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by Oi’ob Uaux

Welcome to Walking the Way, a collection of spells and adventures for use with the
L5® RPG. Within these pages, you will find a collection of over 50 new shugenja spells fqr
your characters - and perhaps their enemies - to discover, learn and make use of Each spell

includes a shiort adventure based around it, giving the party a chance to learn hrst-hana how

dangerous some of thent can be. While nominally for players' use, this booll: is intended
primarily for the GW, who can decide for himself when and where to dole: out the magical

knowledge contained herein. The. adventures, of course, are not for players to read, and shoulb P
- be ignored by all who 20 not wish to incur the wrath of their Gawme Waster.

Walking the Way has a different layout from most of the LS® saurceboaks It reabs
like a western spellbook - a: foreign concept in Rokugan - with a series of'entrws hstmg each
spell and its effect in game terms. They aré organized alphabetically and laid out according to
the particular element each one calls upon. Following the spell entry is the adventure
«associated with it, describing ways to embroil your players in the often chaotic circumstances
surrounding its use. Chey are intended as fairly quick one-shots, which can be inserted
seamlessly into given campaign with minimal effort. Stats for monsters anb prowiinent HPCs
have been included in each for convenience’s sake.

At the same time howeuver, the Gﬂ't should take care to adjust the ‘particulars of each
adventure to correspond to his or her own campaign. Wlany of the adventures.are political in
nature, and involve conflicts with enemies or potential enemies of the PCs. We've provided
default characters for each one, to be used in a pinch or if the GM feels that they work well
Jt's  preferable to insert an MPC for your own particular campaign - one already developed or
more closely linked to your party. Jt makes for a more seamless adventure, and can help
advance the GW's own plots and ideas far better than some instant enemy thrown in for one
adventure. _

Also, feel free to .change an MPC's clan affiliation and school if it suits your campaign.
For example, we might describe a Scorpion shugenja planning to betray the party with a
nasty spell. Jf your party consists solely of Bayushi assassins, hdluever this isn't likely to
work. A Scorpion wouldn't betray his own clansmen like that, not without some serious and
no-doubt complicated reasons. A Crab, however, would be much more disposed towards taking
them out, and could use the spell against them without needing any convoluted rationale. By
making u qu:ck change to our MPC's clan, the GW can save himself a great deal of work.

In short, take the specifics of your own campaign into account before running these
adventures; and don't be afraid to tweak them with your own details. A little fine- ~tuning can
90 4 long way toward making these truly memorable expenences for your party.
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~ On Spells and Power Balance

Shugenja spells are.a profound sb’ﬂrté_- of poiver and wonder in Rokugan. Through

\them, the spirits bend to the casting shugenja's will and realty itself warps to match his or »
her Oesires. As holy men, shugenju are expected to understand the responsibility that such i
power entails and fo use it only when they feel it is necessary. Chat's the theory, anyway. - }'

Qedlity is a little Different, especially,in a land ds contentious as Rokugan. Wicked men'seek
to turn powerful spells to their own ends, and even the well-meaning can find'its strengths
. distorted for the sake of politics or convenience, And while a shugenja’s wisdom is admired
! amony all oi’ok:ig'ai:gf, the mystic energies she wields can leave soh;e'feeh’ng quite unsettled,
: JEs one thing to hear a Phoenix talk about the spirit world. Jts quite another to see her call
i it forth and destroy her enemies in a sheet of blimding light. Because’of this, shugenja are
| often treated with kid gloves, and sometimes even distrusted by those who fear their potential
_ | Jts important to remember this if your party comtes across one of these spells, learns
/ it, and decided to start slinging it around like a chil's marbles. Casual use of such power is
bound to make others fear anmd mistrust them, which creates problems. Werchants may refuse
to deal with them, Political allies may become unwilling to aid such “fivebrands.” Jf they go
too far, they migkt, evén receive a visit from the Phoenix, who have decided that their
reckless tactics merit the removal of the scroll from their libraries. (The party may be tough,
_ but when Jsawa Tadaka asks you to hand something over, you'd best do it.)
" Keep in mind.also that spell scrolls are very rare things in Rokugan. Some can only
be found in the few Oistant monasteries, and a few have been thought lost forever. Those {
described in the this book are not common knowledge, nor are. they used by just any shugenja. '
Getting hold of one might take years of searching and a harsh and dangerous quest to prove #
one's worth. A shugenja caring for a scroll has taken on a sacred trust - responsibility to use
the power within it wisely. Jf a @C wants to learn that spell, he had better demonstrate
beyond the shadow of a doub that he has the patience and insight to wield it responsibly.
The GWL should be careful not to hand out any of these spells until the party has earned it. |
Spells are dangerous, Chey're unpredictable, chaotic, and can unleash forces that the '
casting shugenia is incapable of controlling. Wlany of the adventures in this book intentionally
point. that out; revealing how a spell cast with good intentions can turn into a complete
disaster, Wake suré the players understand that before turning them loose in this toy box.
So with those warnings in mind, take a deep breath and turn the page. The

knowlebg_e of @ thousand years awaits. _ » 4
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. Similar to Heart af"P[at'ur.e, the shugenja calls

_q : A BASE TN: I5 \upont the nearby earth spmts to summon any
S ST S s T 5 A animals in the area to his aid. The spmes and o
i:__.'; : r‘ STING TIME: CTIONS numbers af ammals are rolled ranaamly from 5
1 3% “ " Duration: 10 ROUNDS | the chart belows and they st be natwe to the
% | local environment. The shpgen;a can ask the ;
$ . MASTERY: 3
- : vianimals. to perform one ad.wn, which the earth
13 : CONCENTRATION: NONE . spirits translate. ’Chey will obey to the best of
- ¥ 4 their abfhty, although they will not put |
]F G L Raises: CASTING TIME, . themselves in extreme bar’ger ot deliberately
l

{ ' "DuratioN, NUMBER OF . sacrifice’ themselves at the shugen;as behest.

b © When the spell expires, the ammals will cease
their commanded actions and go about theit

o T e 5 business as they normu”y waulﬁ (Chey will not

S

d . | CREATURES SUMMONED

. attack the suminoning shugﬂw;m Raises can
increase the number of amma!s summane& ‘as well as mcreusmg the Dumtmn of the spell by
one action per rdise. \ / ;

" Consult:the chart to Determine the type and number of amma[s who appear
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Tﬁg 'characteﬁ; zirr-: pursuinga r_e_negéd_e shugenja,
who is wanted by the Phoenix for a variety of

TyPE AND NUMBER OF ANIMALS unspecified crimes (he practiced “forbidden” magic

i Type # that, while' not strictly ‘maho, was ‘deemed f{oo
o Badgers 15 - dangerous to be released). The' trail leads into a
_ Fy Bats 2-20 . section of one of Rnkugaas great forests (whlchever L
Birds, Large 1-5 s nearest and maost convenient 1o your Campaign;
Birds, Small 3-15 & ,$h],_nqmen is a good defaul;}. where the shugenja has
. Boars 12 " apparently gone o' ground. It seems a fairly easy
if Cats (civilized areas only) 1-10 | prospect to go in and get him. Hnwever he has been
Deer 14 - using Call Beasts in an effort to hinder the partys '
| Dogs (civilized areas only) 1-5 . advance, ‘and as they go deeper into the forest,’ it
~ Foxes 1-5 . becomesapparent that he is quite skilled atit.
© Goals 1-3 . The animal incursions come frequently and vary
Hares 1-10 ' '-'éx:mrdmg fo which' ammais he has been able to call.
! Horses (civilized areas only) 1 . Barly on in the forest, they will consist of attempts to
~ Leopards 1 mislead or annoy the party: small animals build false
Lynxes 1-3 trails away irom the shugenja, birds swoop down.and
Ninnkeys 1-4 - attempt to make off with small articles (food. or
Rats 3-3() walterskins), rats gnaw at samials and traveling boots
Snakes 1-10 ' while the party sieeps, ete. As they travel deeper into
Toads 2-20 - the forest and closer to their quarry, the incidents
Wolves 2-10 become more  deadly: packs of wolves attempt fo

drive them off course, wild boars stand in their path,

maybe a leopard will attack if the animal can strike

and fade without being injured. As time goes on, the
party should feel increasingly boxed in, as the forest itself seems to have turned against them.

There are 'several ways to get around these “attacks”” If a shugenja in the party has Call Beasts, he or she can
attempt o usurp control of the animals harrying them, or at least break their enemy’s hold over them when they
show themselves. Clever PCs can summon their own animals, who can tell thém 'where the shugenja is hiding and
what surprises his controlled animals have in store for them. Even if they lack the: spell, the summoned animals
are not willing to risk their lives, and the characters may be able to dissuade them with old fashiohed deterrents
such as fire and threatening noises: Setlmg part of the forest alight will be difficult (it’s all new wood), but definitely
keeps the animals away, and aggressively brandishing torches or other forms of open flame will achieve much the
same effect If the PCs manage to Killone of the animals, none of the others approach within twenty feet,

When the PCs finally catch up to tl t‘shugcmd, he pleads for'clemency, claiming that he has done nothing wrong,
The magic he was studying was an attempt at Void magic, which is neither evil nor dangerous. He claims the
Phoenix have been jealously guarding it because they de not wish any others to,make use of its power. He swears
that if they let him go, that he will vanish from civilized lands and never risk the Isawas’ wrath again. He will honor

that promise and remain in the forest, although the PCs may not believe him aridfur take him back regardless It

any Case, the animals will not hamper them as they leave the {oreqt | v, R
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Base TN: 10

CAsTING TIME: 3 ACTIONS
Duration: I Hour
MASTERY: 6
CONCENTRATION: FOCUSED
Raises: CasTing TIME,

DURATION, STRENGTH OF WALL

Castle of Earth represents one of four variations
on a common theme. Jt fulfills the same basic
purpose as Castle of Water, albeit with more
power and versatility. The spell creates a
towering wall of earth, rock and stone, the exact
composition of which depends on the area. In
mountains and other racky locales, for example,
the wall will be of ancient granite, while in a city
it would be composed of the stones that pave the
nearby streets. The wall manifests itself during
the 3 action casting time, and will knock those
directly above off their feet (Check Agility +
Athletics, TH 20 to remain standing). The wall
is ten feet high and five feet wide; raises increase
either of these by five feet. The radius of the
wall equals the shugenja's Earth times 5 and can

be increased an additional 10" per raise. Jt cannot

be damaged with anything smaller than a siege
engine. The spell lasts for an hout, plus half an
hour per raise. When the spell expires, the wall

collapses back into the earth.




of Kenro-ji-,‘jn

S o

The spell enables the sliugenfa to sink the

5 Base TN: 10 body ‘and possessions of a given target into the

I ground around him. Jf successful, the target

1 ‘:-.P-." RS CasTING TIME: 5 AcTIONS ~ merges into the ground and cannot be extracted
¥y 'J DuraATION: CASTER'S EARTH IN - until the spell effect expires. He remains aware
i ' of events occurring above him, and can “see” out
ii‘ f gouRs of the rock amd earth as easily as looking

1% " MASTERY: 4 through water. He can also move at walking

| C N speed beneath the ground, remaining hidden
QR - NCENTRATIONEINONE while traversing as much distance as 'the spell's

- Raisgs: CAsTING TIME, duration will allow. The effects last for the
s

" DuratioN, NUMBER OF TARGETS

' caster's Earth in hours.

When the spell ends, the target rises up above

the ground wherever he was without
harm. The target can also choose to end

'} 7 the spell ua!untarr’fy at any time,

‘ i y - \ although once ;h_? has ri.se:.'.', he cannot
|-! / ; sink again jwithout recasting Embrace of

Kenro-ji-jin. He is immune to injury

while under the effects of the spell, and
cannot harm or be harmed by ordinary

weapons, Spells which seriously affect or

destroy the earth surrounding the target,

howevet, cause him to rise and return'to

a “normal’ state, where he is once again

uuinemb{le.
&
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: -Shugema use ﬂns spe" to increase the fort:tuae
~ of the target, rms:pg tlml‘ connection to the
\ground beneath: them beyanb ordinary hmn‘.s
The spirits of rock and stone fill the target
' w:tk thetr power, and grdﬁt them, the ab:hty to
 resist even the most harmful conditions. W:th
iica successfu! casting, the spe?fcaster ¢an raise the
target's Earth @mg ~ thus increasing the
 attendant traits of Stamina and W:Hpomer -
by one. The effects last for one turn. GRaises
. can be used to increase the dfmg h;gher one
* point for each 10 ’CH Qaise or to increase the
length of the spell's effects an aaaatwnal turn
for each 5 TH Raise. ’Cke target's Earth Ring
can’be raised 4. number of ranks equal to the caster’s Doid, and the target ¢an never have an
Earth score higher than 6. iy Al yu'dbon gl
Furthermore, the target aliways succeebs at any: skrﬂ rolls muolumg Skt or the Stamina or

Base TN: 10

') CASTING TIME: 2 ACTIONS

3 Duration: | TurN
'r

MASTERY: 4
P ]
. CONCENTRATION: FuLL

" Raises: Bonus, CAsTING TIME,

e

| Durartion

#

s

- Willpotber traits, Mo raises can be made on' such rolls as the target is. imbued with the

necessary energies. However, blatant abuse of the spirit's genetosity is apt to- make it upset,
which will result in it withdrawing its favor and returning the target's Earth to normal,
usually at the most inopportune moment: while the character is halbrhg a dam p for: example,

or keepmg a pile of rocks frqm crushing the party. ' i i

Essence of Earth only works so long as the target remains on the' grounb. in contast with the
spirits who ena“e the spell. f she'is lifted off the ground then her farth ring will return to
its normal scare Hote that the spell swill still function if the target is on'n surface like a rug
or the mooaen Hoor of a building: Only a total separation of th target from the earth — with
nothing save the open air betieen them — ends the .c.'mrhamtmJ t permanently.
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- Ritual. With the completion of this spell, the
Base TN: 25 shugenja causes the gfpuqb to crac’cl_.open,-_
forming a bottomless chasm extending deep into-
the earth. The chasm is ten feet wide and '
DuraTtion: 1O ROUNDS stretc_hgs' a nuntber of fe‘eiequal to ten times
e shugenja's Earth. Those on the edge of the
" bift wust make an Agility + Athletics check

- CASTING TIME: 2 ACTIONS

MASTERY: 7

" CONCENTRATION: CASUAL (TH 15) to keep from falling in. For anyone
g directly aver the rift wheh it opens, the check
. Raises: CASTING TIME, is at TH 2. i
. DuRATION, LENGTH OF CHASM When the spell's duration expires, the chasm

closes back up, as if it had never been. Raises
can extend the duration of the rlft or seal it up
: before the standard interim expires.

