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them, a samurai in 
waited, his black mask 

lack of the defeated Sco 

Darkness fell across the land, spreading out from the palace of the Imperial 

beyond his fragile years, had died. When it came, the Emerald 
Throne would crack once more, and the land would erupt into 
war. 

“Good eve 

Still in silence, that word would never come. 

room built for the whispers of courtiers, the sound of laughter into th 



- 11 would soothe She knew. She always knew his symptoms, from the smallest 
ache to the cries that awakened him in the night, calling in his 
mind but fading away as the dawn approached. The nightmares 

e and waited for his 

More than that She was invaluable. 
Yet in her movements, betrayal lurked. Had he been wrong to 

marry her? To destroy her traitorous clan - no. In that, he had 
been justified. They had murdered his father, the Son of Heaven. 

beneath the silken sheets of the Imperial covers, and his fists 
clenched into weak balls of flesh. 

t his 
and 
hich 

spoke 
to be 

with each tearing 
Then she was there, and the doubt returned once more. 
‘The darkness. Yes, I know,” she smiled. “But now you don’t 
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anger or regret or fear - and then was gone, floating away into 
the sweet green tea. 

The Empire.. . in danger.. .father.. . 
As the warm liquid entered his body, relief flooded through 

him. Kachiko. She was near, and she was beautiful, and all else 
fled from his mind as the coughs began to subside. Kuchiko is my 

s 
Em 
the 

beneath the Celestial Heavens. 

not why it fell. 

than the steaming tea. “And I will tell you stories of your Empire, 
such as you have never heard before.. .” 

Tl74 ’samt4k Cmkt their homes and the 
to thaw the waters. 

the New Year.. . ” 
- Doji Shizue 





the Thirty-ninth’s reign, in the Isawa Calendar year of 1125. 
However, this sourcebook is not only about the ‘timeline of the 
Empire: but also provides valuable resource information about 
Rokugan’s culture, history and items, which are of use to those 
Gamemasters who do not choose to follow our established 
timeline. 

Winter Court contains timeline material, yes, but is not solely 
a timeline-related book. This sourcebook has information useful 
in any kind of campaign - historic, timeline, or completely 
outside the events of the ‘established’ Empire. 

Winter in Rokugan is a peaceful time. Marketplaces are closed, 
and the noble families of the Empire retire to their elaborate 
courts. Winter Court is a time for samurai to brag about the past 
years, and give awards of Glory to those who have impressed 
their superiors. It is also an opportunity for artists to perform, 
duelists to prove their skills, and for alliances to be made and 
broken. During the winter, politics reign, political machinations 
flex beneath the elegant exterior of the Imperial Court, and lovers 
practice the subtle art of Rokugani romance. 

In short, a winter court is a great setting for adventure. Sure, 
it’s not wandering through the Shadowlands in search of Oni, but 
it can be a great source of intrigue and danger where samurai 
wage an entirely different kind of battle, using different skills and 
talents to win Glory and the favor of Rokugan’s elite. 

The Winter Court sourcebook is a continuing series, one per 
year, providing background material, information and ideas about 
how to run adventures in a court setting that are appropriate for 
all characters, campaigns, and levels of game play. As the Court 
of the Emperor changes from year to year, so the Winter Court 
series will chronicle these changes in the Empire, and the people 
responsible for Rokugan’s web-like intrigue. The Court can prove 
to be as deadly a place as the Shadowlands - though the threats 
are far subtler. 

Inside, you will find excerpts from the journal of Doji Amieko, 
hostess at Kakita palace and wife of the Crane Clan Champion, 
describing events and important people within the Imperial 
Court We hope that these will help you create a fully detailed 
environment for roleplaying. The book is divided into sections 
detailing each aspect of the court, from the moment your 
characters arrive to when it’s time to go home. 

The first chapter, Morning, gives you history, background and 
a historical perspective of the Empire, giving information on how 
to run ‘historic’ campaigns within the Empire’s rich and illustrious 
past It further describes the Great Houses of the Imperial Court, 
discussing the lowest-ranking family of the Hantei: the Miya. 
There is also information about a samurai’s family name: how it 
is won, and how it can be lost 

The second chapter, Afternoon, explains everything you’ll need 
to know to survive Rokugan’s most subtle battlefield. You’ll 
discover new information about how Rokugan’s apprentice 
system works, how sons of noble houses are exchanged among 
the Great Clans, details of a samurai’s day, the various gempukku 

samurai deal wit 

While this t 

the cover of night, and 







Nakao had set up his command in a large building near the 
river. It had been a warehouse once, but now was abandoned like 
much of the city. The building was dank, drafty, and 
uncomfortably close to the river’s stench. Nakao could have 
chosen a more comfortable home. The governor’s palace was 
unoccupied; Shosuro Hyobu and her family had fled weeks ago. 
Nakao refused to sleep in a palace while his men slept in tents. 
“One must lead by example,” he would quote, directly from 
Akodo’s Leadership. 

Reju made his way to the warehouse with fear in his heart 
Not fear of punishment, but fear of his own shame. His family 
was small and poor, minor vassals of the Doji. His impressive 
assignment had been the first hope for their advancement in 
generations. The hopes, dreams, and honor of everyone at home 
weighed upon Reju’s actions. 

The ashes were thick upon the streets, like black snow. Reju’s 
foot struck something. It looked like a small, limp doll; Reju did 
not look down for confirmation. He put his mind away from the 
ashes, away from the pyres that burned at the edge of the city. 

He stood quietly before Seppun Nakao, waiting to be 

at an unaware 

broken lantern. To Reju’s surprise, Nakao was not studying a map 
or writing commands. A long brush in his hand, the taisa deftly 
crafted a detailed painting of a flight of sparrows soaring over a 

Nakao carefully set the brush aside and looked up. 

“Konichiwa, Taisa-sama,” Reju said, bowing deeply. 
Nakao inclined his head slightly and stood, folding his thick 

arms behind his back “Do you know why I called you here, boy?” 

Only the 
re chosen 

had been 
Emperor’s “Konichiwa, Gunso,” he said. 

eance. The 
and all 
bilizing 

his dour taisa’s face. “No, I am afraid it is not,” he said. “It is because 

been children inside. How do you feel about burning down a 

Nakao nodded slowly, his face tightening into its standard 
frown. He began to pace slowly, turning occasionally to regard the 
painting. Reju waited. 



your elevated rank. I think perhaps this life is not everything you 
expected it to be?” 

the Eighteenth Le 

“I have never been in battle before, Taisa-sama.” 

make a fine soldier, Doji Reju. You remind me much of myself.” him. He was g o leave this husk of a city. 
“Arigato, Taisa-sama,” Reju said, bowing slightly. 

be in commandr 

entire winter in this dead city? He could not imagine a greater 
torture. And why was the taisa telling him this? Surely a mere 
gunso wasn’t worthy of being personally notified. 

away. 

a small territory. 



“I could do a hundred, Dragon, 

“Might as well,” mumbled 

memseives. niaeraKa Kicked his steed forward, leaving Reju’s horse as if it 
were standing still. The Unicorn leaned low in the saddle and 
seized the reins from the unresisting rider. In an incredible 
display of agility the Shinjo took control of both animals, slowing 
them to a halt. By the time Reju had caught up, Hidetaka had 
already dismounted and was seeing to the Legionnaire. 

“He’s dead,” said Hidetaka, an angry glint in his eye. “He’s from 
the Eighteenth! A taisa! What would such an officer be doing out 
here alone?” 

“Perhaps he was the last‘ Reju shook his head. He had seen 
too many corpses. 

“Last?” Hidetaka asked. 
‘The Eighteenth Legion has been destroyed,” Reju said. ‘There 

is no other explanation. Our Legion will be next‘ He pulled out 
the arrow: fletchings of steel grey and blood red. A Crab arrow. 

“Crab?” Hidetaka snarled. “Why?” 
“Look!” Ryoshin shouted, pointing to the south as he rode up 

The first banners of Kisada’s army appeared over the horizon. 
with the other bushi. 

Experienced L5R players in search of something new may 
wish to set their campaigns in the Emerald Empire’s past - at the 
beginning of the Hantei Dynasty perhaps, or during the return of 
the Unicorn. While no game mechanics or overall cultural 
standards have changed, the political landscape is much, much 
different, The Hantei line is healthy and vibrant (or perhaps just 
starting), samurai face much different challenges, and the Unicorn 
(or Ki-Rin) are nowhere to be seen. The shift in the balance of 
power creates new challenges for honorable characters, and can 
provide a refreshing new take on the Emerald Empire. 

Below are descriptions of three different time periods in 
Rokugan’s history, along with suggestions for the type of 
campaign which they can incorporate. GMs who wish to run such 
a campaign should study them carefully. More information can 
be found in the L5R RPG and in the various Way of sourcebooks. 



THE BEGINNING 
A campaign could take place just before or just after the first 

battle with Fu Len& when mankind was new and the kami 
walked the earth. The children of Sun and Moon are still among 
primitive humanity, their followers only beginning to form the 
seven great Clans. The traditions that “modern” Rokugani take for 
granted haven’t been established yet; there’s no class system, no 
division of labor, no concept of honor or bushido - only the 
descendants of the kami and the humans who follow them. 
Samurai heroes can’t count on their position for respect; they’ll 
have to earn it through courage, bravery and nobility. 

In many ways, this is the most exciting time to be a samurai 
in Rokugan. The actions of the PCs will help define bushido for 
centuries to come, cementing the cultural standards and justifying 
their place in the celestial order. Peasants and other heimin bow 
to them not through an accident of birth, but because they really 
are braver, stronger, and more honorable than anyone else. Of 
course, all of that depends on the characters. If they can’t defeat 
that marauding oni or make that alliance with the other clans, 
then perhaps they’re not worthy of respect.. . 

It’s easiest to begin such campaigns after the first battle with 
Fu Leng. Before the Dark Lord’s attack, Rokugan was truly 
nebulous. The seven Kami had few family members, so the great 
noble lines had not yet arisen. Shinsei had not yet appeared to 
expound his philosophy. Most activities concerned building the 
roads and cities that would eventually form the Emerald Empire. 
Such an environment has few opportunities for adventure and 
bears little resemblance to contemporary Rokugan. 

minions. Once the battle 
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y example how the two 

newcomers could help smooth the transition.. . or betray them in 
order to further their clans’ ambitions. 

Beyond intra-party relations lies the question of how such a 
tumultuous development will affect a society so steeped in 
tradition. Besides the skirmishes, the slow integration and the 
frequent social faux pas, the Unicorn must deal with strange new 
customs, devoid of rhyme or reason. Unicorn characters would 
have to adjust to a new land, a permanent home after centuries 
of endless wandering. They may not know how to live in one 
place, and resist efforts to “blend in” with their new nation. 
Similarly, other clans must adjust to the newcomers’ strange 
habits, as well as the shift in political balance. They must learn to 
set their prejudices aside and embrace these savages as brothers, 
a feat few are capable of. Any new friendships they form will be 
tested to the limit. Their daimyos may use them to curry favor 
with the new clan, or else sabotage their efforts to rejoin Rokugan 
society. Even if there are no Unicorn among them, they must still 
take the barbarians into account. What would happen if the 
goblins the PCs were chasing wandered onto Unicorn lands? 
Would they be blamed for stirring up trouble? Would the Unicorn 
destroy the creatures and claim the glory for their own? The 
possibilities are endless. 

Some GMs may even wish to use the Unicorn as villains, 
presenting them as a foil for “native” PC. The Unicorn represent 
a new, terrifying force in Rokugan and no one knows how 
legitimate their ties to the Ki-Rin are. The characters may be 
asked to help stem their advance, to keep them from “infecting” 
the Imperial court with their odious ways, or even to drive them 
from Rokugan entirely. They must work to defend their way of 
life from a band of invading outsiders. Though their efforts are 
doomed to failure (the Unicorn stay put, after all), they might gain 
some small victories for their clan - perhaps allowing their 
daimyo a stronger position after all the dust has settled. The 
action could alternate between diplomatic maneuvering within 
the Imperial Court, and skirmishes on the new Unicorn lands as 
the former Ki-Rin attempt to reclaim their territory. GMs should 
plan such a campaign very delicately; the Unicorn should appear 
adversarial without being evil and the players should be willing 
to face them without waiting for justification. The 
accomplishments will be minor - preventing an alliance, perhaps, 
or keeping certain fortress out of the newcomers’ hands - but 
could grant the PCs a unique form of glory, unheard of in any 
other era. 

Consult The Way of the Unicorn for more information on the 
wandering Ki-Rin and their return to Rokugan, as well as The 
Way ofthe Crab (page 34), f i e  Way ofthe Scorpion (page 32), and 
The Way of the Lion (page 106). 
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‘Distant thunder rings of present danger.’’ 
- Naka Kuro 

Nothing in Rokugan happens without a purpose. Chance, 
randomness and whim play no place in the people’s view of the 
cosmos. In a world this harsh, this deadly, the mind needs to find 
order and meaning. When something has no obvious human 
cause, that leaves only one logical explanation: the gods. The 
Fortunes do not often interact directly with men; instead, they 
make their presence and feelings felt through the natural world. 
Omens come in eclipses, the behavior of birds, the falling of stars. 
Gratitude and benevolence come as rain in a drought, a cooling 
wind on a summer’s day, a shining sun to light the way to victory 
in battle. Displeasure- well, displeasure is impossible to miss. It 
comes in the guise of disaster. 

The Fortunes do not inflict disaster randomly or without cause, 
nor do they bother explaining the cause to mere mortals. They 
leave it to the shugenja to discern their meaning. Sometimes the 
cause has nothing to do with the poor people who suffer the 
disaster, but rather stems from some conflict or rivalry within the 
heavens. Other times the Fortunes react to some impious act on 
humanity‘s part this act can be anything from a lord’s abuse of 
his power to a peasant desecrating a sacred site. Here again, they 
do not explicitly state their anger’s cause, but the shugenja are 
often the first to point a finger. If they don’t, someone invariably 
will. The people demand a justification for the pain and suffering 
a disaster brings. 

Like all existence, the disasters in Rokugan find their origins 
within the five basic elements that define the entire world. Each 
element corresponds to a different kind of disaster and also 
reflects a different kind of displeasure amongst the Fortunes. 
Thus in general people can infer some hint of the Fortunes’ true 
feelings by the disaster they choose to inflict upon the world at 

en have lost their thrones, 
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no samurai wants to pay. 



that, should a larger quake come, the blame could well fall on 

y strike quickly and without 
ventive action can be taken. 
hills live with the fear of a 

e of snow while in 
e the form of rocks 

changes as chasms abruptly 
open where houses once 
stood. The death toll can be 
mind boggling, especially if it 
occurs at night when people 
are asleep in their homes - 
homes that become 
collapsing deathtraps. There 
is no escaping an earthquake, 
nowhere to run that is safe. 
People tend to fly into a panic, 
losing all common sense, 
something that only adds to 
chaos. 

Finally the tremors cease. 
The earth sits once again at 
rest. The feeling of 
helplessness begins to fade, 
quickly replaced by despair 

and sorrow. The world that the people have known all their lives 
suddenly seems alien, a cracked and battered landscape from a 
nightmare. Here again, as with landslides, the samurai and his 
people can do little more than pick up the pieces, bury the dead 
and try to rebuild. It can take years to recover from an 
earthquake, especially if the lord does nothing to improve his 
people’s spirits. 

Thinking themselves punished by the gods for some grave sin 
of pride, they become excessively docile, their drive drained from 
them. Some lords become harsh with their peasants, whipping 
them back into shape through hard work Others coddle them, 
providing feasts and religious ceremonies to ease their hearts and 
minds. Either can be effective unless the people decide the lord 
himself is to blame. On more than one occasion a samurai has 
found a knife in his throat while he sleeps, the victim of a pious 
assassin who blames him for the community’s troubles. 

One of the ironies of the Empire is that the greatest city in the 
land, Otosan Uchi, suffers from minor earthquakes as often as 
once a year. Although most of the heimin and nobles that live in 
the Imperial City justify this as the burden of drawing the 



constant attention of the Celestial Heavens, it occasionally causes 
courtiers to question whether the Sun and Moon are pleased with 
their favored son. Qpically, earthquakes in OtosanUchi are 
minor, though frequent, and the explanation favored by the 
heimin is that they are caused by the Sun visiting the Hantei 
Emperor in his palace, causing the earth to tremble from her 
footsteps. 

In this way, minor earthquakes are often seen as a beneficial 
occurrence within the Imperial City, as the Sun visits her child 
and advises him on the course of the Empire’s future. Perhaps, as 
well, it should be noted that the last such earthquake occurred 
over three years ago. It has been whispered that either Amaterasu 
does not have need to visit her favored son, or that she is 
displeased with his decisions, and thus remains distant. 

WATER 
Water plays a vital role in every living thing’s life. For the 

Rokugani peasants it waters their crops, sustains them personally, 
and provides fish and a means of transport. It can also bring 
death and destruction. Water is an element of action, constantly 
on the move. Sometimes those movements bring benefits, like 
rain for the crops or a river to travel on. But the strength of water 
can cut through mountains. There are two principal disasters 
associated with water: the tsunami along the coast, and the flood 
which can strike anywhere near lakes or streams. 
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Like so many other sources of disaster, fire can be both friend and 
foe. It cooks food and heats homes, but it also kills men and 
destroys buildings. More dangerous yet, a simple flame can grow 
into a raging fire, the benign force becoming a rampaging beast 
in moments. Most destructive fires start as man-made flames that 
somehow get out of control. A mishandled campfire can set an 
entire forest aflame, and a displaced lantern can burn a city down. 
In these instances, the hand of the divine might or might not play 
a role. Not so for fire’s cousin lightning. It comes with the storm 
but creates fire and is utterly unpredictable. A single strike can 
spark a flame that turns a peaceful glen into an inferno. 

Fire as an element corresponds to active energy and thought. 
Thus fire-based disasters happen when man angers the gods 
through acts of muddled thought or slothfulness. Farmers slow in 
harvesting their crops can find them charred to ash by a Fortune’s 
displeasure. Samurai who dither rather than act or who 
constantly change their ways might find their homes felled by 
lightning blasts or a careless servant’s improper tending of the 
cook fire. A ruler whose thoughts show no focus, who fails to act, 
is no ruler at all, and the kami will punish him accordingly; so 
the common folk believe. 

Forest Fires 
Forests burn from time to time. It is the way of things. Indeed, 

it is part of the Fortunes’ plan for renewing the forests and 
making room for new growth. Still, such fires can cause great 
discomfort, even death if there are villages or cities nearby. A 
forest fire can consume entire communities that lie too close to 
the tree line. Even if the homes are spared, crops and pastureland 
might not be so lucky. Fortunately, a vigilant community can see 
a forest fire coming from a long way off. 

Usually the first to bring word of a fire - unless all can smell 
it on the wind - are those who spend their days in the forest. As 
animals flee the approaching inferno and columns of smoke rise, 
the foresters rush back to the villages and cities to give warning. 
Most communities in regions vulnerable to forest fire have 
established methods for dealing with them. The local samurai or 
lord organizes the people and leads them into action (or orders 
his trusted servants to do so). 

It is impossible for mere men to quench a fire with water. 
Instead they must starve the fire by cutting down trees to create 
firebreaks, and using controlled fires to burn out underbrush so 
the greater inferno has nowhere to spread. This is hard, 
dangerous work. The entire community must man the saws and 
control the flame. In villages lucky enough to have a talented 
shugenja in residence, magic can sometimes make a difference, 
but few have the luxury to rely on supernatural aid. Ultimately it 
is determination, muscle and the Fortunes that determine the 
village’s fate. 

House Fires 
Less predictable than forest fires and more dangerous, house 

fires present a constant threat to all settled Rokugani, particularly 



The air belongs to the gods. Invisible, unstoppable, and vital to 
survival, air represents the most divine medium in existence. It 
can take the form of a cooling breeze or gather up water and rain 
it down on crops. The wind in moderation is a blessing; the wind 

St 
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in cities. Wood houses and paper walls make the perfect feeding 
ground for flames. Everyone in Rokugan practices basic fire 
safety, never leaving an open flame unattended in a home. Still, 
accidents happen, as does arson. When a house catches fire every 
man and woman must step up to fight it, for the conflagration can 
spread all too quickly. 

Here again, as in fighting forest fires, water does little good 
unless the citizens can catch the fire while it‘s young. Instead they 
must quickly tear down the homes that lie in the fire’s path. Rapid 
destruction of private homes for the sake of the greater good 
entails tough decisions and heartache. Although larger cities have 
designated fire brigades, for the most part fire fighting is an ad 
hoc affair, directed by the samurai on the scene. Sometimes 
personal feelings do enter the equation, with those in charge 
taking the opportunity to destroy a rival or enemy’s house and 
spare a friend’s. Of course the common folk are more likely to 
believe a lord has done something to anger the kami if he 
comports himself with less than total fairness during the 
firefighting. 
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most common storm 

only dump several feet 

tearing apart homes, castles, fields and people. There is no 
stopping it, nothing to be done but pray. 

Taifun 
It comes from the water, growing in strength far beyond shore 

where no ship can go. It spans hundreds of miles, bringing with 
it the most terrible sustained winds man ever sees. It brings rain, 
it spawns tornadoes, it levels entire towns in a day. The Great 
Wind blows when the Fortunes will it, an expression of the 
gravest divine doings. In general such storms come in the 
summer and fall and bring with them nothing but sorrow. The 
high winds knock down even the most ancient trees, strip roofs 
from peasant and noble homes alike and flood river and seaside 
settlements. Aside perhaps for a great earthquake (which is much 
more rare) no disaster compares in scope or deadliness to the 
taifun. 

And yet, at its center lies an island of calm. The eye of the 
storm is considered a very sacred, holy place. Here the shugenja 
say that a pious man can communicate directly with the heavens, 
even ascend to the celestial realm itself if he knows the way. Of 
course, the eye moves quickly and the storm soon returns, so one 
needs to move fast in order to take advantage of this moment of 
divine accessibility. Many have died seeking such communion,. 



but those who have succeeded claim that the moment changed 
their lives forever. 

VOID 
The natural disasters of void do not fall into the same category 

as the calamities associated with other elements. The void 
represents an absence within the world. In terms of disaster, this 
means catastrophes of deficiency, the removal of something vital 
to life and happiness. The two most common and harmful void- 
based disasters are drought and disease. Although different in 
their variations and effects, the Rokugani see them as being 
closely linked. Both bring slow agonizing death, neither has any 
easy solution, and both have a very definite origin amongst the 
kami. 

The disasters of void come from the most grievous offense 
imaginable: impiety. When the fortunes beset mortals with 
drought and disease it is their way of retaliating for some impious 
undertaking, usually by a shugenja or daimyo. Whenever a 
particularly bad void catastrophe strikes, the rulers immediately 
start searching for someone on whom they can pin the blame. If 
they don’t find a likely candidate, the people will inevitably blame 
them. Temple hold ceaseless vigils and prayer cycles hoping to 
uncover the cause and to placate the angry deities. The people 
themselves suffer and smolder, casting about for someone, 
anyone to take out their sorrow and anger upon. 

Drought 
Water brings life, a simple enough equation. Lack of water 

brings death to everyone, lord and eta alike. When the gods refuse 
water to mortals, they bring a long, slow and painful punishment 
upon man. The drought comes in the guise of pleasant days and 
sunny afternoons; but the sun perseveres and clouds are nowhere 
to be found. Days stretch into weeks and then months, and plants 
refuse to grow. Grasses brown and crumble, animals grow thinner 
and thinner and soon the people do as well. Eventually the rich 
soil turns to dry dust, whipped into blinding clouds by fierce, dry 
winds. The children and elderly suffer first, then the healthy 
adults. No rice grows, and no fish populate the rivers and lakes 
which have dried to trickles and muddy ponds. Then death 
comes, not to be washed away until the rains return. 

