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LIVE ACTION ROLE-PLAYING 

WHAT IS LIVE ACTION ROLE-PLAYING? 

A role-playing game (RPG) is a cooperative experience between multiple participants.  At its simplest, it 
can be described as an organized form of group make-believe, with a set of rules and procedures to keep 
things consistent and fair.  The goal is not to win – there are no real “winners” in a role-playing game – but 
simply to have a good time.  

A Live-action role-playing game (LARP) involves participants 
physically acting out their characters' actions.  This includes 
interacting with other characters through conversation, exploring the 
environment, and potentially taking part in physical combat with 
specially designed props and weapons.  Participants will most often 
wear costume appropriate to the setting of the game, carry with them 
all the gear their character may need to use, and are expected to 
maintain their character’s persona in all situations.  The game may be 
anywhere from a few hours to two days in duration, so participants 
are asked to bring all costume, props, etc., that they may think 
applicable to each game type.  

There are rules and guidelines in place to ensure the game proceeds in 
a fair manner, and all participants are expected to follow these and 
answer honestly to any questions put to them in relation to the rules. 

Chimera Productions aims to create a safe environment in which 
everyone can participate in all aspects of LARP.  This book contains 
details of these game rules, guidelines for behaviour whilst at an 
event, and some information on the setting of the game.  For further 
information on the world of Rokugan please see AEG’s Legend of the 
Five Rings Role-playing books and supplements.  

AGE RESTRICTIONS / WHO CAN ATTEND? 

Chimera Productions wishes to allow anyone to become involved in LARP who has an interest to, but 
there are a few restrictions on types of involvement depending on age.  These restrictions are in place to 
ensure the safety of all participants.  

Anyone over the age of 18 can be involved as a player character (PC) 
or non-player character (NPC) at their own discretion.  Each adult 
participant is expected to make their own decisions about their type of 
involvement – choosing to be a non-combatant, informing Organisers 
(Orgs) of medical conditions which may influence their participation, 
or removing themselves from situations in which they would be 
uncomfortable. 

Children aged 15-18 (youths) may participate as PCs or NPCs only 
with the express written permission of their parent/guardian. Contact 
information for guardians must be supplied to the Orgs prior to the 
beginning of play, and details of any medical conditions that may 
influence participation should also be provided.  Youths accompanied 
at an event by a guardian will not need written permission, but are 
expected to provide similar information of medical conditions etc.  
Youths will be held responsible for their own actions and participation 
in the same manner as any adult. 

Mature content  

The Legend of the Five Rings 
setting and games involve at times 
adult themes.  These may include 
violence, sexual references, drug 
and alcohol use and reference to 
death and suicide.  Some content 
may be upsetting to some 
participants, especially youth. 

Any Chimera Productions L5R 
game should be considered to be 
rated MA according to Australian 
standards, unless specifically 
advertised otherwise. 

Live action role-playing should not 
be confused with historical re-
enactment. 

A LARP game is meant to be an 
imaginative fantasy game.  The 
events take place in a fictional 
world, with a fictional history and 
characters.  The world, story, 
characters and experience are not 
intended to replicate any real 
historical period. 
 
Rokugan is a fictional kingdom, a 
vast Empire whose history, myths, 
and culture draw heavily upon the 
real-life history and culture of 
ancient and medieval Asia, 
primarily Japan but also including 
China and Korea, among others.  
However, it is not and never 
purports to be real Japan or 
Japanese history. 
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Children aged 14 and under may attend events only if accompanied by a parent/guardian.  Children must 
remain under the supervision of this guardian, or other adult/s designated by guardians.  Orgs and crew 
will not undertake to supervise children during an event, as they have responsibilities to oversee the 
safety of all participants.  Children may participate as NPCs only, and guardians will be consulted as to the 
extent and type of roles that would be applicable for each individual.  Children may not participate in 
combat situations at all, and guardians are asked to ensure that they are removed from any area in which 
combat begins, for the safety of all involved.  

STATEMENT OF INSURANCE 

Chimera Productions games and events are covered by a third party only injury and property damage 
insurance policy, provided under the name of LARP Victoria.  Insured activities include outdoor activities, 
simulated combat and construction and modification of props.   

Live-action roleplaying is conducted in a mostly outdoor environment, and with full contact combat using 
approved props.  While Chimera Productions endeavours to provide a safe environment for all 
participants, each person participating does so at their own risk.  Insurance against risk or injury for 
consenting participants of the game is not provided under the LARP Victoria insurance policy.  Damage or 
loss of participants’ property, including cars and property stored in cars at events is similarly not covered. 

To ensure that participants are aware of their responsibilities and risks of participating, all participants 
are required to sign a Code of Conduct agreement before participating in events.  This document includes 
expected standards of safety and behaviour by participants at the event. 

FIRST AID & MEDICAL CONDITIONS 

Chimera Productions ensures that a qualified First Aid trainer is available at all events.  If required, a 
comprehensive First Aid kit is available at all combat events.  If First Aid is required, please ask a GM or 
Org for directions to the designated First Aid officer for the event. 
 
If you have a pre-existing medical condition that may require special treatment or considerations in the 
live-action and combat environment, please advise the Orgs prior to the event so that the First Aid Officer 
can be informed.  The Orgs should also be informed of medical conditions that could influence treatment 
should an incident occur, such as asthma, diabetes, epilepsy, etc.   
 
Chimera Productions does not exclude people from participating because of medical conditions, and 
endeavours to ensure all participants are involved in all game aspects, however participants undertake all 
activities at their own risk.   
 
If you have a food or other allergy, please advise Chimera Productions when booking.  If your allergy is 
serious, please give specific information so that the First Aid Officer and Quartermaster can be made 
aware and extra steps can be taken to minimise the risk of exposure at the event. 

ALCOHOL AND INTOXICANTS 

Alcohol is permitted at Chimera Productions events, subject to limitations of the event venue.   
An in-character area will be designated for alcohol consumption.  Alcohol should not be consumed 
elsewhere at the event.  Excessive consumption of alcohol is discouraged, as it interferes with a player’s 
ability to role-play.  Players consuming alcohol may be requested to retire from role-playing and the in-
game areas if behaviour is disruptive to the game environment or other players. 
 
Due to the potential to impair safety during combat, consumption of any amount of alcohol automatically 
disqualifies a player from combat for the rest of the day.  A player may resume combat at 06:00 the 
following day, or a minimum of four hours after their last drink, whichever is later.  This rule is in place 
due to limitations on testing individuals for intoxication.  A player who intends to consume alcohol is 
required to store their weapons before their first drink. 
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Illegal drugs or other intoxicants are not permitted at Chimera Productions events.  Anyone found in 
possession of or intoxicated by illegal drugs or similar substances will automatically be expelled from the 
event, and law enforcement may be notified. 
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LEXICON 

Word Meaning 

ashigaru foot-soldier, peasant soldier 

Benten Fortune of beauty 

bisento polearm weapon, sword blade 
attached to a staff 

Bishamon Fortune of Strength 

bo staff staff or walking stick used for 
fighting 

Bloodspeaker cultist who uses maho magic 

Brotherhood 
of Shinsei 

order of monks devoted to the 
Tao, pursuit of enlightenment 

bu denomination of money equal to 
one fifth koku, also ten zeni 

bushi warrior 

Courtier person who attends and 
operates in courts 

Daikoku Fortune of Wealth 

daimyo lord of a castle, region, head of a 
family 

daisho the pair of katana and wakizashi 
together, traditional for all bushi 

dojo school, hall for training 

-dono honorific added after a name 
when speaking about a samurai 
of great military rank or ability  

Ebisu Fortune of Honest Work 

Emma-O Fortune of Judgement, presides 
over the dead 

eta person of the lowest caste, who 
deals with the dead and unclean 
things 

Fortune great spirits of ancestors, rulers 
over a particular spiritual aspect 

Fukurokujin Fortune of Longevity 

Fu Leng the dark kami, lord of Jigoku and 
the Shadowlands 

 

Word Meaning 

gaijin outsider, foreigner 

gaki hungry ghost 

gempukku graduation from school training, 
becoming an adult samurai 

goblin evil natural creature, intelligent, 
typically denizen of the 
Shadowlands 

hatamoto advisor to a lord 

heimin peasant, low caste person 

hinin ‘half-person’, low caste, lesser 
than a peasant 

Hotei Fortune of Contentment 

iaijutsu traditional sword duelling, the 
art of the swift strike 

ishiken person with a connection to the 
Void kami 

Jade spiritually powerful material, 
bane of the evil of Jigoku 

jigai method of ritual suicide, 
common for women and non-
bushi 

Jigoku the realm of evil, hell 

Jizo the Fortune of Mercy 

jo staff short staff, usually up to two feet 
long 

Jurojin fortune of healing 

Kami god or goddess, great spirit 

kami little spirit, elemental spirit 

kansen evil spirits, analogous to kami, 
but influenced by the Taint and 
evil forces of Jigoku 

katana traditional single bladed sword 

kenjutsu skill of sword use 

  

Word Meaning 
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koku standard money denomination, 
approximately equal to the 
amount of rice sufficient to feed 
one person for one year. 

-kun (male) 

-chan 
(female) 

Informal honourific added to a 
name when speaking about an 
inferior, or an intimate friend 

kyujutsu skill of bow use 

maho Evil magic, blood magic 

maho-tsukai User of blood magic, evil mage 

masakari hand-axe 

Meido the realm of waiting, where 
spirits of the deceased wait for 
judgement 

mon insignia identifying a clan, family, 
school or individual 

nagamaki polearm weapon, long blade with 
long haft 

naginata traditional polearm weapon, 
crafted blade attached to a staff 

nemuranai magical item containing an 
awakened spirit, a self aware 
object 

Ningendo the mortal realm, this world 

ni-ten ‘Two-blades’, technique of 
wielding two swords at once 

Obsidian spiritually powerful material, 
ally of the evil of Jigoku 

omoidasu ‘One who remembers’, heralds of 
the Lion Clan 

on ‘face’, dignity, honour of a person 

oni powerful, unnatural creature, 
drawn forth from Jigoku 

ono great axe or battle axe 

Osano-Wo Fortune of thunder, storms and 
heroes 

Rokugan the Emerald Empire 

Word Meaning 

ronin masterless samurai 

-san honourific added after a name 
when speaking about most 
samurai 

-sama honourific added after a name 
when speaking about samurai of 
higher status 

samurai person of the samurai caste, the 
highest caste of the Empire 

samurai-ko female samurai, usually a bushi, 
female warrior 

saya sheath or scabbard for Rokugani 
swords 

seppuku ritual suicide by right of harikiri 

Shadowlands region south of the Empire, 
heavily Tainted by the evil of 
Jigoku 

shugenja priest, spell caster 

Taint the evil influence of Jigoku 

Tao / Dao holy text written by Shinsei, 
describes the path to 
enlightenment 

taryu-jiai magical duel 

Tengoku the realm of the greater Kami, 
gods, heaven 

tetsubo great club, traditional heavy 
weapon 

wakizashi traditional small sword, single 
bladed, owned by all samurai 

yakuza Criminal gang, organised crime 

yarijutsu skill of spear and polearm use 

yojimbo bodyguard 

Yomi the realm of blessed ancestors 

zeni smallest money denomination, 
equal to one tenth bu or one 
fiftieth koku 
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FUNDAMENTAL RULES 

This chapter covers the rules that govern the Player, as opposed to the Character, at a Chimera 
Productions event.  A Player is you, the real life person involved in the event, whereas the character is the 
person you are playing.  The rules in this section deal with the logistics of running a live action role-
playing event.  Anyone wishing to take part in a Chimera Productions event must read this chapter.  

THE SPIRIT OF THE GAME 

The ultimate aim of live role-playing is to have fun.  Conduct that upsets others players, in an out-of-game 
fashion, is not within the spirit of the game.  Such conduct can include cheating or deliberate character 
actions designed to upset others.  Chimera Productions asks all participants to leave out-of-character 
disagreements with other people outside the event. 

All participants of Chimera Productions events are requested and required to uphold the spirit, not just 
the letter, of the rules.  This includes players role-playing characters at the events (PCs), non-playing 
characters (NPCs) and Game Masters (GMs) and Organisers (Orgs).   

The rules for Chimera Productions events exist to be an aid to your role-playing, not the basis of it.  
However, please be aware that breaking these rules, whether intentionally or not, is cheating and this is 
considered an offence. A first offence is likely to generate a warning, and further intentional offences are 
likely to incur more severe sanctions such as your character losing Experience Points, Glory or other in-
game effects.  Please also note that deliberately misleading someone out-of-character in a way that could 
lead to them inadvertently cheating also counts in its self as cheating.  Be careful about spreading in-game 
information in an out-of-character way, in case your actions lead to others inadvertently cheating. 

GMs may sometimes be asked to make a decision about story or rules that may not be entirely clear cut.  
The GMs undertake to make decisions as fairly as possible, based on information at hand, and where 
necessary to refer to an Organiser.  However, the decisions of the GMs must be respected and upheld by 
players, regardless of the player’s personal feelings about a decision.  If a player believes that they have 
been treated unfairly by a GM, please speak directly with an Org.   

IN AND OUT OF CHARACTER 

Chimera Productions events are live action role-playing events.  This means that each player is constantly 
role-playing the role of their character.  Any actions or words that are not from your character must be 
clearly indicated.  Players are encouraged to find in-game reasons to take otherwise out-of-character 
actions or ask questions if possible.   

 You are your character.  All statements and actions are considered to be “in character” unless 
specifically stated/indicated otherwise.   

 If you say it, they hear it.  If players do not want other players to overhear their words, they 
should act appropriately – e.g. hide their mouths, speak in low voices, go into the next room, etc. 

 Resolving Events.  Players should seek, whenever possible, to resolve their interactions with 
others through role-play rather than by skill calls or resorting to a GM for a decision.  If a player 
absolutely wishes to perform an action that requires a rules call, seek out one of the event GMs to 
have their action adjudicated.   

Out-Of-Character gesture – “Hand-on-Head” 
While in play, to indicate that you are Out-Of-Character, place a hand flat 
on your head.  This action should be used as little as possible.  When a 
player or NPC has their hand on their head, they are out-of-character 
and any actions or words must be ignored by those in-character.  This 
hand-on-head gesture is often used by NPCs when preparing a game 
event. 

The “Hand-on-Head” gesture is 
also used in-game to indicate 
someone who is hiding.  See the 
Stealth Skill for details. 
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Out of Character areas 
Personal areas including dorms, tents and bathrooms and the kitchen are considered out-of-character 
areas, unless specifically designated otherwise.  Characters in costume and/or carrying weapons in any 
other part of the event areas are assumed to be in-character unless indicating otherwise (with hand-on-
head, etc.).   

Players should not enter personal areas belonging to other players without permission.  Any items, 
whether in-game items or not, must not be touched by other players in these areas.  If a character wishes 
to search a personal area for an in-game item, a GM must be contacted first and the GM will provide 
supervision during the search.  If at all possible, in-game, non-personal items should not be stored in out-
of-character areas while the character in possession of the item is in play. 

THE NO-TOUCHING RULE 

Touching in public is a major Rokugani taboo, and this should be 
observed in play.  At all times, players should avoid touching each 
other except where necessary.  Anyone touching another without 
permission or in an otherwise inappropriate fashion may find 
themselves removed from play. 

There must be no (intentional) physical contact during combat.  
Hitting, kicking, grabbing, holding or in any other way contacting 
another player (including their clothing, weapons or gear) during 
combat is not allowed.  Any such contact will be treated as an 
offence.  Contact in combat must only be conducted with 
approved weapons. 

Out of combat, players may come into contact only if contact is consensual.  Players must always seek 
permission of the others involved before touching that person.  For example, if a player wishes to role-
play carrying another, the player must ask the person they intend to carry, out of character clearly stating 
their intentions.  If that player gives permission, the player may then touch the other.  Other situations 
that may require touching might include role-playing healing or searching another character.  Players 
may role-play situations that would normally require touching without actually touching each other by 
stating their actions clearly to each other and anyone else in the area.   

E.g.  A character wishes to carry and unconscious character.  The 
first player asks the second for their permission.  That person 
prefers not to be touched.  Instead, the first player states to the area 
“I am carrying this person”.  The second player may then stand up 
and follow the first player.  No actual contact is necessary. 

SAFETY AND SAFETY CALLS 

Safety of all participants is a priority at Chimera Productions events.  Live action role-playing involves 
combat and other activities that are inherently unsafe.  Chimera Productions events may also take place 
in locations that have safety hazards, including bushwalks, firepit/fire areas, potentially dangerous 
wildlife and vehicles.  All participants are requested and required to consider the safety of themselves, the 
other participants and the environment at all times while at Chimera Productions events. 

Chimera Productions events use some standard safety calls to indicate potential hazards and/or to inform 
participants of situations of danger.  Safety Calls are all out-of-character.  These are directions to players.  
Safety calls exist to communicate hazards and are for the safety and well-being of all participants.  Anyone 
may make a safety call, regardless of whether they are a player, NPC, GM, or whether they are currently 
participating in in-character events. 

Anyone hearing a safety call should immediately stop what they are doing and listen for 
instructions from GM or Orgs.  They should not move unless directed to do so.  A safety call should 
be repeated by any participant who hears it, in such a manner that participants far away from the 
original call are able to hear and obey the call. 

Physical restraint: 
For safety reasons, no participant may 
be physically restrained during the 
game.  If an in-character action 
requires a character to be restrained – 
e.g. being captured and tied up – the 
characters may role-play this for 
example by holding a rope prop, but 
the player must not be actually 
restrained in any way.   

Spell range: Touch 
Many magic spells have a range of 
‘Touch’.  When using these spells, a 
spell packet should be used to actually 
touch another player, where necessary.   



3 

“Code Red” 
This should be used by any participant to indicate that there is an injury, potential injury or immediate 
hazard, or if valuable/important personal property is compromised – such as eye-glasses lost in combat.  
This call should also be used in the case of a fire hazard or similar danger.   

If possible, when a Code Red is called, each participant should turn to face the direction where they heard 
the call come from, kneel or crouch and repeat the call.  If unable to kneel, stand facing the direction of the 
call.  Persons who made the call or are part of the incident should not kneel.  This will help the First Aid 
officer and GMs  locate the injured person or hazard quickly, and minimise confusion.  This procedure 
does not preclude participants helping injured persons if necessary.   

“Time Out” 
The In-character game call ‘Time Out’ should be used in a situation of potential hazard to stop play.  This 
should be used where an actual injury or major hazard is not present, but there is the genuine potential 
for a hazard.  For example, if combat is moving into a potentially dangerous situation, any player or 
participant may call a Time Out and request the combat be moved to a safer area.  Other common uses for 
this include when wildlife or public are too close to game play and may be affected by game actions.  If 
you receive no specific instructions, please wait where you are.   

GMs and Orgs or other staff members may request assistance from players in the event of a safety call.  
This may include requests for assistance for other players, first aid, etc., or simply to move away from the 
area.  Please listen for instructions from Chimera Productions staff members while you are waiting and, if 
asked to do anything, obey as quickly and safely as possible.  Please do not try and approach the site of an 
incident unless requested to do so.  If you have skills or information that may be of assistance (for 
example, first aid training), please let a GM or Org know. 

Abuse of safety calls for the purpose of influencing in-character events will not be tolerated, and 
may result in an offending player being required to leave the event, or other penalties. 

Unsafe Behaviour 
Any unsafe practices will not be tolerated at Chimera Productions events.  Offenders may be warned, 
removed from combat for the day or entire event, or expelled from the event, depending on the 
seriousness of the offence.  Unsafe physical practices in combat are discussed in the Combat Safety 
section.   

Harassment 
Chimera Productions also acknowledges that people may feel unsafe or uncomfortable due to non-
physical actions.  Harassment of others, whether deliberate or unintentional, is also considered to be 
unsafe behaviour.   

Harassment follows a very thin line and can be easy to cross and be unaware of it.  There is both in 
character and out of character harassment that you need to be mindful of.  Some examples of both in and 
out of character harassment include: 

 Continually targeting one person either verbally or during combat because of personal reasons 
 Encroaching on personal space – everyone has different boundaries, try and respect these 
 Unwanted physical touch – this is covered by the no-touching rule, see above section 
 Abusive language 
 Lack of respect and courtesy of others 

If at any time a player experiences unsafe behaviour or harassment from or by another player, please 
discuss this with a GM as soon as possible. 

Uncomfortable or distressing situations 
If a player is genuinely upset with game play, including game content, game calls, player behaviour or for 
any other reason, please discuss this with a GM.  Chimera Productions has no wish to upset any 
participant or place them in a situation they find uncomfortable.  If a player feels uncomfortable with an 
in-character situation, they may drop out-of-character by placing their hand on their head and let the 
other players involved know that they are uncomfortable with the situation, dialogue, etc.  The player 
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may remove themselves from the situation at any time.  If necessary, discuss the issue with a GM.  
Chimera Productions games do contain material that is of a mature nature and it is possible that persons 
may be upset by this content.  Game content may be modified if a player has genuine concern or is made 
uncomfortable with the game material, game calls or NPC behaviour, etc. 

 

COMBAT SAFETY 

Live action role-playing combat at Chimera Productions events is conducted for the fun of all participants.  
Combat is conducted with approved, foam weapons only.  Combat is meant to be a complement to role-
playing, not simply about winning a fight.  A well role-played combat may be much more enjoyable then a 
simple fight. 

Combat should not involve bruising, pain or other injury to participants, whether or not they are wearing 
armour or protection.  Combat has many rules governing it, and players participating in combat and non-
combatants need to be aware of the following combat rules. 

Despite the fact that ‘soft’ weapons are used, there is still great potential for injury in combat.  The 
following practices are considered unsafe and must not be conducted at any time: 

 Combat must only be conducted with approved weapons. 
 Forbidden shots - targeted or feinted or physical hits to the head, neck, hands or groin of a target 
 Blind shots – hitting out at something when you cannot see it, trying to hit someone behind you 

when you are running away, striking around a corner, etc. 
 Spinning or Wheeling – spinning or wheeling around in an arc with the weapon is dangerous as 

you lose eye contact 
 Overhead shots – bringing the weapon straight down from an overhead position, regardless of 

what the target site is 
 An action or deliberate blow designed for the purpose of actually injuring / causing pain 
 Striking at someone in a low position – do not target or strike a person who is crouching, 

kneeling, lying down or in a similar low position as this increases the chances of a head-shot. 
 Striking from the ground or knees – when crouching, kneeling, lying down or otherwise in a low 

position, as this greatly increase the risk of an illegal shot 
 Grappling of any kind.  This includes snatching, grabbing or holding weapons, armour or clothing 

of another participant.  Weapons designed for catching or grappling other weapons are not 
allowed.  If a weapon does become entangled or grappled by accident, stop combat and remove 
the grapple before re-engaging. 

 Deliberately forcing someone into an unsafe area, e.g. difficult terrain 
 Striking someone designated as a non-combatant 
 Ignoring or abusing the safety calls 

In addition to the above, all combat participants must follow these guidelines: 

 No thrusting or stabbing with any LARP weapon is allowed.  This is irrespective of manufacturer 
specifications for the weapon.  Thrusting has the greatest potential to cause serious injury in 
LARP combat, hence thrusting is banned. 

 Bows must not be fired when within three metres (3 m) of a target.  See the Point Blank Rule. 
 Blows in combat must not be made at full strength.  A weapon should not be swung at the 

maximum possible speed or strength.  Where possible a blow should be lightened or relaxed 
before it hits – this is called pulling the blow.  The only contact that is necessary between an 
attacker’s weapon and a target’s body is enough that the target is aware the blow has landed.  It 
should not be enough to cause pain. 

 Weapons of any kind should not be gripped tightly.  A light grip is all that is required for control 
of a light weight LARP weapon.  A light grip helps to pull the blow. 

 Weapons must be swung at least 50 cm.  Quickly making blows without swinging the weapon 
back from the target is called drum-rolling, and blows struck in this fashion will not count for 
damage. 
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 Blows must not be struck faster than the weapons vocals can be called.  This includes weapon 
damage, type and/or effect (e.g. from spell or kata effects). 

 Weapons and spell vocals must be clear, complete and not rushed or slurred. 
 Extra care must be taken when using long weapons, including large swords, heavy weapons and 

polearms.  These weapons require a large clearance to swing and may pose a hazard to other 
nearby combatants and may be trip hazards. 

 
Unsafe Combat 
Anyone acting in a dangerous fashion including if found to be consistently striking too hard or too high 
may be requested to leave combat for a period defined by the GM, and may be required to undergo 
further combat safety training.  Serious, intentional or ongoing offences may result in exclusion from any 
combat at the event or future events.  Other penalties may include a loss of experience or other in-game 
penalties. 

Role-playing Combat 
Remember, you are your character.  If your character takes blows in combat, they are likely hurt or 
wounded.  You should role-play this appropriately.  Showing pain, staggering back, etc., are part of 
combat too. 

Missiles in Combat 
Chimera Productions games use several different types of missiles for combat.  These include arrows, 
spell packets and foam balls – representing rocks or other thrown weapons.  Live action role-playing 
combat takes place at a much slower pace than real combat might.  This is particularly true for missile 
weapons.  These weapons would normally travel at such a pace that it would be improbable to parry or 
dodge.  However, LARP safe missiles are usually very slow by comparison and easily parried or dodged – 
which also makes them of limited combat use.  Therefore, to minimise this limitation, missile weapons 
may not be parried in any way.  This includes using hands, weapons, armour or any other object.  If a 
missile is parried, even by accident, the missile is assumed to have hit and contribute its full effect. 

Missiles may be dodged, however it is requested that players respect the role-playing aspect of combat 
and do not purposefully dodge missiles where it is implausible that their character could do so. 

Once a missile of any type has been thrown or discharged during a combat, it cannot be reused.  The 
missile must not be picked up until the end of a combat.  However, it is also important that all missiles are 
collected at the end of a combat, to ensure they are not lost or broken.  Return spent missiles to a GM if 
necessary.  Spell packets are an exception and may be collected from the ground and re-used in a combat 
– see the Magic Rules section for details on this. 

During a combat where arrows are used, players are requested to be cautious of stepping on fired arrows 
as these are easily damaged and may also pose a splinter hazard if broken. 

Point Blank Rule 
LARP safe arrows usually travel at a much reduced speed and have large, foam heads.  Despite this, they 
may still pose a hazard to players if fired at a close distance.  In particular damage to the eye is a risk of 
close or powerful shots from bows.   

If a player is using a bow and their target is within 3 m of the bow, the player must not fire the 
bow.  Instead, point the bow at the target but DO NOT fully draw the bow.  Ensure your target is aware of 
you.  Use the call ‘Point Blank’ and the normal damage for the bow.  Then drop the arrow from the 
bowstring and treat it as a spent missile.  The target must take the full damage from the point blank arrow 
shot.  This rule does not apply to thrown spell packets or foam balls as these do not have the same 
potential to cause harm.  However, spell packets or other missiles should not be thrown at full strength at 
close range. 
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GAME PLAY CALLS 

Live action role-playing calls for the use of imagination and suspension of disbelief for all participants.  To 
assist in the management of game events, it is necessary for GMs to quickly communicate with all 
participants.  The following game calls are used by GMs to give instructions to players.  This can be for 
several purposes, including controlling combat and combat safety, spell effects or describing an in-
character event.   

“Time out”  This call may also be initiated by a whistle blow. 
All characters should stop what they are doing.  All in-character actions, including combat, must 
be suspended.  Players should remain where they are and listen for instructions. 
A Time Out is used to manage events or communicate with players out-of-character.  A time out is most 
often used to adjust combat including for dangerous situations, or to explain in-game effects to 
characters.  For example, in the middle of combat a GM may call a time out and describe a spectacular 
spell effect sweeping across the battlefield.  When a time out ends, characters are expected to role-play 
reactions to whatever instructions or description the GM has provided.  

It may be necessary for a Time Out to remain in place for the duration of several minutes.  If no specific 
directions are given otherwise, players may move or talk to each other during a time out.  However, 
players should remain aware of what is going on and be ready to return to their initial in-character 
position and actions as soon as the time out is ended. 

“Time Freeze” 
All characters must immediately stop what they are doing.  All players must close their eyes, and 
hum or sing to oneself, to avoid seeing and hearing actions going on around themselves.   
The purpose of this call is to provide the element of surprise.  An in-game instant effect that is not easily 
simulated may require a time freeze.  This might be the sudden appearance or disappearance of an NPC 
or other instant effect.  A Time Freeze is used only to further in-game events and assist in the enjoyment 
of the game.  Therefore all players are encouraged to respect the Time Freeze and pay no attention to any 
action, sight or sound around them during the time freeze period.  Compromising the effect by peeking, 
etc., will only reduce your enjoyment of the game.   

Taking advantage of a Time Freeze or Time Out to adjust your in-character position or in any way alter 
the outcome of in-game actions, including using knowledge gained while you were out-of-character in the 
time freeze, may be considered cheating. 

“Time In”  This call may also be initiated by a whistle blow. 
All in-game action may proceed as usual.   
A Time In call is used to resume game play when it has been suspended, usually due to a Time Out or 
Time Freeze call.  Time In may only be called by a GM, regardless of who initiated the time out.  Players 
should immediately resume their positions and whatever in-game actions they were taking when game 
play was stopped.  

For example:  Hida Hei, Daidoji Noritoshi and Shosuro Gennosuke are fighting.  A GM calls a Time Out (blows 
a whistle) during the combat due to potentially hazardous footing.  All combatants are asked to move a few 
metres back to minimise the hazard.  All combatants and observers shift position to a reasonable reflection 
of their original positions relative to one another on the new ground. 

When combat stopped, the angry Hida Hei is about to hit a vulnerable Daidoji Noritoshi with his katana.  But 
as the players move to the new ground, Hida Hei’s player sees that Shosuro Gennosuke is sneaking up behind 
him with a knife.  The players arrange themselves in the same combat positions in the new area.  Daidoji 
Noritoshi’s player knows that he must not use this as an opportunity to gain a better combat position and 
get away from Hida Hei’s attack.  Hida Hei’s player must ignore information he gained during the Time Out – 
that Shosuro Gennosuke is sneaking up behind him.  When the GM calls Time In (blows a whistle again), the 
players resume combat.  Daidoji Noritoshi unfortunately must suffer under Hida Hei’s blade and Hida Hei is 
struck by Shosuro Gennosuke's sneak attack, even though his player knew it was coming. 
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TIME AND COUNTING TIME 

Many game effects depend on time – seconds and minutes.  Many game effects require a character to be 
affected by a condition for a certain number of seconds, or time one minute while role-playing other 
actions.   

In the live action environment it can be difficult to assess time passing.  Especially in a high-intensity 
environment like combat situations, it is easy for players to count too quickly or judge time inaccurately.  
To help balance this, players are encouraged to slow their timing by counting aloud and using a spacing 
word.  If a player counts too fast, a GM might require them to make a new count, or wait for a longer 
period, etc. 

For example, count aloud using the words:  “One Ro-ku-gan, Two Ro-ku-gan, Three Ro-ku-gan,” etc.   

EQUIPMENT SAFETY AND STANDARDS 

Chimera Productions makes every effort to ensure that weapons and equipment used in LARP combat are 
of a safe and reliable standard.  Each piece of equipment is inspected and passed on an individual basis.  
Weapons are also categorised according to type and size for the purposes of in-game abilities. 

Weapon safety 
The general criteria for inspection is as detailed below.  This list is intended to be indicative of safety 
standards and not an exact or exhaustive description.  The permission to use any item of equipment at 
any event will be at the judgement of the nominated Armoury GM at that event. 

Melee Weapons 
 Must have solid core (e.g. fibreglass,  

carbon fibre) 
 Foam padding of minimum 2.5 cm depth 

on striking surfaces 
 Latex or similar soft cladding on striking 

surfaces 
 Foam padding on other non-striking 

surfaces of weapon (i.e. no exposed core, 
exposed hard surfaces) 

 Flexible cladding on exposed non-striking 
surfaces (e.g. leather, latex, cloth) 
Note: Weapon grip may have hard surface 
where it is reasonably covered by the 
wielder’s hands, and thus unlikely to be 
used to block weapons or to accidentally 
strike, (e.g. sword hilts) 

 
 No weapon longer than 220 cm 
 Weapons must not have excessive whip 

(flex on strike) 
 No weapons designed for thrusting only, 

and where a thrust surface is available it 
is not to be used 

Overall quality:  Weapons should not be too 
hard – that is the weapon surface should 
compress and absorb the force of a strike such 
that even a hard strike is unlikely to cause 
harm (bruising, etc.) to an unarmoured target. 

 

 

Thrown Weapons (other than spell packets) 
 No core 
 Size of smallest part / point of weapon 

larger than an eye-socket  
 Foam padding or similar over entire 

weapon 
 Latex or similar cladding on all surfaces 

Overall quality:  Thrown weapons should not 
be too hard or too small – designed so that 
even a hard throw is unlikely to cause harm to 
an unarmoured target, especially to the eye. 

 

Armour, scabbards & similar equipment 
 No sharp points or excessively rough 

surfaces that may damage latex weapons 
or skin 

 Spikes on items must conform to melee 
weapon specs (e.g. foam & latex) 

 Helmets must allow sufficient vision – 
forward and periphery  
 
Note:  Armour should cover at least the 
torso to be considered as armour within 
the game rules 

Overall quality:  Armour and other items 
should be designed so that they are unlikely to 
cause damage to foam and latex weapons 
striking them. Armour should not be overly 
restrictive to the wearer’s movement or vision. 
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Spell packets 
 Weight less than ~100 g 
 No large or solid weights 
 Relatively soft and/or flexible on impact, 

no hard surfaces 
 The head must be larger than an eye-

socket  
 Bright colours – reduce loss chance in 

bush setting 
 Enclosure and securing method must be 

biodegradable (e.g. cotton fabric & 
thread, rubber band, etc.) 

 Contents must be biodegradable and 
friendly to wildlife (e.g. wild birdseed, 
sand) 
Note: Raw rice may be harmful to wildlife 
and should not be used.  

 
Overall quality:  Spell packets should not be too 
hard or too small – designed so that even a 
hard throw is unlikely to cause harm to an 
unarmoured target, especially to the eye. 

Forbidden items 
 Metal blades, knives, etc., of any kind 
 Weapons that require or may result in 

hand-to-hand contact – including 
nunchaku, tonfa, gloves/gauntlets 

 Chain weapons – including short chain 
connections (e.g. nunchaku, flail) 

 Nets, ropes or otherwise flexible 
weapons  or items designed to entangle 

 Weapons designed for or capable of 
trapping other weapons (e.g. sai, jitte) 

 Shields of all kinds  

Bows & Arrows 
 Overall bow strength 30 lb or less  
 Wood or fibreglass arrow shafts 

preferred, wrapped in fibreglass tape to 
minimise splintering 

 Aluminium and carbon arrow shafts – 
check with Armoury GM before event 

 No splinters on arrow shaft or similar 
hazards 

 Arrowhead larger than eye-socket 
(i.e. 5 cm diameter or greater) 

 Arrow head padded to minimum depth 
of 2.5 cm 

 Head design sufficient to prevent 
accidental core penetration 

 Cladding of head where applicable of 
flexible nature ( i.e. no hard surfaces) 

Overall quality:  Arrowheads should be 
designed not be too hard or too small – 
designed so that even a close range shot is 
unlikely to cause harm to an unarmoured 
target, especially to the eye.  Bows do not need 
to be of archaic look or design, however 
modern compound bows (i.e. bows with 
pulleys) are not appropriate. 

 
 
 
 
 
 
 
 

 
Weapon size standards 
For the purposes of categorising weapons for in-game use, including for skills and abilities, the following lengths 
are used.  All measurements are in centimetres. 
 

Weapon Skill Weapon name / type 
Blade length 

(cm) 
Total length 

(cm) 
One or Two 

handed 

Knives Knife (tanto) 15 - 20 25 - 35 One 

Kenjutsu 
(Swords) 

Wakizashi 35 - 55 45 - 80 One 

Katana 65 - 85 80 - 115 Two 

No-dachi 115 - 125 145 - 165 Two 

Yarijutsu 
(Polearms & 
Staves) 

Bo staff - 165 - 185 Two 

Nagamaki 65 - 110 130 - 220 Two 

Naginata 35 - 55 200 - 220 Two 

Bisento 45 - 75 170 - 190 Two 

Heavy 
Weapons 

Great Club (Tetsubo) 60 - 130 75 - 160 Two 

Great Axe (Ono) 20 - 30 140 - 160 Two 

Great Hammer (Dai-tsuchi) 15 - 20 140 - 160 Two 

Peasant 
Weapons 

Jo staff - 30 - 80 One 

Hand axe (Masakari) 20 - 30 55 - 75 One 
 

If a weapon has the ‘look’ of a particular type, but is outside than the specified limits, it will be categorised as one 
size up or down, as appropriate.  The categorisation of a weapon is at the discretion of the Armoury GM for that 
event.  For example, a ‘katana’ weapon that is longer than 85 cm blade will be categorised as a no-dachi.  
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GAME RULES 

This chapter covers the rules that apply to all characters within the Chimera L5R System. The main 
difference between this chapter and the earlier chapter is that these rules generally apply to the character 
and not to the player. 
 
