a samurai in Light

Armar is inereased by 3.

Asdm Anmon'; ;
(CoNTINVED)Y

It's considered
inappropriate for
shugenja to wear
armor. This doesn't
mean it doesn'l hag-
pen . especially in"
thie Crab Clani which
iends. to produce the”
greatest number of .,
war shugenja - but
many hushi.consider
it an insultto their °
station 1o havesy
non-bughi samurai
wearing armor; e
sliigenja who goes
around in apmor had
hetter be confident
that he can handle™
any challenges from
aggrieved bushi.
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The wrind moves with such subtlety, vou do
not even notice your aun breathing,

Be aurare,

Only a fool knows the wind is empty.

- The Tao of Shinsei

©ath 0f
Rlood

Fart 4

He awoke with rain on his face and aches in
his limbs. Wet grass was on the back of his neck.
He wiped his eyes clear and licked his lips, The
rain was thick and tasted ...

His body bolted up faster than he could think.
He opened his eves and looked at the corpses that
surrounded him, covered in crimson. He looked
down at his own hands and realized that il was
not rain on his face or on his hands or in his
mouth. Al his feet, the luchiban sword sat in the
wel grass, making a sound that could only be
deseribed as an ecstatic whisper.

He kicked away from the blade and he slid
across the wet grass into what could only be a
body. He turned and saw the fear-frozen face of
Umako, her skin as white as porcelain and her
lips a pale, pale blue. He shoved the body and i
rolled wntil her face was no longer in sight,

He tried to stand but his body refused. He tried
again with greater success, but his legs could not
hold him. He held on to a tree and felt a scream
build in his chest and escape his lips. A new wet-
ness had found his face: the sally wetness of lears.
His eves tried to avoid the bloody clearing, but he
could not peel them away from the hone white
corpses. He screamed again and sank to the damp
eriass just as he heard movement behind him.

He spun about and found he had moved too
quickly. His feet skidded on the grass and he fell.
A form stepped from the wood with words as soft

as pillows.

“Do not fear, my friend. [ am here o help”

Ginawa kept moving. "Go away,” he said,

“Please,” the shadow said. "Please lel me help
you!"

“Go away or T will kill you!”

The figure stopped its advance, From the other
side of the clearing, another voice spoke oul.

*Ciinawa-san’™

He spun aboul Hijiko stood at the edge of the
bloody mess, her hand on the pommel of her
katana and her eyves and mouth open with sor
prise. “Ginawa-san, what - whal happened here?”

“1-1donot ..."

“The luchiban blade is the cause,” the hidden
figure interrupted.

Hijika's blade was free from its saya in a hearl
beal. “Who are you™

The figure stepped forward into the light He
was tall and his eves Nashed with a dark light. 1
am Tadaka, magistrate of my lord Shiba
Ujimitsu”

“Phoenix,” Hijiko muttered.

“Go away!” Ginawa shouted. His hanid reached
down [or his sword, but he pulled it away as i i
were reaching without his permission. “Leave mel
Go now!

“He has awakened the spirit of the blade’
Tadaka said, stepping toward the sword. “It musi
be put io rest”

MO Ginawa leapt between Tadaka and the
sword, "Stay away!" Again, he leaned 1o the
ground to lift the blade, but at the last momenl,
pulled his ;wn hand away,

“Your soul is in conflict. | can sense that L
me help you” Tadaka put his hand forward and
Ginawa tripped backward, stumbling into the
blood-soaked grass, “Be calm, Only logether can
we master the spirit of the blade”

Ginawa's body was shaking beyond his v
trol. He could not move away from Tadukss
touch. He put his palm on Ginawa's forchead and
began a long, slow chant that was like thunder o
his throat, A soft glow grew around them aed
Hijiko could almost see the wension flowing T
Ginawa’s body,

“What are you doing™ she asked,

“Purifying his spirit. It has been corrupled by
that abomination behind me” Tadaka motioned
to the sword lying in the bloody prass

“What is it>"

“It is an luchiban blade. | do ool know whia




of the four it is, but that does not matter, 1t is a
weapon of evil and it has tainted his soul with its
piwers,”

Hijiko walched as the glow grew about them.
Flares of red smoke and fire spilled from
Ginawa's eyes and mouth and palms and chest as
Tadaka continued the chanting Finally, after
many mimdes, the samurai’s body fell complete
ly limp and Tadaka sighed. He almost fell, bu
Hijiko caught him.

“I'thank vou, samurai-ko,” he said to her

‘Mo, [ thank you. IF what vou say is lrue, you
have done me and my yoriki a great service”

He shook his head. “Let me rest a moment,
samurai-ko. Then T will tell vou what T have done

The fire was hotter than any Hijiko ever
nemembered. Tadaka had summoned it up from a
branch of wood, and now, they sal before the sin
gle branch burning with heat that even the great
hearth in her lord’s home could not compare to

“You are a shugenja?” she asked.

‘Hai. 1 am?”

T have never spoken to a shugenja before”

Tadaka smiled, “Afraid he might turn you into
simething unpleasant? Like a toad or a spider?”

she laughed. “No. | just - well, I mean” She
thought about it for a moment, then answered,
“tour kind never looks like they're interested in
lilking”

Tadaka’s smile grew. “I can understand that,
We can seem a bit distant at times. We're study-
fmg"

“Studving what ™

Tadaka setiled in, like a storyteller preparing
for an all-night tale. “You are Tamiliar with the
stories of Lady Sun and Father Moon, are you
ot

She shrugged. “Certainly”

“And the Fortunes™'

She shook her head. T only know the Seven,
And my ancestors”

Tadaka smiled. “I know prayers for one hun-
dred and forty 1wo Fortunes” he said. “And 1 am
also an Acolyte of Farth”

Hijiko frowned, “Acolvie of Earth?”

He nodded. “Certainly you read the Tao of
Srinsei while vou were in school

An embarrassed smile crossed her face. “Yes,
but | anly paid attention tn the bushido parls

“Isk, tsk.” Tadaka scolded, a smile on his lips.
| ean recite any chapter from any book, but the

Magie

one Iam most fluent in is the Earth book”

Hijiko's eves lit up. “Yes! | remember the Earth
bwnsk. The mountain is immovable and so shall |
b

He nodded. "Very good”

She leaned in a little bit, her curiosity showing
in her eyes and voice. "So when vou say you are
an Acolyte’ of Earth, what does thal mean?”

Tadaka put his palm down and looked her in
the eyes. "This” he whispered,

Sucdenly. the ground beneath them began to
tremble. Hijiko grabbed hold of a nearby tree and
looked af Tadaka whose eves had turoed as white
as o peishas face. Then, just as suddenly, the
trembling ceased and the color of his eyes faded
back.

‘D - did you .. "

He nodded. “Yes, T did”

She tried to mumble something, but he eut her
off. "How™ Hijiko nodded, stil] trying to find her
breath,

“Ws simple, really. All vou have to do is
become aware of your own energies. OF course,
that only takes a lew vears”

She took a deep gasp then flashed a dark look
al him, “Dont do thal again without warning
me,” she said sharply,

“Of course,” he said, his lips curled into a side
ways simile,

There was no sound w warn either of them,
He moved like a cat made of shadows, and belore
Tadaka could move, a wakizashi was at his throat
and a rough hand was over his eyes and mouth,

Dot move, shugenja)” Ginawa whispered,
“Even a hinl of a spell from your Hps and your
blood will mingle with the blood of Scorpions this
night”

“Ginawa-san! Pul your weapon away. This
man saved your life!”

His eyes flashed across the darkness. “Did
he?™
“Hail Now do as | say, yoriki”

Ginawa didot move. His eves didnt blink. He
licked his lips. The edge of the blade touched the
shugenja’s neck.

In one gesture, he pushed the shugenja away
and flung himsell down in front of the fire
Tadaka fell Torward, but the fire of the branch fell
with him as if the flame refused 1o burn him. He
pulled himsell up and shook the wrinkles from
his kimona,

You owe me nothing, samurai” Tadaka said,




“il that is what you lfear”

“There is only one thing in this world 1 fear,
shugenja,” Ginawa spal, "and it has nothing to do
with you”

Tadaka torned 1o Hijiko. "Your yoriki has a
strange way of showing pratilude”

She shot a poisoned glance af Ginawa who sal
sifent, wrapped up in his kimono, 1 know,
Tadaka-sama

A moment of silence passed between them,
then Tadaka said, “Where are you off to now?”

“Back to my lord 1o report what has happened
here”

Tadaka smiled. “Thal is precisely where | am
headed, Do you mind il we share the road?

She shook her head. "Wol at all, Tadaka-sama”
She stared at Ginawa, “T am cerlain my yoriki has
no objections.”

“Mone that hed say in public” Ginawa grum
bled,

“Crood "

“Where is my sword?”

Tadaka and Hijike looked at Ginawa with
frowns, “Wrapped up and tied into ils saya” she
told him. “I do not think you need 1o see il again®

Ginawa's eves prew dark. "We will see™ he
whispered,

“What did you say?" Hijiko snapped,

He shook his head, “Nothing, Hijiko-san” He
sunk deeper into his kimono and shut his eyes,
“Nothing at all”

v

i you are playing a shugenja character, vou
will want to become well acquainted with the
information in this chapter, Within, you will find
everything you need to know about Rokugan's
religion, magic and superstitions, You will also
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find a vast list of “spells™ vour shugenja character
will be using,

Despite a thousand years of research and
study, magic is still a mysterious force in
Rokugan, Shugenja from across the Empire dis-
pule almost every point, each claiming that their
school teaches the ooly truth - or at least the
most complete version of i,

[n order to understand how magic works in
Rokugan, vou must first understand her religion,
The Rokugani view many things differently than
we diin the west, including the fundamentals of

| nature, the soul and the individual. After the
Religion section s a briel discussion of the
shugenja and his rale in Kokugan's soclety and
beliel. Then, we will cover how shugenja cast
their spells, and Jastly, we will cover the game
mechanics of spell casting and offer vou a sample

| of the kind of spells that are available o a
shugenja in Hokugan,

»

The Celestial Order reflects the Rokugani
beliel that the universe is structured and ordered,
The Rokugani can see this in the changing of the
seasons, the patterns of star movement and the
phases of the moon. I nature is structured and
man is a parl of nature, then he should be struc
laredd s well. Those who try to deny their part in
e structure are branded as outcasts and barbar
Hils.

The Rokugani put a great deal of beliel in the
gatterns of nature, and so fortune telling is a very
wpular activity, There are many forms of fortune
telling, including astranomy (a high ant practiced
by shugenja). cartomancy and tea reading (1o
mention just a few).

A e e 1 1 B e
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Remcarnation

A Tundamental beliel in Rokugan's religion is
reincarnation. The Rokugani believe that this
world i one of a hundred thousand  million
warlds that were once and will be again. When
their souls depart this world, they go to a place to
prepare for the next ln the spirit world (unlike
the spirit worlds of the west), the spirits are face-
less, without identity, This is because the materi
al world is temporary and unimportant, having
very little impact on the eternal soul,

A soul has two aspects that change according
to the life the soul has been born into: dharma
and kharma, Dharma is the soul’s duty, or role in
this Tife, All lives in the world have a duty, and
they would not have been born into this dharma
il their soul was not prepared for it (another
reflection of Rokugani beliel in the ordered uni-
verse), Kharma, on the other hand, is the energy
the soul pathers for performing its duty. A soul
that gathers enough energy earns a betler life in
the next waorld, the most advanced souls reaching
the status of divinity ..

The Tndwidual and the
{Tnwerse

The Rokugani see the individual in a very dif-
ferent light than that of most western cullures, In
our culture, an individual is expected 1o wear a
social mask and a private mask, Outside of his
home, he wears his social mask, which reflects his
position in society, his profession and his social
abligations. AL home, he takes the mask off and
wears his private mask, We view someone who
wears their social mask at home with some trep
idation, as someone who “takes their work home
with them”

In Rokugan, there is only the social mask.
Every moment of every day, o samurai wears his
status, He never lets his mask - or, more proper-
lv, his “face” - fall. An individual is the face that
he wears in this life, and there is nothing else.

The Religon o¢ the
Qeven Tovfunes

Rokugans religion is not formally organized
the way many of the churches of the western
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warld are, The Emperor is the symbolic head of
the church (being the one who is closest 1o the
Sun Goddess), but each of the Clans follows its
own religious structure. This collage of metaphys-
ical thought causes great debates among the
shugenja schools on the nature of the Fortunes,
the soul and the teachings of Shinsei.

The native religion of Rokugan conlains many,
many gods, structured in much the same way
their mortal counterparts are, There are many
tiers of divinity, beginning with the Sun and
Moon, who are the rulers of the universe, Just
below them are the Fortunes who commune rég-
ularly with mortal mwan. Below the Fortunes are

*
e
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the thousands of ancestors whom the Rokugand
look o daily for advice and direction.

The Fortunes of Rokugan are not kind deities,
and one must cajole them 1o win their favor, They
are easily insulted and guick to wemper, but they
are also very vain and easy to win over with com
pliments and sacrifices. The shugenja are diviners

i e doa

who can communicate with the pods. They also
know the rites of purification (performed at birth
and at death) and the secrets of dispelling evil
spirits. When Shinsei came o Rokugan and
impressed the Emperor with his Tao of the Five
Rings, many shugenja applied the Tao 1o their
native religion. For a thousand years, the shugen-
ja have mingled the religion of Rokugan with the
philosophy of Shinsei until now, the two have
become inseparable, Children are baptized with
blessings from the Seven Fortunes while the
deceased  are buried with rites prescribed by
Shinsed.

THE Sun GODDESS

The greatest of all fortunes is Amaterasuy, the
Sun Goddess, It was she who gave birth 1o the
founders of the Clans, Creating images of the Sun
Goddess is forbidden. Even in her temples, the
only representation of Amaterasu is a mirror,

CHILDREN OF SUN AND MOON

The arrival of the Children of Sun and Moon
ushered in the Age of Man. They taught humani
y all the arts and crafts, the concept of the
ordered society and have directed mankind's des
tiny for a thousand years.

Hanlei Jimmu Tenno ds the first Hantel. He is
the ruler of the invisible world of spirits. Those
who seek pood harvests and protection from the
spirits of the invisible world pray 1o him,

Hantei's brothers and sisters are also wor
shiiped by the Clans that they founded. Like their
muother, it is forbidden to portray them in paint
ings or sculpture. Instead of a mirror, each cln
uses the sword of their founder to decorate the
shrine,

THE SEVEN FORTUNES

The most popular of the Fortunes are ihe
“Seven Fortunes of Good Luck” They ride
through the sky on a golden chariol that bestows
good luck on whoever sees it Most prayer in
Rokugan is directed to them to gain their favor
The Fortunes have both a peaceful and a wrath
ful aspect. The peaceful aspect is that of a large
pleasanily smiling figure sitting on a pillow, The
wrathful aspect is pictured with black skin, fam-
ing eyes and fangs, often swinging a sword,

Daikoku is the Fortung of Wealth.

Ebisu is the Fortune of Honest Work,

Benten is the Fortune of Romantic Love.

Bishamon is the Fortune of Strength,

Fukurokujin and Jurojin are the Fortunes of

B e
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Wisdom and Longevity,

Hoted is the Fortune of Contentment.

THE LEsSErR FORTUNES

While most prayer is directed to the Seven
Forlunes of pood luck, there are countless others,
Their divinily was granted by the Emperor after
their deaths, thus making them “lesser” fortunes
in the eyes of the others, hul their power and
influence is just as preat Many of the lesser
Fortunes were actually modal men and women
whose souls were “elevaled” to Fortune status by
Imperial decree,

[nari is the fortune of rice and good prain. He
Is alse the patron of Toxes, and so people who
lake his name in vain are often visited by his cun-
ning tricksters. Inari was a rice farmer who
caught a fox in a trap, but released it when the
lox promised to provide a good wile, The wife, of
cowrse, was the fox in her human form. When the
son of Hanted 11 grew il near Inari's home, his
wifie cured his illness, After his death, Hantei ele.
vated his soul o become the guardian of good
grain and foxes,

Suitengu is the puardian of the waters, Sailors
and fishermen pray 1o him for calm seas and
profitahle catches, and for deliverance from
sorms. 11 is said that he was a fisherman who
happened across a voung Hantei 1V and saved
him from drowning. His soul was elevated 1o
Fortune stalus when Hanlei V was saved from o
slorm afler he prayed 1o Suoitengu,

Tenjin is the fortune of writing and literacy,
Akoda Tenjin was a cunning and clever poet wha
wrote a story that Hantei I found offensive, He
commanded that Tenjin be executed, and imme-
diately thereafter disease and pestilence fell on
the eourt, Hanted 1 begged the spirit of Tenjin for
lorgiveness and created a temple to honor his
memory. Since then, poets have prayed to him for
[spiration and guidance.

Ckano-Wo is the fortune of fire and thunder. He
B the most wrathful of all the fortunes (he is never
portrayed in his peaceful aspedt). Osano-Wo was
me of the first Crab samurai, a man with a tem
per that matched the thunder. I is said that when
& mel an enemy in battle, he could call down the
lghtning into his sword and strike down a thou-
sand witrriors at a time. The Rokugani pray to him
[or protection from disaster,

The Guardians of the Four Winds are often
picured standing on a platform which represents

the world. Under each of their heels is an oni and

in their right hands are flaming swords that can
dance on the winds. The Rokugani pray to them
for safe, speedy travel, Jikoju rules the East, Zocho
rules the south, Komaoku the West and Tamon the
MNorth.

Ancestors

Rolkugan also reveres the spirits of its ances
tors. Honerable spirits of the past have greal
power, and to offend them is to tempt doom. The
Rokugani worship their ancestors as they wor
ship the Fortunes,

Every Clan worships the founder of the Clan
Also, there is a shrine devoted 1o the oldest ances
tor of the lamily. For instance, a lypical lsawa
house will usually have a shrine 1o the original
Shiba as well as a shrine to the original lsawa. A
house would also have a shrine devoted 1o

revered members of the immediate family,

The rituals for worship include placing Tood
hefore the sheine, lighting incense and deep med-
itation, It is during meditation that family mem-
bers can gain puidance from their ancestors

The Role of the

N -
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The role of the shugenja is te most misun-
derstood in Rokugan, As mentioned above, the
peaple of Rokugan view nature with reverence,
Mature is a force that should not be tampered
with, and when they view the “spellcasting” of the
shugenja, they feel shivers run up and down their
Spines,

However, shugenja are much more than just
spellslinging sorcerers: they are the very founda-
tion of Rokugan’s religion. They are priests who
leach the rituals the Rokugani practice; they keep
the names of the Forlunes, measure the passage
al time and are the most literale class of people
in Rokugan,

A shugenja begins his career (as all Rokugani
dop at a very early age. They are apprenticed 1o
shugenja schools where they spend the next five
lo nine years cleaning washing, carrying waler
and firewond, and performing other manual
labors, They also learn how to read apd write
When an apprentice is judped worthy, he is initi-
ated into the first level of school sectets, At this
level, the shugenja begins o understand how 1o
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commune with the Fortunes and perform basic
rituals,

These rituals and pravers are wrilten on
scrolls that the shugenja carries with him. The
scrolls are writlen in a cipher that only shugenja
trained by his school can read. When he wishes (o
perfarm @ ritwal or prayer, he reads the scrall.
Some tituals require chanting and incense, while
others list simple meditation techniques, These
activities look an awful lol lke mako (black
magic, g.z.). which is why the peasantry view
some shugenja with fear and even distrust

Stmntao — The Holy
Eder o Stinser

When  Shinser  brought  his  wisdom 1o
Rokugan, a young shugenja wrote down his con
versations with the Emperor, thus providing us
with the fabled Tao of Shinsei. Many shugenja
saw the wisdom of the little mans words and
devoted their lives to pursuing his enigmatic wis-
dom, They shaved their heads and buill isolated
muuntain temples, retreating o lives of deep con
lemplation. Some samurai, such as the esoleric
Dragon Clan samurai, alse have embraced
Shinseis wisdom, and over the thousand years
since his arrival, many factions of “Shinseism”
have developed. While the isolationistic ideal of
the Shinsei Order appeals to many retiring samu-
rai (more often than not, upon their forty-first
year, samurai shave their heads and refire to a
monastic life of comtemplation), a recent branch of
Shinseisim makes the claim that wisdom cannot
he found in isolation. Only by interacting with the
all the lemptations and evils of the world can true
wisdom be found. This new branch of Shinseism
- called Shintao, “Way of Shinsei” - has become
popular with many samurai and monks across
Rokugan.

Monls are treated as Farmer Heimin, Many
samural give up their family name upon laking
up the monastic life, thus leaving hehind their
stalion.

TEACHINGS OF SHINSEI

Farth is the virtve of resiftence and temper-
ance, Only by understanding howe to hold oues
strenpth can one release o properly. Fire s the
airtie aof prrity of action. Only actton without e
weioht of thowght will be as that of fire. Water is
deep and strong and fluid Only by understanding

the strength of water can one’s mind be pure and
deep and fluid and strong, Air is the subile fouc,
Only by wnderstanding the shifting wends can
one understand the shifting pulse of the hea
ane the world aronnd him. Void is the last It s
all and i s nowe You cannot wnderstand the
secret of sodd: vou wmust keoge 1

The purpose of Shinsei's teachings was to free
the soul of fgnorance, greed and the passions
{anger, desire, hatred, grief and joy). Only W
understanding and separating one's soul from
these vices could & samurai gain enlightenmenl
The world is a place of sorrows, and only by over
coming your perceptions and seeing beyond the
worlds illusions can you gain enlightenment
Once a soul gains enlighienmend, his name adds
the suffix “-noshin® The departed souls of thoes
who have achieved enlightenment are another
source of prayer and blessing, but the ritual for
priving 1o the woskin is much less Tormal than
praving to the fortunes, The shrines devoled
Shinsei and the noshin are very simple, using the
natural landscape rather than manmade stroe
tures to emphasize Shinseis lessons of “losing
one's sense of the world”

Shinsei taught that weakness came from hay
ing one’s mind fixed on the material rather than
the eternal, The five elememts are elernal, whilk
flesh is material and temporal. Passion is a svmp
tom af the [lesh while wemperance and wisdom s
gained from the elernal jones ancestors). By
focusing on the eternal, a sludent can free his so
from the material. A radical aspect of Shinses
teachings was that anyone - if they were willing

could reach enlightenment, Even though it may
take a thousand lifetimes, enlishienment i
altainable o any soul who is willing o seek il

Mahe: Black Wagie

We stood there, wateling the soreerer as e
sticed fris palm with the knife and Bood oozl
frome the open wound. "Stay back” he whisperad
“Siay where vou are, samural” We could do noh-
ing, yncertain of what manner of black magie
could be summoning ...

Maho (black magic) is a forbidden practice in
Rolugan, Sorcerers (malo-tsika, liwerally s
vanl of magic”) use blood - their pwn and the
blood of sthers - to give power (o their magic. in
exchanpe for their power, sukal swear lealty 1o
an Oni in exchange for knowledge and power,




ing any forme Many tsukai
ceep their dark pracii ever, s0 they
can gather knowledge from hoth and

trounbles in with their {roe

SOUrCes
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s will

Maho involves ¢
vination and enchantments, Blood d
rifice to the Oni we gain ils favor, The Ond

his tsukai enchanted we apons and
items I-I fulfill the Oni's own dark agendas. 1 is o
reement, far the Oni d niol wish

ces, raising the dead. scry-

danperous a

i ukat e gain ton mach koowledee. The slory
of luchiban, a tsukai of incredible powers, lells of

i J'WJIM;.'EM
R,

ja whio made such a pacl and pained

sh power and knewledge 1o trap his maste

and steal his
The practice of maho is o capital crime in
All tsukai have stained their souls by

‘i in the
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*|I|I1|1'II| folk are also known 1o
practice (heir own brand of magic, although they
mike a distinction between “folk magic” and the

i of the clans and the dark magic of the
gl Folk magic involves divination through

ting stomes and coins, The peasantry
divination as a less offensive practice
it is only reading the clements rather
r|:|||| manipulating them

SUPERSTITIONS
superstilion is a series of pracli

be proven e be truly influential or efi
matlers that pertain to magic and the spirit world
some of the following superstitions are actually
effective while others are simply irrational prac

for the naive,
elling in a north-e:

es thal cannod

tici
clion is bad luck,

| in a northeast direction, they musi
wnd from day 1o day, so they

must 1r:

zag their mo
vl the 1abon,

When settling down for bed, o samurai who is
experiencing bad dreams often turns h
clathes inside outl,

[i someone sneezes while they are
they are lving 1o you

On the night
and father of the
shoes 1o their bed -
vertain he does nol wander,

The spirits of o family are known to distract
howmen who are liring at their descendants.
Bowimen often twang their bowstrings to

talking,

we a wedding, the mother
daughter carry the hushand's

sympathetic magic to make
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away those spirits o make certain their aim is
[rue,

Keeping doors open al night inviles ghosts
into vour hom

Loud drums keep away trouble

Enchanted Ttems

'l'hl' Hr:lmu_:_lni believe that everything in the
EvEn [I1't"{'ll'11!‘\' or holy ohjects.
ral weapons,

e spiTils,

thal contain angry.
he treat-
eping spirits are awak-

ends of swords that drink blood, dance in
L oaing and even turn into wind are
regarded as facl in Rokugan. Even
fl!ﬂ'll sh these weapons are
their
taken

d of
] is never
lightly,

NEMURANAI
While there are
countless  shugenja
in Rokugan, magical
items  are nob  as
abundanl, Enchanted

Ihrum_h gene
ranin stumbling ac
rero, Th

item s
all, ev L'I'}'

then eve

ill show you that shugen
that can awaken a slumbering sword
short period of time, However, truly
are those whose spirits are nol
ive and ire, These ilems are
« nemuranai {or “awakened”).
'&ll aw'_ul-' ¢ d items are hmllﬂrl' ; rt' 1.'|"i!r*' l'rl»:l
.J'.!..Jhtnvd by 1Iu'1r [:nnur]ll'..' to thi
honor and glory, [l has been s
Phoenix that the sleeping soul n'urpnut\ the
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soul within the item. There is some
[t has been noted |
nemuranai are passed down from one
tir the next, the
i the owner, while certain nemurani - Wil
or ever turn on their i
s bul o one has y

ment. 11 an av

More on enchanted ite
The Book of Void (p. 170),

G T

the maost
metaphy

important  aspecl o
% s the concepl of fie
¥ 1[ nil receive l|J |rpi!r

woe, There, the up]ril is tortured with memoris
of his life, both pleasurable and painful, until itl
filled with fury. It then returns to the world of
ing men in a form dependent on the sorrow i
Carries,

There are thousands of types of ghosts it
Rokugan, Any lime a tragic death occurs, one t
be assured that the deceased will refurn asi
ghost, Usually, a ghost must fulfill a purp
the Living Lands before it can pass on. Thos
are deeply in love often return to guard (s
they love from harm. Mothers often retuen to pee
tect their orphaned children, or if they died it
childbirth, can return to steal the children of ol
ers. See The Book of Void for further dese
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tions of ghosts in Rokugan (p. 182),

What Magic Can Do

Magic” is a catch-all term to describe the
seemingly supernatural effects penerated by
shugenja. In fact, all the shugenja are doing with
their serolls and chanting is tapping in 1o the ele-
mental energies that swirl about all Kokugani at
every moment. Shugenja are alse able 1o create
supernatural effects by petitioning spirits (ances-
lors and Fortunes) with prayer. If they are prop
erly cajoled, they can bestow incredible powers to
shugenja,

Tapping into the power of the elements allows
shugenja to influence and alter the warld around
them. By petitioning the Fortunes, they are able to
produce muore elaborate effects, including weath-
er and carthquakes. By invoking the names of
ancestors, shugenjn are able to create wards
against evil spirits, oni and other creatures of the
Shadowlands,

What Maqe Can't Do

Even with their fantastic powers, there are
things that shugenja cannot influence. Humanity
cannol change desting. Not even a shugenja will
are tamper with the celestial pattern,

When the last breath has slipped out of a body,
the soul goes with it The Rokugani hold oo mis-
eimeeption about death. To bring a spirit back to
lIs hody is sacrilege and asking for severe trou-
bles. A soul dies when it is time [or it to die, and
o dabhle with corpses is dark worl: {see Mahao,
above). punishable by death. On the other side of
the coin, magic cannol create life, either,

Mso, mortal magic cannot influence tides, the
maon and the stars. These are all “celestial” and
ol 1o be tampered with by man. Shugenja ask
their ancestors (who have much more authority)
ncreate these effects, and do not question a “NO”
when they hear il

The Clements

b cart woid command the elements any more
lan yeu care command the stars in hearen, You
miist learnt o hear the music of the celestial cho-
s Once thal 1s dore, vou wust learn to danee

- The Tao of Shinsei

Shugenja do oot manipulate or command the

thments, they allow their own energies to mingle

with the element, thus gaining its favor and influ
ence, Spells are prouped inlo Shinseis five ele
ments, each with an effect that corresponds with
the mature of that element,

As you read descriptions of each of the ele
ments below, you will notice that many of them

averlap. As masters of Yoid can teach you, each of

the clements is ke a many-Taceted jewel. There
is strength in Earth as certainly as Water can be a
symbal of stamina and resilience (as it carves its
way through the mountain).

EARTH

Spells that invoke the quiel strength of the
Earth are those that effect resilience and resolve,
Farth also represents health and prowth, Al
things prow from the earth, and must retarn
there one day, The body falls apart and returns to
the dust that it once came from.

Warer

The element of Water represents many things,
Water washes away stains and tarnish, and so il
is the element of clarity. But water is also adapt-
able. Water can fit into any container which is
why water also represents ransformation.

Fire

Of all the elements, fire is the least subtle,
Almost all of the fire effects are destructive. But
fire is a symbal of intelligence as certainly as it is
of destruction. Fire spells can invoke raging fire-
storms as well as inspiration and creativity,

Ar

Counder to fire's blatancy is Air, or Wind. Air
cannot be seen directly, but its effects can. Air is
the element of storms, although a shugenja's abil
ity to influence storms is minor al best. Alr s also
the element of birds, and therefore the element of
travel, Lastly, air is the element of intuition and
influence,

CoryING
ScroLLs

Allowing.a
shugenja from anoth-
er, Clan 6 eopy your
serolls ig n.serious
offense, A shugenja
who allows suth
activity can‘expect 4o
see his name myste-
riously disappear
from thesschool's
charter, orgit least be
tested very severely
by'his senseis,

Alsg, all scrolls
are encoded with a
magical cipher/thus
making it very diffi-
culi for spells to bé
copied il they are
stolen,




SHUGENJA AND
THE SPIRIT
WORLD

The most com-

mon miseonceplion
dbout shugenja is
that they are “spell-
caslers?. This is not
entirely. true,
Shugenja are more
aptly described as
“communers.” A
shugenja does not
possess any innate
magical ability, he is
simply taught the
proper techniquesior
speaking to
Elemental spirits and
the Fortunes,
However, they do
spend most of their
lives studying the
technique. Anyone
can speak to a spirit
that is willingdo lis-
ten, The trick is gel,
ting the spirit to lis-
ten,
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Casting A
Oypell

Using the spells inscribed on the serolls of his
schonls is o multi-step process, Shugenja spend
vears perfecting these lechniques; the words on
the scrolls are simply mental, physical and spiri
tual reminders. Eventually, a shugenja becomes
50 accustomed 1o casting a parlicular spell he no
longer needs the reminders, but that takes even
more tme and practice. Here are the steps a
shugenja goes through to cast a spell. This
method of spelleasting can be incredibly draining
for a shugenja's mind and body. The more pow-
erful the spell, the more physically and spiritual-
ly exhausting it is.

Step One: Attune

In arder for a shugenja to cast a spell, he must
first read the seroll on which the spell is inscribed.
The spell instructions include chants and gestures
that allow the shugenja to focus his mind to a cer
tain state so he can align himself with the ele
mental energy that surrounds him. He is literally
attuning his own energies (Harth, Fire, etc) to the
energies in the plants, walers and wind around
him.

Otepy Two: Tocns

Onee that is accomplished, the shugenja must
draw the energy into himsell and shape it with
his mind into the form he wishes it o take. This
takes utmost concentration, and can be danger-
ous il done improperly. Imagine drawing the raw
power of fire into your mind, body and spirit and
then losing conlrol of that energy

Step Three: Release

Finally, when the form of the enerpy has been
chosen, the shugenja releases that energy fron
his body in a (hopefully) controlled  manne
gain, il a shugenja loses his concentration al (his
point, he may cause severe damage 1o himsell i
anyone else who is standing beside him

Mechanics

In order to successfully cast a spell. 4 shuge
ja must completely read the scroll an which il s
inscribed, All spells have a Target Number and an
Element (Earth, Water, Fire, Air),

CASTING A SPELL

To cast a spell successfully, the shugenja mus
meet or exceed the Targel Number of the spell by
rolling a number of dice equal to the approprigh
Ring + his School Rank, keeping a number df
dice equal o his Ring,

Example: lsawa Tsuke sants to casi an
spell with a Taveet Number of 10, Tahe’s Eank
Rank is 3 and his School Rak is 4 He wolls T
dice and keeps 3: 8, 8 and 5, giving him a total of
21. He successfully casts the spell

Apain, casting spells can be incredibly dram
ing, A shugenja may only atlempl o cast a nom-
ber of spells in an element equal do his Rank in
that Element. Each time that shugenja charcier
tries to perform a spell (successlol or nol), the
player puls a tally mark next to the approprial
Ring After sleeping peacetully for one nigh
{eight howrs of restful sleepy or meditating Tor two
hours, the characler restores enough energy o
cast one spell of each Element {the playver erass
one mark from each of his Rings). :

Example: Tsuke has cast one Earth spell, g
Fire spells and an Air spell today, He medilate:
Jor tevo hours and his playver erases one man
from all of Tike’s Rings.

DESCRIPTIONS OF SPELLS

The spell scrolls of the clans and their conlent
are closely guarded. Listed below are same of the
more common spells that are available 1o the
shugenja of all the clans. Each spell is lisied
according to the element it is associaled wilh
Spells are listed in the following formal

Name: the name of the spell

Element: the name of the Element the spell s
associated with.




Target Number: the difficulty of casting the
spell

Casting Time: how many Actions (nol Turns)
il takes to cast the spell

Duration: how long the effects of the spell will
last

Mastery: a general indicator of the elemental
power of the spell. The rules for mastering a spell
are under Mastery Level below.,

Raises: A shugenja may choose (o Raise the
TN ol any spell. This section lists the effects thal
can be gained by Raising the TN of the spell,

Effect: what oecurs when the spell s success
fully cast

Concentration: ance the spell has been east,
how difficult it is w maintain,

MANIPULATING MAGIC

A shugenja 15 not lmited to what is written on
lhe screll. Any shugenja can aller the elfects,
sometimes anly slightly, to meet his desires. The
seroll omly pives the shugenja a basic under
standing; It is up to the shugenja to master the
spell and malce it his own. Most af this manipu
| ftion is represented by Raising the Targel
Sumber of the spell. I you are going 1o use a
Raise to effect the spell, you must declare the
elfect you want 1o create with your Raise before
{ you roll,

PREPARATION

By taking extra time to cast a spell, the
shugenja can gain a greater effect. The more time
ashugenja takes casting a spell, the more energy
he can gather to himself to increase the power of

the effect. On the ather hand, a shugenja can also
| hasten the preparation of a spell, It is a dangerous
option, but sometimes speed is necessary,

By doubling the casting time of a spell, the
Sugenja gains a Free Raise when he rolls 1o see
I he is successful. On the other hand, if a shugen
n Raises the TN, he Jowers the casting lime by
hoe Action.

Damace

Spells that do damage have a Damage Rating
LR just like weapons, When determining dam
age dome by a spell, the roll is DR + School Rank,
keeping dice equal to the DR A shugenja may
ke Raises 1o be able 1o roll additional damage
dice (but not raise the DR of the spell)

Example: Tsele has swecessfully cast a DR 2
gell. Touskes Rank is 4 and he performed 4
Ratses, so he zodll voll 10 dice (DR 2 + Rank 4 4

COMMUNE

SumMMmonN




IMITIATE, ADEPT
& MASTER

Thelsawa shugen-
ja schoaluses three
ranksof achieves
ment; the Initiate, the
Adept and the
Master.

An'Initiate is a
shugenja who has
learned the funda-
mentals of all the
Eléments (has
achieved at least
Rank 3 inpne Ring
and 2 in the rest).
Most player charae-
ter shugenja are con-
sidered Initiates,

An Adept has

passed that level of
achievement and has
gained a deep under-
standing of one of
the Elements
(reached at least
Rank 4 in one Ring
and 3 in the rest),
There are anly five
acknowledged
Adepts of each
Element at a time:
The Isawa school
has only five
Mastergrone for each
Element. A Masier
miust prove thathe
has attained the
deepest understand-
ing (Rank 5 in one
Ring and 4 in the
rest).

4 Raises) for dawage, keeping anly 2,

RiTuaLs

Some spells are designated as rituals, in which
any number of shugenja are able to participate.
Fach of the participating shugenja will add their
School Rank to the number of dice that are rolled
to perform the spell, still only keeping a number
of dice equal 1o the Shupenja’s appropriate Ring,
A ritual can be performed by a single shugenja if
necessary, bul a standard spell cannot be per-
formed as a ritual,

Example: Tiuke is preparing an Immorial
Steel spell for Tsukune's katana, and enlists three
other Phoenix shugenfa to assist him. Thuhe's
Earih of 3 and School Rank 4 are joined by the
irin of participaling shugenja of Ranhs 1, 3 and 3.
Teankee roill be volling 10 dice (Earth 3 + Ranft 4 +
Reawuk 1+ Rank 3 + Bank 3= 14 but ke can only
rolf 10 remember?), keeping 3 (Tsuke’s Earih)

COPYING SCROLLS

i a shugenja can actually find another
shugenja that will allow him to copy a spell, it
will take a number of hours equal to the Mastery
Level of the scroll.