As landed, wealthy individuals, nobles suffer less from 
droughts, but are by no means immune. There is no way to 
counteract a drought. Even the most powerful water magic does 
little in the face of a prolonged dry spell. The only possible relief 
comes if a lord is willing to spend money to help himself and his 
people. Droughts seldom affect all of Rokugan at once. Wealthy 
lords can import food and even water from other regions if 
necessary. Although costly, this ensures future good will of both 
the Fortunes and the people. 

Diseuse 
Nothing strikes more fear into a man’s soul than disease. 

Plagues come without warning, a pox for the most egregious sins. 
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of her armor, flapping in the quick breeze as the tent flap snapped 
shut behind her. The mon it bore identified her as an Imperial 
herald and at last Tomo felt a flash of hope 

‘3 Miya?” Kakita Ichiro asked archly. “What business do you 
have here, shisha?” 

‘1 am Miya Yumi,” the herald announced the thundm of her 
voice belying her small frame ‘7 cany the Emperor3 blessing. I 
come to bring peace to the Plain of the Emerald Champion” 

“We asked for no intmention,” Morishigi said bitterly. “Mind 
your own business, Miya” 

‘ m e  preservation of peace is my business,” Yumi retorted “If 
you do not wish to listen to me, perhaps the Imperial Legion that 
travels two days behind me shall insure that you receive my 
gracious overtures with honor. Now, let us talk of peace” 

“Good” Ichiro laughed lightly. “Someone to talk some sense 
into this Lion” 

“More likely she will set you back in your place, Kakita,*’ 
Morishigi snapped 

Yumi gave them both a speculative look. ~ctually,” she said, 
striding past the two of them “I wish to speak to neither of you. 
You are dismissed” 

“What?” Morishigi exclaimed 
‘But we are the oficial representatives-” Ichiro began 
‘By the power I represent, you are not official any longer,” 

Yumi replied She turned at the rear of the tent, her eyes scanning 
the assembled diplomats. She pointed at Tomo. “You,” she sad, 
‘hnd you, ” she pointed at Kitsu Sanako, the young sodan-senzo. 
‘Come, let us talk of peace between the Lion and the Crane” 

Asahina Tomo smiled in relief as he stood and bowed to Miya 
Yumi. As he rose, he saw that relief reflected in Kitsu Sanako’s 
eyes. 

‘The choice between love and honor is never easy..” 
- Doji Shizue 

While the Seppun have sworn to protect the Emperor’s life and 
honor, and the Otomo guard the Hantei’s political interests, the 
Miya family have ever acted as the voice of the Emperor, carrying 
his will to even the farthest reaches of Rokugan. They are the 
heralds, messengers, and diplomats of the Empire, sowing unity 
and restoring peace in their wake. 

The shisha, or heralds, of the Miya travel endlessly across the 
face of Rokugan. They are primarily bringers of news. More often 
than not, if a samurai meets a shisha it is only for an instant as 
the breathless messenger shouts the Emperor’s latest declaration 
and gallops off at a breakneck pace. The mon of the Miya is 
representative of their duty. It resembles a complex seven-pointed 
star, but upon closer examination it is actually seven half-moons 
surrounding two concentric circles. The seven moons represent 
the Great Clans, and the outer circle represents the Hantei. The 



inner circle represents the Miya family, the smallest part of the 
design which keeps the rest in balance. 

These Imperial heralds are distinctive for the banners that 
they bear, emblazoned with the mon of the Hantei and sometimes 
the Miya. They also wear a specially designed arrow-catching 
cloak called a horo. This cloak is woven from wicker, sculpted to 
billow out behind the herald. Though large and cumbersome, the 
horo is nearly weightless when on horseback, and serves to 
protect the heralds back from enemy fire. The cloak is 
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immediately identifiable even from 
those who see the herald to prepare 
or move aside. Imperial heralds may 
travel through any province in 
Rokugan. Though border guards 
may stop a herald to inspect his 
travel papers, any other interference 
is an affront to the Emperor himself, 
an offense punishable by death. 

The shisha are Rokugan’s 
undisputed masters of the art of 
heraldry. A skilled shisha can 
identify nearly any mon or personal 
crest, reciting the name, rank, family, 
and clan of the samurai who wears 
i t  Every spring, Imperial heralds 
travel to the homes of all the 
daimyos of the Great and Minor 
Clans. At this time, any samurai who 
wish to officially register a mon or 
crest may do so. All official mons are 
meticulously recorded in the 
heraldic scrolls at Kyuden Miya, and 
all shisha must study these scrolls 
constantly while they are in their 
home province. 

Shisha also serve as diplomats. 
Whenever the Emperor determines 
that an inter-clan conflict has gone 
on for too long, or threatens the 
security of the Empire as a whole, a 
Miya goes to settle the dispute. An 
Imperial Legion is frequently 
mobilized as well, but the shisha 
rides on ahead in hopes of quelling 
the conflict bloodlessly. The shisha 
are quite skilled, and though they 
are sometimes seen as unwarranted 
meddlers, it is rare that they cannot 
bring a tense situation to an 
amicable conclusion. More often 
than not, the Imperial Legion’s only 
duty when it finally arrives is to 
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advisors. Sometimes they are used as scouts, for their knowledge 
of heraldry is unparalleled. A Miya scout can quickly determine 
the identities and ranks of every officer in an opposing army 
simply from the sashimono they wear. At the end of their period 
of service, the shisha is immediately instructed to report to 
Otosan Uchi, where they inform the Imperial Guard of every 
detail of their period of service. This information passes on to the 
Otomo seiyah In this manner, the shisha are a useful tool for the 
Otomo to keep tabs upon all of the clans. 

The last of a shisha’s duties, and the one in which they take 
the most quiet pride, is distributing the Blessing of the Emperor. 
When Miya first rode forth to carry the Emperor’s word, he 
accumulated a large group of fanatical followers. Some of these 
were samurai, but most were carpenters, farmers, stonemasons, 
and assorted craftsmen. As Miya carried the Emperor’s news, 
these men repaired the damages done by Fu Leng’s army, 
constructed bridges and castles where there were none before, 

. 



and increased the stability and prosperity of the Empire. When 
Hantei I1 learned what Miya had done, he ordered Miya’s 

the worth of the Empire, and that is thanks enough. 

The Miya family has a unique place in Rokugan’s rigidly 
structured society. While they are the chosen heralds and 
messengers of the Emperor, their origins are far more humble 
than the Otomo or the Seppun. The first Miya was a low-born 
samurai who happened to be in the right place at the right time. 
For this reason, the other Imperial families often tend to overlook 
the Miya, considering them little more than glorified servants. 

The Otomo, in particular, get along poorly with the Miya As 
the Otomo work to ever keep the Great Clans in conflict, the Miya 
sow peace and create strength. The Miya resent the Otomo 
family’s underhanded games, and the Otomo consider the Miya 
foolish and intrusive. Though both families are necessary to 
Rokugan’s unity, they rarely work alongside each other. The 
Seppun, on the other hand, consider the Miya a useful if curious 
family. The Imperial Legions and miharu work closely with the 
shisha and appreciate their drive to resolve war without bloody 
confrontation. 

The Great Clans are often uncertain exactly where to place the 
Miya. They are a family close to the Emperor, but they do not seek 
political gain for their own benefit They are a rich family, but do 
not maintain a large army. Militant clans consider them an 
enigma, occasionally of use as diplomats, impractical as a military 
target, and thus better left alone. Political-minded clans such as 
the Crane or Scorpion tend to look upon them with mild pity. In 
their estimation, the Miya have achieved ultimate success: the 
blessing of the Emperor, great wealth, high social standing, 
unlimited access to the entirety of the Empire. Sadly, they can use 
it for nothing but the benefit of others. 
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argument between the Yasuki and Daidoji representatives. 
Shortly afterward, the Yasuki family broke off from the Crane 
Clan. Though there were extenuating circumstances behind the 
Yasuki break, the Miya nonetheless blamed themselves for the 
resulting animosity. The First War continued to rage onward, and 
the shisha returned to Otosan Uchi in shame. Rather than 
demanding the Miya’s seppultu, the Emperor ordered the shisha 
to the front lines. Half of them joined the Crab army, and the rest 
fought on behalf of the Crane. There, they were to study the ways 
of war in order to bring peace. The Miya agreed. 

Though many shisha died in that bloody war, those who 
survived learned of the horrors of combat and the psychological 
terrors such conflict brings. Contemporary daimyo Miya 
Sadamasa wrote down everything he had seen so as to prevent 
future conflicts. The book was called simply No Heiwu (UOn 
Peace”). It is still considered the definitive work on diplomacy. 
Nearly every peacemaker or magistrate in Rokugan owns or has 
read a copy, and Sadamasa’s simple, thoughtful words are often 
quoted to defuse potentially tense situations. 

In the fifth century, the Miya met their next great test. When a 
fleet of gaijin ships sailed into Golden Sun Bay, the Emperor 
dispatched a band of shisha to greet them. Once the Miya boarded 
the ships, the gaijin held them hostage to insure Rokugani good 
behavior. Though details on the Battle of White Stag are sketchy, 
many of these Miya later died or were lost forever when the gaijin 
fleet was repulsed. For many Miya this is a bitter memory, a 
terrible failure and a lost opportunity. They wonder what could 
have been changed and what might have gone differently. Would 
the gaijin and Rokugani be at peace today if they had only tried 
harder? And somewhere in the world, perhaps the descendants of 
those taken at White Stag yet live, far across the sea and unaware 
of their true home. The Miya have taken a quiet vow to one day 
find these lost cousins and bring them home. Since White Stag, 
the Miya have redoubled their efforts in the quest for peace. 
Though there may be ‘ho Miya heroes” there are countless tales 
of shisha who strove for peace against impossible odds. 

Sadly, the current Miya daimyo, Miya Satoshi, has no tongue 
for diplomacy and no taste for peace. Having spent much of his 
young life in the courts of the Matsu, he considers his family’s 
diplomatic ways to be weak and foolish. He believes the Miya 
should seize the power that is rightfully theirs and assume their 
rightful place at the Emperor’s side. He is a warrior, and believes 
his people should be warriors as well. He laughs at Sadamasa’s 
archaic writings, and claims he will “write a new book in the 
history of the Miya.” In the meantime, the aged Miya Yoto weeps 
for his son. As the Empire descends slowly toward a full scale war, 
it seems that peacemakers are needed now more than ever. 



way of men who have nothing to lose 
- The Tao of Shinsei name. The recent c 
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another to depend upon for support and camaraderie, but one 
who calls a ronin friend is rare indeed. There is no certainty 
where his next meal will come from, and no assurances of a 
warm place to sleep when the rain and cold nights come. Honor 
must be discarded for practicality and survival. 

The Emerald Empire is a hostile environment for the ronin. 
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Rokugani from assuming the worst about any given wave man. 
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happens along. Many ronin are too proud to solicit work, and rare 
is the wave man who directly requests work for pay. 

Ronin have few resources to assist in locating work Certain 
waystations for wave men have been built by other ronin, 
perhaps as many as half a dozen across the Empire. The best 
known of these, the House of the Green Coi, is located in the 
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example, the Crab Clan 
frequently hires ronin to 
accompany Hiruma scouts or 
to serve as yojimbo to Yasuki 
merchants. After all, the Crab 
bushi have larger worries than 
protecting simple commerce. 
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really very simple. A clan- 
affiliated samurai has both a 
family and a clan with a rich, 
proud history that lives and 
breathes within his heart, 
infusing his every action with 
pride and a sense of 
accomplishment. With his 
ancestors guiding him, the samurai becomes part of something 

knowledge that his death will one day add to the proud tradition 
of his people. 

A ronin has none of this. He is merely a man, and nothing 
more. 
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wave men. For these men, another ronin is a mirror reflecting all 
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a grievous social offense. Another side to this practice is the 
bringing of clan ronin to court in order to embarrass members of 
the ronin’s former clan. A Scorpion who brings an ex-Crab bushi 
to court as his yojimbo incites frustration and hostility among the 
Crabs of that court, which the Scorpion could then use to his 
advantage. 

THE TREATMENT OF RONIN IN COURT 
Court life is not easy for ronin. They are surrounded by 

hostility with few if any allies to offer them respite. Even open- 
minded courtiers regard a ronin’s presence as a curiosity or 
amusement, and will likely take every opportunity to make him 
feel out of place. Conservative courtiers find the ronin’s presence 
an affront to the honor of the court itself. Even the slightest 
misstep or inappropriate comment will have them demanding his 
banishment or outright death. 

Ronin from the clans typically have the hardest time in court 
These are men and women who once held a position of great 
honor and responsibility, but lost it because they were not worthy. 
Needless to say, his former clan will be hostile toward, or at best 
disdainful of, the ronin. The enemies of the ronin’s former clan 
may be somewhat more receptive, primarily as a means of 
embarrassing his former clan and drawing attention to their 
mistakes. 



True ronin, though also treated with hostility, do not have the 
additional burden of previous failure hanging over their heads. 
Most courtiers mock their attempts to claim their samurai 
heritage, but will not actively seek their destruction without 
provocation. True ronin who have earned an invitation to court 
are usually intelligent enough not to draw untoward attention to 
themselves and stand a good chance of emerging unscathed. 

Regardless of origin, ronin in court may expect to be given a 
wide berth by courtiers and diplomats. A ronin will quickly 
become accustomed to feeling all eyes upon him whenever he 
speaks or enters a room. Raised fans hide smirks and amused 
grins at his actions and words. There will be little outright 
hostility or rudeness, of course, as no one wishes to insult the host 
by treating another guest poorly. Still, the more conservative 
guests will act with thinly veiled disgust and quickly move on to 
the next conversation. 

It is nonetheless possible for a ronin to find allies in court 
Younger or older guests who are more open-minded may take an 
interest in him, if only to understand that which is different from 
them. These bizarre and unlikely friendships often end in tragedy 
as the well-intentioned samurai are pulled into the same plots 
that demean and disgrace the ronin. Those that endure, however, 
can last a lifetime. Those exceedingly few ronin who eventually 
find a place for their descendants among one of the great clans 
often begin their journey with a simple friendship at court 

WHAT THEY STAND TO LOSE 
With so little to call their own, ronin cling tightly what they 

have. For this reason alone, many avoid court, where the 
merciless environment of manipulation and politics can cost 
them everything. Material possessions are not a weighty concern; 
the threat is to their honor and integrity. 

The schemes and games of manipulative courtiers naturally 
gravitate to the obvious target of a wave man at court The goal 
of these games is to humiliate and demean the ronin in front of 
his host Honorable ronin trapped in these machinations become 
bewildered, disoriented and disgraced. Only the most alert and 
cunning ronin can avoid these dangerous schemes. Those who 
cannot often leave the court in shame. 

Normal protocols in Rokugan demand that a samurai must 
gain permission from the appropriate daimyo to avenge an insult 
Ronin have no lord. Therefore, any insult may be immediately 
and brutally avenged with only the permission of the host of the 
court With half of the court attempting to goad the ronin into 
making an embarrassing statement and the other half waiting for 
a chance to cut him down for any insult, court is a deadly 
environment indeed for the ronin. 

WHAT THEY STAND TO GAIN 
With so many risks, many might wonder why a ronin would 

attend court at all. When one has so little, however, there is 
everything to gain. 
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much else on his 

d, settling onto an 
opposing cushion and signaling the hostel master. “Everyone but 
me seems to get younger every year? 

Koan laughed out loud, clapping his hands heartily. Yoto 
smiled in his reserved fashion. Miya Yoto had always envied ronin 
like Koan. They didn’t spend their time hiding from themselves 
like the samurai of the court. They lived. 

The hostel master waited to be acknowledged. “A bottle of 
sake and a cup, please,” Yoto said, returning the master’s bow 
with a nod of his head. “And a bowl of rice.” He glanced to the 
side, noting the empty table and cup of water before Koan. “Make 
that two bowls of rice,” he amended, “and two cups.” The hostel 
master bowed again shortly and waddled off. 

‘Thank you,” Koan said. “Times have been difficult‘ 
“Indeed,” Yoto replied. Yoto took a few moments to survey the 

room. Two more tables were occupied. The drunken ronin sat at 
one, nodding as if he were about to fall asleep in his cup. A whip 
thin merchant and his yojimbo sat at another, arguing quietly 
with a small man in a tattered red kimono. 

“Are you sure this place is safe?” Yoto asked. 
‘As safe as anywhere,” Koan replied. ‘The drunk is a former 

Akodo. He’s honorable enough, if a little unstable. The merchant 
I know only by reputation, but he’s a Mantis. Here on business, 
nothing more. None of them would betray you. You’re the daimyo 
of the greatest peacekeeping family in the Empire, and if they 
knew that they would appreciate what you’ve done for them.” 

“I’m not the daimyo,” Yoto said, a grimace twisting his 
normally cheerful face. “That is now the role of my son, Satoshil’ 

The hostel master arrived then with their sake and rice. They 
both waited quietly while he poured them each a cup, then 
returned to his business. 

Koan nodded slowly as he sipped. We’ve met, briefly,” he said. 
“I came to visit you. He banished me from Miya lands. I assumed 
something was amiss, but I did not expect you had retired.” 

“I did not wish to retire, so obvious was the violence in 
Satoshi’s heart,” Yoto answered. “I had hoped to lead him by 
example, but quite the opposite happened. In the last year, his 
philosophies grew popular with the younger shisha, allies who 
would rather see a vital young warrior in charge than a feeble old 
man. When he demanded that I step down, the others supported 
him. I never saw it coming. I had been a stranger to the court for 
too long. Now, I have few friends left” 

‘You have many friends, Miya Yoto,” Koan said fiercely. “Just 
look for them. Me, for one. Others. You’ve helped countless 
people, and they are grateful. If you only said the word, you could 
have an army at your back.” 

Yoto drank deeply from his cup, his eyes pained. ‘1 am no 
warrior. I could never strike against Satoshi. No matter what may 
happen, he is my son and I love him more than life. Every 
morning I pray that he has come to his senses. Every night I curse 
myself for a fool. I should never have let the Lion raise him. Still, 
I have hope for him, even now.” 



‘Then why are you here?” Koan asked, eating a 
mouthful of rice. ‘Why have you fled your own castle 
to seek an alliance with an old bandit like me?“ 

“In case I am wrong,” Yoto said after a pause. “I 
lived my life stopping wars. I know when one is 
brewing. Shoju’s failed coup was only the beginning. 
The Emperor’s Legions run rampant, hunting 
phantoms. The Crab mobilize in the south, turning 
away from the Wall for the first time in centuries. The 
Crane and Lion are more belligerent than ever. 
Yokatsu marries off Unicorn daughters right and left, 
trying to secure alliances wherever he can. The 
Phoenix hide in their castles and wait for the worst. 
The Fortunes only know what the Dragon are doing, 
or why. Nothing makes sense anymore. The new 
Hantei means well, but I fear he has clutched a viper 
to his heart.” 

“Or a scorpion.” 
“Exactly.” Yoto glanced about the room once more. 

The door opened to admit a group of strangers, hooded 
against the cold. “If the Miya will no longer seek peace, 
then someone must. Someone must stop Kachiko’s 
plans, whatever they are. If it cannot be Satoshi, then 
by the Thunders it will be me.” 

Koan laughed out loud and threw back the rest of 
his cup. 

What are you laughing at?” Yoto asked, annoyed. 
You, my friend,” Koan pointed over his cup. “For a 

moment there, you reminded me of a young herald I 
once journeyed with. All full of fire and venom, ready 
to wipe war from the face of Rokugan even if he had 
to fight the generals himself to do it” 

Yoto smiled. “Except now I know that I cannot do it 
alone. If I had realized that earlier, perhaps I would still 
be daimyo. But never mind that. I have heard rumors 
of a call to arms among the ronin, of an army 
gathering somewhere in the Empire for unknown 
purpose.” 

thought him retired to a monastery.” 
“Many would say the same of you, old friend.” 
“Point taken,” Yoto admitted. “How many follow him?” 
“Hundreds. It is said he will have thousands before he is done. 

I’ve been thinking about joining him myself. I don’t know what 
he plans, but it would be nice to be part of something again.” 

“Geniusr’ Yoto exclaimed under his breath, eyes wide with 
wonder. “Of course it would be Toturi!“ 

Koan blinked. “I don’t quite follow you.” 
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Although epic adventures and massive battles might seem the 
norm throughout Rokugan, the truth is that the Emerald Empire 
is usually a quiet place. Many samurai loyally serve their lord for 
their entire lives without ever seeing military action. Even during 
the relatively rare times of war, most peasants go about their lives 
with little difference except for an increased demand for their 
crops. 

With this in mind, players may wonder what their characters 
are supposed to do between adventures. The people of Rokugan 
are very ritualistic, having formalized methods of eating, praying, 
greeting one another, even putting on their armor. Most Rokugani 
have daily routines that they adhere to very strongly. Players 
should devise such a daily routine for their characters and 
integrate it into their background. Routines can lead to an 
interesting number of adventure hooks. For example, when your 
bushi comes off duty and stops by the local shrine on his way 
home, he could find a dead body, a mysterious stranger, a case of 
vandalism, or any combination of the three. 

A character’s routine can also add an element of reality to the 
game. For example, the GM can describe a character they interact 
with “off-camera” on a regular basis during the campaign, then 
introduce them as important characters later in the game. This 
adds an exciting bit of personalization to the game and avoids the 
pitfall of introducing personalities only in the session in which 
they play a role. If a Crab bushi must help a comrade with whom 
he has served on the wall every day for months (and whom you 
mention at the beginning of every session), then he is going to be 
much more invested in the ensuing drama. 

This section examines a day in the life of various samurai - 
bushi, shugenja, and courtiers - as well as non-samurai such as 
merchants and eta. Use these as examples for your players to 
develop their own routines and ideas about the individuals with 
whom they interact. 



“One who is samurai must, before all things, keep in mind 
that he must die” 

- Kakith The Sword 

A day in the life of a samurai is filled with tradition and 
discipline. Whether bushi, shugenja, or courtier, a samurai must 
serve for the benefit of the family and clan. A bushi must remain 
constantly alert for hours on end, whereas a courtier must deal 
with the intrigues and schemes of his peers. A bushi must 
overcome his enemies with the blade of his father while the 
courtier uses sweetened words laced with hidden meanings. 
Regardless of their training, their mission is the same: protect the 
clan with your weapons, whatever those weapons may be. 

This service to one’s clan demands a spiritual devotion as well 
as a physical devotion. It is extremely important for a samurai to 
remain pure so that he might serve to the best of his ability. To 
achieve this, many samurai bathe multiple times a day. This 
purity serves to assure the samurai’s position with the Celestial 
Order. To be unclean is the lot of the heimin and eta, not the 
samurai. 

MATW UIIRO, THE I)USHI 
Ujiro is a soldier in the vast army of the Lion Clan. He guards 

the wall of Shiro Matsu, the southernmost Lion holding that 
borders Beiden Pass and the lands of the Scorpion. The large 
number of troops posted at Shiro Matsu means that Ujiro has a 
shorter duty than many bushi elsewhere within the Empire. 
Matsu Tsuko rotates the guard shift often, keeping both the 
guards and the soldiers refreshed and ready for battle at a 
moment’s notice. 