Live action role-playing is primarily about “role-playing” – pretending to be someone else, with a different 
set of knowledges, skills and personality.  However a player is not a character, and rarely is able to act 
with the same skills or knowledge that should be expected of their character.  Hence there are rules to 
help simulate a character’s actions within the imaginary game world.  These rules cover knowledge, skills, 
physical and mental traits, combat abilities and magic that a character possesses.   
 

RINGS, SKILLS AND OTHER ABILITIES 

At its core, the Chimera Productions Legend of the Five Rings Role-Playing Game uses simple mechanics.  
When a player wishes to have his character take an action or use a skill, a GM determines what abilities 
the character should use to determine success or failure.  These abilities most often consist of one Ring 
and one Skill used in conjunction with one another.  Both Skills and Rings are based on a 1 – 9 rank scale.  
If the total value of the ability is high enough, the action succeeds.  More on the mechanics of Rings and 
Skills is discussed in the Character Creation Section.   
 
Rings 
The most basic representations of a character’s abilities are the Five Rings.  The Five Rings are the basic 
conceptual building blocks of the Legend of the Five Rings world.  All things, both living and nonliving, are 
composed of differing proportions of the elements that the Rings represent.  Rings represent the innate 
mental and physical abilities of a character.   
 

 
 Air is a character’s powers of observation and interpersonal skills.  
 
 

Earth is a character’s physical fortitude, stamina and defensive capability.  
 

 

Fire is a character’s mental fortitude, power and intelligence. 
 

 
Water is a character’s physical speed, flexibility, strength and accuracy.  
 

 
Void is a character’s inner focus and spiritualism.  
 

A full description of the Five Rings is available in the Character Creation section. 

 

Skills 

What a character learns through training and experience is represented by Skills.  Samurai begin 
acquiring the basic building blocks of Skills at a very young age, when they first enter a dojo (school) to 
begin training for a life of service in the name of their Clan.  Each Clan’s School teaches different Skills, and 
even within a single Clan the Skills taught at particular dojo can vary widely.  A full list of skills and skill 
details is available in the Character Creation section. 
 
Other Abilities 
Rings and Skills form the core mechanic for Chimera Productions Legend of the Five Rings games, but 
there are also many other abilities that a character may use in the game.  These include casting magic 
spells, trading favours through negotiation and special combat manoeuvres through use of Kata.  Each of 
these abilities will be discussed in the Character Creation section.  Often these abilities will refer to a 
character’s rank in a Ring or Skill. 
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TESTS AND CHALLENGES 

The use of skills is broken up into two categories, Skill Tests and Skill Challenges. 
 
Tests 
Skill Test is the term used to describe a character that is using their skills 
to achieve a particular outcome.  E.g. Creating a painting with Artisan, 
finding clues with Investigation or climbing a wall with Athletics. 
 
A character’s Skill Total in any skill is their rank in the Skill plus their 
rank in the Skill’s associated Ring.  Each Skill’s associated Ring can be 
found in its entry under Skill Descriptions. 
 
A character who has zero skill ranks in a Skill is unable to attempt a Skill 
Test, or automatically fails. 
 
Skill Tests will be assigned a Target Number (TN) by a GM in advance.  The character making the Test 
must have a Skill Total equal to or greater than the assigned TN.   
Example Target numbers are: 

 TN 3 simple test – anyone with basic training in the Skill and Ring may achieve,  
 TN 9 difficult test – those with significant training in the Skill and Ring may achieve  
 TN 15 (or more) challenging test – only those with mastery of a Skill and Ring might be expected 

to accomplish 
 
The GM does not have to reveal the TN to the test participants before they declare their Skill Totals.  Some 
TNs will be secret, so that the player does not know how hard the task is.  Other TNs might be declared 
when it is likely that the character would be able to judge the difficulty before attempting the task. 
 
Combined Skill Tests 
Some skill tests can be attempted by multiple characters working together to achieve a common goal.  
One character is designated to lead the Skills Test, and each other character is designated as assisting.  
The leader uses their Skill Total as usual and each assisting character adds +1 to the total if they possess 
at least one rank in the Skill, regardless of how many ranks the assisting character may actually have.  
 
Challenges 
Skill Challenge is the term used to describe two characters testing opposing skills against each other. 
 
Skill Challenges are worked out in much the same way as with a Skill Test except that the opposing 
character’s Skill Totals are compared to each other with the higher total succeeding.  In the event of the 
totals being equal then an offensive skill takes priority over a defensive skill.  Where necessary a GM will 
determine the outcome of ties. 
 
Bonuses to Skills Totals 
There is the potential for bonuses to be added to Skills Totals, for any kinds of Test.  Bonuses may arise 
from the use of Void Points, school techniques, spells or possibly other origins.  Bonuses to Skills Tests 
should be applied when the player declares their Skill Total, and hence before their success or failure has 
been determined.  When a bonus is used, the player must declare that the bonus is being used, and what 
its type or origin is. There may be exceptional circumstances or abilities that allow a character to decide 
to add a bonus after the result of the test has been determined.  These will be specified in the relevant 
description for the ability. 
 
For example: 
Isawa Ai is trying to decipher a mysterious scroll.  The GM who is with her declares that this test requires the 
Artisan: Calligraphy skill, and then waits for Ai to declare her skills total.  The GM has assigned a TN of 6 to 
the task, but does not tell the player as Isawa Ai would not know how complex the cipher is until she tries to 
decode it.  Isawa Ai thinks the task at hand is difficult, and is not sure if her Skill Total in Artisan: Calligraphy 
will be enough (3 Artisan: Calligraphy + 3 Air = 6 total).  She decides to spend a Void Point to get a bonus 
(+2).  She says to the GM that she is ‘spending a Void Point’ and declares her skill total as 8.  The GM 
congratulates her and tells her she has succeeded in deciphering the scroll.   

The Round-Up Rule: 

Whenever a number results in 
a fraction – for example when 
calculating ½ of a skill total, 
the result is rounded up to the 
next whole number.   

This is designed to advantage 
characters who have a small 
edge in a skill. 
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VOID POINTS  

Void is one of the Five Rings, the most esoteric and intangible of the Five Rings.  Void does not represent a 
specific metal or physical aspect.  Rather, it represents the character’s spiritual inner balance – their steps 
toward true enlightenment.  To represent this in game, a character gains a number of Void Points equal to 
his Void Ring, and may use them to enhance Skills Tests and other actions made during the course of the 
game.  Void Points represent a moment of enlightened insight or an epiphany that a character 
experiences, that moment when, for just an instant, he is at one with the universe.  A character’s pool of 
Void Points is refreshed each day after an opportunity to rest. 
  
A player may use a Void Point to enhance their character’s abilities in the following ways:  
 Temporarily increase their rank in a Skill from 0 to 1, avoiding the unskilled penalty for one Test.  

This cannot be applied to Restricted Skills, Weapon skills or during a duel of any kind. 

 Gain +2 to one Skill Total for one non-combat Test.  Due to its momentary nature, this application 
cannot be used with any item crafting, weapon skill, armour or defence skills or during a duel of any 
kind. 

 Add +1 to Skill Total when using Combined Skills Test, as an assistant or leader, provided the 
character has the required Skill. 

 When reduced to -1 Hits, to automatically stabilise and not be dying. 

A player must declare they are spending a Void Point before or at the same time as whatever action it is 
applicable to takes place.  Only one Void Point may be spent on a single Skill Test or Challenge of any kind. 
 

HONOUR 

All samurai are supposed to live according to a strict and demanding set of ethical principles known as 
Bushido (literally, the “way of the warrior”). In modern Rokugan, Bushido is integral to almost every 
aspect of a samurai’s life, and the proper way to uphold the Code is a subject of continual discussion and 
debate among all samurai.  Bushido is comprised of seven tenets, usually called Virtues.  These virtues are 
held to represent the proper way in which samurai should live and serve their lords. In its ideal form, 
Bushido values each of these virtues equally, and a samurai is expected to adhere to all of them with equal 
vehemence. In practice, however, few samurai can live such spotless lives. Moreover, every clan in 
Rokugan views Bushido in a slightly different way, according to their respective views of duty, honour, 
and life. Every clan, even the Scorpion, has its idealists who try to uphold every Virtue no matter the cost, 
just as every clan, even the Lion, contains a few dark souls who laugh at Bushido and flout its principles. 

The Tenets of Bushido 

Compassion (Jin)   It is the samurai’s duty to protect and guide the lesser folk of Rokugan.  

Courage (Yu)  A samurai must be prepared to fight and die without hesitation, whether at his lord’s 
command or simply due to unavoidable circumstance.  

Honesty (Gi)    An honourable warrior should always tell the truth.   

Courtesy (Rei)   A true samurai remains courteous and well-mannered at all times, even when facing 
his bitterest sworn enemy, or provoked with vile insults and malignant behaviour.  

Honour (Meiyo)  Every samurai stands in judgment over himself, at all times. A samurai without 
Honour cannot truly follow the other virtues of Bushido, for he is merely acting as 
others expect, not as his own sense of honour demands.  

Sincerity (Makoto) A samurai who shows a lack of dedication and sincerity in his actions, who acts and 
behaves without absolute commitment, is a samurai who fails his lord and his clan. 

Duty (Chugo)  A samurai must always be ready to serve his lord in whatever way is required, no 
matter what the cost.  
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Honour primarily reflects how an individual samurai rates his personal ability to adhere to the tenets of 
Bushido and fulfil the duties assigned to him by his lord.  While Honour is primarily internal, there is an 
external component to it as well, as a samurai’s Honour may greatly impact how he carries himself and 
thus how others perceive him. 

Honour Ranks 

Honour is tracked in ranks on the scale of 1 to 9.  Honour is gained or lost in ranks, and thus a change in 
Honour may imply a large change in the character’s moral standing.  Honour Ranks can be roughly 
described as follows: 

Honour Rank 0: Honourless Dog  

Those individuals with Honour Ranks 0 do not adhere to or even recognize the tenets of Bushido, and 
mock those who are restricted by such an antiquated code of conduct.  Individuals of this sort cannot be 
trusted, and value only their own interests and well-being at the expense of anyone and anything else.  
Criminals fall into this category.  Honour cannot fall below 0. 

Honour Ranks 1-3: Untrustworthy  

While characters of Honour Ranks 1, 2 and 3 are not particularly honourable, they at least pay lip service 
to the concept and make a marginal effort to uphold principles under certain circumstances.  Perhaps this 
is a vestige of the individual’s upbringing, or perhaps he only wants to avoid completely dishonouring his 
clan or lord through his actions.  Still, the most important thing to a man of this calibre is himself, and 
very little can convince him otherwise.  

Honour Ranks 4-6: What Is Expected  

Characters of Honour Ranks 4, 5 and 6 understands the strength inherent in the code of Bushido.  They 
are the standard against which most others are measured. Such samurai make an effort every day to 
adhere to the tenets of Bushido and to bring Honour and glory to their families and clans.  Still, they are 
human and flawed individuals.  As such they fall short of their potential on occasion, but not so much that 
they spiral downward into shame and disappointment.  

Honour Ranks 7-9: Exceptional  

Samurai of Honour Ranks 7, 8 and 9 are rare individuals who have managed to put aside their personal 
feelings and concerns, replacing them with zeal for duty and Bushido.  To some, these men and women 
are paragons of virtue who are to be respected and admired, while to others, they are rigid and inflexible 
disciplinarians unwilling to deviate even slightly from their own intractable code of conduct.  

The Strength of Honour  

One of the greatest benefits of having a high Honour Rank is that characters can rely upon their Honour to 
aid them in resisting temptations or manipulations that a true samurai should turn aside easily.  
Characters add their Honour Rank to the total of their Fire Ring (and any bonuses) to resist Fear effects of 
any kind. 

Gaining & Losing Honour  

A character gains and loses Honour depending upon his actions.  An honourable character who commits 
dishonourable acts will quickly find his Honour Rank reduced.  Conversely, a character with a low Honour 
Rank who commits honourable acts may find his Honour Rank increasing accordingly.  The amount of 
Honour gained or lost by any particular action, however, depends upon how honourable the character 
committing the act is. 

Honour examples 

The following is an example list of what factions may gain or lose a character Honour ranks.  This list is 
neither exhaustive nor prescriptive – that is, any action a samurai makes can be judged through the prism 
of Honour.  A character with low Honour ranks (e.g. 0 – 3) might commit actions on the Honour Loss table 
without regret, and lose Honour only for the most serious offences.  The same samurai has a greater 
chance of gaining Honour for practicing the actions that lower in the Honour Gain section.  Conversely, a 
high Honour samurai (Honour 7 – 9) is at risk of losing Honour for in most minor breaches and 
dishonourable behaviour, and will have to make unusually honourable acts in order to gain ranks. 
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Honour Loss (least to greatest) 

o Lying to bolster your reputation 
o Serious breach of etiquette 
o Accepting a bribe 
o Enduring an insult to your family or clan 
o Fleeing from battle 
o Being an accomplice to a crime 
o Duped into performing a dishonourable act 

(depends on the kind of act) 
o Enduring an insult to your ancestors 
o Disloyalty to lord, spouse, or superior 
o Disobeying a lord’s command 
o Using false courtesy to gain advantage over 

an enemy 
o Manipulating another into dishonourable 

behaviour 
o Blasphemy (betraying the Celestial Order, 

using Maho, etc.) 

 

Honour Gain (least to greatest) 

o Ignoring another’s dishonourable behaviour 
o Enduring an insult to yourself 
o Following orders despite personal 

misgivings 
o Acknowledging a superior opponent 
o Showing sincere courtesy to enemies or 

rivals, aiding a wounded enemy 
o Showing kindness to one beneath your 

station 
o Giving a truthful report at your own 

expense 
o Fulfilling a promise despite great personal 

cost 
o Facing a superior foe in the name of your 

family 
o Protecting your clan/family/lord’s interest 

despite great risk to yourself 
o Accepting responsibility for a superior’s 

shameful action 

For example: Shosuro Gennosuke (Honour 2) utilises poisons during an event.  He is a Low Honour character, 
his internal morality is thus unaffected by the idea that poisons are dishonourable, so he does not lose 
Honour for this action.  Later in the event, he is tempted to use Maho magic to gain the advantage over his 
enemy.  Despite his low Honour, Shosuro Gennosuke knows that it would be a betrayal of his Clan and worse 
to succumb and use the blood-magic.  If he did so, Shosuro Gennosuke would lose Honour.  Finally, Shosuro 
Gennosuke faces his superior to report on his duty.  Gennosuke and his allies have failed in the duty they were 
set.  Shosuro Gennosuke is a skilled liar, and could easily blame the failure on his allies.  But Shosuro 
Gennosuke chooses to follow the path of Loyalty, and reports faithfully that some of the failure was his own 
fault.  Shosuro Gennosuke may earn a rank of Honour for reporting his failure truthfully. 

For example: Akodo Ookami (Honour 7) is in an inn with many other samurai.  The samurai are drinking a 
lot to keep away the winter cold, and some of them are very rowdy.  A samurai-ko starts speaking loudly and 
insulting those around her.  While some other react, Akodo Ookami sits peacefully and ignores the 
dishonourable behaviour.  He gains no Honour for this, as it is what is expected for a High Honour character.  
When the samurai-ko begins insulting him directly, Akodo Ookami remains calm and accepts her insults, also 
an honourable action.  But when the samurai-ko turns her insults to his family, his Clan and even his 
ancestors, Akodo Ookami may lose Honour if he did not defend this insult.  He declares that she is wrong and 
swears to prove it with his blade.  The samurai-ko accepts his offer of a duel to first blood.  Outside the inn, 
when he sees her stance, Akodo Ookami realises that he is facing a very skilled duellist, despite her 
inebriation.  But it would be dishonourable for him to back down and accept the insult.  Thus he faces the 
superior opponent, and loses the duel.  Akodo Ookami faces personal humiliation for losing the duel, and 
must be silent while the samurai-ko delivers her insults.  But for facing a superior opponent – and his 
consequent humiliation – in the name of his ancestors, Clan and family, Akodo Ookami gains Honour. 

Sometimes, it can be very unclear as to whether an action is honourable or not.   

For example: Kitsuki Kiboko (Honour 5) is a magistrate, and strives to do her duty, but is often confronted 
with difficult situations.  During an event, Kitsuki Kiboko is required to investigate and stop a peasant 
uprising.  She discovers that the peasants are angry because their lord treats them very harshly, punishing 
and taxing them until they fear for their very survival.  Kitsuki Kiboko could choose to help the peasants and 
reveal their lord’s actions, or she could execute the leaders of the rebellion and thus put down the revolt.  
Protecting the peasants is what her own moral choice would be, and what is expected of her as an Honour 5 
character, so she may not gain Honour for this act, but she risks losing Honour if she disobeys the command 
of the lord.  Conversely, if she executes the peasants, she will be aiding the lord’s dishonourable act, but also 
fulfilling her duty despite her personal misgivings.  No matter what her actions, Kitsuki Kiboko is in a tough 
situation and may not be able to find a completely honourable alternative.   
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GLORY AND INFAMY 

Glory and Infamy are a measure of an individual’s fame throughout the Empire as a result of personal 
accomplishments.  Unlike Honour, Glory and Infamy can be very fluid and can vary wildly from the results 
of a single duel, skirmish, or battle. 

Glory 

Glory is a measure of fame and good reputation.  An individual known for great accomplishments or good 
deeds may have high Glory.  Individuals who participate in sensational events, such as military officers or 
duellists, are more likely to have high Glory, while mild-mannered or unobtrusive individuals, such as 
scholars or scribes, are far less likely to be recognized.  Surprisingly, socially high-ranking individuals 
such as the Emperor or the daimyo of the Imperial families have a relatively low Glory, because they are 
so unlikely to be recognized when outside of the trappings of their positions and unaccompanied by their 
retinue.  There are few in the Empire, after all, who would recognize the Emperor if he were travelling in 
simple clothes without his legion of bodyguards and attendants? 

Infamy 

Characters who gain fame for committing criminal or dishonourable acts may instead be given Infamy, 
which is similar to Glory in all respects save that it inspires fear and revulsion rather than awe or respect.  
It is gained in exactly the same manner, but for heinous and fearsome acts, typically those that would 
normally cause a loss of Honour.  Individuals with Infamy may be recognized in the same manner as those 
with Glory, but the response of those who recognize them is vastly different.  If a character has both Glory 
and Infamy, the total Ranks should be combined to determine the likelihood that the character is 
recognized.  

Glory and Infamy mechanics 

Glory and infamy exist as a dual track, with points of 0 to 99.  Samurai may gain Glory or Infamy for taking 
actions during events, such as fighting in battles, public duels, displays of artistic talent, and a vast 
number of other ways.  A GM awards Glory or Infamy for deeds during game play.  Any awards or 
penalties should be noted on the character sheet as soon as possible. 

If a character’s Infamy exceeds their Glory, the samurai is at risk of being warned or punished by their 
clan, as the samurai is shaming their clan.  Excessive Infamy, even for very glorious samurai, may attract 
the attention of the law. 

Infamy may be reduced by admitting and accepting punishment for the related indiscretion. On occasion, 
there may be other opportunities to reduce Infamy such as having a courtier defend the actions or alter 
the reputation by spreading rumour in courts.  This would typically be traded against a reduced Glory 
gain (i.e. reduce infamy rather than gain glory). 

A high Glory or Infamy rank does not grant a character any specific mechanical game benefits.  However, 
it is much more likely that a famous character will be recognised by others, both peasant and samurai 
alike.  A famous or infamous character may find themselves sought out by others – to fulfil a task, to make 
a performance of art or maybe to pay for their crimes.  Glory is a measure of fame, not prestige, and those 
who have lower Glory than a samurai are in no way obligated to obey him.  They are however expected to 
show him the proper respect for one of his reputation. 

Example ranks: 

Glory       Infamy 

10 Samurai of no great renown  10 Bandit 

30 Clan Magistrate    40 Ruthless war hero 

70 Family Daimyo    80 Ninja 

99 Emerald Champion    90 Dark Lord of the Shadowlands 
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STATUS AND SOCIAL POSITION 

The Emerald Empire has a very complex social structure.  Title and status is important in Rokugan, but 
there is no numerical game mechanic to represent this.  Characters are expected to act as appropriate for 
their station and give the appropriate respect to others based on their social position.  Characters who 
gain a higher station within the Rokugani social order will be granted titles to reflect this.  Titles might 
include a military rank, political position, magistrate duties, or even marriage to more important samurai.  
When a character is granted a title or a prestigious posting, the character will be issued with a scroll 
listing the characters title, rights and responsibilities. 

MONEY AND TRADE 

Commerce is looked down upon by the samurai of the Empire, but the buying and selling of 
goods is important to the stability and well-being of the Empire.  The currency in Rokugan is 
known as the Koku and is derived from how much rice a samurai could eat in a year.  The 
denomination of the currency is split into two smaller coins as follows: 

1 Koku = 5 Bu = 50 Zeni 

The average cost of most things such as a night’s stay at an inn or a pork bun in a stall is only a few zeni.  
Really expensive items such as rare Gaijin artefacts like the ‘sizors’ (scissors) can cost a samurai large 
amounts of Koku.  Most samurai find buying and trading beneath them and often either have servants 
deal with the commercial aspects of trading.  When in a situation where they must pay money, a samurai 
might simply toss coins onto the table, having no real idea as to the value of the coin.   

Frequently, samurai do not actually pay for things in coin at all.  Much of a samurai’s necessities are 
provided for by their Clan.  When a samurai visits the lands of another Clan, the local samurai may also 
provide for them as a mark or respect, treating the samurai as guests.  Often peasants will give samurai 
food, lodging or simple items out of respect (or fear), without the samurai even having to think about 
paying coin.   

However, for the peasants, merchants, ronin and other lesser classes, money is a necessity, a fact of life.  A 
shrewd samurai who is able to put his wealth to use among the lower people of the Empire may find 
themselves rewarded by financial gain.  A samurai skilled in the art of Commerce may use wealth to 
influence those of non-samurai status including peasants, criminals, eta, ronin, etc., – see the Commerce 
skill for further information. 

GIFTS AND FAVOURS 

Where a merchant deals with the currency of money, Courtiers deal in the very real currency of favours.  
Doing something for someone can often grant successful courtiers a return benefit from a Clan or an 
individual.  A Courtier can spend these favours to obtain gifts or other effects that may ordinarily be 
unavailable to a player.  Gifts and effects may be minor – such as a piece of equipment, or a useful piece or 
information; or of great significance, such as a position in the Emerald Magistrates or perhaps entry into a 
prestigious school.  However such valuable gifts are expensive and may require many favours to obtain. 

The exchange of favour for gifts or effects is dependent on the clan with whom the exchange is made.  For 
example, asking for a spell scroll of the Phoenix is a valuable commodity.  Offering the Phoenix favours 
from the Lion clan may not yield very good results.  To yield the desired scroll, the non-violent Phoenix 
Clan might request more favours from the warlike Lion clan, but fewer from the Crane, their more 
peaceful allies.  Thus the amount of favours required to achieve a certain end may vary depending on the 
situation within the Empire, or the individual samurai, and it will be up to the courtier to investigate such 
prices before striking any bargains. 

While a Bushi or a Shugenja characters may acquire a favour through game play, the spending and trading 
of such favours is done through the use of Courtier abilities only.  Courtier characters may trade favours 
on behalf of the Bushi or Shugenja to assist in acquiring the gift specified. 
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Favours may also be obtained from the lower elements of society, such as merchants, yakuza gangs 
(criminals), bandits or other less than savoury types. Although these favours could not be exchanged in 
the presence of honourable characters, the value of these favours can assist in ways that a regular Clan 
favour cannot.  Commerce is the skill associated with using these ‘low’ Favours. 

Favour tokens 

Favours possessed or granted by samurai are represented in-game through the use of favour tokens.  
Favour tokens may be used or traded to achieve a samurai’s goals.  Each favour token can only be used 
once and will have the name of the giver of the favour as well as the recipient on the favour token.  

Favour tokens are in-game items, but these represent an esoteric and intangible thing – goodwill between 
samurai.  Thus, Favour tokens may never be stolen or transferred between characters (including spent) 
without the specific permission of the owning character.  A Favour token will specify the name of the 
person giving the token, the Clan of the giver, and the original receiver (owner). 

Favour tokens may be ‘spent’ or used by a Courtier, even if the Courtier is not the owner of the tokens, as 
long as the owning character is fully consenting.  Thus, a group of characters might choose to pool their 
Favour tokens to achieve a particular outcome, such as gaining a Crab guide in the Shadowlands.  As long 
as every character agrees, their Courtier friend is able to utilise their Favour tokens in negotiation, and 
‘spend’ them on behalf of the non-Courtier characters. 

Favour tokens may be traded between consenting characters, with the ability gained by Courtiers at their 
second school rank.  With this ability, a Courtier may negotiate with a character and the gifting Clan or 
individual to transfer the goodwill from one character to another.  When a Favour token is formally 
traded, the original owner gives up all right to control that Favour.  This function can only be conducted 
with both the original owner and new receiver present, and with the oversight of a GM.  The GM will write 
the name of the new owner on the token.  

Favour Examples 

The following is an example list of what favours might be traded for, and an indicative number of favours 
that might be required.  This list is neither exhaustive nor prescriptive – that is, items or gifts may vary in 
the type available and number of favours required throughout the game.   

One or two Favours 

o Minor item of reasonable quality (tea set, 
calligraphy set, jewellery, healers kit, etc.)  

o A scholar to lecture on a common Lore topic 
o An item of up to a few koku in value 

Three to five Favours 

o An artwork of particularly fine quality 
o A Crane duellist as a champion for a 

non-lethal duel 
o Invitation to a Clan court 
o Introduction to a powerful lord or noble 
o An item of up to ten koku in value 

More than five Favours 

o A pardon for a minor crime or offense 
o A Crab guide in the Shadowlands 
o A skilled artisan commissioned for a work 
o A magistrate’s attendance to an investigation 
o A tutor for a an esoteric Lore topic or Skill 

(possibly a sensei for a Restricted Skill) 
o A vessel for a coastal voyage 
o Introduction to a Clan Daimyo 
o An item of up to twenty koku in value 

More than ten Favours 

o Opportunity for a marriage to a lesser child 
of a daimyo 

o Stewardship of a historical and/or important 
artefact 

o A personal assistant from the offering Clan 
o A ranking clan position such as magistrate or 

military posting 
o An item of up to forty koku in value 

More than twenty Favours 

o A master duellist to serve in a duel to the 
death 

o A service from a high-ranking Clan samurai 
o A ranking position in the Imperial 

bureaucracy such as Emerald Magistrate 
o An introduction at an Imperial Court 
o A very valuable or unusual item, potentially a 

minor nemuranai (magic item) 
 
 
 Use of high levels of the Courtier Skill may 

also improve the results when trading in 
Favours.  See the Courtier skill description. 
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THE TAINT 

The evil of Jigoku, the realm of evil, is an insidious plague on the people of Rokugan.  It’s corruption and 
seductive call of greater power has tempted more samurai than can be counted.  This corruption is known 
as the Taint.  It seeps into the world through various spirit gateways – most notably and fearsomely, the 
Festering Pit in the centre of the Shadowlands – and spreads relentlessly through Ningen-do, infecting the 
living, re-animating the dead, perverting and distorting plants and animals, even the very soil and water.  
Early generations of Rokugani shugenja and scholars speculated that the Taint was a “sixth element” in 
the world – the element of Corruption – and that it sought to consume the other five.  In more recent 
years they have come to a somewhat more sophisticated understanding, recognizing the Taint as the 
contamination of Jigoku, the Realm of Evil.   

The Taint behaves much like an infection or disease, spreading through contact and infestation, but it 
possesses a will and purpose that no real illness can match.  As the direct manifestation of Jigoku, its goal 
is to corrupt everything it touches, and it subverts the mind and soul just as readily as the body.  And 
unlike a normal disease, the Taint is almost impossible to get rid of – once its touch has corrupted 
something, it remains forever after, growing steadily and eating away at the purity of its victims.  Living 
creatures infected by the Taint succumb to strange mutations, exhibit unnatural strength and eerie 
powers, and become violent and malicious as the Taint subverts their thoughts and dreams.  Corpses 
suffused with the Taint re-animate as undead abominations, seeking to destroy everything around them. 

Taint ranks: 

The Taint is the manifestation of Jigoku’s power, and as such, it seeks always to spread the nature of the 
Realm of Evil – to spread violence, hate, terror, pain, and destruction.  It twists and mutates everything it 
touches, perverts every urge and desire into the worst imaginable outcome, destroys life and empowers 
death.  Living creatures who are badly Tainted begin to exhibit unpleasant mutations – skin turns pale, 
hair falls out or becomes coarse or greasy – and as the Taint grows these mutations become more and 
more grotesque.  Even worse are the mental and spiritual symptoms.  Those who are Tainted begin to feel 
violent and sickening urges, hearing voices in their minds that urge them to evil and destruction.  
Eventually, if left unchecked the Taint will wholly consume its victims, turning them into terrible 
monsters.   

Taint is tracked on the scale of 1 to 9.  The mental and physical effects of Taint for characters are as 
follows: 

Taint Rank 1 to 3 

No physical or mental effects are patent.  The character is vulnerable to Taint affecting magic, etc., 
however Jade does not yet burn on physical contact. 

Taint Rank 4 to 6 

The character becomes aware that they are Tainted.  Mental and physical symptoms occur (discuss with 
GMs).  The Taint is not necessarily visible to a casual observer.  Jade will burn the character on physical 
contact.  At this rank a samurai may seek help or retire from active duty to control the infection. 

Taint Rank 7 to 9 

The Taint becomes visible, physical and mental effects are now very difficult to conceal or control.  The 
character will usually be given the choice of seppuku or serving on the Wall until they die to retain their 
honour. 

If the Taint progresses beyond rank 9, the character becomes Lost, their mind completely consumed by 
the influence of Jigoku.  The player loses control of the character, and the GMs will determine their 
actions. 
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Gaining the Taint 

The Taint can be gained in a number of ways.  A character can be born with it – usually represented by 
taking the appropriate disadvantage.  They can be infected with it by either eating Tainted food or 
spending time unprotected in the Shadowlands, a Tainted region south of Rokugan.  A character can cast 
spells that draw on the power of evil, granting the Taint or they can be injured by a Tainted creature. 

Taint is gained in ranks, irrespective of Taint already possessed.   

Taint is similar to other poisons and diseases – it is resisted by Earth.  Taint may be inflicted via injury 
from some creatures, or spells, etc.  When a Tainted creature attacks, it may call a special damage effect 
(Taint).  The effect applies if the character is hit with a weapon, claw or spell, regardless of whether the 
character is wearing armour or other protection.  See the Damage Calls and Effects section in a later 
chapter for detailed on resisting this Taint effect.  A character may not gain more than one rank of Taint 
per encounter, except if they purposefully draw on the Taint – see ‘Drawing on the Taint’ below. 

For example , an Oni calls ‘Double Taint 3’ on an attack.  Characters hit by this attack with Earth 2 or gain 
+1 rank of Taint, characters with Earth 3 or greater resist it with no ill effect.   

Protection from the Taint 

Protecting yourself against Taint is done through the use of the spiritual stone, jade. Wearing jade in the 
Shadowlands can withstand the effect of the Taint in the region, usually for up to a week at a time before 
succumbing to its insidious effects, slowly rotting and turning to filthy black oil.  Wearing jade cannot 
protect from Taint gained through direct means – through injury or spell effects.  Creatures or people who 
carry the Taint cannot stand the touch of jade.  It burns their skin on contact.  Some spell effects will also 
produce a burning pain within Tainted creatures.  Jade is scarce and is not normally available to 
characters outside of the Crab provinces and is quite expensive outside of these lands.   

Drawing on the Taint  

Taint ranks may be drawn on for bonuses similar to Void Points.  A character must already possess at 
least one rank of Taint to be able to use any of these effects.  A character may only draw on the Taint after 
they become aware of their infection.  Drawing on the Taint automatically gains the character +1 rank of 
Taint, with no exceptions.  Drawing on the Taint is a conscious action, and thus may lose the character 
Honour for essentially committing blasphemy (depending on their Honour rank).   

A character may draw on their Taint (and gain +1 Taint rank) to:  

 Enhance their physical abilities, adding their Taint rank to a Skill Test or Challenge.  This is usually 
only applicable to physical tests, and is not applicable to item crafting, weapon skills, defensive 
skills or during duels. 

 In combat add +1 rank of damage for their next strike.  The effect is for the next attempted weapon 
strike only.  The character gains +1 Taint rank regardless of the effectiveness of the strike (i.e. 
whether it was parried, dodged, or landed successfully). 

 Heal themselves or to avoid death.  The character must concentrate for 30 seconds, as the Taint 
seals over wounds and restores their strength.  The character regains all lost Wounds.  This ability 
may be used even when unconscious and/or dying.  This does not affect Ring penalties. 

A player must inform a GM as soon as possible (before or after) drawing on the Taint, so the increase can 
be recorded.   
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PC murder: 

The killing of a player character by another 
player character, without serious in-game 
justification (such as a posted bounty, or a 
legal lethal duel, etc.), is treated as murder 
and is considered a grave offence.  No one 
enjoys having their character murdered by 
another for a small amount of money, a 
minor insult, etc.  Such actions are likely to 
result in the murderer character being 
judged as unworthy by Emma-O and 
therefore denied Kharma points in the 
future, independent of any other 
consequences they may face.  Please 
consider other player's feelings when 
considering such actions. 

DEATH AND KHARMA 

The Rokugani have long accepted that most souls are reborn, returning to live new lives in mortal bodies 
– a belief that goes back to the dawn of the Empire and the first teachings of Shinsei.  However, they also 
worship their ancestors, a seeming contradiction.  Modern Rokugani have come to believe that each soul 
has a destiny, a goal for which it is intended.  So long as that destiny goes unfulfilled, the soul will be re-
born again and again, returning to the mortal world in a new body.  Only when a soul’s specific destiny is 
fulfilled is it allowed to enter Yomi, the Realm of Sacred Ancestors, and leave the Celestial Wheel.  This 
concept of reincarnation is a key element of Rokugani theology, for it means they are taught not to fear 
death.  Death, after all, is merely passage to another life.  

During a lifetime, a soul accumulates kharma – a burden of good and bad deeds, those which guide it 
toward its destiny and those which drag it away on the path of sinfulness.  When people die, their souls 
carry this kharmic burden into the afterlife, and the Fortune of Death, Emma-O, assigns their rebirth 
accordingly.  A samurai soul deeply burdened by bad kharma may be reborn as a peasant, an eta, or even 
condemned to become a gaki (hungry ghost) for a few decades.  Conversely, those who have lived well, 
avoided sin, and fulfilled their duties are liable to be reborn in a higher station.  Thus, all inhabitants of 
Rokugan have a powerful spiritual incentive to accept and obey the social order, and to fulfil their duties 
to the best of their ability.  

Kharma game effect 

When a player character dies, the soul of the character is judged by the Emma-O.  The Fortune is not 
known to be very forgiving, but is always scrupulously fair.  The majority of humans, whether peasant or 
samurai, are judged as being worthy to be reborn into the cycle of the Celestial Wheel.  However a soul 
may instead be punished for many reasons, including gross blasphemy of the Celestial Order, perhaps by 
conducting maho or the creation or manipulation of undead during their life, and occasionally atrocities 
such as murder.  

If the character is judged to have been worthy, the player is entitled to a share of the experience that 
character had earned, which may be spent on a new character.  The player gains 1 CP per event played 
with the dead character (irrespective of the duration of these events).  These CP are called Kharma points, 
and function like experience gained CP, except for one caveat (see character creation). 

If the soul of a character is judged to be unworthy by the Emma-O, the player may not receive Kharma 
points for this character.  The award - or denial - of Kharma points remains at the GMs discretion, 
however the GMs undertake not to deny Kharma points unreasonably.  The award or denial of Kharma 
must always be discussed with the player after the death of their character.  Three GMs present at the 
event – representing the Fortune of Death Emma-O, the Fortune of Mercy Jizo and the character’s 
Ancestors – must agree to deny Kharma points.  Similarly, three GMs may choose to award additional 
Kharma to a particularly deserving character – such as for a death involving heroic sacrifice.  

A player must spend all of the Kharma points gained from the 
death of a character on one new character - the points may 
not be saved or split over multiple characters.  This 
represents the cycle of rebirth - a soul is reborn complete, not 
split into parts.  