CONCENTRATION LEVELS

Spells with a continuing effect typically
require some degree of concentration from the
shugenja o keep the spell active. The shugenja
may need Lo continue chanting and pouring ener-
gy into the control of the elements, or may sim-
ply need o keep his vision on the target, depend-
ing an the spell,

Assume thal a shugenja has the willpower Lo
maintain a spell if he is not distracted and tries
no other action while maintaining the spell.
However, il the shugenja is harmed, distracted, or
fries  do something else while maintaining a
spell, check the table below. The number in
parenthesis is the TN he must meet with a Simple
Willpower Roll in order to keep the spell active.

Total (20) - The Shugenja is only dimly
aware of histher surroundings and cannot take
any other actions, including movemend. The
Shugenja rolls 4 fewer dice for Awareness and
Perception checks. The TN to hit the shugenja
with a weapon is a 5

Full {15) - The shugenja can walk very slow-
Iy and 15 aware of his/her general surroundings,
but cannot pick out details. The shugenja rolls 1
fewer die for Awareness and Perceplion checks,
The TN 1o hit the shugenja is reduced w a 10,

Focused (10) - The shugenja can inlerad
with people, walk, and 1alk. The maximum TN o
hit the shugenja is a 15,

Casual (5) - The shugenja cannot fight, make
a Full Defense, or cast another spell, but is other
wise unhampered, The TN o hit the shugenja is
unaffected.

None {0) — This spell dees oot need 1o be
maintained by the shugenja and would continue
o the end of its duration even if the shugenjs
were killed,

MasTery LEVEL

There comes a lime when a shugenja ha
learned how lo sufficiently attune his energles
and no longer needs the scroll 1o cast a spel,
Every spell is lisled with a Mastery Level A
shugenja may gain mastery over any spell, this
making it an “innate ability” Mastery Level does
n't affect whether a shugenja can cast a spell, just
whether it can be mastered,

In order for a shugenja 1o make a spell @
innate ability, his Element + School Rank musl
be equal w or preater than the Mastery Level of
the spell, and he must spend 3 Experience Poinls

L

The Basics

There are three spells that are the basis fora
shugenja'’s initiation inlo Rokugan's spirit world
“Sense”, “Commune”, and “Summon” are differen
from the rest of the spells because they are no
linked to a single Element. A shugenja may s
these three spells to sense, commune or summ
Earth, Water, Fire and Air,

In other words, a shugenja can use his Seps
seroll 1o sepse Earth, Fire, Air or Water. He doa
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il have a separate scroll for each Element

The first spell taught is Sense, the second
Commune, and the third Summon. This way, the
shugenja can learn to sense the Elements about
him, then he can learn to speak to them, and last
Iy, he can command them into forms and shapes,

SENSE

First, vou must learn to bring your omwn
Elements in tune with those around yor, That
way, pou will feel the cool of the water, the heat
of the fire, the subtlety of the wind and the sial-
wart strenptie of the earth, and vou will feel their
virtug renring Herough vour veins

Base TN: 3

Casting Time: 2 actions

Duration: instantancous

Mastery: |

Concentration: none

accuracy, casing time
ot The shugenja can use these spells o

atlermnpl to sense a particular material or Hem of
he appropriate element. For example, a shugenja
sensing Harth could sense gold or a path through
the mountain in his immediale vicinity, A
sgenja concentrating on Water could sense a
saurce of fresh water, and a shugenja sensing Air
could notice the smell of a deer or the voice of a
marticular person,

Commung

(nee yvou faoe learned to sense the Elements
hint you, learn therr langnage. Once you fowe
hom t appease their needs, you can learn (o ask
famors .,

Base TN: 5

Casting Time: | Action

Duration: | Round

Masiery: |

Concentration: focused

Raises: amount/clarity ol info, casting time,

Effect: This spell allows a shugenja to speak to
lhe spirit sleeping in a campfire, lake, mountain,
ez or other clement. The duration (s only a lew
moments (1 Round), allowing only a single ques-
fim

The shugenja can ask any question he pleases,
but the nature of the shugenja’s augury (was he
alite? respecttul?y will greatly influence the
inswers he gets. The spirits of cach element will
wswer questions differently:

The Earth spirits that reside in mountains,
dines and planis are blunt and to-the-point, They

can often be tow precise and end up being mis-
leading,

Adr spirils are those that travel on the wind.
When they are divined, they usually give impres-
sions and emotions rather than actual events,
They also tend to speak in eryptic whispers, refer
ring to whal was spoken rather than whal was
done,

Fire spirits are angry. They do not like 10 he
disturbed and if they are not properly cajoled will
b destructive. Those thal are given a small sacri
lice (such as spell parchment) are very helpful.

Waler spirits do not speak. They also can only
show wvisual reflections of the past and cannot
convey sound. They can offer oo opinions, only
facs.

SUMMON

You Rave learned how to sense the Flements
around you, and you have learmed o to speak
thedr tomgues. Now it is time to bring yonr o
Flements in tune with those around you, to make
them une with your oaen, Onee that is done, you
will be one with all the world, and vou will be
dancing with the universe.

Base Th: 10

Casting Time: variable

Duration: permanent

Mastery: |

Concentration: None

Raises: Volume, casting lime.

Effect: This spell allows the shugenja to create
a small volume of the appropriaie element, The
abject that is “created” in this fashion can be in
any shape or composition within the volume
limit. The amount of the element created is about
the size of the shugenja’s fist and can be increased
by a like amound for each raise. Summoned earth
can include metals and stones. Summoned air
can be nearly any lype of pascous substance
(which will hald the shape of a small ball for sev
eral seconds before beginning 1o disperse).
Summoned fire can applied tw flammable sub-
stances such as wood and paper that the shugen-
ja can touch (with more raises, the shugenja can
ignile material thal isot quite as flammable).
Summoned water can be any liguid, from pure
drinking water to a noxious [HaESOLL,

Viid cannot be summoned in this way,

Whatever the shugenja summaons in this fash
iom is in actuality “stolen” from somewhere else in
Rokugan, and the casting time will depend on
how close by such an lem can be {ound, llems

THE FIVE
ELEMENTAL

MASTERS
Isawa Gojinwa
(Earth);

Isawd Lona
(Adr)

Isawa Tsulke
{Fire)
[sawafomo
(Water)
Isawa Ujina
(Vaid).
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COUNTERSPELL

Counterspell is one

of the mosi comman ™
spells taught Lo,

shugenjagit is not
universal, Characters
who wish to'begin
thegame with
Counterspell may
choose to take it in
lieu of ongdl their

school-ledened spells.

Example: Isawa
Tomaru, an‘aspinng
Phoenix shugenja,
wishes to begin the
game with
Counterspell, He
louks at the spells
allowed him from the
Isawa School - he's
decided to take 3 Air,
2 Water and one Fire
spell - and chooses
Lo repliace his Fire
 spellwith

Counterspell. ™

While

that are nearby can be summoned in seconds.
whereas something that s only found on the
opposite side of Rokugan will take many hours of
concentration,

COUNTERSPELL

The fourth spell taught tooall shugenja is
Counterspell, Counterspell is like the three spells
above, in that it can be used with Earth, Water,
Fire and Air, but it must be used in a very specil-
iC manner.

Base TN: 10

Casting Time: | Action

Duration: Instantaneous

Mastery: |

Effect: When cast, a shugenja musl larget
anather shugenja who is in the process of casting
a spell, The shugenja must summon energies that
directly oppose the Element of the spell being
Cask

Opposing Elements:

= Farth and Air

« Water and Fire

I cast sucoessiully, this spell raises the TN of
the spell the opposing shugenja is casting by 10
plus five per raise,

Earth Syells

BENEVOLENT PROTECTION OF
SHINSEI

Base TN: 20

Casting Time: 3 Actions

Duration: Sunrise

Concentration: None

Raises: Radius

Mastery: 7

Effect: Ritual. This ritual, once completed, pre-
vents any creature from entering within a thiry
foot radius of the lead Shugenja unless it suc-
ceeds ina contested skill roll of the Shugenja's
Vioid Ring + the Ranks of the paricipating
Shugenja o, its Willpower x 5. The radius of the
spell can be increased by 15 feet per Raise, The
range of this spell is magnified tenfold if cast
within a temple, The Shugenja’s Void is increased
by 5 for the purpose of keeping away evil if cast
within a temple,
CALLING THE ELEMENTS

Base TMN: 10

Casting Time: | Aclion

Duration: 3 Rounds

Concentration: Casual

Mastery: 4

Raises: area of effect, duration,

Effect: Ritual. This spell calls forth groping
weets and brambles from a 107 by 107 square
area of earth which hinders movemenl, Far every
Raise, this spell covers an additional 10 -square
area. Anyone in this area must make a simple
Agility roll each action at-a TN equal to the TN of
the spell when cast, or be ensnared within the
brambles. Anyone ensmared can move by making
a simple Strength roll with a TN of W to move |
fool per action. Unintelligent beasts panic i
ensnared, and if unsuccessfal in breaking Tree
may injure themselves,

COURAGE OF THE SEVEN

THUNDERS

Base TN: 15

Casling Time: 2 Actions

Duration: 10 Actions

Concentration: Full

Mastery: 7

Raises: Duration, Casting Time, {2) Additional
Target

Lifect: Ritual. The shugenja casting this spel
summen the Earth about and within them an
cast it indo the target of this spell, thus elevating
the target’s Earth to supernatural levels.

For each Shugenja participating in this eitual,
one larget Samurai reduces any damage taken by
three poinds per round. This spell has no effen
when the target is not from one of the seven
Greal Clans. Reduce the damage by a lurther 3
points if the foe is Shadewlands tainted. The
shugenja in the ritual can use two raises Lo add
an additional Samurai to the effect, protecting
barth,

E ARTHQUAKE

The Earth is silent and still, a sleeping giant
who does not wish to be disturbed

- The Tao of Shinse

Base TN: 15

Casting Time: 5 Actions

Duration: 5 Rounds (see below)

Mastery: 5

Concentration: Total

Raises: Duration Casting Time, Area of Elfec,
Penalties.

Effect: With this spell. the shugenja causes
great upheavals in the Earth with the aid of resl




ulA
ing Earth spirits,

When cast, the shugenja calls up the destruc:
tive forces of the Earth, causing the ground to
shake and roll. All Actions -2 dice for the
duration of | ell for those within the range of
the spell. Also, characters in the range of the
Earthguake may be subject to falling o and
other hazards. The earthquake affects vthing
within 530 yards of the target plus 10 yards per
raise. Fach raise may impose an additional -1
penalty to characters within the earthquale's area
of effect. The center of the earthquake can be any
point that the shugenja can see clearly

EARTH'S STAGNATIO
wertched e Crab sanir iri for sirain
Y ODerent, s drcaires hread
ATTE fim, The
inst emply air
atertiatn is

Base TN:
Casting Time: | aclion
Duration: | rownl
Mastery: 5
Concentration: Fooused
Raises: Penalty, Duration
Efect: When casting this spell, the shagenija is
summaoning the sleeping Earth within the target,
welghing him down o the point of immobility,
The weight of the earth is pressed upon the
target of this spell, as footing is made more diffi
eult, and even the air around the target is difficult
w move throogh. Any roll involving movement
iy the target will be at -1 die, with an additional
-1 diie for each raise spent in this Tashion,
ELEMENTAL WARD
the Way of the Earth, ard yoi zill find
4] al merniains

Casting Time: 2
Duration: 4 roun
Mastery: 2
Concentration: no
Duration, C
: The shugenj: ng this spell sum-
he vielwe of Earth inte his mind and body,
i i 15 less effective agninst a soul who

When cast, this spell protects the tarpet from
spells, Any spells that are cast against the targel
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have their difficulty raised by five points, plus 3
points per raise.

Fires FROM THE FORGE

Base TN: 5

Casting Time: | Action

Duration: Permanen|

Mastery: 3

Concentration: None

Raises: none.

Effect: This spell repairs any man-made item
or plece of equipment 1o its original state. Any
magic contained in the item belore it was broken
is lost, This spell will have no effect upon an ilem
that is inlact,

FORrCeE OF WiLL

Base TN: 10}

Casting Time: 2 Actions

Duration: 3 rounds

Mastery: 4

Effect: When cast, the shugenja selects a target
{which may be himsell). The target has a wound
penalty of one less for the duration of the spell.
The wound penally can be further decreased by |1
level per raise, The shugenjo does nol need to
maintain this spell and may act freely for it is
duration

Hanps oF JurRONN

Base TN: Variable

Casting Time: 10 actions

Duration: [nstantaneous

Mastery: 5

Concentration: Tolal

Raises: Casting tHme

Effect: This “spell” is actually a prayer 1o the
Fortune of Mercy, Jurojin. If successful, it allows
the shugenja to heal and cure disease and poison
that afflict the tarpet.

The Shugenja must touch the farpet when
casting this spell. The TN w neutralize the ail-
menl is reduced by five per Raise, The Shugenia
is nol harmed by any disease or poison thal is
being worked on, The target number (o neutral
ize is dependent on the strength of the disease or
poison and how long it has gone untreated. A
powerful poison that has been unircated for a
week or more may have a T of 40, while a mild
disease canght recently would have a ‘TN of 5.
IMMORTAL STEEL

Running his fingers along the Made, 1 could
see the metal shine like a moonlit poof at mid

e e

]

night. Then, his lips touched the blade and |
could almost fiear the metal sing,

Base TN: 30

Casting Time: | hour

Duration: Permanent

Mastery: b

Concentration: None

Raises: none

Effect: Ritual, Single Use. This spell adds a it
tle of the shugenja’s own Earth to a weapon, If
cast properly, this spell raises the DR of a weapon
by one, permanently. Thus, if il were cast on g
katana with a 3k2 DR, the DR would be rased lo
k3, Immortal Steel can only be cast on o weapon
onee. This spell will only affect metal weapons,

JADE STRIKE

Base TN: 11

Casting Time: 1 Action

Duration: Instantaneous

Mastery: 4

Concentration: NA

Haises: Damage, Number of targets

Effiect: A Shugenja may only use this spel
against o character or creature  wilh  the
Shadowlands Trail, The shugenja summaons the
power of the Earth from the environment around
him and from his own inner energies and
unleashes them 1o assail a Shadowlands creature
Jade Strike has a DR of 3 against a single farget
The number of targets can be increased by one
per Raise,

SHARING THE STRENGTH OF Many

Base TN: 15

Casting Time: 5 Actions

Duration: 10 rounds

Mastery: 7

Concentration: Full

Raises: Duration, Casting Time, Bonuses

Effect: Ritual. The shupenja casting this ritual
give some of their own Earih to the targed of this
spell, The farget plows with the energy and gels
to keep an additional die on all rolls for the dura
tion of the spell. For every Raise, the target can
keep an additional die, but he may only gain a
number of additional dice equal to the number of
shugenja participating in the ritual,

STRIKE AT THE RoOTS
Tak awoay your enemy’s fowndation, and pou
will find he is mot as threatening as he once s
The Tao of Skinsei
Base TN: Target’s Farth x 5




Casting Time: 2 Actions

Duration: 10 rounds

Mastery: 4

Concentration: Nong

Raises: Duration, casting time

Effect: This spell separates the target [rom his
own Earth energies, thus throwing his soul into a
subtle imbalanece, If suecessiul, the target of this
spell must roll all Earth rolls as if his Farth Rank
i5 1 for the duration of the spell. The farget’s dam
age levels are unchanged,

TeTsuso oF EARTH

The shupenjas words rumbled lowe in his
throtl and Hre seapon rose up from ground into
the sawural’s kands His fingers feisted arognd
the base of the tetsbo forming in s hands, and
e sonled at me

Base TN: 11

Casting Time: 3 actions

Duration: 10 rounds

Mastery: 3

Concentration: Nane,

Raises: casting lime, duration, weapon type,
weapon damage,

Effect: If properly cast, the shugenja creates a
letsubi formed from the Earth. The Earth weapon

has a DR of 3k3, and can be wielded using the
Tetsubo skill. For each raise, the shugenja can
increase the number of damage dice thal are
olled jand dropped) when the Tetsubo of Earth
hits successhully, If the shugenja becomes uncon-
scious or s killed, the elemental weapon vanish-

ih

Toms oF JADE

Purtty is the anathema of the corrnpied soul

Base TN: Target's Earth x 5

Casting Time: 3 Actions

Duration: variable

Mastery: b

Concentration: None

Raises: Casting time, damage

Effect: A shugenja may only use this spell
against o character or  creature with  the
Shadowlands Trait. The shugenja casting this
spell attempts to draw out the impure Earth of
the target, replacing it with his own Barth. [§ suc
cessful, the targets skin lurns to jade and he may
aol move. Every Turn, he must make a Contested
Roll aeainst the shugenja. The Contesting Traits
are the shugenja's Earth + School Rank and the
apponent’s Earth, Fvery time the target tails, he is

injured by a Damage Rating of 2. Over the next 4
1o 7 days, the jade will turn 1o dust and disappear,
leaving nothing behind.

Because this spell requires the shugenja o
transfer his Farth to the target, it is incredibly
draining. The shugenja can only maintain this
spell for a number of rounds equal 1o his Earth
Additienally, the shugenja will be near collapse
after usingsihe spell. The shugenjas Earth is
reduced 1o ofie for a number of rounds equal to
the number of rounds that the spell was main-
tained,

Water Syells

Bo OF WATER

The monk chanted and & long shaft of water
appeared in s hands. n falf a breath, the three
sermuiral o gere threatening him aidth thetr
szvords zoere al fiis feet, burns on thelr skin from
Iris seapon of water,

Base TN: 10

Casting Time: 3 actions

Duration: 1} rounds

Mastery: 4

Coneentration: None,

Raises: casting time, duration, weapon fype,
weapon damage,

Effect: The shugenja creates a bo stick formed
from water, The Bo of Water has a DR of 3k5, and
cin he wielded wsing the Bojutsu skill. For each
raise, the shugenja can increase the number of
damage dice that are rolled when the elemental
weapon hits successfully, IF the shugenja becomes
uncanscious or is killed, the Bo of Water vanishes

BLESSING OF PURITY

Fenf spivits are the resudt of an impure life
Live vour life woith certainty and justice, and you
arll e free of fortune’s curses

- The Tao of Shinsel

Base TN: 10

Casting Time: 20 minates (minus 3 minules
per raise)

Duration: Instantaneous

Mastery: 3

Concentration: None

Raises: Casting Time, Aid for the Honor check.

Effect: Calling upon hlessings of Amaterasu
and the other Fortunes, the shugenja attempis to
cleanse the target of this spell of any discases or
illnesses that are infecting the body, This will also




MaGicaL
wHEALING

The spell “Path to

Inner Peage” allows a
shugenja to heal

Wounds, but thatis: i

the éxtent of magical
2t “healing.

In Rokugan, magls
“¢al healing does not.
miend broken hones or
restore lostdinths or
extremities. In other
words, if you've taken
a winmmd that has cest
You seventeen Wounds
“nid an eye, You can

gef'the Wounds baek,

Jbut you're going to be

wepring un eyepaich
for the rest of your life.

neulralize any poisons thal are currently afflicting
the target, Il the spell is successlul, the targel
mikes a Honor roll against a TN of 10, The
shugenia can give the target an additional die o
roll with each raise. If the target's Honor roll is
successful, the poisons and illnesses are purged
from the body.

This is a very physically draining process for
the shugenja and the targel as the evil spirits
must be moved through the shugenja and then
oul into the air w be purged. [ this spell s per
[ormed in the sunlight or al a shrine of
Amaterasu, the shugenjn gels a free Raise. This
spell has some effect against evil spirits that are
bothering the targer, but the honor roll becomes
contested against the spirit's Earth

CaLm Minp

fust as water washes away the stains of e
earth, so does it wash the soul cleqawn of the stains
aof fear.

- Thae Tao of Shinsel

Base TN: L0

Casling Time: 4 actions

Duration: Instantaneous

Mastery: 3

Concentration: Mone

Raises: Casting Time, Additional Targets

Effect: When this spell is cast successfully, the
targed is rid of the effects of fear and other mind-
aliering effects produced by a third party. The
shugenja can exiend the beneficial effects of this
spell to additional targels with one raise per tar
el

CASTLE OF WATER

Base TN: 10

Casting Time: 2 Actions

Duration: 5 minutes

Mastery: b

Coneentration: Focused

Raises: Duration, Casting ‘Time, Moat's Radius,
depth

Effect: When cast, this spell creates a moat of
water centered upon the Shugenja. The maoal
takes the full casting time of the spell to manifest
and will not manifest beneath man-made foun-
dations. The moat is 1V deep and wide (plus 5
per raise), The radivs of the moat is {Shugenja’s
Water x 5 and can be increased an additional 10
for each Raise, The water is pormal in every
respect and is even drinkable if necessary.

A i

HEART OF NATURE

Base TN: 15

Casting Time: 4 Actions

Duration: one month

Mastery: 5

Concentration; None

Raises: Duration, casting lime

Effect: Establishes a mental link with an ani
mail in the shugenja's sight. The animal will then
not stray more than 3 hours' travel rom Lhe
shugenja, It will then come, once, whenesver he
caster summons it When summoned, the animal
will be penerally friendly towards the shugeng
and will certainly be vialent if the shugenja is in
danger, but it still considers its life valuable and
will not risk itsell unnecessarily, [F the summons
is el made within one month, the spell Tades
This ‘deadline’ can be extended by one month per
raise, The shugenja may make an Awareness nll
againsta TN of 15 1o get an ideq of how Tar away |
and in what direction his animal is. The spell does
ol imparl the ability o communicate with the
animal.

This spell was once a Unicorn Clan Secrel
Spell.

THE PatH 1O INNER PEACE

Base TN: 5

Casling Time: 2 Actions

Duration; Permanent

Mastery: 4

Concentration: Nong

Raises: Casting Time, Wounds Healed,

Effect: This spell allows the shugenja o use
his own energies to heal the wounds of another
When cast successfully, it will send a healing flow
of life force (Ch) through the target that heals
ane Wound Rank. Each Raise allows the Shugenja
{0 heal an additional Wound Bank, Fach Raise
increases the casling Hme by one action,

REFLECTIONS OF Pan Kv

Base TIN: 10

Casting Time: 5 Actions

Duration: 5 Actions

Mastery: 3

Concentration: Full

Raises: Casting Time

Effect: This spell teaches the shugenja how to
align his Water (Perception) to the magical ener
gies that swirl about an enchanted item, Onoe
cast, the Shugenja's vision becomes distorted, as if
looking inte water. In this state mapical items
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‘ reveal their nature, shimmering Hke light reflect-
ing off water with an intensity paralleling their
puwer,

RerFLEcTivE PooL

Base TN: 11

Casting Time: 5 Actions

Duration: 3 minutes

Mastery: 5

Concentration: Focused

Raises: Casting Time, Duration

Effect: The shugenja must cast this spell into a
pool of still water, 1T cast successiully, the shugen
ja miy visually observe any area that he is famil
far with, The shugenja will not get any sound
from the ohserved location, but can see anything
that could be viewed through a clear pane of glass
in the ceiling,

REVERSAL OF FORTUNES

Base TN: 10

Casting Time: 3 Actions

Duration: 10 Actions

Mastery: 4

Concentration: Nong

Raises: N/A

Effect: This is a hlessing which allows the {ar
get to rerall one unsuecessiul roll during the

durtion of the spell. The duration can be
increased by len actions per Raise.

SYMPATHETIC ENERGIES

Base TN: Target Ring x 6

Casting Time: 5 actions

Duration: 5 rounds

Mastery: 5

Concentration: None

Raises: Casting Time, Duration

Effect: When cast successfully, this spell
reduces the Ring fand Traits) of one character by
Yand increases the same traits of another charac:
ter by the same amount. A Ring and/or Trait can-
aot be reduced below one, The TN is equal to the
fing x 5 of the character that is losing the traid
The shugenia does not need to malntain this spell
and may act freely during the duration of the
spell. This spell does not transfer any Void Points,

TORRENTIAL RaAIN
Base TN: 30
Casting Time: 5 Actions
Duration: | hour
Mastery: ©
Conecentration; Focused
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Raises: Casting Time, Duration, Penalty, Area
ol Elfect,

Effect: Ritual, This spell, if successiul, valls
down a violent storm centered on the shugenja
and covering one square mile, Visibility drops to
L foot, and all physical aclions taken in the area
of effect are at -3 dice. Raises can be used to
increase the penalty by an additional -1 die per
raise, or o increase the-area of effect by 1 square
mile per raise,

THE TIES THAT BIND

Rase TN: 10

Casting Time: 3 Actions

Duration: 10 Actions

Mastery: 5

Concentration: Full

Raises: Casting Time, Duration, Location
Accuracy, Range

Effect: Walers run deep under the pround,
reaching out to all corners of the earth. This spell
allows the caster to attune himsell 1o those waters
and locate one individual or one manmade object.

IF cast successfully it gives the caster a vision
of the ftem’s whereabouts, or even leads him o i
if it is within a mile. The caster must be some-
what familiar with the item or hold something
associated with the item or person. Range of this

spell is one mile plus one mile per Raise.

Fe Syells

AMATERASU'S ANGER

Base TN: 10

Casting Time: 2 Actions

Duration: [nstantaneous

Mastery: 5

Concentration: None

Raises: Casting Time

Effect: This “spell” is actually a praver to
Amaterasu. I il is successful, the Sun Goddess
unleashes her anger in a blinding flash originat.
ing with the Shugenja and expanding outward.
All who can see the Shugenja, even peripherally,
must make a simple Reflexes roll a1 a TN equal
to the shugenja’s Fire x 3 or be temporarily blind-
ed. Anyone blinded has a penalty equal to the
shugenja's Fire Rank imposed on any dice rofled
fincluding damage). The penalty is reduced by
one die per minute,

Example: Isawa Tladakas Fire of 3 would
cause all who falled their Reflexes voll to roll 3

fewver dice in the first minute, 2 fever dice in the
second minute, and | ferer die after 5 minutes
i"E"H..'HH.H;[{ I .h'rl'.'.".?ﬂ.'ﬂl M _f{h'.l'." THINUEES,

The casting shugenja can use raises to delay
recovery by one minute per raise (2 raises =3
minutes before the penalty decreases by one).

AMATERASU'S BLESSING

Base TN: 5

Casting Time: 5 Aclions

Duration: see below

Mastery: 2

Concentration: None

Raises: Duration, area of etffect, Casting time,

Effect: This spell provides illumination of the
noon-day sun anywhere, in any conditions other
than magical darkness. I creates encugh light to
fill & small o medivmesized room, but lange
rooms and outdoor locations will need raises
avoid darlk, shadowed areas in the edges and cor-
ners. ‘The duration of the spell is based on the
number of raises used for duration:

[} raises - 1 minute

| maise - 3 minutes

2 raises - 15 minutes

% raises - 30 minuotes

4 raises - 1 hour

5 raises - 3 hours

b rafses - one day

¥ oraises - one month

BITING STEEL

Base Th: 5

Casting Time: 2 actions

Duration: 2 rounds

Mastery: 4

Concentration: Full

Raises: Duration, Casting Time

Effect: This spell can only target weapons. For
the duration of this spell, the tarpel weapon’s
wielder gets 1o roll (but not keep) an extra die
when using this weapon, both while rolling to hil
and while rolling for damage. If the subjec i
already rolling ten dice, then the subject can
instead keep an additional die. The shugenja can
make additional raises to give the larget morg
dice. The shugenja must raise twice (o give the
target an additional die.

EviL Warp
Base TN: 10
Casting Time: 5 Actions
Duration: | day
Mastery: 3




Concentration: None'

Raises: Area of effect, Duration, Casting Time,
Damage

Effect: The shugenja inscribes upon fhe
ground {or on any immaobile surface) a symbeol to
ward off evil. Onee completed, any creature with
the Shadowlands trait within a thirty-toot radius
of the symbal erupts into fame (DR 2) for every
minute they remain within the area of effect. The
radius of the spell can be increased by 10 feet per
Fa15g

THE Fires THAT CLEANSE

Base TN: 11

Casting Time: 2 Actions

Duration: Instanlaneaus

Mastery: b

Coneentration: None

Raises: Casting Time, Damage.

Effect: When cast successtully, this spell cre-
ates a tremendous gout of Hame that engulfs the
spellcaster as well as the intended target up 1o
00" away, The Damage Rating is 5 The spell
caster receives hall as much damage as the targel,
Anyone within 10" of the target that does not
meet o THN 20 Reflexes + Defense roll takes half
a5 much damage as the target.

FIRES OF PURITY

[ stood ondy a feee paces amay from him, aid
us | made ready with my blade, T samw his eyes
begin to plow with a holy fire .|

Base TN: 10

Casting Time: 2 Actions

Duration: rounds equal w target's honor rating

Mastery: 4

Concentration: Nane

Raises: Casting Time, Duration

Fifect: When cast, the target of this spell bursts
into a magical fire. He may add and keep an addi
tonal die for all rolls (including damage rolls)
during the duration of the spell.

THE FIre FROM WITHIN

Basc TN 15

Casting Time: 3 Actions

Duration: Instantaneous

Mastery: 5

Concentration: Mone

Raises: Number of targets, damage,

Effiect: This spell hurls a ball of pure fire from
(he shugenjo’s hand towards one or more targets
within sight. With a Raise, the shugenja can send
a second ball of fire (owards another target. This

spell has a1 DR equal to the Shiigenja’s Fire rank.

THE Fist oF Osano-Wo

Base TN: 23

Casting Time: 1 Hour

Duration: 1 Hour

Mastery: 7

Concentration: Total

Raises: Casting Time, Damage

Fifect: Single Use. The target of this spell is a
building in the Shugenja’s sight, While being cast,
the skies above the targed [ill with dark, ominous
clouds. For the duration of the spell, the building
i struck continuously by lighining strikes in the
form of a massive fist, These strikes weaken the
strocture until it collapses (usually very near the
ened of the spells duration). This spell is rarely
used apainst a protected target due to its long
costing time and concentration  requirements,
which make it susceptible o interference. This
spell is more effective against smaller structures
which it destroys quickly and easily. Larger or
stronper structures may be only slightly damaged
by the spell,

Tue Fury oF Osano-Wo

We saww fighining flash across the shy and jafl
into the shugenja’s hands. With his eves still
closed and his [ips chanting his whispered words,
the fury of the Fortune of Fire and Thunder leapi
aeross the courtyard tnto the Lion samurai

Base TN: 5

Casting Time: 2 Actions

Duration: Instantaneous

Mastery: 3

Concentration: None

Raises: Damage, Casting Time

Effect: This “spell” is actually a prayer to
Osano-Wo, the Fortune of Fire and Thunder. When
cast properly, Osano-Wo sends lightning from the
skies — even if there isn't a cloud to be seen. IF this
spell is cast during o rainstorm, the custer gains a
Free Raise, The Damage Rating of this spell is 2.

Casting this spell often causes vislenl storms
to- erupt in the skies above the caster, lasting or
weeks at a lime,

HeArT OF THE INFERNO
Base TN: 15
Casting Time: 5 Actions
Duration: Instantaneous
Mastery: 7
Concentration: None
Raises: Damage, Casting Time, Radius of
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shugenja hHI['L‘- i |'IL|-I of fire that 1
ble Larpet and all peop |||.| u] jects w :1h|l|

al i H‘s |.|1 15 10 s e |Iu' |‘.-l|l||i and n.ml'
' hit. The shugenja must burn this scroll fas
al Action) in order {o
se the radius
ncrease the T of |||| -..Ltl Mt

INH.AMI-:
Base TN: 5
Casting Time: 3 Actions
Duration; Instantaneous

ir;ltinn: Mone

ol I|'|ih !-[ZIE"” 15 increased by the
The base version of this

spedl only al
starting materi

se th
inst another shugenja’s scrolls - doing so

Wil e the cause of a blood fewd and word of
it could get the shugenja removed from his
schonl’s lists,

One Raise - Dead wood, cloth, el

Twn Baises - Hardened (but lammable) mate
rials, non-metallic armor, leather,

KA‘I‘AHA or Frn£

l‘.:hlmp_ Fime: 3 actions

Dwration: 10 rounds

Mastery: 4

Concentration: None

Rai sasting time, duration, weapon type,
WO '

can be




raise, the shugenja can increase the number of
damage dice (hat are rolled when the elemental
weapon hits successfully, If the shugenja becomes
unconscious ar s killed, the Katana of Fire van.
ishes

WinGs OF FIRE

Base TN: 10

Casting Time: 3 Actions

Duration: 2 minules

Maslery: 4

Concentration: Full

Raises: Duration, Casting Time, Carrying
Capacity,

Eficet: The target of this spell suddenly mani-
fests fiery wings along and under their arms.
These mystical wings are approximately eighi
feet long. The tarpel may fly al a slow rate -
roughly the Shugenjas Fire rank tmes five feel
per round, The target cannot fly il greatly encum-
bered; the shugenja must use o Raise for every 30
pounds of additional material being carried or
worn by the targel, else the target will be unable
to achieve enough lift to get off the groand,

Ar Syells

ACCOUNTS OF SHORIHOTSU

Base TN: See helow

Casling Time: 5 actions

Duration: Instanlaneous

Mastery: 3

Concentration: None

Raises: Greater Understanding, Casting Time

Effect: By casting this spell, the shugenja
becomees one with the energies that are being
gathered to create a spell that the shugenja is
witching. The shugenja identifies and analyzes
the spell and ils effect, as long as the duration
hasn't expired, The TN of this spell is the mastery
level of the tarpeted spell tmes five. I[ the spell
being targeled is instantaneous. the shugenja
must use a raise to be able to analyze i, even
though it does not have a “duration”. The shugen-
o will be able w tell:

* The element involved

* The style of the caster (clan and schaol)

* The intended tarpet

sThe spell’s duration

«Any other details the shugenja may come up
with.

With raises, the shugenja can get more infor-

mation aboul the spell being analyzed.

BENTEN'S ToucH

Base TM: 1)

Casting Time: 5 Actions

Duration: 1 Hour

Mastery: 5

Concentration: Full

Raises: Duration, Bonuses

Effect: The target of this spell has their Adr
amplified by the caster for one hour, The target
may keep an additional die lor any Awareness
rolls when made in social situaions, The duration
may be increased by one hour per raise. Also, the
target may keep an additional die for every raise,
but the shugenja may not raise a number of times
greater than his own Air

By vHE LigHT OF LORD MOON

Base TN: 5

Casting Time: 2 Actions

Duration:; 5 Actions

Mastery: 2

Concentration: Full

Raises: Doration, Casting Time,

Effect; This spell causes ilems deliberately hid
den (iraps, false bottoms, ete) 1o stand oul clearly
in the Shugenjas vision. Anything “hidden” tha
the shugenja can see normally will have a fainl
blue glow about it that draws the shugenja’s eyes,
The exact nature of the item will not be under-
stoaud, just that it has been hidden. An item hid-
den from view will not be highlighted, however
(eg a sword hidden within a large jar), Things
that are magically hidden (illusions, ete) are more
difficult to see, and require a Perception +
Shugenja Lore roll with a TN equal to the spell's
Mastery times five.

CaLL UroN THE WinD

Base TN: 10

Casting Time: 5 Actions

Duration: 4 rounds

Mastery: 4

Concentration: Casual

Raises: Duration, Casting Time, Air speed

Eifect: The shugenja summons a number of
wind spirits who carry the targed through the air
The target may only move slowly, and does not
have control over his movements - the shugenja
i5 the one in control of the spell, The target may
be moved & number of Teet per round equal to the
shugenja's Air + School Rank. If the targel is
unwilling, the TN to use this spell is the targets




Earth x 5.

CLoak oF NiIGHT

Base TN: 10

Casting Time: 2 Actions

Duration: | day

Mastery: 3

Concentration: Casual

Raises: Casting Time, Duration, Dilficolt items

Effect: This spell conceals a target item upon
the target character, The Shugenja must be able
to touch both item and target to cast the spell. If
successful, the ilem become visually impercepti-
ble to others so long as the target item is not read-
ied or used. The item must be able w be carried
wilhout the use of the target’s hands. The TN of
this spell is increased if the GM judges the ilem
to he difficult for people 1o ignore (3 screaming
child, the Emperor's crown, elc., )

ComMmanND THE MiIND

Base TN: Targets Willpower ¥ 5

Casting Time: | Aclion

Duration: 1 command

Mastery: 6

Concentration: Full

Raises: Difficulty of Perception.

Effect: By using the subtle influence of his Air,
the shugenja is able w implant thoughts. The
shugenja must be able t look into the eyes of the
target of this spell in order to send thoughts from
his own mind int the mind of his target,

If he is successful, the target of this spell gets
to make a Perception roll against the shugenja's
Air x 501 he is successful, he notices the shugen
jas attempl to implant the thought and the spell
fails. If he fails his Perception check, the spel] is
suceessful, and the target will believe the
thoughts to be his own. This will allow subtle sug-
gestions, but thoughts that are very different from
the target’s beliefs will be unconvincing.

The shugenja may use one or more raises 1o
increase the TN of the Perception roll by five per
raise,

EcHOES ON THE WIND

First he wiade a mark on the store by the river,
a mark that was lavee enouph o be seen across
the field. Then, he whispered softly into the stone
a message | could not hear. He stood and swifed
at me “losurd aonll understand,” he said

Base TN: 15

Casting Time: 6 Actions

Duration: Special (see below)

Mastery: 4

Conecentration: None

Raises; Casting  Time,
Duration.

Fifect: When this spell is cast, the shugenja
places a whisper that will remaimn dormant for a
time. The whisper will awaken when a specifi
person, identified by the spellcaster at the time of
casting the spell, arrives in the area, Messapes
hidden in this way can be (a0 most) ten words
long. Only the target person of the spell will heat
the message, as if whispered into the target’s et
by the shugenja. An additional ten words can be
added 1o the message per Raise, The spell ends
after the message is delivered. The target can
specified to be “anyone” rather than a specific per
son. With two raises, the shugenja can make the
spell permanent, so that the message is delivered
forever, or until the effect is dispelled.

ESSENCE OF AR

Base TN: 15

Casting Time: 3 Actions

Duration: | minuie

Mastery: 4

Concentration: Full

Raises: Duration, Casting Time, Concentration

Effect: By casting this spell, the shugenis
decreases the physical aspects of all of his
Elements but Air down te Rank one The
Shugenja becomes imperceptible (o athers’ vision,
just like the air If the Shugenja takes an action
whose results could be noticed (talking, opening
a door, picking up an object), anyone can make &
Perception check with a TN equal to the
Shugenja’s Alr x 5 1o penetrate the spell and
notice the Shugenja. Anyone who has pierced the
veil of this spell can easily see and track the
shugenja until his or her attention is divers
even briefly, al which point they lose complite
track of the shugenja’s location. 1T unsuccessiul
all they note is a motion of the wind, The shugen
ja can use raises to redoce the level of concentra
tion needed to maintain the spell by one level per
raise.