Hour of the Sun 
(6:00-8:00 AM) 

Hour of the Moon 
(8:OO-1o:oo AM) 

Hour of Hantei: 
(1O:OO-1200 noon) 

Hour of Akodo 
(12:OO-2:oo PM) 

Hours of Doji and 
Shiba 

(2:00-6:00 PM) 

Hour of Bayushi 
(6:00-8:00 PM) 

Hour of Shinjo 
(8:OO-1O:OO PM) 

Hour of Hida 
(1O:OO-12:oo 

midnight) 

Ujiro awakens and bathes. He offers a 
prayer to his ancestors, and breakfasts 
meagerly on unseasoned rice and tea. 

After carefully cleaning his katana, Ujiro 
practices his kata for much of the 
morning, as he does each day without 
fail. 

Returning from the dojo, Ujiro prepares 
his weapon and armor for duty upon the 
wall. He takes a light lunch of rice and 
noodles, then bathes again in preparation 
for meeting his daimyo. With his body 
cleansed, Ujiro dons his armor and daisho 
for the meeting. 

During the hour of Akodo, the officers of 
the guard gather with their daimyo to 
make their reports. As a gunso, it is 
Ujiro’s duty to report any activity seen 
from the wall during his shifts. 

Ujiro serves alongside his men upon the 
wall, keeping careful watch for any signs 
of activity from the Scorpions to the 
south. 

Relieved from his post, Ujiro passes by 
the shrine of his ancestors on his way to 
his barracks and offers a prayer for 
continued diligence. He proceeds home 
for another meal of rice, noodles, and tea. 
Afterwards, he reads from Akodo’s 
Leadership. 

Although not on duty, Ujiro returns to the 
wall for an additional shift He chooses to 
do so to keep his mind and perceptions 
keen, and to lead by example those men 
who serve underneath him. 

Returning home, Ujiro cleans his 
weapons and armor and places them in a 
position of readiness. He bathes again, 
speaks another prayer to both the 
Fortunes and his ancestors, and retires for 
the evening. 



llvul vIIIII,v ycIvIc lcLkL,l16 .or the evening, Imoko 
to the (8:OO-1O:OO PM) spends precious moments in the garden 

with Shiba Aikei, a yojimbo to a Phoenix 
diplomat The two exchange haiku and 
small gifts. 

Returning home, Imoko selects her attire 
for the next day. She bathes retires for the 1 court with her father 

her courtiers. When her 
Le natural choice to re 

a monastery, she was Hour of Hida 
(1O:OO-12:OO 

essful and is frequen 
sominent diplomats. 

Hour of the Sun 
(6:00-8:00 AM) 

Hour of the Moon 
(8:OO-lO:OO AM) 

Hour of Hantei: 
(1O:OO-12:OO noon) 

Hour of Akodo 
(12:OO-2:oo PM) 

Hour of Doji 
(2:00-4:00 PM) 

Hour of Shiba 
(4:00-6:00 PM) 

Hour of Bayushi 
(6:00-8:00 PM) 

Imoko rises and bathes. Her two 
handmaidens spend well over an hour 
dressing her and applying decorative face 
paints. 

Imoko takes a breakfast of rice, seaweed 
and tea with other courtiers while 
discussing the topics of the day. 

The hour of Hantei is spent each day in 
the Imperial Court. As the Emperor 
entertains various guests and hears the 
occasional testimony from an Imperial 
Magistrate, Imoko moves among the 
crowd making pleasantries and 
exchanging invitations to various 
gatherings. 

Taking a light seafood luncheon, Imoko 
spends the afternoon in her home 
entertaining Kitsuki Heichei, a diplomat 
from the Dragon lands with whom 
Imoko hopes to form an alliance against 
the aggressive Lion. 

After seeing the Dragon ambassador on 
his way, Imoko bathes and changes her 
attire to something more suitable for the 
evening. 

Given a few quiet moments, Imoko 
composes several letters to allies she has 
made in other clans, keeping herself in 
their minds. She also prepares a report to 
her daimyo in the Kakita family and 
composes a haiku for a rendezvous later 
in the evening. 

Imoko and her fellow Crane diplomats 
dine in the home of Doji Satsume, the 
Crane Clan daimyo and Emerald 
Champion, as they do 
each month. Imoko spends the time 
maneuvering for position among the 
Crane courtiers. 

I ‘ midnight) I I evening. 

ISAWA SADAKO, THE SHUGENJA 
Although the shugenja of the Phoenix Clan are renowned for 

their powerful magic, many of them choose a life of research and 
meditation over the power and fury of the elements themselves. 
Isawa Sadako lives a simple life at Kyuden Isawa researching new 
or lost spells for her family’s library. She spends what free time 
she possesses among the less fortunate in the Phoenix Clan, 
spreading her prayers and blessings to those who most need 
them. 

Hour of the Sun 
(6:00-8:00 AM) 

Hour of the Moon 
(8:OO-lO:OO AM) 

Hour of Hantei: 
(1O:OO-12:OO noon) 

Hour of Akodo 
(12:00-2:00 PM) 

Hour of Doji 
(2:00-4:00 PM) 

Sadako rises with the sun and spends an 
hour meditating with the kami around 
her. Afterwards she bathes and takes her 
breakfast. 

On her way to the palace’s library, 
Sadako stops at a shrine to the Fortunes 
and leaves a small offering. She then 
continues to the library, where she 
spends the early morning researching a 
new spell of Air to benefit her family’s 
school. 

In the late morning, Sadako and several 
of her fellow shugenja retire to the 
shrine within their school’s grounds and 
practice their spellcraft, speaking with 
the elements and the kami in order to 
gain a more enlightened understanding 
of the spirit world. 

An extended lunch in the garden with 
her childhood friend Tomiko fills 
Sadako with a peaceful harmony that 
helps aid her meditations 
afterward. 

Sadako returns to the palace library and 
continues her research. With luck, she 
will have developed a new spell of Air 
for the Isawa school in another six 
months. 



Hour of Shiba 
(4:00-6:00 PM) 

Hour of Bayushi 
(6:00-8:00 PM) 

Benten bestowing his blessing upon 
Shiba Ashiko. He imagines the smile 
upon her face when he presents the 
painting to her. 

Receiving an invitation to dinner, Ryushu 
bathes and selects his finest attire for the 

Hour of Shinjo 
(8100-1O:OO PM) 

Hour of Hida 
(1O:OO-12:oo 

midnight) 

Sadako spends time outside the palace, 
visiting with the peasants of the 
surrounding area She blesses crops, 
offers prayers for the sick and watches 
the children play in the village center. 

After dinner, Sadako takes note of her 
research progress thus far, and 
transcribes passages from the scrolls she 
is using for her research report to the 
great Library of the Isawa. 

At the end of each day, Sadako spends at 
least two hours in deep meditation, 
reflecting upon the day and the wonder 
of the kami around her. 

Returning to her quarters, Sadako 
bathes and then sleeps upon her futon. 

SHIBA RYUSHU, THE ARTISAN 
Ryushu is a student of the arts. Since his days as a child, he 

found solace in the beauty of words and paintings. His gmpukku 
was memorable due to his spontaneous haiku regarding the 
honor and wisdom of the sensei at his school. Though trained as 
a bushi, Ryushu has been given freedom to pursue matters of art 
“for the cultural betterment of his clan.” The recent news from 
Otosan Uchi has disturbed Ryushu’s concentration. He fears that 
he may soon be required to set aside the way of the artist and 
take up the warrior’s mantle. 

Hour of the Sun 
(6:00-8:00 AM) 

Hour of the Moon 
(8:OO-1O:OO AM) 

Hour of Hantei: 
(1O:OO-12:OO noon) 

Hour of Akodo 
. (1200-2:oo PM) 

Ryushu rises early to watch the sun rise, 
hoping that its beauty will inspire him. 
Feeling comforted, he returns to his 
quarters to bathe and take his breakfast. 

Following breakfast, Ryushu retires to his 
studio and contemplates an epic poem he 
is working on as well as his most recent 
painting, which he is to present to his 
daimyo today. 

Ryushu is called to the court of his 
provincial daimyo, Shiba Toma. There he 
presents one of his most recent works, a 
painting of Toma-sama’s lovely daughter 
communing with the spirits of the air 
amidst the beauty of a natural wooded 
glade. 

Following lunch in court, Ryushu 
meditates in a shrine to Benten, the 
Fortune of Romantic Love, in hopes that 
he might receive inspiration and win the 
heart of Toma’s daughter. 

Hour of Doji 
(2:00-4:00 PM) 

Hour of Shiba 
(4~00-600 PM) 

Hour of Bayushi 
(600-8:OO PM) 

Hour of Shinjo 
(8:OO-1O:OO PM) 

Hour of Hida 

midnight) 
(1O:OO-12:oo 

occasion. He meditates to calm himself. 

Ryushu is honored to dine with Toma- 
sama and his daughter Ashiko; Toma is 
exceedingly pleased with Ryushu’s 
painting. 

Deeply moved by his dinner with Ashiko 
(and very excited because he saw her 
smile at him behind her fan), Ryushu 
rushes back to his studio and completes 
the painting of her in the meadow. 
Jubilant, he makes plans to present it to 
her the following evening. 

His head and heart full of plans for his 
future, Ryushu bathes and retires for the 
evening, dreaming of Toma-sama’s 
beautiful daughter. 

individuals rather than 



It he feels that the spiritual awakening he has experienced since 
)tiring is well worth the s he has had to make. Nodoka 

oubled by the stories 
e. He and his brother 
stance the people of €I 

Hour of the Hare 
(6:00-8:00 AM) 

Hour of the Dragon 
(8:OO-lO:OO AM) 

Hour of the Serpent 
(1O:OO-12:OO noon) 

Hour of the Horse 
(12:OO-2:oo PM) 

Hour of the Goat 
(2:00-4:00 PM) 

Hour of the Monkey 
(4:00-6:00 PM) 

Nodoka awakens with the sun each 
morning and bathes with his brothers in 
an ice-cold spring. In this way the monks 
purify their bodies to better achieve 
spiritual enlightenment. Afterwards the 
brothers return to the monastery for a 
meal of rice and water. 

Following breakfast, the monks perform 
their chores about the monastery. 
Nodoka is privileged to wash the floor of 
the temple each morning. Afterwards he 
ensures that the lanterns have sufficient 
fuel and that nothing unusual within the 
temple will disturb morning meditation. 

When the chores of the monastery are 
completed, the brother monks gather in 
the temple and meditate. Nodoka 
particularly enjoys the meditation 
process, and hopes to gain wisdom that 
will help his people overcome the 
hardships they face following the 
Emperor's death. 

Although food is available for mid-day 
meal, Nodoka often chooses to fast 
through lunch, instead moving outside 
the monastery's walls to continue his 
meditations surrounded by tranquil 
nature. 

Fitness of mind requires fitness of body. 
Nodoka and many of his brothers gather 
in the courtyard for various exercises. 
Some monks train with a bo, but Nodoka 
prefers martial arts exercises that involve 
breath control. 

Nodoka and the brothers return to the 
temple for their second daily session of 
meditation. The scent of burning incense 
and the subtle chants of his brother 
monks help Nodoka transcend himself 
and seek enlightenment 

Hour of the Dog 
(8:OO-1O:OO PM) 

within the temple. Here, he pours over 
the Tao of Shinsei for hours at a time. 

With the setting of the sun, the day at the 
monastery is largely complete. Nodoka 
spends time writing his thoughts and 
reflecting, both on the day and on the 
problems facing the Empire. Afterwards, 
he retires to his simple straw mat to 
sleep. 

Monks 
Monks are somewhat nebulous in the Celestial Order; they fall 

somewhere between heimin and samurai. When encountered, a 
truly virtuous samurai knows to treat a monk with respect and 
courtesy. Monks can frequently be found wandering the 
countryside, maintaining the small shrines located in villages 
throughout Rokugan. While samurai will not fraternize with 
heimin, interacting with monks is perfectly acceptable. A monk 
can prove an ideal mouthpiece for a Gamemaster, or be used to 
add flavor to individual villages. And, of course, there is no reason 
that all monks have to be cryptic, enlightened men of faith. Some 
have more nefarious motives. This can be an excellent change of 
pace for your campaign. After all, who in your party would 
suspect the man behind all their troubles is the local monk? 

SHOUKEI, THE MERCHANT 
The vassal of a Yasuki merchant, Shoukei conducts trade with 

the other merchants from all parts of Rokugan. He deals in 
mostly mundane materials: finery for Crab diplomats, raw 
materials for weapon construction, and fabric for clothing. 
Despite his solid reputation as an honest merchant, Shoukei is as 
crooked as they come. He frequently makes a personal profit on 
deals intended to benefit the clan. His greatest fear alternates 
between being discovered by his lord and being poor for the rest 
of his life. 

Hour of the Hare 
(6:00-8:00 AM) 

Hour of the Dragon 
(8:OO-1O:OO AM) 

Shoukei rises early, eating a hasty meal 
and bathing (if time permits). With a 
quick prayer to Daikoku, the Fortune of 
Wealth, to bless him, Shoukei pores over 
his inventory, comparing his assets to the 
merchants he will likely meet today. 

The first meeting of the day is with a 
vassal of the Daidoji, with whom 
Shoukei attempts to negotiate a 
favorable exchange for foodstuffs to help 
feed the Crab bushi on the wall. 



Hour of the Serpent 
(1O:OO-12:OO noon) 

Hour of the Horse 
(1200-200 PM) 

Hour of the Goat 
(2:00-4:00 PM) 

Hour of the Monkey 
(4:00-6:00 PM) 

Hour of the Rooster 
(6:00-8:00 PM) 

Hour of the Dog 
(8:OO-lO:OO PM) 

Hour of the Boar 
(1O:OO-12:oo 
midnight) 

After a few hours of heated negotiations, 
Shoukei arranges an equitable 
agreement: two hundred koku of rice in 
exchange for enough raw ore for the 
Kakita bladesmiths to forge many new 
blades. 

Having set aside a small amount of each 
resource for his own purposes, Shoukei 
takes a luxurious luncheon at a local 
geisha house where a woman he favors 
works. 

Returning home from his rendezvous, 
Shoukei again assesses his inventory in 
preparation for his second meeting of the 
day, with a merchant from the Lion 
lands. 

Shoukei engages in a lengthy and heated 
disagreement with the Lion merchant 
over exchange rates. After a considerable 
amount of time, he accedes to the Lion’s 
demands in order to acquire badly 
needed resources. 

Disgruntled over his latest business 
transaction, Shoukei returns to the 
geisha house for dinner and consolation. 
Finding his favorite companion 
otherwise occupied, Shoukei instead 
turns to heavy drinking. 

Staggering home, Shoukei plots methods 
to avenge what he perceives as an insult 
from the Lion merchant. He writes 
several letters of inquiry to some 
associates within Lion territory. 

Shoukei falls asleep fully dressed. 

TOUKAI, THE ZTA 
Toukai’s family operates the crematorium in the so-called 

“Leather Quarter” of Ryoko Owari Toshi in the lands of the 
Scorpion. Although well off by eta standards, he still lives a life 
of abject poverty. He lives with his family in a single room hutch 
with a dirt floor. 

Hour of the Hare 
(600-8:OO AM) 

Toukai and his family rise at dawn. 
Eating a simple breakfast of rice and 
water, they quickly remove the mats 
from the floor and prepare the house for 
the day. Toukai leaves before the rest of 
his family and goes to the crematorium, 
where he lights the fires for the day. 

{our of the Dragon 
(8:OO-lO:OO AM) 

lour of the Serpent 
(1O:OO-12:OO noon) 

Hour of the Horse 
(12:OO-2:oo PM) 

Hour of the Goat 
(2:00-4:00 PM) 

lour of the Monkey 
(4:00-6:00 PM) 

Hour of the Rooster 
(6:00-8:00 PM) 

Hour of the Dog 
(8:OO-1O:OO PM) 

Hour of the Boar 

midnight) 
(1O:OO-12:oo 

With therest  of-his family arriving, 
Toukai assists in the day’s plans: to pick 
up various corpses throughout Ryoko 
Owari. Two eta bodies that were brought 
in late the previous evening are cremated 
and their ashes prepared for their 
families. 

Toukai and his two brothers travel 
through the Noble Quarter, picking up 
the body of Asako Kinto, who died four 
days previously, and taking it to the site 
of its ritual cremation via a palanquin. 
Toukai remains until after the burning is 
complete and the guests have placed the 
ashes within the urn. When they have 
left, he cleans the area for the post- 
funeral blessing. 

Eating a short lunch on the go, Toukai 
travels through the Merchant Quarter, 
buying several modest urns for families 
who cannot afford a proper funeral. 

With few bodies to process today, Toukai 
spends the early afternoon cleaning out 
one of the cremation chambers. 

As the youngest son, Toukai leaves the 
crematorium early and returns to help 
his mother and younger sister gather and 
prepare food for the family’s evening 
meal. 

Toukai eats a meager dinner with his 
family, afterwards spending some time in 
the village’s community garden with 
Amai, a young woman he hopes to marry 
soon. They speak of the future while 
planting seeds they hope will bear bean 
sprouts. 

In the late evening, when the fires have 
burned out in the crematorium, Toukai 
returns to remove the ashes and stock 
the wood so that things may begin again 
in the morning. 

Exhausted after a long day’s work, 
Toukai mutters a quick prayer for the 
continued health of his family and 
collapses into sleep on the tatami mat. 



their armor and readying their weapons. The oni pulled itself 
atop the Wall and roared The thing was as large as a stable, a 
mass of jagged violet tentacles surrounding a strangely innocent 
feline faca The kitten mouth spread wider than it should have 
and coughed forth a cloud of white vapor, melting the armor and 
flesh from one screaming samurai 

Yugure’s jaw dropped wide open. Kage drew his katana and 
rested one hand on the boy’s shoulder, regarding him with the 
eyes of a dead man. ?Ready your blade, Yugure,” Kage said He 
pointed at the oni with his sword ‘%ere is your school” 

zens of bushi emerge 

As part of the training in most Rokugani professions, a period 
of apprenticeship is standard practice. Shortly before the young 
person reaches their teenage years, their parents bring them to 
visit the kabunakam (merchant guild) of the appropriate craft, 
seeking out a shokunin, or artisan. The first formal visit between 
master and apprentice is referred to as the memie If the teacher 
finds the potential student worthy, he pays a tetsuke (“advance 
money”) to the parents, and drafts a shomon, or formal 
agreement. The child then becomes a totei, an assistant to the 
shokunin. 

For ten years the totei remains indentured to the shokunin, 
living in the master’s home. The totei receives no pay for assisting 
the shokunin and is also expected to function as a servant, 
performing chores around the house in his spare time. Many 
shokunin take advantage of this arrangement, working children 
like slaves and teaching them little of their craft. Those totei who 
attempt to escape this formalized slavery face kago-gamo, a law 
forbidding runaway apprentices from practicing their chosen 
professions. 

Apprentices who serve out their indenture dutifully can expect 
to train for a period of up to ten years. After this time, the totei 
receives a set of tools from the shokunin and is free to strike out 
on his own and attempt to go into business. If he is skilled and 
fortunate, the new craftsman might even become a member of 
the kabunakama himself. 

Compared to craftsmen, the training of a samurai is quite 
different. There is no period of indenture. Fortunate youths may 
train with their parents, carrying their weapons, readying their 
armor, and caring for their steeds. A lesson or two in 
swordsmanship (using wooden boken, not katana), archery, 
horsemanship, and perhaps a few words of advice on how to 
properly wear armor are customary, but the true art of a samurai 
is denied until gempukku. After a youth becomes a samurai, the 
nature of his training depends whether the clan is at war. 

If a young samurai undergoes gempukku during wartime 
there is no formal training. The youths are simply shipped to the 
front lines to wear down the enemy. These new soldiers are 
always sent to attack first. Not only does this weed out the weak, 
it gives new recruits a taste of battle and gives the veterans an 
opportunity to rest, gauging the mettle of the enemy. These 
recruits either learn the ropes and become warriors, or they die. 



Rookie warriors lucky enough to survive the first few weeks 
are assigned to an advanced unit further back in the ranks. This 
unit will still be composed of inexperienced bushi, but the 
sergeants will have at least a year or more of experience. These 
veterans teach the soldiers the intricacy of combat, and try to 
keep as many of them alive as possible. They also train the new 
recruits in the rudimentary techniques of their clan. It is 

important to note that shugenja or courtiers are 
never thrown into their profession A unprepared. The 

very 
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chniques, but only if t 

normous amounts ARMOR 
Just as a sword should be an extension of the samurai's will 

and intent, his armor should be a second skin. Artisans put as 
much skill into creating a fine set of armor as any smith puts into 
beating and refining a katana to perfection. In the hands of a 
master armorer it becomes not only a second skin, but a better 
skin: flexible, tough, resilient and beautiful. Engraved, embossed, 
and painted with intricate designs and family symbology, the 

, , ' ,  I I !  \ \ \ * \  
Stage Two Armor 



complete suit allows the samurai to present his best, most 
breathtaking face to the world. Every samurai with the means 
keeps a personal craftsman in his retinue, whose sole job is to 
care for the multi-layered armor. 

Samurai armor is very flexible, designed not to impede 
movement A typical suit consists of hard leather and small iron 
plates woven together in overlapping horizontal tiers. Tightly 
woven silk cords tie the pieces together. Each piece of leather 
receives added strength and beauty through the application of a 
coat of lacquer: the sap of the lacquer tree, a toxic substance that 
workers collect via a painstaking process of tree tapping. They 
then refine the brown, gummy sap until it thickens and purifies 
and dye it, usually black or red. The artisan carefully primes each 
piece of armor, polishing it and cleaning it, before he applies the 
lacquer. Each piece receives between twenty and ninety coats, 
applied one at a time with each coat drying before he applies the 
next The lacquer can be inlaid with decorations, ranging from 
gold and silver dust sprinkled into the wet lacquer to ornate 
inlays and designs. 

Once the lacquered pieces are finished, the artisan assembles 
the entire suit, tailored to fit the samurai who will wear i t  The 
upper portion consists of a large, solid armor chest plate that 
protects the front and which has additional tiers of plates in the 
front and back Additional tiers protect the lower torso and sides. 

war or conflict on the 



f man alone, that the 

nsiderations. For a 

to live up to. When he fails in battle a samurai’s first prayers are 
to the kami to forgive him for offending his blade’s spirit. When 
human and sword spirit are as one, victory becomes inevitable. 

One of the most famous tales about sword making describes 
a contest between three master forgers, each of whom was vying 
for the honor of creating a new blade for the Emerald Champion. 
All three created blades of surpassing beauty and strength. The 
first stepped forward to test his blade. He placed a block of stone 
at head height and slashed at it, splitting it neatly in two. The 
blade had not a nick or a scratch. The second stepped forward and 
carefully laid his blade on the ground and then dropped a piece 
of silk over the upturned blade. The mere weight of its falling cut 
the cloth in two. 

The third master forger stepped beneath a blossoming sapling. 
He stood beneath it and with one hand shook the tree, while the 
other held the blade outstretched beneath the showering pink 
petals. Not a single petal touched the sword’s upturned blade, 
although the man himself was soon covered in bright blossoms. 
Without pausing the Emerald Champion chose the third blade. 



While the others showed strength and sharpness, the third 
showed spirit. Even the falling blossoms knew to avoid its deadly 
edge. The champion’s enemies would not have such a luxury. 