A new character created with Kharma points is not technically 
the soul of the old spirit reborn - the rebirth process takes 
years.  Hence the new character does not have any knowledge 
or spiritual connection to the dead character.  However a 
player may choose to have the new character related by 
family to the old one, e.g. their brother, sister, cousin, etc.  
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COMBAT RULES 

Samurai are warriors built for war.  This section will define the rules on combat, how damage is done, 
how armour and defence work and what happens when a character is dying.  Combat also covers duelling 
which can be found at the end of the section. 

DAMAGE 

Damage is dealt with any attack from a weapon or spell that calls a damage number. Every time an attack 
is made, regardless of the type of attack, a word will be called out to represent the amount of damage that 
attack does.   

In order to distinguish between damage dealt and all other types of Skills Tests and ranks in the game 
system, special words are used only for damage calls.  These words reflect the damage dealt in Hits.  The 
words are: 

Single 1 Hit  Hex 6 Hits 

Double 2 Hits  Sept 7 Hits 

Triple 3 Hits  Oct 8 Hits 

Quad 4 Hits  Nona 9 Hits  

Quint 5 Hits  Deca 10 Hits 

In excess of 10 Hits, use just the English number– e.g. Eleven = 11 Hits. 

For example a call of ‘Single’ means the attack does 1 Hit, a call of ‘Triple’ means the attack does 3 Hits.   

How much damage a character does with any specific attack is dependent on their Skill and Ring ranks.  

For weapons, Damage is calculated by:  Damage (Hits) = (Water + Weapon Skill + bonus)/5 (rounded up)  

For Example, Hida Hei has a Heavy Weapon skill 7 and a Water of 5. His total for his damage with Heavy 
Weapons is 12/5 = 2.4. As we round up, to 3, Hida Hei deals ‘Triple’, or 3 Hits with his heavy weapon. 

A character with no ranks in a Weapon skill deals no damage with weapons from that category, regardless 
of their Ring value or skill bonuses.  Extra damage may become available by finely crafted or magical 
weapons (nemuranai).   

The following table represents the scale of damage to Weapon Skill rank and Water Ring rank. 

Water 1 2 3 4 5 6 7 8 9 

Skill 
0 

No 
DMG 

No DMG No DMG No DMG No DMG No DMG No DMG No DMG No DMG 

1 Single Single Single Single Double Double Double Double Double 

2 Single Single Single Double Double Double Double Double Triple 

3 Single Single Double Double Double Double Double Triple Triple 

4 Single Double Double Double Double Double Triple Triple Triple 

5 Double Double Double Double Double Triple Triple Triple Triple 

6 Double Double Double Double Triple Triple Triple Triple Triple 

7 Double Double Double Triple Triple Triple Triple Triple Quad 

8 Double Double Triple Triple Triple Triple Triple Quad Quad 

9 Double Triple Triple Triple Triple Triple Quad Quad Quad 

 

For spells or other effects, damage may be dependent on a specified Ring or Skill.  See the ability or spell 
description to determine damage. If a, spell or special ability indicates +1 damage rank, the attack does +1 
Hit of damage.  This means the damage call word changes – for example increasing from ‘Triple’ to ‘Quad’. 
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WOUNDS AND HITS  

Each character or creature in the game has a certain amount of Hits that measure the amount of damage 
that they can sustain before it they are incapacitated or killed.  The damage inflicted by any attack takes 
away a corresponding number of Hits from the character.   

A character has two pools of Hits.  These are called Wounds and Hits.  

Wounds 

Wounds represent a character’s own physical form, and the punishment it can take before becoming 
incapacitated by injury and pain.  A character’s Wounds are calculated from their Earth Ring.  Every 
character begins play with 3 Wounds and then adds their level of Earth to the total. 

For example: Hida Hei has 5 Earth so his Wounds would be his base of 3 + his Earth of 5 granting him a total 
of 8 Wounds. 

A character reduced to zero or less Wounds in incapacitated or dying, see the sections below.  A character 
who has lost Wounds may be healed using magic or the Medicine skill. 

Hits 

Hits represent a character’s extra or external defensive abilities.  This may include wearing armour, using 
the Defence skill or magical effects.  See the Armour and Defence section for the calculation of Hits. 

The character adds their defensive Hits total on top of his Wounds.  These additional Hits are used up first 
in combat.  When a character’s Hits have been reduced to zero, the character starts taking actual damage 
to their body, Wounds.   

For example: Hida Hei has 8 Wounds and 6 Armour Hits.  Hida Hei may take 6 Hits of damage before he 
starts taking physical injury.  When Hida Hei has taken 6 Hits, any further Hits taken are removed from his 
Wounds pool.  Hida Hei may then take 8 Wounds (i.e. up to a total of 14 damage) before he is incapacitated. 

A character who has lost defensive hits, but not Wounds, may restore those hits in a number of ways, 
depending on the defensive ability used.  Healing does not restore defensive Hits. 

ARMOUR AND DEFENCE 

Armour 
Wearing approved armour gives additional defensive Hits to the wearer.  The extra Hits are equal to twice 
the character’s skill level in Armour.   
 
For example: Hida Hei has an Armour skill of 3. This grants him an extra 6 Hits in combat. 
 
Armour Refit 
An armour wearer may step away from combat to refit their armour.  They must sit, kneel or otherwise 
be obviously unthreatening and role-play making adjustments and fixing up their armour for 30 seconds 
counted aloud.  
If the character is disturbed in any way or conducts any other action during this time, other than a few 
spoken words, the armour refit fails and they must restart the count.  
If completed, the armour value of hits is restored to its full capacity.  
This action can be taken a number of times per event equal to the character’s Armour Skill rank.  
 
After a set of armour has been refitted the maximum times at a 
single game event, the armour will require repair.  If a set of armour 
is allowed to be reduced to zero hits, and no further armour refits 
are available, the armour is damaged beyond repair, and 
replacement is required.  If an armour set has any Hits or refits 
remaining, an Armoursmith may carry out repairs.  See the item 
creation rules for details on repairing armour. 

Repairing Armour  

A character may use the 
Armoursmith skill to repair armour 
and restore refits at the rate of one 
refit per skill rank per hour.  The 
smith must have access to the right 
tools and materials to do so. 
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At any time during the 60 
second grace period, a 
character may spend a 
Void Point to 
automatically stabilise 
and return to 0 Wounds. 

Defence 
When not wearing any armour, using the Defence Skill gives additional defensive Hits to the user.  The 
extra Hits are equal to the characters skill level in Defence Skill. 
 
For example: Isawa Ai has a Defence skill of 4. This grants her an extra 4 Hits in combat (as long as she is not 
wearing Armour). 
 
Second Wind  
A character may step away from combat to get a second wind. The character must sit, kneel or otherwise 
be obviously unthreatening and roleplay the effort of resting, meditating, etc., for 30 seconds.  
If the character is disturbed or conducts any other action during this time, other than a few spoken words, 
the second wind fails and they must restart the count.  
If completed, the character’s Defence Hits are restored to full capacity.  
This action can be taken a number of times per day equal to the character’s Defence Skill rank.  
 
Magic Armour  
Some magic spells may grant armour to a character.  This armour is considered Magic Armour and gives 
additional Hits based on spell description.  These hits are lost first, before Defence or Armour hits. These 
types of hits cannot be regained except by a new casting of the spell, and last only for their listed 
durations.  See the Magic section and individual spell descriptions. 
A character may not have more than one armour spell active on them at a time.  If two spells are cast on a 
single target, the spell with the higher Mastery Level becomes active and the other spell effect is lost.  If 
two spells are equal, the newer spell becomes active.  
 

DYING (NEGATIVE WOUNDS) AND RING PENALTIES 

A character is conscious and able to act so long as they have a positive Wounds total.  When a character 
takes more damage than their defensive Hits and Wounds total, they may be unconscious or dying. 

Incapacitated (0 Wounds) 

A character that is brought to 0 Wounds becomes incapacitated but is still alive, needing rest and healing 
before being able to act.  The character may no longer walk or take any actions, but may speak.  The 
character may or may not be conscious of their surroundings.  At or near 0 Wounds players are 
encouraged to roleplay the character as very badly wounded. 

Dying (-1 Wounds) 

When damage reduces a character to less than 0 Wounds, the character becomes unconscious and is 
dying.  An unconscious character is unaware of their surroundings and may not (actively) participate in 
any in-game actions.  The character is automatically defaulted to -1 Wounds, regardless of the actual 
amount of Wounds they may have taken, nor can they take any more damage.  This character has 60 
seconds to receive healing or they will die.  This is called the ‘grace period’. 

When a character falls to -1 Wounds, the player should lie down.  (If it is 
unsafe to lie down, the player can kneel or in some other way remove themself 
from the combat environment.)  The player should start counting their 60 
seconds grace period aloud, to indicate to the GMs and other players that the 
character is dying.   

If possible, notify a GM immediately that the character is dying, and the GM 
will assist in the countdown and monitoring any healing actions.   

If a character is dying and their countdown elapses, the character is dead.  There is no magic or healing 
abilities that can help a dead character.  There is no resurrection magic in Rokugan.  Inform a GM as soon 
as possible if your character has died. 

Stabilising the Dying 

In order to stabilise a dying character, another character must use either a healing spell or the Medicine 
Skill to raise them off of -1 Wounds.  This is usually achieved by healing at least 1 Wound (to 0 Wounds). 
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A bandage prop used to heal 
wounds should be tied onto the 
healed character.  The character 
should wear the bandage until 
the following morning, although 
the Wounds are healed 
immediately.  The healed 
character is responsible for 
returning the bandage prop to 
the healer.  The prop may not be 
re-used in the same game event.   

Any action commenced to heal or stabilise character freezes the dying countdown (grace period).  If 
healing actions are not completed for any reason, the dying character must resume the countdown from 
the point at which it was suspended (i.e. not beginning at 60 again). 

Ring Penalties 

There are some effects, including spell effects, poisons and diseases that affect a character’s Rings 
directly, rather than just their Wounds. 

 If a character’s Ring rank in any element is reduced to zero, the victim is immediately 
incapacitated or impaired in a manner that reflects the reduced Ring (see below).  

 If a character’s Earth Ring rank is reduced to -1, the victim is dying and enters the 60 seconds 
grace period. 

 If a character’s Ring rank in any other element is reduced to -1, the victim is unconscious or in 
another way insensible, but is not dying. 

The following describes the types of impairment that may be experienced based on the Ring affected: 

 Earth - nausea, coughing, weakness, faintness or similar effects of the body 

 Air - deafness, blindness, difficulty speaking, numbness, dizziness, and other sensory effects 

 Water - muscle weakness, paralysation, lethargy, clumsiness, slowed reactions, lack of balance, or 
similar muscular/nerve impairment  

 Fire - dizziness, sleepiness, confusion, hallucinations and other mental impairments 

Treating a character that is dying or is affected by a reduced Ring depends on the origin of the effect.  See 
poisons and diseases, Healing and Medicine Skill, and Magic sections for the different effects. 

HEALING 

Healing in Rokugan takes two forms, using the magic of the kami to heal wounds or by the use of the 
Medicine Skill. 

Casting of spells in order to heal a person takes the appropriate time and 
effort as listed in the spells description.  The use of the Medicine skill 
requires an appropriate prop (game provided healing kit bandages).  Each 
use of the Medicine skill takes 30 seconds to complete. 

Healing may be used on any character, as often as necessary, provided the 
in-game bandage prop is available.  Bandages may not be re-used.  The 
amount of Wounds healed by a single use (one bandage prop) of the 
Medicine skill is dependent on the healer’s abilities as follows: 

Healing (Wounds) = (Fire  + Medicine Skill + bonus)/5 (rounded up)  

Fire 1 2 3 4 5 6 7 8 9 

Skill 
0 

- - - - - - - - - 

1 Single Single Single Single Double Double Double Double Double 

2 Single Single Single Double Double Double Double Double Triple 

3 Single Single Double Double Double Double Double Triple Triple 

4 Single Double Double Double Double Double Triple Triple Triple 

5 Double Double Double Double Double Triple Triple Triple Triple 

6 Double Double Double Double Triple Triple Triple Triple Triple 

7 Double Double Double Triple Triple Triple Triple Triple Quad 

8 Double Double Triple Triple Triple Triple Triple Quad Quad 

9 Double Triple Triple Triple Triple Triple Quad Quad Quad 
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For example:, Isawa Ai has a Medicine skill 4 and a Fire of 3. Isawa Ai may heal 2 Wounds with each use of 
the skill.  (3 Fire + 4 Medicine = 7.  7 / 5 = 1.4.  Rounded up = 2)   

Treating reduced Rings is also a form of healing, usually using the Medicine Skill.  As for Wounds, any 
character may be treated for Ring reduction as often as necessary.  Each treatment requires a bandage 
prop (or other prop at GM discretion) and takes 30 seconds.  One treatment heals one rank in one Ring. 

For example:  Daidoji Noritoshi is suffering from a Poison effect that has reduced his Earth Ring.  Isawa Ai 
treats him with her Medicine skill.  Daidoji Noritoshi is able to recover one rank in his Earth ring for every 30 
seconds that Isawa Ai treats him. 

MAGIC IN COMBAT 

Many magic spells are able to cause damage and effects just as much as weapons in combat.  In order for a 
magic spell to deal damage or an effect, the shugenja casting the spell must throw a spell packet at the 
target.  If the spell packet misses, the target is not affected by the spell.  If the spell packet hits the target, 
regardless of how hard or the location of the hit, the spell effect takes place. 

Damage dealt by spell packets is called in the same way as any other damage effect.  Sometimes spells 
may have additional descriptors or effects (such as ‘Jade’ or ‘Knockback’).  These effects work in exactly 
the same manner as weapon damage or Kata effects. 

For example, Isawa Ai casts a spell at Daidoji Noritoshi.  She finishes her spell vocals, and throws the spell 
packet, which hits its target.  The spell does 3 Hits of damage, so the shugenja calls ‘Triple’ as the spell packet 
is thrown.  Daidoji Noritoshi takes 3 Hits from the spell. 

Some spells cause additional effects to the target.  This might include reducing the target’s Rings, stopping 
them from moving, making the invisible or many other effects.  Where necessary, a GM will assist the 
characters involved in determining what should happen due to the spell effect.  As much as possible 
players should listen to spell vocals and spell calls to know what effect the spell has on them when hit. 
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COMBAT CALLS, KATA AND OTHER DAMAGE EFFECTS  

As every combat strike (including magic) is performed by a character, damage must be called out as the 
player is swinging the weapon or as they strike their target.  Some spells and damage types may have an 
additional call along with or instead of the damage.  A character must call the damage effect as they hit the 
target or throw a spell packet, etc. – it cannot be called retrospectively.  For example, if using a Kata that 
causes Stun to be added to the weapon strike, Stun and extra terms will be called out.  E.g. ‘Stun Earth 3’. 

Players in combat should be aware of the damage types listed below, and as far as they are able role-play 
the effects of the damage type called when they are struck by these special attacks.   

Some special damage types, including some kata, have a resist - that is a chance that the victim will be 
unaffected by the special damage type.  In this case, an extra number is added to the end of the call.  A 
character uses their Earth Ring to resist any of these types of damage effects.  

 If the character’s Earth Ring equals or exceeds the number of the damage call, the character may 
ignore the effect completely.  

 If the character’s Earth Ring is less than the number called, they are immediately and completely 
affected.  

With Resistance 
The following damage effects will have a resistance difficulty called at the end of the damage call, and are 
resisted by the victim’s Earth Ring.  E.g. ‘Stun Earth 3’.  If the character fails to resist, they suffer the effect 
as detailed. 

 Stun – the character is disoriented and stunned for 3 seconds, and must not take any actions 

 Disarm – the character must drop their weapon to the ground (one weapon, if wielding two) 

 Knockback – the character is knocked backward by a heavy blow.  They must stop fighting and 
take three large steps backward 

 Taint – the character is infected with the Taint and gains +1 rank of Taint 

No Resistance 
The following damage types and effects do not have a specific resistance, and thus affect any target struck. 

 Crushing - the attack ignores the Carapace ability and the damage is applied directly to the 
creature’s Wounds with no reduction 

 Flurry – the attack does extra damage, as called by the attacker 

 Poison – the character is infected with a poison, which inflicts damage as called by the attacker. 

 Jade – the attack is made with a Jade enhanced weapon or spell.  This may affect certain 
creatures, some spell effects or may bypass Carapace 

 Slow – the attack causes the victim to move slowly.  The character may not run, must move only 
at a slow walk.  Combat speed should also be slowed where possible 

 Immobilise – the character may not move their legs at all, but may still defend themselves 

 Shield – the character is protected by an effect that causes damage or an effect to anyone who 
strikes the character in melee.  The protected character must call out the effect when struck, and 
any attacking characters suffer the effect every time they strike the protected character 

For example: 
Daidoji Noritoshi is fighting Akodo Ookami.  Akodo Ookami strikes Daidoji Noritoshi and calls ‘Knockback 
Earth 4’.  Daidoji Noritoshi has Earth 3, so he is affected by this attack.  He takes no damage from the attack 
but must take three large steps backward. 
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FEAR EFFECTS 

Samurai are taught to be without fear, but they are human beings, and their spirit can give way in the face 
of terrifying phenomena or dangerous enemies.  Any time a character is confronted with something which 
might make his courage falter, the samurai must resist a Fear effect (also called making a Fear Test).  

Fear effects are given a TN to represent their severity.  A character uses his strength of will to resist fear, 
represented by the Ring of Fire.  Those of high Honour are better able to overcome their fears.  Thus, to 
resist a Fear effect, a character uses their Fire plus their Honour.   

If a character’s Fire + Honour equals or exceeds the Fear TN, the character suffers no penalties and may 
engage the cause of the Fear effect normally.  A character who fails to resist a Fear effect is overwhelmed 
by fear and either flees until they can no longer see or be affected by the cause of their terror, or cowers 
helplessly if they are unable to flee. 

 

CARAPACE 

Carapace represents a character or creature ability to soak damage. This ability reduces damage in ranks 
from any source equal to its Carapace number.  Certain abilities may be able to bypass the Carapace rating 
and force the creature to take full damage.  Creatures may also be vulnerable to special attacks, including 
Jade or magic, and Carapace may not apply the damage reduction in these cases. 

Characters are not normally able to have Carapace.  Some spells grant a Carapace effect, the conditions of 
the effect are described in the spell details.  The NPC playing a character or creature with Carapace will be 
specifically informed about its vulnerabilities. 

For example:  Oni no Akuma has Carapace 2. This means that it can ignore damage from normal doubles and 
singles and takes 2 less Hits from higher damage calls.  Hida Hei hits the Oni with his Tetsubo for a Triple (3 
Hits).  The Oni ignores 2 Hits and takes only 1 Hit from this attack.  Isawa Ai casts a Jade Strike spell at the 
Oni, for 4 Hits.  The Oni is vulnerable to Jade magic, and thus takes all 4 Hits normally.  The Oni roars in pain, 
and turns on Isawa Ai... 

 

DUELLING 

The iaijutsu (sword) duel is the formal means of conflict resolution in Rokugan between members of the 
samurai caste.  Such duels are most often to first blood, but matters of a truly grievous nature can result 
in a duel to the death.  Other forms of duels are also occasionally used, including duels of skill in artisan, 
or magical duels, called taryu-jiai.   

Duels between samurai begin with an agreement as to what form the duel will take.  This may be a 
standard sword duel, another form of combat duel or a non-combat duel.  For any kind of duel, the next 
step is to determine if it is a lethal or non-lethal duel.  A non-lethal physical duel is usually conducted to 
‘first blood’, i.e. the first participant to draw blood is declared the winner and no further combat need take 
place.  A lethal duel ends only when one duellist is dead.  A non-combat duel may still be declared a lethal 
duel, although this is extraordinarily rare.  The loser of a non-combat lethal duel is expected to commit 
seppuku. 

A Judge or adjudicator should be selected to oversee the duel.  This should be an impartial third party, 
and is often a person of higher station.  Both participants must agree on the appointment of a judge 
(although delaying a duel by quibbling over this choice is extremely dishonourable).  The role of the judge 
is to ensure the duel is conducted honourably to serve as a witness so that the outcome of the duel is not 
in doubt. 
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Declining a duel 
Once a samurai has agreed to participate in a duel, it is a tremendous loss of face to refuse, renege or 
avoid the duel.  Such an action not only shames the samurai, but also his Clan, family and anyone they 
associate with.  However, there are honourable ways for a duellist to refuse participation without losing 
honour or face. 

During a sword duel or magic duel, there is an assessment stage, where each duellist carefully studies 
their opponent, looking for any sign of weakness.  It is at this point in the duel that either duellist, having 
assessed his opponent and realized he has no chance of victory, may concede the duel without ever 
drawing blood.  This is considered an honourable act by most samurai, and confers no shame upon the 
individual withdrawing.  To throw one’s life away without hope of victory, denying one’s lord a loyal 
servant in the process, is more shameful by far.  However, the withdrawing duellist is still considered to 
have been defeated, and if the duel was to the death, they may be expected to commit seppuku.  

Non-combat Duel 
If a contest of Artistry, Knowledge or Craft is the chosen form of duel; a judge should be selected who is 
appropriately knowledgeable in the area.  The duel is then a role-played Skills Challenge carried out with 
the relevant skills and a winner being chosen by the Judge. 

Standard Duel 
Iaijutsu, sword duelling, is an ancient art in Rokugan.  Duelling is swift and often deadly.  Unlike other 
combat, duelling is based on the Ring of Void, the ring of balance and harmony.  Duelling uses its own 
special mechanic.  This involves both a kind of Skill Challenge and direct combat.   

The skill total used for all sword duels is Duelling Skill + Void Ring.  Void Points may not be used to 
improve the skill total.  The Defence skill may be used to provide more hits during a duel.  Armour is not 
worn during formal duels.  No Kata abilities can be used in standard duels.  Duels to first blood end when 
one character has been struck.  Duels to the death end when one character is no longer living. 

For a standard sword duel, the steps are as follows. 

 Once a duel is agreed to, both characters move to the agreed site of the duel. 

 Both characters draw their weapons and position themselves so that the extended sword tips just 
cross in the air, roughly two paces away. 

 Both characters ready their weapons at their sides either in a saya (scabbard), a belt, or holding it in 
against the side that is being drawn from. 

 The challenger declares his Duelling total – Duelling + Void. 

 The challengee declares his duelling total. 
o It is at this point that either duellist may concede the duel without actually fighting.  This is 

considered an honourable action, acknowledging the other duellist as superior. 

 Once the character with highest duelling total has been determined, that player may call ‘Ready’ 
when he wishes the duel to commence. 

 The character with the lower total then calls ‘Strike’ when he wishes the duel to commence. 
o In the case of a tie in Skills Total, the Challenger calls ‘Ready’ and the Challengee calls ‘Strike’.  

Both duellists may then move at the ‘Strike’ call. 

 The lower total player must count seconds aloud (“one rokugan, two rokugan,” etc.) equal to the 
difference between the duelling totals before they may move. 

 The highest total player may move and attack at his opponent once ‘Strike’ has been called  

 Damage called on the strike can be up to a character’s maximum damage but does not have to be. 

 If necessary, combat continues as normal. 

For example:  Hida Hei and Daidoji Noritoshi face each other in a duel to first blood.  They take their 
positions.  Each calls out their duelling totals – Hida Hei has 4 and Daidoji Noritoshi has 7.  As he has the 
highest total, Noritoshi takes a moment to steady himself before calling out ‘Ready’.  Hida Hei steadies 
himself, then calls out ‘Strike’ to begin the due – and begins counting aloud.  Noritoshi now has 3 seconds 
with which to strike Hei, while Hei must not move at all for this time.  Noritoshi easily lands a blow before 
Hei can move.  As this is a first blood duel, Daidoji Noritoshi chooses to only call out minimal damage, 
‘Single’.  Daidoji Noritoshi has drawn first blood, and is declared the victor.  Had this been a duel to the 
death, Hida Hei could move after this 3 second delay, and thereafter fight normally. 
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Non-standard combat Duels 
The most common form of physical duel is with swords.  Other non-standard combat duels may take 
place.  If a non-standard form is to be used, the rules of the duel must be settled and a judge appointed 
before the duel takes place.  The use of Armour, Kata abilities, etc., should be addressed at this time. 

Magical Duels 
When two shugenja wish to duel, it is most common for each to appoint a bushi champion – often their 
yojimbo (bodyguard) – to fight a standard iaijutsu duel.  However, magical duels are possible.  The magical 
duel, taryu-jiai, involves two shugenja drawing on the raw power of the elements and throwing this at 
their opponent to cause harm.  Magical duels are not usually conducted as lethal duels, or if necessary the 
loser commits seppuku.   

This duel follows a similar form to the standard sword duel as outlined above.  Each duellist chooses one 
elemental Ring to call on in the duel.  The duel is then conducted with that Ring and the Spellcraft Skill in 
place of Void + Duelling.  The duellists throw spell packets to strike their opponent.   

Damage is calculated according to the chosen Ring:  Damage = (Spellcraft + Ring) / 5, rounded up 

 

POISONS AND DISEASES 

The use of Poisons on a blade or in any other form is extremely dishonourable in Rokugan.  However, it 
can be an effective tool for dealing with enemies.  There are also other natural and unnatural sources of 
poison that samurai may unfortunately come into contact with.   

Poisons and diseases may be delivered in a number of ways.  Ingestion and inhalation are common, and if 
a character has contracted a poison or disease in this manner a GM will inform them.  Contact with the 
substance may also cause poisoning immediately.  Poison placed on a blade, and then successfully 
wounding an opponent can also cause them to be poisoned.   

Poisons 
There are two forms of poisons that a character may come in contact with: those used in combat (contact 
poison) and those swallowed or inhaled (internal poison).  

Contact poison 
Contact poisons may be applied to a weapon of any type, and will increase the damage of that weapon by 
a certain damage rank for its first strike.  The poison will only remain potent on the weapon for one hour 
after application, after which time it will have succumbed to the elements and no longer be effective at all.  
When the weapon has been used to strike at target, regardless of the effectiveness of the strike, the 
poison effect no longer applies.  A poisoned blade or weapon must not be sheathed or otherwise covered, 
or the poison effect will be lost. 

For example: Shosuro Gennosuke and his companions are entering battle against some tough Crab samurai.  
Shosuro Gennosuke wishes a speedy end to the confrontation. Making sure he is unseen by allies and enemies 
both, Shosuro Gennosuke applies a damage Double poison to his blade. When the combat begins fifteen 
minutes later he is careful to ensure his enemy is focused on his allies and thus his first strike connects with 
his enemy, and is not blocked or parried.  When he strikes he calls his damage - a Quad. This is from his 
normal damage with the blade of 2 (Double) + poison Double) = 4 (Quad). 

Any successive strike is called at his normal damage level of ‘Double’, as the poison is spent. 

If anyone discovered Shosuro Gennosuke applying the poison and accused him of using poison then Shosuro 
Gennosuke may lose a rank of honour.  

Internal poison 
An internal poison must be either inhaled or swallowed by the victim.  The internal poison takes 60 
seconds to be absorbed and become effective.  Thereafter it may cause gradual and persistent harm to the 
victim.  There are four types of ingested poisons, each targeting a different Ring (system of the body).  
However, to be effective, all poisons must overcome the victim’s natural resistances, represented by the 
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Earth Ring.  When a character comes into contact with an internal poison, the rank of the poison is 
compared to the victim’s Earth Ring.   

 If the victim’s Earth Ring equals or exceeds the Quality rank of the poison, the victim is able to 
withstand the effect with minimal consequences. 

 If the victim’s Earth Ring is less than the Quality rank of the poison, the victim is affected. 

The onset time for a poison is 60 seconds per level of the poison.  This means once the poison begins 
affecting a victim the symptoms will grow worse each minute.  One minute after being affected, the 
victim’s relevant Ring is effectively reduced by one level per minute, until the victim is reduced to -1 in 
that Ring (unconscious or dying), or the poison's level is reached.  

The victim is able to recover from the poison at a rate of one Ring rank per hour, provided that the victim 
has complete rest.  Any action, including walking even a short distance, combat or any other activity 
delays the healing.  

There are four types of ingested poisons, each targeting a different Ring of the body.  When creating a 
poison, a character will choose which effect they wish to create.  Please see 'Item Creation: Poisons' for 
more information.  

 Poisons of Earth – may cause nausea, coughing, weakness, faintness or similar effects of the body. 

 Poisons of Air - may cause deafness, blindness, difficulty speaking, numbness, dizziness, and other 
sensory effects. 

 Poisons of Water - may cause muscle weakness, paralysation, lethargy, clumsiness, slowed reactions, 
lack of balance, or similar muscular/nerve impairment etc.  

 Poisons of Fire - may cause dizziness, sleepiness, confusion, hallucinations and other mental 
impairments.  

A GM will inform a target what symptoms they are suffering, and for how long, etc.  A character employing 
a poison must always inform a GM of their intentions so that the GM can be present describe and 
adjudicate the appropriate effects.  

For example: Shosuro Gennosuke and his companions wish to enter an enemy camp and must sneak past a 
sentry.  Shosuro Gennosuke knows his party is not capable of moving as stealthy as himself, so he undertakes 
to distract the sentry.  After informing a GM of his intentions, Shosuro Gennosuke adds a vial of Quality rank 
3 Poison of Fire to a flask of sake.  This Poison of Fire is designed to induce sleep.  Sneaking close to the sentry 
Shosuro Gennosuke drops the flask and hides.  Finding the flask the bored sentry thanks the fortunes and 
takes a drink.  The GM counts off 60 seconds then asks the sentry for his Earth ring (2).  The poison value 
exceeds the earth ring so the sentry will experience the full effects of the poison.  As the poison is effective, the 
GM asks the sentry for his Fire Ring (2).  

The sentry's Fire ring is progressively reduced to -1 over the course of three minutes (Fire 2 - poison 3 = -1).  
This causes the sentry to fall asleep, and ensuring that without medical attention he will be affected for 3 
hours (recovering 1 ring point each hour).  In the first minute he will become sleepy (his Fire reduced to 1), 
another minute later he will fall asleep (Fire reduced to 0), and by the end of the third minute he will be 
complete unconscious and unable to be woken without medical aid.  He will remain completely unconscious 
for the first two hours (while his ring is at -1, then after an hour at 0).  After the second hour he may be 
woken, but his Fire ring will remain at 1 for a third hour.  Shosuro Gennosuke is then able to easily walk his 
party past the unconscious sentry and into the camp.  

If the sentry's Fire Ring was 4, a slightly different effect would ensue.  

Fire 4 - poison 3 = 1.  The sentry's Fire ring is reduced to 1, over the course of three minutes causing him to 
feel increasingly sleepy, and reduce his attention. It will still take 3 hours to recover from this effect, but the 
sentry is not immediately reduced to unconsciousness. Shosuro Gennosuke may still try to sneak the party 
past the sentry, but any noise or movement close to the sentry may wake him enough to sound the alarm. 

If anyone witnesses Shosuro Gennosuke using the poison he may lose a rank of honour.  
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Unskilled users 
If a character is unskilled in the use of poisons, but has obtained and wishes to use them, then upon 
applying a poison the applier suffers from half the poison's effects, with all fractions rounded up.  

E.g. Hida Hei decides to apply a poison (damage Double) to his blade.  Because Hei is untrained in the proper 
use of poisons (skill rank 0), when he applies the poison to his blade he is affected by half the poison's effect 
(+1 hit for 1 strike) rounding up so he would take 1 Hit for his trouble.   

Isawa Ai wants to use a poison to render Daidoji Noritoshi unconscious, so she adds a rank 5 Fire poison into 
his tea.  Because Ai is untrained in the proper use of poisons (skill rank 0), when she applies the poison to the 
tea she is affected by half the poison's effect (half of -5 to Fire ring) rounding up so she would suffer from -3 
to her Fire ring, unless she has Earth rank 5 or more to resist it. 

Disease 
Diseases are not normally delivered in combat, but samurai may contract them in a variety of other ways.  
When a character has potentially contracted a disease, a GM will inform them and ask what their Earth 
Ring is.  The rank of the disease is compared to the victim’s Earth Ring.   

 If the disease rank is equal to or lower than the character’s Earth Ring, the victim is able to 
withstand the effects with minimal consequences.  That character may still be a carrier if the 
disease is infectious. 

 If the disease rank exceeds the victim’s Earth Ring, the victim is affected.  Every hour after 
contracting the disease, the victim’s Earth Ring is effectively reduced by one rank. This continues 
for a number of hours up to the difference between the disease and the Earth Ring. 

Treating Poisons and Diseases 
The Medicine skill may be used to treat or even cure poisons and diseases.  To cure the disease or poison, 
the healer must equal or exceed the poison or disease rank TN with their Medicine Skill total.  If the 
Medicine skill total equals or exceeds the difficulty, then poison or disease is cured and all effects may be 
alleviated.  For every 30 seconds the character is treated, the character may recover one rank in the 
affected Ring.  If the Medicine skill total is less than the difficulty, the effects continue.   

For example 

Daidoji Noritoshi has been given a nausea inducing Poison of Earth in his dinner.  A GM asks for his Earth 
Ring (3).  The GM compares this Earth ring to the poison's level (4).  Poison 4 exceeds Earth 3.  Therefore 60 
seconds after ingesting the poison, Daidoji Noritoshi's Earth is reduced by 1 (to Earth 2) making him feel 
nauseous.  After another 60 seconds his earth is reduced another rank (to Earth 1), making him feel very ill.  
Concerned he calls for a healer, but after 60 seconds suffers another reduction of Earth, and falls 
unconscious.  A final 60 seconds takes his Earth to -1; Noritoshi has entered the one minute grace period, and 
begins counting out his 60 seconds aloud.  The healer Isawa Ai arrives before the count is finished and treats 
him for 30 seconds.  She is able to treat the poison with her Medicine Skill total of 7, which exceeds the 
difficulty of the poison (rank 4).  Isawa Ai thus helps Daidoji Noritoshi recover from the poison effects – he 
recovers one rank of Earth (to Earth 0).  Daidoji Noritoshi is able to recover one rank in his Earth ring for 
every further 30 seconds Isawa Ai treats him.  She treats him for a further one and a half minutes (3 x 30 
seconds) to alleviate the full effect of the poison. 

Multiple Poison or Disease effects 
If a character becomes affected by multiple poison or disease effect for the same Ring, only the strongest 
effect takes place, with any weaker effects superseded.  Thus if a character is affected by a Poison 5 
(Earth) and a Poison 7 (Earth) effect at the same time, the full effects of the Poison 7 takes place, and the 
character’s Earth is not further reduced by the Poison 5.  If a character is struck by multiple attacks at the 
same rating, only one effect is experienced – i.e. multiple poisonings do not stack.  A character may suffer 
multiple poison or disease effects simultaneously if they affect different Rings. 

If a character is affected by a poison or disease while their Earth Ring is reduced by another effect, the 
character uses the modified Earth Ring to resist the effect.  
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CHARACTER CREATION 

There are many aspects that make up the character.  Some of these are numbers and mechanics that are 
used as representations of the characters abilities, learning and experience.  The rest is created by the 
player.  How the character thinks, feels, looks, speaks, acts and interacts are not governed by numbers on 
paper, but by how the player chooses.  This section will cover those aspects of a character that require 
numbers and mechanics within this game system.  This section will also offer advice or suggestions for 
contributions to those other aspects that the rules do not govern. 

CHARACTER CREATION STEPS 

The process of creating a character can be as complex or as simple as you desire. However, the most 
important aspect of creating a character is not the mechanics that represent his abilities, but rather his 
personality, history, and ambitions. Samurai are not mindless warriors, despite what the code of Bushido 
dictates; they are men and women who possess an incredible zeal for life, yet also a complete lack of fear 
regarding their deaths. Before you create your character mechanically, it is important to understand who 
they are.  

 Step 1:  Choose what you want to play 

Although the process of creating a character mechanically is very important, the most important aspects 
of your character have very little to do with mechanics at all.  What kind of character do you want to play?  
What is their history like?  What are their goals?  What is the most important thing in the world to them?  
What are their strengths and weaknesses? 

If you are in doubt, feel free to chat to any of the GM’s or other players for inspiration.  

Each character starts with 2 in each of their Rings. 

 Step 2:  Choose your Clan and Family 

A character’s Clan is their most defining characteristic because each clan has a well-established and 
distinct set of philosophies, prejudices, and ideals. Whether a character adheres to the stereotypes of his 
clan or breaks them, one way or the other they will prove very important to his personality.  And just like 
a character’s Clan, a character’s family is an especially important defining characteristic. The stereotypes 
of each clan are broad, but individual families within the clan have much more specific, detailed roles and 
attitudes that further define the identity of the clan and those who serve it. 

A samurai’s clan and family can determine who will be your immediate allies and will assist you in what 
you want to play. If you are stuck, ask a GM as to what sort of personality traits each of the clans have or 
ask your friends as to what they are playing if you want to play alongside them. 