Mo one is entirely sure where the chasm goes, ot how far those who fall are taken. Some
whisper it leads to a dark pit of }lgaku, where its victims are tortured enblessly with other
damned souls. Others contend it merely extends for hiundreds of feet, and breaks those who fall
like anything else dropped from a great height. Whatever the reason, those who tumble into it
are swallowed by the silent earth and never seen again. |

Tales about of multiple shugenja wreaking terrible havoc through exténded use of this spell
Legends of entire cities falling into the earth, or armies engulfed by a chasm many miles wide
have surfaced throughout the years. Those who are familiar with Fist of the Earth laugh at
such stones, claiming the b!fftcufty of creating even a small chasm 15 too difficult for most
shugenija to consider. Who on earth could be powerful enough to Bestroy a whole city with it?
(espite the scoffing, the tales continue, and are favored by those who feel that shugenja are
too powerful to be trusted. , \ o




~ Jt requires a great oeal of power and will to
Base TN: I5 ‘cast spells as shugenja:do. The spirits they
summon are. fickle, and not all of them are A
: ~ willing to help those who call on them."
. DuraTion: (EARTH X 5) ROuNDs -Grounamg Energy was crmteb to a:srupt the
~ connéction betmeen shugen;a and spmt _
. nullifying the mag:cal effécts they attempt to
CONCENTRATION: NONE create. : : '
: £ssentm”y a more potent wversion of
Counterspell, Grounding Energy creates an area
. DuraTiON, RADIUS  of effect equal to the shugenja's Earth times S
- feet. Any other spell cast within that area, or
targeting, that area from another location, has a
chance of failing. Every time a shugenja
attempts to cast such a spell, both shugenja make a Contested roll. The opposmg shugenija
rolls his appropriate Ring (Air for an Au‘ spell, Water for a Water spell etc.) against the
caster’s Earth Ring times 5, while the caster rolls his Earth against the\ opposing. shugemas

~ CASTING TIME: 2 ACTIONS
MASTERY: 3

" Raises: CASTING TIME,

* spell Ring times 5. Jf the caster is successful, he effectively “grounds” the magical energy' and

disrupts'the spell; the spell has been cast (and must be recast: from the beginning) but its
effects are completely nullified. Jf the opposing shugen;a wins the contysteb roll the speH goes
off normally.

CParticularly powerful practitioners of this: spell have found it sometines interferes with their
search for enlightenment. By placing harmonic energies into conflict, they are shattering the
balance of the five elements. The wise recognize the place of chaos in the cosmic order, and see
that this speH has d place in the universe as all others do. But those unable to resolve the

schism are often quite disturbed by the implications Graunbmg Energy raises. A few have
even gone wad. '
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RS AR S Gi'}tual ‘Chls ntual enaHes a sfrugema to : i
Base TN: 30 9 Al revake an oni's physual form, forcmg it to

‘H""“"‘-ﬁ— e

ks c T v. < leave the matenaf world and returnto Jrgoku ."*"I
" GASTING TIME: VARIABLE 3 'l{’here lt must wait untll summonea again. Jt . i Sl
\-{ DURATION: INSTANTANEOUS l 3ffft'rs from ﬁkt‘ SPGH "ﬁﬁrlsh On? in fhdf the \

fy: j VLS T A hug:’ma need. wot have slammoneb Ihe oni/ m |

A8y _1-' é PAASTERY: 7 . the, frrst place Any oni nfay be warded; the

: , CONCENTRATION' ToTAL 'anly condition’ is that thé caster be straﬁg
O ol o4 enough’ to match wills-withit,

- In order to cast the speH the shugenja. mist

R B e Wi * have the oni in phys:ml sight and keep it there

-.'for the entrrety of the. Biial 'When wore than one shugenja is involved, they st surround
s the oni in.order. to keep it: cpnfmea to the. ispace betmeen them. As the spell beyms, it buffets

g oo the target with mystrcaf energies = d Hue—whrte storm that engu!fs it and begins to peel its

. physical form away. 'Che ritual is exceebmgfy painful for the oni involved: its flesh literally

4 rends from its bones: anb the horrors of fhe Festering Pit come. rushmg back upon it like a

" hurricane. Every round the vitual contiriues, the oni must make a contested Wfﬂpomer check

4 aguainst: the combined Willpower of the: shugen;a involved. Each t:me it fmfs, it Iaqes one rank _
in each Ring. When it reaches zero in any Ring, its link to tke phym‘al mr!b is shattered’
and it vanishes in a blinding light. Jf it succeeds on more than three ;Hpawer checks in a
row, however, it has) proven too strong and the spe” ceases 10ith no Mrther effects Jf the spell
is' broken for any reason, aﬂ af the oni's stats return, to normal. Qaises allow the shugenja to

A force rerolls; one reroll per raise. Knowing' the name which binds it to the material world is'
helpful ana Iomers the spelf s @©n by 10: Wany oni arising fmm the Shaamkmbs 30 ot trabe b §

A true namesﬁgmb camwt be affecteb the way their summoned counterparts can. Mo record exists

' of ‘an attempt to 10ard against one of the four Oni Lords ( Akisma, Tsubury, Kyoso and

j Shikibu); but iear be asimed that they! are too pomerfu! to'ﬂbe affected in such a manner,

kRS Certamfy,,po one who tried, has lived long enough to report their findings to another. See the

3 _ ; .CSG'{ 6?690 ot The Kook of the 5/!:13010/«!135 for more mformat{on on oni and how to destroy

t : . __them *1 |l 3 ' A |

' ﬁamsheb"om 20 not look ’(mbfy upon the bemg or bemgs who thmarteb them, anb often plan

- an efaba}'afe and puinful revenge upon their return to the physical plane. An oni' the @Cs use

i "“i thw sp‘efhdgamst, which has returneb anb is Ioakmg to get even, can feﬂture m a contmumg

o e

E Raisgs: FORCE REROLLS
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- This spell calls upon spirits of the earth to

Base TN: 20 hurl small pebbles, rocks and stones at a target
within the range of the caster's Earth times 10 |
feet. This distance can be increased by 10 feet

T © CASTING TIME: 3 ACTIONS

" Duration: | ACTION " for each raise. The rocks- fly forward faster
' than any normal human can throw; they have

i - j EPVASTERY: § been known to shatter bores: A given swarm

}  CONCENTRATION: FuLL - of stones does 3k3 Wounds and each raise

J increases the number of. dice. rolled, but, not

L kept. The target can dodge the storm with an

,: " EXTRA Dice, TARGETS - Agility + (Defense roll at TH 20. Hormally,

' : only one target can be affectea by @ack
Storm, although the caster can make raises to

affect multiple targets — an additional target for each raise - if he so wishes. A bigger storm

can also be created, increasing the TH to dodge the storm by 5 for each raise. Rock Storm

has become synonymous with Jsawa Tadaka, the Phoenix Clan's Wlaster of Earth. Even at his

relatively young age, he commands. this spell with the power of the greatest shugema

Way of £arth

Base TN: 10 With this spell, the shugenja summons an earth

Raises: CASTING TIME, DISTANCE,

spirit to enuelop and protect a target character,

_ ©he spirit remk'tjrlrs invisible, while the target's

. DurATION: CASTER'S EARTH X 5 armor, clothing, or skin takes on a rough, stone-

like countenancé}l The spell increases the target's

armor ranking by the casting shugenja’s Edrth

I CONCENTRATION: NONE ' di’fng,-l causing missiles and other weapons to
bounce harmlessly off. Way of Earth does not

- penalize the, tar.get's o fpr other actions, and

el TR S ~ the target's movement is unaffected. The effects

3 Iast for 4 numbar of acﬂons equal to the caster’s earth times five, plus two per raise.

Rud. | The Crab, naturally, have found the most use for th;s 5peH anb shugen;a stationed a!ong the

‘e Kmu ma” are often required to Iearn it.

¥ CasTING TIME: 4 ACTIONS
* MASTERY: 4

¥ * Raises: CasTING TIME, DURATION




Time's eaal Hand

.._-‘____, .

. )mtmlly Bes:gneb to bemonstrate the fleeting
Base TN: 10 _quabty of ma!erml possessions, this spell has
| been iwaaffleb ta aestroy wch itews, Upon
casting, wt causes a target. object to rust and
# DURATION: PERMANENT corrode unt:f it is plttea qlna use!ess ffflnythmg
R e From ‘steel to i00d to paper can be.affected
b l MasTERY: 4 A '--,'=prambeb it is ‘:f:t larger tinn ten cubic feet.
CONCENTRATION: NONE . The item will be unable to function and will
- fall to pieces unless handled with utmost

. delicacy. Scrolls become illegible, pillars will
| bear: no weight, and weapons became corroded

}CASTIMG Time: 2 AcTIONS

Aoy, oo =

RAISES. NONE

v T
| =

_:_.'_ >

Jjunk. . i
S R PR " Lhis can be particularly misty rf the object in
: i+ U question has some family value. The G may
allow certain am:estraf fmmly items' to resist the process by forcing the caster to make a
simple W:Hpamer roll at TH 20. Failure means the item is spared the spell's effect. The
results are permanent anb cannot be un@one by any normal means; oncea sword has rusted
* through, very little can be done to helprit. The spell Fires From the Forge will counter the
effects of Time's (Deably Hand, and. restore . corrupted itews to pristine condition. Wemuranai,
jade, and crystal weapons are immune to thfs spell, since they are tmbuea with spmts of their
{ oion to protect themt,
r ' Because of iits destructive eﬁects, some shugenja schoa!s have benauneeb this spell as evil and
' refuse to' have dnything to Ela with it. They, say it pollutes everything that touches it, and is
b one step away from blood magrc and oni' summoning. Others argue that it merely accentuates
the cosmic. cycle of destruction and rebirth, and praise it as a means of makmg those
unpleasant truths clear. Jf. time itself will eventually wreak the' same. destruction, then how can
one conbemn it as evil without also conderning the eternal arf’ unchanging realities of time?
1 ' Jnany case the spell is quite controversial among the schools and libraries of Rokugan, and
B\ the Debute has raged for centuries. PC shugenja using it can expect to find themselves drawn
g into'the argument or evenjigondemned as ma/:a-tsmém if the wrong parties fearn of their

© L tindiscretion.” ‘
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The Kitsuki még:strhtes'anb others who search a

3 " Bast TN: 20 ' out 'the criminals of the' Empire have founb this
} BB . Tiuc 10 Acrions ~ spell invaluable in carrying out their Duties.
Pkt il : When cast, it causes the trail of its subject to b
* ' DuRATION: CASTER'S EARTH IN  + glow with a soft light — albwrng him or her to
1 ! - be trackeb unerringly. Euery footprmt, every
e g Hours bent branch, every tiny piece of evidence
E 4 MASTERY: 5 " marking the target’s passage is lit up for the :
y tracker to find. Hundreds of criminals who ;
i JB - ONCENTRATION: -FULL thought their escape routes’ concealed have
115. " Raises: CAsTING TIME, found Emerald Wagistrates closing the distance ,

. " in a heartbeat. The spell functions in any
\-‘[ ' 'DURMION terrain, aﬁb in adverse weather fonbitr'ons as
well: tracks that the rain may have washed

away still leaves'd ghostfy imprint far pursuers to follow. :

. Use of the spell requires s material connection to the target — a piece of dothmg, a lock of

hair, even a.few drops. of blood. With it, the summioned spirit can follow the target's passage
) “actoss the earth, and note where he or she: has passe?. The effeds last for: seueral Rokugani
E  hours, and the spell can be recast with the same comiponent. 1
' The Agasha family first developed Whispers of the Land, and scrolls containing the spell are
still common in the orthern half of the Empire. It is rumored the Emperor's personal

shugenja holds the original straH and that efforts are being made to limitits use to Emerald

TR

. —— el

! i Wagistrates alone. Some say’ that the Hantei are uneasy with the (Dragon magistrates having v
i such power and that quiet petitions have been sent to the K:tsukf asking them to turn over EL
V. their copies of the spell. Both sides deny the tales, and while the Kitsuki claim they would 2o )
| anything that the Emperor or his family asked, they also claim that Whispers of the Land is ?,

an immeasurable help in the execution of thieir \Duties) The H:m*e:, of course, refuse to justify
such tales by acknowledging them As the Son of Heaven, the Emperor will d0 as he pleases;
! if he loanteb the scroll turned dver, they would be turned over. The fact that they haven't been
" ' . means tha: he hasn't asked for them. d’ertob |

e e S




L e  This nasty fpeff transforms. the target
BAse TN: 25 " character: then- skm bécomes bark, leaves and.

iy

v unmnm!y like its target. Chose enchanted’ by
1 | " Wooden Prison are. fu”y consa;ous of their:
g Y TR ooy i . surroundings. Their mabfflty to mave or ta”( s
quite frustratmg, anb those freea from the: spell have commented on the near-madness the
: 'conbttmn brings. Sametimes, it ff poss:ble to prck out an, expression, frozen onto the ‘face” of
the bark, Those mha know what to look
KM& for can recognize such a-tree for
f
.V - what it is, but others will
3@ merefy nate. its unusual shape.
eI  @The effects of the spell are
permam’nt, althaugh those
who; krmm Woaden Prison
can reverse them by casting
the! spell at o TH S higher
3 than the jmprisoning shugenja
 cast it at. Only one charactet
may be affected per casting.
oy | The target way make a
g9 w:ﬂpamer roll agamst the
&\ Shugenija's Earth times S

{ . Ruisgs: CasTING TIME

| "-I"I

\ o resist, Success indicates
N @ the victim has fought off
the .enchantment and
cannot be targeted again

_ N A by the spef[v'far at least one

S S\ I Al L~ week. SNBsequeht castmgs
Tt _ on this particular target are
at 5 TH higher.