SAKE 
Nothing makes a cold winter court night more bearable than 

nice, warm sake. Although the term actually refers to any 
alcoholic beverage, there is really only one type of sake that finds 
a following amongst the samurai and courtesans of Rokugan. 
Tradition maintains that sake was a gift from the gods, that it is 
in fact the standard beverage in the celestial realm. Sake begins 
its life as rice; brew masters steam it so that its starches turn into 
sugar. They then add mold to stimulate fermentation. Around two 
months later they refine the fermented liquid into the clear 
beverage drunk throughout the land. The result is a sweet 
beverage that is best served warm. 

The actual flavor and quality of the sake depends chiefly upon 
the materials that go into it. The higher quality the rice, the better 
the final product. The same holds true for the water in which the 
rice is steamed and fermented. Certain sacred springs produce 
much higher quality sake than average rivers and streams. 
Although most villages brew their own local sake, a few sake 
manufacturers have reputations that exceed their local markets. 
Fine, well-crafted sake is a delicacy for the rich, with the great 
houses and of course the Emperor buying it by the barrel. It is 
considered a tremendous honor to have one’s sake drunk by the 
emperor, and brew houses across the land compete for the 
distinction. 

Serving sake warm releases its flavors and aroma. Special 
porcelain containers are used to heat the sake by placing them in 
a pot of boiling water for several minutes. At feasts and 
celebrations servants keep a number of such pots boiling away 
discreetly; out of sight but near enough so that the sake can be 
served immediately. Although not comparable to the ornate 
rituals around drinking tea, the Rokugani still have certain 
amount of etiquette concerning imbibing sake. They drink from 
tiny porcelain or lacquered cups and tradition demands that each 
drinker pour for the other. The traditional toast, “Kampai,” 
accompanies the actual drinking. 

Go 
It has been said that the Fortunes created no better test of a 

man’s intellect than the game of Go. Elegant, simple and infinitely 
challenging, Go stands as the most popular and respected game 
in all Rokugan. More than a pastime, for many this strategy game 
is a passion. Samurai learn the game even as they learn to wield 
their swords and for many mastery of it proves more of a 
challenge than any school of bushido. 

Go originated with the Fortunes and they still play it in the 
heavens. Some say that the thunder is merely the placing of 
stones upon the celestial board and that taifuns come as a result 
of particularly brilliant game play between two divine opponents. 
They in turn taught Go to the shugenja who spread its beauty and 
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er raw material that 

Like many important things, paper has simple roots. It begins 
life as the bark of the mulberry tree before artisans strip it away 
and soak it in cold water. The laborious process of creating paper 
begins with removing the bark by steaming the branches and 
then, having soaked them, scraping away the tough outer layer 
with a sharp knife. The workers then heat the inner layer of soft 
white fibers in an alkaline solution before rinsing it again with 
cold water. They then pick the impurities within the fibers out by 
hand before beating the fibrous mass with mallets or sticks until 
it becomes pulp. The artisan then mixes water and vegetable 
mucilage with the pulp until it attains the correct consistency. The 
paper maker now dips a bamboo screen into the pulp and then 
gently shakes it to drain away excess liquid. This process leaves 
a flat, relatively uniform textured layer of pulp which is then laid 
out to dry. The result of all that: a sheet of washi. 

The final product is very tough, at least compared to other 
kinds of paper. Its rough texture takes dyes and inks well, making 
it perfect for writing or coloring and use as decoration. 
Throughout Rokugan, each clan and district has its own experts, 
men and women who specialize in the fine art of paper making. 
High quality paper is nearly as esteemed as high quality silk or 
other fine objects. Every self-respecting samurai wants only the 
best paper for his calligraphy. Sending a diplomatic or official 
message on poor quality paper is an insult to the recipient. It 
shows that the sender does not esteem him worth fine quality 



washi. On the other hand, if a poor samurai cannot afford quality 
paper, others recognize this immediately and it reflects upon the 
sender rather than insulting the recipient 

Within the highest ranks of society, such as at the Winter 
Courts, a fierce but rarely acknowledged rivalry exists when it 
comes to paper. In a politically charged environment where every 
movement has triple meanings, even paper can start wars. The 
quality of one’s paper, be it used for writing, walls, or lamps, is 
another sign of one’s place in the world. Many clans have paper 
made with subtle or even invisible dyes mixed in with the raw 
pulp, producing a barely visible watermark upon the paper with 
the clan’s mon. Some guard their paper so closely that they 
enchant important documents so that they self-combust should 
anyone else try to write over them (since paper is expensive, reuse 
is quite common). 

FANS 
One might think that on a cold winter’s night a fan has little 

use. Nothing could be farther from the truth. The fan has many, 
many uses, and cooling oneself is just the least imaginative of 
them. Fans come in to basic types: flat fans that are always open, 
called uchiwa, and fans that fold, known as sumu. Although both 
have their origins and primary functions as cooling devices or a 
means to fan the flames of a cook fire, they have developed other 
purposes as well. Samurai who lead troops into battle use a 
special type of flat fan that they use to both signify their rank and 
issue commands to troops. Some generals employ an iron fan, 
known as a tessen, when at war. There are even tales of samurai 
using their tessen and even their paper fans as weapons. 
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imagining such wanton desire for destruction. But with the 
Hantei dead and his newly crowned heir stricken so ill.. . 

“...perhaps no one can stop the tides of war.” Matsu Hajioki 
winced behind Masouri, and the Unicorn could sense his pain at 
the recent turn of events. Masouri had admired the Akodo for 
their analytical minds and apparent desire for peaceful outcomes 
to conflict when possible. With the family gone, however, the rage 
and pride of the Matsu could turn against any nearby target the 
remnants of the Scorpion scattered throughout the lands to the 
south, the rich fields of the Crane to the east, perhaps even his 
own people to the west. He must prevent war with the Lion at all 
costs, for the sake of his kinsmen. 

“Matsu-san, I would like to walk upon the wall and gaze 
toward my home in the west, if you please. And then I must 
return to my quarters and pen a message to your lord requesting 
an audience at his earliest convenience.” 

Matsu Hajioki bowed and stepped aside for Masouri to lead 
the way. Leaving the false tranquility of the garden behind, the 
Ide emissary returned to the stark reality of Kyuden Ikoma. 

Upon the wall overlooking the hills to the west, Masouri drew 
a deep breath of fresh night air. He imagined that he could smell 
the sweet chrysanthemums in the plains to the south of his home. 
Yes, this was what he needed to rededicate himself. with a light 
breeze rustling his kimono, he closed his eyes and imagined 
himself atop the magnificent peaks in the Unicorn lands. He 
would journey there again soon. He would redouble his efforts to 
see Ikoma Ujikai. He would be granted an audience, regardless of 
what he must do to make it so. He would make Ujikai understand 
that continued diplomatic relations with the Unicorn Clan were 
essential to the Lion’s well being. Together, he and the Ikoma 
daimyo could found a lasting relationship that could prevent any 
future hostilities between their clans. Perhaps they could even set 
an example for the other clans to follow their lead. 

Excited by the prospect of leading Rokugan through the 
darkness that loomed over them like the night sky, Masouri 
opened his eyes.. .and his smile died on his lips. 

The Lion guards around him had tensed and were carefully 
watching the horizon. There, at the very edge of his line of sight, 
several mounted figures stood on a rise, apparently observing the 
palace. Their mounts were tall, lithe horses. Even at this distance, 
their silhouette was unmistakable. 

“Otaku scouts,” Masouri whispered. Horror gripped his heart 
as he realized that the Unicorns were scouting the western Lion 
lands. Tears welled in his eyes to know that his family and clan 
would risk war for the sake of ambassadors such as himself, but 
they couldn’t know the depth of the Lion’s rage. He could not 
permit them to suffer for his sake. 

“Ide-sama. You must return to your quarters now,” one of the 
surly Lion guards barked at Masouri. It was neither a request nor 
a suggestion. 

The night air no longer felt refreshing. Masouri could only feel 
a heavy, oppressive presence, like distant thunder on the horizon. 



* * +  
Returning to his quarters, he immediately went to his writing 

desk and began a message to Ikoma Ujikai. In it he spoke at great 
length about the honored traditions of both their clans. He wrote 
of the Lion’s long and distinguished service in the name of the 
Emperor and the wishes of the late Hantei XXXVIII for peace 
throughout his lands. He beseeched Ujikai to recall the history of 
non-aggression between the Lion and the Unicorn and honor that 
tradition by granting him an audience. 

When the letter was finished, Masouri wrapped the scroll 
tightly and sealed it with the mon of the Ide family. He handed it 
to his silent guardian with instructions to pass it on to Ujikai. 
Once more the young bushi bowed his head respectively and 
stepped outside the shoji screen. Masouri watched the silhouette 
of Hajioki as he passed the scroll to a scribe for delivery. The 
scribe glanced at the scroll, perhaps regarding the mon it bore, 
then tucked it absently into his obi and disappeared down the 
corridor. 

Masouri regarded the retreating figure with cold dread. He 
was certain that Ujikai would never see the scroll. Perhaps the 
Ikoma daimyo had seen none of the diplomatic requests Masouri 
had sent. He felt fear rising within him. 

What could cause the Lions to so disregard the ambassador of 
their neighbor? What could incite them to such an act of 
aggression? 

Shiro Shinjo bathed in the light of the full moon, and Shinjo 
Tabe gazed west from his vantage point high inside the castle at 
the illuminated lands beyond. The countryside was as still and 
quiet as the Burning Sands at night. 

If only the passions of men could be so still, thought Tabe. 
The sickness that had struck the land took loved ones from so 

many that no one had remained untouched. The plague had left 
the samurai of Rokugan frustrated and angry, with no enemy at 
which to strike in vengeance for their suffering. Although the 
sickness had passed, the news of the Emperor’s failing health and 
lack of an heir could awaken dark ambition within the heart of 
even the noblest samurai. 

Turning from the window, Tabe walked slowly through the 
corridors of his familial estate. His own clan had desperately 
attempted to stay the tides of war, but he secretly feared that their 
actions had only worsened matters. When the Shinjo had received 
word that the Otomo were determined to maintain the court in 
Otosan Uchi at all costs, the Shinjo daimyo had resolved to do no 
less. In his name, the Unicorn had detained the ambassadors from 
the other great clans, keeping them within the Unicorn lands and 
preventing them from returning home. He had hoped that 
keeping the diplomats in Shiro Shinjo would encourage good 
relations with the other clans. 

Unfortunately the leaders of the Unicorn, busy preparing for 
die possibility of war, had little time to meet with the captive 
diplomats. The ambassadors from throughout Rokugan had 
become little more than prisoners within Shiro Shinjo. Although 
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RITUALS OF GREETING 
The host of a court usually greets each of his guests as they 

arrive at his home. The host dates his invitations so that all guests 
arrive on the same day, and then remains near the palace’s 
entrance for the entire day. Of course, remembering so many 
individuals can be difficult in the larger courts. A simple greeting 
ritual has arisen that eliminates the need to remember a large 
guest list. 

When arriving in another’s home, a samurai should declare 
himself before his host before taking any other action. Bowing 
low, the guest first acknowledges the host’s name and ancestry 
(and thus his greater station) before introducing himself. An 
example of the formal greeting is as follows: 

“Noble Mirumoto Chisora-sama, steadfast warrior of the 
Dragon Clan and descendant of Mirumoto Kaijuko, I, Kuni 
Mukami, servant of the Crab Clan and proud descendant of Kuni 
Osuko, offer you this humble gift in gratitude of your most 
generous invitation into your honorable household.” 

There are numerous variations on this greeting used by 
samurai familiar with one another. If the host speaks first when 
greeting guests, he is demonstrating that he already knows the 
guest and welcomes him to his home. This is a great honor, 
usually given only to those who have known the host for many 
years or who have performed a great service for the host 
sometime in the past. 

CLOSED DIPLOMACY AND THE ART OF 
SUBTLETY 

Victory is achieved by appearing to be applying orthodox 
when you have something very different in mind.. . 

- Isawa Tsuke, Master of Fire 
daimyo known for his 

Although court is marked primarily by large gatherings of all 
guests, most important negotiations occur in secrecy. Significant 
and binding agreements are made during meetings within 
private chambers, walks in secluded gardens, or meals taken 
alone with important ambassadors. Very few guests at a Winter 
Court are ever privy to any true diplomatic sessions. Any samurai 
who inadvertently stumbles across one of these closed sessions 
will earn the public enmity of the participants. Seasoned courtiers 
who find themselves approached for serious negotiations in 
public view should be very skeptical regarding the intentions of 
the other party. Often this is a means of ensnaring the nake or 
inexperienced in some less-than-honorable political scheme. 

Those few samurai who speak on behalf of their clan at court 
must be aware of the appropriate manner in which to do so. Even 
in most dire of circumstances, forthrightness is by no means a 
virtue. Desires and intentions should be hinted at or veiled with 
delicate language. Direct and open language is a sign of weakness 
and invites manipulation and betrayal. Rather than ask, ‘Will you 
join our attack on the Lion Clan?” the proposal would be more 
appropriately phrased, “Our clan must defend our honor by 
avenging the grievous insult done us by the Lion Clan. We know 



that you, too, have been treated dishonorably by the Lion. If our 
victory is quick and without great cost to our people, we would 
insist that they return to your clan the land they took from your 
ancestors." A coarser phrasing of the question suggests that the 
speaker is too direct and uncouth to make an efficient ally. 

THE CHAMBLRS OF COURT 
Rokugani courts vary considerably from place to place. The 

mood is defined not only by the clan who holds the court in 
question, but also by the facility itself. The Crane's opulent wealth 
and extravagance sets a completely different environment from 
the rugged austerity of a court in the Crab lands. Likewise, the 
Spartan, stoic style of the Lion could not be more different from 
the strange architecture and gaijin trappings of a Unicorn Court. 

Cunning courtiers assess their surroundings immediately 
upon arriving at a new location. A courtier in the Lion court 
knows to carefully adhere to tradition, while a diplomat attending 
the Unicorn court will recognize the opportunity to express new 
ideas in such an open environment. These sorts of cues allow 
courtiers to know exactly what their boundaries are, and give 
them an idea of what will happen to those who exceed them. 

Traditionally, more wealthy and luxurious courts (such as 
those of the Otomo, the Crane, the Scorpion, and the Unicorn) are 
considered more liberal by the majority of courtiers. These courts 
more readily accept (and even expect) overt scheming and 
political machinations. The Lion, Crab and Mantis clans generally 
hold more conservative and thus less popular courts (although 
the wealth of the Mantis Clan does lend itself to an attractive 
court). The trappings of these courts are much more mundane 
and reflect the more traditional tenets of bushido. Plots and 
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gardens, although the Crane and Phoenix are particularly 
renowned for theirs. 

Winding paths lead through this garden of delicate trees, 
beautiful flowers and incredibly well maintained hedges. The 
bouquet of chrysanthemums, iris, and countless other blossoms 
pleasantly assaults your senses Soft murmurs can be heard from 
others walking through the gardens, but the lush vegetation and 
clever spacing of paths prevents you from seeing them or hearing 
their words Plots of intricately shaped sand and rock dot the 
landscape, and there is an occasional go board nestled into an 
alcove among the trees 

Of course, there would be no court without meals. While most 
are available wherever guests choose to take them, there are 
occasionally large banquets within the dining hall of the palace. 
In the more lavish courts, these banquets could feed a village of 
farmers for days on end. 

The dining hall stretches out, lengthy tables of polished wood 
laden with delicious foods. The scents of seasoned rice and 
seafood delicacies permeate the room, awakening the appetite. 
Servants quietly place dishes and pour tea and sake. Manicured 
bonsai trees adorn the long tables, establishing a sense of serenity 
throughout the hall. 



The Emperor's Winter Court this year is unlike any in history. 
The only heir of the assassinated Hantei XXXVIII has fallen ill. 
Although the courtiers make a noble effort to proceed as if 
everything is normal, an undercurrent of fear runs through this 
Winter Court Ambassadors delicately search for the beginnings 
of aggression between the clans. Other intrigues are secondary to 
the threat of war upon the horizon. 

Hostilities between the Unicorn and the Crab have been a 
matter of some speculation. At the last Winter Court it seemed as 
though the two clans would go to war over the Crabs annexation 
of the Falcon Clan's lands. The sudden death of Toritaka Tsimari 
during a hunt at Kyuden Seppun last winter quickly dissolved the 
budding Unicorn-Falcon alliance. The Falcon Clan has sent 
numerous emissaries to Otosan Uchi to protest the Crabs action, 
but since the Hantei's assassination during the Coup, they have 
quickly and quietly withdrawn their objections. Still, it does not 
seem that the Unicorn have forgotten the blight upon their name. 

Whispers of Toturi the Black permeate the atmosphere at 
Winter Court. Since his disgrace he has been spotted all across the 
Empire, frequently in the company of other wave men. Some 
suspect him of planning a coup, perhaps hoping to succeed where 
the Scorpions failed. Others would see him hunted down and 
executed. Among these last are many of Matsu Tsuko's supporters 
in the Lion Clan. 

There is much concern among the clans at rumors of a 
sickness sweeping the lands. Few have been spared the effects of 
the strange malady, not even the Son of Heaven himself. The 
Phoenix and Agasha have thus far been unable to determine the 
cause of the plague, but some believe it is mystical in origin, 
much like the so-called Darkfever that plagued the Phoenix lands 
the previous year. 

" 

Sometimes the downfall of houses hinges on the fumble 
of a wrist. 

- The Tao of Shinsei 

LION CLAN DIPL 
Earth: 
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Water: 
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KUNI TAKIGE 
Earth 4 

has earned their respect. 
His presence at Winter Court is an attempt to ensure future 
peaceful relations with those clans. Shiba Ujimitsu and the 
Council of Elemental Masters are greatly concerned about 
possible war with their neighbors and have placed their faith in 

o Rokugan’s more marti 

Otaki’s abilities. 



‘There is honor in the learning of civilized things” 
-Doji Hoturi, Crane Clan Champion 

Hida Kuroda smiled throwing salt over each shoulder in the 
ritual of purification. Finally, here was a contest he could sink his 
teeth into! Maybe being banished to Kyuden Kakita for the winter 
wasn’t such a waste of time. He stepped into the circle, stomping 
his feet heavily onto the packed earth. Across the ring another 
large man wearing the loincloth of a sumai completed the same 
process Kuroda smiled grimly and bowed to his opponent. 

In the background Kuroda noticed Ichiro. The pampered 
Crane courtier had made a game out of humiliating Kuroda since 
the Crab had arrived The first night, Ichiro tricked Kuroda into 
entering a poetry contest. The day after that, a young maiden 
enticed Kuroda to meet her in the gardens He ended up spending 
the rest of the day with the old womeG sculpting snow dragons. 
He later discovered that the maiden was one of Ichiro’s servants. 
Now, the courtier simply stood back and smiled in a most 
unnerving manner, Kuroda pushed the thought out of his mind 
This was sumai Surely, even Kakita Ichiro couldn’t find a way to 
rob Kuroda of this victory. 

And what a victory! Kuroda slammed one shoulder fonuard 
forcing his opponent out of the ring in seconds. The courtiers 
applauded appreciatively. Even Kuroda’s opponent seemed 
impressed The big Crab turned to Ichiro and sneered 

“There,” Kuroda snapped ‘That is how we win a contest at 
Kyuden Hi@ 

“I stand corrected” Ichiro answered with a small smile. 
Flutterkg a silken fan over his face, smiling at some joke that 
Kuroda obviously did not understand 

‘%t?” Kuroda asked narrowing his eyes. ‘Wkzt is going 
on?” 

A fall man in the golden-bronze ceremonial armor of the 
Imperial Guard stepped to the edge of the sumai ring. He bowed 
deeply to Kuroda and waited with infinite patience. 

‘Eh?” Kuroda asked “What do you want, Seppun?” 
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competition. The initial Target Number of the duel is 15. The 
competitor who has a lower rank in the appropriate artisan skill 
must Focus or Strike first. 

If a competitor chooses to Focus, the TN is raised by 5 and 

current TN. The base artistic value of the piece is the current TN 
plus the competitor’s Artisan skill. A failed skill roll has an artistic 
value of zero; something went dreadfully wrong. After a Strike is 
called, both competitors may spend any number of Void Points to and 
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their School Rank x 2 to the final value. An artisan who was 
clever enough to work something into his piece to flatter his 
judges can also increase his piece’s worth at the GMs discretion. 
This requires research beforehand and no small amount of guile, 



subjective, and so is politics. Judges are frequently biased, and 
those skilled at making friends among the court succeed more 
frequently than those with talent To express this in game terms, 
an artisan who is disliked by a majority of the judges may have 
the final artistic value of his piece reduced by 5, 10, or even as 
much as 15. This is not to say that an artisan without political 
connections doesn’t still have a chance to win, but he’ll have to 
work much harder than his opponent to impress a biased jury. 

KEMARI 
For those with a taste for more physical contests, the Winter 

Court offers an odd game called kemari. The rules of the game 
were introduced several decades ago by the Shinjo, and it has 
since become very popular. Kemari is similar to soccer, in that it 
uses a large leather ball which players may not touch with their 
hands. Players stand in a circle and kick the ball about, 
attempting to keep the ball from touching the ground. Perhaps 
the strangest part of kemari is that it is played in full courtly 
dress, kimonos and peaked black caps. Many players find that 
maintaining one’s dignity during a game is as much of a 
challenge as keeping the ball in the air, a subtle metaphor for the 
complex life of a samurai. 

A game of kemari can be played using the following 
mechanics. An game should includes ten players, so that the GM 
can easily roll randomly to see where the ball will end up. When 
playing Kemari, roll Reflexes + Kemari or Reflexes + Athletics 
with one Raise. The first player to kick the ball must roll a TN of 
5 to kick the ball in the air. The ball then flies to a random player. 
Note that a player can kick a ball to himself - it flies straight up 
and comes right back down. A kicker can attempt to direct the 
ball to a specific individual by making two Raises. 

The TN to keep the ball in the air increases by one exploding 
die each time the ball is successfully kicked, until someone finally 
fails and it hits the ground. A player with the Quick advantage 
may roll two dice to determine the increase to their TN, and keep 
the number they prefer. Each player who kicks the ball, whether 
successful or not, must also make a Reflexes + Etiquette roll vs 
TN 15 to keep their courtly dress in order, or a 25 if they were not 
paying attention to the game. If they fail, the character either trips 
on his kimono, drops his hat, loses a shoe, or otherwise 
embarrasses himself. A mistake like this is far more humiliating 
than letting the ball hit the ground, and will make the character 
a target of subtle jeers and veiled insults for days. 

As a side note for dirty kemari players, a Raise can increase 
the TN for the next player to keep the ball in the air by one die, 
or increase the TN to keep their courtly dress in order by 5. 

There is no particular function to kemari; it simply passes time 
and keeps the players fit However, like any game, it can be 
wagered on. Players make bets on how long they can keep the 
ball in the air, and keep records of their longest games. Shinjo 
Yasamura is the undisputed champion, and has kept the ball in 
the air a record eighty-nine times with a team of supportive 
players. Yasamura jokingly claims that he attends the Winter 
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normally do. The magic is simply absorbed into the well-being of 
the home. If a character does not have an appropriate spell, he 
may simply cast Commune to entice the household spirits to be 
watchful and protective. The shugenja who casts the greatest 
number of rare spells, or makes the greatest amount of Raises, 
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All oni, kansen, and non-human creatures with the Taint flee the 
castle hosting the Devil Chase. The most direct road between the 
castle and Otosan Uchi is cleared as well, and will remain clear 
of evil for three months. Second, the relics bestow a number of 
abilities upon the Devil Chaser. Anyone attempting to cast m h o  
on the Devil Chaser must Raise a number of times equal to the 
Devil Chaser's highest Ring. All Fear effects generated by 
Shadowlands creatures that target the Devil Chaser are reduced 
by the Devil Chaser's School Rank The Devil Chaser rolls and 
keeps a number of extra dice equal to his Honor when resisting 
the Shadowlands Taint. At the end of one year, these benefits fade 
unless the shugenja is chosen as Devil Chaser again. The relics 
also have a third power, one that the Council knows of but 
chooses to keep to themselves. Any human with the Shadowlands 
Taint who touches any of the relics collapses to the ground, 
screaming in intense pain, unable to break contact with them 
voluntarily. The relics inflict one die of damage on a Tainted 
individual every round until someone else removes all four of 
them. In addition, such contact - even for a single round - causes 
the relics to lose their other powers for one year. 