Once you have chosen a Clan and a family, add the family bonus to the appropriate ring. 

 Step 3:  Choose your role: Shugenja, Courtier, Bushi 

In this game there are three different types of role to choose from:. 

Bushi – The clan’s primary warriors, they focus their training on the martial arts of various 
weapons and armour use so as to defend their clan from those that might attack. 

Shugenja – Those with the unique connection to the elemental kami, they focus their training on 
strengthening their bonds to the kami so that they may call upon them protect their 
clan without needing to don armour or pick up a sword.  

Courtier – Those that fight wars of words not of arms, they focus their training on social etiquette 
and the dealing of bequeathed favours to meet their ends and win wars, never needing 
to see the brutality of armed combat.  
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Each Clan needs the skills and abilities of bushi, shugenja and courtiers.  Thus every Clan has a Bushi 
school, Courtier School and Shugenja School.  In addition each Clan has one or more unique schools which 
can vary from clan to clan as to their role.  A character must choose to attend one school to learn their 
abilities.  All the schools in each Clan are different and have different advantages, so take your time in 
choosing something that is right for you. 

The School will indicate what additional bonus to a Ring you get as well as your school’s free starting skills, 
special abilities and what equipment your lord will allow you to take with you.  

 Step 4:  Filling in the numbers 

Now you may choose to customise your unique traits and talents.  These will help give your character the 
depth and personality required to make you stand out from the rest of your Clan mates. 

You have 21 character points (CP) to spend in any skills, abilities and backgrounds.  These points may be 
spent in any way, with the following conditions:  

 No Ring may be raised above rank 4 with starting CP (including bonus CP from disadvantages).  

 No Skill may be raised above rank 3 with starting CP (including bonus CP from disadvantages).  

 Kharma points may be used for purchasing Skills or Rings above these restrictions, after all 
starting CP are spent.  

 All starting CP and Kharma points must be spent at character creation – these cannot be saved, 
carried over or split between characters. 

To raise a skill, it costs the amount of CP equal to the next level in the skill.  

For example, gaining a skill at level 1 costs 1 CP, and raising a skill from level 3 to level 4 costs 4 CP. 

To raise a Ring, it costs twice the amount of CP equal to the next level in the skill.   

For example, raising a Ring from level 3 to level 4 costs 8 CP. 

Backgrounds may be purchased for CP at character creation.  The CP cost for Advantages or bonus for 
Disadvantages is listed in the Backgrounds section.  Backgrounds may not be purchased after character 
creation, or with Kharma points, without specific GM permission. 

Kata may be purchased for 6 CP each.  There is no limit on the number of Kata that can be purchased at 
character creation. 

Shugenja characters must choose spells for their character, as indicated by their School. 

When all CP have been spent, and Rings, Skills and Background chosen, there are a number of mechanical 
abilities that can be calculated from the character’s Rings, Skills and abilities.  These include Wounds, Hits, 
weapon damage, Fear resistance, Kata effects and other abilities.  Speak to a GM to ensure that all these 
abilities have been calculated. 

A character begins play with 10 Glory and zero Infamy, as they have made no accomplishments of note. 

 Step 5:  Rounding out your character 

Much more than the numbers and mechanics of the character detailed above, the character will need their 
own individuality.  It might help to consider some the following questions when rounding out your 
character’s unique personality. 

o What is your character’s primary 
motivation? 

o What is your character’s highest ambition? 

o What is your character’s opinion of his clan? 

o To whom does your character owe the most 
loyalty? 

o What does your character think of Bushido? 

o Who is the person your character trusts 
most in the world?  

o What are your character’s most and least 
favourite things? 

o Does your character have any prejudices? 

o Does your character have any recurring 
mannerisms? 

o What about your character’s emotions? 

o How religious is your character? 

o Is your character afraid to die? 
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 Step 6:  Changing your character 

If after playing a character for one event, you are unhappy with the character, you may change the 
character with no penalties.  This can include simply selecting different skills, rings or backgrounds, ways 
the points are spent, etc.; or it may be as dramatic as changing Clan and School entirely.  This change may 
only be made after the first event the character is played, not after any subsequent events.  The 
experience points earned at that first event may be used to enhance the changed character as usual, but 
all of the normal character creation restrictions apply.     

This change should only be made once.  If you are still unhappy with the character after a second or future 
event, you may change characters, creating an entirely new character.  However, any experience points 
earned, including for the first event, will not carry over to a new character. 

There is no restriction on the number of characters any player may have. 

CLANS AND FAMILIES 

Clans 
At the beginning of the Empire, there were Eight Kami who competed within the first Celestial 
tournament, and the winner, Hantei, became the first Emperor of Rokugan.  The other seven went forth to 
honour their Emperor by creating the Great Clans to serve him.  Since that time one of these clans, the Ki-
Rin, has left the Empire across the northern mountains and into the desert, never to be seen again.  The 
other six clans remain, loyally serving the descendents of the first Emperor. 

In theory the Great Clans command only what power is granted to them by the Emperor.  This consists of 
the power to fulfil their specific duties without interfering with the duties of other clans and to govern 
over the Emperor's lands.  In reality each clan commands considerable military, economic and political 
power – each enough to overthrow the Emperor and the Empire.  Only the power of the other clans keep 
each other in check – that and the fact that no honourable Clan Champion would ever consider such a 
blasphemous and disgraceful act. 

The six Great Clans are described on the Clan pages later in this chapter. 

Families 
Each Clan is comprised of one or more families of samurai, all 
sworn into the service of their Clan.  In the case of the Great Clans, 
several families are sworn to serve each Clan.  A character is born 
from, and raised by, one of these families.  As with the clans in the 
Empire, each family has a role to play within its clan.  The role of 
each family will not have a great influence on the mechanics of a 
character, but they do provide a small bonus at character creation.  
This is in the form of a +1 bonus rank to one Ring.  The choice of 
family may have a much greater impact on the character’s life by 
influencing his world view, look, choices, and most importantly, 
his name. 

The families and the bonus Ring rank granted at character creation are detailed on each of the Clan pages. 

SCHOOLS 

The selection of a school determines the samurai’s path, usually for life.  As the character gains experience 
and masters skills, they may advance in the school and be permitted to learn its secrets.  A samurai 
normally may not attend more than one school, and certainly never more than one at a time.  Thus, the 
choice to train as a bushi, for example, determines that character’s path for the entire duration of his 
service.  He will never be able to learn the most secret arts of the courtier, or learn to entreat the kami to 
perform magic spells.  However, he may still choose to learn the courtly skills, or study Spellcraft, while 
studying the ways of war.   

Only characters who have selected a shugenja school at character creation may learn or cast spells.  

A Note on Names: 

A character’s name is determined by 
his Family.  A Rokugani name places 
the family name first.  For example, 
Akodo Ookami is a member of the 
Akodo family, with personal name 
Ookami.  As each family is sworn to 
serve only one clan, it is usually 
enough to know the name of a 
character to determine which Clan 
they serve. 
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School Bonuses 
Each school grants the character some bonuses at character creation.  A starting character: 

 Gains a bonus to one Ring, in addition to that granted by their Family 

 Five bonus Skills, and the bonuses from the first rank of their school. 
o Where a school indicates a choice of a skill, you cannot choose any skill already listed as a 

school skill. 

 A starting Honour rank 

 A set of equipment, called an equipment outfit 

 A special ability, called a Technique 

 For shugenja, the school determines their elemental Affinity, Deficiency, and known spells  
o Spells chosen at character creation must be of a mastery level that the character can cast, 

for each element. Thus no spells in the elemental Deficiency may be chosen. 

Where any skill, skill bonus, background or spell is listed in the school techniques, the character gains this 
ability for free, i.e. does not have to pay CP for it. 

School Ranks 
To advance in School Rank, a character must accumulated sufficient experience to convince the honoured 
sensei of the school they are worthy of the next secret technique.  To do this a character must earn and 
spend a certain amount of CP.  The sensei of their school will then allow the character to learn their next 
school technique, or new spells, etc., as appropriate for the school.  When a character advances to the next 
rank, they gain the abilities or bonuses listed in that Technique rank of their school.  See Character 
Advancement at the end of this chapter for more information.  

Honour 
The character’s School grants the character a certain starting rank for Honour.  This reflects the training 
and philosophy of the schools.  A character’s Honour will vary with game play, the school simply grants a 
starting point for this.  See the Honour section for more details. 

Equipment 
The character’s School determines what equipment the character will 
generally be supplied with.  A samurai does not have to worry about 
having the right tools to serve his lord.  The samurai’s lord provides the 
basic tools – whether this is weapons and armour, fine kimono and 
Favours, or spell scrolls, as required for the samurai to perform his duties.  
However, a samurai is not as likely to be provided items that are outside 
of the scope of their role – for example a courtier is not provided with 
armour (even if he thinks he needs it), as the courtier would be expected 
to be protected by other samurai.  The equipment sets provided by the 
schools for each school type is as follows: 

School Type Weapons and Armour, Spell scrolls Koku 

Bushi Katana and wakizashi, armour, one other weapon  5 

Courtier Wakizashi or tanto, one Clan Favour 7 

Shugenja Wakizashi or tanto, spell scroll including Universal and learned spells 5 
 

At most times, this equipment will be provided to the samurai, in good condition. If a samurai serves their 
lord acceptably, they will continue to be provided with this equipment on an ongoing basis.  Unless there 
are exceptional circumstances, a samurai can expect to receive from their lord exactly what is listed above 
– and only this.  If a samurai has somehow accrued more, for example more money, then the lord will not 
need to provide for this samurai, and they will not receive additional funds.  At the beginning of each 
event each samurai will be supplied with the above list as a minimum.  Additional items in the possession 
of a samurai at the conclusion of an event will still be available at the next event, but new money or items 
will not be supplied where the samurai already possesses this minimum.   
 

Samurai who regularly lose equipment or money or are unable to account for its care or use may upset their 
lord, and may lose the privilege of receiving equipment or money.  

The provisions of weapons or 
armour to a player at any 
event is not guaranteed, and 
will be based on prop 
availability.  Players are 
encouraged to provide their 
own armour and extra 
weapons if desired.  Please 
book ahead and discuss 
requested items with Orgs. 
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CRAB CLAN 

The stalwart Crab are the defenders of Rokugan, responsible for ensuring the 
Empire’s southern border is secure against the demonic creatures of the 
Shadowlands.  Centuries of constant warfare against inhuman foes have hardened 
the Crab into powerful and practical warriors, but they have little sense of civility.  As 
a result they are often considered crude by other clans. 
 

 
The Hida Family: +1 Earth 
The descendants of the Kami Hida are among the largest and most powerful samurai in all the Empire.  
The burden of defending the Empire falls upon them, and they are both incredible warriors and skilled 
defensive tacticians.  Hida samurai often resent the other Clans for enjoying the Crab’s protection even as 
they mock the Crab for their mannerisms.  
 
The Hiruma Family: +1 Water 
Silent and deadly, the Hiruma are the scouts and yojimbo of the Crab.  They are as agile and graceful as 
the Hida are powerful, and warriors from the two families tend to complement one another very well.  
Hiruma samurai often have the unsavoury duty of scouting the Shadowlands for enemies, a task that leads 
many to death or ruination.  
 
The Kaiu Family: +1 Water 
The industrious Kaiu are responsible for the most impressive and long-standing feats of engineering in all 
the Empire.  They are the siege engineers and architects of the Crab Clan, and are responsible for 
maintaining the Great Carpenter Wall as well as its defences.  
 
The Kuni Family: +1 Earth 
Sinister in appearance and deed, the Kuni are among the most feared shugenja families in the Empire.  
Long ago, the family’s leadership determined the only hope of defeating the Shadowlands lay in 
understanding it, and so the Kuni possess knowledge of things that would drive most men mad. 
 
The Yasuki Family: +1 Air 
Strangely at odds with the other Crab families, the Yasuki are slight of build and devious of mind.  They 
were once part of the Crane Clan, but joined the Crab in the third century, provoking the first great 
internal war in Rokugani history.  They are merchants and courtiers, always looking for any means to gain 
an advantage for their Clan, and tend to be more concerned with monetary gain than is considered 
respectable for someone of the samurai caste. 
 
 
 
 
 
 
Crab Bushi 
The Crab fighting style is one of the oldest bushi schools in the Empire, and one with a very basic premise: 
endure the enemy’s attacks until you have the opportunity to crush him with sheer brute force.  The Crab 
Bushi School encompasses two broad themes: damage mitigation and heavy weapon use.  Crab bushi may 
not be the most accurate samurai in the Empire, but when they do connect, they inflict tremendous 
damage.  And fortunately for them, they are able to withstand incredible amounts of punishment while 
they wait to cripple their enemies. 
 
Ring Bonus: +1 Earth  
Starting Skills: Armour, Defence, Heavy Weapons, Kenjutsu, Lore (Shadowlands) 
Starting Honour: 3  
Equipment Outfit: Bushi  
Techniques  Rank 1:  Gain the Reckless Abandon Style (Crushing) Kata, may use this Kata with a katana  

Rank 2:  Gain +1 bonus to Armour and Heavy Weapons  
Rank 3:  Adds Earth to Wounds 
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Crab Courtier 
The courtiers of the Crab specialize in using commerce as a means of gaining the favour of others.  They 
are as much salesmen as courtiers and can use any number of sales tactics, including both pressure and 
false sincerity, to gain that which they desire from others.  No one in the Empire can take a simple 
resource and transform it into a hot commodity with the same style and deftness as a Crab courtier. 
 
Ring Bonus: +1 Earth 
Starting Skills:  Artisan (Calligraphy), Craft (choose one), Commerce, Courtier, Defence 
Starting Honour: 2  
Equipment Outfit: Courtier 
Techniques  Rank 1:  May redeem Favours for in game effects or items, gain the Sensei (Forgery) 

background 
Rank 2:  May switch Favours from one character to another, gain a +1 bonus to Commerce 
Rank 3: Adds Air to Commerce 

  
Crab Shugenja 
Often misunderstood, the Crab Shugenja School has frequently been painted as a collection of obsessive 
madmen who delve too deeply into secrets no one should explore.  The Crab shugenja understand they 
must sacrifice certain inhibitions and reservations in order to serve their Clan and Empire to the best of 
their ability, and they do so without protest.  The Crab Shugenja School emphasizes the Crab Clan’s 
specialization in fighting creatures of the Shadowlands.  
 
Ring Bonus: +1 Fire 
Starting Skills:  Artisan (Calligraphy), Defence, Lore (Shadowlands), Medicine, Spellcraft 
Starting Honour: 4  
Equipment Outfit: Shugenja 
Affinity / Deficiency:  Earth / Air 
Bonus Spell:  Jade Strike 
Starting Spells:  3 Earth, 2 Fire, 1 Water 
 
Crab Scout 
Where the Crab bushi confronts battle with the stubborn determination of a mountain, the Crab Scout is 
the wind around the mountain.  The Scouts are masters of stealth and misdirection.  A skilled Scout can 
vanish into the deepest Shadowlands for weeks and return with no signs of the Taint.  A Scout begins 
training in the Shadowlands from an early age.  With such an unforgiving classroom, it is not surprising 
that the Scouts are among the stealthiest warriors in the Empire.   
 
Ring Bonus: +1 Fire 
Starting Skills:  Athletics, Hunting, Kenjutsu, Lore (Shadowlands), Stealth 
Starting Honour: 4  
Equipment Outfit: Bushi  
Techniques  Rank 1:  Gain the Sensei (Trapping) background 

Rank 2:  Gain +1 bonus to Hunting and Stealth 
Rank 3:  Add Fire to Hunting 

 
  



37 

CRANE CLAN 

Known for centuries as the Left Hand of the Emperor, the Crane Clan is responsible 
for maintaining the balance and integrity of the Empire’s courts and of Rokugani 
society in general.  As such, the Crane excel at diplomacy and politics, and are 
widely regarded as the unquestioned masters of the courts, with all the 
resentment from others that title entails. 

 

The Asahina Family: +1 Air 

Quiet and serene, the Asahina are among the most monastic of all samurai families.  They are also perhaps 
the most pacifistic, even more so than the Phoenix Clan, and abhor violence, seeking other means of 
resolving disputes at all costs.  The Asahina are also known for their devotion to philosophy and the arts.  

The Daidoji Family: +1 Earth 

The so-called Iron Crane are the strong arm of the Crane Clan and the enforcers of the Doji and Kakita’s 
will.  They do not employ grace and style as their kinsmen do, but instead focus on sheer strength of arms 
and employ tactics that some might consider ruthless or even dishonourable.  Daidoji means “defenders 
of Doji”, and it is a name the family has earned.  

The Doji Family: +1 Air 

Lords of the Crane Clan, the Doji are the unquestioned masters of culture and politics in the Empire.  It is a 
testament to the Doji’s cunning and influence that the Clan has endured for a thousand years despite 
being beset by larger, more militant Clans who find the Crane’s dominance of the courts endlessly 
antagonistic.  

The Kakita Family: +1 Water 

Literal cousins of the Doji, the Kakita family was created by the children of Lady Doji and her husband 
Kakita during the dawn of the Empire.  The Kakita believe in excelling at one’s chosen task, whether that 
task is making war or creating the most glorious pieces of art.  Like other Crane families, the Kakita are 
also well known for their physical beauty. 
 
 

 

 

 

 

Crane Bushi 
The Crane Iron Warriors are both the rank and file and the heavy infantry of the Crane armies, comprising 
a sizeable portion of the Clan’s first army and the majority of the second.  They also serve as yojimbo, and 
this duty is the one most often ascribed to the Crane warrior, even if it is but one of their many roles.  The 
Crane bushi are a versatile group, with techniques that emphasize both enduring the damage of one’s 
opponents and protecting their charge.  This fighting style is not exclusively protective, however, and it 
allows a bushi to fight defensively in a skirmish to great effect. 
 
Ring Bonus: +1 Water 
Starting Skills:  Armour, Defence, Duelling, Kenjutsu, choose one Weapon Skill 
Starting Honour: 5 
Equipment Outfit: Bushi 
Techniques  Rank 1:  Gain the Hidden Blade Style (Disarm) Kata for free, may use this Kata with a 

polearm 
Rank 2:  Gain +1 bonus to Armour and Defence 
Rank 3:  Add Water to Polearms 



38 

Crane Courtier 
The reputation the Crane Clan has for being the unquestioned masters of any court activity in which they 
are involved is well-deserved, and almost exclusively the result of the ancient secrets of the Crane 
Courtier School.  The School’s primary focus is on the creation of vast networks of allies upon whom the 
Crane can call to accomplish virtually anything, preferably indebting those involved to the Crane in the 
process.  The curriculum in the Crane Courtier School is quite broad and encompasses a myriad of topics, 
more than could be mastered by any single samurai, no matter how talented.  Fortunately, the sensei 
ensure that there are an ample number of courtiers trained in every area so no matter what the need, a 
Crane courtier stands ready to fulfil it.  
 
Ring Bonus:  +1 Air 
Starting Skills:  Artisan (Oratory), Artisan (choose one), Courtier, Lore (Crane), Lore (pick one), 
Starting Honour:  5 
Equipment Outfit:  Courtier 
Techniques  Rank 1:  May redeem Favours for in game effects, gain the Gifts & Favours background (1 

rank) and the Wealthy background (1 rank) 
Rank 2:  May switch Favours from one character to another, gain +1 to one selected Artisan 
skill 
Rank 3:  Add Air to Courtier 

 
Crane Shugenja 
Much like the family as a whole, the Asahina sensei who teach at the various branches of the Crane 
Shugenja School extol the virtue of preserving life over heedless destruction.  The Asahina regard 
everything as a teaching opportunity.  Likewise they place great emphasis on the creation of artwork, an 
act they consider essential to the improvement of the world around them.  Students of the Crane Shugenja 
School tend to focus on protection, creation and communication. 
 
Ring Bonus: +1 Air 
Starting Skills: Artisan (Calligraphy), Courtier, Lore (choose one), Theology, Spellcraft 
Starting Honour: 5 
Equipment Outfit: Shugenja 
Affinity / Deficiency:  Air / Fire 
Bonus Spell:  Suzume’s Gift 
Starting Spells:  3 Air, 2 Water, 1 Earth  
 
Crane Duellist 
This School focuses unapologetically upon duelling.  Other skills are part of the core teachings, but they 
are considered incidental and in many cases are offered only because some facet of their instruction 
relates in some way to duelling.  While there are those in the Empire who have criticized the School for its 
narrow focus, few can argue with the results; many battles have been won by the Crane because an 
enemy general was slain in a duel before the fighting began.  Likewise the Crane stranglehold on the 
courts is easier to maintain when any challenge can be answered by a duelling champion taking the 
courtier’s place in a duel. 
 
Ring Bonus:  +1 Void 
Starting Skills:  Artisan (choose one), Courtier, Defence, Duelling, Kenjutsu 
Starting Honour:  5 
Equipment Outfit:  Bushi 
Techniques  Rank 1:  Gain the Prodigy (Duelling) background 

Rank 2:  Gain +1 bonus to Duelling and Kenjutsu 
Rank 3:  Add Honour to Duelling 
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DRAGON CLAN 

Enigmatic and mysterious, the samurai of the Dragon Clan have walked their own 
path since the Empire was first created. More individualistic and less concerned 
with material wealth than other clans, the Dragon have much in common with the 
monks of the Brotherhood of Shinsei, despite the considerable variety among their 
individual families.   
 

 
The Kitsuki Family: +1 Air 
The ever-perceptive Kitsuki serve the Dragon Clan as magistrates and court representatives, although 
they are better suited as the former.  Even in court, however, a Kitsuki’s ability to perceive truth when 
presented with lies has proven a tremendous asset to the Dragon in their pursuit of an Empire free of 
deceit and treachery. 
 
The Mirumoto Family: +1 Water 
The Mirumoto are the broad shoulders that carry the burdens of the Dragon Clan.  While the Togashi 
pursue their unique brand of enlightenment, the Mirumoto rule the clan in all but name, overseeing its 
day to day operations and filling the ranks of its military.  Comprising more than half the Clan’s ranks, the 
Mirumoto are the most commonly encountered Dragon samurai in the Empire. 
 
The Agasha Family: +1 Fire 
Of all the Dragon families, the Agasha are the most traditional.  They are the recorders of history and the 
observers of destiny.  Whiles their researches into the metaphysical are their chief objective, the Agasha 
family is also the living memory of the Dragon Clan.  The Agasha shugenja are also known for their 
unconventional approach to magic.  The Agasha family also have a reputation for experimenting, although 
none outside the family understand their secrets.  
 

 
 
 
 
 
Dragon Bushi 
Famous throughout the Empire for its unique teachings, the Dragon Bushi School is the lone fighting style 
that utilizes the ni-ten technique, wherein a samurai wields both the katana and the wakizashi 
simultaneously.  This is a controversial style because it flies in the face of the traditional style used by the 
other clans for centuries, although ni-ten was actually developed at the same time as the one-sword style.  
Many opponents, anticipating the reputation of the Dragon as erratic, are surprised to face the calm, 
implacable Mirumoto as an enemy, a mistake that has cost more than one samurai victory on the field of 
battle.  
 
Ring Bonus:  +1 Fire 
Starting Skills:  Armour, Athletics, Defence, Duelling, Kenjutsu 
Starting Honour: 4 
Equipment Outfit: Bushi 
Techniques  Rank 1:  Gain the Spinning Blades Style (Two weapons) Kata, may use the this Kata with a 

katana and wakizashi 
Rank 2:  Gain +1 bonus to Duelling and Kenjutsu 
Rank 3:  Add Fire to Defence 
 

A Note on the Togashi Order:  
The Dragon Clan is led by the Togashi Family, a samurai monastic order.  The Togashi accept all who wish 
to join their ranks, provided they are able to embrace the order’s teachings and endure its trials, which 
many are not.  Over the centuries, the monks of this order have used the divine blood of the Dragon Kami to 
create mystical tattoos that grant them incredible, supernatural abilities.  However, the Togashi Monks 
have withdrawn from the Empire in recent times and are not available for play. 
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Dragon Courtier 
Although their primary role is as the court representatives of the Dragon, the Dragon Courtiers join their 
Investigator brothers as excellent magistrates, and their strengths lie in forensic analysis and medical 
practices, considered gauche by other clans.  
 
Ring Bonus: +1 Fire 
Starting Skills:  Courtier, Investigation, Lore(History), Lore (Law & Bushido), Medicine 
Starting Honour: 5 
Equipment Outfit: Courtier 
Techniques  Rank 1:  May redeem Favours for in game effects or items, gain the Prodigy (Medicine) 

background 
Rank 2:  May switch Favours from one character to another, +1 Courtier 
Rank 3:  Adds Air to Medicine 

 
Dragon Shugenja 

The reclusive Agasha family are known throughout the Empire for their unusual experimental studies in 
magic.  The most prominent among these unusual disciplines is the study of alchemy.  Many shugenja who 
visit the Dragon Shugenja School come away with confused looks on their faces.  They will tell you the 
Agasha know very little about Shintao, but their skills at spellcasting are impeccable, especially when it 
comes to summoning fire. 

 
Ring Bonus: +1 Earth 
Starting Skills:  Artisan(Calligraphy), Lore (pick one), Medicine, Spellcraft, Theology 
Starting Honour: 4 
Equipment Outfit: Shugenja 
Affinity / Deficiency:  Fire / Water 
Bonus Spell:  The Raging Forge 
Starting Spells:  3 Fire, 2 Earth, 1 Air 
 
Dragon Investigator 
Even among the Dragon, the methods and beliefs imparted at the Dragon Investigator School are unusual.  
Alone in the Empire, they believe in the importance of evidence, something that most others cannot 
comprehend.  The Kitsuki sensei of this unusual School place tremendous emphasis on developing the 
family’s trademark powers of observation, honing them to a razor point, so much so that those trained in 
its Techniques possess a nearly infallible memory, perfect recall, and an almost inhuman attention to 
detail.  Very little escapes the eye of a trained Kitsuki investigator.  
 
Ring Bonus: +1 Fire 
Starting Skills: Defence, Investigation, Hunting, Kenjutsu, Lore (Law & Bushido) 
Starting Honour: 5 
Equipment Outfit: Bushi 
Techniques  Rank 1: Gain the Prodigy (Investigation) background 

Rank 2: Gain +1 bonus to Investigation and Defence 
Rank 3: Adds Fire to Investigation 
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LION CLAN 

The Lion Clan is the Right Hand of the Emperor, the defender of his lands and his 
person, although many times the Seppun family and the Imperial Legions are 
allowed to stand as poor substitutes (or so the Lion believe).  The Lion are militant 
to a fault and possess the greatest army in the known world.  They are feared for 
their prowess and respected for their unflinchingly honourable natures. 

 

The Akodo Family: +1 Water 

The lords of the Lion Clan, the Akodo are the unquestioned masters of battle throughout the Empire.  It is 
said that no army led by an Akodo has ever known defeat, and while this is something of an exaggeration, 
it is not all that far from the truth.  Akodo samurai tend to be calm and analytical, and often lack the fiery 
nature for which the Lion are so well known.  

The Ikoma Family: +1 Fire 

The voice of the Lion Clan, the Ikoma speak on behalf of the Clan in court and in the annals of history.  The 
family provides not only the majority of the clan’s courtiers, but virtually all of its historians and 
storytellers as well, studies that the Clan considers extremely important.  For every stoic Lion who 
refuses to allow emotion to affect him, there is an Ikoma bard who weeps openly when he tells the 
samurai’s story to others.  

The Kitsu Family: +1 Air  

Quiet and reserved, the Kitsu are the most traditional and conservative, some might say old-fashioned, 
shugenja family in the Empire.  Descended from the union of men and the ancient kitsu creatures that 
were driven nearly to extinction by the Lion during the dawn of the Empire, the Kitsu samurai possess a 
unique spirituality. 

The Matsu Family: +1 Earth 

The Matsu are the largest family in the Empire, and they are the reason for the image many have of the 
vast legions of the Lion Clan.  They are also the source of the tempestuous stereotype for the Lion, and it is 
largely correct; the Matsu are fiery in nature, quick to anger, and eager for battle at all times.  They were 
founded by a female warrior, Matsu, and have a famous all-female military unit, the Lion’s Pride. 

The Yoritomo Family: +1 Earth 

The Yoritomo family is the newest family in the Empire, comprised of the followers of Yoritomo, who 
formerly called themselves the Mantis Clan.  These fierce samurai are descended from the Crab, and are 
equally hardy in their own way. They are the unquestioned masters of the seas, having dwelled on the 
Islands of Silk and Spice for the entirety of their existence. The Yoritomo are a hardy, industrious people 
ever eager to prove themselves against members of the other Great Clans. 

 
 
Lion Bushi 

Over the centuries, the primary bushi Schools of many Clans have developed specialties that have 
narrowed their focus.  The Lion consider such things a mistake, and have carefully avoided it.  The Lion 
Bushi School focuses on precision in the art of kenjutsu, the basic swordsmanship style of the Empire.  
The Akodo sensei of the Lion believe that if you strike your target exactly as you intend every time, there 
is no need for anything more complicated as part of your studies.  Some regard this as simplistic, but no 
one argues with Lion capabilities in battle.  The study of battle itself is also a strong component of every 
Lion’s training, and there are virtually no Lion-trained samurai who do not possess at least a rudimentary 
knowledge of tactics and strategy.  

 
Ring Bonus: +1 Fire 
Starting Skills:  Athletics, Armour, Defence, Kenjutsu, Lore(Law & Bushido) 
Starting Honour: 5 
Equipment Outfit: Bushi 
Techniques  Rank 1: Gain the Veiled Menace Style (Flurry) Kata, may use this Kata with a katana 

Rank 2: Gain +1 bonus to Armour and Kenjutsu 
Rank 3: Add Honour to Kenjutsu 
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Lion Courtier 
If one examines the greatest storytellers of every generation across the history of Rokugan, the pattern 
that emerges will indicate clearly that the Lion Ikoma bards dominate this aspect of the Empire’s social 
circles.  Unlike most courtiers who focus on manipulation and shades of deception, the Lion bards or 
omoidasu strive to live by example, citing historical precedents and mythical tales of heroes in order to 
demonstrate the desired outcome of whatever discussion they are involved in.  
 
Ring Bonus: +1 Air 
Starting Skills: Artisan(Oratory), Courtier, Defence, Lore(Law & Bushido), Lore(Lion) 
Starting Honour: 5 
Equipment Outfit: Courtier 
Techniques  Rank 1: May redeem Favours for in game effects or items, gain the Leadership background 

Rank 2: May switch Favours from one character to another. +1 Courtier 
Rank 3: Add Air to Defence 

 

Lion Shugenja 

The ancient rituals of the Lion Shugenja School have remained virtually unchanged since the family’s 
creation, and the notion of putting aside the relics of the past has never even occurred to the family.  The 
Lion shugenja tend to focus is on magic that can be employed in battle, which is the lifeblood of every Lion 
samurai, and can allow them to influence the outcome of skirmishes through use of powerful spells. 
 

Ring Bonus: +1 Water 
Starting Skills:  Artisan(Calligraphy), Lore(Lion), Lore(Law & Bushido), Spellcraft, Theology 
Starting Honour: 5 
Equipment Outfit: Shugenja 
Affinity / Deficiency:  Water / Fire 
Bonus Spell:  Reversal of Fortunes 
Starting Spells:  3 Water, 2 Air, 1 Earth 
 

Lion Berserker 
The great majority of the vast legions of Matsu samurai study at the family’s home School, the Lion 
Berserker School, if for no other reason than that most Matsu believe other fighting styles are too 
conservative and reserved.  A true Matsu has no fear of death, and as such the Techniques imparted by 
their sensei embrace absolute, unwavering commitment to battle.  It is for this reason that the legions of 
the Matsu family are so feared on the battlefield: how can one defeat an enemy who does not care if he 
lives or dies, so long as you are defeated first?  
 

Ring Bonus: +1 Water 
Starting Skills: Athletics, Armour, Kenjutsu, Lore(Law & Bushido), one Weapon Skill 
Starting Honour: 4 
Equipment Outfit: Bushi 
Techniques  Rank 1: Gain the Death Trance background 

Rank 2: Gain +1 bonus to Armour and one chosen Weapon Skill  
Rank 3: Add Water to one chosen Weapon Skill 

 

Lion Sailor 
The Yoritomo are masters of the sea, and as a result of centuries spent fighting from ship to ship and on 
the beaches, their fighting style is highly unusual. The corrosive effect of sea air on steel is well known, 
and as a result the Mantis have centuries of experience fighting with highly unconventional weaponry, in 
particular the kind of weapons most often relegated to peasants.  
 

Ring Bonus: +1 Water 
Starting Skills:  Athletics, Armour, Defence, Peasant Weapons, Sailing 
Starting Honour: 2 
Equipment Outfit:  Bushi – a Yoritomo warrior may take two peasant weapons or knives instead of a 
katana in their outfit.  This choice is made at character creation. 
Techniques  Rank 1: Gain the Spinning Blades (Two Weapons) Kata, may use other Kata while wielding 

two weapons. 
Rank 2: Gain +1 bonus to Peasant Weapons and Sailing 
Rank 3: Add Water to Peasant Weapons  
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PHOENIX CLAN 

With regard to the subject of shugenja, the consensus of an entire Empire is that the 
Phoenix possess both the largest number of shugenja and the most powerful of 
them.  The descendants of the Tribe of Isawa and those who have sworn allegiance 
to them command mystical power unlike anything seen in the other Clans, and the 
followers of the Kami Shiba have sworn to protect them for all time, no matter the 
cost. 

 

The Asako Family: +1 Air 

The quiet, reclusive Asako are a very monastic family, living scholarly and ascetic lives more befitting the 
Brotherhood of Shinsei than a family of samurai.  They comprise the majority of the Phoenix Clan’s 
courtiers.  Asako are contemplative and inquisitive, but generally without ambition other than to serve 
and learn.  

 
The Isawa Family: +1 Fire 

The Isawa truly rule the Phoenix Clan, despite the presence of a Shiba Clan Champion. They are 
unquestionably the most knowledgeable, most powerful, and most numerous shugenja family in the 
Empire. Unfortunately, this has made them arrogant as well, and many Isawa constantly struggle against 
their own shortcomings.  

 
The Shiba Family: +1 Earth  

The Shiba are among the most scholarly and least aggressive of all bushi families. They serve the Clan and 
the Isawa without complaint or consideration for themselves. Although they prefer peace and 
compassion, the Shiba will not retreat from a battle once the Phoenix have committed themselves to an 
engagement. 

 
The Yogo Family:  +1 Earth 

Formerly a Scorpion family, no family among the Great Clans is more feared or reviled than the Yogo.  
They are descended from a Phoenix who was cursed during the early days of the Empire to betray the one 
he loved the most. The curse has been passed down into the family’s bloodline, and as such many avoid 
the Yogo whenever possible. The Yogo pay no heed to their reputation, however, and used their powerful 
magic in service to the Scorpion regardless of how expendable they may be considered.  Recently the 
Yogo family returned to the Phoenix Clan and swore featly to their new Clan under the leadership of Yogo 
Junzo. 

 
 
 
 

Phoenix Bushi 

The Phoenix Bushi are well known as a relatively peaceful group, at least as bushi are concerned.  Their 
training emphasizes a number of non-martial skills in addition to the traditional weapons training, which 
has led to a reputation as warrior-scholars in some circles.  A Phoenix bushi considers all options before 
committing to combat, searching for any possible alternative other than the loss of life.  If those a Phoenix 
bushi protects are threatened, however, or if combat is an inevitability, he attacks swiftly and without 
reservation, committing himself fully to the act until it is done.  Those who mistake the desire of a Phoenix 
to preserve life for an inability to take it are woefully unprepared to face them on the battlefield. 
 
Ring Bonus: +1 Earth 
Starting Skills:  Armour, Defence, Duelling, Kenjutsu, one Weapon Skill 
Starting Honour: 5 
Equipment Outfit: Bushi 
Techniques  Rank 1: Gain the Iron Forest Style (Knockback) Kata, may use this Kata with a katana 

Rank 2: Gain +1 bonus to Theology and one chosen Weapon Skill 
Rank 3: Add Void to one chosen Weapon Skill 
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Phoenix Courtier 

The Asako are a scholarly by nature, and nowhere is this more evident than in the courtier tradition they 
maintain on behalf of the Phoenix Clan.  Their training consists of extensive studies in a large number of 
subjects.  A broad knowledge base gives the Phoenix courtier a frame of reference from which to examine 
any new situation, and allows them great insight into the social situations of court.  The Phoenix courtiers 
specialize in scholarly pursuits, and use those as a means of succeeding in social situations.  
 