Know THE MiND
Base TN: Targers Willpower x 5
Casting Time: 3 actions
Duration: 30 seconds
Mastery: 6
Concentration: Total
Raises; casting Time, Duralion, depth of

Message  lenpth,
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thaught
Effect: By attuning his own Air with the Air of
the larzet, the shugenja casting this spell can read
shis and emotions of the target,
The standard version of this spell will give the
shugenia vague impressions of the target's
thoughts, but with additional raises, the shugenja
can read deeper and receive more  disting
thoughts, Reading deeper thoughts can be extr
¢ distracting and confusing for the ta
o mind rummages around inside his
The GM may reguire a Willpower
et to keep from being Sstunned” for
a short period of time by the trauma,
Surface thoughes are thoss
situation that the nhahlliil s in, while |
ts will include memories
pther ideas that are not currently releva

Kuuw THE SHAmws

Casting Tulw 4 actions

Duration: 100 rounds

Mastery: 4

Concentration: None

Raises: Casting Time, Duration, Co

Eliec ¢ shugenja bends ws, blending
fiem to her own Alr, making her one with the
larkness

In order to use this spell properly, there must
be shadows near the caster, s useless in
divect sunlight. The TN to see (
larget with Ranged Weapons) is raised by 3 for
gvery raise in the casting of the spell,

Mists OF ILLUSION
Base TN: 10
Casting Time: 2 Actions
Duration: | minute
Mastery: 7

ww, the 1i1l]L1'Ill_l creales a very ulll:'l.-1|li||1L. ilill

stom, The illusion may be as lare:

ind makes no sound, Anyone 1.'.-:1!|||L 1!|L viciniy

of the illusion may make an Awareness roll with

2 T% of 15 1o see its true nature, The illusion can

at come in contact with anything or its plavsi
is ruined. The shugenja may use raises 1o
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= Motion - Slow, simple movements: 1 raise.
Complex or fast motions: 2 raises,

= Sound - The caster may have the illusion
make a single sound per Raise, A sentence wauld
require 2 raises,

= Size - The caster mayv increase the size of the
illusion by 50% (a man and a hall) for 1 Raise.

= Mumber - The caster may increase the num-
ber of illusionary objects by | per 2 Raises (both
together limited {0 one man's size, however),

* Duration - | extra minute per raise.

* Precision - Raise the TN o see through the
illusion by 5 per raise,

Nature's ToucH

Base TN: 10

Casting Time: | Action

Duration: | question

Mastery: 3

Concentration; Casual

Raises: Duration, Questions

Effect: This spell allows the shugenja jor
another target) to speak to the creatures of
Rokugan, Once cast, the spell allows the target to
ask one gquestion to a creature and comprehend
the answer. Each raise permits the shugenja to
ask an additional question,

QUIESCENCE OF AIr

It weas §f all the sounds aronnd ws were sud
denly suched away and we stood in a circle of
sifence.

Base TN: 5

Casting Time: 1 Action

Duration: 10 Actions

Mastery: 3

Concentration: Casual

Raises: Area of Eliect, “bubhle”, Duration,

Effects: This spell generates an inert area of
air five feet around the caster which silences all
noise produced within its radius. The silent area’s
radius can be increased by three Teet per Raise.
This will ruin any further spell casting within the
spell’s area of effect. A variation on this spell can
be performed with 2 raises that ereates a “bubhle”
that dampens any sound going in or outl, thus
keeping conversations private and keeping oul
side noises from bothering those inside

SECRETS ON THE WIND
Base TN: 1)
Casting Time: b Actions
Duration: 10 minutes
Mastery: 5

Concentration: Full

Raises: Duration, Casting Time, Range

Effect; By casting this spell, the shugenja gains
Favar with the wind spirils, allowing him to listen
in on conversations in other areas he is familis
with, He may listen in on any area (about the sz
of a room) that he is familiar with for 10 minues
plus 10 mimies per Raise. The targel location
musl within 10 miles, plus 10 miles per Raise
The sounds that can be heard are those thal the
shugenja could hear as it he or she were standing
in the center of the location being targeted by the
spell. Hearing soft or indistinel noises mag
require a Perceplion roll by the shugenja

TEMPEST OF AR

Base TN: 13

Casting Time: 2 Actions

Duration: 6 Actions

Mastery: 4

Concentration: Total

Raises: Casting Time, Duration, Targets, Wind
Strength.

Effect: This spell sends a strong gust of ar
from the Shugenja at a target, Ko projectiles from
the target aimed at the Shugenja will succeed,
Make a Contested Roll of the Shugenia’s Air v,
the farget's Barth each Action until the spells
ends. Il successiul the fargel is knocked off
his‘her feel and beging w tomble away from the
Shugenja at ten leet per turn. The number of Lar
gets of this spell can be increased by one Tor each
Haise,

Way OF DECEPTION

Base TN: 10

Casting Time: 3 Actions

Duration; 30 minutes

Mastery: 5

Concentration: Casual

Raises: Detail, Duration, Casting Time, see
below,

Effects: Way of Deception creates an illusion.
ary costume and mask which covers the farge
and imitates the tarpet’s actions. The illusion wil
not endure if touched, and may also be detected
as an illusion (but giving no clue as to the el
identity of the person hehind the illusion) if those
in its presence make a Perception + Shugenjs
Lore roll against a TN of 20, The difficulty of the
Perception rell can be increased by five per riise
If the targel and the illusion are significantly dif
ferent, a number of raises will be required to ere-




ale a believable {llusion.

Normal - If appearance is minor in change. ie.
portraving another human with similar facial fea-
tures and same tonal gualities,

One Rafse - for increased or diminished size
by greater than 10%, or additional appendages
iwings) that require animation, or greater detail
ite trying o fool someone with an illusion of
somenne they know well)

Two Raises - for different physique and pos-
ture, or difference in size preater than 50%, or
inhuman sounds, ele.

WHISPERING WINDS

[ tald the shugenfa ahat my Lord wished me
tir say, but she fust smiled and said, "Dont lie to
me aoain”

Base TN: Target’s Intelligence x 5

Casting Time: | Action

Duration: Inslantaneous

Mastery: 3

Concentration: None

Raises: The depth of the lie

Effect: i successiully cast, this spell informs
the shugenja if the last thing the target said in the
shugenja'’s presence was a lie. The spell will only
lell the shugenja what the target believes o be
true, Using raises, the shugenja can find out
roughly how great a lie (little white, moderate, hig
whopper) and possibly even whether the state-
ment was true regardless of the target’s beliefs.

WIND~BORNE SLUMBERS

Base TN: 13

Casting Time: 1 Action

Duration: | hour

Mastery: 4

Concentration: Casual

Raises: Duration, Difficulty of resistance

Effect: When cast successfully, the shugenja
sends placating air spirits into the target who
mollify the targets own Air into a deep slumber.
The target of this spell must make a simple Earth
mll against the Shugenja’s Air times five. If he
jails, he falls into a magical slumber for one hour,
For every raise, the larget's TN for the Earth roll
igincreased by five. Il anyone comes within a fool
of the target, or if the target is damaged, he or she
will awaken immediately.
WiND-BORNE SPEED

Base TN: 15

Casting Time: 4 Actions

Duration: 12 Actions

Mastery: b

Concentration: Full

Raises: 11 per round

Effiect: The target of this spell is lifted by the
winds and may moved quickly through the air al
iShugenjas Air x 10) feel per round. The farget
moves along at up to 30 above the ground
frmovement through a dense foresi may be dan-
gerous). The Shugenja may use a raise to add
additional targets up 1o his/her Rank in Air. With
an additional raise, the targets move with an addi
tiomal 10° per tound,

WIND's DISTRACTIONS
Base TIN: 15
Casting Time: 1 Action
Duration: 5 Rounds
Mastery: 4
Conceniration: Focused
Raises:
Duration.
Effeet: This spell summons a troublesome
spirit of air whose acrobatic displays and constant
taunts distract the targel. The shugenja may use
raises (o sumimon additional spirits on a one-for
one basis, vither increasing the horde that is dis
tracting a single targel, or splitting them up
between several targets. All TNs of a target are
increased by 5 for each spirit that is distracting
him. Air spirits are parlicularly distracting to
shugenja whose TNs for spells are increased by
[l per spirit

YAr! OF AIR

The spear had no form or substance that |
could see, but i left a welt on my cheek that did
n't fade for a week,

Base TN: 10

Casting Time: 3 actions

Duration: 1 rounds

Mastery: 4

Concentration: None,

Raises: casting time, duration, weapon type,
weapon damage.

Effect: The shugenja creates a Yari formed
from the air, The Yard of Air has a DR of 3k3, and
can be wielded using the appropriate weapon
skill. For each raise, the shugenja can increase the
number of damage dice that are rolled (and
dropped) when the elemental weapon hits sue-
cessfully. If the shugenja becomes unconscious or
is killed, the elemental weapon vanishes,

number of  spirits  summoned,










ADVENTURE
Hooks

Throughout the
Book of 0
will find “Adventiure
Hooks” here in the
sidebars. Hooks are
bare-baues adven-
Inrui designed to
ou ideas for
your own adventures
when you run L5K
RPG. Twist them up,
chimge their endings,
change the
Sllppunmg Cast,

done their job.
Adventure hooks
are writlen with the

the GM the general
gist of what's going

the plnllurﬂwr ind
puts a spin on the
preconceived nulinns

There are no secrets. There is no understand-
ing. Void is all and nathing It is the dance of the
elements.

~The Tao of Shinsei

¥

Tath of
Blood

When they knelt before Ataka, all three of
them were given plates of steaming rice. Ginawa’s
was emply first. He leaned back, patted his stom
ach and took anather cup of sake as Hijiko and
Tadaka quietly watched

After all three of them had finished, Ataka dis-
missed his council. He waited for them to slide the
door shut, then he waited a moment longer.
Finally, he placed his hand on his knee and turned
to Hijiko. “So, what of our cousins 1o the south?”

Hijiko bowed slowly, then spoke in a soft voice.
“Ataka-sama, on the road, we met with the magis-

0ju. traveled mlh us to
ht of the battle, When we arrived .
hen we arrived” Ginawa interrupted, “the
Scorpion assassins put an arrow through the
Crane commander’s neck”
“YOU WILL BE SILENT, YORIKI™

Hijiko's shout seemed to make the rooms
wood panels shudder. She turned to Ataka, her
voice still booming. “Makasama, you sent this
man along with me. | have never questioned your
judgement before, but I must tell you he is noth
ing but an unwashed, undisciplined oaf”

Ginawa shrugged. “Would you waste good
water on an oaf, Ataka-sama?”

Hijiko stood, letting her hands fall to the
katana in her obi. I have had enough™

“HIJIKO"

The samurai-ko fell to her knees at the sound
of her master’s voice. “Forgive me, Ataka-sama
Forgive my outburst. [ forgot my place”

Ataka said nothing 0 her. He tumed i@
Ginawa. “You say Scorpion assassins killed (e
eneral?”
nodded. “Hai”
ka scratched his beard. “Curious. Very e
ous™ He faced Tadaka. “Tell me, shugenja. Didyos
see what occurred?”

Tadaka bowed low. *1 did,
not see who shot the arrow, but | 3
it was guided by a shugenja proficient in the artof
Air magic”

Ataka nodded. *“Thank you, shugenja” e
bowed his head for a moment, then looked af e
of them. “Hijiko, I have considered your complaiat
against Ginawa, and ...”

He stopped. His eyes grew wide and Irunl
drapped

Hijiko leaned forward. "Ataka-sama?

Ginawa leapt to his feet, his wakizashi futl
from its saya and in his hands.

Tadaka didn't know what to do

Hijiko asked again, her voice hinting ot
panic. "Ataka-sama, what is wrong?"

Ginawa ran forward (o the daimyo, just &
blood began to drip from his lips.

Hijiko’s scream rang in Ginawa's ears as be
grabbed Ataka and pulled him close. He saw the
shuriken and his teeth bit deep into his lip. Hs
voice spake low and guttural like a growl "Ninje®
he said

Hijiko was next to him as he looked up. Thee
was no time. Another breath would bring anofe
\hunhm

awa, what's wrong with him? Tell mef¥
She was looking at her daimyo, her eyes fille
with tears.

He looked at the shugenja. “Tadaka, where &
my sword?

Tadaka said nothing, his eyes glazed over will
fear.

“Where is my SWORD?”*

The shugenja pointed fo the corner. “Them
wrapped in doth”

Ginawals feet slipped on the pancled flos
“Protect him!™ he called to Hijiko. He knew i
samurai-maiden would do what he said, Tl
shugenja was useless. His hands fell on 8]
wrapped sword and with a single touch, the bink!
broke and the cloth slid away from the weapon!
if whipped by winds.

His hands jerked back, but then he heal
Hijiko screaming from behind him. He looked anl




saw a shuriken in her arm and another hit the
floor at her fe

“Ginawa! Where are they? | can’t see them?
Help me!™

He turned back to the luchiban blade. “T need
fou," he whispered. “Damn you. I need you”

His hand was on the saya before he could say
anything else and he heard the steel
«od the night air ..

and the sword sings as it tastes the night air”

“Wow,” says ane of the four figures sitting at the
table.

The irl picks up her dice. “T want to make an
Hanor roll!

The game master smiles. “Want to try to break
through the ninja’s fear magic?®

“The Willpower roll failed me last Turn, so yes,
Iwant to make an Honor roll

“Go ahead.” nods the GM, *but you know if you
il you'll drop an entire Honor Rank, right””

She nods, “Yup. No problem. What's the Target
Number?™

The GM pauses for a moment, “The TN is 20,
Sill certain?

The girl shakes her dice. “Not a problem.
Hijiko's got a 3 Honor and I'm spending a Void
Point” The dice fall on the table and all four figures
lean in to take a look. The girl re-rolls her ten and
smiles triumphantly. “Read 'em and weep. Twenty-
five”

“All right” says the GM. *You've broken the
spell You can take an action ... next turn”

A sad moan from the girl and the GM moves to
T player. “How did you do?

player shrugs. “Got a nine”

H:u GM grins a sadistic grin and turns lo
Ginawa's player. “How about you? What are you
doing this Turn?*

“I've got the bloodsword, right” he says expec-
tantly with a hand-full of dice

Yes" answers the GM. “You feel its pawer
coursing through you. You know what to do”

Another roll of the dice and the player smiles
“Not a problem. This time, Ginawa’s got full control”

The GM turns to the players. “All right. Here's
what's happening. Hijiko just broke out of the spell
the ninja cast on all of you ..."

When did ninja get (o be shugenja ...?" mum-
bles Tadaka's player.

The GM continues. “Tadaka, on the other
hand, is still under the sway of the ninja’s magic.

ltm.mmn’m. L5k REG

Ginawa’s pI.:yu keeps his myu\ on the GM.
“Where's the ninja?"

“You dont know. You'lll have to make a
Perception roll. In fact, since the ninja is trying to
remain hidden, it's gonna be a Contested Roll. Ready
to make the roll, buddy?” The GM pidks up a hand-
ful of dice, counts them out, drops out two and looks
to see if Ginawa's player is ready.

“Whats the TN?" asks Gi player.

“Thirty,” says the GM and he flinches when the
players hiss at him. “Hey, he's a ninja! He's trained in
this kind of stuff”

“Just roll the dice, and get ready to be seen” says
Ginay ayer.

‘The dice roll and everyone leans in. The cheer
tells you who wins the roll

“Ginawa shouts to Hijiko,” Ginawa's player says.
“Hijiko! Look! Up there™

“Can | see?” she asks the GM.

“Yes" the GM answers. “Next Turn. Now, every
one roll Initiative

Everyone does. The GM reads the rolls and turns
to Ginawa's player. “What are you doing”"

“The ninja is up high, right””

“Yes”

“I throw the sword at him”

‘The silence of the table is deafening.

The GM scratches his head “Okay ... thats a
pretty tough action. The TN to hit the ninja is already
a 20. Td say it would be a 357

Ginawa’s player picks up the dice and smiles, ‘71l
be spending a Void Point now”

What s &
Gane
Master?

Players have it easy. They've got one character

THE Fury OF
Osano-Wo

Challenge:

The samurai are
travelling on a mis-
sion for their lord
They stop at a small
village and siay in
the home of the vil-
lage headman.

Focus:

In the middle of
the night, they are
awakened by the
sound of the village
bell. A stormiv is on its
way, but the shugenja
in the party {or in the
village) can tell that
it is the work of dark

Why would a

drive the villagers
out of their homes?
What is he looking

ninjn who seduced
and killed his daugh-
ter. Now, the shugen-
ja is looking for
revenge, but in‘an
effort to hide his
shame, he will not let
one help or
explain hig actions.




WRONGFUL
SEPPUKU

Challénge:

A daimyo has

been aceused of
terrible erime. The
Emerald Champion
fas commanded that
he commit seppuku
to save his family’s
honor.

Focu:

As the daimyo
preparing, the players
diseovera clue that
leads'them to believe
the daimyo is inno-
cent of the crime.

Strike:

They have until

the end of the day to
gather enough ev

dence to prove the
daimyo’s innocence
to the Emerald

Champion,

164

GM
o has to be th

ire world. Not
arbitrator of
and all the

re that all

to keep track o
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SEVEN
CARPENTERS

Challeng
Seven earpenters,
arrive i villages
looking for work.

Focus:

They are actually
bandits Tooking for
travellers and farm-
ers'to ambush

Strik
Perhaps they spot
e eharaciers and

decide to travel with
the characters, Al

try to-take advantage
of seven poor car-
penters.

on their lips and only ten hours to find the assas
sin (so they can get the antidote) is a classic twist
on the murder mystery. Mysteries tend to demand
high social and mental sl but a good bruiser
can always come in handy.

Romance

Romance can be tricky, but can also be very
rewarding. The occasional love story can provide
the players a breather from all that breath-taking
action. A samurai-ko's secret affair can lead to a
whole campaign involving intercepting letters,
Scorpion spies (out to dishonor the samurai-ko)
and the questions of duty and loyalty.

Tragedy

Imagine being a lieutenant under Macbeth or
Richard I11. Have your players be witness to their
lord’s downfall. Have them hold off his blood-
thirsty enemies as he wallows helplessly in his
despair. Or better yel, have them be the blood
thirsty enemies! Imagine a group of Scorpions
who work their wicked ways on some daimyo,
only to watch the repercussions of their actions
come back to haunt them.

The Chavacters'

Roles

Once you've decided on a theme for your cam-

paign, think of what your ers’ roles will be in
that story. Once again, we've provided you with a
list to inspire your imagination

SOLDIERS

The simplest answer is to make them soldiers
in a daimyo’s army. This gives you complete con-
trol over their actions, but it also gives the play-
ers no control over their own. However, il you
make them soldiers during a war, then kill their
daimyo, they become ronin, which sets up an
entirely different situation.

Rownin

If the characters are ronin, they have many
advantages and many drawbacks, They have
complete freedom to go wherever they wish, serv
ing whoever pays the most. However, as ronin,
they have very little impetus to stick together.
They are truly wave men, wandering wherever
they wish. They have no loyalty but to them-
selves, which makes intraparty conflict a severe
danger. But if you talk to your players before you

begin a ronin campaign, you can stress that they
should all have reasons for being together and
staying together. Perhaps they are siblings, the
last remainder of their fallen family, or even
samurai whose lord has been killed by a ninja
paison shuriken, looking to avenge their londs
death.

COURTIERS

As courtiers, your players will be representing
their clan in the Emperor's Court, trying 1o stay
ahead of the other Clan’s political machinations
While this may sound like a somewhat stale
campaign, remember that the Japanese consider
business and war to be one and the same. Players
will have to deal with spies stealing important lei
ters from their daimyo, ninja killing off impartas
allies, ronin bandits on the road robbing casks
filled with gold for bribes and other similat
intrigues. And every courtier needs a bodyguarf
after all

MAGISTRATES

Making your characters magistrates may be
the best answer for the “multi-clan” group. They
are still representatives looking out for the bes
interest of their clan, but they are alse under the
direction of the Emerald Champion, whee
authority will not be questioned. Characters can
wander the Emperor's roads dealing with bandis
and rogue Shadowlands creatures, protect dipk-
mats and Imperial relatives, or even get sent oul
to deal with a mad shugenja or two. Even a mut.
dane mission, such as collecting taxes, could lead
to an adventure that might mean the doom of the
Empire.

Wlot

Once you know the theme of your campaign
and the roles your characters will play, the set
thing to consider is the plot Listed below are
some classic fantasy plots that we've adapied b
Rokugan. Have a look.

RESCUE THE PRINCESS

Here's a classic. All you have to do is get a st
ling of one of the characters {or one of the char
acters’ lord), and kidnap them. It could bes
princess, a prince, a husband, a daughter, whatew
er. Tt could even be a daimyo's favorite geishe
Whomever it is, snatch her away and have e
players go and get her back
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The planning time is over, It's Friday night and
i our kitchen table and

separately.
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First thing: Know your nl

Notice it doesn't say
rules.

Everything in this book is a suggestion, even
the rules. If you come across a rule you don't like,

es.

ules, it says “your”

Quick AND DIRTY
Remember at the beginning of this book, we
ree steps to Quick and Dirty L5R?

n a Target Number.

2. Determine which Trait and Skill (if any) are

apprapriate to the action,
3. Roll the dice. If the character rolls over the
Target Number, he succeeds. If he doesn't, he fails

These three steps are really all

know to be a referee. Whenever a question of fail-
s comes up, fus 1.;ihm lhus(‘ step:

L3R RPG
he rul

If you don't
However, there
is game, and it's
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Focus:
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AWARDING
EXPERIENCE
PoOINTS

At the'end of each
game session, the G
should award
Experience Points
(XPs) to the charae-
ters.

The-amount of
XPs the GM awards
depend on the degree
ol success I.h

If a player showed
wp'toplay. the game,
they deserve one XP.

a player role-
played well, he
deserves a honus XP.

I the entire group
worked well together
and made progress

Some GMs like
awarding more or
less XPs than we'

loted above. If
ou're one of them,

know what to do:

d-and ignore
More XPs
make for rapid
advancement, while
lgss XPs make the

characters work hard-

er for their réwards.
Isup to you.
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ments, no discussions.

Unfortunately, you're human and you're going
to make a mistake from time to time. When you
do, you're plavers will either pick up on it, or they
won'L If you make a mistake and your players
don't notice, you don't have any problems. If they
do notice, admit you made a mistake, fix it and
mave on to the next action so the game doesn't
get bogged down in arguments.

THE Two GAME MASTERS
Whenever a situation arises that involves dice,
the GM is faced with a decision. It is the GM’s
duty to interpret the outcome of that die roll, and
often times, it can mean the difference between
life and death. There are really two schools of
thought when it comes to die rolls, and most GMs
fall somewhere in between.
The Dice GM regards the dice as law. Dice add
a random element to the story that is beyond the
control of the GM and the players and, for this
GM, that'’s the way it should be. This is a game,
after all, and sometimes the players lose.
Running a game with the dice in charge has its
drawbacks and its advantages. The drawback is
that sometimes disaster strikes at the worst
opportunity. The characters are crushed by fate,
and there’s nothing anyone can do about it. On
the other hand, having such an arbitrary force in
the game that can really make the players sweat
The Story GM, on the other hand, uses dice as
uideline. (Some don't even play with dice at
ry die roll suggests the outcome to him
In other waords, failure does not always mean fail-
ure and success is only a relative term. For exam-
ple, a player fails a roll while his character is try-
ing Lo leap across a pit, the character slams into
the other side of the pit, grasping on to a vine at
the last possible second. The benefit of playing in
the Story GM's game is that he is in complete
control of the story, while the downside is the
Playing in a Story GM's game doesn't have
the same edge as playing in a Dice GM's game,
with disaster lurking behind every corner.
Be Far
Where u fall on the GM scale, e
should be fair. If you are going to change some
thing about the rules, let your players know about
it before you implement it. Don't change rules
under the players’ noses or they'll start to lose
confidence in you. When your players lose confi
dence, you lose your voice of authority, and the

whole game suffers.

It is very important to be fair. It
to “beat” the players. You may be takis
of their adversary, but you - the GM - a
enemy. You will provide them with obstacles ad
NPCs that will try to ruin their lives, but whenthe
players outsmart the bad guys, let them

Bamng a Storyfeller

When it comes time to put on your §
Hat, you've got to make a complete shift of gea
Rules, numbers and counting are done on the Jé
side of your brain. Storytelling is done on the
right side. You will be asked to switch between
these hats constantly

When wearing your Storyteller Hat, youll i
trying to make Rokugan as real as possible let
your players. In order to do that, you'll have 1
remember the oldest rule in storytelling

SHow, DoNT TELL

There are two ways
group of plavers. You can tell the
scene or you can show il to them. Here's how the
two work out

(Telling)

“You walk into your lord's audience hall i
big He's in the center of the floor, sitting on g
mat. He's angry. Hes very unhappy you pis
messed up. He says you shouldn't have lost thal
letter from his brother, He jumps up, yellng
What do you do?

The players now have a chance to react fo fhe
scene. They know their lord is angry with them,
and they know he’s about to attack them. Baf
does this really get across the emotion of ¢
scene? Now let’s take a look at showing

(Showing)

“As you step inta the still air of the o
see that it is nearly empty, except for
shadow of your lord, sitting alone in the
cool wind passes through the open door o
far side. The only thing you can see¢ i
lamplight is a quiet fury, burning in his ¢y
have failed me for the last time," he says,
trembling with anger. ‘Now you 1
vour failure with your steel!” He lea
kimono floeving about kim as if it wer i
keep up with his incredible burst of motion e
hear his katana sing as it comes free from i
saya, the melal gleaming with the red lamplght
You have only seconds to respond. What do yo




The second passage conveys the same infor.
mation as the first: it tells the players their lord is
angry with them and they know he’s about to
attack them. But it also shows them a great deal.
It shows them the room is dark, lit only by lamps.
They can sense that they are surrounded with
shadows. They hear the katana as it comes free
from the saya and they hear his scream as he
springs toward them for his attack. They can even
feel the cool night air gently passing through the
room

That's the very first thing to remember about
being a storyteller: show, don't tell

Use THE FIVE SENSES

Whenever you have the Storyteller Hat on, you
should be keeping the five senses in your mind.
Write them down on a sheet of paper if you have
o, and whe vou have to describe anything
to your players, run down the five senses. Don't
rely on sight alone,

For example, let us say the players meet with
a Crab shugenja, Kuni Yori

Sight

“Yori's skin is pallid and thin, like a cave fish
that has been left out to dry”

Sound:

“You can hear the swish of his kimano as he
moves closer.”

Smell:

“As he approaches, you can smell a foul odar
about him, as if he is carrying goblin droppings in
his kimona.”

Touch:

“You can feel your palms grow sweaty as you
see his eves, black as coals”

Taste:

“Your tongue goes dry as he bows before you
and you return his bow. Your mouth feels as if it
was stuffed with moldy cotton bails”

By invoking all the senses, you will truly give
4 three dimensional image of Rokugan fo your
players.

CHARACTERIZATION

Whenever the plavers encounter a character
they do not control, it's your job to portray that
character for the players. There are two tools you
have at your disposal to do this: your voice and
wour body

Voice
Whenever the character speaks, speak like the

character. Raise or lower your voice. You can emu
late a young samurai by speaking quickly and
loudly, while a Scorpion diplomat would speak
quietly and slowly, making certain you under
stand everything that is being said. A geisha
would speak with a higher voice while a samurai
ko may intentionally lower her tones to sound
more masculine

Whenever you design an NPC, makes notes
regarding his voice. How does he speak? Does he
use florid language, or grunts, speak
when necessary. If you use consistent voices, your
players will begin to recognize NPCs from their
voice alone

Body

Likewise, when you portray a NPC, e cer-
tain they can se¢ them. Show them the character’s
stance and body language. If it is an old Phoenix
shugenja, perhaps he is bent over from the weight
of his years. A Crab samurai would stand non.
chalant with his katana thrown over his shoulder

le a Dragon would stand proudly with his
hand on the pommel of his katana, always ready
lo act.

Again, whenever you design an NPC, make
notes regarding his body language. Ask yourself
how he stands, walks and gestures. Ignoble char
acters will scratch themselves, make rude ges-
tures and be flamboyant with their hands
“Proper” characters will move only when neces
sary, and every gesture is careful and elegant.

NARRATIVE

When you read a book, narrative is the
author’s voice, When you run L3R, the voice you
use as you describe bloody batiles, sweeping
landscapes and beautiful, treacherous Scorpion
shugenja will be your narrative voice.

As you prepare for an evening of role-playing,
consider your voice. Go over every scene you've
planned and determine what kind of scene ifs
going to be.

Action scenes, like movies, are fast. George
Lucas said Star Wars was an exercise in speed. He
wanted to see how fast he could make the movie
withoul losing the audience. That's what your
action scenes should be like. Whenever combat
arises, the tone of your voice should change. Your
body language should be abrupt. Point quickly
when asking for initiative and speak forcefully.
Give your players the feeling of being in the face
of an ogre. Everything speeds up to a frantic pace

SPENDING XPs
(REVISITED)

Everyone gets bet
terat what they do
through practice and
experience. Your
character is no difier-
ent. At the end of
each sessionsthe GM
will award your chiir-
acter a number of
“Pxperience Points”
These poinis can be
used to ingrease your
character's Traits

It costs |
Experience Poin{ o
fearn a new skill at

you must spend a

number of EPs equal
to the Rank you are
raising your Skill tos

To ruise a Trait or
your Void Ring, vou

Der of EPs equal to

five times the Rank
YOu are raising your
Trail to.




BLACKMAIL

Challenge
One of the samu-
receives an
anonymous letier,
The letter tells them
that unless they per-
form (heactions die=
tated by the letier, a
dark family secret
will be made public.
A secrebso horrible
that it could mean
seppku for evervone
with the family
name,

Focus:

The samurai has

little e. He must

perform the deed or
entire fami

pay the price.

Strike:
This adventure
has great potential
for splitting up the
nurpi. While one
or two of them sta:
behind to aid the
samurai being black:
mailed, the othe:
out to find the ident
iy of the blackmailer.

without losing your audience. Details get
sketchy because the players are focused on the
danger and not on their surroundings. If someone
wants to take their time doing something, let
them see just how slow they are going.

Mystery scenes, like their silver screen coun
terparts, are just the opposite. Half the harror of a
horror movie is the wait in between the flashes of
violence. As the samurai trudge through the
wastelands, every shadow seems to hold a hidden
threat. Describe the surroundings slowly as they
inch along, not knowing if the next moment will
be the one when the monsters fall upon them

But don't limit yourself to your voice. Use your
body to tell the smn as well. When the wind
comes sweeping down from the hills, use your
body to give the impression of movement. When
the body of the oni falls dead to the ground, slam
vour fists against the table. Excitement and enthu-
siasm are contagious. Give yours to your players,
and you will have one dynamic evening of role

tting Tt 7l

Tutting ¥

oge?hel

The first time you run L3R you're going to
encounter a whole bunch of problems. Players

who have never played the game before will have
questions about rules, spells, their allies and ene
mi anything else they don't understand
You're going to have to think quickly and ere
atively and be fair all at the same time. Don't
worry. Here's some tips on how to get by.

“I'm A BEGINNER. Too!"

For your first session of L5R, let your pla
know that this may be their first time playing the
game, but its your first mne too. Tell them you'll
probably make some mistakes, but il they're

patient, you'll get this thing down to a science as
f.h.\l as possible. Remember, these are your
friends. They'll understand.

CHEATING

Remember the Golden Rule? As long as every
one has fun, you haven't broken rules.
Whether you are a Dice GM or a Story GM, every
GM cheats. This is politely called “fudging” in
role-playing circles, but don't be deceived, its
cheating. But, hey, it’s okay to cheat every once in
a while, just make sure you're fair with your

cheating.

So what is that supposed o mean? Well, here
how it works. Let’s say the samurai are in the
Imperial Palace and they're visiting
One of the players decides to have
fun and pulls out his wakizashi and
the Emperor’s head. You tell the player he's out of
line, but he insists that his characters gone
through with the action and he’s already rolling
dice. He gets a really great roll and starts jumping
up and down, shouting “T've killed the Emperort
Tve killed the Emperor!

What do you do now?

You cheat

Agree with the player that
Emperor, but you get to roll damage. i
secretly, look over them with scrutiny
completely ignore them

You describe to the player how his wakizashi
found its way into the Emperors side. The
Emperor buckles with pain, his eyes tearin
his hand grasping at the blade. Suddenly, there
are fifty samurai in the room. They dont ask
questions, they don't wait for a command, they
just charge the smart guy who just attacked the
Emperor.

Then, with a wicked grin on your face, you

.||)p\\ Iln dml. e dice to the quwm and you
filled the room with samurai you didn’t know
were there a moment ago. So what? Here's anoth
er example

The samurai are fighting a big nasty oni I
leaps through the air and attacks the helpless
shugenja digging through his sero
for Tomb of Jade. One of the samurai bravely
leaps in the oni’s way to protect the s| ja The
oni takes a roll at the samurai, does a palatable
hit and you roll damage. You roll three tens and
re-roll them. Then you roll three more tens. And
three more,

Fate has just killed one of your playes
favorite characters.

So, what do you do?

You cheat!

Ask the player how many Wounds he has left
He'll answer. You look at the dice, shake your
head sadly and notify him that he has exactly o
Wound left. He falls to the ground unconsciou
and can't d-\ anything for the rest of the combat
The samurai has just bought enough time for he




spell.

Yes, again, you've cheated. But this time you
cheated in favor of the players. So what? The
samurai got wounded nigh onto death instead of
getting killed outright. You adjusted things to the
player could keep playing, even if it was from a
stretcher, and that's all right

ILLITERATE BARBARIANS

Its tough to get around in Rokugan if you are
an illiterate, round-eyed barbarian. Often times,
your players will be stretching their memaories
irying to remember the exact etiquette of a situa
tion 50 they won't lose face, As a GM you have a
choice. You can make them sweat it (making you
a real mean GM), or you can tell them ta make
in Etiquette roll to remember the right thing to
do. You can even assume their characters know
the right thing to do and just do it You can also
allow other players to kibitz (that's when they
give each other advice “but of character”) which is
sometimes useful, but can also break the mood of
the game.

The important thing to remember is that your
players were not born in Rokugan. They don't
know how to get around very well. Letting eti-
quette get in the way can bog down role-pl
Unless the proper etiquette of a situation is vital
to the continuation and plot of the story, you can
usually skip it

However, there may be times when the plot
depends on the etiquette of the acters. In
these situations, you have to make a judgement

Some players just aren't equipped to handle
eiquette, That's why their character has the skill:
50 the player doesn't have to, Other players love
role-playing court scenes, which is why you let
them role-play them out. Letting a charismatic
player bask in the spotlight for a short while (as
long as it doesn't detract from the other players’
time) can be a lot of fun for everyone involved

Teacuing ETIQUETTE

You can only ask a player to make an
Etiquette roll so many times, however. Sooner or
later, the player is going to have 1o learn to take
his destiny in his own hands, It's perfectly proper
fo give someone some time to get acquainted
with Rokugan'’s social rules, but its also not fair to
let one player get away with just rolling dice
while another has to improvise their way through
sticky situations. This is "role” playing after al,
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and not “roll” playing. Besides, ten minutes of a
player talking his way out of trouble is a lot more
dramatic than a single die roll

In order to teach your players etiquetie. make
certain they read the Etiquette section in The
Book of Earth (p. 37). Its not fair to test people
on rules they don't understand. Once that's done,
show them how its used. If they are in court, have
an NPC address the Emperor so they can see
what’s expected of them before they have to do it
You can also talk them through it As they are
performing the tea ceremony, you describe a
memory that's flashing through their head from
the first time they learned it

Eliquette can be a pain in the rear, but it also
adds a lot of flavor and drama to the game. If you
enforce the rules, you will find your players
speaking softly, moving with small gestures and
treating each other with formal respect

Advanced
Techmqgues

This section is for experienced Game Masters
and those who want to add a little spice to their
sessions. If you feel confident in your ability to
run the game, or you want to try something a lit
tle different, read on.

Trologues and
Eplogues

A prologue is action that occurs before the
story begins. Often it sets up the action in the
story, giving it a deeper significance. For instance,
before you begin running your story, you describe
a little girl living in a small village. You paint the
scene with a light tone, speaking softly and gen
tly. Then suddenly, an army of Shadowlands mad-

investigate'and dis<
cover the ship is
drom the gaijin lands
[ar across the sea, All
hands aboard were
killed, but the ship's
beil

Of course, other
daimyos have seen
the shipwreck, and
now armies are
beginning to loom on
the hori

before the armies of
their rivals arrive?




WEDDING Day

Challen
Thig.adventure is
best when.a samurai
who is particulacly
popular with the
geisha is its focus.
thas come time
for the'samurai (o
wed his bride.
They've never met,
but they have'wrilten
letters. She is witty
and chapming and
quiite lovely and eon-
‘Stant correspomdence
has made them quile
close friends.

s ready for mar-
riage and to play her
part and does not
want to dishonor her
Clan, but she is in
ith someone

the wedding, her
beloved kidnaps our
samurai’s bridé Now
the samurai must go
to free her, knowing
ghat he will probably
Tave to challenge the
man she loves to a
duel

men descends on the village, killing everything in
sight. The little girl runs and hides, but she turns
just as the shadow of a madman falls across her
tiny form and.

That's when you start the story, with the samu.
rai before their lord as he tells them of the attack
He wants them to investigate, to find survivors
and to find the creatures responsible. Is the little
girl still alive? The characters will have to find
that out when they reach the village.

An epilogue is action that occurs after a story
ends. Like the prologue, it gives a deeper mean
ing to the story that the characters are not privy
to. Imagine the samurai having 1o deliver a small
package to a Lion lord. They know the Scorpion
clan is looking for them, so they have to dodge
ninja, spies and assassins all the way. They have
a terrible time, arriving at the home of Akodo
Kage, the venerable sensei of the Lion clan. They
deliver the package and return back to the
Emerald Champion, confent in their success,

The epilogue occurs after you've divvied out
experience points.