< i branches sprout from their appenbaées, am) |
by ; CasTING TIME: 4 ACTIONS . ‘roots spring from their feef. to dig deep into- the e
;* 1" DURATION: PERMANENT ~ ground (even through ﬂaars and st;:me if fhe

_ i . target is indoors). Armomdathmg, and. mea;bans
PR MasTeRY: 6 . iare transformeb alang uufh the victim. '”Che '
i'._ " ._CONCENTRATION: NONE * result is @ small and healthy tree, shape?

T — e TG
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J ; Ritual. A rudimentary Water ritual, Breath of

,1 . Base TN: I5 Wist transforms solid earth into viscous bog

¥ which slows the movements of man and beast
ks CASTING TIME: 5 AcTiONs alike. Even the sure footing of rock and stone

Fiey Duration: 2 HOURs PER becomes:a quagmire, trapping any who crqs_s'it

1 ; in a firm but fluid grip. The base: spell affects

1 ¢y SHUGENIA a 10" by 10" area and -aqsfenbs 2 = deep ’

A A - MASTERY: 6 enough to entrap most beings, but not deep :
- g enough to suffocate or drown them. Raises can ¢

1 ._ § CoNncenTRaTION: NONE be used to increase the area of effect — an .

: . Raises: ArRea, CasTING TIME, extra 5 by S for each raise, The spell cannot !
(o1 cause the bog to grow significantly deeper. For |

s o A DEPTH instance, in order to increase the depth to'4 ‘

feet, you would need to ;ﬁake 4 raises: which

_ can be done, but would take a great deal of
energy for a relatively minor effect. The 'same raises can be used to spread the bog for t
hundreds of feet, perhaps even covering an entire battlefield. The affectéd area is difficult to )
discern, requiring a Perception + Hunting roll at TH 20 to spot. This TH may be adjusted
if darkness or other witigating circwmstances are involved. The spell lasts for a number of
ﬁ'okugam’ hours equal to 2 times the number of shugenja involved. ;)
Anyone who enters the area affected by Breath of Wist will be slowed to a crawl. The sludge
sticks to boots and feet, rooting them to the ground and requiring a reasonable effort to shake
free. All skill rolls based on wovement (running, d0dging, etc,) are reduced by 2 dice. Horses
_ and other animals trapped in the mud have to be calmed by ‘their owners (Awareness +
Horsemanship, TH 20) or they panic and may injure themselves trying to escape. Jt takes at
i, ¢ least eight rounds for a normal-sized human to walk across a 10! patch. Strength + Athletics
| (TH 15) rolls decrease the time by one round per roll: raises eut the time even further llwy one
round per raise. A
. Che Kuni magicians of the Crab lands are the strongest practitioners of Breath of Wist.
{ ‘ . They have slowed the advance of more than a few Shadowlands forces with its timely and
A, U judicious use. The find it particularly amusing to place bog beneath a\goblin lit with the
U “magic mud, as already frenzied creature becomes bogged down — right next to fifteen or
A twenty of his compatriots. 5 xd




3 -
oy - o

Saalt. a0

J 1 (]
i ]
P

this spell, the shugen;a can communicate with someone
through their dreams, The shugenja must know the

person targeted by the spell, and must also be in.a.
- relatmely quiet area; locations such as the a battle, or'

the midst of a parade are not comducive to the
necessary kami. Other than that however, distance. is
irrelevant; the spell will find the target even if he lies

on the other side of @okﬁgan. The target need not be

asleep at the time of the casting;: the shugenja's

message will "wait” until he or she beds down before

mamfestmg The shugema then appmrs within the:
dream — walking up to her in

the midst of a goblin's court, for
example, or rising out of the sea
to meet her approaching ship —

and. talks to the target.
Jmmediately upon awakening, he
or she remembers the message
quite clearly, and can then act on
it as he or she sees fit. The
message must be fairly simple: a
single statement or sentence, such
as “Che Lion will attack at
dason,” ot “)'m being held
prisoner by brigands in the
Shinomen Forest.” The G
should use discretion in deciding
how long one sentence can be.
Additional sentences can be added
' the rate of one sentence per

Raise.

With a successful casting of -

~ CASTING TIME: 2

. DURATION: SINGLE MESSAGE

CONCENTRATION: NONE )
- Raises: CASTING TIME, MORE

| INFORMATION

Base TN: I5

MASTERY: 3




4 ';--;, é. CASTING TIME: 4 ACTIONS

i CONCENTRATION: NONE &
=2 = :.'malks on all fourrs,: smﬂ! the grounb hke an
~ animal, an?d abeys basic. ﬁghtror-ﬂlght instincts
. in response to threats. The. victim cannot

'L Raises: CasTING TIME,

Base TN ls

Durartion: | Hour
i

" MASTERY: 5

&
Y

~DURATION, RESISTANCE ROLL,

| TARGETS g

— "‘a__-...r:'.;:_- T e

duiration of the spe” Heealess to say, the wmbzeb @okugani find this speH\ utterly repugnant,
and most shugenja. refuse to Ieam it. Jt u usually only found amang Hrﬁ;orn shugen,m, anb
even they rarely use it except'in extreme circumstances. st Bt CHpR 8

Jn game terms, the spell's target must make a Simple W;Hpomer roH at TN 20 to avoid
succumbing. Jf, they fail, their Awareness,;'w:ﬂpomer and Jnteﬂ:gwmane effectively reduced to
zero and cannot be raised by anyimeans. Futthermore, they will be |’nabh’ to spend any Doid
 points, or use_ any skills bqgonb the simplest and most rudimentary (Hunting, Stealth, certain
instances uf Athletrcs) The effects last for an hour. Raises can be. used to Iengthen the
Qduration of the spe” 10 raunbs per rar‘se, increase the TH af tke resmstapce by S for each raise; |
or an abblpwmt[ target is affected per 10 TH raise. Jf the buratwn is raised. six.times the
curse becames permaent, until removed by heahng magic or ﬁhe mhm: of the spe”cqster

(e

: burmng wastes. beyonb fhe mauntams Jt aﬂgcts a8
the mind. and countenahce. of lits target, rebucmg
. him or her fo an ammahstate. Whlfe the outer
appearance remains uncbgmgeb the mternal

fh:"s b}éil'ou's §peﬂ 'ii"as its arfgiﬁs n tﬁéﬁnicarn u -"
" Clan, who brought it with them from the.

S By 50 A

psyche suffers complete begraaatwﬂ The victim
loses the ability to think! o veason: he or she

congeive. or express eTaborat’s thoughts and can
only communicate througk a series of ' !
umntelhgent grunts or bdrks For_all intents
and purposes, they are an animal for the

v

g —— e FER




- P - The elements are constantly in motion
Base TN: 20 throughout eueryllfuing.hth:’ng. It affects the
choices they make in their lives and the way in
which they deal with others. Someone
DuRrATION: 5 + WATER OF enlightened enough to see them can temporarily
rearrange the patterns between two people into
a more beneficial configuration. When cast
MASTERY: 6 successfully, this spell switches the Rank in a
: Trait between two characters as chosen by the
caster. Thus, a passive Phoenix diplomat ‘could
Raisgs: CasTING TIME, . gain the high Agility of his Crane duelist
companion, while the Crane becomies clumsy
; DuratioN, DirficuLty of and butterfingered for the ouration of the' spell
" ResisTance RoLL The Phoenix could then face an approaching
tatjutsu duel with better 0dds - or alternately,
the Crane could face the same situation without
his normal Agility to call upon. The effects last
for five actions, plus an additional numiber equal to the casting shugenja’s Water! Ring.
The Traits swapped must be the same for both target characters; the caster cannot switch one
person's Willpower with another's Reflexes, for example. Doid cannot be affected at all by the
spell. Jf one of the targets is unwilling, he or she can make a simple Willpower roll versus
the caster's Water Ring times five. The shugenja 'can take raises to make this roll more
difficult. Each raise increases the TH of the resistance roll by 5. Success indicates that the
spell has ro effect, although the shugenja may try to cast it again if he or she wishes. Like
any. spell, Energy Reversal has certain social limits placed upon it, and the times and places in
which it can be “acceptably” applied are somewhat limited. Casting it in the midst of a
diplomatic meeting to increase a character's Perception, for ex mple, or during a poetry contest
to affect a contestant's Intelligence, is considered dishonorable and may result in a loss of face.

Characters who insist on applying the spell to such situations. should take care not to be
caught, d '

. CasTING TIME: 4 AcTIONS
- CASTER

CONCENTRATION: FuLL




Base TN: I5
¢ CasTinG TImE: | AcTioN
. DURATION: PERMANENT
1 Vi | MasTery: 3

_ CONCENTRATION: NONE

" Raises: Tyres oF Foop

ey i

i . GENERATED

Jnari is the lesser Fortune of Rice, responsible
for blessing crops and ensuring that food is
plentiful. By appealing to Inari and Jnari's

attendant spirits, the shugén;’a,mn create
enough. food for one person for one week for
each point of the casting shugenja's Water
Ring. The food must be basic: uncooked rice,

vegetables, fish, or some other Rokugani staple,

I-.J- ! A mixture of foodstuffs can be create with
! Raises, provided that the' total amount does not
exceed the limits of the spell. The spell cannot
create prepared food or 4 magical banquet; the
@Cs still have to cook it themselves, It also
cannot generate spices, not even salt. And as
menfb?rs of the samurd_l‘ caste, most .slhugen;'a
consider the production, of food to be “peasant

" work. still, on a forced march ihere

1T " scrounging is scarce, Jnari's Blessing can
g Sna g ~ certainly live up to its name.

1
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sent. The shugenija forces the target to

=

Kharm; T

¢ Dengeance

'

For shugenja, this phrase
has a fit meaning — a spell which con- Base TN: 5

jures up the terrible deeds of a vic-
tim's past to haunt them in the pre-- = CASTING TIME: 2 ACTIONS

_ DuraTiON: CASTER'S WATER
relive a painful moment, causing
crushing, gut-wrenching guilt. Jt might MasTERY: 3
. be a humiliating defeat at the hands
of a rival, or a foolish comment made
at the wrong time. Obviously, the par- Raises: CASTING TIME,
ticulars vary from target to target, but
the target relives his worst Hemory
with painful clarity, and suffers
through it without mercy. Unless he
succeeds at a simple Willpower roll
against the shugenja’s Water times
five, the target curls up into a ball of Yoo
self-recrimination, staring blankly into .
space, and may do nothing for a num- s
ber of rounds equal to the caster's
Water Ring.
While the spirits summoned to work

CONCENTRATION: FuLL

DuURATION

Kharmic Dengeance know the nature
of the memories they invoke, the cast-
er does not. The shugenja cannot use &
the spell to bring any incriminating 7 18

evidence to light, or force the target to é ""
reveal something against his or her
will. Mevertheless, the spell is quite q
popular with Scorpion shugenja, who .
use it to remind their adversaries that g\
they are not as pure as they would I
have some believe.

. :
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2 When th:s spe" is successfuﬂy cast, the target

= .__:_1_, A bl

; : Bgsg TN 5 N subbenly smashea By ai maglml tsunami,
P L YL uwhich springs: from tlu' air armmb then to faﬂ
:IH, o i ;'.,I'p CasTiNG Time: 4 AcTions :smth cr:shrjg weight. The target must be '
;E' po- it . DuraTion: | RounD ‘- mrthm the shugenja's Wuter Oi’mgl tintes ten
. M S feet ’Chose htf by the. :qater must make, 4
{ B ASTERY: 3 & rsrmple roll agamst the casters Water times S
[ Bt 8 3 CONCENTRATION: TOTAL . to remtain st:mbmg, thf (Bamage @atmg of the

'8 - blow equals the shugenja's Water ®ing. In any
_ ik E,__RMSES: CasTING TimMe, RANGES, I. case, the .Itarget_ is ,gaakeb_ f_fjom.heaa to foot, and
{ | TARGETS st wake an Awaré'n'ess -i*""ﬂ;{'eaitatioﬁ roll at
| . T 15 to conduct f:ir"ther amtm that round.
Spe”s. muutsu stnkes or other tdsks reqﬁmng
- concentration are examples nf actions that can
be mterrupteb mrth the use of this. spe” Additional targets can' be added at the rate of one
new target per Raise. The range of the spell can also be increased by 10 feet for each Raise.
Should the. target be close to a river or other naturally—occurrmg bo?.!y af water, the tsunami is
even Hore posoerful The water comes rolling up from the sourc;, anb the spmtdal energy that
[ & would otherwise be used to bring the liquid: forth can now be' spent in increasing its force and
b power. The DR now equals the shugenja's Water Ring plus 2 and the CH. for the victim's
voll to remain stamding is increased by ten. Failure indicates that they have been swept off
3 8 their feet and into the water; the current (if there is any) will rapidly ‘earry them away.
The most famous ~ and powerful ~ casting of this spell occurred three lhundred years ago at
the ﬂattle af the Cresting Wave. There, Kuni Osaku spent the very essence of her being into
B a huge ts:mam: which made the Saigo River dan impenetrable barrier, and kept the army of
y g, & the Waw fram enteting erb lands for over two months, The effart of harnessing so murh
' enerqy ult:matefy killed het, and no one’ since then has tried t‘o match her feat; there has
. never been cause.
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= With this spell, the shugenja can cause a body

Base TN: IO of water to part befare him, leaumg an open

‘ ‘and relatively dry path across it. The spell
b ¢ CasTiNG Time: 3 AcTions parts an opening ten feet wide, to a depth of
' DurATION: CONCENTRATION ten feet times the caster's Water Ring, and

’ extending for a length of fifty feet times. the
_ caster’s Water Ring. One. raise can increase
. CONCENTRATION: FuLL either the distance spanned by the spell or the
depth by ten feet; it tak_es two raises to
increase the width of the path. The opening

. DuraTION, DIMENSIONS remains as long as the caster continues to
i | _ concentrate — Ddirect injury or:some other form
i - ' - . of distraction (GW's discretion) ends the 'spell
| : ' : inmmediately, causing the water to crash back
: down into the opemng Woe be to anyone caught halfway across in such a situation. The
i # spellcaster must be near the shore of the\body of water in questions !wrthm 100 feet or
:
|

MASTERY: 4

Raises: CAsTING TIME,

thereabouts) for Open the Waves to have any effect. River currents, tidal cycles and other
naturally-occurring phenomenon are not affected by Open the Waves — they continue normally
as if the spell's disruption did not exist, Fish and other aquatic creatures cannot pass through
the opening, nor can boats, floating branches, etc.