LETTERS 
The longest running competition of Winter Court is the game 

of letters. It is a subtle game, one that many visitors fail to 
understand or even recognize. Still, it should not be 
underestimated. The fame and fortune of many a courtier has 
been built and broken by a single letter, and a correspondence at 
the Winter Court can build an alliance that lasts generations or 
begin a feud that lasts centuries. Letters are the weapon of choice 
among critics and blackmailers. They are the most subtle yet 
most direct gift of a lover. If politics are the heart of Winter Court, 
then letters are certainly its blood. 
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can potentially help this process. For example, Herbalism can 
help select a particularly rare herb with which to scent the letter. 
The GM should allow free Raises for each skill that could 
potentially assist the character, but no more than one for each of 
the four stages. 

Attempting to use courtier techniques through the content of 
a letter is possible, at the GM's discretion. This requires a number 
or Raises equal to the Rank of the technique. (Example: Doji 
Courtier Rank 3. When the recipient receives the letter, he would 
make a contested Honor roll as stated in that technique. A failure 
would cause the target's initial Courtier roll when replying to the 
letter to automatically fail. The Bayushi Courtier Rank 1 
technique will also work in writing a letter, though a letter is not 
a contested roll. The courtier must Raise once to use the technique 
in the content of the letter, as usual.) 

Second, the character must actually create the letter. This 
requires an Awareness + Rhetoric roll to compose the poem, a 
Reflexes + Calligraphy roll for brushwork, and twenty-five 
minutes for each process. The TN for each of these equals that of 
the original Courtier roll. If the player makes a bad roll, the 
character realizes her work is shoddy and may try again, but each 
failed roll still takes a half an hour of time. A letter can be created 
more quickly, but each ten minutes saved requires two Raises. A 
proper letter of this sort cannot be planned or written in less than 
five minutes. 

Finally, the character must package and deliver the letter. This 
requires a final Awareness + Courtier roll to make sure that 
everything comes together appropriately, and ten minutes of time 
(if all necessary elements are at hand). The TN equals the original 
Courtier roll. By making two Raises, the player can induce the 
GM to reveal whether the initial Courtier roll was successful. This 
is the character's last chance to realize that she made a mistake 
somewhere and begin the entire process again. 

When a letter is delivered, the recipient must make a 
Willpower + Courtier roll against the TN of the letter. The 
Bayushi Rank 1 technique will grant free Raises to this roll for 
every 2 points of Disadvantages of the author, even though this is 
technically not an opposed roll. If the recipient succeeds, every 5 
points she succeeded by will grant her a free Raise to her initial 
roll when planning a reply. If the recipient fails, every 5 points she 
failed by results in a penalty of one die on her initial roll when 
planning a reply. 

Each letter gives the recipient the option to "raise the stakes." 
If a courtier receives a letter with a TN of 25, and replies with a 
TN of 15, then she's admitting that she's not as clever. If she writes 
a reply with a TN of 30, then she's proving she's even more clever 
and the stakes are raised. Of course, there are times when one 
does not wish to raise the stakes. If a clan daimyo writes you a 
letter, you're hardly doing yourself a favor by raising the stakes 
and proving him a fool. The proper thing to do would be to write 
a letter of sufficient quality, but not one better than your superior; 
that would be arrogant. However, be careful not to write one 
sorely lacking in quality; that would be an insult. This is also 



important to keep in mind while trying to cultivate a courtly 
romance. To prove yourself witty will do wonders in the eyes of 
your love, but to prove your love a fool or insult their intelligence 
might bring down the whole house of cards. 

Is there a point to all of this? Maybe. Courtiers make or break 
their career off of the strength of their letters. The game can 
bestow great wealth, glory, and honor upon a sharp wit 

And then, sometimes, it’s just a silly game. 

FIREWORKS 
Though gunpowder, or “gaijin pepper,” has been outlawed in 

Rokugan since the Battle of White Stag, that has not stopped the 
more curious and industrious among the Emerald Empire from 
studying the art of explosives. The Agasha family are particularly 
interested in the subject, and while they have not yet mastered 
the art of transforming chemicals into weapons, they have made 
quite a reputation for themselves with a bizarre art they call 
hanabi 

Hantei XXXVIII was wary of the Agasha experiments after 
hearing rumors of explosive hanabi sticks, fueled by illegal gaijin 
pepper. He demanded a selection of hanabi to be brought to 
Otosan Uchi for study, comparing it to samples of gaijin pepper 
left from White Stag. After the Phoenix intensely studied several 
dozen pieces of hanabi, the baffled scholars determined that they 
did not contain any gaijin pepper at all. In fact, the Phoenix 
scholars weren’t exactly sure what the hanabi contained. Agasha 
Tenno, the Grand Master of hanabi, immediately revealed that all 
of the ingredients were found on Togashi Mountain, not outside 
of Rokugan at all. It contained nothing but natural starches, 
sugars, oils, gums, and metals. When the Hantei asked what the 
purpose of the hanabi was, Tenno offered to put on a personal 
display for the Emperor. 

What followed was a riotous performance of sights and 
sounds, with multicolored fiery explosions. The Emperor was 
pleased by the Dragon’s art, and invited him to return to Otosan 
Uchi several times to display these strange “fireworks? Since then, 
hanabi have been welcome sights at every Imperial gathering and 
major festival. The current Hantei is even more enamored of 
hanabi, as some of his earliest memories involve watching the 
Dragon fireworks over Golden Sun Bay while perched on his 
father’s lap. Every Winter Court for the last seven years has 
culminated with a grand show of Dragon fireworks, and this year 
will be no exception. 

Most of the Empire is not entirely certain what to think of 
hanabi just yet. The Crab are extremely curious about it, and 
frequently invite Agasha chemists to their lands to discuss 
possible applications. The Unicorn, on the other hand, are 
adamantly opposed to the use of hanabi in their provinces. They 
believe the explosives to be a potentially dangerous and 
uncontrollable element. The Dragon claim that hanabi is not 
dangerous at all, in the right hands, and that it is not sorcery that 
powers it, but kaguku - “science.” 
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ruiiap me strangest observation of Iemasa is the relationship 
of gaki with common insects. Iemasa observes that Gakido is 
closest to Chikushudo, the realm of animal spirits. The gaki have 
no true forms in their own realm, so they must borrow their 
forms from the closest animal spirits, the insect spirits. Because 
of this, all gaki have the ability to transform into some variety of 
insect. Vengeful or spiteful gaki may become biting flies or 
spiders. Mournful gaki, such as the 
ghosts of dead mothers, may return as 
white moths or cicadas. Dangerous, 
vengeful, and angry spirits that 
become gaki (the closest gaki to 
Jigoku) return as ant lions. If 
disturbed, these immortal spirits - 
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powerful and dangerous as the 
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understand them. Those that do venture into the mortal world are 
separated into three classes: the muzaigaki (seekers), usaigaki 
(scavengers) and the shozaigaki (feeders). 

The shozaigaki 
cursed to feed o 

ashamed. They rarely communicate, even with shugenja. These its journey to nvince it that mort 

Sometimes they attach to a particular area and remain there for 
a long time, but can be persuaded to move on through certain 
blessings or magical wards. The only cure for a muzaigaki's 
condition is time; when they have suffered long enough, they will 
join the shiryo. 

The usaigaki rank above the muzaigaki. These spirits are 
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form of a beetle or ant. They never harm humans, and in fact can 

territories, and remain near steady food sources for many years. 

to drive off other spirits such as mujina or kappa. When these 
gaki consume enough food, their punishment is lifted, and they 
go onto Yomi to become shiryo. 

Shugenja who a 

dogs, hor 
them. At 



not mean that a 
ki back to Gakido 

In Rokugan, there is perhaps no fate more terrible than 
contracting the Shadowlands Taint. The corrupting power of He 
Who Must Not Be Named inevitably twists the body, mind, and 
soul of the infected and even death is not a certain cure. In a 
constant effort to keep the Emerald Empire free of corruption, 
many clans have official organizations which keep a constant, 
vigil for those who have contracted the Taint. 

The two most notable of these groups are the tsukui-sugusu of 
the Crab Clan and the dreaded inquisitors of the Asako - a 
special variety of Emerald Magistrate shugenja trained to root out 
the Dark One’s touch. These two groups often work in unison; the 
tsukai-sagasu hunt down and capture those who bear the Taint 
and then the inquisitors determine what course of action to take. 
The Imperial laws regarding the Taint are extremely strict, and 
considered immutable. The official degrees of Taint and 
punishments are as follows. 

FIRST DEGREE - PASSIVE INFECTION 
Mild Taint, no mental symptoms, little danger of contagion: No 

punishment, but monthly scheduled interview by a tsukai-sagasu 
to see if infection has become worse. The subject may not marry 
without informing the prospective spouse and family of the 
condition. Any violation of these protocols is immediately 
considered a “dangerous mental symptom.” (See Third Degree 
Taint) 

SECOND DEGREE - ACTIVE INFECTION 
Moderate Taint, possible mental systems, some danger of 

contagion: Subject is offered choice of seppuku, or relocation to a 
secluded location inhabited solely by Tainted individuals under 
supervision of three tsukai-sagasu. The Damned of the Crab are 
a good example of this degree. This level of punishment is rare. 

as the Shinomen 

THIRD DEGR€€ - DEADLY INFECTION 
Extreme Taint, dangerous mental symptoms, physical 

symptoms that leave potentially dangerous residues, large danger 
of contagion: Immediate execution. Subject is seen as unstable 



and potentially dangerous, so seppuku is not a viable option. 
Decapitation and incineration must follow. Note that the 
inquisitors consider intentional concealment of any degree of 
Shadowlands Taint from other individuals a “dangerous mental 
symptom.” 

FOURTH DEGREE - EMBRACE OF TflE DARK 
This includes possession by oni or other demonic entities, use 

of one’s Taint for supernatural strength or speed, the practice of 
maho, or just the worship of He Who Shall Not Be Named (even 
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Last year, the “Whispers of the Empire” and “In the Imperial 
Court’’ sections of the Winter Court supplement mistakenly 
contained some material which spoiled the ending of one of our 
modules. It was not intentional, but when writing about the 
current events of a rapidly-changing Empire, certain information 
sometimes slips through. Still, it was a mistake, and the author 
would like to apologize for any problems it caused to running 
L5R campaigns. 

Although we’ve edited this year’s sections more carefully to 
avoid such spoilers, we thought it was still a good idea to include 
a warning: 

The material presented in the following sections contains 
facts about the current state of the Emerald Empire, including 
the reactions of the clans to the Scorpion Clan Coup, their 
attempts to further their own secret agendas, and their hidden 
plots and goals. 

If you feel this information might adversely affect your 
ability as a player to watch these events unfold, or if you have 
difficulty separating out-of-character and in-character 
information, you might not want to read the next several 
pages. 

It’s all right. 
If you aren’t sure whether the information would ‘spoil’ the 

events for your character, just hand this material to your Game 
Master before you read it, and ask their opinion. 

You can always trust your Game Master. Right? 
And keep in mind that the changes we describe in this section 

are those that evolve from the official Legend of the Five Rings 
storyline, which may or may not be appropriate to your 
campaign. Ask your Game Master before making any 
assumptions - as we’ve always said, the game belongs to them. It 
is their decision to exclude any or all of the information contained 
in the following pages, or to change things entirely from our 
proposed continuity. 

Good luck 

if an enemy courtier 



%o years have passed since the Scorpion Clan Coup: two 
years of relative peace, broken only by the rising feud between 
the Lion and the Crane. Those two years have not been entirely 
uneventful, however, and Phoenix and Asahina scholars point to 
significant omens and unusual astrological events to prove that 
some great event lies just on the horizon. 

The astrological events described below are depicted in the 
order in which they occurred over the past two years; clever GMs 
may wish to use any or all of them as settings for scenarios to 
depict the swift passage of time after the Coup. 

RISE OF THE BLOOD MOON 
A strange reddish haze hung over Rokugan’s moon for seven 

days during the summer of the past year. Thick and as red as 
blood, it darkened the moon and all the stars around it with an 
impenetrable veil of blood. Beginning shortly after this 
occurrence, there have been a documented rise in mho-users 
throughout the Empire. Those few Bloodspeakers unfortunate 
enough to be captured alive claim that the blood moon was a 
sign of Iuchiban’s return, and that deep in the Shadowlands, a 
great force is rising. 

Three entire villages were slaughtered - men, women, 
children and animals - in the southern Phoenix lands, near the 
old Snake Clan stronghold. This event happened on a single night 
during the Blood Moon, leaving the ground covered with their 
corpses. The Phoenix were unable to completely hide this event 
from the eyes of the Empire, and are spending a considerable 
amount of resources to discover how the event came to pass and 
who is responsible. 

In the court, there have been murmurs of resurrecting the 
longforgotten position of Jade Champion, a shugenja whose duty 
it is to destroy all those who dare to use m h o  within the Empire. 
The Phoenix, less than pleased with this idea, have redoubled 
their efforts and called in favors from other clans to regain 
control before the idea of restoring the post of Jade Champion 
reaches the Emperor’s ears. 
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the Great Bear. 
Not every Crab is happy with this turn of events. The young 

Hida Sukune watches his father with unease, and many other 
bushi whisper that an alliance with the Shadowlands is madness. 
But Sukune is too loyal to disagree openly and the rest have 
enough faith in Kisada to leave their questions unanswered.. . at 
least for the time being. 

CRANE 
The Emperor has done the unthinkable: he has taken a 

Of course, such mistakes can be rectified. 
One death, and the Emperor will need a new wife. 

Bayushi as his bride. 

his Shadowlands 

The Daidoji and the Kakita presently have more troubling 
matters on their hands: namely, the Crab armies who seem 
prepared to invade the Kakita lands, near the family’s ancestral 
home to the south of Beiden Pass. Although the ancient 
stronghold is nowhere near as resplendent as the northern Shiro 
sano Kakita, it holds a great deal of significance to the Crane and 
to their family. To see it assaulted, even destroyed, would be 
unthinkable. 

The Daidoji continue their war against the Lion, readying 
troops to the south in case Kisada takes advantage of their 
distraction. They prepare their armies and their tricks, scouting 
the land for any minor changes caused by the turn of the seasons. 
The Asahina, secure in their libraries, decry any such maneuvers 
and refuse to participate - even in the Crane’s defense. No 
command from the Doji Champion, Hoturi, has raised a single 
Asahina hand in battle, and the Lord of the Crane fears that to 
press the issue would mean seeing blood across the Asahina 
lands - not that of the Crab, but of protesting seppuku. 

But the battle with Matsu Tsuko’s Lion Clan does not go well 
for the Crane. In the court, Kakita Yoshi and his negotiators 
desperately use their hoarded favors to bring allies from the 
Phoenix and Unicorn, hoping the threat of a war that will 
encompass the Empire will be enough to keep the Crab at bay. 

DRAGON 
Of all the clans of the Empire, it is perhaps the Dragon who 

understand most about the dangers facing the Hantei line and the 
Emerald Throne. All Dragon ambassadors were recalled 
immediately after the Scorpion Coup for the space of one year, 
supposedly ‘to pray at Shinsei’s shrine for the peace of the 
murdered Hantei’s soul’. 

When they returned to the other clans, the Dragon were much 
sobered. Mirumoto, Agasha and Kitsuki alike all seemed to turn 
their attention toward building alliances among the ronin of the 
land, creating a safe boundary south of the Dragonfly lands, and 
keeping the peace throughout the Empire. They have taken a 
great interest in the affairs of the Lion-Crane war, insisting that 
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the two clans negotiate for peace wherever possible. Their efforts 
have prevented full-scale war for nearly two years, but even their 
expert intervention has worn thin under Tsuko’s rising anger and 
frustration. The Crane lobby for time, grateful for the assistance 
of the Dragon, but their own hidden attacks on the Lion only 
continue to exacerbate the situation. Already three Lion generals 
have died from duels over ‘insults’ at court, and the Matsu family 
grows less tolerant of courtly politics by the hour. 

Meanwhile, in the mountains of the Togashi, a storm brews. 
Tattooed men of all description roam the Empire, searching for 
Toturi the Black, ronin general. The Champion of the Dragon, 
Togashi Yokuni, has demanded that Toturi be brought to the 
mountain of the Dragon. 

He has no intention of explaining his purpose, and the 
tattooed men who serve him are equally inscrutable. When they 
find Toturi, no doubt they will find a way to make him comply. 

LION 
With Toturi gone, the Lion fell under the influence of their new 

champion, Matsu Tsuko. Brash and proud, Tsuko has stressed a 
dual philosophy of absolute strength in the Clan and absolute 
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dive Turtle” Shiba Tsukune, the Phoenix bushi have stepped up their 
involvement in outside affairs. Units of Shiba bushi can now be 
found in all areas of the Empire, helping settle disputes and 
lending their strength to righteous causes. A few Asako and Isawa 
shugenja have joined them, using their powers for the common 
good rather than remaining in seclusion. What they hope to 
accomplish is uncertain, but their presence has brought some 
small amount of comfort to the troubled Empire. 

UNICORN 
Rokugan’s perennial outsiders were not overly affected by the 

Scorpion coup, and have remained essentially unchanged in the 
years since. Their swift reaction to the coup and instrumental role 
in thwarting it earned them a newfound respect, which they used 
to consolidate their holdings and raise their standing among the 
other clans. They are the only clan not currently embroiled in a 
crisis of some sort, and the only one with the strength and 
flexibility to handle anything that the future might hold. In a 
darkening Empire, they are one of the few remaining points of 
light 

As a result, they have found themselves in a curious position: 
defenders of the Emperor’s justice. With the Lion and the Crane 
embroiled in war and Otosan Uchi infected by the plague, the 
Unicorn are the only ones capable of upholding the law. They 
have embraced this role reluctantly to be sure; few acknowledge 
it and fewer still wish to serve such a purpose. But fate seems 
adamant about their purpose. Refugees have begun appearing in 
the Unicorn lands (the only ones untouched by war so far), and 
with no enemies in the other clans, the Otaku Battle Maidens 



have turned upon thieves and bandits to practice their martial 
skills. They have found themselves revered by the heimin and 
other lower classes, who see the Unicorn as their only saviors. A 
few clan members have pressed for closer ties with the other 
clans - cementing an alliance with the Lion, or perhaps the Crab 
- which would reap substantial benefits without threatening their 
newfound strength. But until Ide Tadaji can produce something, 
they must content themselves with the quiet purpose destiny has 
provided them. 

MANTIS AND THE MINOR CLANS 
The Mantis Clan has a secret Adeadly secret, one they can't 

afford to reveal. Scouts for the Mantis have been into the 
Shadowlands, cast ashore on one of their scouting trips along the 
coast south of the Empire. While trudging their way north toward 
the wall, a group of Mantis witnessed Kuni Yori, the daimyo of the 
Kuni, making an alliance with the Oni of the deepest south. 

The Mantis now know about the Crab's alliance with the 
Shadowlands, but what to do? The Mantis can't accuse the Crab 
(the Crab have higher glory, and they could easily crush the 
Mantis), so Yoritomo has begun to build up his own armies in 
preparation for the Crab - no matter what the Crab do. 

The Mantis are building walls, constructing boats, and angling 
for alliances with the more powerful Minor Clans. Still, all is 
being kept very quiet, in case the Crab or the other Great Houses 
notice the increase in Mantis military strength and raise 
questions. 

NAGA 
Deep in the forests of the Shinomen, the slow rise of the Naga 

continues. Slowly awakening from their fugue, the Naga arm 
themselves against the enemy they know to exist: the Foul, both 
shadow and undead. They can scent its passage in the land - from 
the thick vapors of the south to the hidden secrets in northern 
lands, they sense the rise of a great power, uncontrolled by the 
Bright Eye and the Pale. 

The constrictor priests have fully awakened, and they bear a 
single message from Atman's great Eye: destroy this evil, before 
the land is made to suffer. 

The only difficulty which the Naga have in fulfilling the 
Atman's akashic commands rests among the gibbering apes that 
live across the wide plateaus outside the Shinomen forest Their 
attempts to speak with the huu-mans have been met with 
violence and aggressiveness, and even the peaceful Greensnakes 
grow weary of careful politics. The Cobra ready their greatest 
spells, turning their cities into havens and desperately seeking 
methods to encourage eggs to grow. 

Soon, the time will come when the Asp armies fully awaken, 
and the Naga roll across the fields beneath the group mind of the 
Akasha, twisting the humans beneath their tails. 

If the huu-mans will not listen to the Akasha's warnings of 
their own accord, then their minds will be opened by force and 
by war. 
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his own healers are unable to prevent. The only one who seems 
unaffected by the plague is his wife, Bayushi Kachiko. 

Realizing that the Hantei family may be doomed, and that a 
new Emperor would be needed, the Six Clans begin to struggle 
among themselves to prove their dominance. 

One day, one of them will seize the throne. 

SCORPION PERSONALITIES 
Scorpion characters who survive the Coup are changed greatly, 

hiding from the Six Clans and the Emperor's wrath. They are 
ronin, clinging to their family name and fighting to survive in a 
land they once thought to rule. 

Bayushi Togai 
Once the strongest general of the Scorpion Clan (excepting 

only their great Champion), Togai has fallen far from grace. He 
has known the honor and acclaim of a true war-leader, and it was 
his plan which captured the city of Otosan Uchi during the Coup. 
But now he is condemned as a traitor, reviled and hunted, hiding 
behind masks and shadow. One day, he vows, the Scorpion will 
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Bayushi Tomru 
Tomaru, son of a Bayushi geisha, was adopted into the 

Scorpion at a young age, and trained in the arts of battle and 
Scorpion cunning. After the Coup struck down much of his family, 
he gathered what remained of the Scorpion House Guard and fled 
to the secret labyrinths beneath Shiryo Bayushi - waiting for a 
time when he could at last destroy those who thought to end the 
Bayushi name. 

Bayushi Yakuan 
”Guard the Southern Wall, Yakuan.” Those were the last words 

Lord Shoju told him, just before the armies of the Six Clans 
struck Otosan Uchi. Though Yakuan fought bravely, the wall fell, 
destroyed by Toturi’s minions. Yakuan fled into the shadows, and 
has done nothing since save condemn himself for cowardice, 
scarring his skin with tremendous cuts just to ‘see if the blood still 
runs Scorpion red’. Many say that Yakuan has gone mad. Others 
whisper that his madness is a disguise, and that he is preparing 
to lead the Scorpion onto the field of battle - and if possible, meet 
death as an honorable samurai should. 

Soshi Bantaro 
Bantaro’s spells raised undead to champion the Scorpion cause 

at Otosan Uchi, though the Bayushi did not know of this until 
much later. Bantaro has mastered m h o ,  calling forth creatures as 
foul as night. When Shoju fell, Bantaro’s mind cracked, and he has 
since spent every waking hour seeking the path to restore his 
master to life. All other duties have been forgotten - his position 
as daimyo of the Soshi, his duty to the Lady who bears Shoju’s 
name.. . 