Ring Bonus: +1 Fire 
Starting Skills: Artisan(Calligraphy), Courtier, Lore(History), Lore(pick one), Medicine 
Starting Honour: 5 
Equipment Outfit: Courtier 
Techniques  Rank 1: May redeem Favours for in game effects or items, gain the Sage background 

Rank 2: May switch Favours from one character to another, +1 Theology 
Rank 3: Add Fire to all Lore skills 

 

Phoenix Shugenja 

The Isawa are the greatest shugenja in the Empire, and the core of the Phoenix power has always been the 
Isawa Shugenja School.  It is literally the oldest School of its kind in Rokugan, and the Isawa have been 
struggling to master the secrets of the universe for more than a thousand years.  So many among the 
Phoenix are born with the gift to speak to the kami has allowed the family to diversify into numerous 
areas of magical specialization.   
 

Ring Bonus: +1 to one chosen Ring (not Void) 
Starting Skills:  Artisan(Calligraphy), Investigation, Lore (pick one), Theology, Spellcraft 
Starting Honour: 3 
Equipment Outfit:  Shugenja 
Affinity / Deficiency:  Choose one element (not Void) for Affinity and for Deficiency 
Bonus Spell:  None 
Starting Spells:  3 in Affinity element, 3 in other elements (not Void) 
 

Phoenix Ishiken 

Though the Phoenix possess great power with the elements, it is a rare few indeed who are able to 
demonstrate mastery of the mysterious Void.  The Phoenix Ishiken is able to reach out into the Realm of 
the Void and see the myriad patterns swirling between the four Elements most shugenja associate with.  
Most importantly, this ability allows them to comprehend what they are seeing.  Should a person ever by 
exposed to the Realm of Void without such training the subtle eddies of Void would drive them insane. 
 

Ring Bonus: +1 Void 
Starting Skills:  Artisan(Calligraphy), Investigation, Lore (pick one), Theology, Spellcraft 
Starting Honour: 3 
Equipment Outfit: Shugenja 
Affinity / Deficiency:  Void / choose one element 
Bonus Spell:  None 
Starting Spells:  3 Void, 3 other elements 
 

Phoenix Wardmaster 

Unlike any shugenja family in the Empire, the Yogo place their powers into protective wards and symbols. 
This power is thought to dwell within their ability of the curse that they bear, though this has never been 
proven.  Where there is need to protect things, the Yogo are called upon to provide barriers, wards and 
preventative measures. Of a peculiar note is that they have a connection to the Void, their sombre nature 
drawing them to reflection and deep contemplation. 
 

Ring Bonus: +1 Void 
Starting Skills:  Artisan(Calligraphy), Defence, Lore (Scorpion), Theology, Spellcraft 
Starting Honour: 2 
Equipment Outfit: Shugenja 
Affinity / Deficiency:  Special.  No elemental Affinity or Deficiency.  The Ward-master may cast the 
elemental Symbol spells as though they are Mastery Level 1 spells.   At each school rank, they learn one 
elemental Symbol spell and 2 other spells instead of the normal 3 spells per rank.  
Bonus Spell:  One elemental Symbol spell (4th rank spell). 
Starting Spells:  1 Air, 1 Earth, 1 Fire, 1 Water 
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SCORPION CLAN 

When the Empire was first formed, the Scorpion were tasked with two sacred 
duties: one was to safeguard the Black Scrolls in which was bound the power of the 
fallen dark god Fu Leng, and the second was to serve as a villain against which the 
Great Clans could unite so that they would never unite against the Emperor. It is 
the latter duty at which the Scorpion have excelled, and in which they revel. 
 

 

The Bayushi Family: +1 Air 

Ruthless and deceitful, the lords of the Scorpion Clan possess many talents, all of which have been put to 
sinister use for the benefit of their Clan and their Emperor.  The Bayushi are dark, dangerous, and 
manipulative, and always evaluate any situation in terms of how it can best benefit themselves and the 
Scorpion.  

The Shosuro Family: +1 Fire 

The Shosuro dwell in shadows, rarely being seen but always having an influence on those around them.  
They are secretive and withdrawn, keeping their own counsel but never failing to obey a command from 
their Bayushi lords.  When the Scorpion require some impossible task performed without complication, it 
is a Shosuro who fulfils the duty.  

The Soshi Family: +1 Air 

The Soshi are the main shugenja family of the Scorpion Clan, founded soon after the Clan’s beginnings, 
and specialize in using magic to enhance the Clan’s efforts in politics, deceit, and manipulation.  They 
often work in close concert with the Shosuro, using their magic to support the Shosuro’s ruthless and 
secret activities.  

 

 
 
 
 
 
 
 
 
Scorpion Bushi 

The greatest villains in Rokugan’s most successful plays are always Scorpions, because it is so easy for 
most samurai to believe.  It is the actions of students from the Bayushi Bushi School that have brought 
this stereotype to life and reinforced it over and over again.  Every student in the Bayushi dojo is trained 
to be the perfect weapon of discord, capable of turning the Clans against one another with minimal effort.  
Combat training is only one aspect of their education, which often includes social manipulation and 
stealth. 

Ring Bonus: +1 Fire 
Starting Skills:  Armour, Defence, Duelling, Kenjutsu, Courtier 
Starting Honour: 3 
Equipment Outfit: Bushi 
Techniques  Rank 1: Gain the Hidden Blade Style (Disarm) Kata, may use this Kata with a katana or 

wakizashi 
Rank 2: Gain +1 bonus to Kenjutsu and Courtier 
Rank 3: Add Air to Kenjutsu 

 
 

A Note on the Yogo Family:  
Recently, under the leadership of Yogo Junzo, the majority of Yogo family samurai have joined the Phoenix 
Clan.  Any remaining Yogo samurai have chosen to swear featly to one of the other Scorpion families.  Yogo 
samurai are no longer playable characters in the Scorpion Clan.  
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Scorpion Courtier 

The reputation of the Scorpion in court is nearly equal to that of the Crane, and certainly more fearsome.  
This is a direct result of the malevolent machinations of Scorpion courtiers over the course of centuries.  
The much vaunted information network of the Scorpion is largely a product of their masterful courtiers, 
ferreting out even minute bits of information that can be used as a whole to bring ruin to individuals, 
families, or even Clans.  

 
Ring Bonus: +1 Air 
Starting Skills: Courtier, Commerce, Investigation, Lore(pick one), Medicine 
Starting Honour: 3 
Equipment Outfit: Courtier 
Techniques  Rank 1: May redeem Favours for in game effects or items, gain the Rumourmonger 

background and the Wealthy background (1 rank) 
Rank 2: May switch Favours from one character to another, +1 Courtier 
Rank 3: Adds Fire to Courtier 

 
Scorpion Shugenja 

Although it is admittedly rare, there are times when the prodigious physical abilities of the bushi are 
inadequate to accomplish a task requiring stealth and subtlety.  When this happens, a student of the 
Scorpion Shugenja School is brought in to deal with the matter.  The Scorpion understand better than 
most that the kami are not honourable beings as many envision them, but rather completely alien 
creatures with no firm concept of human behaviour or even of honour itself.  They can and will do 
virtually anything asked of them if properly entreated, so long as the request is not a violation of the 
natural order such as maho, blood sorcery.  The Scorpion excel at exploiting this to channel the kami into 
feats of stealth, trickery, and deception.  

 
Ring Bonus: +1 Air 
Starting Skills:  Artisan(Calligraphy), Courtier, Investigation, Spellcraft, Theology 
Starting Honour: 2 
Equipment Outfit:  Shugenja 
Affinity / Deficiency:  Air / Earth 
Bonus Spell:  Cloak of Night 
Starting Spells:  3 Air, 2 Fire 1 Water 
 
Scorpion Instigator 

Few outside the Scorpion Clan are aware of the existence of the Instigator School, and those few who do 
are either so inextricably bound to the Clan that they dare not reveal its existence, or have been so 
thoroughly discredited that no one takes their wild accusations seriously.  The Shosuro Instigators are 
that which most believe all Scorpion to be, but without the arrogance and cruelty that such villains are 
commonly ascribed in plays and poems.  The Instigators are silent, merciless killers who take no pleasure 
or satisfaction from their role.  They are simply fulfilling their duty, and experience neither joy nor 
remorse as a result.  The specialization of the Scorpion Infiltrators is relatively simple: they attack 
unknowing targets and destroy them utterly.  

 
Ring Bonus: +1 Water 
Starting Skills:  Athletics, Courtier, Defence, Stealth, one Weapon Skill 
Starting Honour: 1 
Equipment Outfit: Bushi 
Techniques  Rank 1: Gain the Sensei (Poisons) background 

Rank 2: Gain +1 bonus to Stealth and Athletics 
Rank 3: Add Water to Stealth  
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RINGS & SKILLS 

Rings and Skills are an in-game representation of a character’s training and knowledge gained throughout 
their life and service to their lords.   

Rings and Skills are separated into three distinct groups.  These are Rings, Skills and Restricted Skills.  

Rings relate to a character’s natural abilities.  It is possible for a character to continually improve these 
skills without requiring someone to teach them.  Rings convey natural resistances to a character in the 
form of defences to opposed calls.  Rings are also used in combination with the learned skills.  Rings also 
govern much of a shugenja’s abilities to control the elemental kami. 

At the beginning of the character creation process, characters begin with all Rings at 2 out of a possible 9.  
These may be increased during the character creation process, or during the game, through the 
expenditure of Character Points (CP).  A Rank of 2 represents the normal capability possessed by an 
individual with no particular training, whereas the upper limit of 9 is reserved for the most supremely 
gifted and talented individuals in the world, and for supernatural beings. 

Skills are usually learned at a school, where a character is taught by a master, though a character may 
learn new skills or advance current ones through experience without the close attention of a master.  

Restricted Skills are those that can only be learned by those attending specific schools or from a master 
sensei.  They are considered secret and are not permitted to be taught to any outsider.  These skills 
cannot be learned without a master or attendance of the appropriate school in game. 

Both Skills and Restricted skills are rated at ranks between 1 and 9.  A skill rank of 1 represents a very 
rudimentary knowledge and basic level of training, whereas the upper limit of 9 is reserved for the most 
supremely gifted and talented individuals in the world, and for supernatural beings. 

Example of skill ranks: 

Skill rank 1–3: Basic training.  A simple craftsman.  An average warrior.  A reasonably schooled clerk. 
Skill rank 4–6: Advanced training.  An excellent craftsman or artist. A warrior of considerable skill.  

A scholar or teacher of knowledge. 
Skill rank 7–9: A master of the skill.  A world renowned artisan.  A legendary duellist.  A celebrated 

scholar of esoteric lore. 
 

RINGS DESCRIPTIONS 

The most basic representations of a character’s abilities are the Five Rings.  The Five Rings are the basic 
conceptual building blocks of the Legend of the Five Rings world.  All things, both living and nonliving, are 
composed of differing proportions of the elements that the Rings represent.  

Air 
Air is enigmatic and mercurial in all things, and represents an individual’s capacity for 
empathy and intuition.  The spirits of Air can be capricious and mischievous, but their 
wrath is as that of the storm.  A character with a high Air notices everything that takes 
place around him.  Those who are at odds with Air are oblivious to subtle things and 
the nuanced behaviour of those around them.  Air allows a character to perceive the 
feelings and motivations of others, even with little evidence to support their intuition.  
It also allows them to better portray those same feelings, and thus to win over others 
who believe the character is sympathetic to their cause.   

Persuasion, charisma, and manipulation are the hallmarks of Air, which is the most important Ring for 
social skills.  
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Earth 
Earth is eternal, unchanging, and unmoving.  It is the element of endurance and 
resistance, and represents an individual’s ability to withstand whatever trials arise.  
The spirits of Earth are quiet and impassive but can be roused into brief moments of 
terrible violence.  Those who are aligned with Earth have tremendous fortitude and 
resolve, resisting the power of the Shadowlands Taint, while those who are at odds with 
Earth are frail and weak.   

Earth determines a character’s ability to endure constant physical activity and their resilience to wounds 
suffered in battle, or to resist the insidious effects of poisons, diseases and the Taint. 

Fire 
Fire is the element of dynamic change, energy, and destruction.  It is the element of 
motion and illumination.  Spirits of Fire are capable of mending what has been broken, 
or of destroying all in their path.  Those who are strong in the element of Fire are great 
tacticians, brilliant scholars, or possibly both.  Those weak in Fire are sluggish of 
thought and weak of will.  Fire is a measure of a character’s ability to gain new 
knowledge and put it to use.  A character with a high Fire understands new information 
quickly, puts it to use instantly, and recalls it with great clarity.  Fire also determines a 
character’s ability to focus his mental energies on the task set before him.  A character with a high Fire is 
decided and persistent, capable of paying close attention to even the most minute detail for hours on end 
with no sign of wavering. 

Fire determines a character’s ability to recall detail, apply their mind to a problem, and demonstrate 
resolve.  Fire is used to resist the effects of Fear, for many skills and for using Kata abilities. 

Water 
Water is the element of rapid change and alteration.  It is the inexorable force that can 
carve mountains over thousands of years and the capricious storm that batters a ship 
one instant and gently carries it to its destination the next.  Spirits of water can 
enhance the fortunes of those they bless, or bolster their strength in other ways.  Water 
represents a character’s pure physical power.  Those who are strong in the element of 
Water possess incredible strength and speed.  Those who are weak in Water are slow 
to move and physically weak.  Water also represents a character’s hand-eye 
coordination and general physical athleticism. 

Characters with a high Water are warriors of devastating power, while characters with low Water are 
ineffective warriors with little ability to damage their opponents. Water has considerable effect on 
weapon damage.  Water is also the element of magical healing. 

Void 
The fifth and final element that comprises the universe is Void.  Void is poorly 
understood by the mortal mind, for it is both the presence and the absence of the other 
four elements.  It is the state of all elements existing together simultaneously, and yet it 
is also the emptiness that exists between them.  Void is an almost uniquely human trait, 
a result of the divine spark that exists within them through their creation by the forces 
of the Celestial Heavens.  Very few other creatures can even perceive the Void, let alone 
manipulate it. 

A character gains a number of Void Points equal to his Void Ring, and may use them to enhance skills and 
actions made during the course of the game.  Void is also used during duels to represent the character’s 
inner balance. 
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SKILL DESCRIPTIONS  

SKILL INDEX 

RINGS SKILLS WEAPONS SKILLS 

Earth Armour Heavy Weapons 

Water Artisan (various) Kenjutsu 

Air Athletics Kyujutsu 

Fire Commerce Knives 

Void Courtier Peasant Weapons 

 Craft (various) Thrown Weapons 

Defence Yarijutsu 

Duelling  

Hunting 

Investigation RESTRICTED SKILLS 

Lore (various) Exotic Weapons 

Medicine Forgery 

Sleight of Hand Poisons 

Spellcraft Trapping 

Stealth  

Theology 

Sailing 

 
Armour (None) 

The design of armour varies considerably from Clan to Clan, and even varies from type to type within 
Clans.  For the most part, however, Rokugani armour is comprised of lacquered plates of wood, ceramic, 
and metal.  These suits are assembled with the intention of deflecting incoming weapon blows rather than 
attempting to stop them outright.  Even the lowest quality katana can cut through wood without much 
difficulty, but purely metal armour is simply too cumbersome and restrictive to be worn for any length of 
time.  

A character gains a bonus to Hits when wearing armour equal to Armour skill x 2.  A character may use 
the Armour Refit ability a number of times per event equal to their rank in Armour. 

Artisan (Air) 

This is a catch-all Skill that represents a character's talent in one of the many recognized noble arts in 
Rokugani society.  In addition to being soldiers and priests, samurai are the epitome of culture, and as 
such an occupation as an artisan is regarded by many Clans as a noble and honourable pursuit.  The 
Artisan Skill is used to create works of art or performance, the greater the skill and time dedication of the 
artist, the greater the work of art.  The Artisan Skill encompasses all art forms in Rokugan, common and 
uncommon.  Some example art forms are Calligraphy, Bonsai, Gardening, Ikebana (flower arranging), 
Origami (paper folding), Painting, Poetry, Sculpture, and Tattooing, Dance, Music, Noh theatre and Kabuki. 

The Artisan Skill applies to one form of art, chosen from the list below.  When purchasing the first rank of 
the skill, the samurai must define the form of art for this skill.  A samurai must purchase ranks in different 
art forms as separate Skills.  For example, a samurai may have ranks such as Artisan (Calligraphy) 3 ranks, 
Artisan (Artistry) 4 ranks and Artisan (Oratory) 1 rank. 

Oratory Storytelling, poetry, theatre performance 

Music Musical instrument of any kind, Dance, Singing 

Artistry Painting, ikebana, origami, bonsai 

Calligraphy Calligraphy, ink drawing 

Other Tattooing, gardening, sculpting, etc. The art form must be specified in more detail. 

For information on how to craft items for in game use, please see the Item creation rules. 
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Athletics (Earth) 

The training that every bushi student receives includes vigorous physical conditioning.  For some, this 
results in a lifelong enjoyment of athletics.  Like many who pursue a martial lifestyle, some bushi spend 
their off duty hours engaging in competitions with one another, or simply pitting themselves against 
challenges designed to test the limits of their physical abilities.  A character with a background in 
Athletics, however, can perform activities, principally climbing, running, and swimming, with 
considerably more ease than most. 

Commerce (Air) 

Occupations that involve money are distasteful to the samurai caste.  They are not inherently 
dishonourable, of course, for it is absolutely necessary for a samurai to oversee such activities to ensure 
that their Clan and family are adequately provided for, but it is definitely considered something of a social 
stigma to deal in commerce.  The actual day to day trading and conducting of business is typically left to 
merchant vassals, but it is not unheard of for samurai to have training in such matters.  These individuals 
are typically referred to as "merchant patrons." 

Commerce may be used to appraise items, allowing a character to quickly determine the approximate 
value of an object in any given market.  The value will vary depending upon the quality of the object's 
construction, how exotic or unusual it is, and how practically it can be put to use.  More exotic or rare 
objects arc not only more expensive, hut also are significantly more difficult to appraise properly.  
Commerce may also be used to conduct mathematics, typically used to calculate things like taxes and 
tariffs, but can obviously be used in a number of non-business applications as well. 

Those skilled in Commerce also come to know about the people of the lower classes.  Peasants, eta, 
merchants, criminals, ronin, all use money on a daily basis.  By becoming familiar with the transactions of 
the lower classes, a character also gains insight into their world.  Commerce – in conjunction with actual 
koku – may be used to bribe or influence people of lower classes.  Commerce may be used to garner 
information relating to or from the lower classes, in a similar manner to the Courtier skill.  The 
information gained by Commerce would relate to the underworld and criminal activity, or similar 
unsociable aspects.  Commerce may also be used to negotiate or trade underworld favours with members 
of the underworld in a similar manner to Courtier. 

Courtier (Air) 

This skill encompasses both the essential courtly conduct of the samurai, and the manipulation of 
bureaucracy to achieve one’s ends.  The essential skill of any Rokugani court, this is a measure of a 
character’s ability to participate in the deadly political games that are so prevalent in the Empire’s highest 
social echelons.  Courtiers have their own style of warfare, and are able to maneuver one another into 
disadvantageous positions through their skill with words.  Equally, in a rigid hierarchical society such as 
the Emerald Empire, knowledge of appropriate conduct is essential for all but the most jaded and uncouth 
bushi.  In many ways a proper code of etiquette is a defense for samurai, who can use their knowledge of 
how one should behave in a court setting as a shield against the manipulation of others.  It can also allow 
them to avoid embarrassing faux pas by ensuring that they know to whom any particular concern should 
be addressed in the vast and often confusing Imperial bureaucracy, as well as the lesser bureaucracies 
maintained by the Great Clans. 

Rokugan has a complex etiquette.  In order to assist players who are not 
familiar with the etiquette, the Courtier skill may be called on using the 
Ayamachi (Faux Pas) Rule.  Any character with at least 1 rank in the Courtier 
skill may invoke this rule.  However, this rule must only be applied in 
situations of genuine player error (not character error), and is not for 
manipulating or escaping in-character gaffes. 

The Courtier skill may be used when trying to maneuver through government 
channels appropriately, such as trying to arrange a meeting with someone of 
high status (the Imperial bureaucracy is notoriously difficult to navigate).  It 
will generally not be called on in any contested manner between individuals, 
but is a measure of a character’s ability to manipulate the system.  This skill 
may also be used in social circumstances where a samurai may need to know 
appropriate etiquette, expression or conduct.  When sought, a GM may give 
advice to a character appropriate to their skill level.  

The Ayamachi (Faux Pas) Rule: 

If a player makes a social faux pas 
or gaffe that is genuinely not 
intended, the character may place 
their hand on their head (to 
indicate an out –of-character call), 
call on this Courtier use and 
request that other characters 
ignore the offending statement or 
action.  A character must have at 
least 1 rank of Courtier to use this 
application.  No TN or Skills 
Challenge is required.  Other 
players are required to respect this 
call, regardless of the magnitude of 
the error.   

This rule must not be invoked 
facetiously or to manipulate a 
social situation for in-game 
advantage. 
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For example: Kitsuki Kiboko is seeking to impress Ryosei, the Fox Daimyo and host of the court, with the 
perfect introduction.  As the player is not familiar with the appropriate social conforms, the player asks the 
GM, using the Courtier skill of 4 with her air of 4 for a total of 8, to determine what the appropriate protocols 
are.  The GM is satisfied with Kitsuki Kiboko’s skill total and advises her about the court protocols, indicating 
that a gift is appropriate.  Kitsuki Kiboko prepares a small artistic gift for her Fox Clan host. 

Additionally this skill can be used to garner gossip and rumour among the courts.  This may include 
discovering rumors or personal information about high ranking individuals, where the skill of the 
character is used in determining the amount of information the character discovers. 

For example: Kitsuki Kiboko, having been introduced to the Fox Daimyo, wants to find out any gossip that 
has been circulating about the courts in order to further her clan’s agenda.  She consults a GM, explaining 
that she is looking for gossip about the court individuals and that her Courtier total is 8.  The GM informs her 
that Ryosei’s close personal friend, Mikoto is quite fond of Phoenix Plum Wine and would be far more 
favourable if he had a bottle.  

Courtier is also a key skill in the using of favours.  The higher the courtier skill can determine specific 
favour requirements that can reduce the amounts of favours that a specific request could be worth. 

For example: Kitsuki Kiboko, after meeting Ryosei, wants to acquire a bottle of Phoenix Plum Wine to curry 
favour with the personal friend of the Fox Daimyo.  Kitsuki Kiboko discovers that a local merchant has a 
bottle of Phoenix Plum Wine but its extraordinary rarity means he is unwilling to sell it.  However, the 
merchant wants to do business in Phoenix lands, and needs to gain permission to trade in those lands.  The 
merchant offers to trade the bottle of wine to Kitsuki Kiboko in return for three Phoenix Favours.  Finding 
this to be a difficult price pay, Kitsuki Kiboko investigates rumours about the merchant (by asking a GM and 
using her Courtier total of 8).  She determines that the merchant has a debt with the Scorpion clan and will 
accept one Scorpion Favour instead for the bottle of Plum Wine. 

Craft (various) (Fire) 

If artisans are tasked with producing items that are considered abstract and beautiful by the people of the 
Empire, then craftsmen have a duty to create things of practical value.  Blacksmiths, armoursmiths, 
cartwrights, carpenters, and shipwrights are all craftsmen.  Fishermen and farmers are as well, although 
they do not produce an item but rather the food that is the lifeblood of the Empire.  While crafting is not 
as honourable and noble a profession as being an artist, it is still highly valued and looked upon without 
stigma.  The Craft skill encompasses all forms of production and manufacture in Rokugan, common and 
uncommon.  Some example crafts are blacksmithing, armoursmithing, bowyer, farming, mining, fishing, 
carpentry, masonry, tailoring, cooking, etc.  In order to create practical items, a samurai needs to use the 
Craft skill. To create works of art, the Artisan skill is used.  

The Craft Skill applies to one chosen form of craft, chosen from the list below.  When purchasing the first 
rank of the skill, the samurai must define the form of craft for this skill.  A samurai must purchase ranks in 
different craft forms as separate Skills.   

For example, a samurai may have ranks such as Craft (armoursmithing) 3 ranks, Craft (bowyer) 4 ranks, etc. 

 

Blacksmithing General non-weapon smithing 

Weaponsmithing Katana, bladed weapons, other melee weapons 

Armoursmith Armours of all types 

Bowyer Bows and arrows 

Engineering Building and civil design and construction 

Tailoring Clothing and cloth 

Carpentry Woodcraft of all types 

Toolmaking Tools for various crafts, arts, professions 

Minting Coins and similar metal casting 

Other Cooking, fishing, farming, mining, weaving, brewing, etc.  Note that if the ‘Other’ category is 
chosen, the craft form must be specified in more detail.   

For information on how to craft items for in game use, please see the Item creation rules. 
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Defence (None) 
A warrior who cannot defend himself is of little use, for he will serve his lord but once in battle before he 
falls and must be replaced.  The Rokugani understanding of battle does not permit things such as parries 
and ripostes, but instead involves positioning one's blade and body so that incoming blows are deflected 
or miss entirely.  Some bushi prefer to forgo the use of armour in favour of the freedom of movement and 
swift strike of the unarmoured style.  Defense is an essential skill necessary to make a  character more 
difficult to hit in a skirmish or a duel, when not wearing armour.   

A characters gains a bonus to Hits when not wearing armour equal to their Defence skill rank.  A 
character may use the Second Wind ability a number of times per day equal to their rank in Defence. 

Duelling (Void) 
Iaijutsu, sword duelling, is the formal duelling system of Rokugan, an ancient and venerated tradition that 
even the most irreverent bushi would never imagine slandering.  When two parties are in dispute, and the 
matter cannot be resolved in any other manner, a duel is often the result, and the form of a duel is almost 
always with katana.  The winner of the duel is proven correct, and the defeated party is proven to be 
wrong.  There can be no contestation of a duels outcome, barring dishonourable conduct on the part of 
the winner during the duel.  See the Combat Rules section for the rules surrounding duels of all kinds. 

Hunting (Air) 
Hunting is a sport favored by warriors, even though game is rarely if ever consumed by members of the 
samurai caste.  The types of game hunted in Rokugan can be quite dangerous, however, and as a result 
there is a great deal of survival knowledge associated with the sport of hunting.  Hunting animals for 
sport is never done with a samurai's daisho; it is typically performed either with bow and arrow or, in the 
case of particularly large game, spears. 

The Crab and other Clans sometimes have need of the skills of Hunting for more practical purposes.  
Hunting allows a character to forage for sustenance and shelter in the wilderness, with the difficulty 
varying upon the severity of the conditions (the forest is simpler than the mountains, which are simpler 
than the desert, etc.).  Hunting also allows a character to locate and follow the tracks of prey through rural 
environments.  Hunting also allows characters to spot traps in natural or urban environments, or similar 
natural hazards. 

Investigation (Air) 
One of the most prestigious appointments a samurai can receive is that of magistrate, an official tasked 
with enforcing the laws within his lord's domain. As magistrates, samurai must often determine what has 
taken place under mysterious circumstances, and search out who is to blame for violating the word of 
their daimyo.  Those with a keen eye and a sharp mind are often promoted to higher positions, serving 
their family, clan, or even the Empire as a whole. 

Investigation represents the ability to assess your surroundings and gather information based on physical 
clues.  Investigation is most frequently used to locate something (or someone) hidden or concealed.  If 
this is a person in hiding, a Skill Challenge will be used, pitting the character's Investigation against the 
target's Stealth.  

Lore (various) (Fire) 
Many among the samurai caste are called to pursue the role of the scholar in order to better serve their 
lord. or for their own purposes.  Although this is most common among shugenja, it is not unusual for a 
courtier or a bushi to study somc subject or another that catches their interest.  History and heraldry are 
among the most common and useful, but literally any subject can be taken up.  Lore Tests are made to 
determine if a character possesses certain information regarding the subject area. 

The Lore Skill applies to one chosen form of Lore, from the list below.  When purchasing the first rank of 
the skill, the character must define the area of lore studied for this skill.  A character must purchase ranks 
in different Lore as separate Skills.   

For example, a character may have ranks such as Lore (History & Geography) 3 ranks, Lore (Lion) 4 ranks 
and Lore (Shadowlands) 1 rank. 

Knowledge of spells, magic and the shugenja’s arts are covered in the skill Spellcraft. 
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Shadowlands Knowledge about the lands and creatures tainted by Jigoku 

Clan (choose one) Knowledge about a specific Clan, including their lands, families, history and 
significant personalities, etc. 

Heraldry Knowledge of mons and insignia of clans and individuals, also knowledge and 
recognition of famous personalities, their deeds, etc. 

History & 
Geography 

Knowledge about the Emerald Empire including its lands and great events of 
history, Imperial lineage, etc. 

Law & Bushido Knowledge of the Code of Bushido and the laws of Rokugan 

Spirit Realms Knowledge about the other Realms and their spirit denizens – e.g. Jigoku, 
Tengoku, Gakido, Chikushudo, etc. 

Underworld Knowledge about criminal, illegal or semi-legal operations including gangs, 
banditry, ronin, etc. 

Gaijin Knowledge about foreign lands 

Other Note that if the ‘Other’ category is chosen, the Lore subject must be specified 
in more detail. 

 

Medicine (Fire) 
War is the purpose of all samurai, and war often results in those who are wounded but not slain.  A 
wounded samurai is a burden on his lord, unable to perform his duties and yet still requiring resources.  
Those who practice medicine have the sacred task of ensuring that a samurai recovers front his wounds 
and can rise to serve once more.   

Medicine can be used to treat and identify many different injuries and ailments.  Specific diseases and 
poisons may be treated with this Skill, although the difficulty for treatment will vary depending upon the 
disease or poison in question.  The Medicine skill also conveys a knowledge of anatomy, and may be 
applied as a forensic skill to determine the cause of a death, or in the unclean act of torture, etc. 

Using the Medicine Skill to restore Wounds requires the use of a physical 
prop bandage from a healer’s kit for each separate attempt.  Each use of this 
skill heals the recipient for the maximum allowed by healer’s Medicine test.  
Healing takes 30 seconds to conduct.  Healing cannot be conducted while 
either person is moving or taking any actions other than speaking, etc. 

Magical healing (water spells) may be used before or after Medicine skill, 
and the benefits of each type of healing stack with each other. 

The Medicine skill may be used to identify and mitigate the effects of poisons and diseases. Each poison or 
disease will have specific effects and TN to treat. Treating poisons and diseases will use the normal skill 
test mechanics (Medicine + Fire).  See the Poisons and Diseases section for more information.  Medicine 
can also be used to treat Ring reductions from poisons or diseases.  As for Wounds, this healing takes 30 
seconds to conduct, and requires the healers kit bandage.  Each treatment restores one rank in one Ring. 

Sailing (Fire)  
Rokugan has a vast coastline, and there is a tremendous amount of activity on the sea during the majority 
of the year.  Trade vessels and fishing vessels make their way across the shallow waters along the coast 
during spring, summer, and fall, and the hardier ships belonging to the Yoritomo family make the long 
voyage to and from the Islands of Silk and Spice even during the depths of winter. 

This skill generally applies to all aspects of controlling a boat or ship.  Sailing also may be used for 
navigation, to determine your approximate location using the stars, and determine in what direction a 
specific destination lies (assuming you already know where the destination is and simply want to know 
where it is relative to you).  Navigation can be used on land, but the difficulty is increased when doing so.  

 

 

Please note, as with weapons 
and spell packets, the healer’s 
kit used by this skill will be 
provided in game through the 
school outfit system or by 
trading in game money or 
favours through appropriate 
channels.  
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Sleight of Hand (Water) 
The dexterous manipulation of small objects for the purpose of misdirection or concealment is not looked 
upon favorably by most honourable samurai.  The code of Bushido flatly calls for sincerity in action, word, 
and thought, and such parlor tricks smack of deception and dishonesty, which no honourable samurai can 
abide.  

Sleight of Hand may be used to hide small objects (something that can fit in a hand) on a person, requiring 
a Skill Challenge of Sleight of Hand against Investigation of observers to detect it.  Sleight of Hand may be 
used to slip free of bonds, though the difficulty of this is usually high.  Sleight of Hand may be used to pick 
pockets (or kimono sleeves), requiring a Skill Challenge against Investigation in order to avoid detection, 
and this skill may also be used a Prestidigitation to entertain or distract people by performing tricks. 

Spellcraft (Fire) 
The path of the shugenja begins with the innate ability to speak to the kami, but it continues with a life of 
rigorous study and devotion to research.  Although non-shugenja can take up this craft, the essential 
understanding of how the invocation of the kami works makes it primarily the domain of shugenja.  This 
skill represents the knowledge of magic, spells and rituals of the kami in the traditional form of Rokugani 
magic.  Non-shugenja characters may learn this skill for the purposes of knowledge, but they will not be 
able to entreat the kami (i.e. cast spells). 

This Skill may be used when using the Commune spell to converse with a spirit, and especially when 
trying to persuade that spirit to be helpful.  More information on this can be found in the description of 
the Commune spell.  This skill is used for magical duels. 

Stealth (Water) 
Although generally a dishonourable practice, stealth has its uses in such situations as hunting or while 
scouting during a military engagement.  For most samurai, however, these are necessary evils, and under 
any other circumstances, no honourable souls will ever dare disgrace themselves by sneaking about in the 
shadows like common criminals, or failing to face their opponents like true samurai. 

Stealth is usually a Skill Challenge of the character’s Stealth against the Investigation Skill of any 
observers.  A player must make every effor to conceal themselves from view, and place a hand on their 
head to indicate that they are hiding.  If an observer sees the character and contests the skill, the players 
must indicate to each other – usually silently by raising fingers – the level of their respective Stealth and 
Investigation totals.  

Theology (Fire) 
Characters with this skill are familiar with the religious practices and bear an understanding of all forms 
of Rokugani spirituality.  Theology includes knowledge of the Fortunes, the Tao and ancestor worship, 
each of which are practiced with varying enthusiasm in different parts of the Empire.  The skill represents 
knowledge of religious practice, including prayers and incantations appropriate for ceremonies, ritual 
blessings and cleansing, etc.  Theology also encompasses the history of the greatest religious figures and 
the wisdom they taught.  Shugenja (of any Clan or persuasion) are considered to be priests and as such 
are expected to have a working knowledge of theology, though their dedication to the skill will vary 
considerably.  However, theology is a worthy pursuit for all samurai, not just priests, as true mastery of 
Theology is said to be a step on the path to enlightenment. 
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Weapon Skills 

Weapons are the lifeblood of any true bushi, for while they are trained to make war with their hands if 
nothing else is available, the true strength of the samurai caste has ever been in its steel.  The vast 
majority of weapons commonly found in the hands of samurai are covered below, but anything can 
suitably be used as a weapon assuming its construction is adequate to the task.  

All weapons skills contribute to the amount of damage a character can do with the weapon.  The Ring 
associated with any Weapon Skill is Water.  A character with no ranks in a Weapon Skill deals no damage 
with weapons from that category, regardless of their Ring value.  A charcter’s rank in a Weapon Skill 
contribute to the effects of some Kata. 

Kenjutsu (Water) 
Weapons: Katana, wakizashi, no-dachi  

Kenjutsu is the path of the sword, the essential training in use of the katana and other blades that all bushi 
receive as part of their schooling.  Almost without exception. the principle weapon training that all bushi 
receive centers around the katana, the signature weapon of the samurai caste and the representation of a 
warrior's soul.  All dojo offer weapon training in other areas for those interested in learning, but only the 
katana is considered mandatory. 

Heavy Weapons (Water) 
Weapons: Club, Tetsubo (Great Club), Ono (Axe), Dai-Tsuchi (Great Hammer) 

Training in the use of heavy weapons, a skill known as tsubojutsu, is the hallmark of bushi in service to the 
Crab Clan.  While the dojo of virtually all Great Clans address the use of heavy weapons during training, 
they are seldom seen in use in the ranks of any army other than the Crab.  For the Sons of Hida, however, 
the sheer power of these weapons is an essential component in their defense of the Great Wall, where the 
use of weapons such as the tetsubo and ono allow them to defeat formidable enemies that a katana would 
not be able to harm. 

Knives (Water) 
Weapons: Tanto, dagger 

The art of wielding a knife, or tantojutsu, is not typically considered a priority at most bushi dojo.  The 
katana is the principle weapon of the samurai, of course, and even if one chooses to take up another 
weapon instead, there are many more effective, more lethal weapons than a simple knife.  Yet despite this, 
virtually every bushi in the Empire is trained in the use of the knife, and carries one at all times. Bushi are 
eminently practical warriors, after all. 