-

iengu's Embrgee

:» - L Suitengu is a fortune of the sea who watches
BASE TN 20 " over the souls of brawneb sailors. The spell
ATt \iiohich bears his rame has a less protective pur-

.'{5. 1‘;\'”‘ ﬁf CASTING TIME: 7 AcTioNs _ pose. — it fst the Iungs of a target churacter B304
L | DURATION: PERMANENT L with seawater, Successfuﬂy cast, it causes the
A '_:mctny to begin Drommng as if, they were.,

1is . wunderiwater. The climate and condition the tar-

.. CONCENTRATION: NONE gt iis in Do not matter; the water appears
L " spontaneously within them, with predictable 4

results. The victim must be within a space of

f. .| MasTERY: 6

L Raises: CASTING TIME '

g:
; X . tive feet times the casting shugen,ms Water
PRSI I . Qing when the spell'is cast, or else the spell
I, T S ——— - " vhas no effect. ¢

gy ' g (Drowning characters take Wounbs equal to
% CDﬁ{ I on the f:rst rounb d)ai’ 28 the second) (DR 3 on the third, anb 50 on. Applying tra-

} . _'-.',:_- . Ditional remedies. (i vigorous pounding on, the back, suspension: head-down, and so on) allows the
i . . victim to make a TS w:Hpmoer voll each turn. A successful voll restarts the Wound clock
{ - at (DR 1 as the victim coughs up qunntrty of water; back—to-back suctesses ex,‘:ef all the

| e water and end the spell -

Suitengu's Embrace is very rare i knoion only on the islands of the H{antfs Clan. Like
their bushi brethren, the shugen;a there are somewhat mercenary and not averse to using
L\  their powers in a lethal m,anner if someone pays them enough. H'(any enemies of the Wantis
W < and the employers they served under - have been found drifting on the tides after succumb-
ing to 5urtengus Embrace.
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- Sukinjin's Gi_ﬁ‘ is designed to érot_cf{-tke caster ',
. against other p}fagtitiéﬁélfé of the fkuggnfg‘s art. '
Kty |t s named after a legendary Phoenix. 1 ‘
-..‘.:féﬂ gl CasTING TimE: | AcTioN ~spellcaster whose, ra pport with the spirits oas |
Firi '8 DuraTION: INSTANTANEOUS + nothing short of remarkable. The kami he
1 f A | communea with rememé}s-ﬁ:‘s, kindness aBY |
AL E ; 2 . vunderstanding, and impart their blessing to © 2
: CONCENTRATION: NONE those shugenhf'mha use the spell thé't'b[eag"s his ..
E s s . name. When ;ucce_ssful,':# will reflect a spell
i : directed at a given t’a;g"ef ' Back to its own
Sl . caster. The summoned ‘spirits turn against
3 | their would-be contf_éﬂer when they hear the
NEEEES——— " words of their ancient companion spoken bnce
4 T L ; i & again. The target sufferfj 1o effects from the
spell directed at him or her, while the original spellcaster must endure whatever fiendish
horrors he has unleashed. Sukinjin's Gift is a reactionary spell while difficult to focus, it can
be cast at a moment's notice — a4 necessity if it is to have any baluel S ‘
Che €U to successfully cast Sukinjin's Gift is equal to the T of the spell it islreflecting,
including its caster’s raises, plus ten; The target of the spell = that is) the being who will be
protected by Sukinjin's Gift — must be within a number of feet equal to. the shugenja’s Water
kY Ring. times five. Otherwise, Sukinjin's words will not reach the spirits. This rarge can be
. lincteased by five feet for ,g'.tjif}f 5 TH raise made. The unfortunate sseﬂbaster ‘who finds his
own power turned against him by Sukinjin's Gift is entitled to make any resistance rolls
bescrfbeé-._ﬁhae? the original spell. Jf he fails, he suffers whatever damage or effects the target |
would haq&i taken. Sukinjin's Gift can reflect only one spell per casting, Subsequent spells
bikectqb at the target will function as normal, unless blocked by ‘another casting of Sukinjin's
Gift,.@ﬁe*’ﬂigmber of consecutive times this spell can be cast fequal toithe shugenja's Doid.
This @g@_&i’mat overrule the usual rules about casting multiple spells from the same element.
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- @Based around the same concept as the 'Castle
Base TN: 10 spells, Wall of Bamboo is perhaps the least
powerful. The spirits summoned are attuned ta

growth and plant life, and use their influence to
Duration: 30 MINUTES approximate the effects of their rockier cousins.
When cast, the shugenja creates a wall of
dense bamboo, which magically springs up
CONCENTRATION: CAsuAL anywhere within a f:'fty foot radius. The
bamboo is ten feet h:‘gk;‘ana five feet wide, plus
an additional five feet for each raise the
: shugenja makes. The wall's length is equal to
the shugenja's Water times five feet, and can
be increased an additional ten feet per S TH
raise. .
While not as strong as, for instance, Castle of Earth, the spell can be. cast more quickly, and
still requires an' effort to hack through. Jt takes at least three rounds, succeeding at an
Athletics + Weapon roll against'a TH of 25, each round to break a man-sized hole through
it. The bamboo will sprout anywhere, even through the stone floors of fortresses and other

buildings. After the spell expires, the bambos becomes brittle and can be broken down with
few solid hits. ' :

- CAsTING TimE: | AcTiON

MASTERY: 4

RaIses: DurATION, SizE
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' Water‘

BASt TN: 20

5 CAsTING TIME: 7 ACTIONS

DuraTion: 10 ROUNDS +

.\ CasTER's WATER RING
* MasTERY: 6

L
~ & CONCENTRATION: CAsuAL

© Raisgs: CasTing TIME,
'3

" DURATION

'
- - - -

. Wheel of Fortune is‘si‘r'ni-[ar in some ways to
. Energy Reversal, although simultaneously more
' powerful and more chaotic. Successfully cast,

) harmames resonate much differently, The
starget must make a simple Willpower roll

the spell rearranges the target's ®ings in a
random order, such that ﬁletr elemental

against the shugenja's Water times five to

resist. %:lure indicates ‘that his or heri Rings
have shrfteb. Roll a ie. Ona ro” af 1-3, the
target’s Rings move: dockwise one space (the

" | target's Fire becomes Air, Air becomes Water

and so on). On a 4-6, the Rings move
counter-dockwue one spdce On a 7-8, the

afmgs move c[ackmue tioo spaces, anb on a 9-10, the Rings move counter—dockm:se twao
spaces. Even Doid is affected in this matter, as the victim's sense of self becomes shaken and
confused. All secondary Traits ( such as Waunb ‘QRanks) should be recalcu(ateb to fit the new

configiration. The effects last for ten rounds plus the caster's Water @5}19"

A 1
W

Example: Togashi Wlitsu (Fire 4 [Agility S|, Air 3, Water 3, Doid 3, and Earth 4 [Stamina
5)) is affected by Wheel of Fortune. He fails the simple Willpower roll, and rolls a 3 on a
ten-sided die. His Rings'move clockwise one space; his new traits for the duration ‘'of the spell
are ’}'rre 4 (Aglhty 5), Arr 4, Water 3, Void' 3, and Earth 3 (Stamina'S).




Castle of Fire

v - Si o P g T SN ARG |
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J 8 : § :  @his spell creates a huge wall of blazing ffre
] Base TN: 10 centered. around the shugenja. The wall
A - manifests. itself as'an ever-shifting drcle of
‘i e ¢ CasTING TIME: 2 ACTIONS _ -ques that dances and twists with blazing fury
.~ . DuraTION: 5 ROUNDS . about 'the_ caster. The cie"c-;!dar wa"l' of flame is
1 j ten feet high and ten feet'lthick, and becomes
1 MaSTERY: 6 t‘hicker"‘ar taller by five feet for each raise.
E 410 T CONCENTRATION: FOCUSED The radius of the wall equals the shugenja's
H | Fire times 5" and can be, increased by an
- Raises: CasTING TIME, additional 10 with each raise. Jt lasts for five
" DURATION, SIZE rounds plus a number of rounds equal to the
. caster’s Fire Ring. The casting shugenja (and
anyone within the circle) feels no heat from the

) ‘i spell, but those outside the wall will be singed

if they get too close. The wall has' ' :

a DR of 4 for anyone. attempting
to pass through it, and cannot be

: doused by any means. Flammable =

4 objects in the path of the flames |

1 will ignite, and the casting

e
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shugenija is not safe from their
fire. Astute practitioners of the
It spell avoid casting it in dry fields,

small villages, or anywltere else

that may cause an inferno. P



targets, by one target per {3
N TR |

o - Qitual. This nasty ritual draws upon the
Base TN: 25 power of all five ekmeqtf to create a whirlwind
of ranged destruction. Gathering in & cirele, the
+ CASTING TImE: IO AcTiONS shugenja, call upon mercurial spirits to lend.
& DurATION: I ROUND them their power, then 'shgpt it forth in a

' deadly array of bolts, beams and missiles.
Lightring Follotos flying chunks of iice, which
© CONCENTRATION: FULL follow razored stones, which follow balls of
living fire. The display is truly awesome, and

MASTERY: 7

- Raises: CASTING TIME, TARGETS those whossurvive it speak.of

the ovérwhelming
Sk beauty of the missiles

sent at them. Jt is usually
. gy | cast onliy during great |
battle where a large number of targets present / _ Wi | |
themselves. 1) ;,;}\‘.'z;'é'
In game terms, the ritual creates a A VA

1 . ) SR e e A
number of ranged attacks, SN T ‘%}\\ T L A
which fly out-and strike ' L
whatever target the
shugenja choose. The
missiles have a (Damage
Rating equal to the lowest
Fire among the ritual ‘
participants, and the
number created equals the
number of shugenja
involved in the ritual
Raises can be used to
increase the number of
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Essence of Fire

Another dueling-related spell, Essence of Fire

]

:' Base TN: 10 “was created by ;h_e-Crahe clan to'”e;ierf oult"
; iaijutsu duels ~ eliminating specific techniques . |

g intl CasTING Time: | AcTION or other magics. The spell targets a particular -
|~ ' DuRATION: ONE STRIKE . duel, and the two participants in it. Jt negates

f the effects of any school techmques either’
a MasTERY: 3 __character may have. - even the Jm;utsu-speahc
B " CONCENTRATION: NONE Kakita school = and prevents the use of magic
to influence the outcome, either from
Raises: CAsvAL nemuranai or spells. Jn dddition, any poisons

l _ coating a blade or ingested by the combatants

. . are rendered null for the length of the duel.
What's left are the raw skills: Doid, Agility,

k. o4 and Jaijutsu, unfettered by gimmicks or

! magical aid. The two duelists face each other as the Fortunes. intended, ana the outcome is as

A pure as it is fmaf

- The spell is simple to invoke and can be cast at a moment's notice. @The two targets seem to

5 blaze with an unearthly five during its effect, a display which often awes “observers of the duel

They say the glow derives from the elemental fires of purity, which have been mookeb by the

spell. They serve a signal that nothing has tainted the proceedings.

Wlany would think that such a spell hinders the Crane more than it “helps them. After all, the

Jaijutsu school is based almost exclusively aroun?d dueling abilities, and Essence of Fire denies

—

them that edge. But the Crane have found it actually enhances their reputation as duelists,
and their honor is impeccable in dueling situations. Wost Kakita are' skilled enough at iaijutsu
that losing an advantage or two doesn't matter. And if sacrificing their techniques can
neutralize a Scorpion’s powets of distraction or a Crab's stamina — so much the better. Jn
formal proceedings, the Crane will not invoke Essence of ’}:re"*mless both combatants agree to

it. Wost do. Those who protest its use are all but admitting their weakness, and may lose

R < i — e T L _TTRE

b honor accorbmgly In the courts of Rokugan, such an admission may be more perilous than the
RINE 2. duel rtself X \

" Monmagical weapons ihich grant bonuses, such as Kakita ueling blades, are unaffected by this
S A speH. The spirits involved in Essence of Fire can ‘only counter magical effects, not the natural
L products of fine craftsmanshlp

[} |




R expend a Doid point in the process.

> CASTING TIME: 2 ACTIONS
Y

. When successfully cast, this spell fenb_ers_a target

| ~ to see anything save a bright white glow. Any

i gt

~ Base TN: 20

. DURATION: CASTER’S FIRE

" MASTERY: 5

xa
. CONCENTRATION: CAsUAL
)

" Raises: CasTING TIME, DURATION
|

.

person or creature blind. His or her eyes become
sheathed in magical fire, and, they will be unable

attacks ‘or other actions dependent upon sight
that the target wishes to make must be
attempted at 20 TH higher. Failure may result .
in some harm icoming to 'the target — from
slipping and falling to injury, caused by
mishandling a weapon. GWL's discretion applies to
anything a blinded character wishes to attempt.
The effects last for ‘one Action for every level of
the caster’s Fire Ring, and can be increased by
one Action per S TH Raise. The target may |
decrease, the time by one Action if they slo'ish to |




) Base TN: 10
- CASTING TIME: 3 ACTIONS

DURATION: INSTANTANEOUS

i MASTERY: 4

l : CONCENTRATION: NONE
] Raises: CASTING TIME
1

; .