Bayushi Hisa 
A young son of the Bayushi house, Hisa scarcely has the glory 

necessary to enter his family’s palace. Before the Coup, he was no 
one, a soldier among a thousand others, ready to die for his house 
and for the Empire. 

But no more. No more do thoughts of social strata or glory 
hover in the young samurai’s mind; now he has learned the true 
cost of duty, and the true price of honor. Now he serves only to 
serve, and if he must destroy his honor to keep his family alive, 
it is a small price to pay for vengeance. 
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Bayushi Kachiko 
The Empress, seated at the left hand of the mighty Hantei, is 

motionless and cold. Her cruelty hides behind veils of lies and 
deceit and the hatred she holds for her husband is known only 
to those few who guard her life. Kachiko stood before the boy- 
prince, knowing he destroyed her house, and with the subtle guile 
of a woman convinced him to take her for his own. It is the only 
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The First Hantei 
The first Hantei was the youngest son of Amaterasu and 

Onnotangu, born within the Celestial Heavens but fallen to earth 
after his fight to free his brothers and sisters from Lord Moon’s 
hatred. 

The First Hantei fought with his siblings to rule the Empire 
they would build. The original Kami dueled for the right to lead 
the Empire, with Hantei at last defeating Akodo in a final battle 
for the fate of the people of the land. Although it is said that 
Hantei never truly loved the Empire as he had the Celestial 
Heavens, he married Mioko, a daughter of his sister Doji’s clan, in 
order to do honor to Doji’s line and in remembrance of his sister’s 
heavenly beauty. 

Although some texts state that the First Hantei died of his 
wounds shortly after the final defeat of his corrupted brother, it is 
more popularly believed that he ascended into the heavens after 
finishing the war against the Dark One. One version of this tale 
is told in the Shosuro Furuyari’s famous play, The Death of 
Hantei 

Hantei Genji, Hantei I1 
Hantei Genji, eldest son of the First Hantei and Mioko, is 

commonly referred to as the Shining Prince, for his contributions 
to the foundation of the Empire’s culture and beauty. After him, 
all first-born members of the Hantei lineage have carried the 
formal title of “Shining Prince,” out of remembrance of Genji’s 
legendary deeds. 

Genji was a great patron of the arts and a fine poet. 
Undoubtedly, he is responsible for many of the cultural traditions 
practiced by the people of Rokugan, including the tradition of 
primogeniture (inheritance by the first-born child). Like his father, 
Genji is believed to have ascended into the Celestial Heavens 
when he tired of rulership. 

Genji’s life is documented in The Tale of Cenji, written by the 
youngest son of Seppun. The work depicts Genji as a skilled 
politician, poet, and enlightened statesman. He is directly 
responsible for much of Rokugan’s culture, from the food eaten 
by the people of the empire to the protocols needed to interact 
among the noble samurai of the realm. He also began the religion 
of Shinseism and the Shintao faith, although it did not gather 
national popularity until much later in the Empire’s history. 

Genji married the most beautiful woman in the realm, a 
Crane named Doji Oborozukiyo, called by poets ‘the Lady of the 
Misty Moon’. 

Hantei Ningi, Hantei Ill 
Ningi, the second child and first son of Hantei Genji, was said 

to have been the first truly mortal Emperor. His lineage is 
recorded among the very first scrolls of the Ikoma libraries, and 
is much debated by the Asako and the Doji. Ningi created the 
traditions of the Imperial Court and the magistrate system, and 
established the first code of laws in the Empire. Although the 
position had been established decades before his reign, Ningi set 



out the responsibilities of the Emerald Champion and 
commissioned his armies, deputies, and legal duties. 

Further, Ningi is credited with uniting the Seven Clans of the 
Empire beneath his rule, establishing the system of legal land 
ownership (all land belongs to the Emperor) and defining both 
the Imperial Court and the Emerald Champion position. In a 
highly debated decision, Emperor Hantei Ningi summoned a 
samurai named Togashi Kaze to show him a style of unarmed 
combat that Kaze was teaching to the peasant classes. As the 
peasants had been forbidden from carrying weapons, Kaze’s 
practice of fighting instruction for the peasants was poorly 
received by the Imperial Court. Kaze was killed by the Emerald 
Champion when he refused to demonstrate his technique before 
the Emperor. 

Hantei Bosai Hantei IV 
Hantei Bosai assumed the throne after his father’s death. Ningi 

lived a long and fruitful life, and was buried when he reached 
ninety-three years of age (say the Asako scrolls). Bosai’s major 
contribution to the Empire was his establishment of monasteries 
for the purpose of retirement, and the beginning of the inkyo 
tradition wherein members of the samurai class retire when they 
reach their fortieth year. 

Beyond that, his reign is depicted as peaceful and explorative, 
researching and mapping the Empire for the first time in its 
history. The maps currently used by Rokugani scholars were 
created during Bosai’s reign, and have endured unchanged since 
that time. 

Hantei Fujiwa, Hantei V 
At the beginning of his reign, Fujiwa was a dynamic Emperor. 

His policies renovated the Empire, creating treaties and defining 
clear borders between the Seven Clans as well as establishing the 
homelands of the two earliest Minor Clans: the Mantis and the 
Fox 

Fujiwa ruled during the 4th Century of the Empire, and had 
two Doji wives. His first wife died childless while Fujiwa was 
fighting in the Crab lands, and his second is recorded to have 
given the Hantei Emperor a son and two daughters. 

Fujiwa’s most renowned accomplishment is his leadership of 
the Crab during a time of war against the Shadowlands. Fujiwa 
is said to have led the Imperial Army to assist the Crab against 
the forces of Oni no Usu. After defeating the Oni and her minions, 
Hantei Fujiwa severely punished the Crane and Lion, who 
through political attacks had weakened the Crab and so put the 
Empire in danger. 

Late in Fujiwa’s reign, his eldest son was kidnapped by the 
Gozoku, a political alliance created by the champions of three of 
the clans. Doji Raigu, Shiba Gaijushiko and Bayushi Atsuki 
believed that the Emperor should be no more than a figurehead 
for the Empire, and that true power should rest in the hands of 
the clans. Their primary argument revolved around establishing 
independence for the provinces of the clans, creating a system of 
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Each of the Imperial Families is well-known within the 
Empire. Here is a current list of those individuals who are 
currently active within the Emperor’s court, as well as those who 
were of great importance in the recent past and whose presence 
still affects the movement of the courtiers. 

THE S€PPUN 
The Seppun are considered the ‘first family’ of the Empire, and 

rank behind only the Hantei themselves in prestige. They are the 
defenders of the Emperor and his city of Otosan Uchi, comprising 
the bulk of the higher levels of the Imperial Guard as well as the 
body of the Imperial court. While the Emerald Champion and the 
Kakita duelists defend the body of the Emperor, the Imperial 
Guard bring law to Otosan Uchi and defend it from all who 
would dare threaten the peace of the Emperor’s City. Though they 
failed in their duty during the Scorpion Clan Coup, they insist 
that their failure will teach them to be more vigilant. Many 
Seppun died of seppuku after the city was retaken, to pay for their 
sins against the Hantei and his family. 

Seppun Baka 
Chief Historian to Hantei XXXVIII, Baka still controls the 

movement of the court and is frequently engrossed in prayer with 
the young Hantei XXXIX for his continued good health. Lately, he 
has become second to the Emperor’s wife, Kachiko - a position he 
does not seem to be taking well. 

Baka is extremely well-versed in the Tao and other religious 
texts, and unfortunately is quietly loathed by the majority of the 
Imperial court. 

Seppun Daion 
Daiori is still the daimyo of the Seppun, though his life has 

been threatened four times over the last three years. Once a 
miharu guard, he was wounded protecting an Otomo messenger 
from a Crab attack and now serves as a military advisor for the 
Imperial Guardsmen within Otosan Uchi. Although he rules the 
Seppun lands, he rarely leaves the Imperial Palace, keeping his 
young son Hotaitaka constantly by his side. 

His paranoia has become the subject of much whispering 
about the court, and many courtiers claims that he worked with 
the Scorpion when they came to take the city. If that is the 
case,then his paranoia may be justified. 

Seppun Gun 
Guri is the father of Doji Masekeri, a popular figure in the 

Imperial Court who is very well-received by Bayushi Kachiko. 
Masekeri has become a handmaiden to the Empress at times, a 



position which has conferred on her father a great deal of 
prestige. 
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Emperor regaining his health, the Otomo are nearly 
overwhelmed. 

Otomo Banu 
Cousin to Hantei, the effeminate and weak-willed Banu seems honor is unquestione 

rarely has he been taken seriously - until now. With no obvious 
successor, Banu's claim is as legitimate as any other, perhaps 
more so considering his political ties with the Phoenix and the 
Unicorn. 
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Birth of Naka Kaeteru, the first Grand Master of the 
Elements: year 13. 

The Day of Thunder: year 42. 
Various Dragon texts mention that the death of Mirumoto 

occurred in the 42nd year of the Empire. However, Scorpion 
scrolls mention that Bayushi died in the year 76, allegedly 30 
years after the Thunders entered the Shadowlands. In either case, 
the Day of Thunder can be accurately placed between the years 
42 and 46 of Isawa’s Calendar. 

Birth of Hida Osano-Wo: year 50. 
This date, too, is assumed but must have occurred shortly after 

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

The formation of the Fox Clan: year 80. 
Fox scrolls, magnificently detailed with regard to lineages but 

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

The formation of the Mantis Clan: year 80-85. 
For convenience, and for lack of better information, we must 

assume that the Mantis Clan was formed during the same short 
period as the Fox, giving them equal claim to prestige within the 
Empire. Certainly, the Mantis existed as a formal clan long before 
their ancestor, Gusai, was given the right to bear a family name. 
Although we hoped that Mantis scrolls would bear a greater 
amount of knowledge on this topic, we were politely but 
repeatedly refused when we went to their islands to seek access 
to the Mantis lineage documents. 

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



Death of the first Asako, wife to the first Yogo: year 57. 
Birth of Mot0 Soro: year 60. 
Mot0 Soro was the first daimyo of the Moto, and Unicorn 

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

The Phoenix Clan find Uikku, the Serene Prophet: year 72. 
Phoenix documents claim that Uikku was discovered 

approximately 30 years after the war with Fu Leng. Assuming, 
then, that our date for the Day of Thunder is correct, this must be 
the year of Uikku’s birth. 

Death of the first Agasha: year 82. 
Death of the first Ikoma: year 82. 
Death of Uikku, the Serene Prophet: year 90. 
If the Phoenix scrolls have been correctly deciphered from the 

scraps that remained after the Library’s burning in IC 300, Uikku 
died at age 18, about 48 years after the war with the 
Shadowlands. 

Birth of Shinjo Martera: year loo? 
Although Unicorn scholars demand recognition of the 

accuracy of this date, it is unlikely, because Martera is Shinjo’s 
child. The Ki-Rin Clan had just left the Empire in the year 100. 
The Unicorn histories (all oral myth and story) say that the Ki-Rin 
Clan spent 100 years with the Ujik-Hai. Those 100 years do not 
seem to take into account the time it took for the Ki-Rin to arrive 
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Fourth Century (301-400) 
Birth of Hiruma Kazuma: year 302. 
This is the beginning of the famed Ratling-Crab alliance (the 

existence of which the Crab continue to deny). Kazuma was 
known to have a rapport with the ratlings, and after his death, the 
ratlings often assisted the Hiruma in their exploration of the 
Shadowlands. 
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Failed siege of Hiruma Castle: year 314. 
Victory With no Strike: year 353. 
This famous battle occurs in three places in recorded text, and 

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

Asahina family founded: year 353. 
Wedding records of Isawa Asahina and his bride allow us to 

place this event far better than any scrolls recording the 
devastation of the Crane lands. A pity than the Crane find 
wedding documents of more importance than true historical 
events. Still, the information allows us to place the Asahina 
origin, and mark it in accordance with the Seppun texts. 

The Yasuki split and the Crane-Crab War: year 387. 
Sparrow Clan formed: year 398. 

Five Nights of Shame: circa year 400. 
The death of the Snake Clan. It should be noted that the Crab 

have a detailed account of a battle with a creature known as the 
Shuten Doji dated 654, significantly after the Snake Clan was 
eradicated. 

Shinjo last seen fighting Living Darkness: year 400? 
This is the best practical date of the event that the Unicorn 

term the 'Blood War: wherein the Ki-Rin fights a creature of 
Living Darkness. According to their legends, this event happened 
approximately "500 years ago." Shinjo may have died in 400, but 
it still seems somewhat unlikely. 

Fifth Century (401-500 I9 
Birth of Akodo Godaigo: year 410. 

Hida 'Igdaka & Matsu Itagi in Shadowlands: year 412. 
This is the famous event wherein a Lion Champion ventured 

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



Birth of Bayushi Tesaguri year 415. 
Death of Iuchi Atesoro: year 418. 
Birth of Shiba Maryasu: year 419. 
Birth of Agasha Kasuga: year 420. 
Note that this date differs from the Fox lineages, but brings 

Kasuga more into correct placement with the actual origins of the 
Tortoise Clan, founded by Imperial Decree in 442. 

Birth of Matsu Hitomi: year 423. 
Births of Mirumoto Ryudumu and Tokeru: year 433. 
Death of Bayushi Akoru: year 440. 

Gaijin Ambassadors Arrive at Imperial Court: year 440. 
This date, recorded on Seppun scrolls, marks the first arrival 

of the honorless gaijin Other corresponding accounts in various 
libraries of the Empire vary only by a few years to either side, and 
so, we choose the date revealed in the scrolls closest to the 
Emperor’s hand. 

Death of Matsu Hitomi: year 441. 
Akodo Godaigo disappears: year 441. 

Battle of White Stag/Raging Seas: year 442? 
Dragon texts, the clearest on this issue, state unequivocally 

that the gaijin were allowed two years to prove their honor and 
their respect for the Empire. At the end of that time, the gaijin 
were expelled, and retaliated with violence. Since this year, the 
gaijin have been strictly barred from Rokugan. 

Bayushi Tesaguri sells Black Scrolls to Phoenix: year 445. 
Although certain scrolls list Tesaguri’s birth and death as 

415-545, my companion and I are certain that this is no more 
than a clever Scorpion deception. The listed date of 545 is in fact 
either 445 or 455, unless he lived 90-100 years within the 
Traitor’s Grove while tied to a tree. 

If the Scorpion dates are in fact correct, I pity those who betray 
the Empire’s most poisonous clan. 

Mantis family ‘Gusai’ recognized: year 450? 
Birth of Kakita Wayozu: year 450. 
Death of Mirumoto Tokeru: year 456. 
Birth of Kaiu Gineza: year 459. 
Birth of Isawa Takao: year 465. 

Castle of Faithful Bride completed for Matsu Hitomi: year 
468 

The castle’s legendary history says it was completed 27 years 
after Hitomi’s death, to commemorate the first Hitomi’s 27 years 
of life. However, the Lion insist that Matsu Hitomi only lived to 
be 17 or 18. 

Birth of Asahina Yajinden: year 475. 
Death of Shiba Murayasu: year 479. 

isles. The Prince 

the Prince. 

texts have been 
concerned wit battle to mention the dat 

rtury Sarrmth ( 2 1  
Birth of Isawa Ijime: year 

Birth of Kuni Osaku: 



Death of Hida Banuken: yea 
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Kakita Rensai vanishes: year 962. 
Death of Daidoji Yurei: year 998. 

Eleventh Centu y (1 001 -1 100) 
Battle at Kyuden Kitsune: year 1090. 
Birth of Matsu (Kitsuki) Kaagi: year 1097. 
Battle at Fate Gorge: year 1100. 

Twelfth Centu y (1 101 -1 200) 
Hantei XXXVIII takes throne: year 1103. 
Matsu Kaagi becomes Kitsuki Kaagi after his family is mur- 

Birth of Hantei Sotorii: year 1107. 
Wasp Clan founded: 1109 

dered: year 1106. 

Scorpion Clan Coup: Spring 1123. 
Hantei XXXIX takes the throne: year 1123. 

Current date: year 1125, the Second Year of the reign of the 
Emperor Hantei the Thirty-Ninth. 

‘Team from the past.. . or it will become your future.” 
- Shinjo Yokatsu 

THE FIRST DAY OF THUNDER 
The Kami fell and founded an Empire. These events make up 

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

According to myth, it was only a short time afterwards that 
Hantei established his court and created the provinces that his 
siblings would rule, founding modern civilization. From the far 
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himself Shinsei, or the "New Way': came into the Empire from the 
far west. He knelt before Emperor Hantei and told him that 
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from each clan: Hida Atarasi, Doji Konishiko, Lady Matsu, Lady 
Otaku, Lord Isawa, Lord Mirumoto and Lady Shosuro. These 
heroes, collectively known as the Seven Thunders, went into the 
Shadowlands to fight the evil Kami there. 

TH€ 
Foll 

Only the Lady Shosuro returned. 

THE LION-PHOENIX CONFLICT 

retired from the fight against the Dark One's horde. Needing 
more land to feed their troops and unwilling to rely on trade, the 



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

The Crab, with their more powerful army, seized the peninsula 
and drove the Crane back to the walls of Kyuden Daidoji. In the 
end, the Doji used their control over the imperial court once 
again, and drove the Crab back to Yasuki territory. 

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

THE BATTLE OF THE RAGING SEAS 
When the gaijin arrived on Rokugani soil they were accepted 

with reluctant grace by the Emperor and his court. By all 
accounts, the gaijin were rough, uncultured, and dirty. Their one 
saving grace was their trade: spices and gold from foreign lands. 
These pale men brought Rokugan’s first contact with civilization 
from across the great sea, but records of the gaijin culture have 
since been largely destroyed. Little information remains other 

now a new 



than descriptions of their fighting styles, their strange magic, and 
their roaring iron tubes. 

Simply put, when the Emperor demanded that all gaijin leave 
Rokugan, the pale men from across the ocean refused. A large 
fleet attacked Otosan Uchi itself, but was driven away by the 
united Crane and Mantis forces. Since then, all contact and 
knowledge of the gaijin - including the people from beyond the 
Burning Sands and from the distant southlands known as the 
Ivory Kingdoms - have been strictly controlled by the Emperor 
and his officials. 

THE BATTLE OF WHITE STAG 
Possibly one of the most famous battles in the history of the 

Empire, the Battle at White Stag was the final conflict between 
the gaijin and the Six Clans. Although their fleet had been driven 
away from the Rokugani shoreline, a mass of gaijin troops had 
seized control of the strategic high ground of White Stag. 

An assault by Lion infantry led to the death of nearly 2,000 
Matsu at the hands of the roaring magic of the invaders. One of 
these explosions killed the Emperor and his bodyguard, forcing 
the legions of the Empire to retreat toward Otosan Uchi. While 
the battles continued, the first Matsu champion of the Lion Clan 
was named, to serve for the duration of the war, and until the 
Ikoma could determine which Akodo had the truest claim to the 
position. That champion, Matsu Zaruko (also known as the White 
Lioness) rallied the Emperor’s troops and gathered the forces of 
the Seven Clans into a final assault, The gaijin were driven back 
to the ocean by the fury of their attack, 

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

IUCHIBAN 
The Empire’s past contains many dark secrets, but none more 

bloody than the wars with the blood sorcerer, Iuchiban. The m h o  
sorcerer Iuchiban stole the bodies of the heroes who had been 
given honorable burial in Otosan Uchi’s fields, and raised them 
from the dead to fight at his side. Using this mighty army, 
Iuchiban assaulted the emperor’s city and very nearly took over 
the Empire. 

His plot was uncovered after an investigation by Soshi 
Takasaho and Akodo Minobe, who were suspicious of four 
powerful Bloodswords created by Asahina Yajinden at the 
sorcerer’s command. During the final battles, Minobe led the 
Imperial Guard against Iuchiban and his undead minions, 
defeating them with the help of the Six Clans. 

THE BATTLE OF THE STOLEN GRAVES 
The followers of Iuchiban attacked Otosan Uchi with their 

army of zombies and the forces of the Lion and Crane met them 
in battle. The Crane broke through the lines and reached 
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legions of Bloodspeakers. Unprepared to face the massive force of 
the undead and the dark m h o  of the Bloodspeakers, the 
Rokugani forces nearly failed to protect the Empire. At the end, 
the Crane rallied, fighting alongside the powerful soldiers of the 
Lion, and the Empire gained the upper hand. The Empire was 
saved, Iuchiban was trapped again, and three massive tombs were 
created to hold the sorcerer’s spirit. Since that day, he has not 
returned. 

THE BATTLE OF THE BLOOD RETREAT 
During a fairly peaceful time in the Empire, the Shadowlands 

struck again, sending a large force of undead through the 
northern passes of the Twilight Mountains. The army was 
concealed by the thick winter snows - weather that did not 
hamper the undead. When they realized that the Shadowlands 
had invaded, the Scorpion evacuated Ryoko Owari and moved 
their forces to stand within Beiden Pass, to defend the Emperor’s 
lands. After five days of battle against the horde, the rest of the 
Empire joined the Scorpion in battle, and defeated the undead 
legions. 



RETURN OF THE KI-RIN 
For seven hundred years, the Ki-Rin clan was gone from 

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

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

SEVEN DAY BATTLE PLAIN 
After their forces entered the heart of the Empire, the Unicorn 

camped on the fields to the north of the Shinomen Forest. 
However, the clans of the Empire were not eager to make peace 
with these barbarians, and the Unicorn met the combined forces 
of the Lion and Scorpion. Using the terrain and the speed of their 
steeds to their advantage, the Shinjo escaped through Beiden 
Pass, and met with a Phoenix delegation that had been sent by 
the Elemental Masters to discover the truth about these foreign 
invaders. After only a short negotiation, a messenger was sent to 
the Emperor’s court, requesting that the Hantei turn his personal 
attention to these matters. 

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

THE CRANE-LION WAR 
The Lion and the Crane have fought each other since the early 

days of the Empire. The conflict between the Kakita and the 
Matsu is legendary within the Empire, and flared into numerous 
battles during the history of Rokugan. 

It never was worse, however, than when the Lion began a full- 
spread war against the Crane only a few years past. The centuries 
of rivalry, arguments over land and border skirmishes flared up 
into a full-scale war. The battles at Kenson Gakka, Toshi Ranbo 
and along the Matsu border with the Kakita have caused many 
deaths, and nearly thrown the entire Empire into war. Modern 
historians suggest that an outside force precipitated this 
escalation into war; the Scorpion may have worsened the conflict 
in order to hide preparations for their recent coup attempt, 

THE BATTLE ON THE PLAINS OF GAUU 
SHINDAI 

This battle, a massive conflict between the Lion and the Crane, 
saw the loss of nearly five hundred men on either sides. It is 
recorded as one of the bloodiest battles in recent history, and 

Shoju’s last hope was 
critic of the Hantei line 
unknown allegiances. H 
refused Shoju’s offer o 







d. Kachiko was near him. 
ly slightly, the thick haze 

izure, and he felt her 
Kachiko held him to 

pouring a strange green substance into his tea, her hands the 
color of ancient ivory. For a moment, his mind cleared, and he 
understood. 

She was killing him. 
No, she was his wife, obedient and trusted. The stories were 

lies. 
He fought to find a way out of the blissful haze that controlled 

his thoughts. The stories were truth, and her hands held poison. 
The powder cascaded into the water for his tea, foaming slightly 
before vanishing into the soft green liquid. 