Peasant Weapons (Water) 
Weapons:   Jo staff, masakari (hand axe) 

Peasant weapons are those that are commonly available to the 
common folk of Rokugan.  These weapons are derived from tools 
and implements that the peasant has easy access to.  However, the 
use of peasant weapons among samurai is universally derided.  
This is for two reasons, first, the peasant weapon is usually easily 
broken and less effective than a steel weapon; and second, these 
weapons are usually taken up by angry peasants and used against 
their samurai lords – who, for good reason, forbid peasants to use 
samurai weapons. 

Kyujutsu (Water) 
Weapons: Yumi (Bow), arrows 

The art of the bow is an accepted part of all bushi's training, save perhaps for a handful of esoteric 
warriors who place misguided principle above practicality.  To all others, the value of the bow in striking 
at an enemy who is not within melee range is obvious.   

Some commonly known peasant 
weapons include Sai, Jitte, Tonfa, and 
Kama.  Often these kinds of weapons 
are designed to catch or break other 
weapons, or risk hand-to-hand 
contact, etc.  Thus these kinds of 
weapons a difficult to make LARP 
safe.  Any person wishing to use a 
peasant weapon for a Chimera 
Productions game should first have 
the weapons inspected by the Orgs. 
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Yarijutsu (Water) 
Weapons: Bo staff, naginata, nagamaki, bisento 

Long-reaching weapons with considerable power and versatility, polearms are essentially a stopgap 
between heavy weapons and the traditional katana.  They consist of bladed weapons mounted atop 
sturdy poles of wood or metal, granting a warrior skilled in their use the ability to keep his opponents at 
bay while taking a terrible toll on them at the same time.  The use of simple staves is seldom seen among 
the ranks of most respectable bushi families, but the practice of using staves is more common among 
monks and even some peasants, given that a walking stick cannot reasonably be assumed to be a weapon.  
Staves are excellent for delivering brute force to stun or incapacitate an opponent, but their blunt nature 
can make killing an opponent difficult and messy work without proper training.  

Thrown Weapons (Water) 
Weapons: Shuriken, rocks, darts 

These weapons are generally considered either peasants weapons such as rocks or darts or weapons of 
the ninja.  Samurai characters rarely resort to using such lowly weapons, but the practicality of a simple, 
well aimed rock is obvious. 
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RESTRICTED SKILLS  

Exotic Weapon (type) 
There are rare occasions where a samurai may happen upon a weapon that is not a traditional Rokugani 
weapon, for example a Mai Chong – a specialised spear once used by the now extinct Boar clan.  There are 
also gaijin cultures that possess other types of weapons such as the longsword or the rai-por (rapier).  
However the use of gaijin weapons of any description carries with it harsh penalties socially.  The use of 
some weapons such as firearms is pubnishable by death. 

This skill is used to cover unsual weapons and must be discussed with a GM before purchasing. 

Forgery (Fire)  
To a villanous samurai, the art of Forgery can be a useful asset.  From the forging of travel papers to 
minting koku, Forgery covers the use of recreating a duplicate of an item.  This skill is opposed by the 
Investigation skill.  Several uses of this skill may require other craft skills in order to replicate a type of 
item.  Use of this skill may cost a character honour and the use of this skill if caught is punishable 
depending on the type or scale of the infringement. Please see a GM if you wish to use this skill. 

Lore (Maho) 
Maho (blood magic) is a dark and sinister form of magic which calls on the corrupt power of kansen, evil 
elemental spirits born from the power of Jigoku. Unlike normal Rokugani magic, which requires one to be 
born with the ability to speak with the elemental spirits, maho can be cast by anyone who can learn the 
incantations – indeed, the kansen themselves are known to whisper their spells into the ears of those 
willing to listen. This dark magic is widely employed by the creatures of the Shadowlands, as well as by 
the infamous Bloodspeaker Cult and by numerous individual maho-tsukai (blood sorcerers) in Rokugan 
who stumble across its secrets. Because it represents “easy power” that lies outside the bounds of the 
Celestial Order, maho tends to be especially alluring to the ambitious and the downtrodden – samurai 
who forsake Bushido for personal gain, and embittered peasants whose dreams of a better life drive them 
to darkness. 

This skill can be used to reconise the effects, signs and rituals of maho.  This skill is required to learn and 
cast Maho spells. 

Poisons (Fire) 
One of the most dangerous skills in the arsenal of the treacherous is the skill of poisons.  Posession of this 
skill not only teaches you how to craft the poisons like a craft skill, but also allows for the same use of 
poisons as some require delicate handling to avoid poisoning yourself or any other unintended targets.  
Use of this skill may cost a character honour and the use of this skill if caught is punishable by death.  For 
information on how to craft and use poisons, please see the Item Creation rules.  If you wish to use this 
skill, please consult a GM. 

Trapping (Fire) 

A cunning samurai uses any skills that they can when they are defending their home, however the use of 
the Trapping skill outside of one’s home is certainly viewed with distaste and should not be performed – 
at least not without causion taken to cover one’s tracks.  This skill is used to create, disarm and modify 
traps.  For information on how to craft traps or disarm traps, please see the Item Creation rules.  Please 
see a GM to discuss ways of using this skill.   
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BACKGROUNDS  

Backgrounds (which are either positive ‘advantages’ or negative ‘disadvantages’) represent either a 
permanent mental, physical or spiritual trait of the character (such as bad health, lucky, etc.) or a 
background that they might call on for assistance in some circumstances, and that can be developed for 
story purposes (such as allies, blackmail).  For every Advantage and Disadvantage, the player must detail 
(preferably in writing) a reason for having the background, consistent with their character story.  The 
player must collaborate with the GMs to detail any characters that feature in their background.  
 
Backgrounds may either be purchased for character points at the time of character creation, or ‘granted’ 
to the character during the game.  A character may not begin the game with any ‘granted’ backgrounds or 
purchase them without specific GM permission.  Backgrounds may not be purchased after character 
creation, unless they are specifically ‘granted’ to the character by a GM or story event. 
 

 Advantages cost a number of CP as indicated.   
 Disadvantages grant extra CP to the character that may be 

spent elsewhere. 
 Each background may only be taken once, unless the 

background indicates that it has ranks.   
 Backgrounds with ranks may be gained a maximum of three 

times, as indicated by the points cost.  This includes free ranks 
granted in school techniques. 
 

If there is something particular that you would like your character to 
have, then consult your GM when making your character.  

ADVANTAGES 

Allies (granted only) 
You have carefully nurtured social connections, or won the respect of others through your actions.  Some 
of those in your web of connections would go to great lengths to protect you, while others have 
considerable resources.  And for some precious few maybe both.  

Blackmail (granted only) 
You possess knowledge and proof of a dark secret held by another, and can use that secret to elicit their 
cooperation in a number of ways.  Using this Advantage too frequently or making grandiose demands on 
the person in question may result in them deciding your death is worth the risk of exposing their secret, 
no matter what the consequences might be.  

Blood of Osano-Wo (2 points) 
You are descended from a bloodline of Hida Osano-Wo, the Fortune of Fire and Thunder, and his 
resilience lives on in you.  You are immune to any penalties or damage from natural weather conditions, 
such as winter cold, summer heat, etc.  

Crab Hands (6 points) 
You possess a natural affinity for weapons of all kinds, and can take up even an unfamiliar blade without 
difficulty in times of stress.  Any time that you chose to wield a weapon for which you do not possess the 
skill, you are instead considered to have rank 1 in that Weapon Skill. 

Death Trance (6 points) 
You understand that death is your destiny and you are not afraid.  You are immune to Fear effects, 
whether from supernatural or natural sources.   

  

Note:  The selection of all 
backgrounds must be approved by 
a GM at character creation.  
Certain combinations will not be 
accepted, for logical reasons, such 
as Coward and Death Trance, or 
Jurojin’s Curse and Strength of the 
Earth, Luck and Unlucky, etc.  
Backgrounds listed as ‘granted 
only’ may be granted by GMs after 
participation in story events. 



59 

 

Different School (granted only) 
Either through marriage, deeds of extraordinary consequence or by 
family arrangement, you have been granted entrance into the School of 
another Clan.  If creating a new character, you may select a School of a 
different Clan to attend.  You are still a member of your own Clan, 
however, creating a potential conflict between your loyalty to your 
sensei and your loyalty to your lord and family. 

If transferring from another school, you will be granted access to the 
technique (and outfit) of the new school when gaining your next school 
rank advancement.  This means you will not gain the Rank 1 technique 
of the school, but may gain the Rank 2 or Rank 3 technique as 
appropriate.  Starting bonuses are never granted to transferring 
characters. 

Gaijin Gear (3 points - non weapon / 6 points - weapon) 
You possess a single piece of equipment that is gaijin in origin, constructed somewhere beyond the 
boundaries of the Emerald Empire.  It may be a weapon from one of the many warrior cultures around 
Rokugan, such as the Senpet Empire, the overseas kingdom of the Thrane, the barbarian Yobanjin tribes 
to the north, or even the distant Yodotai Empire far to the northwest.  Weapons from outside the Empire 
use the Exotic Weapon skill.  Non-weapon options include such bizarre objects as compasses, spyglasses, 
magnifying glasses, scissors, etc.  If a weapon is chosen this advantage grants access to the Exotic Weapon 
skill (for that weapon only).  This advantage may not be used for shields. 

Gifts & Favours (4 / 8 / 12 points) 
For each rank of this Advantage, you gain one additional Favour, to be added to the amount in your School 
outfit.  Bushi and Shugenja characters may take this advantage, but they do not gain the ability to spend these 

Favours. 

Languages (2 points per language) 
This background applies to learning unusual languages.  The Empire has 
only one language with two dialects (formal and informal).  The world 
around Rokugan, however, has a wide variety of nations and cultures, each 
with their own language.  For each rank in this background, you may learn 
to speak a language from the following list: the Yobanjin (northern 
barbarian) dialect, Goblin chatter, or Nezumi.  It should be noted that these languages do not have formal 
written alphabets, and hence these languages are not useful for written communications.  You should 
consult with a GM when choosing languages and ensure that the language is consistent with the 
character’s story. 

Leadership (6 points) 
You have a knack for inspiring others.  When performing a co-operative skill test for a skill you possess, 
you may grant 1 skill rank to members of the group who do not possess the skill, allowing them to 
contribute +1 to the leader.  You grant an additional +1 bonus for those who do have trained ranks in the 
skill, allowing them to contribute +2 to the leader (this does not apply to phantom ranks from Void Point 
use).  You may not use this advantage on any skill which you do not possess, including those from 
phantom ranks from other advantages or expenditure of a Void point. 

Lucky (4 / 8 / 12 points) 
Fortune favours the mortal man.  A number of times per event equal to your rank in this Advantage, you 
effectively gain one Void point which may be spent as usual for Void points.  At GM discretion, you may 
choose to add this bonus after you have learned the outcome of the test.  In some situations where the 
outcome is not likely to be affected by luck, a GM may determine that the Luck advantage may not be 
used. 

 

All Rokugani samurai 
know how to speak, 
read and write the 

Rokugani language. 

Note:  This advantage is not 
available to new players as 
starting characters.  This 
advantage must be earned 
through game play only.  GMs 
may consent to new characters 
gaining this advantage where 
significant role-playing through 
the game has earned the 
players the right to choose this 
option – such as a heroic 
sacrifice made with the player’s 
previous character. 
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Magic Resistance (6 points) 
For reasons beyond your understanding, the kami are reluctant to involve themselves with you in any 
way.  You are considered to have Carapace 1 against all elemental magic types and your Rings are 
considered one higher for the purposes of resisting spell effect calls.  Please note that this effect will also 
reduce the effectiveness of magical healing by your Carapace amount.  Maho, gaijin, and non-human forms 
of magic are not affected by this Advantage.  

Prodigy (6 points) 
You are a marvel of the dojo, and your sensei believe that you will accomplish incredible things in your 
lifetime.  You gain a +1 bonus for all tests in one selected starting School Skill. 

Rumourmonger (4 points) 
Your skill at ferreting out gossip is almost as good as your ability for creating false rumours.  At the 
beginning of the event a GM will give you rumours concerning the location you’re in, prominent members 
of the local society or criminal underworld.  You will also be able to spread rumours at the beginning of a 
game by contacting the GM with the information you wish circulated.  These rumours cannot be traced 
back to you, however absurd rumours, (e.g. “the Emperor is a Oni”) will be discounted immediately and 
will not be spread into society. 

Sage (6 points) 
You have a love of learning, and have accumulated a staggering amount of information during the course 
of your lifetime.  Whenever you would be forced to make an unskilled test when using a Lore Skill, you 
instead are considered to have rank 1 in that Skill.  

Sensei (6 points - Granted only) 
You have earned the right to study under a revered sensei of your clan.  This sensei has the ability to teach 
you skills not accessible to other students.  When this advantage is taken choose a Restricted Skill.  You 
are now allowed access to this skill and can purchase ranks normally.  

Strength of the Earth (6 points)  
In your soul can be found the spirit of the mountains and the strength of stone.  You can overcome 
injuries that would cripple other men.  You add twice your Earth ring to your Wounds, instead of just 
once. 

Touch of Destiny (cost various from 1 to 6 points, with GM approval only) 
The kharmic cycle has some great purpose in store for you, and the Celestial 
Order will conspire to move your destiny in great events of the Emerald 
Empire.  It may be a great destiny of glorious victory, noble sacrifice, or 
perhaps an ignoble but famous demise.  Whatever the outcome, it is certain 
to be of tremendous importance to yourself and those around you.  At some 
point in the future, unknown to yourself, events will conspire to bring your 
destiny to fruition.  In consultation with the GMs (not at character creation, 
but at a later time), a destiny for this character will be determined.  When 
this destiny has come to pass, you will receive the Character Points invested 
into this advantage, and potentially further reward, depending on the 
outcome of your destiny.  The more points invested in this advantage, the 
more spectacular the destiny that awaits this samurai. 

Virtuous (2 points) 
You embrace virtue in your every thought and action.  You possess one additional rank of Honour above 
your normal starting value (as determined by your School). 

Way of the Land (Clan) (2 points) 
You are intimately familiar with a particular region, having travelled it extensively to the point that you 
know it as well as the interior of your own house.  Select the lands of one Clan, a major city, or some other 
reasonably sized region.  You may not choose the Shadowlands or any region outside of Rokugan.  While 
you are within that region, it is not possible for you to get lost, and you know the location of any available 
resources to be found there. 

Note:  This destiny is not 
predetermined by the 
player, and is not 
guaranteed to come to pass 
in any particular timeframe.  
Rather the destiny will be 
developed by the GMs as the 
campaign unfolds and 
conducted with the 
approval of the player. 
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Wealthy (2 / 4 / 6 points) 
Your branch of the family is particularly wealthy, and they have granted you additional resources in order 
to facilitate your fulfilment of your duty.  For each rank of this Advantage, you gain two additional koku, 
to be added to the amount in your School outfit. 

DISADVANTAGES 

Coward (2 points) 
In your heart you do not have the resolve showed by those around you.  Your Fire Ring is considered to be 
two ranks lower when calculating resistance to Fear. 

Dark Secret (6 points) 
You have a secret, and this secret is likely to get you killed.  The secret may be horrific, dishonourable or 
simply suspect, but regardless if discovered it is certain to lead to your ruination, and perhaps even that 
of your family.  The secret maybe be something that you have done personally, or something so horrific 
that you have been condemned by association.  If your secret is exposed, you may be required to commit 
seppuku or possibly even be executed.  Discuss your secret with a GM at character creation. 

Momoku (5 points) 
There is a fundamental spiritual imbalance present in your soul that no one can explain or rectify, but it 
has a dramatic impact on your place within the universe, and harmony is a state virtually unknown to 
you.  You may raise your Void Ring normally, however you do not possess any Void Points, and may not 
use abilities requiring the use of a Void Point.  Spirits and other supernatural beings may be able to sense 
your imbalance.  You may not take the backgrounds Luck, Unlucky or Hotei’s curse in conjunction with 
Momoku. 

Obligation (granted only - 2/ 4 points) 
There is someone to whom you are indebted or for whom you must fulfil some significant duty.  The 
nature of this debt can vary considerably, but when it comes due, nothing else matters.  You must honour 
it, even if it leads to your ruination.  This may be a relatively minor matter that nevertheless demands 
your full attention.  It might also be a major, significant obligation that could potentially damage your 
family’s standing if you do not devote considerable time and resources to fulfilling it.   

Seven Fortune’s Curse (points as indicated) 
One of the Seven Fortunes has found your behaviour 
unacceptable, and visited their wrath upon you.  This curse 
manifests itself in a very real way, and few are ever able to 
placate beings as powerful and as fickle as the Seven Fortunes.  
The curse has not only mechanical effects, but the spiritual stain 
inflicted by these curses will carry over into many aspects of 
your life.  You may find the Fortune working against you in any 
situation where you might otherwise need their strength. 

Benten’s Curse (4 points): The Fortune of Romantic Love has 
forsaken you utterly, and others find your company unpleasant 
as a result.  You suffer a -1 penalty to your Air Ring, and an 
additional -2 to Commerce and Courtier skills totals.  

Bishamon’s Curse (4 points): The Fortune of Strength finds you offensive to his divine essence, and has 
denied you his domain.  You suffer a -1 penalty to your Water Ring and an additional -2 to all Weapons 
Skill totals. 

Daikoku’s Curse (2 points): The Fortune of Wealth finds you unpleasant, and as a result all your mercantile 
interests come to very little.  You suffer a penalty of -3 to your Commerce skill total, and your equipment 
outfit money is reduced by 3 koku. 

The penalties inflicted by any of these 
curses are made against all totals or 
effects of Rings and Skills.  The actual 
Skill and Ring ranks are not changed, 
and the costs to raise Rings and Skills 
are not affected by the penalty. 

A character may not be cursed by 
more than one Fortune at character 
creation.  Characters who are cursed 
may still earn the wrath of other 
Fortunes during the game. 
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Ebisu’s Curse (4 points):  The Fortune of Honest Work finds you a distrustful soul, and others can 
instinctively sense the aura of mistrust surrounding you.  You suffer a -2 penalty to your Commerce and 
Courtier skills totals, and -2 Honour ranks. 

Fukurokujin’s Curse (4 points): The Fortune of Wisdom has denied you his blessings.  You suffer a -1 
penalty to your Fire Ring, and a -2 penalty to all Lore skills totals. 

Hotei’s Curse (4 points):  The Fortune of Happiness has denied you his blessings.  You must spend two 
Void points to gain the effect of spending one.  (You are permitted to use two any time that you would 
normally use one point, but gain only the effect of one Void Point.) 

Jurojin’s Curse (4 points):  The Fortune of Longevity has turned his back on you.  You suffer a -1 penalty to 
your Earth Ring, and an additional -1 penalty when resisting the effects of poisons or diseases. 

Shadowlands Taint (2 / 4 / 6 points) 
You have felt the touch of darkness, and it has not left you unscathed.  You possess the Shadowlands 
Taint, a condition that makes you hopelessly spiritually lost in the eyes of virtually the entire Empire, and 
which is essentially incurable.  You have one rank of Shadowlands Taint.  It is up to you whether you are 
actually aware of your Taint, if it is at a low level.  You must discuss the origin and level of Taint with a GM 
prior to character creation. 

Unlucky (2 / 4 / 6 points) 
Fortune favours the mortal man… just not in your case.  You are unlucky and terrible things seem to 
happen around you quite unexpectedly.  You possess one less Void point than your Void Ring would 
dictate.  This Void point may never be recovered by any means.  You may not select this disadvantage 
more times then you have ranks in your Void Ring. In addition, bad things may happen to your character 
or to your companions while you are around.  Unlucky may not be taken in conjunction with Momoku or 
Luck. 

WEAPONS KATA  

Kata are fighting postures and movements that have evolved over the centuries, and are reinforced 
through constant repetition during training.  Kata represent the training of a samurai to achieve 
particular manoeuvres in combat.  Individual kata styles mesh well with the culture of particular Schools, 
and while most schools are able to teach any Kata, some schools have developed secret Techniques that 
depend on and improve these weapons kata. 

Purchasing a Kata costs 6 CPs. A character may learn any number of Kata, and must purchase each 
separately. 

Each Kata is associated with one or more weapon categories.  Once purchased, a Kata can be used with all 
its listed weapons categories.  Any character may purchase Kata and use these with the listed weapons 
types and weapons skills.  Many bushi schools teach one of these Kata as a secret technique for use with a 
particular weapon, which is not listed below.  See the school descriptions for these details. 

Once a character is familiar with a Kata, he can execute it at any time.  How a Kata is used depends on its 
type.  All effects apply for only one weapon strike.  A character must call the Kata as they strike.  If a Kata 
is resisted or misses the target, that use of the Kata still counts against the characters total for the day.  A 
character may only use one Kata effect for any given strike.  A character may use a total number of Kata 
per day up to their Fire Ring.   

For example: Hida Hei has Heavy Weapons 7 and Knives 4 and a Fire of 4.  He bought the Stun Kata that can 
be used with his Tetsubo, a Heavy Weapon, and Flurry that can be used with his Tanto, a knife.  He also has 
the Crushing Kata, granted to him by his school Technique that can be used with Heavy Weapons or a 
katana.  Per day, Hida Hei can use one Kata up to 4 times, or a combination of either Crushing, Stun or Flurry 
up to 4 times.   
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Some Kata – Stun, Knockback, Disarm – have a resistance, that is a chance that the victim will be 
unaffected.  For these Kata, an extra number is added to the end of the call.  A character uses their Earth 
Ring to resist any of these types of damage effects.  See ‘Damage Types, Effects and Combat Calls’.  

For these types of resisted Kata – Stun, Knockback, Disarm – the strike does not do normal damage.  

 For example, if using the Kata Strength in Arms Style (Stun), ‘Stun’ and extra terms will be called out. 
E.g. ‘Stun Earth 3’. 

Hidden Blade Style (Disarm)    The call is ‘Disarm Earth (½ weapon skill total)’ 
Weapons  Peasant weapons 
The character deftly flicks the weapon of their opponent out of their hands. 

The character must strike the target’s body or limbs.  The strike does not do normal damage, only the 
Kata effect.  The effect has a difficulty to resist equal to ½ the character’s weapons skill total.  If the 
victim's Earth is less than the called rank, they lose their weapon.  The victim must drop the weapon to 
the ground.  This Kata is useable against any type of weapon (melee or ranged, two handed or not).   If a 
targeted character is using two weapons, the character need only drop one weapon, and that should be 
the one closest to the location where the blow was struck. 

Strength in Arms Style (Stun)    The call is ‘Stun Earth (½ weapon skill total)’ 
Weapons:   Polearms, Staves, Heavy Weapons 
The character makes a heavy blow that stuns their opponent for a few seconds.  

The character must strike the target’s body or limbs.  The strike does not do normal damage, only the 
Kata effect.  The effect has a difficulty to resist equal to ½ the character’s weapons skill total.  If the 
victim's Earth is equal to or less than the called rank, the strike stuns (freezes) target for 3 seconds. 

Iron Forest Style (Knockback)     The call is ‘Knockback Earth (½ weapon skill total)’  
Weapons:   Polearms, Staves 
The character drives their opponent backward with a mighty blow. 

This kata is effective even if the blow is parried by a weapon, etc.  The strike does not do normal damage, 
only the Kata effect.  The effect has a difficulty to resist equal to ½ the character’s weapons skill total.  If 
the victim's Earth is equal to or less than the called rank, they are pushed back, and must take 3 large 
steps back from the attacker.   

Veiled Menace Style (Flurry)     The call is ‘Flurry (damage+2 ranks)’ 
Weapons:   Knives, Peasant Weapons, Bows 
The character delivers a powerful series of strikes, causing extra harm. 

This represents the ability to flurry or stab quickly with a small weapon, or to strike at gaps in armour, 
etc.  However, it is delivered with a single strike.  The character’s successful strike does two levels extra 
damage.  The samurai strikes normally but calls the increased damage category (e.g. “Double” becomes 
“Quad”).  If the strike misses the ability is still used and counts against the total uses.  There is no 
resistance to this kata.  

Reckless Abandon Style (Crushing)   The call is ‘Crushing (damage)’ 
Weapons:  Heavy weapons 
The character strikes crushing blow against their opponent, hurting even the mightiest of foes. 

The blow ignores Carapace for this hit and the damage goes straight to the creature’s Wounds.  There is 
no resistance for this kata. 

Spinning Blades Style (Two weapons)   There is no call for this kata 
Weapons:   Peasant weapons, Knives 
The character may wield two (one-handed) weapons at once. 
 

The character suffers a damage penalty of one damage rank while doing so (e.g. “Triple” becomes 
“Double”).  Other kata may not be used while wielding two weapons.   
 

This kata is not limited to a single strike.  A character is considered to be using the Two Weapons Kata whenever they 

hold two weapons and may not use any other kata effects.  A character with this Kata may use two weapons as often as 
necessary, but the uses count only once against their use of Kata for the day.    
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CHARACTER ADVANCEMENT 

 
Character Points 
At the end of each event, CP will be earned along with and awards of Glory, Honour or Taint depending on 
the actions the character has undertaken.   

These CP can be spent between events to increase Skills, Rings or purchase Kata. 

CP earned by playing a character at an event must be spent on the same character.  CP earned by 
participating as an NPC or other contributions may be spent on any character that the player has.  CP can 
be saved or carried over between events, a player is not obligated to use it all at once. 

The CP cost of abilities is as follows:   

 To raise a skill, it costs the amount of CP equal to the next level in the skill.   

For example, gaining a skill at level 1 costs 1 CP, and raising a skill from level 3 to level 4 costs 4 CP. 

 To raise a Ring, it costs twice the amount of CP equal to the next level in the skill.   

For example, raising a Ring from level 3 to level 4 costs 8 CP. 

 Kata may be purchased for 6 CP per kata. 

Acquiring Skill ranks or raising Rings takes a significant investment of time in training and study.  
Therefore, a character may only raise any particular Skill or Ring by one rank per event (that the player 
participated in). 

Backgrounds might be purchased with GM permission – or ‘bought off’ in the case of Disadvantages, with 
CP after character creation, but this is likely to be limited to specific opportunities and will not be 
generally available.  If you would like to do something like this with your character, talk with a GM and 
they will be able to advise you further. 

Honour, Glory, Infamy and Taint may not be altered with CP. 

 
School Advancement 
When a character reaches a certain level of experience, they may qualify to learn more of the special 
techniques of their school.  When a character has earned and spent CP as listed below (in addition to their 
starting CP) they advance in school rank.   

School Rank 1: 0 CP (starting rank) 

School Rank 2: 50 CP (71 CP total) 

School Rank 3: 100 CP (121 CP total) 

There are no specific requirements for how those CP are spent, as every character must follow their own 
path and embrace their own destiny.  However, the sensei of any particular school might be insulted if a 
student neglects their traditional school teachings too much. 

When a character advances to the next rank, they gain the abilities or bonuses listed in that Technique 
rank of their school.  They do not gain any of the starting bonuses.   

When a shugenja advances in school rank, instead of a technique, the shugenja 
gains access to the next Mastery Level of spells and three new spell scrolls of 
their choosing.  The shugenja must be able to cast the spells chosen.  Hence 
they must not be of a mastery level higher than the shugenja can access, for 
that element, at the time of choosing.   

The Phoenix Wardmaster 
shugenja receives a 
special exemption from 
this rule with respect to 
choosing and casting 
Symbol spells only. 
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Void spells - Only shugenja 
who have attended particular 
schools may learn or cast Void 
spells, regardless of their 
Mastery Level. 

MAGIC RULES 

Although the term spells is generally used to describe the abilities of shugenja both in game terms and 
within the world of Rokugan, in point of fact it is incorrect.  The invocations used by shugenja to 
accomplish incredible effects are ritualized prayers that invoke the kami in a carefully researched, 
specific manner.  Because the kami lack free will as mankind understands it, they tend to respond in 
roughly the same manner each time a specific prayer is invoked, hence the relatively static effects of the 
spells described in this section. 

CASTING MAGIC 

Rings 
Magic in Rokugani is calls on the kami, the little spirits of the five elements.  Shugenja must learn to 
communicate with each type of kami.  The shugenja’s spells – or more properly prayers – reach out to the 
kami of a particular element and ask them to do something.  Thus the strength that the shugenja has with 
each element – i.e. their elemental Rings - is very important. 

The spirits of the elements are each different in their form, nature and strengths.  Thus elemental magic is 
greatly influenced by the nature of the kami themselves.  Just as the Rings represent the innate physical 
and mental aspects of a character, so too do the Rings represent different aspects of the world. 

 
Air is the ring of communication, travel, creativity and illusion. 

Earth is the ring of fortitude, defence, warding and Jade magic. 

Fire is the ring of destruction, creation and enhancement. 

Water is the ring of battle, healing, introspection and discovery. 

Void is the ring of the spirit, harmony and the connection between living things. 

 
Mastery Level and Rings 
Each spell is assigned to a Ring and has a Mastery Level.  The Ring 
determines the spell slot expended when casting the spell, and the 
Mastery level determines the difficulty to cast the spell.  A shugenja 
cannot casts spells with a Mastery level higher than his School Rank.  The 
shugenja’s Affinity and Deficiency will modify the Mastery level that he 
can access in each spell. 

Affinity and Deficiency 
Most shugenja have an Affinity and Deficiency for a particular elemental Ring.  A shugenja with an Affinity 
for an element may learn spells of that element as if his School Rank were one higher.  Conversely, a 
shugenja with Deficiency in an element casts spells of that element as if their School Rank were one lower.  
If this reduces the shugenja’s effective School Rank to zero, he cannot cast spells of that element. 
Therefore, a character of School Rank 2, with an Affinity for Air and a Deficiency for Fire, may learn and 
cast up to Mastery Level 2 Earth and Water spells (no modification to School Rank), mastery level 1 Fire 
spells (-1 to School Rank) and Mastery Level 3 Air spells (+1 to School Rank). 

Spells per day 
A shugenja may cast a number of spells per day equal to their rank in the respective elemental Ring.  After 
they have cast that many spells, they must rest before they can cast spells in that element again.  Different 
elements may not be used to cast any spell of another element.  The only exception is that a shugenja may 
use a spell slot from their Void Ring to cast a spell in an element that is already exhausted, at any Mastery 
Level. 
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Casting a spell 
A spell is not formed by the shugenja themselves, but rather by the little kami, the spirits of the elements 
that exist in nature.  A shugenja entreats the kami to produce the desired effect, usually through a well-
rehearsed prayer.  Therefore, to cast a spell a shugenja must be able to speak – a character that is silenced 
or otherwise unable to speak may not cast a spell. 

The prayers are complex, and all shugenja must read them from scrolls in order to cast them properly.  A 
shugenja must have their spell-scroll in hand while they cast, so they can read off the prayers correctly.  A 
caster must hold in their hand the prayer scroll for that spell, and as such they should have at least one 
hand free of carrying any other item.  To cast a spell, the shugenja reads the prayer from the prayer scroll, 
in a clear voice.  The spell vocals must be audible to either a GM or the spell’s target, and preferably both.  
The spell vocals listed for each spell must be used by the caster to alert everyone in the area that a spell is 
being cast.  Extra materials may be required by the spell, including items or spell packets.  Every spell is 
different and the spell scroll will have the different vocals and spell effects listed on it. 

For example: Isawa Ai is casting the spell The Fires From Within.  She takes her scroll out and readies the 
spell packets in her other hand.  She must read out the lines indicated on her scroll to cast the spell.  At the 
conclusion of the spells vocals, she throws the spell packets at her enemies, calling the damage for her spell 
as they hit her targets.  

Spell packets 
Offensive spells that have spell packets can only be thrown after the conclusion of the spell vocals for the 
spell to take effect.  Spell packets may be kept in the caster’s hand for up to 30 seconds.  If after 30 
seconds all spell packets have not been thrown or used, the spell effect vanishes and the packets can no 
longer be used (for that spell).  Another spell cannot be cast until the packets are thrown or used 
otherwise the first spell is wasted and any spell packets from the first spell can no longer be used.   

Spell packets must strike a target, either by being thrown at or touched 
to a target for the spell to take effect.  Once used, the spell packet must 
not be used again for that spell (unless a new casting is made), and 
must be dropped to the ground.   

Only one spell packet may touch a target at a time.  Only one spell 
packet should be thrown or used at a time.  Thus, a shugenja cannot hit 
a target with a fist-full of spell packets and have them all take effect 
(this will be counted as only one strike).  If a spell packet rebounds 
from one target and strikes another person or object, only the first 
target hit takes the spell effect. 

Spell visibility and casting with stealth 
Once a spell is successfully cast, any spell packets or spell effects are immediately visible.  Unless 
otherwise specified in the spell description, a spell effect is usually detectable by visual inspection, as the 
elemental kami do their work.  Casting a spell stealthily is a difficult prospect.  As with all spells, either 
your target or a GM must be able to hear the spell vocals.  Please note that the Stealth Skill does not 
contribute to spell casting, as the character must speak and thus draw attention while casting.   

Spell packets for active spells may be concealed in the caster’s hand.  However, active spell packets cannot 
be placed inside any container, pocket, sleeve, etc., whether for the purposes of concealment or otherwise.  
Any active spell packet that is covered by another object, other than the casting shugenja’s hands, is lost 
as the kami seek escape.  The container or concealer may take an effect from the kami escaping, as 
appropriate to the spell’s element. 

Disrupting Spellcasting 
If a caster is stuck with a weapon or spell and suffers damage or other effects while casting a spell – 
speaking the spell vocals – then the spell is interrupted and the caster must begin again.  If the caster is 
damaged after concluding the spell vocals but while holding spell packets, the spell is not disrupted, 
because the kami performing the spell have received their instructions.  An interrupted spell still uses up 
the casting spell slot, a new spell slot must be used to begin casting again. 

If a spell caster runs out of spell 
packets, they may recover used 
packets from the ground.  The 
caster should endeavour to use 
only their own spell packets.   

If a spell caster does use someone 
else’s spell packets, they are 
responsible for collecting and 
returning them to the original 
owner at the conclusion of the 
encounter. 
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Stacking Spells 
Multiple spells may be cast on any one individual.  However, an individual may only have one spell 
affecting each Skill, ability or Ring.  Thus, an individual may have two spell effects active, one that targets 
their Earth Ring, and the other their Fire Ring, but not two that affect the Earth Ring.  Similarly, a 
character may only have one Magic Armour effect, one damage enhancement, one Skill Test bonus 
enhancement, etc. 

If a spell is cast on a target with an already existing spell effect, the spell with the higher Mastery Level 
takes effect.  Where the Mastery Level is equal, the newer spell replaces the older spell effect. 

Learning spells 
A shugenja gains a number of spells after their gempukku, granted to them by their sensei.  As the 
shugenja character advances in School Rank, he learns a greater mastery of the spirits and may learn 
spells at a higher Mastery Level.  At each rank their sensei may grant him three new spells, of a Mastery 
Level that he can cast.   

Learning how to cast a spell is much more complex than simply reading the words of a prayer.  If it were 
as simple as reading words off a scroll, then almost any samurai or even peasant would be able to cast 
spells.  Casting a spell involves entreating the kami to do the caster’s will.  The kami do not communicate 
in words, but in their own manner, and only with those who share the right connection to the spirits.  And 
more importantly every shugenja makes their own unique connection to the little spirits, speaks with 
them in their own way.  Thus, it takes time and effort for even an experienced shugenja to learn how to 
entreat the kami to produce the desired effect of any particular spell.  A shugenja may not simply pick up 
the spell scroll of another shugenja and expect to be able to cast the spell as written.  A shugenja must 
have a shugenja sensei teach them the way to connect to the kami for this spell.  A shugenja cannot 
therefore cast a spell unless they have spent time studying the spell with a sensei.  The skills required for 
teaching spells take many years to acquire, and skilled sensei rarely leave their dojo. 

Spell Details 
Each spell description specifies the Ring, Mastery Level, Range, Area and Duration of the spell, and 
describes the spell effects.  Some spell effects are static, determined only by the spell itself.  Others are 
affected by the spell caster’s abilities, typically their Ring in the casting element.  Some spell effects 
modify or give bonuses or penalties to the target’s Skills, Rings or Tests. 