As Akodo K em leave, he turns
to a sliding door and pulls it aside. There, stand
ing in the darkness is a dark. silhouetie
whom Kage calls, “Lady Bayushi” He puts the
package into her delicate fingers and she opens it
fo reveal a intricately carved egg that glows with
a sinister green light...

The action in a prologue or epilogue usually
takes place outside the players' perspective, so
while they may know all about the little girl, their
characters won't know a thing. This technique
requires a little bit of role-playing on the players
part {they've got to feign ignorance), but if you've
got a group of players who are willing to play
along, these techniques can add a lof of drama to
your game.

Tavallel Plotlmes

This technique is used when you want your
players to know something that's going on in a
different part of Rokugan. Let us say that our

murai are wandering around the Shadowlands,
trying to find an oni who stole the ancestral
sword of the Crab clan. As they search, an army
of goblins, oni and other nasty things is assault-
ing the fortress of the Hida family. Here we have
a classic quest story along with a time limit. They
have fo find the sword in time fo save the Hida

castle. But as they are searching the Shadowlands
you show them a few minutes of the action badk
al Hida castle. You show them Kisada fighting on
the fields before the home of his ancestors. He
fighting bravely, but he must fall back or his army
will be overrun. The Shadowlands army marches
closer,

The tone of the adventure speeds up as the
army is storming the walls. The characters have
found the oni's lair, but its not there. Then you
flash back to Kisada watching the south wal
blasted away with eldritch fire. He commands his
shugenja to return the volley as he looks to the
Shadowlands, wondering if the characters wil
return in time.

Parallel plotlines can be used to add suspense,
inirigue and mystery lo any story

Flashbacks

Flashbacks can be handled in many was
They can be in the head of a single character, the
collective memory of many characters, or may
even be storylines that occur in the past that have

ificant influence on the story at hand.

An individual Nlashback occurs entirely in the
mind of a single character. Between the action of
the present, the character in question recall
events that have occurred in his past, possibly
inspired by the events of the present. Perhaps the
character is witnessing a duel between two char
acters, one of whom is his young brother
Watching his brother’ first duel brings back the
memory of his own first duel, and you stop the
action of the present to bring him back to the
past. This technique is used o show the truth of
the old cliché: “History repeats itself”™

A weird twist on bath the parallel plotline and
the flashback is showing the characters a bit of
history as the current story progresses. For

f the samurai are investigating a “haunk

? you flash back to the past to show the
plavers the tragic events that led up to the fall of
the family that once inhabited the house. The
flashbacks you show them give them clues o
solve the puzzles of the house, the history of the
ghasts they encounter and the dangers to avoid
Once again, the players will have the knowledge,
but the characters will not, adding another level of
tension to an already spooky situation.




Enronment

I you are feeling really industrious, why not
go to a little extra trouble to make your players
really feel like they are in Rokugan, The kitchen
or living room or wherever you play L5R is going
to be familiar to them. If you remove the 20th
century trappings around them, you'd be amazed

it is for all of you to slip right into char-

LigHts

In the 20th century, we have invented many
clever padgets to circumvent our preternatural
fear of the dark. We have light switches right next
to the door to light an unfamiliar room, flash
lights and even night ligh

Rokugan does not b such luxury. They
must face their fears in the dark. If your players
are up to i, let them role-play for real. Turn down
the lights a little. If you can find them, light up
some Japanese lanterns. Or, if they step into the
Shadowlands, light up some candles. Take away
the lights, and the 20th century seems very far
away indeed
Sounp

There are a ot of sources of traditional
Japanese musi d most of them are very inex-
pensive. You can find CDs in the larger music
stores for ten dollars or even less. Music for Noh
Theater is very appropriate, Its subdued and sub-
{le s0 it won't distract from your narrative, but it
so fills the quiet moments, providing great
atmosphere.

Foop

You can get cheap Japanese food anywhere.
Ten dollars worth feeds a whole lot of people
There are even home Kits nowadays that are even
cheaper (but require some exira preparation)
Nothing makes a gamer happier than munchies
al the game table. Most of the traditional
Japanese food was finger food (the [apanese used
chop-sticks, of course), and its much better for
you than potato chips,

Props
Props add a tactile element to the gaming
experience, however, before we go any further, a
wuple of words about swords:
Never bring a real sword to the gaming table.
No amount of drama is worth getting hurt.
Other props can provide a great deal of atmos-

HomebioRun-te. L3R REOG

phere, The Japanese often use fans to gesture, and
so should you. You can provide letters from the
character’s daimyos, maps of cities and castles,
and even a magical artifact or two.

Lwe Achon L3R

ion role-playing (LARP) is a new style
of role-playing that has become popular in the
last few years. When engaged in a LARP event,
players leave their character sheets and dice
behind on the table, put on costumes and use
props and sets to make the session feel like an
improvisational acting/role-playing experience. It
involves less rules and more acting. and it is def-
initely not for everyone. Often times, the GM will
set up a room {o resemble the scene from a room
and the players walk about, encountering NPCs
(played by assistant GMs) and engaging them as
if they were there own characters. The intent of
LARP is to make the atmosphere as real as pos
sible, so rules often go by the wayside.

If you are interested in doing live action role-
playing, you should definitely check out L3R Live
which should be available sometime in the future.
While LARP de-emphasizes rules, there are a two
specific rules that all players must universally
obey.

RULE ONE: No Touching

No touching means just that: no shaking
hands, no tapping shoulders, absolutely no touch-

ing.

RULE TWO: No Weapons

This really needs to be emphasized. Despite
the enthusiasm of the players to carry around
their beautiful katana they spent hundreds of dol
lars for, there should be no weaponry at all
involved in a game of L5R, LARP or otherwise.
Combat should never be resolved in the LARP
environment. If combat ever ensues during a
LARP session, action should immediately return
to the tahle.

A QUESTION OF
Duty

Challenge:

The samurai (best
if they are ronin) are
hired by a prestigious
daimyo to be body-
guards, They live i
the lap of Joxury and
are treated well.

Focus:

However, they
cannot help but
nolice that their lord
is anything but kind
to the peasapts who
serve him. He taxes

't report his
ngs 1o his own
daimyo. He
them when he
they get out of line
and takes his pick of
the girls when his

fancy strikes him.

Strikg:

The bodyguards
are approached by
an anonymous assas-
sin with.a bag full of
lkoku for cach of
them. All they have
to do is turn their
backs and keep their
mouths shut.

What do they da?




for the Empire to unite and d
lands
living in the
Kisada has two sons: Yak
ill after the

STOLEN 5
ANCESTRY and wonders if they are ri
Image: da huge m
Challenge: with a deep grey beard, iron g
The ancestral scars from
shrine of the samu- d ywlands. He
rai's daimyo has been
stolen. The samurai weap

This section detals the most prominent Npes _ Role-playing Kisadss: Ki
in Rokugan by clan. Following the clans s a sec. ~ and subdued and [y '“”h| it
the identity to the tion of ronin. Each character is listed with Traits, ~ MOves unless it is necessary, but when h
is a flurry of motion and might

Hipa Yakamo

thief. S dvantages, elc. along with role-playing

i, sada's childr

| OF eourse, the t " B i ‘ i
i datmyo must remove l a L '

the shame of losing
his ancestor's shrine, Hipa Kisapa
S and vows to commit Known as “The Great Bear” of the Clan,
| seppuku. i a an, far passe usual retire

Strike:
The shrine could
have been stolen by
anyone, but as it

i ‘furns out, it has been sit on the Emerald Throne, bul he
l stolen by the okugan needs strong leadership. The

recognizes the right of the

datmyo’s wife. She on the Throne”, as he calls him, need
seeks reve ge against
her hushand because
8 ofhis public love for
i a geisha.

n as he can, leading e
wlands to ambush raiding
ance 1o strik

i ! \ from an oppon
Image: It couk
nearly a min
. 3 actions, deme
A : - Role-pl
and burly.

He is not polite

174

al
e grown ol
T o ency. He hvh: jt  With his arms w
|
i




He protects the
ve him respect for that.

Crane

Don Hoturi

The newly married Doji Hoturi has found
himself thrown into a position of responsibility.
His father's recent a: on to Emerald
Champion status has put him - unofficially - at

the head of his Clan earlier than he would
hoped, but the guidance of To
and gohei, has proven to be inva

m[l one of the

e his marriage, and there is
in the court as to what a
will do his reputation,
Image: Hoturi is tall and slender. His
long and thin and his skin is pale. His hair is dyed

owing up the student
kita Toshimoko below) has taught
Hoturi many things. He is quick to laugh and
show emotion in private, but in public, he is cool,
calm and controlle day, he will be th
Champion of the Crane Clan and he must main
tain & constant air of dignity and respectability
This is quile a change for Hoturi who is used to
going out to geisha houses with his gohei
Toshimoko, and he is obviously not quite com-
fartable with his new “unofficial” station.

Kakita TosHimoko
y i Toshimoko is the
ead of the Toshimoko laijutsu school,
and sensei to Doji Hoturd, son of the Champion of

Who's-Who-Tn Rokugan .

the Crane Clan. In his
archetypical you
lenged as many swordsmen as
many women as he could and proved his courage
time and time again as yojimbo (bodyguard) to
Hoturi's father Satsume. His
s involved his affair with a
woman ther wha did not appr
father was a lord

s, then reappeared as a fully
trained samurai-ka. She challenged Toshimoko to
duel, o gain, Toshimoko was foroes

ater, Toshimoko would become
sensei, He taught the young lord

Many decads
Doji Hotu
everything he knew about the duel, and saw
much of himself in the young samurai. When
Hoturi gained control of the Crame Clan,
was placed in the position of high

Toshimol
advisor.
Image: Toshimoko is of average height and
build. Although age has crept up on him slowly,
it shows no sign of slowing him down. His long,
ite hair is thinning at his pate and his cold
are beginning to show gray

" Role- -playing Toshimoko: Smile. Laugh
noko is an old man who has learned to

drink deeply from the cup life has offer

He knows how to appreciate um hmu

woman, the sweet n

of a windy hilltop. His indulgence in ptca\un is

a complete contrast to his nearly fanatical devo

tion to swordplay. When it es time lo draw
imokos entire visage changes. He

Tue CoDE OF
BusHiDO

The samurai
eNCOUNLEr a young
sumurai weeping
over the eorpse of his
sensci. He is wound-
ed, but he refuses
medical aid. He
introduces himself as |
Jimoja, the son of a |
peasant who saved
the life of a samurai:
In retumn for 1
the samurai took the
peasant's youngest
son (Jimojo) @8 his
apprentice! -

Focus:

That was seves |
vears ago, and
on the anniversar
his apprenticeship,
he has failed to pro-
tect his sensei froma | |
group of bandits. He 1.1
begs the samurai for 1 |
help, and if they
refuse, then he will .
avenge his sensei’s | 1
life on his own.

Strike: |

The bandits are
well-cquipped and !
their attack was nol
a random one. The
sei is an old
enemy of a puthless
daimyo, perhaps
from the same Clan
as the samurai

I

|
Challenge: | |

|

|
|




walks down a dark,
ely toad, he meets
with a woman
in white, her
wild hair whipping in
an invisible wind
Sheis obviously a
osteand she is
weeping, She begs
the sumurai to hold
her child. “Tvis freez-
ing to déath. Please,
hold my ¢hild,” sln.

dress

If he accepts lhe
ghost baby, he must
mitke three sucees-
sive Steength Tests
it TNs 10, 15
and 20. I he suc-
ceeds, he finds him-
self with a newborn
child in his hands,
three XPs to put
toward Strength and
3 Honor Poinis.
I he lails, or
refuses (o hold the
child, she screams as
blood sprays from
the darkest patches
of night, cor
samurai and the
ghost-as she fad,

skin and white hair
forthe rest of his
days.

becomes the perfect swordsman. Na emation
emanales from him. He is an ice cold killing
machi a life, he shows a
or two of regret that could be seen a
mile away. He often
bodies of those he

mome

a quiet prayer over the
defeated before mile
returns and his laughter finds his lips once again.

Dragon

TocasH Yokun
The only thing that

of Togashi Y

man. No one h

plete sentences or phrases. They always get a chill
when they bring the memory to mind.
Imag kuni has never been seen
his helmet. He only appears at times that are
venient (o him, spending the rest of his time in
rmor and daisho are ancient, show-
s that have pas ince the first
Togashi wore them a thousand years ago.

Mirumoto Hirom

Mirumoto Hitomi is the golden jewel of the
Dragon Clan. Her skill and precision have
proven superior to all the other bushi at the
Togashi school - are matched only beauty
At her gempukku ceremony, Yokuni himself
bestowed upon her Dragon Clans ancestral
katana, a sword that had been wielded by her
brother befate his death at the h of Hida
Yakamo,

Image: Hiton
speed and strength are an i
finesse and style. Upon hearing of her brather’s

th, she shaved her head and buried the dis-
carded locks with him at his funeral. § arries

is slender, y

even dea
nine” clothes. Wh
is dressed in white.
Role-playing Hitomi: Anger is in her eye:
her words, in her body. She aks
lm\v patience and moves with force.
he growls when discouraged and
wula.mm Hitomi has only a single
1huu|.h| n her mind, and that is to avenge her
brother's death. Anything else that demands her
attention is in her way. The best solution to any
blem (as far as Hitomi is concerned) is to cut
it down. Her skill in
problems easily solvabl

Lion

AkoD0 TOTURI

Without a doubt, the most honored general in
the Empire is Akodo Toturi, the Champion of the
Lion Clan. The hlumJ of o Ilnumm\
Akodo ances
proud of his position as lh;’ E

Hitomi does not wear “femi
she is not in her armor, she

wordplay makes many
his way

¢ he has bee
from claiming Lion te
diplomat. A Crane gen




, seized Lion land:
river road which had

gains politically in the Imperial Court. Out of
tespect for the : 3 ood friend
Hoturi, he has not yet responded with force, but
political pressure from the Matsu family may

tlefield. His body language is mi
are piercing and dark
Toturi: Speak quietly and

ed why, answer “If one arrow
ke down a general, then one arrow can

Matsu Tsuko
As a counterpart to Akodo Toturi, “the Lady of
Matsu Tsuko is as hot-blooded as a lioness
s v of her emo-
tion, her ability to channel her rage into power to
oe. She resents Toturi's position as
d of the Clan, and knows that it will be
atter of time before her family is recog-
ed for its complete and utter dev to the
Emperor.
Image:
ture of wom
olten c

nhaod - d
dered 1o be nof

ho's Who Tn Rokugan

Role-playing Tsuko: Tsuko is quick to anger
and slow to forgive. Bushido consumes her life,
and she is quick to point out the faults of those
under her command. She 0 quick (o reward
the virtuous, however. She is never seen in femi
nine clothing and considers amorous offers an
insult (to her vow of cel y) that must be quick
Iy expunged

Phoenx

SHisa UnmiTsu
The Phoenix Clan Champion is a quiet,
thoughtful man. He is aslo a bushi in a Clan most

ja. He is quick to admit th
nd the Tao of ¢
¢ is the descendant
shuge

family treat him as such out of respect
celestial order. He is the final authority in
matters involving Clan safe d political

strength, but that is wher uthority ends

Ujimitsu often awakens in the middle of t
night from terrifying dreams. These dreams often
prophesy about the future or reve crets from
the past. All the Champions of the Phoenix Clan
have shared these dreams. Their source is
unknown.

Imags mitsu is of average height and
slightly slender build. His eyes are dark and
dreamy. He follows the example of Shinsei by

2 the pate of his head and curling the rest
of his hair into a queue at the top.

Role-playing Ujimitsu: He is quick to smile
and sometimes even laugh, but there is alway:
haunted look to his features, as if his mind is not
always on the task at hand, but on some darker
mater.




ISAwA TaDAKA
meet, the Elemental Masters of the
in the proi

ings, but an Adept’
itself heard, and it is the voice of
Hx' was the most promising student of the [\.mu
and has shown exceptional insight into (h(
L Hi urses on the natu

ments are shadowed only by his writings on

the Shadowlands, which he is an authority. Only
the Master of Void - who has dedicated his life to
the subject -

ows more about that dark land®
secrets, Tadaka has often longed to find the Black
Scralls of the Scorpion Clan o gain an ev G
er understanding of that land. so he may one day

arch an army of bushi and shugenja against it.

age shugenja. His understanding of the element
of earth has made him as large as (and in some
args n) many bushi. He is inquisi
and humble, eager to share his ki
add the knowledge of others to his own. Mention
of the \hd\ll)\&ldlld.\ raises something disturbing
in him. His eyes grow dark and his voice gains a
tension that is not present at any other time.
Role-playing Tadaka: Tadaka is fascinated
with the Shadowlands. Any mention of the dark
land will awa tentions. Move delibe
nd slowl
the deep energies that are at yo
and courtesy for all, but

Scorpon

BarusHi SHow
. and Bayushi Shoju is

the master of his c Toturi may be the
master of the battle hoju knows some
tricks that could turn the Great Lion's hair whil
No man has ever seen his face, nor has he ever
b seen wearing the same mask twice, He is a
cunning and crafty opponent in all aspects. Even
though his clan is vilified throughout the Empire,
no-one dares shaw disrespect 1o the Scorpion
Champion for fear of retribution. Not from his
blade, but fram a more in attack that will
s be noticed a little t¢
dashing man, bu

tradition clan, he ke
behind an el
exquisite and

e him lhr \]lu\IHH of movement

e yourself from
king to. Answer cryptically, as if
g you say could have many meanings
Move slowly and deliberately with a smile
ing on your lips. You know ev
Make sure they know that with
language and

BavusHi KACHIKO
In the Emperor's Court, no intrig
the attention of Bayushi Kachiko. She and
hears everything that occurs. Her spies are the
highest paid in the Empire, and every secret that
d through every possip’s lips eventually
makes its way 1o he It is Tum he holds
enough evidence to blackmail every family in the
Empire. Whether the rumor is true
on of her own is not known, but no family
willing 1o test it
And perhaps, that is h

s secrefs.

ran inve

greales! streng

ed in the finest
mask in
hint at

oo e TRaokeopalod




answers every question with
r that could
is fond of Mirting
with the l‘hluu..\m aversion of touching. Sh
knows her limits, however, and makes certain
that she can never been held accountable for
of her actions. Kachiko s a cautious and clever
woman who plays subtle games that toy with
people’s comfort zones

[Imcorn

Smmo Yokatsu

to his Clan as “Master of the Four
\’umi‘. Yokatsu is a gray haired wild eyed man
who was born in Rokugan, but whose soul

another question or a

urn to those land
in Rokugan. He
wn two feel

set in his ways for a long time. His black hair is
d with gray and his wide, calloused hands

often fidget when he must stand still. He is not as
imed as the other champions and he

il does r miud a bit. When in private,

| the clothes tation with a curse a

uncomfortable in his

ono, uncomfortab ing, uncomfortable

tiny cup of tea in his wide, calloused

hands. He fidgets, mumbles and curses when he
makes a mistake.

Omnakv Kamoxo

One division of the Unicorn cavalry are the

led by Otaku Kamoko. These
naiden charge into battle with a
the most bloodthirsty Crab

battle maiden goes.

n the Unicorn were

in the desert wastelands that lie to the north and
an. Kamoko is the commander of

to the calculs kug;
and tactics rather than h!umllu\t

Image: Kamoko is a pretty girl, just on this
side of lovely. She refuses to do anything about
her im and s waiting for a suitor who can

p up with her on horseb:

Role-playing Kamoko: l\:lmnlm is a headstrong
girl. Shy | 0 be told she’s wrong, but is will
ing to listen to those she respects (not a large crowd)
She luctant to
does not handle flirtation well \In prefers suitors
who show their worth rather than falk about it

Ethers

Dairva

s whisper about the grungy ronin who

mural and
s his name

wanders the countryside, killing s
bandits alike wherever he goes. He




which means “stands a
donym. N
a fallen samurai from one of the Clans,
One peasant reparted that when asked about hi
eye p.m.h he repl A Crane!
airya is one of the most skilled kenjutsu and
||u1- masters of Rokugan. Some samurai seek
him out just to match th

airya is a tall samurai, poorly dressed
and shabby. He smells as if he has not bathed in
months. If | ices, he doesn't car

it distracts his opponents). He «

of weapons, including katana, w

and tanto, and rides the hors

wha challenged him to a duel

Ginawa
Another ronin who has
fame in Rokugs lled Ginawa. No one is cer
tain who Gina s before he becam:
but some evid by

and if
there are any »\hu do know the true identity
this samurai, they are either too wise or fearful to

His desire to find and kill the assassin of his lord
s well as his hatred of liars and deceivers.
He has been known to fly into a bloodthirsty fury
if he feels he is being deceived or lied to
Image: Ginawa’s face, arms and chest bear
rs. The most significant is .ﬂnng his back
enja - or those who h

tatters and he needs
are ever watchful, and his smile ‘!ﬂllluiu dri
sarcasm.

Roleplaying Ginawa: Be rude. Be
Scratch when you itch. Drink and
Laugh with
you hear about §

smarmy
10 excess

Nemanar—
Enchanted

All information the players know about magic
items can be found in The Book of Air
Information found here relat
mechanics that pertain to those objects.

DNemovana and Thew
Sts.ect on the Game

11%8u have a group of four samurai and the
all have magic items, that makes a ma
rather mundane, doesn't it?
Depending on your own las
will have to determine how to handle enchanted
ms. The more you add. the more fantasti
S, an
tic. Magic makes characters mmh more powerful
than their NPC counterparts and tal
of combat's gritty and lethal edg
However, if you add only a
the campaign, the players who
ay begin to get green eyes.
ould be rew
ently well game after game. Hand
them out with careful judgment, and you can use
nt for good role-playing




Nemuvana as
Chavacters

cre to wi y
enchanted weapon under

treal the weapon dishonorably wil
fit those weapans Those
weapon honor

who t
abilities no one

of the most famous nem
elow. OF course, we'll be listing more in

ter’s nemurangi should be
unique to his world

Sworps

When a blacksmith forges a sword, he
empowers it with his own soul, sometimes awak-
the spirit within the steel. Swords are cre-
ated from all Five Elements: Earth ithe steel), Fire
{the forge), Water (that the red-hot steel is cooled
Air (i ¢) and Void (from the
s the sword the

or,
long history in
e Clan daimyo wields a
sed down through the

e

sed on a b
word in game
ving the sword a
hanted katana could
r higher), depending

bonus die to the DR
2 or 3k3 or

on the enchantm

have benefits such

1s us Fire when striking” It is up to

kind of bonus an enchanted sword will give.

KencHi: THE BLOODSWORDS
 hungry for the blood of mo

h appears as a katana of fine quali
although stori said the steel of a blood

bload, that spectral fig e seen looming
over the wielder when he takes a life - reported
ly the souls the sword has stolen.

Kenchi are powerful weapons, but they also
bear a terrible hunger for blood. Samurai who
wield bloodswords often find themselves at the
end of their tempers, as if the hunger of the sword
could be passed on to the wielder.

Whenever a kenchi takes a life, the power
the weapon grows. The more that it kills, the
more power it gains, and the more influence it

sins over its owner. A kenchi's strength is mea
sured in power le All kenchi begin at power
level 1, but if it takes a number of lives equal to
its current power level, it rises to the next power
level

For example, a kenchi at power level 1 kills
one samurai. Consequently, the bloodsword is
now at power level 2. A power level 2 kenchi
must take 2 lives in order to reach level
then it must kill 3 times in order to reach

The power level of the sword has both an

fage and a disadvaniage. Whenever the
der of a kenchi rolls damage, he may re-roll
any dice that roll lower than the level of the
sword. On the flipside, whenever the wielder finds
himself in a stressful situation, he must make a
Willpower roll nst the current level of the
kenchi x 5. If he fails, he draws the sword and
attacks and cannot sheathe the sword again until
he makes a su ful Willpower roll.

CRrysTaL KATANAS (AND OTHER

from Ihc
crystal has a profound e

nds creatures. It is said that erystal
items - when purified by a shugenja - shine
in the presence of
d this halo of

pure light causes them severe pain
The spirits sleeping in crystal react when in
the presence of the Shadowlands Taint. The crys-
tal begins to glow with a powerful white aura
The strength of the aura depends on the strength
of the spirit within the crystal. Crysials have a
strength rating from 1-5. The strength of the crys
tal determines the radius of the crystal's power,
which is one foot per point of strength. When a
ne (or something) with
nt, both make a roll: the




Your

GRANDFATHER'S
SworD

samurai

grand

Tn Rokugan:a
rries his
dfather's sword

and wakizashi llml
it. No
Alterall, the snuh
aliyour aneestors are
sleeping within the
steel of the sword.

the Crab recognize

that it i

pportant to

honor the ancestral

of weapons to use
against the foul

beast:

fac

nent, U
nd

but when the

buman oppo-
hey draw their
ather’s sword.

crystal against a TN of 15, and the creature
against the crystals strength rating x 5. If the
strength of the erystal is not enough to overcome
the Shadowlands Taint, the crystal has no effect
on the creature. If the strength of the crystal over-
comes the creature, however, it will keep the crea-
ture out of the aura of the crystal

1f erystal ever comes in contact with a creature
with the Shadowlands Taint, another contested
roll is made. This time, if the crystal succeeds, the
wielder of the crystal rolls a number of damage
dice against the creature equal to the strength of
the crystal. If the crystal fails, it does no damage
atall.
ANCESTRAL SWORDS

The most famous swords in all of Rokugan are
the ancestral katana of the Seven Clans. The
might of these weapons is incredible. You will
learn of their power in future supplements detail
ing the Clans,
"BITTER" = A SWORD OF LEGEND
FORGED BY ToGAsHI Nyoko

Togashi Nyoko, famed shugenja and sword
smith, was said to have forged five swords which
she called the “Swords of Legend” Where she got
the steel for them is a matter of much speculation,
as is the final resting place of three of the five
swords. However, the katana named “Bitter” is
still owned by the Dragon clan, though no one
currently wields it. Although a powerful weapon
against iniquity, it is well known that those who
carry Bilter are subject to compulsions from the
sword’s angry spirit

This katana has a damage rating equal to 5
the Honor of its target. Thus, it has a DR of 5
against most Shadowlands creatures, a DR of 3
against the average Honor 2 samurai, but would
do no damage against someone with Homor 3
However, when the bearer encounters someane
with Honor 0 fand even most peasants have
Honor 1), Bitter's owner must roll Willpower
against their awn Honor x 5, or feel compelled to
attack immediately. For example, a samurai with
Honor 4 and Willpower 3 who met an Honor 0
Crab clansman at an Imperial feast would have to
roll 3 dice and beat a 20 to avoid attacking the
man on the spol - regardless of social conse-
quences

Furthermore, if Bitter’s owner should ever
drop to Honor 0, he or she must immediately
make a Willpower roll against TN 30. If this roll

is failed, the owner will be subject to nightmares,
depression and (usually within three days) and
inexorable compulsion to commit suicide with
Bitter.

"HONORABLE" ~ A SWORD OF
LEGEND FORGED BY TOGAsSHI Nyoko

This wakizashi is the companion sword for the
katana named “Bitter” It was this sword that
Nyoko used to deliver a final blow 1o Hi aiden
when he mocked her for trying to be a shugenja,
a samurai and a swordsmith all at once.

It is well known that the blade literally reflecs
the soul of its holder - bright and burni
when the bearer's heart is true, dull and tarnished
if held by someone without honor.

In several instances when Draj
were ordered to commit seppuku.

on samural

y were
given this blade to complete the task. It is well
known that Honorable gives a swift-edged suicide
to the virtuous, while presenting a dull and
painful edge to the shamed

‘The number of dice the wickder keeps when
rolling damage is equal fo his Honor Rank
OTHER WEAPONS

Generally, other weapons are not prevalent
enough to “awaken,”
tetsubo  memurana,

but there are instances of
vari nemuranai and even

tessen memuranai

Exther Tiems

Isawa GuRAGU'S ORIGAMI CRANE
oF Goop FORTUNE

The legendary shugenja lIsawa Gur,
this item as a gift to a Crane clan maid
whom he'd become smitten. Though she spur
him for a handsome Crab clan warrior (which led
to an unforeseen series of events ending with the
deaths of all three lovers, immortalize
famous poem) the Crane clan kept the gift, which
has brought good luck to anyone wh
(The central irony of the
“Three Cornered Heart”, is that the unlucky events
which befell all three would never have happened

ow in @

carries it
abovementioned poem.

if she'd only been carrying the Origami Crane
with her)

The bearer of the Origami Crane may re-roll
any 1s once per roll

THE RiNG OF NIGHT
The ninja of myth are reputed to have a




created ring that allows its bearer to change into a
living shadow, The stories tell that this living shad
ow can slip through the thinnest crack, or pour
down a wall like smoke, all the while insubstan
tial - unable to strike or be struck with any
weapon, even magic weapons. However, this living
shadow often finds the world of shadows confus
ing and disorienting - it is easier for one wearing
the ring to see the shadows of the living than their
own bodies. There are no odors, sounds are muf
fled (and the shadow ninja is, of course, perfectly
silent himself) and travel is only possible across
surfaces - no leaping or jumping is possible
Despite these deficiencies, the Ring of Night is
4 powerful tool for spying and even for assassi
| nation - though the second can be quite prob-
lematical, because no clothing or objects (other
than the ring itself) can be changed into shadow.
Furthermore, the man who would change himself
must first be completely drenched in blood. (The
stories differ on one point; some claim it must be
human blood, others say any blood will do.) Every
transformation requires a fresh immersion, so an
assassin who would use the ring to both get in
and out of his target’s presence would have to
find a weapon on site, and then coat himsell with
blood again before changing into a shadow and
fleeing.
THE SHARING RINGS OF SosHi Jiro
This pair of powerful rings is also very dan
gerous. Whoever accepts one of these rings is
bound to it, and to the owner of the other ring,
until death. The ring can be taken from the hand,
thrown away, even buried - but the next time the
ring hearer es up, the ring will be somewhere
on his body. (Usually a finger, but one Lion samu-
rai who went mad from the ring and cut off all

his fingers and toes found himsell waking with

the ring in his mouth.)

Each ring binds itsell to its owner, but the
rings will not both bind to a single owner for rea
sons that will become obvious; the two rings form
a resonance between the two owners. If one ring
owner looks through the ring with her right eye,
she will see what the other ring owner sees
through his right eye. If she puts the ring by her
ear, she will hear what he hears, If she puts it on
her right or left hand and concentrates, her hand
will go through the same motions as the hand of
the other wearer

This communication goes both ways, of
course, which is why the Scorpion clan are care

ful, when they give one ring away, to not inform
the recipient of the ring’s true nature

An unavoidable side effect of the rings are that
the two wearers become close and closer psychi
cally, until they share dreams. (The Lion samurai
who went mad began to suspect there was some-
thing strange about the ring when his dreams
were populated with strange Scorpion women
and men that he felt were his relatives)

The danger of the rings is that if both wearers
know of their properties, it becomes possible that
both will try to look through the other’s eye at the
same time, or both will try to hear through the
Sa r. When this happens, their two minds
and souls are flung together in a terrible confu
sion that leaves both forever insane.

It has also been documented that if one of the
ring-holders kills the other, the shock of release
can be deadly 1o the slayer as well

THe Bonsar PINE OF JucHl Ramatsy

Bonsat, the art of growing miniature trees, was
cultivated first by the Crane clan, but was much
admired by the Unicorn clan during their long
journey outside Rokugan's borders. One of their
cleverest shugenja painstakingly spent forty years
raising a pine tree in a thimble - though by now
it appears 1o have the dimensions and form of a
massive, elder tree, it is still the size of a delicate
woman's smallest finger.

What is more remarkable about luchi
Ramatsu’s bonsai pine is that the spirit of the tree
can bring human people down to its own size. All
that is required is a somber contemplation of the
tree, accompanied by the ardent wish to be with
it. The looker will suddenly find him- or herself
standing on rough soil next to a giant pine tree
while all around, grotesquely huge giants observe
the tree as well One must only hid the iree
farewell to return 1o normal size,

At the le of Malka Oasis, the Unicorn
shrank an entire unit of mercenaries and hid
them within the tiny tree, When their enemies
though they had the Unicorn surrounded with
superior numbers, the mercenaries suddenly
appeared.

In another instance, the tree was essential in
providing provisions during a lengthy journey;
was simple for all who were traveling to take
turns shrinking down into the thimble, which was
leaned against a single fig. In time, the whole car-
avan could be fed from a single piece of fruit




THE MIRROR OF DUELING SOULS

An item of ancient and unknown origin, this
mirror is flat and round, set in & carved wooden
frame. The ng surface has a strange,
pearl

Its function aged when two hostile indi-
viduals stare at each others reflections within it.
The two immediately begin a duel, not of body,
but of soul

ew who have used the mirror are

Sugi said that the duel of souls takes place in
our deepest memories - those events that make

1 who you are. She believed that she had won
her duel, but said there was really no way to be
sure; since the winner could control the recollec
tions of the loser, there's no way she could be sure
that the other duelist (S Akihiko) had not

her bel

First, the duelists make a contested Willpower
roll. The loser must describe a critical situation in

life. Then the memory is repla
host” of that recollection taking on the
while the “visitor”
e in the event. The
ent out. The visitor is trying to
it come out differently, in some way
that will be psychically traumatic to the host,
while the host either tries to remain unchan
or tries o dmnur the situation to come out bette;
ign free raises to duelists who
p.:rmum maging turn well. Then,
».mn both have played the scene out (in cases of
physical conflict, use the normal combat rules -
ligence instead
Willpower instead of Strength),
wills to try to impose their own n of events -
inal or a modified one - in the
mind. Resolve this as a contested
gence roll.

Once that memory has been defende
changed or improved, the scene shifts to the oth
duelist’s memory: the visitor is now the host f
another attempted “edit’

One crucial memory from each duelist is visit
ed. A third round consists of their first memori
of each other, with each playing the role of him:
or hersell.

The key to winning in the mirror is to keep
your own key memory the same, whil anging

als regrets that muk 1 you. !‘\
third match is a litte different, because both will
remember it as it plays out in the mirror,
This can be essen
} an argument. (If either
her in the third

resolving (i

duelist tries to kill the

run it like a real world combat; the loser
third match)
Whoever won the most matches can partially

both participants remain unc
each modifies the other.
v, it is up to the GM if the players
s who have
wodified” 11 the GM decid
e NPCs, this should ©
r to the players b
whether to duel or not
xamples of critic:
. Eicmh insulted and
parent.
+ The practice duel at your faijutsu school
whe 5 3

egraded 1'\ a drunken

and the defeated o
rriving at a dying parent’s bed:
me to hear a last piece of cherished
a long-sought express of pe
« When you almost, but not quite, saved y
sister from drowning.
+ When you ran away from a duel in fear
« Your father’s heroic sacrifice - facing ¢
death at the hands of a hun to give you
and your siblings a chance

okugan's Calendar

hours in the Rokug

hours are Hare (5 AM

AM), Serpent (9 AM - 11

PM), Goat (IPM - 3 PM) Mankey (3 PM
PM). The night hours are Rooster (5

PM). Dog (7 PM - 9 PM), Boar (9 PM - 11 PM). K
(11 PM - 1 AM), Ox (1 AM - 3 AM) and Ti

AM

uses a “lunar cale




employs twelve months. Odd months have 29 days
and even months have 30 days. The full moon
arrives on the fifteenth of every month which divides
the month into two “seasons” The new moon arrives
at the end of the month on the last day. The months
are: Rat, Ox, Tiger, Rabbit, Dragon, Snake, Horse,
Sheep, Monkey, Rooster, Dog and Pig.

The Rokugani use two calendars and iwo clod
the one described here is used by the peasants. If's
based on the old religion, and uses animals for its
nomenclature, The one you'll see in the adventure is
used by the samurai caste, and uses the kami

The method by which enlightened rulers and
sagacious generals moved and conguered others
. was with adoanced knowledge

Adzanced knewledge cannot be gained from
ghosts and spirits, inferred by phenomena, or pro
Jected by the measures of Heaven, bui must be

gained from men ...
- Sun Tew, The Art of War

One of the most fascinating and enigmatic
aspects of Rokugan culture is the ninja. They are
Rokugan's foremost experts on nage and
deception, two elements of battle that every gen

eral must know and employ in order to achieve
victory. No daimyo would ever admit to employ-
ing ninja, but it is almost certain that every
daimya has - at the very least - considered using
their unique talents.

The ninja of Rokugan have a very distinet histo
ry, beginning one thousand years ago with a con-
versation between Hantei and his brother Bayushi
Since then, the “ninja dan” has grown from its hum
ble beginnings. While they still maintain strong con
tacts with their Scorpion cousins, they have become
a force of their own in the Emerald Empire.

A Warning fo Game
Masters

Before you read through this information, we
should tell you the one thing it does not contain
information on player character ninja.

We recommend against players taking the role
of ninja. Ninja are the most mysterious individu-
als in Rokugan. n the Scorpion Clan doesn’t
know all their secrets. Allowing players to take
the roles of ninja lifts their highly protected veil
of mystique.

A future supplement, The Way of Shadow,
will provide you with even more information on
Rokugan's ninja, along with rules for playing a
‘ninja campaign”

A Warnng to
i "
Players

All information in the Book of Void is intend-
ed for the GM, especially the following informa-
tion. Continued reading will spoil all the surpris.
es that await you when - and if - you encounter
the enigmatic ninja of Rokugan.

Begmmmngs

Allif took was a handful of gold, a willing ser.
vant and the command: “Watch” That is how the
ninja cult began in Rokugan. The Scorpion Clan
would approach the servant of another Clan, put
gold in their hands and tell them 1o watch, listen
and remember.

The seeds had been planted. and the branches
of the Scorpion information network began to
grow. Once a servant learned how to watch and
listen, they began to learn how to move through
the house at night without being detected. Once
they learned how to move, they began to learn
how to climb. The Scorpion spies became quite
industrious and inventive. They began paying
geisha and actors to teach them acting and ma
up techniques in order to give them the “invisi
bility” they would need. A proverb quickly
became popular amongst the spy network: “The
best place to hide is in plain sight”

Alter decades of practice and experimentation,
the Scorpion spy network was ane of the most
powerful organizations in Rokugan. While it

HanTer's
ComMAND

The histagy of
Rokugan's ninja
begins, oddly
enough, with a com-
mand from Hantei L.
Alfter Fu Leng’s
defeat, the Bmperor,
knew hewould néed
a system of gathering
i n from the

But whom
could he trustto-cfe-
afe and developSuch
an order?