The Crab marched into the empty Scorpion lands, destroying 
the men of the Eighteenth Imperial legion. His watch towers, once 
manned by Emerald Magistrates, stood empty and in ruins. No 
warning would come from the south. 

Miya Yoto, old fnend, where have you gone? Where are you 
now, when I need you the most? 

In the homeland of the Lion, Unicorn ambassadors were being 
put to death, their innocent words ignored and their trust broken. 
War would begin soon, and the victor would capture Otosan Uchi. 
The strongest power would seize the Emerald Throne. His throne. 

His Empire. 
The thirty-ninth Hantei struggled in horror, and this time, 

Kachiko turned to see his staring eyes. 
For a moment, she smiled, and then she reached to brush a 

gentle hand against his cheek. On her fingers, he could smell acid 
and bitter herbs. Fear rushed through him, and her smile grew 
wider. “Rest, Hantei,” she said, ignoring the ritual salutation that 
followed his name. ‘Your death will be sweet.. .” 

No. He tried to struggle against her, but his limp muscles did 
not respond. Like the rest of the Emerald Empire, his body did 
not hear his command. Unable to resist, he felt the warm tea slide 
down his throat, nearly choking him with its musky bitterness. 

I must survive, he thought as she placed the empty cup on her 
tray and rose to go. I must survive, or the Empire will fall. Hantei 
felt hot tears welling in his eyes as the darkness began to descend 
once more. Would he even remember these revelations when he 
awoke from its shifting dreams? He must. No matter what force 
of will was required, he must struggle against her. Whatever deals 
must be made, whatever power must be appeased to fight for his 
Empire, he would gladly trade his honor, his pride - anything, so 
that the Empire lived on. 

I must. 
I must live.. . at any cost.. . 



DIPLOMACY (AWARENESS) 
A trademark of the Miya, this skill focuses upon solving 

disputes quickly and amicably. The diplomat immediately places 
himself at the center of a dispute as a neutral party, hoping to 
make some sort of compromise. If one or more sides do not wish 
for assistance, the diplomat may make an opposed Awareness + 
Diplomacy roll against the Willpower of the main representative 
of each unwilling party. (Particularly bitter foes may roll extra dice 
to contest this, at the GM's discretion.) If the diplomat's roll is 
higher than the rolls of all unwilling parties, then some form of 
common ground has been found upon which to build diplomatic 
discussions. If the first opposed roll fails, then the diplomat may 
make no further attempts to resolve the matter until something 
significant changes in the conflict (GM's discretion as to what 
constitutes a significant change). A series of successful opposed 
rolls combined with good role-playing will eventually bring the 
conflict to a peaceful resolution. This is a High Skill. 
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have begun to practice it, believing the 
ability to read the future to be a great 
way to display wit and cleverness. The 
Asahina sigh quietly; their cousins 
meddle with forces they do not 
understand. Meanwhile, the trend 
continues to grow in popularity. This is 
a High Skill. 

PUPPETEERING (REFLEXES) 
This skill provides a mastery of the 

deft, precise movements required to 
control the marionettes used in 
Rokugani puppet shows. It requires 
practice and patience; many of the finer 
puppets have fully articulated eyes, 
fingers, and even eyebrows. No 
character with a Rank of less than 3 in 
this skill should even remotely consider 
performing a professional puppet show. 
This skill has grown very popular in the 
last few years, as many samurai patrons 
find it easier to host a single skilled 
puppeteer than an entire troupe of 
potentially unreliable actors to serve the 
same purpose. As such, a skilled 

puppeteer can nearly name his own wages in Rokugan. This is a 
High Skill. 

SAVANE (AWARENESS) 
Another popular courtly game, sadane is the art of impromptu 

criticism. Sudane is not a mere insult but rather a biting 
denouncement of a piece of art, a book, or even the ethics and 
morality of another person. Sadane is almost always based upon 
the legitimate faults of the target. If a person or piece of art is 
genuinely without fault, sadane may be impossible. At night 
during Winter Court, many young courtiers meet secretly to 
engage one another in bouts of sadane. This is a High Skill. 

TROPICAL FISH (VARIES) 
This skill bestows knowledge of the care and maintenance for 

one particular breed of rare tropical fish. Koi, fighting fish, 
weatherfish, lionfish, blowfish, eels, and even small sharks are 
possible breeds, so long as they are small enough to live in a 
samurai’s garden pond. Tropical fish are frequently very delicate 
animals, prone to shock and strange diseases. The expense of 
maintaining their health and strange diets can be phenomenal. A 
samurai with knowledge of this skill can pass conversation upon 
the subject at court The subject of tropical fish is considered a 
humble method of bragging about one’s wealth, for only a 
wealthy samurai can afford to own and maintain such animals. 
The GM may disallow this skill unless the character is wealthy 
enough to afford a proper fish pond. This is a High Skill. 



BLISSFUL BETROTHAL (3 POINTS) 
Your character is betrothed, and couldn’t be happier about it 

Maybe your spouse is rich or well-connected, or maybe you’re just 
lucky enough to have found true love. For one reason or another, 
the marriage works to the benefit of both sides. You gain a 
significant political connection to your betrotheds family, and 
may purchase one of the following Advantages for two points 
less: Gentry, Wealth, Social Position, Ear of the Emperor, True 
Friend (with your betrothed only) and Kharmic Tie (with your 
betrothed only). Note that you do not receive either of these 
benefits until after the wedding ceremony, which will take place 
within one year. Of course, such a wonderful match doesn’t come 
without its drawbacks. You’ll have to see to your spouse’s welfare, 
and disgruntled suitors may eye your happy new home with 
jealousy. Be on your guard. 

CORR€SPOND€NC€ ( 1  POINT) 
You have become friends with someone else in Rokugan, 

though you’ve never met Pick a character in another clan as your 
correspondent, or let your GM pick one. The two of you write 
letters to one another often, keeping one another abreast of 
current events in your respective domains. Not only does this 
provide a great source of information about unknown areas of 
Rokugan, but if your letters are well-written your correspondent 
may come to consider you a close ally or confidant There is only 
one drawback if you take longer than a week to reply to one of 
your correspondent’s letters, even once, this advantage is lost 
permanently. You may reestablish communication with your 
correspondent, but something fundamental in your relationship 
has been lost and you will never become true friends or allies 
without some significant effort on your part, 

DARLING OF THE COURT (4 POINTS) 
Recently, you did something clever or heroic and the Emperor 

thanked you personally, to your surprise. You never met or spoke 
with the Emperor again. Still, the countless courtiers and Imperial 
hangers-on have begun to harry you at every turn, hoping that 
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number 01 Kaises. This Disadvantage can eventually be 
conquered, but only when the skill that is plagued with Doubt is 
raised to a 5, and the character uses it to defeat a superior 
opponent, to save the life of himself or another, or, in the case of 
a craft, to create a work of profound skill and lasting beauty (TN 
45 at the very least). 

HOME1 (6 POINTS, BUSHI ONLY) 
The character has been recruited into combat fresh from 

gempukku with the rank of hohei, or private. He begins as a 
green recruit without the techniques, skills, or attribute bonus of 
his school, and may not use Character Points to purchase more 
than three of the skills initially offered by his school. He is 
considered Rank 0. On the plus side, the character gains double 
the normal amount of experience points usable only toward 
obtaining the starting skills of his school at rank 1, and raising 
the attribute associated with his school once. When this is done, 
the character gains his first Technique and five experience points 
(the benefit of on-the-job experience). At this time, all effects of 
this disadvantage are permanently lost The GM may choose to 
allow this disadvantage only in times of war. 

HOSTAGE (3 POINTS) 
Hostage (3 points) The character was taken by another clan 

and made to swear fealty. Though he is considered a member of 
this new clan, he is neither fully trusted or respected. His old 
family has turned its back on him, and he may never learn any 
more Rank Techniques from them. On the plus side, the character 
may purchase Different School or Multiple Schools (from his new 
clan) for two points less. 

OBTUSE (1  POINT) 
You just don’t get it  Poems are a meaningless babble of 

nonsense. Paintings are just something to cover holes in the walls. 
Music is a waste of time if you can’t dance to it, and dancing is a 
waste of time unless you’ve drunk enough sake to drown out the 
music Don’t even start on that kabuki garbage. Your soul is 
unmoved by the finer things; even when you try, you just don’t 
see the point With the exception of Lore skills, Hunting, 
Investigation, Mountaineering, and Medicine, learning or raising 
any High Skill costs double the normal amount In any social or 
courtly situation, you must Raise your TN twice to get the effects 
of a single Raise. On the other hand, being numb to the finer 
things is not always a weakness. In the court, people tend to 
ignore you. They tried making fun of you for a while, but 
eventually that stopped too. Other characters receive a +5 penalty 
to all TNs involving taunting, ridiculing, or manipulating your 
thick-skulled character. 

ins no extra benefits 



As the Miya maintain a closer link to the common people of 
Rokugan, a Miya player character need not purchase Social 
Advantage as an Otomo or Seppun would. Unfortunately, they 
also cannot purchase Benten’s Blessing at a reduced cost. The 
Miya school is very exclusive; in addition to purchasing Different 
School, a non-Miva shisha must 
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(legendary), or Major 
Obligation to another Miya 
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The Miya are trained to 
react with their wits rather 
than their blades. As a result, 
Miya are sharp of mind and 
quick-thinking. 

Benefit: +1 Intelligence 
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Benefit: +1 Perception 
Skills: Courtier, Defense, 

Diplomaw, Etiquette, 
Heraldry 2, Horsemanship 

Beginning Honor: 2, plus 7 
boxes 

Starting Outfit: (All are 
Fine Quality) Sashimono or 
Nobori, Horo, Kimono, 
Wakizashi, 10 Koku, Steed, Light Armor 

This school is considered a bushi school. 
*Diplomacy is a new Skill: see page 9Z 
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A samurai who wishes to have a personal mon should register 
it with the Miya as soon as possible to avoid confusion or 
duplication. Though it is possible to have a mon crafted without 
registering it, it is also pointless, since a mon serves no function 
unless it is recognized. Without recognition, a mon is just a 
picture. For this same reason, samurai seldom change their 
personal mon; to do so would demand that they establish their 
reputation all over again. The choice of a mon is a matter of great 
pride, and always a distinctly personal choice. Many samurai hire 
out the most skilled painters they can afford and purchase the 
finest quality silks to create their mons and banners, and care for 
their banners almost as well as they would their katana. Taking 
up a standard in battle is a great honor, and dropping one is an 
extreme disgrace. 

Costs for standards are listed in terms of the amount of points 
necessary to begin with them using the Inheritance Advantage. 

FUKINIKI 
A large, cylindrical streamer, reinforced with rods or paper- 

machi. These are designed to be mounted on a saddle, or onto the 
walls of a castle. This is a fancier standard than the usual nobori 
(q.v.), used by more affluent families. 3 points. 

GIHEI 
A ceremonial wand or long staff decorated with silk and 

paper-machi, blessed by the spirits to bring good fortune. Only 
shugenja or monks may bear them, and they serve the same 
purposes as a standard or banner. 1 point. 

M O R 0  
A wicker cloak, symbol of the shisha It is large, balloon- 

shaped, and quite awkward for walking (+5 to all physical TNs 
while walking). However, it gives no penalties on horseback The 
wicker armor increases the shisha's TN to be hit by 10 for missile 
attacks from behind. (If the shisha leans down while on 
horseback, she is completely protected.) The Emperor has 
forbidden any but the shisha to wear horo. Miya shisha receive a 
horo at character creation. 

r U M A  /IRUSHI 
A Great Standard. These are enormous, painted in intricate 

detail, and crafted of the finest materials. Only powerful daimyos 
can afford them. These banners are used to indicate the general's 
position on the field, making them a popular target for enemy 
archers. The bearer of a Great Standard can move only very 
slowly, and cannot fight while bearing the standard. The 
legendary Ancestral Standards are nemurunai versions of these. 
The general of an army with a Great Standard may add 3 to his 
Water + Battle roll, and receives four free raises when delivering 
commands using the Battle skill. Priceless. 
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N080RI 
A simple type of standard that can be held one-handed or 

mounted on a saddle. It is not especially large or decorative, but 
it bears the mon of the samurai's clan, rank, and unit 1 point. 
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have, of course, been battles and skirmishes, but lengthy and 
costly wars are largely unknown in the history of the Emerald 
Empire. It was the wish of Hantei that the descendants of his 
beloved brothers and sisters know peace rather than bear the 
hardships of warfare. His descendants have continued that 
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MECHANICS 
Two things must happen for a character to learn any of these 

Techniques. The Emerald Champion (or another extremely high- 
ranking Magistrate) must offer him the chance to do so. 
Gamemasters should only offer this option if they feel that the 
player in question has done an outstanding job of role-playing. 
Secondly, the PC must spend a number of experience points. This 
represents the incredible rarity of this honor as well as the 
powerful nature of the Techniques. 

Note that simply because a character has been invited to learn 
one of the Emerald Magistrate techniques in no way gives him 
the right to expect to learn the others. Each one must be offered 
separately, as a reward for outstanding service to the Emperor 
and the Empire. 

RECOMMENDED SKILLS 
There are certain skills that a Magistrate must possess in order 

to benefit from training at the Emerald Dojo. Students should be 
skilled in Courtier, Heraldry, Investigation, Law, and Sincerity. As 
a result of studying at the Emerald Magistrate School, the 
character may learn the Obiesaseru skill. Any time that the 
Magistrate uses these skills to either enforce the Emperor’s laws 
or to investigate the culprit or circumstances of a criminal act, he 
is considered “on duty” for the purposes of the Techniques below. 

TECHNIOUES 

RANK 3: SAIBANKAN’S METHOD 
The magistrate has grasped the simple but effective methods 

originated by Soshi Saibankan. Once per session, the magistrate 
may spend a Void point to automatically succeed on any test 
involving one of the skills in the “Recommended Skills” list. This 
technique costs 10 experience points to learn. 

RANK 4: FOR THE LMPIRE 
The blessing of the Son of Heaven truly shines upon his 

defenders. Having achieved Rank 4, the magistrate may spend a 
Void point to negate the damage-reducing abilities of his 
opponent, inflicting damage as normal for a number of rounds 
equal to his Honor Rank Oni powers, Shadow powers, protective 
effects from spells, and maho-bujin Techniques may all be 
countered by this Technique. This technique costs 15 experience 
points to learn. 

RANK 5: IN HIS NAME 
At this level, the burning passion to serve the Emperor 

permeates every breath the magistrate takes. When undertaking 
any task in fulfillment of his sacred duty (on duty, as above), the 
magistrate has a number of Free Raises per day equal to his 
Honor rank This technique costs 20 experience points to learn. 



OTOMO StrlSHl 
Earth 3 

Water: 2 

Fire: 3 

Air: 4 
Void: 3 
SchooYRank: Yasuki Merchant 3 
Honor: 1.0 
Glory: 4.6 
Advantages: Crafty, Different School 
Disadvantages: Obligation (Toturi) 4, Greed 3, Proud 
Skills: Appraisal 5, Commerce 5, Defense 2, Etiquette 3, 

Farming 2, Forgery 3, Gambling 2, Gossip 2, Heraldry 2, 
Manipulation 2, Sincerity 3, Tanto 1 

Willpower: 4 

Perception: 4 

Intelligence: 4 

Those who are unfortunate enough to encounter Otomo Shishi 
rarely have anything pleasant to say afterwards. The man is fat, 
slovenly, and prone to talking about himself. His arrogance frayed 
the Otomo family’s patience, prompting them to send him to the 
Yasuki to study economics. 

Shishi took the intended insult as a personal challenge. He 
became a master trader, surpassing his teachers in knowledge 
and learning the value of a koku in the Yasuki manner. The lure 
of wealth and material possessions seduced him, and he quickly 
amassed a large fortune. Shishi’s relatives, who despised him, 
were nonetheless pleased with his accomplishments and invited 
him to court once more. Shishi became even more self-obsessed, 
believing himself an unsurpassed genius. 

Then he made his first mistake. Two years ago, during a large 
border skirmish between the Lion and the Crane, Shishi invested 
heavily in rice and steel. He forged papers to pass through Lion 
lines, hoping that his Otomo mon would dissuade soldiers from 
asking questions. The beleaguered Cranes would pay him well for 
all his trouble. Unfortunately, Shishi’s caravan crossed paths with 
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Ithers. Slowly, slowly, the 
weight of his polite deference is crushing his soul. 

The only person to notice this has been Kakita Yoshi. The 
courtier and the taka found an unlikely friendship many years 
ago after Nakao selflessly averted an attempt on Yoshi's life. Yoshi 
was impressed; though the Crane has many allies, he has few true 
friends. Nakao, in return, respects Yoshi for his dedication to non- 
violent methods. In a way, he wishes he could be more like the 
Crane. Yoshi has offered to arrange for Nakao to be promoted 
several times, but Nakao always declines the privilege. He feels 
that a man should succeed according to his merit, not his friends. 
If he just stays quiet and follows orders long enough, he is certain 
to succeed. Nakao believes that his responsibilities of his latest 
assignment guarantee his success. 

The Nineteenth Legion has been assigned to guard Beiden 
Pass. 

OTOMO YAW 
Earth: 2 

Water: 2 

Fire: 3 
Air: 3 

Void: 3 
School/Rank: Isawa Shugenja 1 
Honor: 2.3 
Glory: 2.3 
Advantages: Different School, Meddler, Minor Ally (Naka 

Disadvantages: Bad Health, Black Sheep, Fascination 

Skills: Bard 3, Bojutsu 2, Calligraphy 1, Investigation 2, 
Meditation 3, Poetry 2, Shintao 3, Spellcraft 2, Theology 2 

Spells: (spells marked with an asterisk are innate abilities) 
Sense, Commune*, Summon, Counterspell, Bo of Water, Castle of 
Air, Evil Ward, Mists of Illusion*, Whispering Winds, Wings of Fire 

Stamina: 3 

Perception: 3 

Reflexes: 4 

Kuro) 

(Legends) 

Yayu was born sickly, barely able to walk until the age of five. 
But although his body was weak, his mind was sharp. While 
other boys played at being samurai, Yayu spent his days 
voraciously devouring legends of ancient heroes. He read every 
scroll that his family library had to offer, and later begged to be 
schooled at the Isawa academy. Yayu dreamed of the countless 
tales that the Phoenix libraries must hold. As an Otomo, his wish 
was easily granted. 

Yap  was a skilled apprentice. He finished lessons quickly, 
leaving as much time as possible to devote to the countless 
scrolls of myths and legends. After a time, the Phoenix began to 
worry for him. He became increasingly distant, withdrawing 
from reality and disappearing into his fantasy world. One day, 
Yayu looked up from his scrolls to see an old man standing 
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OTOMO YAW 

before him. The man’s face was unfamiliar, lined with age and 
wisdom. He introduced himself simply as “Kuro.” 

‘Would you like to hear a story, Yayu?” Kuro asked. 
“Yes,” Yayu replied. 
Without any warning, Kuro whisked the two of them across 

the face of Rokugan. Before them, Yayu saw an army of ronin 
warriors rallying under a strange wolf mon, facing off against the 
impossible might of a Crab army. Around them, the jagged maw 
of Beiden Pass clawed for the sky. Though the odds seemed 
hopeless, the bravery and cunning of the ronin prevailed. At the 
great battle’s climax, the mighty ronin general lifted his war fan 
overhead. Yayu turned to Kuro with eyes full of wonder. 

“What is this?” Yayu asked. ‘Whose tale is this?” 
“It has not yet happened,” Kuro said, an odd twinkle in his eye, 

“and the tale is yours, if you would but strike out and find it” 
Yayu left the library that day, and has not returned since. His 

teachers are bewildered. His family is outraged and ashamed. 
Yap walks the face of Rokugan alone, destitute, uncertain of his 
destination. 

He has never been happier. 
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MIYA SATOSMI 

meeting. The entire court believed that their predictions were 
correct, and Satoshi would soon be set back on the proper path. 

Instead, Satoshi returned brimming with confidence and 
courage, an odd, maniacal glint in his eye. Since meeting with the 
Hantei, Miya Satoshi knows exactly what he must do. 



MWA KATSU 
Earth 3 

Water: 3 
Fire: 4 
Air: 3 
Void: 3 
SchooVRank: Miya Shisha 3 
Honor: 2.6 
Glory: 2.9 
Advantages: Clear Thinker, Irreproachable 3, Kharmic Tie 

(Usagi Ozaki) 1, Social Position (Emerald Magistrate), Way of the 
Land (Phoenix), Way of the Land (Scorpion) 

Disadvantages: Contrary, Driven (to enforce the cause of 
justice), Meddler 

Skills: Calligraphy 2, Courtier 1, Defense 3, Etiquette 2, 
Heraldry 3, Horsemanship 2, Intimidation 3, Investigation 4, 
Kenjutsu 4, Law 3 

Willpower: 4 

Miya Katsu is an orderly man. He is a deliberate man. He is a 
thorough man. He is a strict man. And now, for the first time in 
his life, he is a confused man. 

Rvo years ago, the Emerald Champion gave Katsu a mission: 
find and bring to justice the man who murdered a Phoenix 
magistrate. Initially, the clues led him unerringly to the trail of a 
ronin bandit named Ozaki. Witnesses had seen him enter the 
magistrate’s home; others had seen him emerge after the fire, 
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click of Kisagarasu’s bracelets than by Hida Kisada and Miya Yoto 
combined. 

But Kisagarasu does not do what she does for the Otomo. One 
can clearly see it in her eyes; Kisagarasu loves her job. 

MIYA YUMl 
Earth: 2 

Water: 2 
Fire: 3 
Air: 4 
Void 3 
SchooVRank Miya Shisha 2 
Honor: 3.8 
Glory: 1.6 
Advantages: Benten’s Blessing, Quick, Voice, Way of the Land 

Disadvantages: Brash, Soft-hearted, Unlucky 1 
Skills: Bard 4, Courtier 2, Dance 2, Defense 2, Diplomacy 4, 

Etiquette 1, Heraldry 5, History 4, Horsemanship 2, Law 3, 
Obiesaseru 3, Oratory 2, Yarijutsu 2 

Willpower: 3 

(Lion) 

Six years ago, Miya Yumi and her older cousin, Satoshi, were 
sent to the lands of the Lion to learn that proud clan’s ways. 
Satoshi went to learn with the Matsu. Yumi was more curious 
about the strange old men that stood at the corners of the room, 



writing down all what they saw. These were the Ikoma 
Omoidasu, the bards. 

The Ikoma loved Yumi. She was bright, energetic, and had a 
boundless capacity for learning. She tended to talk too much, but 
in a future diplomat such a vice was certainly excusable. She was 
more than eager to learn the ways of the Omoidasu, but the 
Ikoma refused to teach her. She was charismatic and clever; a 
born peacemaker. But instead, Ikoma Kaoku instructed her in the 
history and law of Rokugan. She learned dutifully, though her 
clever mind still learned a few of the old historian’s tricks. 

When Yumi returned home, she was startled by the changes 
her cousin had undergone. Satoshi was brash, temperamental, 
and argumentative. At home, he was openly disrespectful to his 
father, whom Yumi thought was the most wonderful old man in 
the world. When Satoshi seized control of the Miya and forced 
Yoto to retire, Yumi ran to her uncle’s side, anger blazing in her 
eyes. 

‘What do you want me to do?” she asked him, her hand on 
her nage-yari 

Her uncle smiled sadly, which he seemed to do so much of 
late, and placed his hand on her shoulder. “I will be fine,” Yoto 
said. Worry about the Empire. Use what Kaoku has taught you. 
Bring peace even as Satoshi brings war.” 