 Ring:  May be Air, Earth, Fire, Water or Void 
 Mastery:  The spell Mastery Level (1, 2, 3 or 4) 
 Range:  How close the shugenja must be to the target 
 Area:  The area that the spell can affect.  This is an area, usually centred on the caster, with a radius 

equal to the specified distance 
 Duration:  How long the spell effect lasts for 
 Spell materials:  Some spells require particular materials to be available in order to complete the 

spell.  This may be a body of water to look into, a piece of paper, a particular item to be repaired, etc.  
These materials must be within the spells specified distance (usually Touch) or the spell effect 
automatically fails 

Areas and ranges of all spells correspond to one of the following: 

 Self – the casting shugenja only 

 Target / object / creature – the spell may specify a particular area 

 Touch – target(s) touched by the shugenja during casting.  A spell 
packet should be used to actually touch the target(s) 

 Thrown – target(s) hit by thrown spell packet/s 

 Short –up to 3 paces from the caster, the area of a small room 

 Medium – up to 10 paces from the caster, the area of a large room 

 Long – up to 30 paces from the caster, the area of a large hall or 
small building 

 Extended –10 miles from the caster, the area of a city 

Spell distances, areas and 
paces: 

The paces specified in the 
spell effect will be paces of 
a GM.  This may result in 
variation of the spell effect 
from time to time.  This is 
reflective of the nature of 
spellcasting, that different 
kami may perform the 
spell slightly differently. 
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Durations of spells correspond to one of the following: 

 Instantaneous – the spell effect takes place immediately, or creates 
spell packets 

 Concentration – the spell effect lasts as long as the caster concentrates.  
While concentrating, the caster may speak and walk or dodge.  Any 
faster movement (including running), attacking or defending with a 
weapon or spell packet, casting another spell, taking damage or any 
other stressful activity will end the spell effect. 

 30 seconds – the spell lasts exactly 30 seconds.  The recipient of the 
spell effect should count the 30 seconds aloud when possible 

 10 minutes – the spell lasts exactly 10 minutes 
 2 hours – the spell lasts exactly two hours (equivalent to one Rokugani hour) 
 2 days – the spell lasts two days, 48 hours 
 Permanent –the target is affected permanently, but this does not make an item magical in any 

way except as per the spell description. 
 

Spell durations and Keeping Time 
A recipient of a spell effect should time the duration, where possible, or estimate the time.  This includes 
keeping track of short term spells.  A GM may monitor time and advise when a spell effect ends, but the 
caster and/or recipient of the spell should also be monitoring this, and keep time when a GM is not 
available.  A spell caster or recipient does not have to count every second of a spell effect aloud, especially 
if they are in combat or casting other spells.  But they should still track the spell time and indicate to the 
spell target how long remains – for example counting aloud every fifth or tenth second, and most 
importantly announcing the spell end. 

 

A spell with a non-
instantaneous and non-
permanent duration may 
be ended earlier than its 
listed duration at the 
discretion of the caster, 
unless the spell 
description indicates 
otherwise. 
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UNIVERSAL SPELLS 

The following spells are known to most casters, and can be cast with any (single) element.  These spells 
may not be cast for Void. 

Mastery Level 1 

COMMUNE 
 Ring:/Mastery: Air, Earth, Fire, Water 1 
 Range: 3 paces, short 
 Area: Self 
 Duration: Concentration (clarity based on 

Spellcraft) 

This spell can be cast in any element (except 
Void). It allows the caster to speak with one of 
the local elemental kami, asking it a few 
questions, which it will answer honestly to the 
best of its ability.  Typically this spell will invoke 
the most active and energetic spirit of the 
chosen element in the area of effect. 

Only the shugenja who cast the Commune spell 
may communicate with the spirit, other 
characters, even shugenja, may not see or hear 
the spirit.  Exceptionally powerful spirits may 
choose to make themselves known to others 
without the use of a Commune spell. 

A spirit reached with Commune will answer a 
number of questions equal to the caster’s Ring 
rank of the element of the commune spell.  Kami 
are notorious for their inability to fully 
comprehend human behaviour, and asking 
questions without careful phrasing can often 
result in confusing, enigmatic, or incomplete 
answers.  The caster’s Spellcraft skill total will 
improve the quality or clarity of the information 
the kami imparts.  Thus a caster with low 
Spellcraft may receive a very enigmatic answer, 
while a more highly skilled shugenja knows how 
to ask the question the right way and may 
receive a better reply. 

When communicating with a powerful spirit, or 
to in another way as determined by a GM, a 
shugenja may be required to use their rank in 
Spellcraft to exert influence over a summoned 
spirit. 

The nature of the information which spirits can 
impart varies by element: 

Air spirits tend to be playful and easily 
distracted, conveying information as emotions 
or as riddles and jokes. Since they are more 
interested in feelings than in facts, and enjoy 
playing games with those who speak with them, 

communing with an Air spirit can sometimes be 
very frustrating. 

Earth spirits are straightforward and matter-of-
fact, often blunt, but are also often rather 
uninterested in the behaviour of mortals, have a 
poor understanding of human emotion, and tend 
to be overly focused on obscure details such as 
the colour of a piece of clothing or the weight of 
a horse. 

Fire spirits are irritable and temperamental, and 
are often angry at being summoned unless they 
are propitiated with an offering of something to 
bum.  On the other hand, if a shugenja can please 
them they tend to offer the clearest and most 
accurate information. 

Water spirits communicate their knowledge 
through soundless visual images.  This can be 
very helpful to a shugenja trying to investigate a 
past incident, but since the spirits cannot convey 
scent, sound, or emotion, the information they 
provide can often be incomplete or misleading. 

 
SENSE 

 Ring:/Mastery: Air, Earth, Fire, Water 1 
 Range: Self 
 Area: 10 paces, medium 
 Duration: Instantaneous 

This spell can be cast in any element (except 
Void).  It allows the caster to sense the presence, 
quantity, and rough location of elemental spirits 
(not the evil spirits known as kansen) of that 
element within the range of the spell.  This is 
most frequently applied when looking for spirits 
with which to Commune, but can also be useful 
as a crude. basic location device.  For example, a 
caster lost in the wilderness could cast Sense 
(Water) in hopes of locating a source of drinking 
water. 
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SUMMON 
 Ring:/Mastery: Air, Earth, Fire, Water 1 
 Range: Touch 
 Area: Two cupped hands 
 Duration: Permanent 

This spell can be cast in any element (except 
Void).  It allows the caster to summon a modest 
quantity of the chosen element.  The summoned 
matter appears (usually in a rough ball shape) in 
within the caster’s cupped hands.  This cannot 
place the summoned material inside another 
physical object or living creature.  The 
summoned element will behave in a normal and 
mundane manner — earth falls to the ground, 
water soaks anything it lands on, air blows 
away, and fire winks out unless there is 
something present for it to burn.  In general it is 
impossible to use this spell effectively in combat.  
More commonly, the spell's value is in simpler 
functions, such as summoning Water while in a 
desert, or summoning Fire to light a campfire 
without flint and tinder.  This spell cannot be 
used to create rare or precious materials (such 
as gold) or spiritually powerful substances (such 
as jade or crystal). 

Mastery Level 2 

BANISH 
 Ring:/Mastery: Air, Earth, Fire, Water 2 
 Range: Self  
 Area of Effect: 10 paces, medium 
 Duration: Instantaneous 

By casting this spell, you banish all kami from 
the immediate vicinity.  The spirits scatter into 
the ether to be immediately replaced by new 
elemental spirits.  It is often used as a ritual of 
purification, to prevent the spirits in holy 
temples from growing stagnant.  This spell also 
makes it difficult for other shugenja to use 
Commune effectively, although it does not affect 
ongoing spells in the affected area.  If the spirits 
in an area have been Banished, then a shugenja 
who later investigates a scene will be unable to 
learn what has occurred there, because the 
spirits there now have not witnessed anything.  
After using Banish, shugenja can determine very 
little other than that someone used Banish in the 
area recently. Banish works only on lesser kami, 
and more powerful spirits cannot be moved.  
These kami are most prevalent in powerful 
natural areas, such as mountains, rivers, and 
forests.  Additionally, many powerful kami dwell 
within ancient artefacts, particularly katana, and 
cannot be affected by Banish.  Using Banish to 
cover one's tracks from other shugenja is quite 

effective, but such use of this spell is frowned 
upon by honourable shugenja. 
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AIR 

Mastery Level 1  

BLESSED WIND 
 Ring/Mastery: Air 1 
 Range: Self 
 Area: Self 
 Duration: Concentration 

You summon a swirling aura of winds to protect 
you from ranged attacks.  The buffeting winds 
deflect arrows and other projectiles.  While you 
maintain your concentration, this spell renders 
you immune to all non-magical ranged attacks.  
People or objects may otherwise move freely 
through the winds.  The caster may move and 
speak but not attack, run or cast other spells 
while concentrating.   

BY THE LIGHT OF LORD MOON 
 Ring/Mastery: Air 1 
 Range: Self 
 Area: 10 paces, medium 
 Duration: 30 seconds 

You call upon the kami to reveal that which has 
been hidden.  All purposely concealed objects 
within the area of effect appear as slightly 
luminous outlines to you.  Any non-magical 
concealment is revealed, including secret 
compartments, trap doors, concealed weapons, 
etc.  The presence of the hidden object appears 
as a general glow around the concealing object, 
but does not reveal the nature of the hidden 
item in any way.  Only you can see the presence 
of the glow about these objects. 

CLOAK OF THE NIGHT 
 Ring/Mastery: Air 1 
 Range: Touch 
 Area: One object 
 Duration: 2 hours 

You can call upon the kami to wrap an object in 
their embrace, hiding it from the sight of mortal 
beings.  You may target any one non-living 
object smaller than yourself.  This object 
becomes invisible to the naked eye, but is still 
physically present and can be touched, smelled, 
or sensed with any normal sense other than 
vision.  The object can be detected magically.  
The object may be moved while the spell is 
active. 

SUZUME’S GIFT 
 Ring/Mastery: Air 1 
 Range: 10 miles 
 Area: One known individual within range 
 Duration: Special 

 Item: paper 

This spell magically folds a small bird out of 
paper which will travel to the target individual.  
The paper may be used to carry a written 
message.  The bird appears as an origami bird, 
and if it takes any damage it dissipates into wind 
immediately, ending the spell.  The bird will fly 
away to deliver the message to the person 
specified when the spell is cast.  The bird will fly 
to their location, deliver the paper message.  If 
the bird is unable to reach the individual, but 
they are within range (if they are within a 
building with no windows, for instance) it will 
remain outside waiting for up to one week 
before returning to its normal paper form.  If the 
person specified by the spell is not within range, 
the bird will fly away in a random direction and 
disappear when it is out of your line of sight. 

NATURE'S TOUCH 
 Ring/Mastery: Air 1 
 Range: 10 paces, medium 
 Area: One creature 
 Duration: Concentration 

You are able to use the spirits of the wind to 
speak to an animal and ensure that it 
understands what you are saying.  This spell 
works only on natural animals, and will not 
work with Shadowlands creatures or creatures 
from other realms.  It does not guarantee that 
the animal will regard you positively or that it 
will fulfil requests made of it, but the creature 
will understand anything you tell it (within its 
ability to do so, naturally — political 
relationships will have no meaning to a horse).  
You must speak verbally, and the animal will 
understand the caster’s meaning, if not the exact 
words.  You are also able to understand the 
animal’s response or feelings, in a non-verbal or 
limited, one word manner.  This spell lasts as 
long as you maintain your full and undivided 
attention on the animal and continue speaking 
to it. 

TEMPEST OF AIR 
 Ring/Mastery: Air 1 
 Range: Thrown 
 Area: Air in spell packets 
 Duration: Instantaneous 

You summon a powerful gust of air emanating 
from your position that crashes into targets in 
its path, knocking them to the ground. Hit 
targets suffer the Knockback effect as per the 
kata, with a difficulty equal to your Air Ring. 
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TOKEN OF MEMORY 
 Ring/Mastery: Air 1 
 Range: 3 paces, short 
 Area: One small object (up to one cubic foot) 
 Duration: 2 hours 
 Item: Appropriate prop 

You can create a flawless illusion of one object.  
The item appears real in every way up until the 
spell expires, at which point it disappears.  To 
create an item with specific detail, such as a 
particular samurai’s katana, you must be in 
possession of the original object at the time of 
casting.  An individual with familiarity with an 
object (e.g. the specific katana) may make a test 
using his Water + Investigation against your 
Spellcraft + Air to detect the forgery.  Images 
created by this spell are completely stationary, 
and if placed in a situation where they must 
move disappear instantly.  An image of a katana 
could be created sitting on a rack, for example, 
but not in a samurai's obi because it would not 
be able to move with the samurai.  Objects 
created with this spell have no true physical 
substance and cannot be touched, bear weight 
or inflict damage, however the illusion remains 
even if the object is touched. 

Mastery Level 2 

WHISPERING WIND 
 Ring/Mastery: Air 2 
 Range: 3 paces, short 
 Area: Target individual 
 Duration: Instantaneous 

The air kami see very little difference between 
speech and thought, and can perceive both with 
relative ease.  By comparing the two, the kami 
can determine if what has been spoken is true, 
or a lie. Unfortunately, they have notoriously 
short attention spans, and thus can only assess 
extremely recent conversations.  By invoking 
this spell, you may determine if one statement 
said in the last minute by the target was true or 
false.  The kami have no concept of personal 
opinion, however, and if the target truly believes 
what he said was true, the kami will believe it as 
well. 

THE KAMI'S WHISPER 
 Ring/Mastery: Air 2 
 Range: 10 paces, medium 
 Area: 10 paces, medium 
 Duration: 30 seconds 

The kami of the wind create sound from silence 
if properly entreated. You can petition the kami 
to create a false sound, either a voice or a 
natural sound such as an animal's growl or 

running water.  The sound can be no louder than 
a normal speaking voice, and cannot 
impersonate a specific person's voice.  If used to 
create the sound of a voice, the spell is limited to 
twenty words. 

HIDDEN VISAGE 
 Ring/Mastery: Air 2 
 Range: Self 
 Area: Self 
 Duration: 2 hours 

Air kami are mischievous and capricious, and 
enjoy anything they perceive as a joke.  You may 
call upon them to create a subtle illusion, 
altering your facial features just enough that you 
appear to be a different person.  This spell does 
not allow you to impersonate specific 
individuals, or even people radically different 
from you.  You appear as a person of the same 
age, build, race, and gender.  The differences are 
subtle, enough so that you could be mistaken for 
your own brother or cousin.  If someone actively 
attempts to see through the illusion, they may 
make a Contested test using his Water + 
Investigation against your Spellcraft + Air to 
detect the illusion.  Seek GM assistance when 
casting this spell. 

CALL UPON THE WIND 
 Ring/Mastery: Air 2 
 Range: Touch 
 Area: Target individual (may be the caster) 
 Duration: 30 seconds 

The winds can lift and buoy, carrying even the 
heaviest burden into the skies for short periods.  
The target of this spell gains a limited form of 
flight, allowing him to move through the air 
unimpeded.  The caster retains no control over 
the spell, unless the caster is the target of the 
spell.  The target of the spell may float above the 
ground, moving not faster than a slow walking 
pace.  Heavy winds can interfere with this 
movement or prevent it altogether.  Fast 
movement may also interfere with the spell, 
making combat of almost any kind impossible.  If 
the target moves too quickly, attacks or 
otherwise makes too much movement or casts 
any other spell, the Air kami will immediately 
lose control and end the spell effect.  At the end 
of the spell's duration, the target drifts 
harmlessly to the ground, no matter how high he 
might be. 

SECRETS ON THE WIND 
 Ring/Mastery: Air 2 
 Range: 10 miles, extended 
 Area: 10 paces, medium,  
 Duration: Concentration  
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The kami can carry whispers across an Empire, 
if properly entreated to do so.  This spell 
requires you to perform a preparation ritual in 
order to cast it effectively. The ritual requires 
ten minutes of uninterrupted meditation in the 
area designated as the spell’s area of effect.  Any 
time within the 48 hours immediately following 
this ritual, you may cast this spell, and overhear 
anything being said in the prepared area.  If your 
concentration is disrupted, the effect ends and 
may not be renewed without an additional 
preparation ritual.  Only one area may be 
prepared via this ritual at one time.  Seek GM 
assistance when casting this spell. 

SUMMONING THE GALE 
 Ring/Mastery: Air 2 
 Range: 10 paces, medium 
 Area: 10 paces, medium 
 Duration: Concentration 

Swirling winds can be commanded to circle a 
designated target, preventing ranged attacks 
being made in either direction. This spell affects 
an area 10 paces around the target in all 
directions. No ranged attacks may be made 
against any individual within the area – but 
likewise anyone in the area cannot use ranged 
attacks within or out of the area.  Spell effects 
and melee attacks may still target or affect 
anyone under the influence of this spell. 

Mastery Level 3 

ESSENCE OF AIR 
 Ring/Mastery: Air 3 
 Range: Self 
 Area: Self 
 Duration: 30 seconds 

Air can be merged with the essence of a mortal, 
and doing so can impart tremendous abilities, 
albeit at great risk to the caster.  You mix with 
the wind itself and become insubstantial.  You 
may not interact with any physical objects while 
insubstantial, although you do remain on the 
ground, and you may pass through solid objects 
at a slow rate. . You may only move at a walking 
pace, and you may not cast any other spells until 
you return to solidity.  Spell effects may still 
target or affect anyone under the influence of 
this spell.  You may still be damaged by melee or 
ranged attacks. 

MASK OF WIND 
 Ring/Mastery: Air 3 
 Keywords: Illusion 
 Range: Self 
 Area: Self 
 Duration: 2 hour 

 Item: Mask and appropriate costume 

A skilled shugenja can petition the kami to 
create incredibly elaborate illusions to obscure 
one's identity and appearance.  You may use this 
spell to adopt the appearance of any humanoid 
creature of approximately the same size, up to 
one foot taller or shorter than you.  You could 
use this spell to assume the guise of a kenku, for 
example, because they are roughly the same size 
as humans.  A goblin or an ogre would be 
impossible, however, because they are too short 
and too large, respectively.  You may 
impersonate a particular individual with whom 
the caster is very familiar.  However, to 
impersonate a samurai without his permission 
is considered an extremely dishonourable act.  
An individual with familiarity with the person 
being impersonated (e.g. close friends and 
family) or someone who actively attempts to see 
through the illusion may make a Skill Challenge 
using their Air + Investigation against your 
Spellcraft + Air to detect the illusion.   

STRIKING THE STORM 
 Ring/Mastery: Air 3 
 Range: Self 
 Area: Self 
 Duration: 30 seconds 

The most powerful winds can turn aside not 
only arrows, but steel as well.  You may summon 
a buffet of winds that surrounds you in an 
unrelenting cocoon of swirling air.  While you 
remain stationary, you are immune to both 
melee and ranged attacks.  The force of the 
winds surrounding you prevents you from 
hearing others if they speak to you, however.  
Spell effects may still target or affect anyone 
under the influence of this spell.  A caster may 
still cast spells while under the influence of this 
spell, but may not move. 

THE EYE SHALL NOT SEE 
 Ring/Mastery: Air 3 
 Range: Touch 
 Area: Self or target individual 
 Duration: 10 mintues 

You call upon the kami to create an area of 
distraction surrounding you, drawing all 
attention away from you and your actions.  The 
kami whisper in the ears of those who can see 
you (or of the target if you cast the spell on 
someone else), causing them to be conveniently 
distracted from your presence.  Those who 
observe you will not see you as long as you do 
not make any loud noises or otherwise draw 
attention to yourself.  
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If someone actively attempts to see through the 
distraction, or if the target of this spell makes a 
significant interaction with any object or person, 
they may make a test using his Air + 
Investigation against your Spellcraft + Air to see 
past the distraction.  A major interaction with 
objects or people is likely to break the illusion 
for all observers.  Major interactions include 
casting any spell, attacking, lifting or opening a 
large object, etc. 

YOUR HEART'S ENEMY 
 Ring/Mastery: Air 3 
 Range: Thrown 
 Area: One spell packet 
 Duration: 30 seconds 

The kami can see into the hearts of mortals, and 
can use that information at a shugenja's request.  
You manifest the kami as an illusion of the thing 
your target fears most in the world.  The target 
must be hit by a thrown spell packet.  This 
generates Fear equal to twice the caster’s Air 
Ring that the target must overcome or suffer the 
normal effects. 

Mastery Level 4 

DRAW BACK THE SHADOW  
 Ring/Mastery: Air 4  
 Range: 10 paces, medium 
 Area: 10 paces, medium 
 Duration: Instantaneous  

Just as the kami craft illusions, they can cast 
them aside. Within the area affected by this 
spell, any illusions created by spells are 
automatically dispelled. 

FALSE REALM  
 Ring/Mastery: Air 4  
 Range: 30 paces, long 
 Area: 30 paces, long  
 Duration: 2 hours 

The greatest masters of the wind can create 
illusions of such beauty and clarity that those 
affected by them might truly believe they were 
somewhere else.  You can completely alter the 
appearance of the terrain within the area of 
effect of this spell.  You can make a miserable 
swamp look, sound, and smell like a beautiful 
garden, or vice versa.  Although these illusions 
can be extraordinarily intricate and completely 
convincing to all other senses, they still have no 
substance and cannot be touched. 

 

 

SLAYER’S KNIVES 
 Ring/Mastery: Air 4 
 Range: Thrown 
 Area: Air in spell packets 
 Duration: Instantaneous  

The wind can be deadly to those unprepared for 
its fury. You summon a powerful wind that tears 
through anything in its path. At your behest, the 
kami create a corridor of air filled with a cutting 
wind that inflicts damage and throws people 
away from it.  The spell creates spell packets 
equal to the caster’s Air, each of which inflicts a 
Triple and Knockback effect with difficulty equal 
to caster’s Air.  The spell may also destroy 
objects such as paper and light cloth, although 
heavier cloth may only be damaged.  

SYMBOL OF AIR  
 Ring/Mastery: Air 4  
 Range: Touch  
 Area: 3 paces, short 
 Duration: Permanent 

Priests of the kami are capable of inscribing 
powerful wards that invoke the power of the 
elements against all who attempt to pass them.  
A Symbol of Air must be inscribed on a solid 
(stationary) object, most often a door, window, 
gate, or other passageway.  Anyone attempting 
to pass through this passageway or otherwise 
pass by the area protected by the Symbol is 
affected by the protective ward.  Such persons 
must succeed at a Challenge of their Earth 
against the caster’s Air.  Those who fail are 
affected by a powerful drowsiness and fall into a 
deep sleep for one hour.  Those affected by the 
spell cannot be woken by normal means, but will 
awaken instantly if subjected to any attack or 
form of harm, as the kami will not be party to 
such humourless tricks.  This effect is repeated 
each time the character moves into the 
protected space, or takes a step within the area.  
You may only have one Symbol of Air in 
existence at any time, and Symbol spells of 
different elements may never affect the same 
area.  This spell may be dispelled by another 
casting of Symbol of Air from any shugenja, or 
by destroying the surface where the Symbol was 
etched. 
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EARTH 

Mastery Level 1 

FIRES FROM THE FORGE 
 Ring/Mastery:  Earth 1 
 Range: Touch 
 Area: 10 Cubic Feet 
 Duration: Permanent 

A popular spell among the Kuni, this spell calls 
upon the Earth spirits to repair nonliving 
material.  Any single object of 10 cubic feet or 
less is instantly restored to normal condition.  
This spell is typically used for repairing large 
items, not weapons, armour or delicate items.  
This spell does not restore any special qualities, 
armour refits or magical power that may have 
been lost when the item was ruined.  The Earth 
spirits are not delicate and hence fine detail, 
artwork or similar items will not be restored 
well by this spell. 

ARMOUR OF EARTH 
 Ring/Mastery:  Earth 1 
 Range: Self 
 Area: Self 
 Duration: 2 hours or until hits are consumed 

This spell infuses the caster's body with the 
strength of Earth, weakening the force of any 
physical or magical attack which strikes him.  
For the duration of the spell, you gain Magic 
Armour equal to your Earth Ring.  However, this 
infusion of Earth slows your movements — you 
may not run while under the effects of this spell, 
i.e. you are Slowed.  The magic armour Hits are 
taken first, before all other hits, and are not 
bypassed by kata or spell effects.  These Hits 
may not be refreshed by any means other than a 
new casting of this spell. 

EARTH'S STAGNATION 
 Ring/Mastery:  Earth 1 
 Range: Thrown 
 Area: One spell packet 
 Duration: 30 seconds 

This spell calls on the Earth in the target's body 
to weigh him down, impeding his movements. 
The target is Slowed, and may only move at a 
slow walk for the duration of the spell. 

EARTH'S TOUCH 
 Ring/Mastery:  Earth 1 
 Range: Touch 
 Area: One target 
 Duration: 2 hours 

With this spell, the shugenja calls forth the Earth 
of the target (which may be himself), invoking 

the kami to strengthen his health and fortitude.  
For the duration of the spell, the target’s Earth 
Ring is increased by 1, which grants one 
additional body Hit and may enhance the 
target's ability to withstand disease, resist 
poisons, or resist spells, etc.  This increase in 
Earth ring does not grant an extra spell slot or 
affect the Earth Ring for the purposes of spell 
casting. 

ELEMENTAL WARD 
 Ring/Mastery:  Earth 1 
 Range: Touch 
 Area: One target 
 Duration: 10 minutes 

This spell uses the power of Earth to enhance 
resistance to hostile magic.  The spirits of Earth 
armour the target's body and soul, rejecting 
other kami when they try to affect the target.  
The target is immune to all effects of the next 
spell packet that hits them.  This affects only the 
one spell packet.  Unfortunately, this also 
dissuades the kami of the chosen element to 
help the targeted individual, thus helpful spells 
such as healing may also fail.  

JADE STRIKE 
 Ring/Mastery:  Earth 1 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

This spell summons forth the purest of Earth 
kami, those of jade, in the form of a blast of 
iridescent green energy.  The jade power 
manifests in one spell packet.  If the target has at 
least one Rank of Taint, the Jade Strike will 
inflict damage with damage of a Triple, burning 
and blackening the Tainted flesh.  Typically this 
spell will bypass the Carapace of Shadowlands 
creatures.  However, a target who does not have 
at least a full Rank of Taint will not suffer any 
damage from the spell.  Casting Jade Strike on a 
non-Tainted target is generally regarded as a 
grave insult. 

JUROJIN'S BALM 
 Ring/Mastery:  Earth 1 
 Range: Touch 
 Area: One target 
 Duration: 2 hours 

This spell fills the target's body with the purity 
and vigour of Earth, driving out poisons and 
impurities.  If the target suffers the effects of any 
poison, disease or toxin within the duration of 
the spell, or is already under the effects of a 
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poison when the spell targets him, he may make 
another resist attempt against the poison or 
disease, with a bonus of the caster’s Earth to the 
second test.  However, if the second test is also 
failed, the poison or disease has full effect.  This 
spell does not affect or make the target immune 
to combat poisons or the Taint. 

Mastery Level 2 

BE THE MOUNTAIN 
 Ring/Mastery:  Earth 2 
 Range: Touch 
 Area: One willing target  
 Duration: 2 hours or until hits are consumed 

A variant of the spell Armour of Earth, designed 
to protect allies, this prayer causes the Earth 
kami to envelop the target with their embrace, 
covering his skin with a stony barrier that repels 
physical blows.  For the duration of the spell, the 
target gains Magic Armour equal to the caster’s 
Earth Ring. However the target is Slowed and 
may not run for the duration of the spell.  The 
magic Hits are taken first, before all other hits, 
and are not bypassed by kata effects.  These Hits 
may not be refreshed by any means other than a 
new casting of this spell.  Only a willing ally can 
be targeted with this spell. 

EARTH BECOMES SKY 
 Ring/Mastery:  Earth 2 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

This spell summons up a huge boulder from the 
earth, and hurls it through the air to strike one 
target creature.  The spell creates a single spell 
packet that does damage in Hits equal to the 
caster’s Earth Ring.  This boulder is made of 
normal, mundane stone, and thus cannot bypass 
carapace, magical damage reduction. 

FORCE OF WILL 
 Ring/Mastery:  Earth 2 
 Range: Touch 
 Area: One target 
 Duration: 30 seconds 

This spell infuses the target with an intense 
resistance to pain, as the Earth kami bolster his 
will to live to superhuman levels.  He is able to 
shrug off the pain and shock of his wounds, even 
continuing in the face of lethal injuries for a 
short time.  For the duration of this spell, the 
target becomes immune to the Stun effect and 
can continue fighting even if they would be 
reduced to 0 or less body hits.  However, when 
the spell duration ends the full effects of any and 
all injuries are felt and the target should role-

play as such (including collapsing if they are on 
or below 0 body hits).  This spell typically 
affords either a brief chance to be healed before 
it is too late, or the chance to wage a final battle 
in the face of certain death. 

GRASP OF EARTH 
 Ring/Mastery:  Earth 2 
 Range: Thrown 
 Area: One target 
 Duration: 30 seconds 

This spell causes the Earth kami to reach up and 
seize hold of the target.  The target is 
Immobilised, and is unable to move from the 
spot.  The target is not otherwise impeded, and 
may attack or defend himself as long as he can 
do so without moving his feet (or equivalent 
appendage).  Unusually large or strong creatures 
may be able to break this grasp. 

HANDS OF CLAY 
 Ring/Mastery:  Earth 2 
 Range: Self 
 Area: Self 
 Duration: 10 minutes 

This spell infuses Earth spirits into the hands 
and feet of the caster, allowing them to merge 
with the Earth found in wood, earth, and stone.  
This allows the caster to walk and climb along 
sheer surfaces, including walls and cliffs, at 
walking pace.  He can even hang from ceilings 
and move along them, although in that case he 
can only move slowly.  When the spell ends, the 
effect concludes without warning, possibly 
leading to a painful fall.  Moving too quickly may 
cause the spell to end unexpectedly, as the Earth 
kami do not enjoy haste. 

THE MOUNTAIN'S FEET 
 Ring/Mastery:  Earth 2 
 Range: Touch 
 Area: One target 
 Duration: 2 hours 

This spell fortifies the target by rooting his feet 
to the stone and soil beneath, and lending him 
the strength of stone.  This spell allows the 
target to shrug off anything that might separate 
him from the touch of Earth.  The target 
becomes immune to all Knockdown and Disarm 
effects. 
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Mastery Level 3 

EMBRACE OF KENRO-JI-JIN 
 Ring/Mastery:  Earth 3 
 Range: Touch 
 Area: One target creature 
 Duration: 10 minutes 

This spell allows the target to literally dive into 
the ground, which becomes as clear and easy to 
traverse as water for him.  He can see through 
and move through it in any direction as easily as 
though he were in normal air.  The target can 
see through the edge of the earth into the 
normal world, but he cannot attack, cast spells, 
speak, hear, or otherwise interact with those 
outside the earth unless he emerges from the 
ground.  The spell effect ends prematurely if the 
target leaves the ground.  If the spell ends while 
the target is still underground, the Earth spirits 
are offended by the target's continued presence, 
and immediately expel him into the nearest 
open air, wherever that might be.   

EARTH'S PROTECTION 
 Ring/Mastery:  Earth 3 
 Range: 3 paces, short 
 Area: 3 paces, short 
 Duration: Concentration 

This spell calls on the spirits of Earth to protect 
the area around the caster from the effects of 
three Elements (Air, Fire, and Water) for a short 
time.  While the caster concentrates on 
maintaining the favour of the Earth spirits, the 
effects of spells which call on those other three 
elements are negated.  Everyone in the area 
become immune to the effects of any hostile Air, 
Fire, or Water spells cast at the or with its effects 
extending into the area protected.  Already 
existing spell effects are not affected by this 
spell.  This spell offers no protection from Void, 
Maho or Earth spells. 

STRENGTH OF THE CROW 
 Ring/Mastery:  Earth 3 
 Range: Touch 
 Area: Earth in targets 
 Duration: 2 hours 

This spell infuses the targets (who can include 
the caster) with a powerful resistance to the 
Shadowlands Taint, repelling the dark kansen of 
the Taint with the pure power of Earth.  For the 
duration of the spell, the target(s) gain a bonus 
equal to the caster’s Earth to all tests made to 
resist gaining the Shadowlands Taint.  This 
bonus does not apply to any tests made to resist 
an increase in Taint the target already 
possesses, or from gaining Taint by casting 
Maho. 

THE WOLF'S MERCY 
 Ring/Mastery:  Earth 3 
 Range: Thrown 
 Area: One spell packet 
 Duration: 30 seconds 

This spell calls on the power of the Earth to 
afflict the target, weighing down his body and 
impeding his muscles, leaving him weak and 
vulnerable.  The target's Earth Ring is lowered 
by 2 ranks, and his Wounds are reduced 
correspondingly for the duration of the spell.  In 
addition, the target’s damage is reduced by one 
damage category, to a minimum of a Single.  If 
the target has at least one full Rank of 
Shadowlands Taint, the Earth spirits will be 
filled with wrath, and punish him more severely, 
lowering his Earth Ring by 3 Ranks. 

SHARING THE STRENGTH OF MANY 
 Ring/Mastery:  Earth 3 
 Range: Touch 
 Area: Earth x 2 targets 
 Duration: 30 seconds 

This spell infuses its targets (which cannot 
include the caster), with the power of Earth, 
allowing them to call upon the Earth of their 
comrades to bolster their efforts.  For the 
duration of the spell, all targets receive a bonus 
of +2 to all non-combined Tests (Ring, Skill, etc.).  
This bonus does not apply against spells.  This 
bonus does not enhance weapon skills for the 
purposes of damage or kata effects, nor enhance 
spellcasting effects. 

Mastery Level 4 

DIVIDE INTO ASH 
 Ring/Mastery: Earth 4  
 Range: Touch 
 Area: 3 paces, short / one object  
 Duration: Permanent 

This spell causes all Earth kami in the area to 
abandon their places.  As they leave, the area 
begins to crumble, torn apart by both the 
sudden weakening of solid matter and the 
effects of the kami’s flight.  This spell 
disintegrates all non-living matter in the area of 
effect that is a natural part of the earth.  This 
includes worked stone, earth, natural rock, 
crystal, mud, etc.   

ESSENCE OF JADE  
 Ring/Mastery: Earth 4  
 Range: Touch 
 Area of Effect: One target creature  
 Duration: 30 seconds 
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This spell calls on the purity of jade to protect its 
targets against the power of Jigoku, whether 
manifested as Taint or as the dreaded magic 
known as maho.  The target radiates the sacred 
green light of jade, and while the spell lasts, he 
cannot gain the Shadowlands Taint and is 
completely immune to the effects of all maho 
spells.  This spell cannot be cast on anyone who 
possesses at least one rank of Taint, for the pure 
jade spirits will recoil from such a corrupt 
individual, immediately alerting the caster to 
this individual’s Tainted nature. 

SYMBOL OF EARTH  
 Ring/Mastery: Earth 4  
 Range: Touch  
 Area: 3 paces, short 
 Duration: Permanent  

Priests of the kami are capable of inscribing 
powerful wards that invoke the power of the 
elements against all who attempt to pass them.  
A symbol of Earth can be inscribed on a solid 
(stationary) object, most often a door, window, 
gate, or any other passageway.  Anyone 
attempting to pass through this passageway or 
otherwise pass by the area protected by the 
Symbol is affected by the protective ward.  Such 
persons must succeed at a Challenge of their Air 
against the caster’s Earth.  Those who fail are 
struck with a powerful shockwave, and suffer 
the Knockback and Stun effects.  If they have at 
least one rank of Taint, they also suffer a Double 
in Wounds.  This effect is repeated each time the 
character moves into the protected space, or 
takes a step within the area.  You may only have 
one Symbol of Earth in existence at any time, 
and Symbol spells of different elements may 
never affect the same area.  This spell may be 
dispelled by another casting of Symbol of Earth 
from any shugenja, or by destroying the surface 
where the Symbol was etched. 

Tomb of Jade  
 Ring/Mastery: Earth 4 
 Range: Thrown 
 Area of Effect: One target creature  
 Duration:  30 seconds 

Considered by many shugenja to be the ultimate 
spell for opposing the creatures of the 
Shadowlands, this spell calls on the purest of 
Earth spirits, those of jade, to consume the very 
Taint within the target.  The spell can only affect 
a target who has at least one rank of 
Shadowlands Taint, but if the spell fails, the 
caster will not automatically know that the 
target is Taint-free.  This spell creates a spell 
packet.  When this strikes a Tainted target, the 

target is immobilised for 30 seconds and takes 
twice the caster’s Earth in Wounds (with the 
Jade effect).  Those killed by this spell are 
transformed into statues of pure jade, which 
crumbles away into mundane dust in 24 hours. 
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FIRE 

Mastery Level 1 

BURNING KISS OF STEEL 
 Ring/Mastery:  Fire 1 
 Range: Self 
 Area: Self, One melee weapon in hand 
 Duration: 30 seconds 

This spell embraces a weapon with fire, causing 
it to be larger and more effective.  When the 
spell is cast, a tendril of fire extends from your 
hands to engulf your weapon.  If you drop or 
lose the weapon, the spell effect ends.  This 
weapon adds one damage category to melee 
attacks, for example a Single becomes a Double.  
It does not grant the weapon or weapon damage 
any other special traits. 