After careful con-
sideration, Hantei
turned 1o his brother
Bayushi. Out of all of
his brothers and si;
ters, only Bayushi
had the talents 1o
aceom| what
Hautei needed.
Hantei told his
brother of his plan
and told him who he
wished to organize
the order of spies,
but also informed hig
brother that4{ he
betrayed his trust, he
would make certain
that his dynasty
would be erased
from the Empire.
Bayushifceepted,
and the Empero
spywetwork was
.
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The Scorpion Clan could no longer officially
acknowledge the network of spies, but decades aof
missions made the structure nearly self-sufficient.
They no longer needed the resources of the
Seorpion Clan to continue. While the Scorpion
Clan still maintained connections to the network
{many of them were family, after all), it had
become its own entity. Many of the spies were
Scorplons, but now that they were independent,
they began to draw taler
Empire.

Alter they had recovered from their losses, the
network decided upon one solid course of action:
revenge for their fallen lord, Aramoro. His sa
fice convinced the rest of the Empire that they
were no longer a force to be feared in Rokugan.
Their next action would prove the Empire wrong.

(e year to the date after the death of Bayushi

from all across the

Aramoro, the Emerald Champion was found dead
in his home. His head and hands were missing:
the traditional punishment for those who are
found guilty of practicing Wlack magic. From that
day forward, the network was known as the ninja,

The Tambes of
Shadow

Shadow has no substance. It is liquid darkness,
spilling across a room and retreating from the
light as the tide washes ashore and then pulls
back to the ocean.

The ninja are shadows. A ninja has no true
identity, only pseudonyms. A ninja is able to shift
from persona to persona with ease. As quickly as
a ninja changes clothes, he can change identities.
S0 is the way of the ninja, the Way of Shadow.

After ane thousand years, the ninja are now,
more than ever, their own distinet Clan. They do
not bring members of the Great Clans into their
ranks, but they have been known to recruit from
the ranks of the peasant class. Moving from peas
ant to ninja can certainly be viewed as a step up
in Rokugan's social ladder, bul moving from
samurai to ninja... well, that's a different story.

There are many ninja families in Rokugan, but
three are the most prominent. At the lorefront is
the Bayushi family. While they share a family
name with the chief family of the Scorpion Clan,
they are no longer directly related. It is rumored
that the Bayushi ninja take children of the
Scorpion Bayushi for training, but if this does

oceur, it is a very rare evenl
The second family is the Goju family. The sor
cerous research of this family created the rumars
of black magic amongst the Clans. If the Goju are
not practitioners of black magic, then they are
truly masters of illusion
are masters of disguise and
infiltration. When the storytellers of Rokugan tell
their tales of a ninja entering a town and imper
sonating twenty people in one night, they are
more than likely telling the tale of a Ninube

The Tramng of a
Nin

\mm are trained in many different skills,
some of which are unique to the ninja school. A
fully trained ninja must know sleight of hand, dis
guise, mimicry, impersonation, lock picking
stealth, subterfuge, demolitions, poisons, climb-
ing. falling and wmbling in addition 10 a wide
variety of bugei skills. In short, a ninja spends his
entire life learning the career of his parents.

A single ninja character is trained o be able 1o
distract, confuse and befuddle an entire party of
player characters in order to make his escape. He
is trained in the ans of espionage, disguise, sabo-
tage and assassination. He s not the super mar.
tial artist depicled in modern films. He does
have time to learn the fine arts of kenjutsu or
kyujutsu; he is too busy learning other skills.

As a ninja develops his mundane skills (climb-
ing, impersonation, elc), he is readying his mind
far the advanced skills he will learn later. Some
whisper that these mundane skills prepare the
ninja's mind for accepting the dark energies gen
erated by black magic while others say the ninja
drink Oni blood to gain shapeshifting abilities.
The truth may never be known, and may also be
irrelevant. However the ninja gain their skills,
they are still one of the most dangerous forces in
the Empire

The N Chavacter

Listed below are the Skills available to ninja
characters, presented in the same format as char
acters from one of the Great Clans. While this
could be used to allow players to create ninja
characters, we must stress again that allowing a

THE Way OF
SHaDOW

While we may dis-
courage plagers fromy
taking the moles o
minja, it is becaus
ninja characters are
skilled mnd resource-
ful= much more
powerful than

‘eause strif¢ among
the other plavers,

Shadow, a source-
book devoted entire
1y to the ninja-fami-
lies of Rokagan, will
tell you everything
vou need (o know
about the warriors of
Information

tips on how fo run a
campaign.
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THE Ninja

MysTiQUE
Perhaps the most
icult aspectof
running LR RPGis
convincing the pl..y-
ers that their cha
ters don't believe
ninja exist.
Many of the Clans
believe that ninja are
the boogeymen of
Rokugan. They are
the produgts of peas-
ani stories and para-
noid (or incompe-
tent) magistrates.
‘Adter dtl, how diffi-
cult I8t for o group
ol peasants to
ambush a samurai,
knock him uncon-
scious, throw a cou-
ple of shuriken into
his back and cry
VIN].
While we have
included rules for
ninja here, itis
ortant for you,
to decide the
redl truth about
ninja. Do they exist?
Are their powers
mystical or mun-
dang? Are the leg-
ends0f ninji families
just a ruse for some
other conspiratorial
group?

player to take the role of a ninja is unbalanced at

THE FamiLiES

Bavushi: The Bayushi family of the ninja clan
are the chief organizers and administrators. They
are the oldest family and maintain their old con
tacts with the Great Clans. Benefit: +1 Reflexes.

Goju: The G |u family are the shugenja of the
ninja the magic they practice is
very different from the magic of the Great

Clans

It involve:

rites and practi

that have been forbidden

e family have perfect-
ed infiltration to a fine art. The Ninube are not
raised with a single identity, but several. Benel

The Schools

BavusHi Ninja ScHooL Rank [
Requirements: r\unu

robatics, Acting, Defense Explosives,
Mimic, Poison, Sleight of Hand, Stealth, plus any

Through the ninj;
nd usm_n. the ninja-to as a
2 Mluuh tar-

the TN to hit him by either 10 or 20
(Reflexes x 5+ 10 or 20), How
oses 1o take also have their TNs rz
or 20.

NiNJA SKILLS
Il ninja are trained in Acrob:
pecialties: Climbing. Leaping, Falling
vn by geisha, actors

, Comedy, Trage:

Noh, Kabuki
Disgs

much mare sophistica

The ninja version of
ed than the skill Jl\mw(l o

player characters. Every Rank of Disguise g

the ninja an entirely new persona 1o adopl.
Explosives: This skill represents the ninjd

experience with the small explosi

stink bombs, smoke bombs,
’ileil.ht ul Hand: This ski

sIL--u\ﬂu ninja o
hand tricks such as

(shinabi) is vastly superior to the St
available 1o player chara
allows the ninja to “hide in
for a Ninja using Shinobi, it
a Contested Roll using
Perception vs. the ninja§

Willpower
+ Shinobi

Ninjutsu

Ninjutsu is
broad term that includes
the ninja wi quip
ment. Instead of forcing ninja to
take a different skill for each piece of
equipment (about 14 different skills), w
Ninjutsu a single skill, al
ize in their favorite weapons. Listed below are the
typical items that can be found in a ninja's reper
toire. Game masters should not 8

pons and

sickle and d

A hook weapon with a rope

the ninja-to is often a sword of poor quality. It is
not meant 1o be used as a practical weapon (it
would shatter if it was used against a katan:
any degree of quality) but a tool for carrying
smaller weapons and equipment,

shinobi-zue: hi

shuko: climbing

shuriken: small throwing stars and s




used to distract a pursuer

tetsubis| Itrops

vawara: little sticks held in the hand for
punching vital areas

Three Ninja

ited below are thice ninja NPCs, one from
each of the lamilies.

BavusHi ARAMORO, "THE WHISPER
OF STEEL"

EarTH 3
Willpower 4

WATER 2
Perception 2

FIRe 3

Reflexes 5

Honor: 1 (7)

Skills: 3 Acrobatics, | Acting, 2 Defense, 1
Disguise 1 Explosives, 3 Poisan, 3 Sleight of

Hand, 4 Shinabi, 4 Kenjutsu
Ads & Disads: Quick, Danger Sense, Perfect
Balance, Dark Secret (in love with brother's wife)
Notes: Bayushi Aramoro takes his name from
the Aramoro of legend. He is a ninja of high

regard and the brother of the Scorpion Clan
daimyo, Shoju. At just over six feet tall, he is very
large for a Rokugani.

It has been a long standing tradition of the
Bayushi family to give their second-born son to
the ninja Bayushi. At his gempukku ceremony, he
was given the choice of which family to serve. He
took one look at the young wife of his brother
and knew that he must pul as much distance
between himself and Kachiko as he could.

He is now the master of security in the
Scorpion stronghold mlh twenly ninja under his
command,

Gow Epepel, “THe THier oF EvEs”

EARTH 2
Water 2
FiRe 3
AR 3

Honor: 0 (3)

Skills: 1 Acrobatics, 1 Acting, 2 Defense, 1
Disguise, | Explosives, 2 Poison, 3 Sleight of
Hand, 4 Shinobi

Spells Known: Secrets on the Wind, Know the

Shadows, Way of Deception, and several others.

Ads and Disads: Benten’s Curse, Reputation
(The Thief of Eyes)

Notes: Looking at Ededei is not pleasant. Goju
Ededei is a small, wiry man. His blotied skin and
coarse hair make him stand out in a crowd. His
voice is slight and high pitched and his right eye
is a bit cloudy. Ededei has overcome his physical
appearance and has become one of the most dan
gerous shugenja/ninja in Rokugan.

Ededei has a bit of a reputation in Rokugan,
even though no-one can really associate him with
it. Whenever Ededei makes a kill, he collects one
of the eyes of his victim. He has quite a collection
and keeps them in a magical container that keeps
them frozen.

Nmwse HiRARIKO, "THE SILKEN
SHapow”

EARTH 2
Warer 2

Perception 3
Fire 2

Agility 3
A 3

Awareness 4

Honor: 0 (1)

Skills: 4 Acting, 3 Defense, 4 Disguise, 3
Explosives, 3 Poison, 4 Shinobi, 2 Ninjutsu (2
Ninja-to)

Ads and Disads: Benten’s Blessing, Quick

Notes: Hirariko is an expert infiltrator. She
has four different personae, allowing her to gain
information from all across the Empire. She is a
Lion courtesan, a Crane diplomal, a peasant ser-
vant to Isawa Uona and (her greatest achieve
ment) the Crane daimyo’s favorite geisha.

THe KoLar

Players of the

Enu the question
remains ... who are
the Kolat?

All weéan say
here is that over th

You will discover
thieir origins with the

vou will meet.the
Kolat Master himseli
in The Way of the
Lion,

But beware! The
clo u get to
uncovering the secret
of the Kolat, the
more dangerous the
truth becomes.




Fu LENG aND
THE
SHADOWLANDS
TAINT

The vast waste-
land known to the
Rokugani as “The

Shadowlands”
where Fitlleng land-
ed aiter his fll from

b Clan Rave maps
for the deepest and
darkest sections,
Almost all'of the
gan

disgusting,

from the
Shadowlands and
most all of them

Shadowlands taint”
In [act, many Crab
samurai have
become tainted by

the evil aura of th
land.

In the Gam
Master's Paci
be fully discussi
the,Shadow
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Creatives
o
Rokugan

Most of the monsters have no Traits listed
Many of these monsters are only going to be
sword and spell-bait for the PCs, so they should:
n't need that level of detail. If a monster becomes
an important NPC, you will certainly want to
develop it more fully with Skills and Traits. This
is certainly not an allinclusive list of the crea
tures that are inhabiting Rokugan during the clan
wars, but it should help get you started

Syecal Abilites

Many creatures will have special abilities
unique to their species, However, some are com:
mon amongst many of Rokugan's bestiary. They
are explained fully below

FEAR

When characters encounter a creature with
Fear, all who view the creature must make a
Willpower roll against the the creature’s Fear
Rating x 5. Those wha fail cannot use Void Points
while combating the creature and also must drop
dice lower than the Fear Rating while taking
actions against the creature.
MuLTiPLE ATTACKS

Some creatures may attack more than once
per round. A creature which has the Multiple
Attacks ability will have the number of aftacks it
may make per round listed

INVULNERABILITY
Creatures who have this Trait are immune 1o
the effects of normal weapons. When struck by
mundane weapons, a creature with Invulner
only takes a single Wound of damage.
Only weapons of crystal or jade, or memuranai,
may harm it fully. Particularly nasty GMs may

decide that only one of the vulnerabilities (crystal
or jade) will affect the creature.

Monster Tormat

All monsters are listed in this format

Monster Name: This is the name of the mon
ster

Traits: A complete list of the monster’s Traits

Rolls When Attacking: This is the number of
dice a monster rolls when it attacks,

Rolls For Damage: This is the standard dam
age roll that the monster will be making. The
standard attack form is also listed. If
that uses a weapon loses it, its dam
drop significantly

TN to Hit: This is the Target
Character has to roll in order to hit

Armor: any damage dice rolled to d
monster that are below this rating are r
a‘l

Wounds: Monsters still have Wound Levels,
but they are a little simpler. A Monster's wound
levels are listed by how many Wounds it must
lose before it reaches the next wound level and
the size of the dice penalty. Larger monsters (like

es or glant oni) have more wound levels.

! levels are 6:-1,12

Example: Goblins’ wou
Dead. When a goblin takes 6 points worth of
Waunds it is at 1 fewer die for all rolls. When it
takes 12 Wounds. it dies.

Gobhns (Bakemono)

When Fu Leng’s army was defeated by Shinse|
the dark lord realized that enslaving mankind
was going to be a difficult and lengthy task. So he
decided to create his own race to serve in the
interim. Lacking the skills of Lord Sun and |
Moon, however, he could not achieve man’
ity. His “men” were twisted mockeries, with
ed features and misshapen limbs who spoke in
shrieking giggles. Nonetheless, they were ade
quate for his purposes, and he named the new
beings goblins

Goblins are the foot soldiers of
Shadowlands, the lowest rung on the Oni's
logical ladder. They are typically found in |
Kknit tribes of several dozen, led by @
shaman or warlord. Goblins d
the forces of humanity, who they feel occupy t
rightful place in the universe. Goblin mythology
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Fear

Listed below are
the Fear Ratings f
all creatires with the

Gaki; Fear 3
Ubume: 2
Goryo: 3
Kumo: 5

Ogres

Zombi

Skelletons; 4
Pennaggolan: 4
Kyoso nio Oniz5
Oni ng Shikibu: 3
Oni kuma: 4

Oni no Tsuburu: 4

Goblin Warmongers are bigger and smarfer
than their counterparts. They are clever enough to
figure out how to put on the armor and swing the
swords, and when the Goblins raid Crab Castles,
in front of the army are the Warmongers.

GOBLIN WARMONGER

EarTH 3
Fire 3
WATER 2
Amr |

Rolls When Attacking: 5k3
Rolls For Damage: 5k2 (sword)
TN to Hit: 15

Armor: 5

Wounds: 10: - 1; 20: Dead

Yovar (Ghosts)

There are many kinds of ghosts in Rokugan,
but the most common are Gaki (“the Hungry"),
Shi-ryo {“Ancestors”), Ubume (“the Restless™) and
Goryo (“the Vengeful”). Shugenja are trained to
deal with ghosts, troublesome and otherwise. To
test a shugenja’s knowledge, use the Lore (Ghost)
Skill

Ghosts have many powers, almost none of
which can be reflected by game mechanics. Some
Gakl, for instance, eat dreams, while hearing the
scream of an Ubume is said to turn a man'’s skin,
hair and eyes white

Yorei are very predictable. A samurai or
shugenja wise in the ways of ghosts will recog-
nize a Yorei when he sees it, and will know how
to handle the situation. Curing a household or a
village of a troublesome Yorei takes more wils
and compassion than swordplay.

A Yorei cannot be touched if it does not wish
10 be. They can pass through solid objects, fly or
sink into the earth. They can also interact with
the li world while remaining insubstantial

‘There are exceptions to this rule. Jade is often
noted for its ability to inhibit the movements of
Yorei Yorei cannot move through jade, nor can
they lift jade objects - even tiny ones such as jade
coins. In fact, a Yorei can be held in place by toss
ing a jade coin onto its kimono or by putting it in
their hand.

Every Yorei is unique, however. Many have
“rules” specific to themselves. If a GM wishes Lo
use Yorei in his campaign, he will need to deter

mine an individual solution to each one. There
are hundreds of different “species™ of Yorei. Listed
below are four of the most common

Gaxi, THE HunGry DEAD

The gaki are “hungry spirits” vampires who
prey on the sleeping bodies of the living, Their
forms are ephemeral and ghost-like, barely visi
ble 1o the naked eye. Moonlight, however, makes
them glow softly. They can easily move through
solid objects, and are impervious to normal
weapons. Objects of jade or crystal, or Spi
magics, are the only things that

Gaki prefer to strike while their victims are
asleep, fading or fleeing when others become
aware of them. Not all of them subsist on blood,
and gaki have been known to devour peo
eyes, tongues and even emotions. Reports of C
attacks have come from as far north as the
Dragon fortresses

EarTH 5
Fire 4
Water 3
AR 2

Rolls When Attacking: 5k4

Rolls For Damage: 6k (b

TN to Hit: 20 (only hit with
weapons)

Armor: 5

Wounds: 15: - 1 30: - 3; 45: Dead

SPECIAL ABILITIES:

Eat Blood: This is the Gaki's most important
ability. Eating blood is a regular combat strike. I
successful, the Gaki deals out 6 Wounds which
are immediately transferred to the Gaki. For
every 6 Wounds the Gaki steals in this manner, i
gains 6 Wounds

Invisibility: A Gaki is quite nearly invisible

not be viewed with Perception rolls
unless they are in full moonlight. Only Awareness
rolls can view Gaki. The TN for bath rolls is 25,

Insubstantial: Gaki can easily move through
solid objects. However, they cannot move through
jade or crystal

SHI-RYO, THE ANCESTORS

Ancestors are spirits from the past who help
guide their descendants in time of trouble and
need. Not all ancestors are benevolent, however
An ancestor may find his descendant incompetent
and quite incapable of living up to his name.
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UBUME, THE MOURNING ONES
Ubume are ghosts of women who have died in
ld was still in her
womb. The mother and child cannot pass into the
Afterlife until the child is born. The most com
mon tales of Ubume tell of a woman who stands
at a roadsid rs by to hold her

ars, \I\ v-\llnn the
are usually the recip-

child as its weight increases (making the holder a
ate mother” for the Ubume), the

disappear and the holder feels a

cheek (the Ubume's

ver bauble or one or two experience points that

are put directly to raising the samurai’s Strength

Trait).
Some Ubume are hateful
hn,. on the circumstances of their dﬂlh.

creatures.

children (and feed them “ghost milk” lha
ars them spiritually and physically) or other
malicious acts.

GORYO, THE VENGEFUL
are the spirits of those who have been
murdered. Often, Goryo return to haunt the one
who is responsible for their death or work toward
bringing the mmduu to justice. Ufun the goal
of the Goryo is to drive its victim
suicide, but there are times that the spirit
keep the victim alive, just so it can continue its
fortures.
Goryo are invisible, but when they travel at
night, the light of the moon gives them an eerie
n aura. Their spirit will linger in the
haunting the victim (and possibly
onfranted with a scroll that
nd describes his death or a
shrine is built and the scroll is placed within.

Urealures of Rokugan

% h'lpﬁhlgfers
Shapi 'h|E1en L.!H.mﬁ hu oyokai by Rokugani,

hey appear as woodland animals,
, badgers and hawks, but they can

appear as humans if the
walk amongst the Rokugani un

Most shapeshifters are skittish about
seeing them change form
nature). They can take any shape man-si
smaller, and keep their Traits no matter what
form they take. Most of them prefer il nimal
forms.

KiTsune
The Kitsune, ar foxwives, are clever beings
who enjo ing harmless tricks on hapless
humans. Stealing chickens, snatching clothing,
euds of squabbling neighbe
blood of the kitsune. They are
and can spin stories th
most jaded samurai would bel
often allow them to with no one
suspecting their true origin. Kitsune almost
always appear as stunningly beautiful women.
They delight in goading foolish men into ridicu
lous acts of bravery. Despite their mischievous
are by and large benevo
I
look [uu]l_sh not to harm or injure them. In the
right mood, they are capable of extreme kindness,
and legends abound of foxwives falling in love
with those they harass.

EARTH 2
FiRe 3
Warer 3
Ar 2

Rolls When Attacking: 2

Rolls For Damage: 4k2 (bite)

TN to Hit: 15

Armor: 2

Wounds: 8: - 1. 15: Dead
SPECIAL ABILITIES

Charm: Kitsune can be quile convincing.
When th 2 lo a member
opposite sex, o em to have an Awi
of 6.
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Armor: none
Wounds: b: - 1, 24: Dead

SPECIAL ABILITIES

Webs: Only Kumo may climb their own webs.
All other creatures get caught in the sticky tan-
gled mess, Webs have a Strength of 5. It is a
Contested Roll to get free of webs once a
Character comes in contact with them. A Kumo
can spit webs up to 30 feet as a regular strike

Poison: Kumo may spit poison up to 10 feet as
4 regular strike. Poison strikes with a Strength of

rget must make a Contested roll against

the strength of the poison or become paralyzed
for 10 Rounds

Rathngs (Nezum)

The ratlings are a race of rodent-like people
who originally lived in the area now known as
the Shadowlands. When Fu Leng fell from the
sky, their homeland was ruined and their tribes
seattered 1o the four winds. They learned to sur-
vive as scavengers, feeding off of other races for
their own needs. They have since spread across
the length and breadth of Rokugan, fourishing
bath in and out of the Shadowlands. While they
are often found in their ancient homelands, they
are not creatures of Fu Leng, and therefore do not
have the “Shadowlands taint” that affects so many
of his minions.

Ratlings appear as furry bipeds, roughly man-
sized, with pink tails and the heads of rodents.
They travel in nomadic packs (with the strongest
among them leading) and never stay in one place
for long. They are able 1o wear human clothing
and make use of human weapons whenever they
@n, Often, they will steal what they need from
nearby villages and slink off into the night, avoid
ing confrontation. When cornered however, they
fight with a feracity equaling the greatest Crab
berserker. Smarter and more cautious than gob-
lins, ratlings are capable of tactical thinking, mak-
ing them wily and effective opponents.

members of the Crab clan can speak the
ing language, and the Crab often

employs ratlings as scouts into the Shadowlands.

L&ﬁh:ﬁiof Rokugan .
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TyricaL RATLING

EARTH 2
Fire 3
WaTer 2
Ar |

Rolls When Attacking: 4k3
Rolls For Damage: 4k2 (spear)
TN to Hit: 15

Armor: 3

Wounds: 9: -1; 18: Dead

RATLING "SHUGENJA”

EarTH 2
FIRe 2
Water 3
Ar 2

Attack: 2|

Rolls For Damage: 3k1 (knife)

TN to Hit: 10

Armor: none

Wounds: 7: - 1; 15: Dead
SPECIAL ABILITIES:

Spell Casting: Ratling shamen use barbaric
rituals (such as bleeding) rather than scrolls to
cast their spells. A Ratling shaman may know
three spells whose TN's cannot exceed 15, all of
which can be cast without serolls

RATLING BusHi

EArTH 4
Fire 4
WATER 2
AR 2

Rolls When Attacking: 6k4

Rolls For Damage: 6k2 (sword) (Some have
superior weapons which give them 7k3)

TN to Hit: 20

Armor: 6 (some Ratling Bushis have 3s or 7s
depending on their armor)

‘Wounds per Level: 10: - 1, 20: - 2, 30: Dead

Ratling Bushi can (and often do) use the armor

s of men that they've scavenged from

fallen Crab samurai.
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SPECIAL ABILITIES:
Immune to Pain: Zombies take hall damage
from slashing weapons (round down) and 1/4
m crushing weapons
Invulnerable: Whenever a Zombie loses a
a random limb:

Right leg
Cut in hal
Decapitated
If it loses an arm or leg. the arm or leg slither

behind the zombie, keeping up the best it can.

The zombie cannot reattach the limb. If it n
arm, the hand will try to attack anyone within
i

If the zomb mboweled (cut in half), the

top half will contin Characters.

If the zombie i i the zombie
lapse \ k ooze the n
morning

lapses and dissolve
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their blood.

Pennaggolan prefer to uses stealth and guile to
search for food, They can appear as normal
humans when it suits them, and will often infil
trate isolated communities disguised as travelers
or peasants. They must assume their “natural
forms when feed ly be
spotted while traveling sans body. After drinking,
their entrails are engorged with blood, and it
takes several days for them to squeeze back into
their human shells. Soaking the entrails in vine
gar speeds the process up considerably, and
smarter Pennaggolan will maintain secret foca
tions well-stocked with vinegar jars.

Most Pennaggolan appear as female, although
males do exist and are every bit as terrible as
their counterparts, If a Pennaggolan's body is
destroyed while its head is elsewhere, then its
essence is severed, and it will weaken and die
after a few days.

EARTH 3
WaTER 3
Fire 2

Perception: 3
R 1
Reflexes: 4

Rolls When Attacking: 2k2
Rolls For Damage: Bite: 2k,
Constricting: 3k 1+Immobility  (see

below)

TN to Hit: 20

Armor: none

Wounds per Level: 6; -1; 18: -3; 30; Dead

Special Abilities: Fear, Invulnerability

The standard Pennaggolan attack involves
wrapping its bloody entrails about the victim's
body and biting. The enveloping attack is consid-
ered a Full Attack. If it is successful, the
Pennaggolan inflicts automatic damage (3k1)
each round until its grip is broken (Contested
Strength roll - The Pennaggol Strength is con.
sidered 3 for this roll).

m

The oni are the principal servants of the god
Fu Leng, and among the most terrible adversaries
Rokugan has ever faced. Oni are powerful evil
spirits who have been granted corporeal form by
the whim of their master, or through the dark

Ciabhives of Rokugan

magic of evil sorcerers. Oni appearance and abil
ities vary from individual to individual, but all are
hideous, and have powers equal to the greatest
human shugenja, Very litlle beyond jade and
powerful magic can harm them

When an oni takes physical form, it must be
granted a name: the essence of someone who par
ticipates in the ceremony. Sometimes, only a sin
gle body part or personal item can be enough to
summon the being. Once named, the oni is under
control of the summaner, and must obey his or
her wishes. The namer and the named share a
common link, and each will experience the emo-
tions and feelings of the other. Eventually such a
link will wear down the chi of the human partner,
leading 1o exhaustion, amnesia and even posses
sion. If the oni is not eventually dismissed, it will
ahsorb the entirety of its host's essence, and gain
control of his or her soul. Such oni are no longer
bound to their summoner, and may enter the
physical world whenever they please. They gain
the ability to spawn lesser imitations of them:
selves, and entire "species” of oni have risen from
their egocentric self-replication,

Below are the appearance and abilities of sev.
eral of these species. The founder of each line is
unique, and far more powerful than the lesser
spawn. All Oni are shapeshifters, capable of tak
ing nearly any form they wish. Many of them
have a “natural” shape, however, which is
described below. Oni may take shapes that are
smaller than their natural shape, but it cannot
take a form that is larger.

Fu Leng has the ability to create oni much
more easily than human sorcerers, without imbu
ing them with names. Such oni are usually found
only in the Shadowlands, and are irrevacably
bound to the Fallen God

Kvoso

Kyoso no Oni appear as dark pillars of vague-
ly female-shaped flesh, sprouting four monstrous
arms and crowned by a great rack of horns. They
move by traveling through solid rock, and can
rise up out of the ground whenever they take a
whim to it. They attack by launching great bolts
of power from their arms, and often seek to
destroy their opponents from a distance.




EARTH 3 Rolls When Attacking:
Willpower: 4 Rolls For Damage: HTH: 2k1
FIRE 3 3k2 (see below)
Intelligence: 4 TN to Hit: 15
WaTER 3 Armor: 10
eption: 4 Wounds per Level: 12 2 3: 60: Dead
AR 3 Shug,
Awareness: 4
Special s wluhn
Multiple Attacks (3 a 3 per round), Unholy
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| his spirit into another body, twisting the body into
a shape that can hold it Il must find a body to
transfer its essence into, however. In its spirit
form, Shikibu can move very quickly, but it can-
not move through jade while in its spirit form. It
can only remain in its spirit form for a number of
rounds equal to its Willpower x 5. Gaining control
over a prepared body takes only one round, while
taking control over an unprepared body takes
anywhere from one to five rounds (roll one d10
and divide by 2, rounding down),

Axuma

The Oni no Akuma are truly terrifying beasts,
sinewy monsters with three blazing eyes and
three probing tongues. They live to destroy and
have been known to destroy entire villages when
the whim takes them. When summoned, they lay
waste to the landscape surrounding them, and
many presumptuous shugenja have found them
selves flattened by their would-be servitors. Their
overlord is rumored to be Fu Leng's chief advisor,
and obsessed with destroying all traces of
humankind

EARTH §
Fire 4
Agility: 5
WaTER 5
AR 4

Reflexes: 5

Rolls When Attacking: 6k5

Rolls For Damage: HTH: 5k3; Burning
Tongues: 2k2 {see helow)

TN to Hit: 25

Armor: §

Wounds per Level: 20: -1; 40: -3; 80: Dead

Shugenja Rank: 3

Spells Available: 5 Fire, 4 Earth, 5 Water, 2 Air

Special Abilities: Fear, Invulnerability, Fire
Tongues

When they touch flesh, the fire tongues of the
Akuma leave a burning saliva thal causes an
additional die of damage each round until the
saliva is washed away. Simple water will not
wash off the saliva; vinegar or alcohol are usual-
ly applied to the burning solution.

Tsusury

The great living gullets known as Oni no
Tsuburu have sprouted like leeches from their
master, the seli-styled “Lard of Gluttony” Fat, pur

Vivabves of Ridtu@r —

ple, and with a belly the size of a horse, Tsuburu
will grasp opponents in their greedy claws and
swallow them whole, Their sharp fangs and tear
ing fingers rip through flesh easily, but most pre
fer their prey undamaged: they delight in listen
ing to the dying screams emerging from their
stomachs.

Once in place, an Oni no Tsuburu is very dif-
ficult to move. It takes a great effort to shift them
from their position, and their dead have been
known 1o rot where they squal, spreading smell
and disease for miles.

EarTH |
Stamina; 7
Fire |
Intelligence: 2
Warer [
Strength: 7
Ar |

Rolls When Attacking: 1k1

Rolls For Damage: HTH: 3k2; Teeth: 3k1
Stomach: 1k1

TN to Hit:

Armor: 20

Wounds per Level: 28: -1; 56: -3; 150: Dead

Special  Abilities: Fear, Invulnerability,
Teleportation

Tsuburu's most common attack is a grappling
attack. He must win a successful Contested
Strength roll with its opponent in order to grap
ple them. Once grappled, Tsuburu may devour
them. Once in Tsuburu’s belly, a character takes
one die of Wounds for every round he remains
there. He may do nothing while in Tsuburu’s belly
but scream for help from his comrades

Dying in Tsuburu's belly means the Oni has
also devoured the character’s spirit. Tsuburu gains
much from devoured s Despite its weight
{or, perhaps because of it), Tsuburu has found a
more convenient method of moving Tsuburu
may vanish from its current location and re
appear in another. Tsuburu may only transport

self 1o a location that is within sight.
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“Ceremony of the Samurai” is an introductory
adventure that takes place during one of the sea-
sonal gatherings that induct young nobles into
their clans as adults. Its purpose is to introduce
the players to the basics of the game’s mechanics
and provide a setting that can be the launching
point of a campaign,

WARNING! ANy PLAYERS READING
THIS MUST EITHER STOP NOW, OR
COMMIT SEPPUKU!

While each clan holds its own festival for
Gempukku, some prestigious festivals are open to
members of any clan. The clans send only their

although the rewards are
greater, the competition is fierce. Thy
gious festival is the Kakita family’
Topaz Championship, held each spring in the
town of Tsuma. The characters are assumed lo
have chosen (or been ordered) to attend this pres.
tigious event to make a name for themselves.

-
Oynopsts

The PCs journey to the Topaz Championship
in the town of Tsuma in the Kakita Family lands
near the ocean. The Topaz Championship is a
prestigious tournament for the Gempukku

which they attend between their 13th and
years. On their journey and within the town, the §
PCs encounter characters that test their s
while the players gain experience with the rules
system and role-playing. The Tournament pro
vides even greater opportunities for the players to
win honor, or die trying.

Tsuma, the Tourney, and the"NPCs provide
numerous story hooks, which allow this adven
ture to spawn into a full campai Within the
story the players take part in the complexities of
Rokugan Politics, make contacts, friends, and
most certainly enemies. The end can involve
them in the greatest plot against the empire it has
ever known,

Gamemaster's Nofes

Any good introductory scenario tests as man;
facets of the game as possible, but should e
cially reveal thase concepts that make each RPG
unique. For L5R the strict social structure of the
selting is its most unigue aspect for most
Americanized players. To test and remind the
players of the subtleties of Rokugan cultu
characters are challenged in role playing
tions with farmers, merchants, equals, and those
of higher status. Each of these encounters gives
you the opportunity to reinforce the unique set
ting to the players.

The players may feel their characters are out
of their element at this festival. If so, reinforce the
primary concept of all role-playing games 1o
them: the characters are heroes. Budding heroes,
yes, but they are the focus of the campaign. While
the world around them moves forward, their §
actions will change its course,

If you and your players know the story lin
the L5R Collectable Card Game, you'll find refer.
ences to plots and subplots found there within
this adventure. These add to the enjoyment of the
adventure for those who are familiar with the
CCG and adds to the concept that the PCs are also
important heroes in Rokugan.

PCs who generate enemies in character gener
ation, but do not specify one, could easily make
one here.
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MEeGumI
PCs who hurry .md help the old man find

the old man is umi, one uf
Fortunes € 5| Rokugan (play
ers should not be re of this and only know
that he is an unusual old man). Megumi is the
Fortune of Heroic Guidance. He often takes the
crane, or when taking human
form, that of an old man. His appearance to the
PCs at this point gives the GM an in-character
way to answer the PCs’ questions on Tsuma and
the Topaz Championship.
Megumi is dressed in a typical peasant

, for secret

s -

WuL PLanTS

Mainly used a8
animal fodder, this
plant is a popular
crop in Rekugan,
second only to rice.
Specially treated
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used to formpadding
for armor: While
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HoLpings

Although clans.
have holdings to
increase their

ik i
sonable o assume
thatall holdings of a
clan are found upon
its own,Jands. Often
a holding is all the
more valuable when

examples are Tuum.l
in Tsuma.

HONOR GUARDS

Persons of high
social rank are
allowed honor
guards at all fune-
ions. The number of

u|u.|l to the person’s

of four, the number
normally allowed is
doubled.

blue scarf looks to be made from the finest silks.
Megumi carries an odor about him reminiscent of
honey. His long. white hair is tied in a queuve,
which hangs down his back. Megumi is always
deferential to any PC, addressing them as lord
(add the suffix -san to their name) and kneeling
and bowing copiously.

Alter he is saved' from drowning by the PCs,
Megumi profusely thanks the group of samurai
and offers to perform for them a tea ceremony. If
accepted, Megumi opens the chest he's carrying
and performs the ceremony as described below. If
no PC participates, Megumi humbly asks the PCs'
destination and from there you can use Megumi
to answer questions the PCs may have on the
Topaz Championship.

It is possible that the characters don't help
Megumi at all. They suffer no penalties; he is,
after all, posing as a peasant. Bul they won't get

ny help, either.

Tea CEREMONY

The old man lifts the lid to the heavy chest

and withdrates a small carpet, which he lays
out upon the ground. Although a slight smell
of mold comes from the carpet, its sky-blue
imagery caiches your notice, for the mural
upon it depicts the life of a heroic man. Before
you can look over it further, Megumi kneels
upon the center of the carpet and smoothes
the folds. As he does so, he asks you to get the
box containing the tea se e chest.