3

This spell allows the shugenja to destroy a

" building or other structure using the excitable

element of Fire located within it. 'fi’-_.'he't_ai-ge{ :
becomes hotter and hotter until it bursts into
flames, which can engu[f a target area of up to
50 by'S0 feet, Wooo, ‘paper, and other |
ﬂummabfe ab;ects unthm the area. af effetf.
catch fire immediately and burn unceasingly
until they are nothing but ashes. An entire
building such as a hut or'tea house, can be
affected this way; the spell will destroy it

; . camp!etefy. The flames cannot be put out by

non-magical means. Water and other retardants
will simply have no effect, and the fire will

consume its target ared unimpeded. Water-baseb spells, magically createa water and

counterspells will still work as usual.

Only one building (or 50 by 50 foot area rf no building is targeted) will be affected. Adjoining

structures — no matter how flammable they are — will not catch and the fire will never spread
beyond its initial target. Living beings and objects normally immune to fire (such as stone or
steel) are also unaffected by Fiery Wrath, Thus, fortresses and army, units have little to fear
from it; while clothes and other articles may be ;iffecteb, the skin itself will not so\ much as
singe. The spell was originally intended to clear brush for farming, or safely dispose of
dilapidated buildings. Jt also makes an excellent diversion, and generals have occasionally used

| it to cut off enemy movements. Jn addition, spies have ensured vital papers are truly destroyed
by judicious use of the spell
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‘BasE TN 20 Amnterasu c:flo‘ws the target ta shrlrg off Ehe £

effecis af blows or, other injuries. ugan v;astmg, vh

. CasTiNG TimE: 4 o the subject bedins to glow with the Trng of ﬂle
: Duration: CASTER'S FIRE \. sun { :f Hte environment permus, u, rays af‘ -_.'
B . sunhght will'streak fromfthe sky and bathf the iyl
MasTERY: 5 ' ‘character in hdht) which keeps hms or hé? i
S CONCENTRATION: NONE 4 from feelmg any inflicted wounds, The. ;nbmt
" mdy lgnare all wound peqaft!es for a num?;er of -
RA'SES‘ CasTiNG TIME, ~rounds equal to the, speHc ter's. Fire, pfus one
DUR ATION *for each raise. This is ot a ‘powering

. through' spell. like ‘?‘orce of 'ﬂ?r” which gmes
‘the target the mental strength to ouercomg the
pain. This'is a complete rmarcat:m of the pain,
such that the targel does! nat even fee[ m;unes Jt is far more ppmerful ah?l as ‘such more is '
difficult to cast: It is usually used on samrai ‘who are facing a certam Beatﬁ or prepared to
defend a doomed case; wrth the help ofmt[re spell, they will not cry aut m pain and thus,
dishonor their ancestors. Jt is favored by Crab shugenja, who cast, it on thez#r bem'rkers and
wild men just bﬂfore sending them out agamst the Shabom!mfas, SORa e '

i e

- -



.

i S i

e e

Al . B il A e A N o B e i

The 90d of wind and thunder is not solely
Base TN: 10 limited to those blustery attributes. To his
devout followers, he offers protection from

CasTING TIME: 3 ACTIONS storms, and ways to ensure that life could

i DURATION: CASTER’S FIRE X5 IN . continue even in the m'argt weather conditions.

Osano-Wo's Blessing is the product of just such
a protection. When cast successfu”y, the spell

* MASTERY: 5 causes a target fire to resist most attempts to
put it out. The fire spirits in the flames
become run rampant, and refuse to curtail their

MINUTES

'\ CONCENTRATION: CASUAL

RAISES: CASTING TIME, dance. Water will have no effect on the nature
1 of the flame, no matter how miuch is used.
DuraTiON Similarly, wind, sand and other extinguishers
will 20 nothing to lessen the heat or brightness
of the fire. Jt requires magic = a magical
water spell, magical wind or other such conjured spirit — to gain control of the gleeful flames,
and even then, the spell must be directed specifically at the enchanted five. Jf this is the case,
the spirits will be calmed, and the fire will return to normal, but the spell in question will
have no other effect. A Castle of Water, for. example, cast upon the enchanted flames, will
allow them to be doused but will not create a great moat as the spell effect describes — the
spirits are too preoccupied placating their fiery brethren.
Once the duration of the spell has passed, the flames return to narmaf and may be doused by
any mundane means. Hormally, Osano-Wo's Blessing is only cast on contained fires — hearth
flames, blacksmiths' coals, signal fires, etc. Occasionally, however, the ‘spell has been cast on a
wild fire, turning it into a destructive terror. Such fires can destroy acres of property in a
brief amount of time, and only the eventual termination of the enchantment and the efforts of
numerous Water and Air sﬁe”s will prevent them from burrfﬂng much more.
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Base TN: Varies, SEe TEXT
" CasTING TiME: | AcTiON
| DURATION: INSTANTANEOUS
. MasTERY: 2
'_ CONCENTRATION: NONE

" Raises: NONE

for spell-like effects such as Oni or other powerful beings; but the TN should be no less than
25. Jf successful, the effect is canceled and the target must try again.

Counterspell is intended to affect another
shugenja's spell while it is being cast. This
spell, on the other hand, negates any spell effect
or speH-fikc effect (GWL's discretion) of a
nonhuman creature. Wlansters such as goblins
and Wezumi practice a different sort of magic
than human shugenija. Thus, a different form of
spirit is required to negate them. The shugenija
must cast it as the target creature is casting its
own spell. The caster must beat a TH equal to
the concentration level of the target spell. GWL's
should use discretion for determining the TH




. Wrath 0 - ano
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r : The original Son of Storms was never one to
Base TN: I5 be t_riﬂeb with, and his fury could make the
[ mountains themselves cringe with fear.' This
) ¢ CASTING TIME: 3 ACTIONS spell, like many which bear his name, reflects
} ! DURATION: INSTANTANEOUS . that temperament and the terrible destruction
| it could cause. Jt creates a magical flaming
:  MasTERY: 5 arrow that leaps from the shugenja's fingertips
CONCENTRATION: NONE and flies to where-verlhe or she indicates. Upon
striking its target, the arrow explodes with a
Raises: CASTING TIME, EXTRA  (Damage Rating equal ta the shugenja's Fire.
. TARGET, RANGE Jn addition to the riormal damage, the target is
now aflame and suffers Wouhas equiva[enf to a
} DR of 1 each round until extinguishe?.
l - Wooden buildings and other such structures
catch fire immediately and quickly spread beyond the ability to be easily contained. The arrow
can be d0dged by living beings, but only by making an Agility + Defense roll at TH 20.
Success indicates that the arrow flies by, ‘and ignites whatever is behind the target.
’ The range of the arrow equals fifty feet, plus ten feet per School Rank, Truly powerful

shugenja have been known to extend it even farther than that. The Phoenix Waster of Fire,
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ranges of "
almost :
one

thousand
yards in

the past.
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:-_;. 'UUhen Arraws ?hgkt is cust sucrﬁsfuﬂy, the
4 -'.shugen;a cOmmands a s:mpfe air spirit to gmae
a single arrow astit is bemg loosed. Che spmt

Base TN: I5

ALY Wi s CASTING TIME: INSTANTANEOUS " draws the missile to its m‘tenbeb target;. 1f
RioiE N . cannot. mlss under, orbmary arcamstances, .
i f DuratioN: [ AcTioN 5-" a!thm{gk it travels no fartaler thamnarma!
MASTERY: 5 | The damage is nutomat:c‘ﬁy the type of arrmof
b} B 'useb Jf ‘the target knows:tha arrow is: cqmmg,
i CONCENTRATION: FuLL he. can attempt to Dobge Jt, but he must knoto
_Raises: NONE that f.he darroi was a:mea,qt him fma must

. tinie his o or her d0dge so' that Jt confuses the
; " guiding spirit. A successfuf aabge requires a
G . ' - " 'Reflexes fDefense ra” at "Z.'H 25 to succeed.
- TR 250 SRR AT (Defenswe wiagic, such as :Osmw WM ﬂreath
can aiso be ‘effective: Jn order to counter such magic, the ‘shugenja casting: Arrows ?bght must
make a simple Air roll against the target's Ait times five. ?arlure mieats. the arrow veers: off
course and hits the ground harmlessly. ’ﬁhe arrow targeted by the speﬂ n{ust be within 10 feet
times the Air of the caster, or else the spmt will not 'be lable to reach it m time »’Che speH
may be cast mstantaneously, it can affect an arrow being Ioaseb on the 4%: actwn it is cast,
However, the shugema will be drained by the effart of controllmg the spmt ana st rest
{ ) _ £ Iy .'Ij! il w:tho;ut nioving
L Ly e \q ﬁ i k;( g ' | for.tm actions
b U T\, VUL following the
B jz\\KR\i\m )//J) g | casting. his
~ ) -‘--—".r_/ {/} b e H I’ |
_ Lol (1 spell may only
pag\f‘;(_)) f " e bel cast once, a
' ﬁ'_.' T&L—/ ’Jﬂgt_ e day (the spirits
i f;;__——_; of air have )
7wl o1 better things to
0. than tail
Larrows aroumd
at the behest of
: | some Hesh[mg
| ashugb.'nm)
T

S
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9 Air

Base TN: I5

" CasTING TIME: 3 AcTIONS

- DurATION: 5 + AR
MASTERY: 6

. CONCENTRATION: FOCUSED
Raises: CasTING TIME,

' DuraTIiON, DAMAGE, DIAMETER

Castle of ,-

R O e e e

e -

- Like Castle of Water, Castle of Air is
designed as a general defense of an area near
the shugenja's location. The caster creates a

Sspinning vortex of wind, swirling at Iugh

speeds in a circle ten feet across and stretching
maehmtely h:gh Raises mcrease the Zlmmeter
of the vortex by five feet. per raise. The
shugenja can place this mini- ~tornado anywhere
within fifty feet of his or her location, but
most conjure it to the:r fnpnt to better protect

 themselves from harsrs Ontside the ares of the

vortex, the air is windy but essentially |

“harmless, Anywhere inside, homever, dirt and

debris fly around at hurricane speeds; there is

no ‘eye’ in this storm. Abvanﬂng attackers must overcome the strength of tke tornado in order
to penetrate the barrier, by making a simple Strength roll against a TH of 25. Failure
indicates they have been blown off their feet and knockeb backwarbs by the force of the wind.

- All within the tempest, whether they successfuﬂy remain or not, take Wmnbs eqqa! to DR 1

from flying objects in the whirlwind. In addition, shugenja unH have a Btff:cu]t time seeing
their targets through the swirling debris, and all attempts to cast speHs thiough the Castle of

Air are made at 10 THU higher.

The effects of Castle of A:r Iast for five actions plus one for each pomt of the caster’s Air

Ring.
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- The Kitsu magféians of the Lion Clan have
long demonstrated a deep. connection with the
Base TN: 20/15 For KiTsu spirits of their ancestors. They created |
" (Defender From Beyond as an extension of this

I 3 M
\f CasTinG TImE: 4 affinity and a message to the enemies of their

; ' v DuraTION: ONE DUEL clan: when you attack aﬁe.‘-ﬁf'on, you attack

£ 55 y them all. 4 1 "

1. " MaSTERY: 6 The spell summons a spitit from beyond the

£ ~ ' grave, who is granted limited physical form and
| CONCENTRATION: CAsuAL the use of certain skills for the duration of its

stay. Jt appears as a' ghostly reflection of its

former self — complete with armor and daisho.

V . Jt has a single purpose on this plane: to

! . represent the spellcaster (or any character the
spellcaster wishes) in' an iaijutsu duel, which it
will 20 with all the zeal and fervor it can

*_Raises: STaTs OF DUELIST

muster. b Ky :

Wlost Watsu and A‘kqad samurai never use this spell: they are perfectly capable of defending
themselves. For the Jkoma historian or Kitsu shugenja, however, a spirit can be a handy proxy
~ especially. when there are no other Lions about to stand in for you. The summoned

1 apparition fights with a base Agility and Jaijutsu skill of 3 each. Jts Awareness is 4, and its
d Reflexes are 3. Raises can be used to adjust these statistics, S TH per point raised. (A
i successful raise means the shugenja has contacted a more powerful spirit than he or she would

otherwise.) These are the only stats it can use while on the physical plane; it causes 3k2

i Wounds with each strike, equivalent to a normal katana. The spirit will remdin on the
material plane just long enough to complete the duel, then vanish back to where it came.
Should the spirit win the duel (killing its opponent), the summoning shugenja gains any honor
or glory rewards as if she had participated in the duel herself. Similarly, if the spirit loses the
duel, the summoning shugenja wmust pay the price — suffering any honor loss incurred and
forced to commit seppuku in response to the failure. There may be more humiliations to
suffer in the afterlife as well: the summoned spirit may have lquite a bit to say about the
“incident” which cost the family so much honor. '
Kitsu shugenja can cast the spell at a base TH 5 lower than other shugenja. Wlembers of
other clans may also cast it, but they do not have nearly the same success with it as their

. Kitsu brethren do0. For the wost part, it cannot be found anywhere outside of the Lion
families. Strangely enough, the Lion consider this form of proxying quite honorable and even
W pragmatic'in a certain way, Even if the duel'is lost ahd the shugenja subsequently dishonored,

1 their folly woill not cost any additional Lion lives. ' |

.
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Base TN: 10

CAsSTING TIME: 3 ACTIONS
Duration: 10 + AIR RING
MASTERY: 3
CONCENTRATION: CASUAL
Raises: DuraTiON, CASTING

" TIME

With the successful casting of this spell, the
shugenja draws upon the spirits’ intangible
nature to make Wimself or another target
invisible. The spell can affect both living beings
and inanimate objects — provided the object in
question is no bigger than'a human being (a
katana ‘or tea set could be affected; a house: or
giant statue could not). The target cannot be
seen for a period of te_'n actions plus one times
the caster's Air Ring. This invisibility is total
(it cannot be broken by splashing the target