Yumi swore that she would not fail. She is here at the Winter 
Court to learn about the war that seems to be brewing so that she 
will know where her skills will be needed. Many of those who 
disapprove of Satoshi’s actions look at young Yumi and see hope. 
Satoshi has noticed her as well. Though he is publicly respectful 
of his cousin, he feels she is an example of the weakness that he 
must overcome to prove the Miya strong. 

The Emperor told Satoshi that an example must be made. 

ASAKO MASANAO 
Earth: 3 
Water: 2 

Fire: 3 
Intelligence: 4 
Air: 5 
Void 4 
SchooVRank Isawa Tensai 4 (Air) 
Honor: 4.2 

Advantages: Forbidden Knowledge (Inquisitor), Great 
Potential (Air), Inner Gift (Precognition) 

Disadvantages: Driven (to punish the wicked), Bad 
Reputation (too driven to punish the wicked) 

Skills: Calligraphy 2, Etiquette 1, History 2, Intimidation 3, 
Investigation 4, Kenjutsu 2, Lore (Maho) 5, Lore (Shadowlands) 4, 
Medicine 2, Meditation 3, Omens 3, Shintao 2, Theology 3 

Spells: Sense, Commune, Summon, By the Light of Lord 
Moon, Command the Mind, Essence of Air, Gift of the Wind, Howl 

Perception: 3 

Glory: 1.9 
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ANCESTRAL SWORD OF THE HANTEI 
A powerful and noble item, this sword need not even be 

drawn for the bearer to gain its strengths, although it is a 6k4 
nemuranai katana when unsheathed for combat. 

In game terms, the bearer of this sword may use his highest 
Ring in place of any trait. So long as the katana is worn, this 
benefit may be used any number of times per day. The sword 
does not confer this bonus on anyone with the Shadowlands Taint 
or anyone with honor lower than 2. Shugenja carrying the Sword 
of the Hantei feel a great deal of power emanating from it. A 
shugenja may use any Ring for any other while casting spells. 

ANCESTRAL ARMOR OF THE HANTEI 
This ceremonial armor is kept under constant guard in a 

sacred place in Otosan Uchi, enshrined within a rare glass display. 
There are always four Seppun miharu standing guard over the 
armor; their lives are forfeit should harm come to this treasured 
item. 

When the first Hantei took the throne, all manner of samurai 
sought to shower him with gifts as a sign of respect Kaiu Chuke, 
one of the first Kaiu’s most talented followers, created the perfect 
armor that would last the centuries. Later blessed by Imperial 
shugenja, the armor has rarely left its display, being taken out 
only during coronations and significant imperial ceremonies. In 
all this time, it has never faded, rusted or splintered. It is a 
testament to the hands of the Kaiu and the faith of the Miya. 

While worn, the armor increases the glory of the wearer by 3 
full Ranks and provides him with the Obieskeru skill at Rank 5. 

ANCESTRAL SWORD OF THE SEPPUN 
Honorable, loyal and tempered, the Seppun represent the 

highest degree of morality among the Imperial lines. As such, 
they have the honor protecting the Hantei and are responsible for 
the blessed katana known as “Fijimira’s Glory.* The story of 
Seppun Fijimira is familiar to all scribes and historians of the 
Imperial Court Eight centuries ago, Seppun Fijimira snatched 
from the air a poisoned arrow intended for the Emperor’s son. 
Fijimira bowed and removed the offending arrow from the room, 
sending guards to find the assassin. Four days later, he died in his 
chamber from the contact poison that had been meant for 
whoever would pull the arrow from the Hantei’s body. 

The capital’s greatest healers tried desperately to save Fijimira 
in those last moments, but his body succumbed nevertheless. The 
proud and honorable Hantei demanded an explanation, and when 
none could be offered, he demanded action. The sword of Fijimira 
was the Imperial response. 

Every bearer of Fijimira’s sword has died protecting the 
Emperor within three years of first drawing it; it is the price of 
carrying such a blade. In addition to granting the bearer two 



additional unkept initiative dice, the samurai also earns the Seein 

samurai, always haranguing him to be more alert and ready. 

GOHURI’S JADE GOBLET 

the walkway to the temple. As the storytellers phrase it, ‘The 
streets were filled with the honor of the empire.” 
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I nc u n u s i  UP A I HOUSAND HUNGRY EYES 
Exactly one hundred and fortyone years ago, an Isawa 

diplomat and shugenja named Hakagure was murdered while 
sleeping in the Imperial Palace, his throat slit in the middle of the 
night. A gruesome scene was left for the Asako scribes to find the 
next morning. For several days the Ikoma and Asako argued over 
the exact details of the death and how it would be recorded. After 
a week of deliberations, the Hantei ordered the two camps to stop 
their arguing and to write twelve words into the history books: 
“Hakagure passed in his sleep. The Empire shall miss his watchful 
eye.” 

For two months nothing was said about Hakagure’s passing, 
and the imperial historians whispered that his name should be 
stricken from the true records. Worse yet, a plot was forming 
among two disloyal Ikoma to murder the emperor in the same 
manner that the “too-knowing” Hakagure had died. In the dark of 
night, after the Emperor had gone to rest early from a bout of 
nausea, two Ikoma slipped past the night sentries and visited 
their noble leader. 

Once inside the Emperor’s chambers, these two samurai in 
name only nevertheless found themselves unready to murder the 
Son of Heaven. Before they could rethink their actions, a ghostly 
apparition appeared, crackling with white fire and smoky lights, 
hovering over the form of the sleeping Emperor. Rooted with fear, 
the two did not move. Shadows moved across their faces with no 
light source to throw them. The ghost came closer and stole the 
breath from their mouths: their screams were never heard, their 
bodies never found. 

That morning the Emperor found in his chamber a single 
stone tablet with the name “Hakagure” etched into one side and 
“Guardian” on the other. Perhaps somehow aware of his narrow 
escape, he had the tablet framed and displayed. Never again 
would there be an attack against the Emperor in his bed chamber. 

THE TABLET OF HAKAGURE 
Hakagure is a benevolent gaki of great power. While a noble 

and honorable samurai rests near the tablet, no harm will come 
to them. Those that would seek to attack a samurai of Honor 3 or 
higher who sleeps under the Tablet of Hakagure will be visited by 
the Ghost of a Thousand Hungry Eyes. None that have seen it 
have lived, but it is understood to be a powerful image and an 
evocative spirit. 

Earth 3 
Fire 4 
Air 4 

Awareness 6 
Water 3 

Perception 8 
Rolls when attacking: 8k4 
Rolls for damage: 10k4 
TN to  be hit: 20 
Wounds per level: 30: -1, 75: -2, 120: Destroyed 
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Special abilities: Hakagure cannot be harmed by non-magical 
means. 

THE CHIME OF THE HEAVENS 
The Chime of the Heavens is a small bronze and silver chime 

carved with a hundred tiny kanji, each dedicated to a celestial 
kami. When struck by a shugenja of Rank 3 or higher, the sound 
of the chime resonates as a hundred songbirds echoing through 
an empty chamber. All that hear it (within 300 feet) are overcome 
with a calming feeling as if Calm Mind had been cast. In addition, 
all Void Points are restored and the samurai must spend 1 Action 
doing nothing. 

If the Chime is struck by anyone other than a Rank 3 (or more) 
shugenja, the chime makes a small imperceptible ring without 
any magical effect 

Warning The following pages contain material that was first 
presented as the aftemzath of “The Scorpion’s Sting,” the 
adventure included in the Otosan Uchi boxed set. Players and 
Gamemasters are forewarned that reading this section will spoil 
any surprises encountered therein. 

In the two years since the Scorpion Clan Coup, the Imperial 
City of Otosan Uchi has suffered through a trying time. Following 
the Coup, most of the Outer City lay in ruins, the Imperial Palace 
gutted by fire, and thousands of the city’s defenders (more than 
eighty percent of its peacetime garrison strength) had been 
decimated. A new Emperor - the former Sotorii - sat upon the 
Emerald Throne, and much of the ruling strength of the city had 
been lost to betrayal, murder, or random death. 

But today, the Imperial City has been returned to its former 
glory, and the Six Great Clans are once again content to bow to 
the leadership of their mighty Emperor. Things have returned to 
normal within the Capital. The brilliant veneer that once 
defended Rokugan’s throne of power from all opposition has been 
restored, once again the confluence of trade, military strength, 
and courtly intrigue. 
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Golden Sun. This brings him in near-constant conflict with 
Governor Ureiko, the governor of the former Kosuga District. He 
is “advised by Otomo Toreiki, an Otomo diplomat secretly 
grooming him as a figurehead for his family. 

OTOMO MUKAI, DISTRICT GOVERNOR 
Reference Location: Otosan Uchi: Book One, page 27 
Improved Statistics: School Rank 3; Air 3, Fire 3, Void 3; 

Courtier 4, Sincerity 4 

OTOMO TOREIKI, IMPERIAL ADVISOR 
Rank 4 Otomo Seiyaku; Air 4, Earth 3, Willpower 5, Fire 4, 

Intelligence 5, Water 3, Perception 5, Void 3 
Notable Skills: Acting 3, Appraisal 3, Cipher 3, Calligraphy 4, 

Courtier 4, Etiquette 4, History 2, Kenjutsu 3, Law 4, Manipulation 
5, Obiesaseru 5, Oratory 3, Shintao 3, Sincerity 4 

Other Options: Allies (many within the Forbidden City), 
Blackmail (to hold over Mukai’s head), Cruel 

(Formerly the Hinjaku and Hojize Districts) 

Population Rank: 5 Production Rank: 5 
Relative Wealth 5 Political Influence: 3 
Crime Rank 6 CormptionRank: 4 
Appearance Rank: 4 Popularity Rank 3 

District Rank: 5 ImperialRank: 5 

Peddler’s Row; see Otosan Uchi: Book One, page 78), and 
murdered his mother-in-law when she tried to defy his 

Today, Mukai is a proud member of the Otomo family, 
working closely with the Imperial Court at all times (he is 
perhaps closest of all the Outer City governors to the seat of 
Rokugani power). Officially, Mukai has been placed in charge of 
all port operations in the city, and defenses for the Bay of the 

The northwestern quarter of the Outer City has traditionally 
been carved into two separate regions. Though they are 
considered a single district by the Imperial Court, their social 
strata, financial strengths, and resources are grossly unequal. At 
the time of the Scorpion Clan Coup, the more affluent of the two, 
Hojize, was administered by a callous and greedy merchant, who 
had “gifted” the other to his ill-respected cousin, Hinjaku. 

The cousins hated each other and waged a personal war of 
defamation and inconvenience between their territories. But 
when the fighting began, they were forced to pool their resources, 
finally overcoming their familial hatred. During the final hours of 
the Coup, Hojize died of a massive heart attack, leaving his 
territory to Hinjaku. Many believed that Hojize’s dying bequest 
would not be honored due to Hinjaku’s inexperience and lack of 
social grace, but an honored Lion bushi and close friend to the 
Imperial Court, Matsu Hokitare, stepped in to speak for his ability. 

Hokitare had spent several months prior to the Coup in the 
field, defending his lady Tsuko from Crane aggression. But a 
lingering wound had forced him to retire from that post, and he 
returned to the Imperial Capital several days before the Coup 
began, seeking the solace of Hinjaku’s funeral grounds. Hokitare 
personally witnessed the Dragon governor take charge against 
the Scorpion; from the very beginning, Hinjaku opposed Shoju’s 
forces, even fielding eta and heimin against the invading menace. 



Before his death (several days after the Coup), Matsu Hokitare 
spoke in Hinjaku’s defense within the Imperial Palace. The debt 
owed to Hokitare for uncovering an earlier Scorpion plot against 
the Empire (see Way of the Lion, page 76) was enough to convince 
the court, and so - for the first time in the Imperial Ciws history 
- one governor ruled both territories. 

Hinjaku retained the name “Hojize” for the newly combined 
district, in honor of his fallen cousin. He also dedicated half of his 
resources to establishing several temples, shrines, torii arches, 
and other holy sites within the Hojize District, to continue their 
family’s strict devotion to Shintao and the Fortunes. Today, 
religious pilgrimages to the Hojize area are nearly as common as 
to Mojiki District (see page 120), and Hojize is recognized as one 
of the principal sacred sites in the Empire. 

Hojize’s focus remains with the dead and dying, however. With 
his newfound resources, Governor Hinjaku has been able to clean 
up the eta villages, crematorium, and lost shrines at the 
northwestern edge of the Imperial City, ensuring that they appear 
just as dignified as the mercantile and military establishments in 
his district More and more bushi - as well as those of higher and 
higher Glory - visit before their imminent deaths, or ask to be 
interred here. Many such visitors are veterans of the Lion-Crane 
war, who often lend insight to the newly formed peasant militias 
stationed here (see Hayasu District, page 117). 

MIRUMOTO HINIAKU, DISTRICT GOVERNOR 
Reference Location: Otosan Uchi: Book One, page 31 
Improved Statistics: School Rank 3; Air 3, Fire 3, Void 3; 

Courtier 4, Sincerity 4 

District Rank: 5 ImperialRank: 5 
Population Rank: 6 Production Rank: 5 
Relative Wealth: 7 Political Muence:  3 
Crime Rank 6 ComptionRank 5 
AppearanceRank 3 PopularityRank 2 

The Juramashi District has had no governor for nearly two 
years. Following the Coup, the Governor Seppun Meiyori was 
deposed by Emperor Hantei XXXIX. The Otomo family, who had 
recommended that Meiyori be removed, were unable to convince 
the Imperial Court to accept their proposed replacement (an 
Imperial sycophant clearly without merit). The attentions of the 
Imperial Court soon turned to rebuilding the city, then 
restructuring its defense, and so on, until the fact that Juramashi 
lacked a governor was nearly forgotten. 

As the district can operate on its own for extended periods of 
time, relying upon its gokenin and support staff to collect taxes, 
and local magistrates to enforce justice, finding a replacement 
governor never became a concern. One problem after another 
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shrines, and temples were destroyed in the ensuing violence, 
stripping Otosan Uchi of many irreplaceable sites and icons. 

Governor Ochiyo was nowhere to be found throughout the 
fighting, hidden within his makeshift studio. Takao did his best to 
put an end to the fighting, but was disregarded as ”merely a child 
assuming the role of a man,” the same reasoning which would 
prevent him from replacing Asako Ochiyo as governor. 

The district was not, however, defenseless. Seppun Mojiki - 
who had long sought the position of governor - was pivotal in 
easing tensions between the Scorpion invaders and the religious 
castes before the Coup’s end, and went on to establish order in 
the days following Shoju’s death. Consequently, Mojiki was 
offered the governorship by Hantei XXXIX shortly thereafter, and 
has administered this area ever since. 

Takao lobbied to remain the district hatamoto, a request he 
was eventually (some would say reluctantly) granted. Though his 
dedication to his studies with the Elemental Masters keeps him 
away more than he would like, Takao remains a prominent figure 
in Otosan Uchi’s political forum, periodically speaking on behalf 
of many lesser-known religious groups across the city. 

As for former Governor Ochiyo, little is known. When he failed 
to defend (or even distract himself with) his district’s problems 
during the Coup, he was dismissed, and many cast him out of 
mind. “Just another Asako madman to ignore,” some said. Nearly 
a year after the Coup, Ochiyo emerged from his workshop, his 
masterpiece complete. He spoke only to Takao, and then only 
long enough to donate the remarkable statue he had chiseled to 
the Temple of the Sun Goddess (Location 709). where he is said 
to reside to this day. None have ever seen Ochiyo walking the 
halls of the magnificent temple, nor heard his voice, but the 
devout are certain he is still there. 

SEPPUN MO~IKI, DisTRici GOVERNOR 
Reference Location: Otosan Uchi: Book One, page 62 
Improved Statistics: School Rank 4; Air 3, Void 3, Willpower 

3, Perception 3; Calligraphy 2, Law 4, Lore (Politics) 4, Oratory 4, 
Sincerity 5, Theology 4 

TAKAO, DisTRici HATAMOTO 
Reference Location: Otosan Uchi: Book One, page 62 
Improved Statistics: School Rank 3; Air 3, Earth 4, Fire 6, 

Water 4, Void 4; Astrology 3, Meditation 4, Oratory 3, Shintao 4, 
Sincerity 3, Theology 3 

ASAKO Ociirvo, ASAKO FUSHIHAI 
Reference Location: Otosan Uchi: Book One, page 61 
Improved Statistics: School Rank 5; Air 5, Void 6, Perception 

4; Craft (Sculpting) 5, Investigation 3, Lore (Amaterasu) 5, Lore 
(Asako) 3, Shintao 5; Contrary 

Ochiyo is a Rank 5 Asako “fushihai” (as described on page 65 
of Way of the Phoenix). He is therefore considered to be one step 
along the Path of Man away from apotheosis - the point at which 
he will ascend to godhood and become a Minor Fortune. 



(Formerly known as the Toyotomi District) 

Population Rank 5 Production Rank: 6 
Relative Wealth: 5 Political Influence: 5 
Crime Rank 5 CorruptionRank 4 
Appearance Rank: 6 Popularity Rank 7 

District Rank 3 ImperialRank 4 

Toyotomi’s political, social, and military strength was 
decimated during the Scorpion Clan Coup. Governor Toyotomi 
himself was assassinated by a Scorpion spy. Both his chief 
advisors were killed during the fighting. His troops were 
slaughtered in the streets, defending Otosan Uchi from the 
invading forces of the Scorpion. And countless courtiers, 
diplomats, and peace-makers were lost with huge swaths of the 
populace when the armies of the Six Clans burst through the 
Outer Wall and finally engaged Shoju’s minions. 

Toyotomi District (now known as Teketshin, after its new 
Isawa governor) was leveled during the Coup - burned, collapsed, 
and trampled until little remained of the beauty and order it 
formerly possessed. More than half of its residents were dragged 
away by eta after Shoju’s fall, and there were virtually no 
resources left to rebuild. 

Without the help of its neighbors, Mamoru and Hojize, this 
area might have been lost forever. But in the memory of Shiba 
Toyotomi’s remarkable passion, his dream has been restored - 
one painful step at a time. 

Chief among this district’s saviors has been the Tortoise Clan, 
who devoted almost a full year to clearing away the rubble and 
starting over. Today, thanks to their efforts, Teketshin District has 
been erected anew, with dozens of new businesses, courts, 
merchant plazas, shrines and temples, and inns. Many of the 
residents who fled the area when the fighting began, or relatives 
of those who died when the fires started, are trickling back home 
now, ready to begin again. 

Governor Tekenshin is a humble man, with simple aspirations. 
He reads his predecessor’s field journals with unparalleled focus, 
seeking the wisdom that made Toyotomi’s administration so 
special. Teketshin looks on Shiba Toyotomi was a masterful 
martyr, which only further draws him into the hearts of long-time 
and returning residents of the area. ‘Though Shiba Toyotomi was 
here only a brief time,” Teketshin once said, “his presence will be 
felt among us always. He is the reason we are all here today.” 

JSAWA TEKENSHIN, DISTRICT GOVERNOR 
Rank 3 Isawa Shugenja; Air 3, Awareness 5, Earth 3, Fire 4, 

Water 3, Void: 4 
Notable Skills: Bard 2, Calligraphy 4, Courtier 3, Etiquette 4, 

History 2, Law 2, Lore (Shugenja) 3, Poetry 3, Shintao 4, Sincerity 
2, Spellcraft 3, Tea Ceremony 4 

Other Options: Elemental Attunement (Air) 
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Nearly the full perimeter of the Forbidden City was ravaged by 
the last desperate battles of the Scorpion Clan Coup. Traps laid by 
the occupying armies toppled parts of the wall onto the 
approaching forces of the Six Great Clans. Shugenja of the 
Phoenix, Crane, and others penetrated the wall with explosive 
fury, sending Scorpion defenders retreating into the Imperial 
Palace or into last-second seppuku attempts. Buildings closest to 
the walls were used as siege materials or pulled down to slow 
Hida Kisada’s advancing armies. 

The worst fighting inside the Forbidden City occurred in the 
south, where the Clan Guest Homes (Locations 743-745) were 
overrun and used as offensive bunkers from which to plan and 
advance upon the Scorpion. The Imperial Water Gardens and the 
Miya Palace were transformed into bloody battlegrounds where 
more blood was spilled than anywhere else inside the Inner Walls. 
Weeks of purification rituals and endless prayers came before, 
during, and after rebuilding of these sacred sites. 

Finally, like many universally respected areas of the Imperial 
Capital, the Palace and the Scorpion’s Tale (Location 751) were 
largely spared. By the time the armies of the Great Clans pierced 
the Scorpion defenses at the base of the Imperial Mound and 
began to convene around the Palace, Shoju was already hours 
dead and the will of the defenders was sapped. Taking the Palace 
was merely a matter of sweeping through its corridors for 
stragglers and lone terrorists. 

Since the Scorpion Clan Coup, the Forbidden City has thrived. 
First upon the long list of areas needing attention, the Palace and 
surrounding grounds (including the Clan Guest Homes) were 
returned to their immortal beauty within one month after the 
Coup. The Emperor and his Court have wasted no time in 
restoring their strength and reasserting their will. 

Most of the tunnels and sea-caves occupied at the time of the 
Coup have been collapsed - either as a result of the fighting or 
by Imperial decree. The Emperor and his new Court see the 
undercity as a threat, citing Shoju’s numerical strength and 
sudden attack as all the reason they need for “rapid renovation” 
down-below. 

Only two areas described in the Otosan Uchi boxed set survive 
to this day:the Kolat operation (which has grown substantially, 
including some 200 operatives city-wide, mostly within and 
below the Hayasu District), and Ide Tenseko’s private island 
stronghold from which all the city‘s oyabun operations are 
directed. Competitors for the Capital’s illicit trade, these two 
grounds come into frequent conflict with one another, though 
mostly out of sight. Currently, the Kolat - who have been here 
much longer - have the advantage in this hidden criminal war. 



- New District Divisions Areas largely rebuilt after the Scorpion Clan Coup 
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Unfortunately, that may be more difficult than it sounds. She is 
an Imperial, respected and highly placed. Although she is expecting 
you this Winter Court (and has arranged for your invitation), she 
believes you to be someone else. Worse, she has no idea that you 
were born ronin. 

Your heart cries out for her. You have not felt such elation, even 
during the heat of the most bitter duel, which you are known for 
along the northern coasts. Your most fervent hope is that you can 
see her - speak with her - once before you are found out. Then you 
might have a chance of showing her who you really are. 

To gain that chance, you have struck a dangerous deal. You have 
promised Otomo Ryisen - a scoundrel with little care for Imperial 
tradition or social morb - a favor. Anything he desires. In return, 

,lace by her side. 

- -  
he will make sure that you have five minutes alone with your love 
at Winter Court. 

Five minutes. 
Make them count. 





traveling through the Phoenix lands with an Imperial caravan 
and somehow arranged for a missive to be delivered to you. 

His words were strong and challenging, and dared you to look 
outside the confines of your preconceived world. They held up a 
stark mirror to your innermost fears and doubts, and made you 
realize the scope of what you were missing in life. 

l 

I 
He made you feel alive. 
You have been trading letters with your secret admirer for 

many years now, and have come to rely upon them for comfort 
when the demands of your position start to weigh too heavily on 
your gentle spirit. 

Once, several weeks ago, the letters stopped coming. You were 
heartbroken, and cried yourself to sleep more nights than you 
could count. Then, just as you felt you couldn’t go on any longer, 
a worn scroll made its way into your hands. 

1 