Characters who make an Awareness check at
a TN of 10 notice that while their own clothes
remain wet from the river, Megumi’s blue scari
and kimono are already dry from their soaking.
The PC who collects the tea set from the chest
notices two items tucked away amangst the cloth-
ing and other goods: a ribbon-bound katana and
a small mahogany chest, sealed with wax, about
the size of a shoe box. The PC should make a Law
test at a TN of 5 to realize that it is illegal for a
peasant to own a katana. If confronted about the
weapon, Megumi denies ownership, saying
instead that it doesn't belong to him, but was
given to him for safe keeping by his lord. He pro
vides no further details

Once allowed to proceed, Megumi lays out the
tea set and asks one PC to mix the powdered con
tents of two bags contained within the box into
the teapot along with water from the river. Soon
after the tea is mixed, the water within the pot

begins to boil. A simple Herbalism test at TN of 5
is required 1o know that the two mixes would
never create such a reaction. If asked about it
Megumi says, “It always does that. Please, there is
no worry
Each participating character is expected
form a portion of this Tea Ceremony, requiring a
skill roll with a TN of 9 to compk
the PC gains a Void Point.
Megumi then turns to the PC who first ¢

e. If successful,

to his rescue in the river and offers ¢
katana or the mahogany box, as a v
Rokugan etiquetie it is customary for the PC to
refuse the gift twice before acceptir
appropriate for the character to
flar value in return. Should the erhlu fa
either, the gift quickly decays and disapp
the winds shortly after they depart Megun
katana is an exceptional blade with a DR
“The box contains a spell scroll (of your ¢

After the ceremony, the PCs can ask M
questions about Tsuma or the Topaz Chall
a parting gesture of goodwill, Megumi offers the
PCs the use of his home in Tsuma while he is

It is alsa

away. He provides directions to his home and
excuses himself to continue his journey along the
road. Shortly after the characters lose sight of
him, Megumi transforms to his crane form

Megumi appears again at the end of
adventure, signaling to all that witness that this
group is favored by the gods

Yasuki JODEIGA, "CRaB CLAN
TRADER OF MANY THINGS"

With the town in sight, you spy a curious small
man sitting beside the road with a n i
wares spread out upon a blanket in fron
Behind him two ponies are tied 1o a slake,
munching grass. The man, setting up what
be a display of trinkets, s dressed as a con
merchant in a short earth-tone tunic and britches

Should the characters stop and trade wit
merchant, he introduces himself Yasuki
Jodeiga, ‘Crab Clan trader of many things’ He isa
shrewd man with a cunning skill at €
(bk3). He a nervous habit of wiping his fore
head with the back of his sleeve and speaks
quickly with a strange dialect. Should the cha
ters approach him in trade for anything. e
needs to make a contested roll of his Awar
vs. Jodeiga’s Commerce. Note that each player ca
make an honor test if he/she wishes at a TN of 30
(Jodeiga’s Awareness + Commerce times five)

mmerce
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hotd al i s for the charac
TEMPLE TO THE SEVEN FORTUNES

umr rum'mp\ of brifli
ht times. lmp the
d ball rep
senting Amaterasu, the A long
flight phite marble

'Cs choosing to visit the temple are wele
by the monks and shugenja who reside therein
‘The occupants number only just over a dozen and
can be found studying, contemplating, or per
arming mx-rna\ tasks to keep the temple up. Any
me talk from those who desire it,
must be on their best form (Etiquette
of 15) or rec nly minimal respect

and the briefest answers (o their questions.
Food, shelter, n be had from the
monks and shugenja within alls in
urhmm for ),llh or services rendered to the tem

HeLr. I'm BEinG
HELD CAPTIVE
IN A SCORPION

Sake WORks

Challghige: A PC
notices @ folded note
on the bottom of &
shoehu bottle, The

geisha

ing them, not llwlr
private geisha (if they
rented a rgdm). All it

reads is, “HEL
Focus: I'hcn- are

The geisha truly
needs help, of 2] she
is a Scorpion spy.

Strike; Getting the
geisha free is tricky,
as she lives within
the building. Freeing
her shouldn't be haz-
ardous, and the diffi-
culty of the rescuc
depends on whether
she is a spy or really
needs help. Rest \
assured the other
geisha are watching
for such an attempt.
Since all weapons
are checked af the
doorylresing the
geisha involves 4
clever plun mther
than brute lopec.
However, ofice she's
freed, how will they
hide hérin town?
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Wetly
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MEeGumr's House

You easily find the small home of the
pleasant oid man, Megumsi. It is a pleasing
home with a small fenced garden. In the
midst of the garden is a clear pond where a
blue-collared crane appears 1o be fishing. The
house kas only four rooms: fwe sleeping one
for meal preparation and eating. and a room
with a sunken floor and comfortable furnish
ing for resting. There are two paintings in the
last roam. Both show heroic figures with
images of their deeds bekind them.

If the PCs can pass a Bard skill test at a TN of
7. they can identify the two figures as the heroes
Akodo Masashi and Mirumoto Puhabo-Natsumu.
Akodo Masashi was a Lion Clan hero who died
while leading an expedition into the
Shadawlands to destroy the oni known as Kusatte
Iru. Mirumote Puhaba Natsumu is said to be the
first soul to gain enlightenment since the arrival
of Shinsei

Sake HOUSE: A SCORPION
HoLomne

The Sake banner hanging from this large one
story building is sure 1o attract the notice of the
PCs hefore its freshly painted surface does. Under
lucrative
Shosura Ukio and his family (the political faction
ol Scorpion Clan) conduct their dandestine

pretense of this business. the

operations for the Scorpion Clan.

The building contains a large common room
with pillows and short tables. Geisha serve the
sake to visitors in small porcelain flasks, heated

preference, A number of small private
ronms, separated from the common by rice doors,

thle for | bushel (silver). Each private
toom is equipped with many luxurious conve
niences and a private geisha. Extra services cost
extra, but are readily availahl

Prices; Shochu (potent sakej: 5 zeni; sake: 2
zeni; brandy. beer, or mead: 1 zent

Hida Fujizaka is found within the sake |
when the PCs arrive. If the PCs aren't g
enter. have Fujizaka invite them in, in a

icult to refuse. Hida Fujizaka loves shochu
ally at these prices!) and wants to share
PCs his great find. The toasting to each
fortunes quickly hecomes a contest to
ald passi
out for worse, throwing up) after each round of
toasts, the PCs and Fujizaka must make a simple

Stamina check beginning with a TN of 10 and
increasing by 5 each round. (Due 1o Fu

head start, his TN is 15, but his iron constit

for hard drinks means his TN only increases by 2
each round) For the PCs, failure of a roll results
in the loss of 1 die for all rolls (just like being
wounded). Failure where the die total is less than
half of the TN results in the PC passing out A
fumble is a loss of face, as the PC retches and
then passes out. A PC can make a Test of Ho
to avoid this shame and carry himsell with digni
ty {right {0 his bed). The honor test is al the
same TN as the last Stamina test fi

MERCHANT HOUSE OF THE Exoric: |
A Unicorn HoLDING
If the building’s unorthodox architecture isnt
testimony enough; the magnificent beast upon
the purple banner of this building hespeaks iis
ownership by the Unicorn Clan. Patterned after
barbarian buildings. the buildin s much |
a Greco-Roman rotunda. V
nephew of Ide Daikoku ru
ness of selling imports 1«
of the treasure o from fa
ders of Rokugan The PCs
Cl wor
snow shoes, miniature
1ls with snow, jew
cutlery
poris. and

onlest, the Kakita §
urn




the wealth of the Crane Clan.

The rooms have few interior walls except
those separating the interconnected buildings,
and their ceiling tower fifteen and twenty feet
into the air. The interior walls are painted with
brilliant murals in rich colors, depicting much of
Tokugan’s history.

The school has many gardens. Iis most
famous, the Higashi Garden, is located within the
Sensei quarter of the school. The gardens are
cared for by the students and sensei, under the
watchful gaze of Shizuka, the head gardener, who
Is eless in her work and has been for thirty
years.

Sixty students and twelve sensei live, eat, work
and train within the school. They are mostly from
the Crane Clan, although others fthose with
money or influence) are not unheard-of. The sen-
séi who instruct the students are some of the best
warriors of Rokugan. Each year, after twelve year
of teaching. a sensei retires to the monastic life
and the master of the school selects a new sensei.
The current master is Kakita Toshimoko.

Fifteen new students are inducted each quarter
into the school. Each group of fifteen is known
wllectively by a name, taken from the time of
year they enter the school: winter, spring. sum-
mer, and fall. Tradition holds that spring (the time
of good planting) is the auspicious time to enter.
Each group lives together for the year, eating,
working, toiling, and training within the school,
learning the lessons their sensei put forth.

Enconnters and
Bvents

THE ARRIVAL OF THE IMPERIAL
BarGE

The afternoon before the tournament begins,
word arrives via runners that the Imperial Barge
has entered the river delta and is making its way
upstream. Excitement abounds that the Emperor
has come honor the games with his presence.
Doji Satsume - The Emerald Champion - looks
wer the frantic preparations to receive the
Emperor.

The first sign you see of The Imperial
Barge is the reflection of the sun glinting off
the erystal staff atop the mast, which holds
the Inperial sigil. The ponderous barge glides

Uarmony. of the Samuval .

into view avound the bend in the river, its
hundred oars rhythmically beating, stirring
the waters abou its golden decks. Its emerald
sail furls as it positions itself in the river’s
heart, its decks swarming with men maneu-
wvering around the catapulis to belay the ropes
and prepare for docking The dragon-carved
battering ram at its prow swings towards the
wharf and with deft skill the Master of the
Barge sideslips the behemoth closer. Spray
erupts fore and aft as stones are cast to
anchor the craft. Workers on both dock and
ship secure the heavy ornate plank upon the
wharf. The Imperial Guard Jorms up, and as
the Imperial Standard is raised all but the
Guard kneel. Most actually prostrate them-
selves. A murmur courses through the crowd
as the Imperial entourage disembarks.

PCs who look to discover the reason for the
commolion must make a Heraldry skill at TN of
12 to notice that the Imperial Standard denotes
that not only is the Emperor here, but his son and
heir has come as well. If they fail, the news soon
reaches them from the crowds

Positioned among the ranks of samurai,
vou catch of glimpse of the royal entourage.
The Emperor, lean hard Jeatures scowling
beneath a frazzled mane of gray, stalks
through the crowd. He stops to speak with
Bayushi Shoju, the tall and powerful daimyo
of the Scorpion Clan, whose steely eves are
the only feature visible above his emblazoned
mask. The Daimya’s wife, Lady Kachiko, fol
lows behind. You are caught off guard at her
alluring beauty. Her kimono is of the deepest
orchid hue and is far from traditional in cut.
Her face is veiled by a mask that only accen-
tuates her features.

[Insert chosen character’s namej, you feel
someone lean close to your ear. Stealing a
glance, you see that a veteran Crab samurai
with a long puckering scar has moved to your
side. He nudges you again, and gestures very
subtly towards the entourage. ‘And of course,”
he whispers, “here comes Calamari-sama.”
Aghast, you look back to the entourage as the
pale and haughty Jace of the Emperor's Son
simpers past. He's not easy lo see, being easi-
Iy a head shorter than his bodvguards, who
hold ranks in exquisite emerald armor. Each
of the guards scowls at the crowd, looking for
any slight against the Imperial honor.

THE STAKES

Challenge: Yasuki
Jodeiga (the Crab
Merchani) riécognizes
the PCs as contes-
famts in dhe tourna-
ment. He asks the
PCs for & public
demonstration of
their skills by having
them cut oranges in
hall i, mi ask-
ing them tricky ques-
tions, efe.

k Yasuki
Jodeiga is taking bets
on the lournanient,
He knows a good
demonstration by the
PCs is likely to lowkr
their odds. Due
the nature of the
tournament, Jodeiga
cannot take bets on
individual contests,
only on the outcome
of the éntire tourna-
ment.

trike; PCs wish-
ing to bet on thems
selves encourage the
crowd {o do so as
T —
the amount of koku
the PC bets. Odds on
the PCs or othets
should favor bushi
over shugenja and
those with the ken-
jutsu skill pver those
without
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As the Emperor takes greetings from the
nobles, including the minor daimyo Ichiro
Akitomo of the Badger Clan, you note a
young Scorpion bushi in the emtourage,
resplendent in rich red-and-black armor. His
attention falls upon yourself and your com-
panions, and perhaps the other contestants as
well. You dread that you will see much of this
young warrior in the days to come.

The character can challenge the Crab samurai
if desired, but as the character is a novice and the
Crab is a veteran, the result of a duel is obvious.
The character can also accuse the Crab of disre
spect, but sinee no one else heard the comment,
itll be a matter of the word of a child versus the
word of a respected soldier. Again, the result is
obvious, but the Crab likely to take great
umbrage at the accusation {never mind that it's
true) and issue a challenge to save face. Eeek.

Aftter the reception ends, the PCs hear the fol
lowing rumors around the school and town:

1 War is likely between the Lion and the
Crane, as the Crane are looking weak

2 The Emperor is refusing the step down
from the throne for his son

3. The Scorpion bushi is Bayushi Sugai, a
nephew of Kachiko. At Kachiko's behest, Sugai
has been allowed to enter the Topaz
Championship, even though the deadline for
entry has passed.

Add any hooks that you wish from your own
campaign plans

Bayushi Sugai is the party’s nemesis for this
adventure. He is an integral part in both the tour
nament story line and the machinations of
Kachiko. He sabotages the PCs' efforts and those
of other major competitors, and seeks to produce
embarrassment for everyone and hostility for a
treasured few.

THe PEDDLER

The PCs encounter Ichiin (CCG) on a road in
town. Seemingly an elderly man begging for
alms, Ichiin is much more. ‘\'lhu exactly he is is
unknown, but Ichiin always has information
available. For the right price, that is.

The well-kept streets of Tsuma are con-
trasted by the appearance of an elderly beggar
who rests under the torii to Fukurokujin, the
Fortune of Wisdom. The white bearded man’s

s open and with a decrepit voice, he calls
1o you... by name!

Ichiin offers to sell information on the PCS'
competitors for one bu (silver). For that amount
he is willing to provide information on the con
testants’ skills and general ability. Ichiin is a use
ful device for you to provide information to the
players. However, he is resistant to passing on
information about the machinations of Shoju and
Sugai or any other Scorpion
resistant.

OPENING CEREMONIES
The night before the challenges begin the
tozwm of Tsuma is alive with celebration
Paper lanterns hang from the buildings, trees,
and toriis. Iris blossoms are cast upon the
Tangu River. The revelers watch costumed
shugenja act out epic events in Rokugan's his
tory: Hantei's battle with Lord Moon, Shinjo
Saburo’s doomed Unicorn charge in
Shadozwlands, and the teac
parade Jollows with dragon costumes, fire
crackers, dancers, and jugglers. The revely
continues into the wee hours

not unwilling, just

You can make this last as short as reading the
paragraph above, or stretch it oul by adding in
hooks or other encounters. Sure, nothing much is
happening, but what to do when no one is being
mean is a good challenge for any role-player

The Tbpaz
Chanpionsty

ORGANIZATION

The Topaz Championship is broken into fie
parts spread over three days. Contests within each
part test contestants’ skills and knowledge againg
another contestant. A point is awarded to the win
ner of each pairing. A contestant must soore five
points 1o attain adulthood, and only those atiain
ing adulthood are allowed to participate in the
third day’s laijutsu challenge and fealty ceremony
below. Those who do not win at least five points
must try another Gempukku ceremony again next
quarter. A record sheet is provided for you to keep
track of points scored for each contest

There are no written rules for this tournament
Contestants who cannot behave honorably with
out guidance have failed the primary test: that of
maturity, Shugenja are allowed their magic to aid
them, though they may not direct their magic
against their opponent.




| SIGNING IN
All contestants are required o sign in by noon
of the day before the tournament opens. The 1os
ter of contestants is available to anyone for pre-
view, and includes their childhood name, clan,
and profession. For the other contestants, see the
NPC list

THE SPECTATORS

An important aspect of this adventure is the
reaction of the spectators to the contestants after
each contest. Each of the VIPs greatly favors their
own clan members and PCs who win contests
should nate mild approval from their superiors.
Those who lose, and lose often, may note glaring
disapproval from the same,

Day One

Bayushi's hour has just ended The earth
has barely shed its dampness as you find
yourselves assembled in the Kakita School's
courtyard. Your heart beats quickly as you
survey the spectators. Rokugan's most honor-
able stand witness this day to your exploits
For the honor of your clan, you must not fail!

First ROUND

All of the spectators who hold seats with-
in have entered. You and the other contes-
tants prepare to make your entrance, Jorming
two single-file lines. Students from the school
stand erect in four small lines of just over a
dozen, lining your pathway. Fach group
wears a different color obi. Their kamishimo
bear their mon — most are from the Crane
Clan, but two Unicorns, a Lion, a Dragon,
and a Phoenix are also present. Under their
gaze, you feel each of them questioning your
skill, just as you question it yourself Without
a word, your assembly begins its march
towards destiny.

Sumal

The First contest of the tournament is sumai
twrestling). The contest is held within the prima-
1y dojo of the Kakita School. Spectators encircle
lhe matted arena. As the contestants enter, a hush
falls over the crowd and, one at a time, Master of
Ceremonies Miya Yoto calls each contestant to
kneel at the center of the mat, and once all the
wnfestants have been called, he begins the con
lest. Yoto is presented with a golden vessel in

which are the small tiles with the chop of each
contestant. He draws two, selecting by lottery the
paired contestants.

A contested roll between the paired opponenis
decides this trial

HeraLDRY

Next, the contestants are required to identify a
person by viewing their sigil, chop, banner, or
standard. Each contested pair is presented
emblems to identify. The first to best his/her
opponent by successfully rolling their skill {or if
both succeed, the one who raised higher) wins
The TN of this simple Perception + Heraldry roll
is 20. For each Raise an additional fact can be
known from viewing the item.

ATHLETICS

This is a foot race through an obstacle course,
set up in the woodlands surrounding the school
This test requires multiple skill rolls to complete
Keep track.of who is ahead by recording points
awarded after each skill test along the path. The
preater the point spread, the greater the lead
Points awarded are:

unsuccessful roll: -1

successful roll: 0

each Raise successfully made: +1

Start: Simple Stamina + Athletics roll at TN 10,

Obstacle One: A log bridges a muddy
riverbed some twelve feet across. A simple agility
+ athletics roll at a TN of 12 is required 1o cross
the log. Should the contestants be tied after the
initial run, roll initiative (d10 + Fire) to see who
makes il to the log first.

Anyone failing lands in the mud requiring a
simple check of Agility check at TN of 12 to make
the opposite bank. However, anyone falling in the
mud automatically loses a sandal and may opt to
lose one additional race point to recover it

Contestants may try to shoulder the opponent
from the log. This requires a contested Agility roll
To shoulder the opponent the contestant must
either have reached the log first, tie the initiative
roll, or make a number of raises equal to the
point spread hetween the apponents when rolling
to cross the log.

Contestants may forego the log and jump the
riverbed with a Strength + Athletics roll at TN of

le Stamina + Athletics roll at TN of

Tue LioN's
RoAR

Challenge;  Matsu,
Wsuko, the Matsu
Family Daimyo, gath-
ers those of her fami
ly together, ~ She
informs them that it
is 2 mannerof honar
that they attain their
gempulku.

Foecys: Tsuko
explains that one of
the four walls that
uphold House Lion
has weahkened. While
the other three - (m
dition, power, and
courage - are
undamaged, the
Crane has tarnished
their honor. The Doji
have used their polit-
ical position to
thwart the Matsu's

1 to land border-

perform seppuka,

demanstrating o all
sider themselves
worthy of being o
Matsu




KuwacA TREES
Atype of pine, the
kuwaga is the largest
of Roliugan's trees.
Kuwaga lrees grow a
hundred feet high
and their branch
ligflat, fanning out
likefigrns. Kuwaga
trées shed their sharp
blue needles twice a
year. During this
the foFest Tloor.
becomes a dangerois

resin from the tree’s
néedles Can bé made
int6*snapals

twenty feet are kuwaga needles. Any contestants
who fell in the mud and failed to recover their
sandal take damage equal to DR 1. The only
means fo avoid this obstacle is a -6 point trek
through the underbrush or finding Bayushi
Sugai’s hidden rope. To find Sugai’s rope (which
he plans (o use to gel over the needles) the play-
ers must roll their Awareness blind. The TN is a
15. If Sugai has already raced and used the rope,
it is useless as it’s draped on the far side of the
needles

Run: During the running contest between
obstacles two and three (another simple Stamina
+ Athletics roll at a TN of 10), Sugai has placed a
paper sack holding six bureli wasps (see sidebar)
overhanging the path. If ahead of his opponent,
he trips the small el 1o the far right of the
path, causing the sack to fall and release the
wasps. Anyone stung by a bureli wasp loses one
contest point,

Should Sugai not use the trap during his own
competition, he hides here during another race
and springs the device upon whoever has the
most points in the contest.

Obstacle Three: A wooden wall, fifteen feet
high, stands across the path. The boards are
slightly offset allowing the wall to be clim
simple Agility + Athletlcs at a TN of 15.

al Sprint: The last simple Stamina +
Athletics roll at a TN of 10, but the way here is
lined with spectators watching the finish.

INTERMISSION

Two hours are allotted for contestants to rest,
meditate, and receive treatment. This occurs dur-
ing the hour of Hantei (11 aM. to 1 pm). The sec
ond round begins at Akodo’s hour.

Seconp Rounp

The second round of Day One has only two
events: Horsemanship and  Conduct (Law,
Etiquette, and Bushido)

HoRSEMANSHIP

This test of horsemanship is held in the main
practice field. Contestants maneuver their horses
through a simple course and strike two targets:
one with a sword, one with an arrow. The contest
involves the same point system as the Athletics
competition.

1) Ride to first target: TN of 5.

2) Strike first target with katana: TN of 10,

3) While at gallop, shoot second target: TN of 20,

4) Ride back to the start: TN of 5.

Law, ETIOUETTE, AND BusHiDO

Contestants are interrogated by superiors
about a point of law, etiquette, or the code of
bushido in Rokugan society. Randomly select a
VIP to ask each pair. The TN of this simple
Intelligence + Law test {or Etiquette or Bushido
Lore test) is 15. The first to beat his/her opponent
by successfully rolling the skill (or if both succeed,
the one who raised higher) wins, Each Raise con-
tributes additional detail to the answer You
should use this opportunity to familiarize PCs
with Rokugan society by providing some of the
answers below:

1) Testimony of those of greater rank out
weighs wny from those of lower rank,

2) To give one’s kife serving one’s lord is to be
reborn with equal or higher station

3) I have borrowed my ancestors’ name. | must
return it to them untainted.

4) The testimony of family is not considered
valid

5) To draw blood when it is unnecessary is o
bring shame to your blade.

6) Al that matters is perception, not truth,
What can be deduced is not as important as what
is known,

7) Never accept a gift before it is refused twice

8) Bow to those of equal social caste; kneel to
those of higher station. Within a caste, bow more
deeply to those who are your senior.

Muvder fol Two

Kakita Yuri, host of the Topaz Championship,
invites all dignil and contestants to a dinner
hasted in the schools main dojo, Make it clear
that this is not something any of them can refuse
1o attend,

This episade illustrates the Rokugani idea that
justice lies not in deductive reasoning, but in fact
and testimony. The importance of that distinction
is made clear. Although you may include any of
the social interactions or introduce other plot
lines to this scene, the dinner itsell is of little
importance to the plot. What is of importance is
what occurs thereafter

At each stage of the dinner you live in fear
that you'll misstep or make an error in ¢l
quette. But your fears of spilling a teacup in
high company are unfounded, as no one in
the room pays attention to you or the other
comtestants. Everyone is focused on the palit

The Book-op- Mo




ical mane le twhere
The Emperor, Bayushi Shoju, Lady Kachiko,
Hoturi, Matsu Tsuko, Kakita Yuri and
ughtter Asami, and a rather
daimyo, Ichirg omo of the

Is at the rear

it difficult for you to w

tleties, you notic
ving much more atten.
tion than his due from both the Lion Daimyo
Akodo Toturi and the Crane negotiator
Yari You can't help but wonder what
are rring that would cause two

such major clans to cater to one so minor.

ady left before eti
excuse yoursefves 1o

Iehiro Akitomo is r

rey across the river back to the town. Small
lanterns thro it the shadotw-filled court
rd illuminate m[ pn!is ta the docks.
ing blades in the

than a litile

s investigate. As they
he following:

e 15 blood upon the wind. The

gardens nearest the bridge have be a
attlefield. The blood ses of fi lie
strewn amongst the chepry blossoms. Four are
bushi of the Badger Clan, ith their
katanas still sheathed; the last you recognize
their daimyo - and buried

chest and neck are shuriken, still glis
n the moonlight ]

i
ta in s hand

Ichiro Akitomo came to this festival at the

behest of Ma ), the Matsu Daimyo, who
seeks to enlist the Badger as allies for the Lion.

Tsuko wishes war with the Doji over disputed

lands and allies in the Badger Clan. Bayushi
Shoju has other plans. To prevent the alliance,

Sugal 0 kill the Daimyo and

mber of

Lion are thwart-

Civemony.of the Samuvay ..

a guest
Sugai (with the hLlp of the ninja, Bayushi
the Badger Clan

last bodyguard across the bridge
the island, to finish him before he
gai then planted evidence on the body
guard’s corpse, marking him a i ninja and impli
cating the Daimy hi
assassination plot. Sugai i
when he finds the PCs on the so
Sugai attempts lo intimidate the PC
answering him. The hotheaded samui
quick 1o require a similar answer from
refuses to answer any of their questions himself,
that he is under no requirement to

apparently on patrol. The guard

izai, the PCs and Shiko together and

brings them bel ¢ Emerald Champion and

the other VIPs.

You
scheol are finishing improvising a rearange
ment of the table for your hearing with -‘fh'
Emerald Champion. As you take yi
Satsume, Bayushi

vos lake .‘hur seats,
behiind the Emera

gai spins a
while returning

that even
i pointing to the 1
ro and the involvement of ninja, the Emerald
praises Sugai for the killing of the
ninja ssin. It is obvious to many that Sugai
somehow involv
erns tself with direct evidence and evewitness
accounts, not suspicion or deduction. Doji Hoturi
displeased with the judgment and the
m:lnnn but knuu
prove what he

means to

BureL Wasps

Bureli wasps have
biting mandibles and
athin stalk@ttaching
the thoraxio the
abdomen, They come
in three sexes: mole,
neuter, and female.
Females can grow to
four inches long and
have a stinger. which
they use repeatedly
for paralyzing prey.
Males are smaller
and are responsible
for construction of
the hive and mainte-
manee of the queen
The neuters gend the i
eggs and young, and 2

rarely leave the nest.
Bureli nest under- '
ground in complex
hives sometime

come inmixes of
purple. red, and
white. The distinctive
patterns of these cal-
ors distinguish hives i
from ong another.
Aftack 3k2 (Swarm:
add +1k0 die to 1
Attack per Bureli i
Wasp) Damige from 1
Bite & Sting: DR2k1 [

deep. Bureli wasps 1

|




INDECENT
PrOPOSAL

romantic imolvement
with one'of the PES,

Foeus: Doji

Kuwanan and Kakita
Asamiwere child-
hood sweethearts
until Kuwanan left
the Crane lanils with
his father, Now that
he hag'returned,
Astmi is making him
jealoas,

Strike; An intelli-
gent'BC can make
the most of this situ-

self into the good
s of a powerful
Crane one way or
another. Those who
don’t think may seon
find themselves mak-
ing an enemy
Kuwai i,
even Yuri. Perhaps
Sugai can be recrui
ed to help - by either,
the PC ar by
Kuwana

Shiko (the brash, impulsive, Unicorn Clan samu
rai-ko), she is not so diplomatic

It is elear to you that Sugai was somehow
involved in the assassination. You see in
many of the Jaces around you a similar
thought, but to voice such without evidence
would be a loss of face and an insult of honar,
Tradition demands you let the matter drop

Unfortunately, Otaku Shiko has other
ideas about tradition. “But ke is the killer,”
she protests loudly to the Emerald
Champion’s judgment.

The room becomes as silent as a crypt. All
eyes lock onto Shiko as she begins to realize
her error. Only the hiss of the Emerald
Champion’s breath is heard. as he decides the
fate of the impetuous young samurai-ko,
Sugai, however, utters the challenge: “You
have insulted the honar of my Lady and her
servant! Your insolence can only be answered
with your death” A nod from the Emerald
Champion and the duel is sanctioned.

Shiko is outclassed in the duel. Sugai easily
cuts her down.

Day Two

RouND THREE

The faces of the spectators show no signs
of the events of last night as they watch you
enter the main dojo of the Kakita School.
They know that destiny has set each of them
a fate They accept that fate, fust as Shiko
aceepted her fate to be your example - that
you showuld learn the importance of percep
tion over truth.

Wearon

The second most prestigious event of the
Topaz Championship is the test of arms. The test
is conducted in the primary dojo of the school,
with two pairs of contestants competing simulta
neously in nearby rings. The test uses practice
weapons (real but blunted; roll the usual number
of dice for damage, but keep only one). First blood

ends the match. The choice of weapon is strictly

up ta
weapons
armor.
The crowd is large and falk incessant. While
this contest is worth no more than any other is,

ach contestant, although no missile
allowed. All contestants wear light

you know it commands the attention far more
than examinations in heraldry. To win here, in the
eyes of many assembled, is the mark of a fortu
nate destiny

(This is a fairly straightforward contest In
playtest one PC used his Void to up his initiative
die roll, just so he could attempt the first strike. It
worked.)

Be sure to employ the special bushi schoal
techniques known to Fujizaka, Uriko, and Sugal

POETRY

Contestants create a haiku on a subject chosen
by Kachiko. Highest skill roll wins each paired
contest. Give the player two minutes to actually

fixed three-line form consisting of 5. 7
lables respectively. Some ideas: Oni, honor
betrayal, Hantei, Shintao, loyalty, bushido.

COURTIER

Questions are presented about the roles of
clans in Rokugan society. The TN of this contest
is a simple Perception + Courtier roll of 15. The
rules to win are the same as “Law, Etiquette, and
Bushido™ above.

1) The Crab Clan guards our borders against
the horrors from the Shadowlands.

2) The Emperor's protection is the sole duty of
the Lion.

3) All power derives from the Emerald Throne

4) Beyond the borders of the Empire lie only
barbarian cultures that have little to offer
Rokugan

INTERMISSION

Again, two hours are allotted for contestants i
rest, meditate, and receive treatment. This ocours
during the hour of Hantei (11 AM. 1o 1 pa). The
fourth round begins again at Akodo's hour.

Rounp Four
Go

The games are played out in the Dining Hal
Contestants are paired in a match of the popular
game. Resolve the game by a contested roll o
Intelligence + Battle.

ARCHERY

This contest begins with the sun high over
head and is over quickly. The PCs and other con
testants are given bows and arrayed on the prac
tice field in front of targets forty vards away. Al
pairs of contestants fire their arrows for ead




fight, then the targets are maved anather twenty
vards back. Another flight of arrows is fired, and
the targets are moved anather twently yards to
their final flight position. The first fight is a TN
of 10, the next 15, and the final fight at 20.

Sugal cannot let such an event pass him up
without toying with his competition. Sugai sabo-
tages the leading competitor’s bow by slightly
fraying the string. Secretly add five to the TN for
the user of the sabotaged bow: When he asks why
he missed, just shrug and smile. “Bad kharma™ A
blind Perception check of 23 reveals the sabotage
and the contestant can quickly restring the bow
without loss of face

Hunting

In this con the characters are required 1o
retrieve three Tsu Fish eggs (see sidebar) from the
nefghboring woodlands. Unlike the other con
tests, this one s not paired. All contestants have
the hours of Togashi and Shiba (from 3 pm. to 7

B o) ta locate, obtain, and return with three Tsu
Fish eggs. Only thr re allowed: the Kakita
[amily is careful to moderate their

The PCs may decide to kill or

s event (the fe
of 1
quickly aj ntly makes his escape into the
woods,

PCs may realize this can become 1 cooperative
uffort. Unlike the other contests, all participants
an suceeed. You are not obliged 1o point this out
but you may if vou feel your players need some
help

There are a number of steps involved in a suc
cessful hunt

the tsu fish requires a Perception +
| at difficulty of 14, Use this moll ta
rine which contestants lind the tsu fish first
the rules under Assistance if the PCs work
ogether.
Jound your

While the

a score or more s jis

patrol tee riverbay
emerald iegs. a gentle se
I, Three timaes th imber lay

‘i"su Fisu

M Bish are brilliant”
biue with iridescent




Take A Dive
challenge: A,

with a saled letter
addressed 1o the P!
Fheétterofiers 200
Kok if (he PCtakes
a fall duging the final

rounds,

Focus: Sugat had
the letter deawn up
by a scribe in towny

He doesn't expect the

wifer is token,
irike: Should the
PC redd the letter
before the townsma
leaves, they may wish
to respond to {l
insult by ng the
messenger's head.
Il have
fo ex
doesi’t destroy the
letter and loses i
one of the rounds,
the letter could resur-
nd cause g
dishonor to the PC

Each set of three eggs requires the following
two rolls.

1) To get past the patrolling tsu fish requires
an Agility + Stealth roll at a TN of 16.

2} Climbing the trees requires an Agility +
Athletics roll at TN of 13. Two raises are required
to climb without provoking any tsu fish found in
the ree.

Once the PCs have the eggs and head back,
they encounter the last and most dangerous
obstacle. Accidents are known (o occur during
this event, and Bayushi Sugai has taken appro
priate steps to ensure that such an accident ocours
to those who stand in his way of gaining the
Topaz Championship

The Comng Dawn

The PCs know if they have scored the requisite
five points and attained their adulthood. Those
who succeeded face the last contest at noon fal
lowed by their Gempukku ceremony. Those wha
failed sit, watch, and learn from the actions of
their companions. And for the Matsus who failed
it is a time of final preparation (see “The Lion's
Roas

Those of you who succeeded have gained
glory in the eves of your clansmen, and on the
morrow will duel for the Topaz Championship.
This day’s contests have gone too long to allow

As you make your way into the woods,
Shiba has begun his contemplation of the
caming veid The deepening shadows and
stillness of the forest are suddenly cut by the
whistle of an arrow. Ronin rise from the
underbrush. One of them calls oul, “Surrender
or diel”

Give the PCs no hope. They are outnumbered
and surprised, and the Ronin have bows at ready.
Amongst their number is a shugenja (Air 3) pre-
pared to cast Wind-Borne Slumbers. His first tar
get is a holder of tsu fish eggs

The bandits have been hired by Sugai to inter
cepl anyone carry tsu fish eggs. If the PCs
leave the eggs and withdraw, theyll not be
harmed. If they attempt to escape, fight, or
destroy the eggs, they are attacked.

The PCs may decide to fight the bandits,
although the only reasonable excuse for attacking
would come from a character with four accumu
lated points and three eggs. Courage in the face of
overwhelming odds is a laudable samurai quality,
but not when there is no honor to be gained by it.
If the PCs persist in pressing their disadvanta.
geous position, fight it out, kill the PCs, and then
restart from the point just before they made their
fatal decision. (It happened in playtesting)
Remember that this is a learning scenario for
both your players and yoursell - there is no
shame in turning back the clock

Sugai is the only one to return with tsu fish
eggs. All other contestants may save face by sim
ply acknowledging that they failed to return with
any eggs, making no mention of bandits. Sugai
invites several Scorpions {o feast that evening on
the rare delicacy,

for eelels This is a time to dream the
dreams of heroes. For those that failed thisisa
time of contemplation, to reflect on what this
bend of life’s river has taught. And for some, it
is a time for the !

Matsu Shorisuro has likely failed to receive
her Gempukku. She, along with any other Matsy
family members who failed are required to com
mit seppuku. This is a venerable ceremony, wit
nessed by most attendees. The players may need
to be reminded (especially if one of them i
involved) that they are remov the stain of dis
honor they brought upon their family by failing
the task that was set before them. The ceremony
and preparation in the temple beforehand allows
them to heal their wounded kharma and keep
themselves from returning in their next life at ¢
lower station.

To reflect their state of kharma, allow any PC
who commits seppuku to create another character
comparable to the one lost. Then allow the play
er to receive character points at the adventurey
end equal to what histher previous PC would
have received

DNay Three

The players should already be excited abod
this contest. The stakes here are more tangible
than those of winning adulthood are. This is a sin-
gle-elimination contest only the winnen
advance. Here the PCs face the best and eadh
other.

THE Topaz CHAMPIONSHIP
As the hour of Hantei approaches. the
shugenja have finished their blessing of the
courtyard grounds. Their prayer drums echo




from the temple across the river. The golden
barge of the Emperor lies at anchor in the
river’s center, many on its deck straining to
gain @ glimpse of the coming contest. The
Asahina shugenja have cleared away the
clouds to ensure Amaterasu’s blessing. Those
who have attained adulthood enter the circle
of spectators and encircle the ground where,
some say, Hantei dueled with his brothers
and sisiers, The shugenja have smoothed a
five-foot circle of earth at the center. Opposite
you, the Emperor sits upon a small throne
while Lady Kachiko waits nearby with the
bowl full of chops that are used to decide the
pairs.

Again, the competition uses practice weapons
(real but blunted; roll the usual number of dice
for damage, but keep only one). Contestants are
given no time between rounds in which to medi
tate or regain spent Void Whoever wins the
championship is greeted with a triple “banzai™
cheer.

FEALTY CEREMONY

The day has been spent in celebration of
each adulthood gained The last to be cele-
brated is that of the Topaz Champion. As with
each samurai before, the Topaz Champion
approaches the altar where stand his clan’s
daimyo and a shugenja. The clan daimyo
tums to the samurai and holds out a small
bawi covered by a cloth emblazoned the
samurai’s mon, an top of which rests the
samurai’s own wakizashi, blessed by the
attending shugenja. The samurai lifts the
blade in the cloth and cavefully wraps the
biade just below the pommel With a small
motion the samurais palm is cut and the
clan daimye catches drops in the bowl.

Using the blood, the shugenja prepares a
scroll pledging the samurai’s loyalty and obe-
dience to his clan and family. The scroil is
read alond by the samurai before being
burned by the shugenja, its ashes dissolved
into a tea and given to the clan dainyo.
Kneeling before the daimyo, the samurai
takes the cup and drinks the mixture. Upon
rising the clan daimyo loudly proclaims the
name of the newest member of his clan.

As the ceremony comes to its end you
gather together with your friends to reflect
upon your successes. Your attention turns to

Civemony-o¢- the Samtval

a bent old man wearing a brilliant blue scarf.
Megumi smiles upon each of you and in a
voice louder than you could believe could
come of his aged frame he proclaims to every
one, “Bear witness, for these are among the
chosen.” And where the old man stood a blue-
collared crane leaps into the sky, heading for
the sun.
Lplogue

The mystery of Megumi lingers with you.
His strange proclamation and exit have
heightened your renoon amongst the power
ful of Rokugan and you expect offers for your
service to be forthcoming but something
bothers you. Megumi spoken of you being
‘amongst the chosen’ - chosen for what?

The PCs have drawn the attention of many in
power. Each may seek to use them in their own
way in the coming conflicts:

= The Emperor could give the Topaz Champion
a magisterial position.

= Bayushi Sugai is still alive and now that the
competition is over he is more vulnerable... and
more deadly.

= Each PCs clan has taken notice of the new
adult. Thelr risk at choosing the Topaz Challenge
for their rite of passage to adulthood raises their
prestige within the clan, Missions that otherwise
would pass them by are now offered to them

= They are sure to have the attention of their
daimyo upon their return,

Avards

‘The winner is declared the Topaz Champion,
and holds the title for one season. The winner
also receives 4 Koku, an exceptional katana (DR
4k3), 10 Honor Points, and 8 experience points

Second place: Fine Katana (DR 4k2), 3 Koku,
10 Honor Points, & experience points

Others: 1 Koku, 4 experience points.