~ with wu, say), but only if the target remains

unmoving. Significant movement, such as
walking or attacking, creates a distorted blur

which is easier to see and strike. To successfully attack an invisible target, the attacker first

make a simple Awareness roll against a TH of 25 and even if successfully cast cannot make
called shots, The TN is lowered to 10 if the target is moving, or if the attacker spends a Doid
point. -




Here, the shugenfa incites the air spirits around
: @ target person to move more and more
j AT Base TN: 20 quickly. Successtully cast, it doubles the speed

'. CasTING TIME: 3 ACTIONS and action of the target for a number of actions
L | . equal to the shugenja's Air plus two. Raises
1 DuraTION: 2 + CASTER'S AIR can be used to increase thfl"*l duration' All of the
i MASTERY: 5 usual abilities the target may engage in are

now done twice as quickly: a samurai capable

| ] CONCENTRATION: CASUAL of one action per round can how take two

Raises: CASTING TIME, ~ actions, a'shugenja casting,a spell can do so in

] | half the time, etc. To the target, everything

1 Durarion - around seems to be moving more slowly, while

; : - he or she can still function at rll'ormal speed,
The spell tends to exhaust the target after a |

time, requiring a stmp[e Stamina check at TH 10 to continue funrtwmng ufter it wears off. |

In any case, the trirgef. will need at least an hour’s rest without movement following the end of |

any strenuous activity involving the spell. i : l




A basic Air Ispe”, Howl of Jsora summons

short but intense blast of air which flies forth

\ifrom the shugenja's fingertips. The wind is
hutrricane strength — strong enough to scatter
light objects, blow over furniture and cause

péople to lose their footing. People and.

humanoid creatures caught in the blast

roll at TH 20 ot else spill heels over

must succeed in an' Agility + Athletics

Base TN: 10

- CASTING TIME: 2 ACTIONS

DURATION: | ROUND
MASTERY: 3

CONCENTRATION: FuLL

- Raises: CasTING TIME,

DuRATION, LOCATION

head as the wind buffets
them back. They wust
spend one round
staggering to their feet
before they can take

;. another action. Raises
can increase the length
and intensity of the
wind, and force those
affected to remain down
for longer than one
round (plus one round
for each raise). The
spell usually affects a 5
by 5’ cone extending
forward from the casting
shugenja, but can be
targeted to anywhere
within sight if the
caster is skilled enough
(100 feet for each
raise). bh R
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f .. Base TN: 20

A o -:_i*'t CAsTING TIME: 10 AcTiONS
A TR

; '\ " | DURATION: INSTANTANEOUS
| ; MASTERY: 6

| CONCENTRATION: NONE
i
" Raisgs: CASTING TIME,

| INFORMATION GAINED

00k }to | Sou

P b e
& i e

'((."-lge Scm;pfan Shosaro family cre;:_téé !_.'Io;o.’&

nto the Soul fairly early in their clan's

history, as an'extension of their duty ta protect

‘the Hantei from harm, Use of this ‘épelllf- AT

iy

permits the casting shugenja to peer into the'

soul q_f“g'ftargft being, anr_ﬁf_ascerta;q the .
<. ¢lemental composition. of his or her spirit. Jn so
" Qoing, the shugenja learns his or her strengths

and weaknesses = which elements run strong in
thewm, and which might bq;: found wanting. Jn

. the internecine plottings' df th'g-_Srorpion_dan,
- such.information is valuable indeed,

In game terms, the spell aﬂows the shugenja to

'Beterm:r'ng the Rings' and Traits of a given

target. A successful castingat the base TH

reveals two Rings ~ the strongest and the weakest (flip a coin if there are ties) - and their

attendant Craits, For each 5 TH raise, ariother Ring (and the Traits under it) can be

determined. The target's Doid cannot be revealed, however, until all of the other Rings have
- first; to realize nothing, you must first realize everything. (Discovering a'character’s Doid,

reveals both the base rank, and the number of points he or she has left to $pend.” :

- e iy s, ol g Jtis, o_f course, up
10 to the shugenja to
L determiine. how to
| use this information

once he or she has
it. The Shosuro are

Camtazingly adept at
 determining a |

target's history,

personality, and
' likes and dislikes
based solely on the
A combination of |\

! ‘elements in their

D

g T B g
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The Fortune Osano-Ws is portrayed as large
and blustery ~ an embodiment of 1ind and
lightning, his stormy eéssence. This spell
_‘: CASTING TIME: 2 ACTIONS Ic'hannels' the power of OIS&HO'Wo r.hi'ougk'the" i
shugenja's lungs, allowing him or her to exhale
a hurricane-force wind. Jt can blow over weak
MASTERY: 3 structures, tear' branches from trees, even lift
] small ‘chiloren off the ground. On a more
i CONCENTRATION: NONE practical note, it renders t}re user pmctr’ca”y : '
Raises: CasTING TIME, ~immune to missile uiéapb.{:s. The power of ‘
Osano-Wo's Breath can turn arrows and yari
away from the spellcaster, to have them clatter
“harmlessly on the ground. A successful casting
! will deter one missile from. its targets. Qaises
increase the number of missiles deflected: one for each raise. Other people can be protected in
this manner, provided they are within ten feet of the caster. Only the casting shugenja may
exercise the powers of the spell: the enchantment cannot be placed upon anyone else.
Osano-Wo's breath is powerful enough to send missiles flying back to. their original users. with
lethal speed, but lacks the accuracy to cause any real damage ~ Osano-Wo was not known for
his finesse. However, against closely-grouped units of one hundred or more, the number of
targets is great enough to negate the need for aiming. When engadedin' imass combat (see the
L3R RPG, pages 114-117), the shugenja may use the spell to gain +1 Glory points and
receive five fewer wounds per Battle Round. P A

Base TN: IO

ok
L

' Durartion: | Rounp

' DuRATION, MissiLEs DEFLECTED
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Qef/ecting Wlirror

f ~ Qeflecting Wirror brings an illusionary !
1 : '_buplq‘cﬁte of the target into existenice. Jt appears
j_-':- (e 2 e Base TN: I5 anywhere betmféh'-fiuq,.fe'qt and three hundred -
7 tr . P CasTING TIME: 3  feet (shugenja’s choice) from the target;and =~ '
Favten matches his or her countenance exactly — right
4% . DuraTiON: 5 ROUNDS  own to scars, c!othing an‘i hair. The image '
j ! ' MASTERY: 6 . mauesﬁfke way. its arigfn&'] ‘Hoves, mimicking

SR motions, speech' and facial tics exactly. Sounds '

. i CONCENTRATION: CasuaL and speech patterns are copied. as well, allowing !'.
- e © Raises: CasTING TIME, Duration, the image to easily pass for flesh and blood.
$70 LR The illusion is immaterial and objects touching f
_1 ! ‘ NuMBER OF DUPLICATES, LARGER . it pass right through, revealing, its true nature. \
\ " TARGET (2 RaISES) The insubstantiality makes it difficult to |

. ' sustain fér any great length of time, and skilled

practitioners know not to use it in crowds or
other such situations.

!
¥
Reflecting Wirror's main purpose is to j
oraw attention amay'ham'a:-spedﬁc' )
target and to sow confusion in potential s

pursuers. As such, it is popular with
scouts and spies. Jn combat, it can hide
the target behind several identical
duplicates, giving him or her time to
attack wohile opponents strike at
insubstantial phantoms. Wlultiple
images — placed in any position within
range that the shugenja wishes — can
be created for each 5 TH raise. Some
of the more formal shugenja schools
discourage. its use for the chaos it tends

e O

e e ————

to create, and for the “cowardice” it can |
| encourage, but others see it as a potent '
teacher of control, and'a stepping stone

to more powerful illusion speHIs.
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Step Between th r

Base TN: 25
CASTING TIME: 5
Duration: | Hour PER RANK

OoF CASTER’S AIR

MASTERY: 6
CONCENTRATION: FOCUSED
!
J Raises: CAsTING TIME,

DuRrATION

Through the use of this spell, the shugenja

creates an area af extradimensional space,

accessible through a magical opening that
appears anywhere within ten feet of the caster.
There is enough room within the space to hold
up to six people comfortably, or an equal
amount of inanimate obje_'cts. Jt is immune to

the effects of the elements and cannot be
entered except by permission of the spell caster.
Weapons and missiles cannot penétrate it in

either: direction — attacks by or upon any
occupants will automatically fail. The shugenja
may seal the opening from either side, thereby
' preventing those within or without from
' entering or leaving. The effects last for one
hour times the caster's Air rank. At the

¥y expiration of the spell, the area ceases tobe,
and anything within it will be dumped
unceremoniously back into the “real world




L :-IIBASE TN: I5

f’ DuraTION: EARTH IN Days &

3 ;-n-;?'vm l«
- -

B

o fl‘ kl:s sﬁéﬁ'ﬁﬂbﬁi}"a'_?i;ﬁgeﬁfa to summon a

‘ I"_partrru!ar type of bird . presumably one suited
3. ito ‘the task it m{Ha bg chargeb with, The
g ;shugenm appeals to the spirits and asks them
% to bring forth one bird of the type spem‘;eb -

f CASTING TIME: 5 AcTIONS

be it hawk or Sparr oW, ‘lilu’ G should

" Determine if f.lfe animal b?srreb is. aDmIaH;

" based on the ﬁurromfamg enutronmer;t, t;me of

B auy, ete, Che animal ‘arrives in 1-10" actions,

and w:H be, well—b:spaseb ‘pmaras the 'i_

"-summomﬂg shugenja. The spe”castér way then

“Umake a single request. of the' animal, which it
. T — < will promptly. obey. The task s must be s:mI_pIe
B T TR S e oty TR T longer-than the speHcasters

Earth rmg in bay.s 'Tbe crearure remtains under the sway of the. spell untﬂ the task it has

beer assigned is: campfefea Jt will not agree to anything which: ;eaparbrzbs its life, or

-n

Win e Fi.

M.asn:nv. 4

=

Concznrmnou- NONE

“ t—ﬂmszs. CasTING TIME

tik otherw:se places it in undue danger. Tgmgul requests might be to protect. a'campsite or person,
- carry a written. mes.‘mge, or watch a particular house'for signs of ﬂctlmty,‘.dfter ihe durgtion
expires or the task is completed, the animal is no longer under ‘the speﬂcasters cohtra! and will

9o  about its own business. Like Call RBeasts, it miﬂ not be host;lf to the: summamng shugenja
if the shugen;a is in the :mmebmte area. Y : n’ 11 R

The spelliis \popular among Kuni shugen;a, who use crows and other .sudf birds to carry

. messages. across; the wastes! between their scattereb howes. Scorpmns 'also like wsing the spell
since ammals cannot betray secrets to others the way humuns can, ) Mol gy

- eSS S

b 14
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= . The shug'e'nja dpénf a dimensional ﬁo}ial
between two locations; allowing himself and
Base TN: 25 perhaps a number of passengers to travel

! CasTING TImE: | Hour : between them without difficulty. This is not

'. the same as teleporting; it is not instantaneous
. DuraTION: AIR + ScHOOL RANK | travel. The distance traveled is still the same,
"IN Hours and the travel time remains identical to

~ traveling overland. The difference lies in the

3
. MasteRY: 6 terrain and the obstacles one would normally

'l'

' CONCENTRATION: FOCUSED - encounter on the road. w;'t}f ‘Walking the Way,
.- all of that is aveided. Thus, a journey from
L Raisgs: DURATION, PEOPLE Otosan Uchi to the City of Remembrance by
TRANSPORTED ' use of this spell would still take many hours,
. _ but would avoid any travails of the road:

_ b X bandits, wild animals, Wlountains, efc.
The spell manifests as a glowing siloer doorway leading into nothingness. Once the shugenja
(and whoever is traveling with her) passes through, the doorway vanishes behind them and

. cannot be accessed by anyone else. The travelers will find themselves um}king a silver line

through swirling nothingness. While time passes at the normal rate, the travelers will have no
concept of it; they will not need to eat or sleep while they are on the path, and the
surroundings never change. At the end of the journey, another doorway will appear, identical to
the first. Jt emerges onto the spell's destination and will vanish once all the travelers have
passed through it. s | |

The shugenja must be familiar with the desired destination before casting; they must be able
to evoke an accurate mental image of where they wish to go. Places where air does not
penetrate, such as the bottom of the sea or heart of a volcano, ‘cannot be reached with this
spell. Hor can it be used to send wagons or other large inanimgte objects through; only one
person and his or her immediate possessions can be transported, although additional people
may use the spell at a rate of one person per S TH raise. Horses may be brought through
with two raises per horse. The distance traveled is limited by, the shugenja’s Air + School
Rank in _I‘c»"i'okugani hours, él'hhough it can be increased through additional raises (one

I. ﬁ’akugﬂahi hour per 5 TH raise). (Bt '
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S The spirits of the dir carry an endless array of

B8 1

mysteries with them — secrets whispered in the

Base TN: 10 Dead of night and heard by no one else. This

" CASTING TIME: 2 ACTIONS '. spell allows the shugenja to contact those spirits’

and ask them a single question about another
. person. [They can learn ar}_e thing about a
MASTERY: 3 target:something from their history, a

!  particular preference or ability, even a hidden
, CONCENTRATION: CASUAL subject that no one else knaws about. The
} '_ Raises: CASTING TIME, : effect is similar to reabmg a samurar s ‘stance
before an Jaijutsu Buel* the spmts r‘eveal the
sources of a quirk or a physical mannerism,
which may determine a great ééal about the
target's background. In game terms, each

¢ Duration: | Rounp

" INFORMATION GATHERED

successful casting allows the shugenja to determine one fact about the target

* One Ring

* One Trait

* One Skill and raﬂking R T T

* One Abvantage or one @tmbvantage ' ' M

The target cannot resist this process any more than he can stop breathmg or change his ‘own
past, although the shugenja must be able to see him for the spell to take ‘effect. The spirits
see everything and cannot be fooled. Meedless to say, this spell is ueryp popular with the

- Scorpion Clan, s

Uate also that extremely im_portant people - family daimyos and their beétters - almost always
have a shugenja or two watching them and ready with magical countermteasures, or at least a
small nemuranai making spells cast against them much more difficult. Ketsuen, the armor of
the Crab Clan Champion, is ‘an extreme example of such an itgm. ' '

.-‘j ‘
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The spells on the following pages are Doid spells. These may only be cast by the Phoenix Jshi,
or Void shugenja, who are detailed in Way of the Phoenix. As stated there, "It is important to
note first that only Jshiiand Jshiken can use Doid spells. There are no exceptions to this rule....
Doid magic requires absolute dedication, and no other interests can be entertained by its.
practitioners” | | -

For those readers without access to a copy of Way of the Phoenix, here it the fntfabuctory_r- text
from that book's Jsasoa Doid School section, to give an idea of the Doid shugenja's mindset.,

Of all the elemental forces which a shugenja can draw from, the most powerful and the
most Ddifficult to control is that which lies between and joins the others: Dc’_;'ib.fach of the other
elements - Earth, Air, Fire, and Water - allow shugenja to call upon and direct only their
individual forces. Also, it is commonly understood that the mages in question must master the
appropriate fundamental concepts, learn the necessary spells, and undertake certuin risks should
they perform those spells incorrectly. -_

The shugenja who studies Doid, however, understands that everything in the world
contains all four basic elements, held together by the least tangible: essence - Doid. Jt is like the
silence between notes of music, giving rhythm and shape to the whole., ..