NICs
VIPs

The Emperor: An aging man who is revered
by the people as the cherished son of the sun god-

dess. Hantei is just, fair and firmly in control of
his empire - with the aid of Bayushi Shoju

Stor. THIEF!
Challenge: One of

the PCs mysteriously
finds him/h@rself in
possession of a
tnigue item from the
Unicorn's Merchant
House of the Exotie.
The item could be
one of the'tlass bailk
a book, or a shoc

Fogus; Someone
(Su;
the item & embarrass.
the PCs later by

thicves. The bastard
awaits them acposs
the street with the
town's peasant sherifi.

; What the
item is and when,
came is of little
import. What the PCs
plan to do with it is.
Do they, return it
straightaway, fact-
lessly pointing out to
the merchant he did
no ¢ he'had
been robbed, or do
they attempl to

Iy return it?

frame-up is.




Bayushi Shoju: An intimidating man. He is
daimyo of the Scorpion Clan, and as such he is
the cars and eves of the Emperor. There is little
that goes on within the Empire that Shoju does
not know. He has the complete trust of the
Emperor

Bayushi Kachiko: The Lady Kachiko adores
her husband and is widely regarded in the empire
for her wit and cunning. She is a favorite of the
Emperor. who dotes upon her every whim. The
Emperor has proclaimed these games 1o be in her
honor tor the devotion she has shown to him and
his sun after the death

Kakita  Asami
Kakita Yuri (the €

sent awards

{ the Empress.

beautiful daughter of

ne Clan Negotiator) is to pre
= winners at the end of the cer
1y

ita Toshimoko: The master sensei of the

went as Emerald Champion
to - reluctantly - delegate
ibilities (he isn't a man whe

1 up any degree of pawer)
Doiji Hoturi: Son of the Crane Daimyo, Hotur
und h If at least nominally in command
e Crane Clan. He is young, handsome

diamper on s
Akodo Toturt

i in
s war with the D
T war by
e hong re
Ichiro Akitomo: Dot
I the |
Ioe of Gar

TOurRNAMENT CONTESTANTS
1l ! ants, nat counting
festants needs 1o b
\sohinn Tadumo if

BavusHi SuGal, Scorrion BusHi

blood outside of the contest is forhidden. Sugal
has chosen the Kakita Festival for his Ge
Ceremony at the bequest of Shoj
method is to cheat as often as possible w
getting caught
EARTH 1
Fire 2

Agility 3
WaTER 2
AR 3

su 1, Archery
Coneeal 2
The Way of the Scorpion: St
keeps hoth

for initiative anc

Don Kuwanan, CrRANE BusHi

defeat Kuwa
EARTH 2
Fire 3
WaTER 2
AR 2

VO‘I]‘J. 1 N

Way ol the Crane

Matsu SHORISURO. LION SHUGENIA
EARTH 2
Fire 3

Water 2
AR 2

Voip |

Isaws ORrRUKO. PHOENIX SHUGENIA




EartH |
FIRE 2
WaTER 2
A 3

Awareness 4

a0 2
‘oid Points as she

MirumoTO URIKO, DRAGON BusHi
She has traveled far to show the strength of
the Dragon Clan.
EarTH 2
Fire 2
Agility 3
WATER 2
AR 2
Yoip 2
Sumai 1, Kenjutsu 1, Archery 1, Meditation 1,
1
ho Techmique: While wielding Katana
ashi, appanents’ TNs to hit Uriko are 5

Hipa Funzaka, CrRaB BusH
A typical Crab, He strong

rength and the value of sake

Strength 4
Yoip |
Sumai 1, Kenjuisu ibo 2, Archery 1

Way of the Crab ka adds his Earth
Rank to his To-Hit rolls

Kyujutsu 1, Horsemanship 3, History 1

‘bemony ng the. Santival .

of the Unicorn: Shiko adds her
Horsemanship to any Skill when making a roll
AsaHiNe Tapamo. CRANE
SHUGENJA
He wishes to
ambitious to win.

good showing, but isn't
n be a good ally for the

Awareness 3
Voip 2

Yari 1, History 1, Shi

i Raise on Air spells.
Tokvu, UNALIGNED BusHi

oung man is looking to impress a Clan

enough to be offered fealty.
EarTH 2
Fire 2
WaTer 2
AR 2
Yoip 2

Kenjutsu 1, Shintao 1, Poetry 1, laijutsu 1

219
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Here's a record sheet to help you keep track of contest totals. Blank spaces are provided for you o

enter the names of the PCs.

Day Ene

Sumal | HERALDRY | ATHLETICS

HorsemansHip | ETIOUETTE | ToTALS

Doji Kuwanan

Matsu Shorisura

Isawa Oruko

Hida Fujizaka

Mirumoto Uriko

Otaku Shiko

Bayushi Sugai

Toku

Day Thwo

| WEaroN

POETRY

CourTiEr | GO | ARcHERY | HWTing | Tomis

Isawa Oruko

Hida Fujizaka

Mirumoto Urika

Otaku Shiko
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This chart is intended to aid GMs who don't yet have a feel for assigning Target Numbers, “OK. an
average difficully r aht to have a TN of 15 - but how often will the character succeed "

use this chart, find the number of dice corresponding to the character's Trait in the first column
then the number of dice corresponding to his skill in the second column. Read across on that line

percentages indicale how often the character will succeed at various Target Numbers

¢ Shugenga Lare Skill of 1. I kis GM
V4'o chamce of succeedi bt at a TN of 15
TN of 20 he'll s ed anly 20% of the tin
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Key 1O Mars

Solid

Stone Wall

In fortified village,
dirt gully;

in castle, packed
dirt & timbers

R

8 Trees

Wood Flooring

Wood Awnings

Roofing
(peak of roof
in center)

Elevated area
(Tea House)

Ve Hz

== Solid Interior Wall
=== Sliding Shoji Screen
—+#— Enlrance

faizuil Stairs (arrow

down slope)
Sracaas Wooden fence

@@@ Stone water basins

Podium w/statues
of Fortunes

& @ & Rock garden

=3 Window

Table
E=—3 Storage cabinet

~
-

K& carp pond
&

Large stones

-
Swinging panels

|

Hearth/fire pit

&

Stone lantern

===

House entrance step

Grass yard

3 B

Counter Door

===

Fortified stone wall

o

Iron cooking pot

T |

Tatami mats
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FORTIFIED VILLAGE

Key

A. North Gate

B. East Gate

C. South Gate

D. West Gate

1. Hetman's House

2. Public
Announcement
Board

3. Village Well
4. Public Toilet

5. Merchant House &
General Store

6. Farmer’s House
7. Inn & Public Bath

8. Tea House &
Geisha House

ForTiFieD CiTY

9. Healer's House

10. Herdsman's House
11-12. Farmer’s House
13. Tradesman’s
House

14. Scribe’s House
15. Farmer’s House
16. Village Elder's
House

17-18. Craftsman’s
House & Workshop
19. Merchant’s House
& Store

20. Farmer's House
21. Merchant’s House
& Store

Key

1. Magistrate’s Castle
2. Hetman’s Mansion
3. Civil Hall

4. Garrisons &
Stables

5. Gatehouses
6. Gardens or
Courtyards

7. Public Toilets
8. Temple to
Fortunes

9. Shrine of Sun
Goddess

10. Trading Houses
11. Public Bath
House

12. Inns

13. Geisha House
14. Tea Houses

15. Noodle Huts
16. Merchants

17 Calligraphers
18. Craftspeople
19. Private Houses
20. Treasury

21. City Siege Supply
Houses

22. Public Laundry
23. Dye House

24. Paper Maker
25. Sake Brewery
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The snow was high and the sky was dark as
Uki approached the forest with an axe in his
hands. He stepped up to a tall tree, stopped and
bowed low, putting his face into the snow at the
Joot of the tree. Then he stood and readied his
axe.

“Thank you, treesama,” he said as he posi-
tioned the axe against the base of the tree.
“Thank you for yaur waod. It will keep my fami-
Iy zwarm tonight on our fire. My wife thanks you,
my children thank you. Be well and remember us

as we will remember you" Uki paused only a
moment move, then ke began his work.

Every mountain in Rokugan has a name
Every stream, every river, every tree. All things
have a soul sleeping deep within them, and 10

treat a mountain or river disrespectfully brings
that spirit's wrath down tipon your head and the
heads of your family. For this reason, great rever-
ence is paid to the geography of Rokugan.

I KaNAsHIMI NO KOMICHI
4SorrOW'S 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.

2 Yakerv yoni Atsui (BURNING
Sanps)

The Unicorn tell of a people who live in the
prassy steppes just beyond the mountains, and
beyond them lies a vast desert they call the
“burning lands”

3 Kyopar NA KABE 5aNO KiTA

(GREAT WALL OF THE NORTH)
These mountains isolate Rokugan from the

stz

north. The Unicorn have said there are steppes
and a vast desert to the north where barbarians
ride on great steeds, killing and pillaging withoul
mercy.
4 HEIGEN KORi (ICE PLAINY
Surrounded on three sides by mountains
Heigen Kori is always a plain of snow and ice in
the winter and barren waste in the spring and
summer, It is a d e place, devoid of any life
save the sparse that grow only 1o be cov
ered with snow when the winters come.

5 NacasHi Naca TosH (SUNKEN
Naga CiTy)

At the bottom of a great lake in the north
there is said to be a city that re perfectly
preserved. Statues suggest it may have once been
a city of the Naga, but none but those who visit
(with magic, of course) can say for certain.

6 SHirRo OTakv SHOJIO (BATTLE
MAIDEN CASTLE)

The home of the Otaku family has been placed
to allow the 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 the Crane or Scorpion
castles, but it is one of the most well-fortified.

7 Kawa NEmui (SLEEPING RIVER)

The 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
run. The local peasantry insist that if sand from
the bottom of this river is placed in a sake batile,
any who drink from the bottle will fall into &
magical slumber.

8 Mura Nisa Kawa NEmu
(VILLAGE BY THE SLEEPING
RiveRr)

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.

9 TosHi saNO KANEMOCH! KAERU
(City ofF THE RicH FrOG)

It is said that a traveling merchant was pass-
ing by when he encountered another merchanl
catching flies. When the first merchant asked why
the second merchant was catching flies, the see
ond merchant replied that the flies were far more

ST« i
—

<y




valuable than any gold could be. The first
t laughed at such a thought, and before
ond mnnfuul had changed

into human form and,
all of his gald to

his head and

econd merchant (who was
village on the

nd prosperous

[0 Mizu-umi Ryo (DraGON
Lake)

The locals
“Dragon

orthwest
to the
the
ter can be drawn

: worthy,

call the lake in the
because of the i

| 12 TosHi NO AIDA NI Kawa (CiTy
BETWEEN THE RIVERS)
This e

e guards the two river ways that flow
n lands. Only once has an inva
sion force tried to move 15t the Unicorn by
moving up-river. It was such a dismal failure, it
has never been attempted again
13 Ssirol KisHi Mizu~umi
(WHITE SHORE LAKE)
Shiroi Kishi Mizu-umi is called “White Shore
Lake" because of the white sands on its shores,

14 SHirol KisHi Mura (WHITE
SHORE VILLAGE)

Just to the west of

15 Snmal Kisur HEIE!N (WHITE

| SHORE PLaN)

areat battle ere 150 years ago. A

cked the recently returned
jicorns {and a mﬁm

Scorpions thought them to be
and were s ly shown the en ru[
2. Ask a Scorpion about it, and he'll
jint and change the subject

their thin!
concede the

16 HEIGEN Yuki (SNow PLaAINY
This far north in Rokugan, there is a great deal

of snow that drifis down from the mountains into

the plains. “Snow Plain” (as il w led by the

Unicorns) leads away to lands far to the west, d

of which are only knawn to Unicorn scholars.

17 Swiro IDE (GREAT Day
CasTLE)
Less of a fortress and more of a school, the Ide
palace is regarded for its unorthodox ma
The Ide family specializ

I8 Hae MoeTe Kawa (FIReFLY
RIVER)
Firefly Ri
Clan's commerce
Unicorn are the least agrarian of the
is along this river where all of the
focused.
19 SHiro lucH! (GATHERER OF
WiNDs CasTLE)
C led the “Gatherer of Win tle because
that cut across the plains and
i is the home of the luchi
y y @ mountain pas rmy
that wishes to attack Unicorn lands from the
south must try and pass the well-protected Shiro
Tuchi.

20 Mizu-umi Kiku Hanasira
(CHRYSANTHEMUM PETAL LAKE)

Hundreds of chrysanthemum bushes line the

}mm of this lake. Every year, a chrysanthemum

I is held. Those wha attend ¢ a lree
and under its meditating, ealing
nothing and drinking only water. Great favor is
bestowed to the one who sits under the first
falling chrysanthemums,
2l Kawa sano Fui No Dansei wo
Sasu (RIVER OF THE UNEXPECTED
Hero)

It was here one hundred and seventy-three
years ago that the Unicorn battled against an
army of Shadowlands creatures that had moved
north far from their homeland. The c
tried to despoil the Chrysanthemum Petal L

r is important for the Unicorn
th the rest of the Empire. The
ns, but it
farms are

cial factor in the battle. He saved the U
army and the river at which the ba




NUMBERED
Roap Kgy

Genso

2 Way of

Righteous Vengeance
-Michigano Tozenna
Fukushu

3 The Fierce Road
-Domo naDoro

Wichi sano Hikari
Senshi

SRoad of (e First

6 Lucky Road of
the Blue Iris -Yoiun
Doro sano Buru no

Puri ion -Doro no

Judai na Joka Suru

8 Way of the

Blgndy Orchid -

Michi sano/Dashita

Ran

9 Road Once
Hidden -Doro Ichid

Kakusu

10 The Bandit

Road, Tozoku Doro

11 Way of

Perpetual Shade -

has been given his name.

12 Naca Doro HEIGEN (NaGa
RoAD PLaAINY

Remnants of Naga civilization can be found on
this plain. Abandoned and crumbling buildings
dot the landscape. Shugenja are often found here,
looking for clues as to the fate of the Naga.

13 SHINOMEN Mori (HiDDEN
FOREST)

The Shinomen Forest is the most expansive
and mysterious forest in Rokugan. A story tells
that it is enchanted and 1 manner of giant
creatures (including the dreaded kumo) can be
found here. The outer edges have been explored
but there are hundreds of miles that no man has
ever seen,

24 REHAIDO SHINSE! (SHINSE!
(cROW) SHRINE)

The one animal most associated with Shinsei
is the crow. When he and his Seven Thunders
needed a scout, the crow - then a bird with a

white chest and beautiful colorful wings - volun-
teered. By the end of the journey, the crow sur-
vived, but he was blackened by the powerful

forces that passed between Shinseis Thunders
and Fu Leng. It is now regarded as a bird of
omen, a watchful and helpful animal that warns
when troubles are ahead.

Only those who have a pure heart and irue
devotion can find the Shinsei shrine, but it is said
that those who do learn the deepest secrets of his
teachings from the Kenku (see p. 188)

25 SHINDEN Osano~Wo (TEmPLE
oF Osano-Wo)

The Fortune of Fire and Thunder is Osano-Wo,
and his greatest temple is here. The monks who
keep the temple are known for their rituals of
scarring and secret magic. Constant thunder
storms cause the terrain to be green and plush,
but also rocky and difficult fo traverse. Moss
grows over the rocks, and the area is humid, even
in the driest seasons

26 SHIRO NO SosHI (CASTLE OF
ORGANIZATION)

The castle of the Soshi family overlooks the
lands of the Lion. It is here the shugenja family of
the Scorpion practice their dark rituals of decep
tion. Those who do not know the secret path to
the castle can wander the treacherous, twisting

mountain passes for days without finding Shiro
no Soshi.

27 HeEiGEN NO Kaminari (PLaIN
oF THUNDER)

The plain of thunder is dedicated to the
Fortune of Fire and Thunder, Osano-Wo. It is here
the Test of the Emerald Champion is held in
honor of the Fortune who is the patron of all
samurai.

28 SEIKITSU SANO YAMA NO O1
(SPINE OF THE WORLD
MOUNTAINS )

This is the mountain range that splits
Rokugan in two. The Seikitsu mountains contafn
the tallest peaks in Rokugan (including the leg
endary Mountain of the Seven Thunders), and the
few trails through it are narrow and fraught with
peril. The only pass large enough to move an
army through is Beiden Pass, and many of
Rokugan's greatest baitles have been fought to
determine who controls it

29 Kawa saNO SAIGO NO Kamae
(RIvVER OF THE LasT STAND)

For generations, the Crab Clan had lost ground
against the steady 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 torrent to keep the
Shadowlands at bay while Banuken and an army
of Crab engineers raised the Great Kaiu Wall
When Ihu shugenja’s will broke, Banuken's wall

dy. At the beginning of the bat
tle, he swore he would not take a single step back,
and since that day, the Shadowlands have been
contained to the south of the River of the Last
Stand,
30 Haka NO lucHiBan (Toms oF
lucwisan) (ORDER OF THE BLoop
SPEAKERS)

Five hundred years ago, luchiban and his [§
Order of Blood Speakers were put down by the
Seven Clans. luchiban’s body was placed in 4
tomb and his Blood Speakers put to death. Not all
the Blood Speakers were captured, however, and
so those who entombed luchiban sel traps all
through his tomb to keep his servants from
restoring the evil sorcerer o life.




3l Swrro Kaotsuki No HiGasH!

is with the Crab are con-

here. ab navigate through

Shinomen from here with the assistance of the
s of the forest.

river. The river is wide, mov-
allowing for ships to

33 Yama saNO KaMINARI
(MOUNTAIN OF THE SEVEN
THUNDERS)

The tallest mountain in Rokugan is named
after the Seven Thunders who went with Shinsei
1o face the dark lord Fu Leng. There is a shrine at
the highest peak dedicated to their memory, kept
by the Brotherhood of Shinsei
34 Kawa MirTsu Kisi (THREE
Sipes RIVER)

Perhaps the ma
Rokugan is the Three
heart of trade and commerce for thres
Scorpion, the Lion and the Crane)
the Empire.

35 Kaxusv Keikai TORID=E
(HiDDEN WarcH KEEP)

High in the mountains, the Hidden Watch
Keep overlooks Beiden Pass, The shugenja high in
the tower send signals to the Scorpion Clan,
informing the Bayushi family of all traffic
through the 4
36 YoGo SHIRO (CasTLE OF
LEARNING )

The great shugenja school of the Scorpion
Clan is isolated from the rest of the Empire. It is
located in the foothi of the World
Moun!
guards
37 Ryoxo Owari TosHi
(Journey's Enp CrTy)

If you are looking for gambling dens, gei

opium parlors or any other illicif
Wt i the ol
tivity occurs behind the

River. It provides the
ans (the
the heart of

face, and great deal of legal trade goes on here as
well. But behind the closed doors and open faces
lurk indulgences of all v 5.

38 SHiRO NO SHOSURO (CasTLE
OF PRETENDING)

The Shosuro family of the Scorpion Clan are
famous for their herba ills and alchemical
experiments. Far beneath the entertainment halls,
the Shosuro distill their brews both fair and foul.

39 Kyupen BavusHi (SCORPION
CLan Pacace)

Located on the River of Gold and three roads,
the Bayushi family castle is located just south of
Beiden Pass, the cross-roads of the The
palace is one of the three most extravagant f
ly palaces in the Empire (the other two being the
Daji palace and the Mantis Clan palace). It is also
guarded by one of the largest standing armies in
Rokugan. But Bayushi palace is guarded by more
than men: it is guarded by the secrets of the
Scorpion Clan,

All travel along the three roads and the

den River are patrolled and taxed by the
Scorpion Clan, which brings h revenue into
the coffers of the Bayushi family. The land just
south of Beiden Pass is also owned by the
Scorpion, but the actual pass itself is owned by
the Emperor. Samurai stand at the ready to noti-
fy the Clan of any heavy military force that moves
through the pass, and tax collectors stand ready
for any merchant caravans thal happen 1o come
through.

40 Kawa sano Oxami Jikan
(River oF THE Hour OF THE
WoLr)

Named for a battle in which ten thousand
samurai died wi one hour - the hour of the
woll. The battle took place at Beiden Pass
between the Scorpion and the Lion. The blood of
the samurai ran down into the river and made it
the bloody crimson of the sunset.

41 Axa Mizu-umi (RED LAKE)
The lake that the River of the Hour of the Wolf
feeds into is known as the Red Lake. After the
battle 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 anniver:
o dhe Batil i dhe wlod dour of ke wolf ke

NUMBERED
Roap Kex
(ConTINVED)
12 Road of
Descending Evil -
Daro no Orira Warai
13 Road of False
Deceit -Doro no Uso
no lisuwari
14 Maiden of
Glass Road -Shojo

15 Road of the
Goll Coast -Doro.
sano Kin Kaigan

16 Road of Briel
Pleasure -Daro no
Mijikai Kairaku

17 Mountain
Goblin's Rest Road -
Tengu Yasumi Doro

18 Road of the
Shattered Vow -Doro
sano Waru Chikai

19 Fresh Soul's
Road -Shinsen na
Hito Dore

20 March of Pain
-Demao Koshin no
Hami

21 Way of Lengthy
Commerce -Michi no
Nagai Shogyo

22 Fragtant Silk
Road -Kaoritaks
Kinu Doro

v



B NUMBERED
Roap Kgy
(CoNTINVED)
23 Way of the
Faint o of Glory
Michi sano. Kasuba
na Eiko
24 Horses of the
Plum Blossom Road
Uma sano Umebachi
Dora

26 Lotus and
Balloon Flower
Road-Hasu oyobi

i Kikyo Doro

27 Beiden Pass
Road -Beiden Roka
Doro

28 Path of Woe -
Komichi no
Kanashimi

29 Treacherous
Pass Road -Kiken na
Roka Doro

turn red and blood washes up on its

42 Krunsu ASHINAGABACHI (WasP
CLaN PaLace)

The samurai of the Wasp Clan are the finest
archers in Rokugan. The defej of the castle are
based on this. The road to the castle cuts through

step mountain pass, allowing Wasp samurai to
cut down any advancing armies with impunity.

43 KyuDEN Suzume (SparrOW
CLAN PALACE)

The Sparrow Clan is one of the oldest of the
minor Clans, formed several hundred y ago
when a number of Crane Clan members inter-

alling for a renun

s Crane brethren
and declared themselves the Sparrow C
ing a more humble bird as their inspiration. The
Sparrow Clan “palace” is
tional, providing a f
Sparrows and their hei
war.

44 Kyupen KiTsune (Fox CLan
PaLace)

When Lady Shinjo left Rokugan, some of her
Clan remained behind. Some of these remnants
became the Fox Clan. While they do not have the
same aff
their skills in hunting, he
ship are unparalleled in Rokugan,

45 Mizu-umi NO Fuko (LAKE OF
SorrOws)

Stories say that this lake is haunted by the
souls who died at Beiden Pass and were not prop-
erly buried. Small shrines dot the shore line in
homage to those who fell whose names are not
remembered.

46 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 little shrine for at least two hundred
years now, and when
get a knowing smile from the monk and
from the river.

p
in can defend in time of

47 Kyupen Dos (CrRang CLan
PaLace)

Only Otosan Uchi itself is mare luxurious than
the home of the Doji Built on the gentle
shore of the Sea of the pddess, the grounds
abound with rock gardens, dozens of shrines and
vast flocks of cranes. Diplomats and nobility from
all across Rokugan come to politic, but also to
experience the splendor of the magnificent sur
roundings.

48 Umi AmaTERASU (SEA OF THE
SmI GoDDEss)

where the Sun Goddess rises every
morning is usually quiet and calm. Buoys line 1}1:
coast to help \.uluh guide lhl‘lr\mp\
to harbor and to keep them from
oul o sea.

49 Yuruxu Na HEIGEN TosHi
(Prosperous Prains Ciry)
The grea
na Heigen is teeming with merchan
Clans. It is the only open air
; otected by the Daidoji from
doji from the south. Even the Yasuki -
f the Crane - come here to har
the merchants of the Crane
50 SHiRO DAIDOJI (SON OF THE
CRANE CASTLE)
While they are
Kakita, the Daid

, relying on
d diplomats,
Iy less influential

the strength of their
making the smaller [
than their cousins
51 KOsATEN SHIRO (CROSSROADS
CasTLE)

The D: first line of defense against 1
Lion invasion is Kosaten Shiro. It is well fortified,
but not as nearly as strong as they would Iike
Crane political maneuverability and the gruff
honor of the Lion Clan are often enough to keep
the northwest bo e from invasion.

52 SHIRO saNO Kakita (THE
DUELING SCHOOL OF THE CRANE

ateworthy for two rea
and their unparalieled

Ty, Book-op- W



diplematic skills. Their palace is very close to the
borders to Otosan about two miles from
§ Shiro no Yojin, held by the Matsus (#64)

53 Wan sano Kin Taivo (Bar oF
THE GOLDEN SUN)

The port harbor of the Imperial City and cen-
ter of naval commerce is the Bay of the Golden
Sun, Fishing boats and pleasure craft intermingle
in the deep, calm waters as peasant and nobility

ke in the beauty around them.

uard patro
smugglers

ow shin: ?111' Imp:-nal
boats through the bay to discou
and other riff-rafl

54 OtosaN UcHi (ROKUGAN
CapimaL)
Otosan Uchi is the capital of Rokugan, and the
ament to the power of the Hantei. The
walls guarding the city are so wide that horses
can ride along the ramparts. The guards are cho-
sen from R e

n Clum :und
many of the minor one: e in the Emperor’s
ering and seeking the favor
Policy for (i tire Empire
without an invita-
tion may not pass through the g

When the city and palace were built, Crab
and Phoenix shugenja worked together
| to make the palace impossible to infiltrate. Some
shugenja say that the walls are enchanted with a
powerful spell that renders its streets and pas-
sageways an impenetrable maze; only those with

| Hantei blood may find their way around.

55 Hanto NO YoakE (PEMINSULA
OF Dawn)

56 Hanto no NicHiBOTSU
(PENINSULA OF SUNSET)

At the tip of each of these peninsul
house, guiding ships into the bay, wi
them to the home of the Emperor and watching
for pirates and smugglers).

57 HeiGen no Havai MonDai

(PLaN OF FasT TROUBLES)
s Uchi are

known as the “Plain

its reputation. It is il

ography

through this area. Those who do soon find the
whole of the Empire moving against them.
58 HeiGEN sano Dot (PLAIN OF
THE CRANE)

The plush lands of the Doji family are dotted
with rice farms and merchant caravans.
59 Mura Kita CHusHIN (NORTH
Hus ViLLaGE)

60 Mura Minami CHUSHIN
(SoutH Hus ViLLAGE)

61 Mura Nistn CHusHIN (WEST
Hus VILLAGE)

62 Mura HiGasHi CHusHIN (EasT
Hus ViLLAGE)

Each of the “hub” villages are filled with inns,
tea houses and shops to feed, supply and equip
those who have come fo vis 4
are the “little capitals™ of the Empire, where tho:

who have no invitation can meet and

magistrates hr(m-. in the collected taxes, they are
counted in the hub villages.

63 Swiro Axopo (LovaLty
CASTLE)

Keen observers will notice that Akodo castle is
nol what it once was. The daring and glorious
acts of the Matsu family have begun to eclipse the
history of the Akodo family. Akedo Toturi, the

ors general and military advisor, com
n armies from here.

64 Sriro N0 Yonw (CasTLE OF
VIGILANCE)

Fifty years ago, this castle belonged to the
Crane Clan, but now it belongs ta the Matsu fam-
ily. The Crane abandoned the castle when they
saw an advancing Lion army, marching to avenge
a slight made by a Crane diplomat. Today, no one
is certain what the comment was, but the Matsu
family remains in Shiro no Yojin, breathing down
the Kakita family’s neck.

65 HEIGEN NO OTaku (PLAINS OF
BarTLE)

This is the heart of Lion country, guarded
intensely by Lion samurai. However, the Lion
have no protection from the Emerald Champion's

Hitomr's TaLE

The tale of the

first Hitomi is one of
ithe most famous in

Rokugan. ¥
follow her

tures in the sidebars
near the following

enlries.
#57
#i2
#95
#106

S—
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Hitomi's TaLe
= THE PLAIN
OF Fast
TROUBLES
(#57)

It was on the

Plain o Fast

Troubles that Matsu
Hitomi was forced by
| love to break her
| vows und begin the
long, painful path to

her ruin (and her
immortalization in
tragic drama for the
{ next thousand years).
She took the life of
her leader (a disrep-
utable of the

attack on her lover's
palace. The :im'l

itsell is lege ;
with Hitomi ring
the Dragon's tent at
night, casting aside
her clothing, and bat-

Wweapons or g
was the only

ing him time to alert
everyane. Once the
Dragon was dead,
she and her loyal fol-
lowers slipped out of
the camp before
dawn.

taxes. For five hundred years a Crane has worn
the Emerald Armor and has taken full advantage
of his ability to tax the Lions. Through taxation,
the Crane have profited from Lion labor.

66 Roka BeiDEN (BEIDEN Pass)

Beiden Pass is often referred to as the cross-
roads 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. There have been hundreds of battles
fought over the right to administer the pass, giv-
ing the lake just south of the pass its reputation
for being haunted.

67 SHIRO MaTsu (LasT BREATH
CASTLE)

This is the ancestral Matsu home, where the
first Matsu met with the first Akodo. The largest
contingent of Lion samurai are here, making
ain the supply lines are not cut by Scorpions or

s. The armies are made up of all the
Akodos, Matsus and Tkomas ali

68 KyupDEN Ikoma (SACRED
WarcH PaLace)

The traditional Ikoma homeland is located at
1ha base of the Mountain of Thunders, where the
u mountains divide the Empire in two. The
[kuma have long been the peacemakers between
the militant Matsu and the shrewd Akodo, ensur-
ing that neither family becomes too dominant
The fortress serves as an informal meeting place
for the leaders of the clan to discus rnal
outpost of Rokugan civ-

(although the Dragon has not expanded its bor-
ders since the founding of the Empire).

69 Kensow Gaxka (Humiimy's
Lesson)

Just as the Scorpion watch the Lion, so do the
Lion watch the Scorpion. Shiro no Meiyo - the
“astle of Honor - stands as a reminder to the

uthward neighbors. Six hundred years
ago the Scorpion tried to take Tkoma Castle, but
their effort was not successful Responding to
ﬁcnrpmn aggression, the Matsu attacked the
1t castle, previously c
" When the Matsu ov
every man, woman and child
imed it for the Lion Clan, renaming

70 OsoresHing BoekisHo Kawa
(DROWNED MERCHANT RIVER)
Three hundred ago, a prominent mer-
chant was attacked by bandits near thi
They tortured him and his family, e
drowning them in the river. | p
ghosts wander the bank, lool
to the bandits who drowned them.

71 Kyuvpen Tonso (DRAGONFLY
CLAN PaLace)

‘The Dragonfly Clan was born fro
contract between a samurai from the Phoenix
Clan and a shugenja from the Dragon
Dragonfly Clan’s castle is not
protected by enchanted wall
the Dragonfly: the Dragon and the Phoenix

The Dragonily Clan
go ns for the Dragon and 1
Empire. If you wish audience with the Dragon,
you must first seek audience with the Dragonfly,
72 Kyopai NA JosHO Surv (THE
Grear CLms)

These are the foothills that lead to the moun
tain palaces of the Dragon Clan. They are ti
twisting and confusing and easy to
eventually reaching imposs height:
single pass that climbs the mountai
guarded by the Mirumoto family.

73 SHIRO sanO KEN Havar

(CASTLE OF THE SWIFT SWORD)
This is the school of the Akod ily

ing its samurai both the pen and sword aspecs of

bushido. This is where the great and noble histe

ry of the Lion Clan is kept This is also the ances

tral home of the Kitsu fam
rve as the histori

Tkoma Kaoku

lan, but cur:
ll|< Clan’s histori-

74 Mura sano Eivu N Sury
(VILLAGE OF THE REINSTATED
Hero)
Tkoma Teidei was a young, handsome and
promising samurai... before his daimyo was
led by an a in. Teidei became a ronin and
seven years seeking out his daimyo’s killer
cornered the assassin in this village. A

5
He finally
shrine stands today where the ronin killed the
assassin and then committed seppuku to join his
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master.

75 Tosw NO MEvo Gisel (CiTy
oF HONOR’S SACRIFICE)

A young samural maiden - whose name has
been forgotten (erased from the Lion histories) -
made the ultimate sacrifice in the home of the
headman of this village. She kept a secret lover
here, and when her daimyo discovered her secret,
she vowed to commit seppuku to show her loyal-
ty to her lord. The daimyo agreed, but at the cer-

ve her a wooden sword to perform
ict. The samurai-ko look the wooden sword
and performed the ceremony, despite the insult. A
shrine dedicated to her memory still stands in
this village.
76 HINANBASHO SANO MITTSU
Suimal (REFUGE OF THE THREE
SISTERS)
High in the mountains above the Dragon
s, Rokugan's rine to the Moon God
sits on at the end of a cherous path called
“The Climb of the Moon” Those who are diligent
and d the hidden path will find the shrine
occupied by three sisters who have tended the
shrine for as long as mortal mem

Ting any question put

gends say that any question put to

them is answered truthfully, but ruin befalls any
who ask.

77 Kyupen TocasH (HicH
House oF LiGHT)

The final fortress along the Dragon Wi
fortress of the Togashi. The Togashi are nol so

much a family as an order of samurai who have

devoted themselves to a strange religion/philoso-
phy. The “tattooed men” of the Togashi sect are
popular figures in Rokugan's literature. The ise
Zumi ra venture outside their monastic cas-
but when they do, their bizan ons reflect
their unexplainable attunement to the Five

i
Yokuni, head of the ise zumi order and the
daimyo of the Dragon Clan. The road that leads
to this castle is a sharp-angled steep climb. An
armored man trying to make the climb would
certainly fall.

Geography

78 Swiro Kitsuki (LasT STEP
CasTLE)

Called “Last Step” because of the steep climb
that leads away from this castle to the High
House of Light (77), Kitsuki castle is the home of
the most “orthodox™ of Dragon Clan familie:
(almost all diplomats of the Dragon Clan are from
the Kitsuki fami ome say there is a secret
path from the flatlands to Kitsuki castle, but if
there is, it is hidden we

79 SHIRO AGASHA (AGASHA
CasTLE)

The Agasha are the keepers of the Dragon
Clan library and their castle is the home of the
ool. Well fortified deep in the
le is one of the deepest
ugenja from other clans
have spent months in the castle, but when they
e, they find they can recall nothing of their

80 SHiro Mirumoto (Last
Grance CasTLe)
The home of the

wide ravine and the
castle looks down into th Mhose who
wish to visit the castle must climb the steep path
Invaders must avoid arrows, pitch and fire from
above with no way to r The lord of the
castle died shortly after his firstborn son was
killed in a duel by a Crab samurai. 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
brother’s death.

81 TosHi RANBO WO SHIEN SH
REIGISAHO (VIOLENCE BEHIND
CourtLingss CiTy)

This castle, and the land surrounding it, once
belonged to the Lion Clan, but recent events have
brought it under the Crane’s control.

Two years ago, the castle’s lord and master
was ed by ious and skilled Crane
general. While many in the Crane Clan thought

the daimyo had no

acknowledgment of the deed
sions between the Crane and th
the point of military action

on, almost to

Hiromr's TALE
~ CONTINVED

Just when she

thought she had safe-

Hitomi's train was
harassed by Mujing
on this plain, The
ercatures first tricked
her into revealing her
secret, then torment-
ed the column while
others ran off on
their speedy inhu-
man legs to pass (he
word
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Hitomr's TaLe
= Tue GREAT
Cums (#72)

Hotly pursued by
the Dragon

Matsu Hitomi’s
forces were eventual-
i| pinned against this
1. While

ng
the Dragons Waited
for their daimyo, who
wanted to take
Hitomi's head per-
sonally, her followers
started a brush fire.
The Dragon forces

salvage, but it was
ctually a smoke
conceal her

cliffs and hauling up
their weapons and
armor W ith ropes.

grieved 1o be

forced by his own
vow Lo slay someone
so driven by love and
courage

81 Heicen Ryo Kokoro
(DraGON HEART PLAINY

This high plain overlooks the Dragon fortre
es to the Southwest and the Shrine of the Ki-
to the Southeast.

83 Reimaipo sano Ki—riN
(SHRINE OF THE KI-RIN)

A thousand years ago, the samurai who would
become the Unicorn Clan left the Empire follow-
ing a mysterious creature called * For eight
hundred years, this creature was nol seen in
Rokugan until the return of the Unicorn Clan.
This shrine marks the spot where the Unicorn
Clan first saw the Ki-Rin and where the returning
Unicorn were first spotted by Phoenix Clan
scouts.

84 Kropal NA Taivo (THE GREAT
FaLL)

Due to heavy volcanic ity, there are many
rock slides in this area, making it quite danger-
ous. The Dragon Clan use this area to tr:
new samurai (to keep them on their toes).

85 Kin Taivo HeiGen (GOLDEN
SuN PLAINY
The Plains of the Golden Sun have been
ed sacred by the Emperor and no blood has
ever stained this sacred place,

86 RokuGAN YoGasHA HEIGEN
(EMERALD CHAMPION PLAIN)

87 RokuGaN YOGAsHA SHIRO
(EMERALD CHAMPION CASTLE)

For a thousand y the lands just north and
to the west of the Impe: ‘apital have belonged
to the Emerald Champion. No army has
dared threaten its borders, as all daim:
painfully aware that such an action is an invila-
tion for the other Clans lo raise their own armies

on a high hill surrounded by a
wide, nmply plain. Any army marching on the
sight would b in advance of their
arrival, um - the mon of the
Emerald Champion -is proudly displayed at the
front gate stle.
88 Tanima sano Futarsu Taiswo
(VALLEY OF THE Two GENERALS)
It was here that two of the Empires greatest
commanders - Matsu Kijoruko and Daidoji

Wasutsubo - fought the Sev
end, the commanders faced each other on the bat-
tlefield, surrounded by the bl
dreds of hours of constant combat
Kijoruko was the victor, her wounds from the
duel overcame her moments later. The battlefield
remains a holy sight with a shrine dedicated to
both generals located where they fell.
89 Mamorv Kyoter TosHi
(Howorep Treaty CiTy)
S 0, @ greal war wis
d Lion. The war
¢ when both sides
y of the Honored
the peace treaty between the Lion and
held
90 Kiken NA Roka TosHi/Ryu
Bannin TosHi (TREACHEROUS Pass
Ciry/ DracoN's Guarp CiTy)
A slight and narrow pa
gave this city its name. It sits
the sea shore surrounded by hij
famous storyt:
dragon a rice ball at the site of the cit
dragon promised the child that her f.mul‘,' and all

hn]d between the Phoenix

o
ince that time, the descendants n{

th:ll litthe girl have become some of the most
prominent fishermen in Rokugan.

91 KikeN NA RokA (TREACHEROUS
Pass)

A story tells of a merchant who lost his life in
this pass hundreds of years ago, and his ghost still
haunts the mountainsides. Al night, haunting
winds whip through the gorges, m:
as if the mountains them:
and dangerous pa:
route from the Phoenix lands and the
Emerald Champion and the Emperor.

92 Yama no Kuvami (MOUNTAINS
OF REGRET)
This range s called Regret because of the
es lost in the only pass through the
mountains. In the red light of t
on the tips turn reli. makin; ok as
etting of the sun.
oblins in this area lead
some shugenja to sus
ground somewhere
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the Phoenix have yet to find them.

93 Tos# No Omoiposo (CiTy
OF REMEMBRANCE)

See sidebar, p. 230.

94 Kyupen Isawa (PHOENIX CLAN
PALACE)

The castle that houses the lsawa family is
located on the shore Itis surrounded by sand,
making it difficult for my o move agai L.
The walls have beer inted with runes m pro-

n all of Rokugan, containing the
thousand years of Phoenix

95 Nemui KAMINARI YAMA
(SLEEPING THUNDER MOUNTAINY

The volcano just south east of the Shrine of
the Ki-Rin rumbles from time to time, but has yet
to fully erupt.

96 & 97 Remano Uikky (Uikku
SHRINE) & YOGENSHA HEIGEN
(PROPHET PLAIN)

A shrine has been erected here in honor of the
Phoenix shugenja who recorded the Tao of Shinsei.
98 Mori Kace TosHi (FOREST
Snapow CiTy)

from Ihn I)mgon Clan was

ompletely deserted, save for the ghostly
court that walks the castle’s halls.
99 Mori Isawa (PHOENIX
WoobpLanps)
There was a reason the Phoenix seitled in this

area of Rokugan. The wood of the forest
has a particular quality that is particularly benefi-
cial for their shugenja’s scrolls.

100 SHiRO SHisa (SHisa CasTLE)
Located in the far northern reaches of

Rokugan, it is a maze of courtyards, donjons and
lls put together in a seemingly haphazard fash-

ion, with the main donjon rising at its

There are those who say the entire ca

elaborate puzzle. Crab engineers say it is the

result of simple bad planning,

Geayvaphy

101 SHiro Asako (MORNING
GLORY CasTLE)

Also called “Castle of the White Phoenix” It
stands at the top of black rocks and its white
walls are so high that the first rays of sunlight
make it a shining beacon to the rest of the land.
102 SHINSEI NA Sumal MuRa
(Hory Home ViLLAGE)

Once a pilgrimage spot 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 stone from many miles away which
would then be added by the master to a building.
‘The stones fit together perfectly and have lasted
these many hundreds of years.

103 & 104 Aosror Oku SHIRO
(PALE Oak CasTLE) & Aosnrol
Oku HEIGEN (PALE Oax PLaiN)

Disregarding tradition, on his deathbed, the
seventeenth Hantei demanded that he be buried
- not cremated - in an empty field near where the
woman he loved was born. From his grave, a tall
pale oak grew. A castle has been erected about
the oak to protect it. Many believe that bark from
the tree has healing abilities.

105 Nami~akv Hema HEIGEN
(700 SoLpiER PLAIN)

It was here that seven hundred soldiers were
victorious against an army of seven thousand (at
least, that is what the history books say).

106 SHIRO sANO CHUNITSU NA
SHINPU (CASTLE OF THE FAITHFUL
BRIDE)

See nearby side-bar.

107 Doro Owari Mura (RoaD's
EnND ViLLAGE)

An entirely unremarkable and inhospitable
village. Many avoid it.

108 Kanawa Taxi (Iron RinGs
CascaDE)

One thousand years ago, Shinsei stopped at
this waterfall and quenched his thirst at the
walers. Since that day, the waters have been con-
sidered holy and blacksmiths from ac
Rokugan come to this waterfall to use the pure
walers for quenching their steel.

Hitomi's TALE
= THe CASTLE ‘
OF THE
FairvFuL BrIDE |
(#106) [
The Castle of the |
Faithiul Bride was :
built by Matsu |
Hitomi's lover. The !
first stone wais laid on |
the anniversary of her's |}
death, and it was
| after 27
which was her
e whent she died |
The samurai lord |
never murried, and
)

comple

his line ended with
his death. Even his
family name is the
subject of controversy

|
n
AR
1
u
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Hitomr's TaLE

= Tue Q7Y OF

REMEMBRANCE
(#93)

Matsu Hitomi

spent her last full da
of life tn this city. It
is not known what

she said or did, for
after she died, the
civilians would not
divulge the secrets.

In a rage, the Lion

| Ldaimyp ordered fully
three-fourths of the
population 10 be exe-

plagued by the spirits
of the aged and the

know the secreis. In
fact, the city has
prospered with peo
ple moving here hop
ing to be privy to her
last words and

s, but appar-
ently only those
direcily related to the
villagers wha sur-
wvived ever know the
truth.

ac

109 Taxara~Mususi Taki
(TREASURE KNOT WATERFALL)

It was here an Akodo samurai maiden was
courted by a Matsu samurai. The maiden gave
him a knot, telling him that when he could untie
the knot, he would win her love. The Matsu took

e look at the knot and sliced it with his wak-

Th en took the rash act as an insult
and one of the greatest Akodo/Matsu rivalries
began,

110 Masaxart Taki (Broap Axe
WATERFALL)
head of the

trapped in hla one [urm

Il Tsuno saNO SHirROI Onka

(ANTLERS OF THE WHITE $TaG)
‘The two peninsulas that make up the outlet of

the bay on Otosan Uchi are called the Antlers of

the White an animal that has often been

associated the Hantei Dynasty. The first

Hantei was with his brothers and
hunt when they spotted the stag. Th

, and all day it eluded them, 'Un]y when
Hantei rode alone into Lhu mmd.» did he find the

them, but what manner of promise, none can say.

112 Suzv saNO SHINDA (BELLS OF
THE DEAD)

Twelve shugenja died in this field fighting a
blood-drinking oni. ry full moon, a bell is
rung to bring peace to the spirits of the shugenja
who wander the countryside.

113 HeiGEN Yori UE NI WaRUI
(PLAINS ABOVE EviL)

‘This broad se of wilderness remains
untouched after ly a thousand s. Even the
wide-ranging Unicorn haven'

Shadowlands creatures seem to fear the area like
the plague. Many strange ruins jut up from the
plains, built by inhuman hands an incalculable
time ago, Rumors abound about the true nature of
but the most credible attribute them to
the mysterious Naga wha vanished from Rokugan
before the dawn of man. It is cor d extreme-
bad luck to even approach the crumbling build
ings; most Rokugani refuse to go near them.

114 YuGuRE Yama (TWILIGHT
MounTAINS )

Smaller than the mighty Seikitsu mountains,
the Yugune range he southern hall of the
ancestral Crab lands. Tough and rocky, the moun-
tains and littered with elaborate Crab defenses
against the Shadowlands. There are many passes
through the Yugune, but most are either gar
risoned or hooby appcd Wise samurai traveling
the mountains will announce their presence
to the Cral arrive by the Kaiu pass, oné
of the few places travellers can move aboul
unmolested.

The northern half of the large
number of tea plantations, and the bulk of the
Emopire’s tea supply comes from Crab lands.

115 Kaw Kase (CARPENTER
WaLe)
called the Kain Miracle, perhaps the
i n, It stands almost

d imu it is the Empire
nst 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 attad
looked lost until a young Kuni m:
spell upon lh( riv

struction, and more than a few shugenja sao

d every ounce of energy to speed up constre-

y the time the magh

can finally died from the exhaustion, the Crab
were ready, and 1hv wall w

themselves &
menl (o the

surrender it to the
force has been enough to topple it

116 Kaw Roka (CARPENTER Pass)
The Kaiu Pass is the largest passapeway
through th ht Mountains, and the casiest
ans of moving troops through it. Soldiers come
ing to man the Kaiu walls always travel through
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Leng, The road through the
maintained; the Crab understand the need for
open supply routes. Many merchants, pe
ers frequent the road, plying their
o any who pi
ything here must pa) atithe to the Yasuki,
t of the traders along the pass
nily. The Crab tolerate their pres-
on and this reason alone,
117 Kaww SHIRO (CARPENTER
CasTLE)
Kaiu Shiro houses the Kaiu family and is
o the largest smithy in Rokugan. The Kaiu
work al maintaining the great wall
pgrading their defenses and building

e walls of the palace:

huge forge dominates the main court
plains around Kaiu Shiro are covered with bal-
lista and catapults, waiting to be moved to their
positions on the wall.

eath the castle lies a complex series of pas-
sages and catacombs; they run throughout the
Rafu walls, opening in several discreet locations
in the Shadowlands. Crab scouts use the passages
to enter the corrupted realm, reporting any sig-
nificant developments to the dai on the
other side of the wall. The entrances also serve as
boltholes for spies trying to get back to the lands
of the sun.

118 Kamisori SANO YOAKE SHIRO
(Razor oF THE DawN CASTLE)

The w is mdmrﬂl
here, a stout rock of a fortre:
two steep hills. Shadowlands 2 are rarer at
the Razor of the Dawn than elsewhere, and troops
quartered here serve mainly reservis
Samurai from other Clans looking to make
name for themselves are often stationed at the
Razor Dawn; the Crab is loath to permit outsiders
deeper into its defenses.

The rocky terrain and hidden vales surround-
ing the castle make it an ideal location for infil-
trating the owlal es and scouls are
often quarlered here, and meetings with tribes of
Ratlir e place just outsi valls.

119 Haikyo No Hiruma (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 scattering the Hiruma
to the winds. Althopugh the army was eventually
stopped at the Battle of the Cresting Wave, the
Hiruma lands have never been reclaimed. The
shame of that loss haunts the Hiruma to this day,
and their samurai are known to enter battle with
headlong abandon, hoping that death will remove
their dishonor.

‘The castle now serves as a rough marshalling
ground for oni and goblins wishing to
Crab lands to the north. It has no perma
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
house” and young bushi going through their rite
of passage will often 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 its possession a point of pride.
Its walls have been broken in dozens of places,
and little of value is left after three centuri

120 SHiro Kuwi (CASTLE OF THE
NaTioN)
is foriress lies at the hearl of the Crab

s against the Shadowlands. While not
mposing, il is very large - able to

pmmodate an entire army of troops - and
commands an imposing view of the surrounding
mumn'slde The Crab generals plot their strate-
here, while messengers stand ready to relay

r orders down the road which spans the
length of the Carpenter wall. A small army of

bushi is always stationed here, serving an
anchor for the great wall and a deterrent to any
Shadowlands creature wha perceives the

a weak link in the Crab defense.

121 Kyupen Hipa (Cras CLAN
PaLace)
At the mouth of the Last Stand river, lies
n Hida - the ancestral home of the Hida
and the mightiest fortress in Rokugan. The
Crab Clan palace has the largest standing army in
Rokugan. The walls are hewn from pure granite
reaching into the living rock of the land beneath

[SSEN
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it. The gates are constructed of thick steel, requir-
ing ten men to open. The skull of a huge Oni lord
hangs above the ramparts, as a warning to any
who would challenge the castle’s might. A stand
of almost a thousand men is quartered

, ready 1o defend the Crab from any attack.
he castle is also the home of the Hida bushi
here samurai are trained in the harshest
udents train in full armor, and grad-
venture into the Shadowlands and
one of its denizens before they are given
The Great Bear, Hida Kisa d

the Empire with ruthless precisi

122 Kumi ARENO (Kumi WasTES)

Once conquered by the Shadowlands, the Kuni

astes have been retaken by the Crab over cen-
turies of of brutal warfare. It is a flat plain o
cracked mud and blowing dust, where no living
thing will grow. The odd Shadowlands creature
wanders about, looking for lane trav 0 prey
upon. The only humans who live here are the
mysterious shugenja of the Kuni family, who
practice their fell 2 lonely seclusion. They
live alone in ramshackle huts which dot the la

ny of outs

l13-lu 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. Th
ern fork winds its way through the mountai
splitting again before [inally entering the
Shadowlands. Its waters become dark and stag
corrupting magic around it
The twao forks have been named The Black Finger
and The Dark Moon by the few Rokugani who
ha n them. Unwholesome plants grow along
their sides, and
drink from their i Beneath their
frightening monstrosities have
the oni know for ce
dwells within them No being who has
the rivers - man, beast, or oni - has ever emerged
again
The Black Finger is the furthest into the

Shadowlands any Rokugani has ever travelled
d that lies the unknown horrors of Fu

125 Haikyo saNo Kappa (Ruins
OF 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
to ape the style of the origi

del

seen are the squabbling tribal

The o al Kuni magician can be found
tiating with the individual goblins for
ter purposes. In return for free pas-
sage 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, they

would destroy it without a second thought

126 Kano Surv Ana NO Fu LinG
(FESTERING PIT OF Fu LENG)
When Fu leng was cut from his father’s hand
and fell from the heavens, he landed here. The
resulting crater stretched deep into the under-
world, releasing all manner of foul creatures into
the world. The Pit th
Shadowlands, focusing F
hatred into solid form. Evil emanates from it in
palpable and the darkest s
gale arg
stretches all the w:
and that he uses it as a window to spy on the
world o 1. No human has ever scen the
Festering Pit without going mad, but the largest
and most fearsome oni often travel here to wor
aster
127 Oxiwasurery Haka no Fu
Lenc (ForcoTTEN Toms oF Fu
LenG)
After his defeat at the hands of Shinsei, Fu
5 beneath the earth. Soon
thereafter, the Forgotten Tomb appeared, the rep-
resentation of Fu Leng’s power on earth. Al of the
creatures which he gave life to - the goblins, the
ogres, the oni granted physical form - emerged
5 length and
squat structure of
ancient stone, ll is decorated with hideous sym
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bols and terrifying statues depicting the foretold
return of the Dark God. Unlike the Festering Pit,
no creature is found near the tomb; its halls
belong to Fu Leng and Fu Leng alone.

128 SHi0 SENkYO NO Rikv (TipaL
LANDBRIDGE)

The Landbridge is a small strip of turf on the
entrance to Warm Springs Bay. At low ti
nearly a half-mile acre g large group:
men to pass from one other. At hsgh
tide, it is swallowed beneath the waves. Ships
wishing to pass E wait for

regulate the traffic that passes through it. Both
Clans have squabbled over ownership of the
bu[ the rolling waves have the ultimate

over its possession.

129 Niwa SHiTa NO KAGE TosHI
(GARDEN UNDER SHADOW CiTy)
The home of the Daidoji family. At the battle
of the Last Stand, the daimyo watched as Crab
samurai stood valiantly against the raging mass-
of Shadowlands creatures, He took up his
armor and sword and a handful of samurai and
charged across the landbridge into the horde,

knowing that at dusk when the landbridge faded
under the wave: would not be able to retreat.
To this day, the Daidoji family are the only Cranes
the Crab hold wi ind of esteem. The Crabs
call them “tetsu-tsuru” (“iron cranes”)

130 Aiso Wi RyokosHa MuRA
(FriENDLY TRAVELER VILLAGE)
ple, small fishing village just south and
east nf the tidal Landbridge. It is modest and
friendly (as its name suggests) and produces the
best sake in the Empire.
131 JinsHIN Sakana WaN
(EARTHOUAKE FisH Bar)

The bay that separates the Crane and Crab
provinces has a rather amusing history. First off,
it's hot. That is, i rmer than it should be.
This is because of wluimc activity occurring
be L-a[h the w condly, when an earth

cur, the waters become so hot, it

m.m_v 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

vear history, but each time it has happened, 3
been an omen to an event of disastrous poi

Geagraghy ...

132 Yasukr Yasiki (Brack CRANE
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
to serve the Crab Clan,

e is quite modest (they don't want to

genija, it is the closest they wish to get to the
Shadowlands.

133 SHINDEN ASAHINA (TEMPLE OF
THE MORNING SUN)

Shinden Asahina are a small cluster of tem-
ples located just south of the Yasuki estates. The
Asahina shugenja are completely devoted to a
peaceful existence. There are no samurai assigned
to protect the temples, and no army would dare
draw the wrath of the Emperor by attacking these
pacifistic shugenja.

134 Yama vE NO HO NI UmI Mura
(MOUNTAINS ABOVE OCEAN
ViLLaGE)

Located just west of the foothills of Rokugan
southmost mountain range, this small village is
noted for its friendly inns and taverns It is an
ideal travel stop between the central and southern
Crane estates.

135 KaBi UE NO HO NI sA Umi
(WaLL ABOVE THE OCEAN)

The lowest of Rokugan’s mountain regions, it
is settled right between the Crab and Crane bor-
der, which makes it a heavily disputed piece of
territory.

136 Bunva sano AsamiNa (FIELDS
OF THE MORNING SuN)

Samurai and monks are often found meditat-
ing in the peaceful field along the coastline just
south of the Yasuki Palace.

137 Sunpa Mizu Mura (CLEAR
WATER VILLAGE)

This is the most significant port in the south.
It is one of the oldest settlements in Rokugan, and
has kept its old village name, even though it has
become one of the largest trading centers in the
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B~ Michi sano
Shukuluku Suru
Amaterasu (Way'of
the Blessed Goddess)
Michi no Kinu
v of Silk and
Gold)

D - Noroi Kaikyo
(Carsed Strait)

igan no
Kurai Nomu (Coast
of Dark Mist)

Tentacles)

G - Nagare Kyodai

H - Suiro Kyodai

na Ebi (GiantShriimp
Channel)

I - Suiro Roku no
Hansha (Channel of
the Six Bells)

Empire.
138 Hewa na Kaze HEIGEN
(QuiET WinD PLAIN)

Soft winds come from the Shinomen Forest
blow across the Quiet Wind plain, and sometimes,
haunting music can be heard.

139 Nanarsv wi Omakv HEIGEN
(SEvENn Day BarTie PLam)

Three hundred years ago, the ronin wl lled
himself “Usagi" assisted the Emerald Champion
to defeat [uchiban and his Order of Blood
Speakers. was granted a small castle and
the lands that surrounded it The battle with
Tuchiban lasted for seven days, thus the name of
the plain.

140 Mizu~umi NO SAKURA Yuki
(Laxke oF CHERRY BLOSsSOM
Snow)

Cherry blossoms line the lake, and when they
fall in the autum cover the waters, making
the lake vered in smow. Many
monks and ne to this lake dur-
ing the ty Blossom Festival. Each of the

out sit under & tree and meditate until the
blossoms fall from the tree. Tradition s hat he
who sits longest (his blossoms fall last) is the one
vho is most pure.

141 Shiro1 KiN Kawa (WHITE
GoLp Rivir)
The small river that spills into the Lake of
Cherry Blossom Snow is called “white gold”
of the white rocks that line the riverbed
t fall into its waters in

stivals, monks and devout

the fall. During many
samurai can be found on the shores fasting and
meditating.

142 SHukuruky Surv JIMEN
HeiGeEN (BLEsSSED GROUND
PLAINY,

143 MitTsu Oroko RENGO
HEIGEN (THREE MAN ALLIANCE
PLAINY,

144 Taxar Kusa HeiGen (TaLL
GRrass PLAINY,

145 Rowmn Chiki ("Ronin
PLAINS™)

All of these lands are
Alliance (the Wasp,
Clans: see 42, 43, and 44). The Ronin Plains are
the most heavily guarded, for they are bordering
the estates of the Scorpion Clan
146 Mura SasisHn TosHI
(LONELY SHORE TOSHI)

A key city in the Cranes lr.1d< and supply

owned by the 'HmL M.J.n

Spine of the World mountains, with ro
to Yama ue no ho ni Umi (134
une (44). Most lmd{ comes from
bul that i

travellers wish to go from wuth of the \pm of
the World mountains to the north, they must tray.
el many hundr of miles on foot, or they can
commission a ship and arrive in Sumai Kaze in
less than a week

147 Samui Kaze Toswi (CoLp
Winp City)

Named for the cold winds that blow in from
the mountains, Samui K e of the main
trading ports of the of the trading is
done
Spine of the World Mountains forbid any travel
over land with the village, and so most trading
must be done over the waves.

148 MicHi NI MaYoTTA Musume
Irie (LOST DAUGHTER INLET)
This is the famous island where the first
Hanla nost famous telling
lay-

he Book-op Vor



without portraying them as villainous.
149 Suima CHuTO DE (HALFwWAY

nd is devoid of man-made struc-
pt for an abandoned lighthouse that
high on the cliffs. It is said a young woman
threw herself fi ighthouse when she saw
ship crash on the shores, and some

even claim to see her ghost on stormy ni

150 Kyupen ManTIs (ManTis
CLAN PaLACE)

a treasure trove.
and other precious stones
and metals adorn the walls. A sharp contrast from
the simple, plain homes of the
also here that the mi
guard the Mantis isl

I51 SHima NO KOSHINRYO (ISLAND
OF SpPice) & 152 SHima nO Kinv
(l‘sunn OF SiLK)

Objects of gold, sit

153 TosHi NO INazuma (CiTy OF

LIGHTNING)
Al least once a
struck by lightning. The temple

- one of the most extravagant and beautiful tem-

, the tall tow

ples in Rokugan, and the tallest building in the
city - is usually the site.
154 Wan no AsaGurol Mizu (Bay
OF Dark WATER)

Only those who put no stock in super:
cross the Bay of Dark Water. Some clai
horrible ures lies at the bottom o
and th
when they cross bring doom and cus
heads from the creatures below,
155 HEIGEN NO HissHi NO WaRO!
(PLAIN OF DESPERATE EviL)

Here a force of Crane pikemen caught up with
a Shadowlands force. The Crane shugenja sum-
moned sunlight, and the Shadowlands forces

Geoyraphy

attacked in a fren: kill the wizards. The pike-
men stood firm as the horrid creatures charged
relentlessly, impaling themselves up 1o five or six
deep on the long. sharp pikes.

first started this project, [ sed m
last page would be the last mlng I wre
book
And here 1 am. We have only a few hours to

|, here's “The Truth™:
I'm tired and 1 want to go to bed
2 | can do that, I have to mention a
al thank you's that d ed their own
page (and wouldn't fit onto the already crammed
page al the front of the book).
al thanks are in order to these folks for
these reaso
Mom and Dad - Because if you don't thank
your mom and dad in
you go to hell. B Il me role
playing games were a waste of time, | wouldn't be
here writing this “thank
My little brother Jason - Because he was my
first player in my first campaign and he's just a
great g
Julie B. - Because o
book and shell feel gui
in her Afterword

she'll publish a
doesn't thank me

PLAYTESTING
ADvicE
Ed Bolme
Ron Glisss
Mona Hall
Andrew Heck
Tom Hubbard
Ross Isaacs
Raymond Lau
Lisa Lewis

Jennifer Mahi

&

Cheistian Moure

Marcus Pregent |
|

Steve Swarner

Matt Wilson
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CoLoPHON
This book’s bady

typeface from
Adobe's TvpeOnCall
collection. I('s the
same typeface as the

CCG. The header font

is Lafcadio, a n
velous freew

Fonts Pro colleetion,
The display font on

QuarkXPress and
Adobe Photoshop om

! deum.

The AEG crew (you can find them on the
credits page) - Just because.

I'm tired and 'm ready to go home. And when
I get there, I'll cuddle my dog and snuggle the cat,
take my dinner out of the oven and cozy up in
front of the fire with a good book and my beloved
Jennifer.

T'm going to marry her on the day 1997 turns
into 1998,

When it's all said and done, my work in this
book has been for her.

Until we meet again,

- John Wick

Shggested Readiing

THE ESSENTIALS
Miyamoto Musashi. A Book of Five Rings.
Sun Tau. The Art of War.

Stories

McAlpine, Helen & William. Japanese Tales
and Legends.

Mackenzie, Donald
Japan.

Murasaki Shikibu. The Tale of Genji.

Roberts, Moss, Chinese Fairy Tales &
Fantasies.

Russel, Sean. The Initiate Brother and
Gatherer of Clouds.

Sakai, Stan. Usagi Yojimbo,

Tyler, Royall. Japanese Tales.

Yoshikawa, Eiji. Musashi.

PHILOSOPHY
Doubleday, Tony & Scott, David. The Elements
of Zen.
Inazo Nitobe. Bushido. The Soul of Japan.
King, Winston L. Zen & The Way of the Sword.
LaoTzu. Tao Te Ching
Sadler, AL The Code of the Samurai
Suzuki Shosan. Warrior of Zen.

HisTory
Hiroaki Sato. Legends of the Santurai.
Morris, Ivan, The World of the Shining Prince.
Ratti and Westbrook. Secrets of the Samurai,
Sawyer, Ralph D. (trans). The Seven Military
Classics of Ancient China.
Turnbull, Stephen. Samurai Warriors.

A. Myths of China and

We've Made Some
Changes .

Here are the changes mentioned on page 2. If
you have any questions drop us a line! Our
address is listed right there on the same page

SkiLLs

We've clarified the Bugei Skills. Now, you can
actually use the Naginata Skill, and Survival has
been replaced by Hunting The Hand-to-Hand
and Wrestling Skills have also been cleaned up

CLANS AND SCHOOLS

A quick peek at the color Clan sheets will
show you that we've clarified a few things there
as well. The Techniques needed to be cleaned up
as well as the starting and Spells
Specifically, we've clarified the “add X to the roll"
for Crab and Lion, specified the Unicorn’s parry
ability and the Scorpion’s distraction Technique.
Also, the Crab and Crane shugenja schools have
been clarified

SPELLS

The spell section has been dramatically
changed. Now all spells have the same format
The listing has also been changed to fit the chap
ter order (Earth, Water, Fire and Air). We've also
lowered the Mastery Levels of the Inflame spell
from 4 10 3 and the missing Counterspell side-bar
on page 146 has been replaced.

THE RETURN OF THE FEAR
We've added a sidebar on page 192 that details
the Fear Ratings of Rokugan's creatures

A WORD OR TWO ABOUT HEALTH

We changed Bad Health and added a sidebar
on page 150 about magical healing. Also, we've
clarified how to get killed on page 108.

lanwTtsy DuELs

We've added a phrase that should help deter
mine who gets to go first during an faijutsu duel
on page 109

A quick red-faced “thank you" o all of our
fans and playtesters who spotted these ... um,
errors (why didn't you notice them before we
went to press?!?). Also, a very special thanks to
our playtesters, who got left out in the first print
ing (durn page 246) and are now listed on page
245 (just in case this one disappears, again)
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ALG Enevald Bmpive
Desiyn Team

Ryan Dancey
“Be strong, be wise. Know that even though | may fall, I will rise again to stand beside you™

MarciLo FIGUEROA
“The only thing swifter than my steeds is my revenge.’

Steve HouH
“I may not be the deadliest with the blade or the most skillful on a steed, but I have seen the face
of death and | wear if always”

Raymonp Lav
“They told me it could not be done. 1 replied with maniacal laughter”

Davip SEay
“For the coward, there is no life. For the hero, there is no death”

MarT STaroscix
“At the moment of their victory, that is when they shall learn the cost of dark alliances”

D.J. TriNDLE
“When you eat, just eat. When you read, just read. When you eat and read, just eat and read”

Ros Vaux
“We were hundreds against thousands, | looked at him and watched his face twist into an insane grin”

JoHN Wick
“Sleep? My bushi need no sleep! They need batile to awaken their souls and bushido 1o feed their bellies™

Davip WiLLiAmMS
“There is no loyalty but to the Emperor. There is no honor but to die in his name”

Jonn ZiNsER

“A silent. painful, honorless death awaits those who do not know the secrets of shadows™

We at AEG want to thank our customers for the opportunity to bring the world of Rokugan to life
in this RPG. Without your support and enthusiasm, this product would never have come to pass.

How-to Raun the L5R RIG




Advantages

58, 72-75, 93

Adventure, Ceremony GITIJE Samurai 204-220

Armor .

Armar’s effect in haltle
Battles . ., Ceeneiaee
Casting A Spell

Celestial Order ........

Character Creation
Contested Rolls

Crab Clan ...

Crane Clan

Creatures

Damage .
Disadvantages ...
Dragon Clan

Boulpment ..ot s

Etiquette .
Experience Paints
Falling

Full Attack

Full Defense
Glossary of Game Terms v
Geisha
Geography .
Gifts ...

Glory

Glory, Gaining
Glory, Losing

126

115
L4107
142144
2325

49-64, 7895

102-103
.21, 7879
.21, 8081

190-203

107-108

.58, 75-77, 93

.22, 8283
66-67
- 37,68, 171

. b1, 168

23{] 245
.37 118

...... 43, 61

.. 118119
119121

Hand-To-Hand Combat g|Lu||t<u) et

Hitomi’s Tale ...
Honor

Honor, Test of ...
Infjubsn oo
Imperial Court

Insight .....

Keeping And Dropping

Lion Clan ....

Magic .... s

Maho |H]ad( \M,m a5

Maps (Empire) .

Maps (Interior)

Minor Clans

Naga....

Names

Nemuranai (Enchanted Items) . .. . .140, 180-184
Ninja . . . S 5 185-189
Outfit ........ R 6162
Personalities Of I'h»l\u;,.m 174-180
PhoetiX CMR .. .oonsveisvaneesiidd, BO8T
Probability Chart 21
Pronunciation Guide . .... . 910
Raises . v 9 Ij 43, 101-102, 143
Religion . .

Rings

Ronin

School Rank 60-61
Scorpion Clan . .. 22,8889
Shadowlands . ..., . 20, 190
Shinsei

Shinsei, Order Of

Simple Rolls

Skills

Skills, Bugei

Skills, High .

Skills, Low

Skills, Merchant . !

Skirmishes v 105-106
Spells ...... e 144159
Spells, Earth 146-149
Spells, Water - 149-152
Spells, Fire

Spells, Air . .

Topaz Lh.unpmnsmp

Traits ... .

Unicorn Clan

Void Points . . .

Weapons

Words And I‘hmu i




Weagons

Weapon Name Price DR Length/Range

SwoRrps
Aiguchi 2Koku 1K2 r
Katana 20 Koku  3k2 34
No-dachi 30 Koku  3k3 5-7
Tanto 3 Koku  1k2 I
Tessen 2Koku  0k2 18"
Wakizashi 15 Koku  2k2 2

POLE-ARMS
Characters using pole-arms against opponents
who are using shorter weapons may roll an addi-
tional die for their Initiative Roll and keep the
higher roll
Die tsuchi 4 Koku  2k2

-yari 3 Koku  3k2

4 Koku  4k2

Naginata 5Koku  3k3
Ono 5 Koku  3k3
Sasumata 4 Koku  0k2
Sodegarami 5 Koku 0kl
Tetsubo 6 Koku  2k2 &
Yari 4 Koku  4k2 6

Bows
Dai-kyu 4 Koku As Arrow
Yumi 4 Koku As Arrow

ARrROWS

Ya 1 Silver  2k2
Armor piercer 2 Silvers  1k2
Watakusi 3 Silvers  3k3
Karimata 5 Silvers 1kl

"PEASANT" WEAPONS
Bo 5 Coppers  2k2
Jitte 10 Silvers 1kt

I Copper k2

3 Silvers  2k2
Nunchaku 25 Coppers 2k2
Sal 10 Silvers 1kl
Tonfa 1 Silver  1k2

Armor

A bushi who is wearing Heavy Samurai
Armor has the TN to hit him increased by 10,
but he has a +5 to his TNs on all physical
actions. A bushi wearing Light Samurai Armor
has the TN to hit him increased by 5, but has
no associated TN penalty.

200 yards
200 yards

Rasic Equmpment

1 koku (gold) = 5 bu (silver) = 50 zeni {copper)

Backpack, wicker
Basket, large
Basket, small
Books and Scrolls

Bowyer's Kit

Candle

Chest, metal

Chest, wooden
Chopsticks (ivory)
Cloth, silk bolt

Dice and dice cup
First aid kit

Fishing kit

Flint and Steel
Furoshiki sack
Games (go, shogi, etc)
Inro (medical kit)
Lantern, metal
Lantern, paper
Lantern oil

Mirror, small

Mirror, large
Musical instruments

Paper, writing (pouch of 5 sheets)

Pot, iron

Quiver

Rope, braided hair
Rope, hemp

Sumi-e (writing) box
Sword stand

Travel pack
Umbrella

3 coppers

5 coppers

1 copper

Average: 1-10 silver
Fine: 2-10 koku

2 silvers

10 coppers

B silvers

2 silvers

8 coppers

2 koku

25 coppers

3 silvers

10 coppers

15 coppers

1 copper

10 coppers and up
1 silver and up

4 silvers

1 silver

3 coppers
3 silvers
2 koku
1-5 silvers
1 silver
15 copper
20 coppers
4 coppers/foot
1 copper/foot
1 silver

1 silver - 1 gald
5 coppers

2 silvers

School Rank

v oo e INSIGHT

0 - 150 pts

... A51 - 175 pts
176 - 200 pis
201 - 225 pts
226 - 250 pis

THe TarceT
NUMBER CHART.

the defaull
arget Number)
20 = Hard
v Hard
30 = Hervic
5 = Neye
Before
40 = Never Be Done

EXAMPLES OF
Raises
1 Raise - Striking
the torso.
2

blood without doing

the Head,
hands. | Disarming
attempts. Striking the
joints in the
nent’s armaor,

4 Raises - Trim the
opponent’s mustache.




Echoes on the Wind

Essence of Air

Know the Mind Willpawer x 3 3
Know the Shadows 5 4
Mists of lllusion 10 2
Nature's Touch 1
Quiescence of Air 1
Secrets on the Wind 6
Tempest of Air 2
Way of Deception 3
Whispering Winds Intelligence x5 1
Wind-Borne Slumbers 1
Wind-Borne Speed 4
Wind's Distractions 1
Yari of Air 3

Fve Spells

Amaterasu’s Anger

Amaterasu’s Blessing
The Basics Bing S
Sense Evil Ward
Commune The Fires That Cleanse
Summon variable _I;Lresrnl Plurity -
Counterspell 1 e Fire From Within
— The Fist of Osano-Wo

= =4 The Fury of Osano-Wo
]:al‘th QEQI].S Hearl of the Inferno

Benevolent Protection of Shinsei 1

Calling the Elements 1

Courage of the Seven Thunders 2

Earthquake 1 5

5 1

2

1

Spell Name Base TN

Actions)

Inflame
Katana of Fire
Wings of Fire

Earth’s Stagnation & F ? S

Elemental Ward Vav el BG"'S

Fires From the Forge Bo of Water

Force of Wil 10 g  ESphERE

Hands of Jurojin variable 1 Calm Mind

Immortal Steel 30 thour  Castle of Water

Jade Strike 10 Heart of Nature

Sharing the Strength of Many 15 The Path to Inner Peace

Strike At the Roots Earth x 5 Reflections of Pan Ku

Tomb of Jade Earth x 5 Reflective P"f’l

Weapon of Earth 10 Reversal of Fortunes

Sympathetic Energies

- Torrential Rain

Avr DEG“S The Ties That Bind

Accounts of Shorihotsu Mastery x 5

Benten's Touch

By the Light of Lord Moon

Call Upan the Wind

Cloak of Night

Command the Mind

- ﬁ
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ecial offer — new and continuing
Assembly members can get the i B
Clan T-shirt of their choice for only $10! | “Gos i
The images on the backs of the clan .
shirts are as follows: A

ALDERAC ENTERTAINMENT GROUP
c/o The Imperial Assembly

4045 Guasti Road #212

Ontario, California 91761

Name

Address

City State_ Zip
Phone Number

E-Mail

[ New member - no T-shirt
[ New member - T-shirt
3 Renewal - no T-shirt
(7 Renewal - T-shirt.......

«New members, please indicate your Clan
affiliation. (Continuing members can also
change affiliations)

Assembly membership number:

*If you are renewing, please include your

*If you are ordering a T-shirt, please state
your Clan & size:

Payment Options

3 Check 3 Money Order
3 VISA O MC Expiration Date

Number
Remember, overseas subscriptions are an extra $10 to cover
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History and
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Name: Clan: Profession:

Fize Air Primary Weapon
ad:qih'ty: Reflexes:
Intelligence: | Awareness:

Primary Armor

TN 1o be Hit
(Reflexesx 5 + Annor

Larth - Water Skills

Stamina: Strength:
Witlpowes: Perceplion:

Void

Uoid Points Spent:

l lusight: j

Techuiques/Spells

Advantages/  Glory:
Disadvantages 1130000000

Homeor:

i o o o

Experience Poinis:




Heroic samurai
Spell-casting shugenja
Treacherous ninja
The terrible wastes of the Shadowlands™
Welcome to the Emerald Empire

In development for over two years, The Legend of the Five
Rings Roleplaying Game has arrived! Within these pages, you will
find everything you need to create your own adventures within the
world of the popular Legend of the Five Rings collectible card game.

e Easy to get started: A b
“Ceremony of the Samurai” teaches new players and Game Masters
how to use the rules, lets players interact with Rokugan’s culture and
society.

* Step-by-step character generation: Pick a Clan, pick a pro-
fession, spend a few points and you are on your way to adventuring
in the Emerald Empire!

* Flexible rules: The L5R RPG uses a simple system with a
unique bidding mechanic giving players and Game Masters control
over the mechanics of the game.

* Advice for novice and experienced Game Masters: If you've
never run a role-playing game before, we provide tons of hints,
advice and down-right dirty tricks to make your first time easy and
fun. If you're an “old school” gamer, then you'll find lots of advice on
how to teach your players how to act and interact within Rokugan.

‘;\!-_“\.-‘ \

Alderac Entertainment Group

et
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