@o the beginning practitioner of this art, opening themselves to the Doid is like being
caught in a great river, pulled along in the tush of things. Jt requires an immense amount of
discipline to pull oneself from the flood. This is why those who practice Doid magic have little
time to study anything else. Their control must be absolute, or they will drown.

Once he has mastered the founding precepts, which can take up to several decades for
the least. adept initiates, an apprentice immediately begins to specialize. There are no fickle Doid
magicians, no one who can truthfully claim to be proficient in more than a handful of techniques.
This is because all Doid magic abilities are trained as complete schools of thought, regardless of
their similar foundations. They have all the intricacies and three times the danger of common
magic, and unique care must be taken with every one - indeed, kvery use of every one.

They slowly learn to cast themselves into the rush of the world's undercurrent, and to
recognize and interpret the things they find there. They must know how to visualize the things
they sense; simply because something can be perceived does not convey understanding of what it

(is, how it is important, and how to treat it safely. {véntuaﬂy, he will also learn the ultimate
truth - that the earth beneath him, the bird that flies overhead, and the trout that swims in the

river miles away, are as much a part of him as his own feet, his own hair, and his own hand.
' Chis stage of realization is called Jshika, or ‘comprehension.
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This ‘simple spell is among the first Ring
\ taught to adepts of the Doid. By acknowledging
. the paradox of nothing and everything — and
_iare importantly, by realizing his or her place .

- within it ~ the shugenja can temporarily

Lincrease the number of Doid \:p'at'ht's he or she.

can spend in a turn, Casting the spell at ithe

base TH allows the sh'u'g"eni_é; to spend a second -

~ Doid point on a given roll, or allow another
character to do the same. Each raise allatos
another. point to be spent, up to all the
character has left. Spent Doid points are
regained normally.

) CasTING TIME: 2 ACTIONS b

it

]

%
W

e

" DuraTION

|

- IsHIKEN RANK |

Bast TN: 5 ol

DuraTtion: IO RounDps
MASTERY: 3 % i Byl

CONCENTRATION: NONE

e

.

Raises: CAsTING TIME,
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‘ Many spells of this nature are used to divine

1 Baseg TN: I5 the future: they see the patterns fokme? by the

i Celestial _Orber. and discern the direction in

| ki - CasTinG Time: 2 Hours which they are headed. In so doing, the
DURATION: | GAME SESSION " shugenja is able to predict the outcome of

1 certain euents Depth of the Doid takes that ;

i - MasTERy: 5 one step further, however. di’y summoning the

# ¥ CONCENTRATION: NONE proper spirit, the shugenja may grasp the

threads of time and shift: them — changing the
Raises: REROLLS outcome of certain minor évents. A courtier
: ISHIKEN RANK 4  who will botch a tea ceremony, for example,
- may instead miraculonsly carry, it off
‘!l successfully, or a bushi’s missed sword stroke
4 can be altered to_strike home. The spell requires a profound ability to read the Celestial
3 Pattern, and to know which events can be changed without Betrimenta!leﬁeds.
4 Jn game terms, the spell-caster can “store up" an additional skill roll, a”obf'ng the failed roll of
# an ally or successful roll of an enemy to be reattempted. The player need not know which roll
' they want to change: he or she simply announces that the spell takes effect ‘following any skill
roll in the course of a game session. Raises increase the number bf rerolls — one reroll far
every two raises, although no shugenja can store more than three rerolls,
Casting thg spell requires twa hours of uninterrupted meditation, and sufficient stamina to see

.

the process through (minimum Earth score of 2). Each casting, successful or not, demands the
shugenija expend a Doid point. Jf it fails, the Doid point is still lost. A successful casting can be
used to change any roll during the current role-playing session., ?a:'leb'rera”s may not be

attempted again; sometimes destiny will not be stymied. ,
The Phoenix Jshiken only cast the Depth of the Doid if it serves the greater purpase of the
Celestial Pattern. Toying with the future is a dangerous bus:mﬂss, with serious repercussions
for the shugenja who attempts it. Stories of shugenja vanishing as if they had never been

1.' . circulate through the ranks of the Phoenix and serve as warnings to those who would thwart
o (Destiny's p]aﬂs Jf the G feels that a shugenja casting the spell has gone too far he or she
| can instantly revoke the effects and inflict a suitable retribution on the offending shugenja.

" 'L @Broken limbs, blindness, and other permanent deformities are the least of the possible injuries;
| | GWMs are encouraged to use whatever fiendish mutations their twisted minds ean devise. |

e i e R, R —
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g DURATION: INSTANTANEOUS

MASTERY: 3

/4 CONCENTRATION: NONE
E Raises: CASTING TIME, NUMBER

. OF QUESTIONS
1
" IsHIKEN RaNk 3

-

(Divine the Gture

. | greater m‘“fﬂ'y of ﬁ't’verlﬂi of Stortnnes or

e i o
275 v v 35 bet S t Seasiis ok "
ST ": R e IR i bl i 5 -

. This spe'ﬂ'allmo's a ;huéenja to uieu;' the great

Celestial Pattern and thereby betermme the

nature of upcommg events; The caster lmﬂ be

unable to affect such events: that requires the

[§

(Depth of the Daid. Armeo with such

. .knomkbge, however, the shuggma will have an

opportunity to properly prepare for whatever is

~coming and perhaps gain.a greater

understanding of his or hek place in the cosmos.
The game effects of Divine the Future are

 fairly simple. A successful casting of the spell

allows the player to ask the GWL a single |
question about the campaign they are
participating in, The question must be

answerable by a “yes” or a “no”, but the GW must answer it honestly, '?ar every successful
raise, the shugenja’s player can ask one aditional question. Each questmn‘ requires the

" expenditure of a Daid point. ' i % '-

The dangers inherent in this spell are great The shugenja will Be unable to affect anything
he ot she sees, and may be tormented by an inability to act. Legends gbound of spellcasters
seeing their own deaths in the spell, or the destruction of a cause they had dedicated their

 entire lives to upha[bmg Wisdom is truly terrible when it brings no profit to the wise.

Thankfully, such incidents ate rare, and velegated mainly to the history books. Intelligent
shugenja know better than to delve into their own future, knowing that they cannot stop
anything tkéy see. Those who do so usually have the power of Depth of the Doid to back
them up, anB are thus wise. enough not to tamper with the fates. They prefer to speak of
widespread occurrences that others can prepare for (such as upélommg floods or droughts) or

the affmrs of people they don't know. They're content to leave their own Ddestinies uncertain.
@C shugerqa foolish enough'te inquire after their personal fates should suffer the consequences.
Any attempts they make ta alter or change the future should lead them directly to the very

','"fate-t‘hey ‘tried to avoid, (Jf they wish to Hee from a given battle to avoid death, for example,

A}

" they s}loufa be discovered by their superior officers and executed for cowardice.) By trying to

stop @ given prophecy, they will inadvertently create the ciraumstances that bring it about.
'Cha GW's, sense of the appropriate and the particulars of a given campaign should quide the

exact outcome




Cssence of ib

between caster and victim. Following that, each

round the caster wishes to hold the victim, he or she must make a contested. roll vs. the
target's Doid. Success means the target has been seized and can 9o nathi-ng that round. Failure
means the target has broken free, and may move as he or she pleases. The spellcaster must
maintain concentration in order to hold the target; an injury or other distraction (GM's
E' discretion) breaks the spell and forces the shugenja to begin again. Raises increase the
| duration between contested Doid checks (S (U per round), which will allow the caster to
n maintain his or her hold without concentration. )f a target submits willingly to the ‘spell for
some reason, no contested roll needs to be made; the target will remain still for as long as the
{” v shugenja concentrates.

The spell only works on characters with a lower Doid score than the shugenm @Che caster can
. attempt to paralyze someone whose Void exceeds theirs, but they must spend a Doid point to
i 20 so. Failing the initial contested roll means that the target cannot be further affected by it,
and the shugen;a must wait at least a month bffare attemptmg it on that particular person
again. Shadowlands creatures and others who do not have a Doid score cannot be targeted by
$ Essence bf'll?oib.

- e T paiaille.
o i.l‘»nl-."- : - :;‘t"'l—r =
‘k.  This pow.erfuf Spe” can be used to render | .

'i Base TN: I5 another charactet inert. Ay concentratmg gt S
) the target, the Jsh:ken shugenja can pamlyze itk §
: t - CasTING TIME: 5 AcTIONS him or her, Denymg uofuntary motor skills !

;‘ &) -:: DURATION: CONCENTRATION - while maintaining the hm,rtbeat and other acts
' : . necessary for life, The victim I:teraHy becomes

i MASTERY: 5 . as st:” as a statue, unmovmg untrl the
~ CONCENTRATION: TOTAL skugema ceases’ concentrating or he ot she
- manages to overcome the magical power,
i _ Raises: TIME BETWEEN CHECKS The shugenija must be within 50 feet of t_he
;[  ISHIKEN RANK 2 ~ victim and able to see him or her before the
- spell can _.take effect. Jt -takes-tpo rounds of
preparation to properly align the hurmonies

—_—
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i Pt
L 5'Base TN: 15 s i
: ;f—: perm:ttmg tljcft pe‘rson }a 3ram u,‘,’mn t}ir, ;
shugenm’s chi, By lse af thts spe" ‘the "
---WRATION- JO AcTIONS shugemaaaﬂmos 4 targe __._u‘aracterﬁto gam ar
' ‘. ‘number of points in uny '__']. qual to the
) :s}xugemﬁz s Doid,. "Z.'hembbeﬁ?pqmts n;m be u§

‘= CasTING TIME: 4 ACTIONS

‘5 MASTERY: 4

E it any. sk:H rollé: E‘nuo!m}ig Ehm‘, part:&ﬂnﬁ' ﬂ'iﬁg, i

s oell as simple rolls and, sr.haof tedm:gu?s
. that call ?qr it 'T.'he ﬂspen ?ﬂesmt mcreasel the
target's: Waunas, even. if th 'térget 5 Earfh s
;.rmseb Jri abb:tron, the | targets :ﬁmb camwt be
raised through se of Spmtual "d’résence. The
R L 1me )1 A shugen;a h!mself can bf tfxe target af th:s speH
and’ temporanfy ;s; hli own Oi‘mgs through its use. '

T VA ;| "
i W L ‘,‘

| Spiritual (ﬂresence. can. anfy affect one persbn at a ttme mult:ple targets ang too taxmg on’ the ¥

shugenja's dﬂ "Ufe tgrget af the fpeﬂ mu_ t almays cansent. £o the corfnect:on bemg made;: if

they resist the process in any way, the wﬂmg will. fail. They smust also be !unthnf, sight of the .

'castmg shugen;a at all times. Jf ‘they move beyond visual range = to. g pamt where the |

8 shugen;a cannot. see ‘them without phys:cn”y moving ~ the 5pell ceaseiﬁugmebmtefy anb st
'\ be: remst bfférr it tmll fundmn again. :

S Sp;ritual d?resmce does not. requ:re active: concenbratwn on HuJ ‘part, a} shugenm beyrma the
-i«-lfwat incaht tnmi. He' or 5he can continue, to move and act whlle Spmtua{ d’resence is in effect,

4 Lan? can evgﬁrcuit other speﬂs should they wish. However th;s" reedont, of acnoh has price.,

?__'Che .shugﬂgﬁ will be, Ehstrm:teb by the connection — like a 4uf¢t buzzmg that mﬂ not go aay
V= and will ‘therefore bt bl \operating at qu capacity, He or shg must subtract one b;e fro

. Lany, skill 70_"5 made, a reflection of the mgylmg presence of thgspeu in their minds. When
¥ casting, 'ﬂfgr spe”s, this penalty is douibled, and if, the'second spell fails, then Spiritual
| e eases fmmebmte!g ‘Gurthermorey, the shugen;a may not spend any Doid points for as

Wiy ’ﬁrﬁ ;pe" contmues ﬁ!. function
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Base TN: 10
1 CasTING TIME: 5 ACTIONS
. Durartion: 10 Rounps
| MASTERY: 4
~* CONCENTRATION: CASUAL
| Raises: CasTing Time,
g DuRATION, TARGETS

- IsHIkEN Rank 2

‘All things are _knoson to the man who is wise.”
= @ao of Shinsei

"Winds of Change allows the shugenja, or

another target with a Shintao score of at least
2, to use a skill which he has no rating in, For

- the duration of the spell, the target functions as

if he or she had a mtmg of two in that skill
He can fight, sing, orate; meditate or 0.

' anything else as if he has practiced it all his

life. The target does not understand any of the
concepts or underlying theories of the skill in
question, and cannot describe how or why he
does what he does. He cannot, for example,
answer questions on ken;utsu training

techmques just because the spell grants him a Kenjutsu skill. The spell intensifies instinctive
knowledge, the untapped potentials of the soul, not formal knowledge impartea thraugh

~ instruction or experience.

The effects of Winds of Change last for ten actions, plus one action for each raise the ‘
shugenja makes. Skills the target already possesses — even if they only have ratings of one —
cannot be improved by this spell. The patterns laid down by formal training prevent the
instinctive augmentation that Winds of Change facilitates, Wianltiple targets can be affected,
provided the shugenja makes a 10 TH raise for each additional target over the first. Such
targets must all gain the same skill (if one gets Heraldry, they must all get Heraldry), which
none may have any ratings in before the spell takes place. Jf any 2o, the spell is canceled

without effect.

j




Earth Spells

Spell Name TN Casting Time  Duration Mastery Conc. Book/page
(Rituals w/ %) (actions) (rounds)
i Armor 20 3 rounds var. 4 Full Ch 105
i Banish Oni 15 5 inst. 5 Total SL 97
Benevolent Protection :
of Shinsei* 20 3 sunrise 7 None L 146
' Binding, Minor and Major var. 3 days N/A h Full Cb 105
Call Beasts 15 5 10 3 None WitW 6
Calling the Elements* 10 1 8 4 Casual L 146
Castle of Earth 10 3 30 min. b Focused WiW 8§
Courage of the Seven
Thunders* 15 2 10 7 Full L 146
Earth’s Stagnation 5 1 1 5 Focused L 147
' Earthquake 15 5 5 3 Total L 146
Elemental Ward 5 2 4 ok None L 147
Embrace of Kenro-ji-jin 10 5 var. 4 None WIW 10
Essence of Earth 10 2 1 4 Full WIW 14
Fires from the Forge 5 1 perm 3 None L 148
Fist of the Earth* 25 2 10 7 Casual WIW 16
Force of Will 10 2 3 4 None L 148
Grounding Energy 15 2 var, 3 None WIW 20
: Hands of Jurojin var. 10 inst. 3 Total L 148
g Immortal Steel* 50 1 hour perm. 6 None L 148
Jade Strike 10 1 inst. 4 None L 148
Not this Day! 5 3 var, 6 None U 104
Oni Warding* 30 variable insl. 7 Total Wiw 22
Rack Storm 20 3 1 5 Full WIW 24
Sharing the Strength
of Many* 15 3 10 7 Full L 148
Strike at the Roots var, 2 10 4 None L 148
Tetsubo of Earth 10 3 10 3 None L 149
Time’s Deadly Hand 10 2 perm. 4 None WIW 26
Tomb of Jade var. 3 var, 6 None L 149
Wall of Earth 15 2 var. 3 Full Cbh 105
Way of Earth 10 4 var. 4 None WiW 24
Whispers of the Land 20 10 var. 5 Full WIW 28
Wooden Prison 25 4 perim. 6 None WIW 30

! Cb = Way of the Crab + Cn = Way of the Crane = D = Way of the Dragon + GM = Game Master’s Pack
| ' L = Legend of the Five Rings RPG (2nd Printing) « Ph = Way of the Phoenix * Sc = Way of the Scorpion
' SL = Book of the Shadowlands « U = Way of the Unicorn « W{W = Walking the Way



Spell Name
(Rituals w/ *)
i Blessing 0f C]ea.nsmg

Rwer

Reversa[ of Furtunes

Ride Through the Night
Speed of the Waterfall
athetic Energies
The Horse's Nose

© The Path fo Inner Peace

The Penetrating Drop

| The Ties that Bind
The World Is Not Heavy

* Torrential Rain®
Wall of Bamboo

* Wheel of Fortune

When Twu Become One

Yuki's Blessmg

var.,

Gl L =~ g

mq.—mmmg'gm_mwhw

Casting Time
(actions)

20 min
20 min,

SIS SO K SIS (]

1 Hour

Water Spells

Duration
(rounds)

inst,
inst.
10

var,
inst.

5 min.

1 message
1 hour

2

var.

1 month
perm.
var.

1

conceniration

perm.
inst.

5

3 minutes
10

var.

var,

3

2

perm.
inst.

10

var.

1 hour

30 min.
var.

var.

var,
var.

Mastery Conc.

o &
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None
None
None
None
None
Focused
None
None
Focused
Full
Full
None
None

Full

Total

Full

None
None
Full
Focused
None
Casual
None
None
Casual
None
None
Full
None
Focused
Casual
Casual

None

None
None

Book/page

SL 33
L 149
L 149
WiW 32
L 150

L 150

WtW 34
Wtw 38
U 104
WIW 40
Sc 99
L 150
WiW 42

WIW 44

WIW 46
WIW 48
WIW 50
WiW 54
L 150
L 151
L 151
U 105
U 106
L 151
U 105
L 150
U 105
L 152
U 106
L 151
WIW 56
WIW 58
U 106

U 106
U 106

Cb = Way of the Crab » Cn = Way of the Crane * D = Way of the Dragon « GM = Game Master’s Pack
L = Legend of the Five Rings RPG (2nd Printing) « Ph = Way of the Phoenix « Sc = Way of the Scorpion
SL = Book of the Shadowlands « U = Way of the Unicorn « WitW = Walking the Way
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Fire Spells

Spell Name TN Casting Time  Duration Mastery Conc. Book/page
(Rituals w/ *) (actions) (rounds)

Amaterasu’s Anger 10 2 inst. 5 None L 152
Amaterasu’s Blessing 5 3 var. 2 None L 152
Biting Steel h 2 2 4 Full L 152
The Burning Sands* 15 4 var, 5 Focused U 107
Castle of Fire 10 2 5 6 Focused WtW 60
The Elements’ Fury* 25 10 1 7 Full WiW 62
Essence of Fire 10 1 1 strike 3 None WtW 64
Evil Ward 10 5 1 day 3 None L 152
Eyes of the Phoenix 20 2 var. 5 Casual WIW 66
Fiery Wrath 10 3 inst. 4 None WiW 68
Fire from Within 15 3 inst, 5 None L4153
Fires of Purity 10 2 var, 4 None 1555
The Fires that Cleanse 10 2 inst. 6 None L 153
The Fist of Osano-Wo 25 1 hour 1 Hour 7 Total I5iLE3
The Fury of Osano-Wo 5 2 inst. 5 None L 153
Hearl of the Inferno 15 5 inst. 7 None L 153
Inflame 5 3 inst. 3 None L 154
Katana of Fire 10 3 10 4 None L 154
Last Rites var, 1 N/A 2 Full Ch 105
The Light of Amaterasu 20 4 var, 5 None WiW 70
Osano-Wo's Blessing 10 3 var. b Casual WtW 72
The Purity of Shinsei variable 1 inst. 2 None WtW 74
Wings of Fire 10 3 2 4 Full L 155
The Wrath of Osano-Wo 15 3 inst. 5 None WiW 76

= | Ch = Way of the Crab » Cn = Way of the Crane » D = Way of the Dragon + GM = Game Master’s Pack
L = Legend of the Five Rings RPG (2nd Printing) + Ph = Way of the Phoenix * S¢ = Way of the Scorpion
SL = Book of the Shadowlands * U = Way of the Unicorn + WtW = Walking the Way
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Spell Name TN
(Rituals w/ *)
Accounts of Shorihotsu ~ var.
Arrow’s Flight 15
Awaken the Spirit 520
Bad Kharma 10
Benten’s Touch 10
Binding 10
Call Upon the Wind 10
- Castle of Air 15
Cloak of Night 10
Command the Mind var,
Defender From Beyond 20
~ Echoes on the Wind 15
Essence of Air 15
False Tongue 10
Fear 15
Gate to Nowhere* 15
Gift of the Wind 10
‘Glimpse the Soul's
Shadow 20
Gust of Wind 20
~ Howl of Isora 10
Know the Mind var.
Know the Shadows 5
By the Light of
Lord Moon 5
‘Look Into the Soul 20
Mists of [llusion 10
Nature's Touch 10
Osano-Wo's Breath 10
- Purification var.
Quiescence of Air 5
* Reflecting Mirror 15
Roaming the Wide Plains* 5
~ Secrets on the Wind 10
Step Between the Stars 25
~ Summon Bird 15
Teleportation 20
~ Tempest of Air 15
The Four Wind's Favor 5
* Walking the Way . 25
Way of Deception 10
* Whispering Winds var.
Wind's Distractions 15
* Wind-Borne Slumbers 15
Wind-Borne Speed 15
~ Wisdom the Wind Brings 10
Yari of Air 10

Air Spells

Casting Time
(actions)

B
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Duration
(rounds)

inst.

]

1 Hour
see spell

1 hour

8

4

var,

1 day

1 command
1 duel

1 message
1 minute
var.,

vdr.

6

vdr.

var.

5

1

30 seconds
10

5

inst.

1 minute
1 question
1

N/A

10

5

var.

10

var.

var.

inst.

6

5 minutes
var.

30 minutes
inst.

5

1 hour

12

1

10

Mastery Conc.

None
Full
None
Full
Full
Focused
Casual
Focused
Casual
Full
Casual
None
Full
Full
Total
Total
Casual
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Casual
Focused
Full
Total
None

= oy L1 -1

Full
None
Focused
Casual
None
Total
Casual
Casual
Full

Full
Focused
None
None
Total
Focused
Focused
Casual
None
Focused
Casual
Full
Casual
None
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Bool/page

I:155
WtW 78
Cn 116
Sc 98
[5il55
Cn 115
L 155
WiW 80
L 156
L 156
Wtw 82
L 156

L 156
Sc 98
Ch 106
U 108
WitW 84

WiW 88
Cn 115
WIW 90
L 156

L 157

L 155
WiW 94
L 157

L 158
WitW 96
GM 11, SL 36
L 158
WiW 98
U 108

L 158
WtW 100
WtW 102
U 108

L 158

U 107
WiW 104
L 158

L 159

L 159

L 159

L 159
WtW 106
L 159




Doid Spells

Spell Name TN Casting Time  Duration Mastery Conc. Book/page
(Rituals w/ *) (actions) (rounds)
Altering the Course 20 3 var. 4 None Ph 61
Contemplate the Void 15 2 10 3 None WIW 110
Depth of the Void 15 2 1 session 5 None WtW 112
Divine the Future 10 4 inst, 3 - None WiW 114
Drawing the Void 15 2 inst. 4 None Ph 60
Essence of Void 15 5 concentration 5 Total WIW 116
Kharmic Intent 15 3 var. 4 None Ph 62
‘Moment of Clarity var. 4 var. 3 Focused Ph6l
Sense Void 10 3 concentration 2 Full Ph 60
Spiritual Presence 15 4 10 4, ‘Special WIW 118
Void Release var. 5 inst. 5 Total Ph 62
Void Strike var. 5 inst. 6 None Ph 63
Void Suppression var. 5 var. 7% Total Ph 63
Winds of Change 10 5 10 4 Casual WIW 120
Basic Spells
Spell Name TN Casting Time  Duration Mastery Conc, Book/page
(Rituals w/ *) (actions) (rounds)
Commune 5 1 1 1 Focused L 145
Counterspell 10 1 inst. | None L 146
Sense 5 2 inst, 1 None L 145
Summon 10 var. perm, 2| None L 145
Transform var. var. perm. 7 Total D 88
MWaho Spells
Spell Name TN Casting Time  Duration Mastery Conc. Book/page
(Rituals w/ %) (actions) (rounds)
Animate the Dead 20 10 1 Month 5 None GM 13
Blood of Midnight 10 1 8 4 Casual GM 13
Corruption of Earth 15 3 4 8 Total GM 13
Curse 10 5 see spell 5 Total GM 13
Dark Divination 15 3 1 4 Total GM 15
Summon Garegosu _
no Bakemono 15 5 N/A 9 None GM 14

Summon Oni 20 10 see spell 5 Total GM 14, SL 94-96
Summon Swamp Spirits 10 2 25 7 None GM 15
Summon Revenant 20 5 1 hour 7 None GM 15
Stealing the Soul* 15 B 8 8 Full GM 15

=1 Touch of Death 20 2 inst. 5 None GM 15

Cb = Way of the Crab * Cn = Way of the Crane » D = Way of the Dragon + GM = Game Master’s Pack
L = Legend of the Five Rings RPG (2nd Printing) « Ph = Way of the Phoenix * Sc = Way of the Scorpion
126 SL = Book of the Shadowlands « U = Way of the Unicorn « WtW = Walking the Way



From the ancient Phoenix libraries to the darkened vaults of
the Kuni, shugenja of every stripe have studied the mystic ways
of the spirits. The religious caste of Rokugan seeks clarity and
insight into the nature of the universe, leading them to the
wondrous abilities that the five elements can produce. They copy
what they learn onto magical scrolls, creating spells of such
power as to challenge the heavens. These scrolls are guarded
with fanatic diligence against those who would abuse them, and
used with care lest their supernatural abilities rage out of
control. Few interlopers have laid sight upon their knowledge
and lived.

Now, pierce the veil of mystery that has hidden them for
centuries, and learn what magics the spell-weavers of Rokugan
possess. From the simplest meditations to chants capable of
destroying cities, the power and wisdom of the shugenja are now
laid forth before you!

Walking the Way is a spellbook like no other, holding the
unclaimed knowledge of a thousand years in a unique and easily-
accessible format. It contains listings and descriptions for over
fifty new spells for use with the Legend of the Five Rings
Roleplaying Game. Each spell is accompanied by a complete
adventure, allowing Gamemasters to insert them — and the chaos
which often surrounds them — into their campaign. Rokugan’s
shugenja keep the secrets of the universe within their dusty
scrolls. Do you have what it takes to learn them?
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