COURAGE OF THE SEVEN THUNDERS 
 Ring/Mastery:  Fire 1 
 Range: Touch 
 Area: Targets up to caster's Fire 
 Duration: 10 minutes 

This spell infuses the targets (who may include 
the caster) with firm and unyielding courage, 
bolstered by the eternal power of the Fire.  For 
the duration of the spell, all the targets adds a 
bonus equal to your Fire Ring to any tests made 
to resist any kind of Fear effect, whether magical 
or natural.  Anyone who has at least a full Rank 
of Shadowlands Taint cannot benefit from this 
spell, although this will not actually reveal that 
they are Tainted.  This spell may be cast as a 
combined ritual by two or more shugenja who 
know the spell, in which case they may cast this 
spell on a number of targets equal to the 
combined Fire of the casters, granting the bonus 
to resist effects equal to the highest single Fire 
Ring among the participating casters. 

HEATED STEEL 
 Ring/Mastery:  Fire 1 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

Fire's most basic power is heat and summoned 
Fire spirits can easily be unleashed on an 
enemy’s blade, making it difficult to maintain a 
hold of.  This spell invokes a the Fire kami into 
an opponent’s weapon, which heats up causing a 
Single in damage and the Disarm effect with the 
difficulty equal to your Fire Ring.  

EXTINGUISH 
 Ring/Mastery:  Fire 1 
 Range: 10 paces, medium 

 Area: 10 paces, medium 
 Duration: Instantaneous 

Fire spirits can be driven away by the proper 
invocation, a very useful ability in Rokugani 
towns and cities where the construction is all 
wood and paper.  This spell dismisses the active 
Fire kami in the area.  All non-magical fire in the 
area of effect is immediately snuffed out. 

FIRES OF PURITY 
 Ring/Mastery:  Fire 1 
 Range: Self 
 Area: Self 
 Duration: 30 seconds 

This spell, one of the few directly protective 
prayers involving the Fire kami, asks the kami to 
protect one person, enveloping the caster in a 
shroud of bright flames.  Neither the caster nor 
anything he carries takes damage from the spell, 
but anyone who strikes him with a melee attack 
takes a Single damage.  The protected character 
must call ‘Shield Single’ when struck in melee 
combat.  Anything the caster puts down cannot 
be picked back up without subjecting it to the 
damage from the spell.  Ranged weapons such as 
arrows move fast enough to bypass this barrier 
of fire, dealing Hits as normal. 

FURY OF OSANO-WO 
 Ring/Mastery:  Fire 1 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

This spell is actually a prayer to the Fortune of 
Fire and Thunder, inviting his wrath upon your 
enemy.  It can only be cast outdoors, and 
summons a bolt of lightning from the sky, 
striking the target for a Triple damage.   

THE RAGING FORGE 
 Ring/Mastery:  Fire 1 
 Range: Touch 
 Area: One weapon or armor 
 Duration: Instantaneous 

Fire is the element of creation as well as 
destruction, and a skilled shugenja can use this 
to great effect.  This spell invokes the powers of 
the forge, mighty and merciless, to remake a 
forged material item, such as a weapon or suit of 
armour, into its perfect form.  The target item 
loses all blemishes, including cracks or nicks.  
This spell cannot repair an item which has 
actually been completely broken or destroyed, 
however, and it can only affect items that are of 
ordinary quality.  Magical or special qualities are 



80 

not restored.  If used on armour, this spell 
restores one Armour Refit for the target.  The 
target must still spend the 30 seconds 
performing the Armour refit. 

Mastery Level 2  

BITING STEEL 
 Ring/Mastery:  Fire 2 
 Range: Touch 
 Area: 1 bladed weapon 
 Duration: 30 seonds 

Fire spirits can infuse metal with their own fury, 
turning a sharp edge into a supremely perfect 
one.  This spell enhances the damage of steel 
bladed weapons, specifically all swords, knives 
and naginata.  Biting Steel cannot affect weapons 
which are not metal blades, which are 
nemuranai, or which have already been 
enhanced by magical effects.  The weapon's 
damage rating is increased by one level for the 
duration of the spell, for example a Double 
becomes a Triple.   

DISRUPT THE AURA 
 Ring/Mastery:  Fire 2 
 Range: Thrown 
 Area: Target person or creature 
 Duration: 2 days 

Anyone whose elements are out of balance will 
feel the effects, and this spell creates this 
condition deliberately by aggravating the Fire 
present in the target's body.  While the spell is in 
effect, the target cannot be healed by magical 
means.  Magical spells, items, or techniques that 
attempt to expel poisons or restore Wounds to 
the target automatically fail.  (Mundane wound 
treatment with the Medicine skill will still be 
effective.)  The target may realize something is 
physically wrong with him but cannot find out 
what is happening without the help of a 
shugenja — casting Sense (Fire) will show the 
presence of many excited Fire spirits within the 
target. 

FIRES FROM WITHIN 
 Ring/Mastery:  Fire 2 
 Range: Thrown 
 Area: Spell packets equal to Fire Ring 
 Duration: Instantaneous 

Probably the most widely known and 
recognized offensive spell in the element of Fire, 
this prayer has been in use by Rokugani 
shugenja since the very earliest days of the 
Empire.  You summon Fire kami to form orbs of 
flame that hovers in your palm for a moment 
before streaking toward the target.  The spheres 
gain momentum and size until it hits its target, 

making it quite spectacular visually.  You gain a 
number of spell packets equal to your Fire Ring, 
each doing a Double in damage. 

HURRIED STEPS 
 Ring/Mastery:  Fire 2 
 Range: Self  
 Area: Self  
 Duration: up to 2 days  

Fire is the element of thought, and thought is 
swift indeed.  You draw upon the speed of the 
Fire kami to aid you in the next Fire spell you 
cast.  The casting of your next fire spell is so 
swift that may not be interrupted.  You must still 
read the spell vocals, but any damage suffered 
during the vocals does not disrupt the casting 
(though you still suffer damage normally).  This 
spell does not alleviate the other requirements 
of spellcasting. 

RELENTLESS HEAT 
 Ring/Mastery:  Fire 2 
 Range: Touch 
 Area: One armor 
 Duration: 30 seconds 

This spell is designed to protect bushi by 
infusing a Fire kami into their armour.  The spell 
targets one suit of armour, which glows with the 
strength of the merciless desert sun.  Any 
opponent who strikes the person wearing the 
armour suffers the Stun effect with difficulty 
equal to the caster’s Fire.  When struck in melee 
combat, the protected character must call ‘Shield 
Stun Earth (X)’ where X is the caster’s Fire ring.  
This spell has no effect on ranged attacks or 
spells that target the wearer of the armour. 

NEVER ALONE 
 Ring/Mastery:  Fire 2 
 Range: Touch 
 Area: One willing target, may not be the 

caster 
 Duration: 30 seconds 

This spell invokes Fire's element of knowledge 
and understanding, strengthening the spirit of 
one of your allies by opening his eyes to the 
unyielding courage of eternal Fire.  The target 
(which may not be the caster) of the spell 
receives a bonus to one Skill or Ring Test equal 
to the caster’s Fire ring.  This effect lasts until 
the target has completed one Test, or until the 
target suffers Hits from any source, whichever 
comes first.  This may not be used to enhance 
combat skills.  It should be noted that using 
magic to enhance abilities during tournaments 
or contests of any kind is considered highly 
dishonourable.   
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Mastery Level 3  

BREATH OF THE FIRE DRAGON  
 Ring/Mastery: Fire 3  
 Range: Thrown 
 Area:  One spell packet 
 Duration: Instantaneous 

This spell is a prayer to the Dragon of Fire, one 
of the mightiest of celestial beings, entreating 
him for a little of his power. If the spell is 
successful, you gain the ability to breathe a bolt 
of flames from your open mouth.  The spell 
creates one spell packet that does damage equal 
to your Fire Ring, and the Stun effect with a 
difficulty equal to your Fire Ring. 

FIERY WRATH 
 Ring/Mastery:  Fire 3 
 Range: 30 paces, long 
 Area: One free-standing structure, or 30 

paces, long 
 Duration: Instantaneous 

Fiery Wrath was originally created to clear 
brush for farming and to demolish wooden 
structures with a minimum of work and no 
hazard.  It is also used to start bonfires for 
rituals and celebrations.  The spell allows you to 
destroy a building or other structure by 
appealing to the excitable Fire kami within the 
target's materials.  All flammable materials 
within the area of effect immediately catch fire 
and burn until nothing but ash is left.  The fire 
cannot be extinguished except by magical 
means; mundane water, sand, and other 
retardants will have no effect. 

Only one structure may be targeted by the spell, 
and the fire will not spread out to adjoining 
structures, as your prayers keep the Fire kami 
under tight control.  Living beings and materials 
that are not flammable are not affected as the 
Fire kami make effort to avoid them; in fact, 
while clothes worn by people caught within the 
area of effect will burn, their flesh will not so 
much as singe. 

HEART OF THE INFERNO 
 Ring/Mastery:  Fire 3 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

This spell compels stronger Fire kami to blaze 
down from the heavens striking the target with 
an insatiable delight.  This attack does twice 
your Fire ring in Hits to a single target. 

 

MENTAL QUICKNESS 
 Ring: Fire 
 Mastery: 3 
 Range: Touch 
 Area: One target 
 Duration: Instantaneous 

This spell imbues a target’s mind with the 
cleverness and wit of fire.  This restores uses of 
Kata for the day to the target, up to the caster’s 
Fire Ring.  The target cannot receive more than 
their normal daily maximum (i.e. their own Fire 
Ring).  This spell can be cast on a person only 
once in a 48 hour period. 

SHINING LIGHT 
 Ring/Mastery:  Fire 3 
 Range: Touch 
 Area: One target armor 
 Duration: 30 seconds 

Another example of spells which can imbue Fire 
kami into items, this spell temporarily binds a 
Fire kami into a piece of armour (such as a 
helmet or chest plate).  The armour emits a 
bright light that becomes blinding whenever the 
wearer is attacked.  The attacker is damaged by 
a Single and Stunned by the bright light.  When 
struck in melee combat, the protected character 
must call ‘Shield Single Stun Earth (X)’ where X 
is the caster’s Fire ring.  The spell has no effect 
on ranged attacks or spell effects. 

Mastery Level 4  

SYMBOL OF FIRE  
 Ring/Mastery: Fire 4  
 Range: Touch 
 Area: 3 paces, short 
 Duration: Permanent  

Priests of the kami are capable of inscribing 
powerful wards that invoke the power of the 
elements against all who attempt to pass them.  
A symbol of Fire can be inscribed on a solid 
(stationary) object, most often a door, window, 
gate, or any other passageway.  Anyone 
attempting to pass through this passageway or 
otherwise pass by the ward is affected by its 
power, and must succeed at a Challenge of their 
Water against the caster’s Fire.  Those who fail 
are Stunned and take a Triple in damage.  This 
effect is repeated each time the character moves 
into the protected space, or takes a step within 
the area.  This spell may be dispelled by another 
casting of Symbol of Fire from any shugenja, or 
by destroying the surface where the Symbol was 
etched.  You may only have one Symbol of Fire in 
existence at any time, and Symbol spells of 
different elements may never affect the same 
area. 
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DESTRUCTIVE WAVE  
 Ring/Mastery: Fire 4  
 Range: Thrown 
 Area: Thrown  
 Duration: Instantaneous  

A highly potent offensive spell, originally 
devised by the Isawa Elemental Masters, this 
prayer summons up a great mass of Fire kami, 
which roll outward from the caster in a wave of 
searing flames.  The spell creates a number of 
spell packets equal to the caster’s Fire, each of 
which do the caster’s Fire in damage. 

GLOBE OF THE EVERLASTING SUN  
 Ring/Mastery: Fire 4  
 Range: 30 paces, long 
 Area: 30 paces, long 
 Duration: 2 days  

This mighty prayer calls on all the Fire kami in 
the area to remain quiet and calm, soothing the 
agitation which so often afflicts them.  It is often 
invoked during major festivals, such as the 
crowning of a new Emperor.  For the duration of 
the spell, all buildings within the area of effect 
are immune to the effects of magical fire.  
Normal fires will still ignite and burn, but they 
do so sluggishly, and do not spread easily. 

THE SOUL’S BLADE  
 Ring/Mastery: Fire 4  
 Range: Touch  
 Area: One target weapon  
 Duration: 30 seconds  

This spell imbues incredibly powerful Fire kami 
into a weapon, granting it the full fury of a 
raging firestorm.  A bushi armed with this 
weapon is a terrible opponent, for the Fire 
spirits shock and daze his enemies with every 
blow.  For the duration of the spell, the weapon 
will overcome Invulnerability, and every strike 
delivers the Stun Kata effect with difficulty equal 
to the caster’s Fire.  
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WATER 

Mastery Level 1  

INARI’S BLESSING 
 Ring/Mastery:  Water 1 
 Range: Touch 
 Area: 1 cubic foot 
 Duration:  Instantaneous 
 Item requirement: Small sack or bag 

With this Ritual, the kami seek the boon of the 
Fortune of Rice, Inari.  Once completed, Inari 
blesses the sack that the person holds, granting 
them rice in the bag able to feed several people 
comfortably.  However, this is far more 
dangerous within the Shadowlands where the 
taint could infect the food quickly.  Seek GM 
assistance when casting this spell. 

NEAR TO ICE  
 Ring/Mastery:  Water 1 
 Range: Touch  
 Area of Effect: One willing target individual  
 Duration: 10 minutes 

As water grows durable and resistant with the 
coming winter, so too can the water within the 
human form become sterner and more durable.  
The target of this spell finds the Water kami 
within their body slowing, cooling and 
suspending their action.  If the target remains 
still, they will become unconscious, and all 
current time-dependent effects are suspended 
for the duration of the spell.  This includes the 
countdown of the grace period if the character is 
dying, the onset times for poison or disease.  
Wounds or ring penalties are not healed by this 
effect, but the recipient simply ceases to bleed or 
experience further penalties.  During this period, 
the recipient may be treated with spells or 
Medicine, etc., as normal.  Any new effects 
gained by the recipient while the spell is in effect 
continue as normal.  At the end of the spell 
duration, any remaining times continue to count 
from the same point as when suspended.  If the 
target of this spell is unwilling, or remains 
active, the spell effect is lost, as the water kami 
cannot fight the will of a living creature. 

PURIFY 
 Ring/Mastery:  Water 1 
 Range: 3 paces, short 
 Area of Effect: 3 paces, short 
 Duration: Instantaneous  

This prayer beseeches the kami to remove any 
impurities from their mortal manifestations.  
This is a popular ritual among Crab travelling in 
the Shadowlands.  All food and water within the 

area is made pollutant and Taint-free.  However, 
items remaining in contact with contaminated 
food or water or in a Tainted environment will 
quickly become re-infested.  This spell cannot 
affect food or water that has already been 
consumed.  This spell does not purge poisons 
because these are also part of the natural 
environment and the kami cannot distinguish 
between them. 

REFLECTIONS OF PAN KU  
 Ring/Mastery:  Water 1 
 Range: Touch 
 Area: One Object 
 Duration: Instantaneous 
 Item requirement: Reflecting bowl or body 

of water 

Divining the abilities of an object is among the 
simplest lessons a student of water learns in the 
temple.  This spell is cast on an object, allowing 
the water kami to communicate to the caster the 
powers and abilities that object possesses.  This 
is most frequently used to identify any 
supernatural qualities an item possesses, such 
as a nemuranai or a cursed weapon, but it can 
also identify the spell contained within a 
shugenja’s prayer scroll.  This spell will also 
grant the caster knowledge of the item’s origin 
in very broad terms, such as where it was 
forged, the Clan of the individual who has 
carried it the longest, or something similar at the 
GM’s discretion.  This spell requires a reflecting 
bowl or similar small and still body of water to 
provide the Water kami a medium through 
which to communicate.  Seek GM assistance 
when casting this spell. 

REVERSAL OF FORTUNES 
 Ring/Mastery:  Water 1 
 Range: Touch 
 Area: One target individual 
 Duration: 2 hours 

Versatility is the domain of water, and those 
who carry its blessing reap the rewards.  For the 
duration of this spell, the target gains one rank 
of the Luck advantage (effectively one extra Void 
Point).  The Luck Void Point must be spent next 
after the casting of the spell, before the 
character’s normal Void Points, or the effect is 
lost. 

SYMPATHETIC ENERGIES 
 Ring/Mastery:  Water 1 
 Range: Touch 
 Area: One willing target 
 Duration: Instantaneous 
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Energy flows between all living things as water 
flows through the earth.  You may transfer any 
one existing spell effect from you to the willing 
target of this spell, or draw a spell effect from 
one willing target onto yourself.  The duration 
and effect of the switched spell remains 
unchanged.  For example, a magic armour spell 
that has a duration of two hours, but has been 
active for one hour before being switched will 
remain for only one more hour.  The magic 
armour hits transferred remain the same i.e. if 
any had been consumed already these do not 
return.    

THE TIES THAT BIND 
 Ring/Mastery:  Water 1 
 Range: 10 Miles 
 Area: Self 
 Duration: Instantaneous 

Even a light touch forges a connection, and 
through the spirits of water that connection may 
be explored.  This spell allows you to seek out 
the spirits of Water within a single, specific 
object.  You must be familiar with the object in 
question, either having spent a great deal of time 
around it or handled it for several minutes.  If 
the object is within the range of this spell, you 
will know the direction and approximate 
distance it is from your current position.  

Mastery Level 2 

PATH TO INNER PEACE  
 Ring/Mastery:  Water 2 
 Range: Touch 
 Area: One target individual 
 Duration: Permanent, cast over 30 seconds 

The water kami can influence the flow of water 
through the body, dramatically hastening the 
natural healing process.  You can use this spell 
to heal Wounds that another individual has 
suffered.  The water kami take time to heal the 
target, taking 30 seconds to restores a number 
of Wounds to the target equal to the caster’s 
Water ring.  The caster must concentrate for the 
duration of the spell, and the target must remain 
still and undertake no other action for this time 
(including Armour refits or second wind, etc.). 

CLOAK OF THE MIYA  
 Ring/Mastery:  Water 2 
 Range: Self 
 Area: Self 
 Duration: 2 hours 

You wrap yourself in the protective embrace of 
the wave.  You gain Magic Armour equal to your 
Water Ring for the duration of this spell.  The 
magic Hits are taken first, before all other hits.  

These Hits may not be refreshed by any means 
other than a new casting of this spell.  Any extra 
Hits remaining at the end of the duration are 
lost. 

REFLECTIVE POOL  
 Ring/Mastery:  Water 2 
 Range: 10 Miles, extended 
 Area: Body of water / medium target 

location 
 Duration: 10 minutes 

The inscrutable knowledge of water is a great 
boon to those who know the means by which it 
can be invoked.  You may stare into a body of 
water, which may be as small as a puddle, and 
through it view a familiar location as if you were 
present, although you can only see what is 
taking place, not hear it.  In order for a location 
to be familiar to you, you must either have spent 
a great deal of time there (your home, the dojo, a 
preferred temple, etc.), or have spent a 
minimum of ten minutes in meditation at the 
location.  Any body of water can be used for this 
spell, but since the information imparted is 
visual, images depicted will be clearer with 
larger bodies.  

REJUVINATING VAPOURS 
 Ring/Mastery:  Water 2 
 Range: Touch 
 Area: One target individual 
 Duration: : Instantaneous 

Water washes away all that is impure, 
refreshing and reinvigorating all it touches.  The 
target of this spell is instantly refreshed as if he 
had just arisen from a good night’s rest.  This 
restores all the target’s used Second Winds for 
the day.  This spell does not restore used spell 
slots or other effects.  This spell can be cast on a 
person only once in a 48 hour period.  

STAND AGAINST THE WAVES 
 Ring/Mastery:  Water 2 
 Range: Touch 
 Area: One target individual 
 Duration: 30 seconds, 1 Strike 

A samurai who possesses the speed and 
strength of the mighty river is a dangerous foe 
indeed.  The target of this spell deals double his 
normal damage with his next strike.  For 
example, a double becomes a quad.  If the target 
of the spell misses with the next strike, the effect 
is lost.  This spell effect cannot be used in 
conjunction with other damage enhancing 
effects or spells, including the kata Flurry. 
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WALKING UPON THE WAVES 
 Ring/Mastery:  Water 2 
 Range: Touch 
 Area: Targets up to caster’s Water Ring 
 Duration: 10 minutes 

The Water kami buoy those who carry their 
favour and grant them passage.  The targets of 
this spell may move across the surface of water 
as if it were solid ground.  If the surface of the 
water is disturbed, as by a storm, rolling waves, 
or any other similar event, the passage may be 
difficult. 

Mastery Level 3  

REGROW THE WOUND 
 Ring/Mastery:  Water 3 
 Range: Touch 
 Area: One target Individual 
 Duration: Concentration 

Water flows into all things, and flows out.  In 
flowing out, it carries away that which is 
undesirable.  The pain and suffering inflicted by 
injuries can be channelled away and cast into 
the infinite ocean where they are lost forever.  
The target of this spell recovers a number of 
Wounds equal to your Water Ring for each 
minute the spell is in effect.  You must touch the 
target for the entire duration of the spell.  The 
caster must concentrate for the duration of the 
spell, and the target must remain still and 
undertake no other action for this time 
(including Armour refit or Second Wind). 

SILENT WATERS 
 Ring/Mastery:  Water 3 
 Range: Self 
 Area: Self 
 Duration: up to 2 days 

The memory of the ocean is infinite, and its vast 
power can lay in wait for a very long time 
indeed.  Upon completion of a successful casting 
of this spell, you may immediately cast a second 
spell of any element.  This second spell must be 
a spell you can normally cast, and it must be of 
Mastery Level 3 or lower.  The second spell is 
stored within you, and will not activate until a 
specific physical effect takes place, which you 
specify at the time of the casting.  The spell’s 
trigger could be that you speak a certain word, 
draw a blade, or fall in battle, for example.  
Whatever the trigger, when it occurs, the second 
spell immediately takes effect as if you had just 
finished casting the spell.  The spell title and 
effects of the second spell must be announced 
when it is triggered, but the spell casting may 
not be disrupted. 

A character may never benefit from multiple 
uses of Silent Waters at one time.  If a second 
use of the spell is cast on the same individual, 
the current “stored” spell is immediately 
dispelled and replaced with the new one.  For 
the period which the Silent Waters spell is in 
effect - that is until the stored spell is triggered - 
the casting shugenja will not be able to recover 
the expended Water spell slot used for the 
casting of the Silent Waters spell and the 
expended spell slot used for the casting of the 
stored spell, by any means.  Any casting of the 
Silent Waters spell must be witnessed by a GM, 
and the trigger effect and stored spell discussed 
with a GM prior to the casting.  At this time the 
details of the stored spell should be written 
down. 

STRIKE OF THE TSUNAMI  
 Ring/Mastery:  Water 3 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

Water is everywhere, and obeys the commands 
of its favoured shugenja.  You summon a 
crushing wave of water that overruns a target in 
its path.  The spell creates one spell packet that 
inflicts a Triple damage with the Knockback 
effect difficulty equal to the caster’s Water ring. 

THE PATH NOT TAKEN  
 Ring/Mastery:  Water 3 
 Range: Self 
 Area: Self 
 Duration: 2 days 

No element can match the sheer versatility and 
adaptability of Water.  Prior to casting this spell, 
you must select one Ring in which you will be 
temporarily weakened, and one in which you 
will be temporarily strengthened.  Upon the suc-
cessful conclusion of this spell, you may transfer 
a number of unused daily spell slots from the 
weakened Ring to the strengthened Ring.  This 
spell lasts exactly two days, and then the effects 
are lost.  This spell may only be cast once per 48 
hours. 

HEART OF THE WATER DRAGON  
 Ring/Mastery: Water 3  
 Range: Touch 
 Area: Targets equal to caster’s Water  
 Duration: 30 seconds  

The Water Dragon is a benevolent entity, and his 
blessings are powerful.  The targets of this spell 
gain Carapace 1 against all mundane and 
magical effects for the duration.  This includes 
against maho magic, but also healing magic and 
similar beneficial effects. 
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Mastery Level 4  

PEACE OF THE KAMI  
 Ring/Mastery: Water 4  
 Range: Touch  
 Area: One target individual  
 Duration: Instantaneous  

The ultimate benevolence of the Water Dragon 
is without measure.  The target is instantly 
cured of all diseases, poisons, Wounds and Ring 
penalties, etc.  This process is exhaustive to the 
Water kami within the body, thus this spell may 
only be cast on any individual once within a 
month, and any second casting automatically 
fails as the water kami refuse to comply. 

 
SYMBOL OF WATER  

 Ring/Mastery: Water 4  
 Range: Touch  
 Area: short, 3 paces 
 Duration: Permanent  
 Item: inscribed ward 

Priests of the kami are capable of inscribing 
powerful wards that invoke the power of the 
elements against all who attempt to pass them.  
A symbol of water can be inscribed on a solid 
(stationary) object, most often a door, window, 
gate, or any other passageway.  Anyone 
attempting to pass through this passageway or 
otherwise pass through the area is affected by 
the protective ward, must succeed at a Fear test 
vs. twice the caster’s Water.  Those who fail are 
affected by a crippling terror, and must flee the 
area (if possible) or cower in terror.  This effect 
is repeated each time the character moves into 
the protected space, or takes a step within the 
area.  You may only have one Symbol of Water in 
existence at any time, and Symbol spells of 
different elements may never affect the same 
area.  This spell may be dispelled by another 
casting of Symbol of Water from any shugenja, 
or by destroying the surface where the Symbol 
was etched. 

POWER OF THE OCEAN 
 Ring/Mastery: Water 4 
 Range: Touch  
 Area: One target individual  
 Duration: 2 days  

Perhaps the greatest gift Water can bestow 
requires a powerful shugenja to impart it to 
others.  This spell can only be cast upon a willing 
target.  For the duration of the spell, the target 
requires no food, drink, or sleep.  Once during 
the duration, the target may replenish his Void 
Points, Kata, Second Winds, etc., as the 
equivalent of recovering via a full night of rest. 

The target also recovers a one Wound per hour. 
If the target of this spell is a shugenja, he regains 
all expended spell slots at sunrise, regardless of 
whether he has had any rest.   

After the spell expires, the target lapses into a 
state of complete exhaustion.  This lasts for 
exactly one day, half the duration of the spell 
effect.  During this time, the target cannot take 
any significant physical action, and can only 
move about sluggishly.  Travel is completely 
impossible. 

 
WATER’S SWEET CLARITY 

 Ring/Mastery: Water 4  
 Range: Self 
 Area: Target body of water  
 Duration: 30 seconds 

The greatest form of augury is one that speaks 
directly and allows others to witness it.  By 
focusing your energy on a still body of water, 
you can invoke powerful visions of the future 
based upon your questions.  You may ask one 
question, and the waters will reveal the answer.  
The answer takes the form of three separate 
images, which may be connected in any number 
of ways, including events occurring over time, or 
perhaps three facets of a single event.  Unlike 
other forms of augury, others may witness these 
visions as well. 
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VOID 

Mastery Level 1  

BOUNDLESS SIGHT  
 Ring/Mastery:  Void 1 
 Range: 30 paces, long 
 Area: Self 
 Duration: 10 minutes 

The most essential lesson of the ishiken is that 
all is linked through the Void, and through the 
Void all can be perceived.  By focusing your 
energy, you can look through the veil and see 
another location as if you were standing there.  
This location must be familiar to you, thus you 
must have been there at least once before.  For 
the duration of the spell, you can see and hear all 
that transpires in the other location, but you 
may not be detected and you may not interact 
with things or individuals there in any way.  
During this spell, your body is in a trance-like 
state that leaves you highly vulnerable to attack.  
You are not aware of anything that transpires in 
your body’s location, until the end of the trance.  
You may be woken from the trance by anything 
that would normally wake a sleeping person. 

DRAWING THE VOID 
 Ring/Mastery:  Void 1 
 Range: Self 
 Area: Self 
 Duration: Instantaneous 

The ability to reach into the Void itself and gain 
strength from it is a vital lesson in the training of 
all ishiken.  Upon completion of this spell, you 
regain all spent Void Points, up to your normal 
maximum number of Void Points. 

SENSE VOID 
 Ring/Mastery:  Void 1 
 Range: Self 
 Area: 10 paces, medium 
 Duration: Instantaneous 

Life is evident in the Void like the stars in the 
night sky.  This spell causes you to enter a trance 
during which you become aware of the existence 
and location of all living creatures within the 
radius of the spell.  Although you are aware of 
their location, you cannot see them or any 
details.  You would know if there were three 
humans waiting outside the castle wall, for 
instance, but you would not recognize them 
other than to know that they were present.  This 
also gives you information regarding non-
sentient, natural living creatures.  Spirits and 
Shadowlands creatures are recognizable as a 

gap in your awareness, although this spell 
cannot recognize Tainted humans as anything 
other than humans.  

SEVERED FROM THE STREAM  
 Ring/Mastery:  Void 1 
 Range: Thrown 
 Area: One spell packet 
 Duration: 2 hours 

Talented ishiken can rob others of their ability to 
tap into the Void, if only temporarily.  The target 
may not spend Void Points for the duration of 
the spell.  The target will not become aware of 
this effect until they attempt to use a Void Point, 
and even at that time they may not be aware 
their difficulty is due to a spell.  Only a casting of 
Sense Void or similar spell will reveal the true 
nature of the curse. 

TOUCH THE EMPTINESS 
 Ring/Mastery:  Void 1 
 Range: Thrown 
 Area: One spell packet 
 Duration: Instantaneous 

The sensation of experiencing the Void firsthand 
can be extremely disturbing for those 
unaccustomed to it.  This spell creates one spell 
packet that causes the target to be Stun effect, 
with a difficulty equal to twice the caster’s Void 
Ring.  Those with no connection to the Void 
(including Shadowlands creatures) are immune 
to this spell. 

Mastery Level 2  

ALTERING THE COURSE  
 Ring/Mastery:  Void 2 
 Range: Self 
 Area: Self 
 Duration: 10 minutes 

Ishiken have a much greater capacity to draw 
upon the Void than others, and may do it 
consciously rather than unconsciously.  You may 
spend multiple Void Points on any test made 
within the duration of this spell.  It still must be 
a test on which the expenditure of Void Points is 
allowable (no combat skills may be augmented 
via this spell, for example).  

DRINK OF YOUR ESSENCE  
 Ring/Mastery:  Void 2 
 Range: 10 paces, medium 
 Area: One target individual 
 Duration: Instantaneous 
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As an ishiken grows more powerful, they can 
gain more information from examining an 
individual’s pattern within the Void.  You learn a 
great deal of information about the target of this 
spell, including his individual Rings, his current 
Wounds, any magical vulnerabilities (in the case 
of Shadowlands creatures) and a one word 
summation of his present mood (“hostile,” 
“sorrowful,” “confused,” etc.).  

FILL WITH EMPTINESS 
 Ring/Mastery:  Void 2 
 Range: Touch  
 Area of Effect: One target individual  
 Duration: Instantaneous  

Strengthening an individual’s connection to the 
Void can replenish their reserves of inner 
energy.  The target of this spell regains all spent 
or lost Void Points, up to their normal maximum 
number. 

REACH THROUGH THE VOID 
 Ring/Mastery:  Void 2 
 Range: 30 paces, long 
 Area: Target object, up to five pounds 
 Duration: 30 seconds 

All things, both living and unliving, exist within 
the Void, and can be touched through it.  You can 
manipulate items through the Void, moving 
them without touching them.  These items are 
small, usually only up to only five pounds.  An 
object thus manipulated may not move quickly 
and may not be used to attack.  The Void kami 
have only a tenuous grip, and a physical person 
or obstacle may be able to cause the kami to lose 
their grasp.  Generally, weapons are too heavy to 
be moved with this spell, but it might be used on 
a paper, a fan, a hairpin, etc. 

Mastery Level 3  

RAVENOUS SWARM 
 Ring/Mastery:  Void 3 
 Range: Thrown 
 Area: One spell packet 
 Duration: 30 seconds 

The void kami can interfere with the other kami 
summoned by another shugenja, making them a 
very effective weapon against a rival shugenja.  
You summon forth a group of kami that streak 
toward the target with wild abandon.  The kami 
encircle the opponent for the duration of the 
spell, waiting for him to make a mistake.  If the 
target casts any spell during that time, the kami 
instantly disrupt causing the spell casting to 
automatically fail.  (The target loses the 
appropriate spell slot as usual.)  The target is 

not aware of the effects of the spell until they 
attempt to cast, at which time they will 
experience something interfering with their 
spellcasting.  Only a casting of Sense Void or 
similar spell will reveal the true nature of the 
curse. 

KHARMIC INTENT  
 Ring/Mastery:  Void 3 
 Range: Touch 
 Area: One willing target person 
 Duration:  10 minutes 

Links forged of the Void allow the passage of 
enormous energy, the substance of the universe 
itself, between those who share it.  You may 
target any one willing person with this spell.  All 
remaining Void Points either of you possess are 
placed in a single pool, which either of you may 
draw upon as normal.  Essentially, this spell 
allows two individuals to share Void Points back 
and forth as they see fit.  At the end of the spell 
duration, all remaining Void Points are divided 
as evenly as possible between the participants, 
up to their normal maximum number.  If at this 
time any excess Void Points are in the pool 
(beyond the maximums of both individuals) 
these Void Points are lost. 

READ THE ESSENCE  
 Ring/Mastery:  Void 3 
 Range: Self 
 Area: One target object 
 Duration:  Instantaneous (but see below) 

Even objects have resonance, and retain some 
memory of those who hold them and events that 
take place involving them.  By meditating upon 
an object, you can gain a vision of the person 
who held it last, or of a major event that 
involved it in some manner.  Using this spell on a 
calligraphy brush, for example, might show the 
last person who used it to write a letter.  Using it 
on a weapon might instead show the last death 
it was used to inflict.  Extremely important 
objects, such as ancestral weapons or standards, 
may have powerful visions that grip the caster 
for longer periods of time, rather than imparting 
simple instantaneous visions. 

Mastery Level 4 

DRAW CLOSED THE VEIL  
 Ring/Mastery: Void 4  
 Range: Thrown 
 Area: One target spirit  
 Duration: Instantaneous  

The emptiness that is the Void is part and parcel 
of what separates the various spirit realms from 
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one another, and it is possible to strengthen it in 
certain areas.  You may target any one spirit not 
native to the mortal realm of Ningen-do.  That 
spirit is banished to its home realm.  The spirit 
must be hit or touched with a spell packet.  
Spirits that possess a physical body in the mortal 
realm, such as oni or certain shapeshifter spirits, 
or spirits that are significantly more powerful 
than you (at GM’s discretion) may prove 
immune to the effects of this spell. 

BALANCE OF ELEMENTS 
 Ring/Mastery: Void 4  
 Range: Touch  
 Area: One target individual  
 Duration: Concentration  

Flaws in the great pattern of the Void can be 
overcome, no matter how severe.  You may 
negate all Disadvantages, Ring penalties, Skill 
penalties and Kata effects on the target 
individual for the duration of the spell.  Non-
damaging effects inflicted from spells (such as 
Ring penalties, kata effects, etc.) are negated as 
well.  New effects that impose penalties are also 
negated.  This spell does not alleviate physical 
damage or Wounds.  The effect remains on the 
individual as long as the caster concentrates.   
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When taking up an artisan or craft skill it is 
advised that a player consider the value of 
the craft in a LARP environment, and 
discuss their choice with a GM. Whilst 
spending experience on a craft skills is not 
discouraged, it is possible that a character 
may not ever find their skill called upon in 
game play, or only very rarely. Please 
understand that the player’s choice to take 
up such skills in no way requires the 
writers’ to ensure its use in game.  

ITEM CREATION RULES 

Crafting of almost any type can be learned through the Craft 
or Artisan skills.  This represents a person's understanding of 
the principles of the profession, the handling of associated 
materials and its secret arts. Samurai in Rokugan generally do 
not take up such skills, though the few that do are esteemed as 
artisans and rarely do they travel far from their workshops. 

This section will address the creation of many types of items.  
These include artworks, items of practical use, poisons, traps 
and forgeries.  For the purposes of this section, the words 
craft and crafting will be used to describe the creation of any 
item, regardless of the skill involved.  Where necessary, the 
special rules for each skill or item type will be discussed. 

CRAFTING ITEMS 

Skills 
In order to create any item, a character must first posses the appropriate skill.  The skills involved in 
creating items are Artisan (subtype), Craft (subtype), Trapping and Poisons.  Certain types of items have 
special rules surrounding their creation.  These types – artwork, weapons, armour, poisons, traps – are 
each discussed in their own section later in this chapter. 

In general, the ability to create items of quality follows some general guidelines.  The rank of the character 
skill will determine what kinds or quality of item may be crafted.  The character’s skill total will 
determine how many or how often items may be created. 

Skill ranks 1 – 3 
The character is able to create standard, functional items.  Items are not of great quality and are prone to 
breaking from any stress beyond normal use.  A simple craftsman producing items for everyday use 
would normally make items of this standard.  Examples include a functional tea set, a simple kimono, 
arrows, peasant weapons, basic footsoldier armour, artwork of no outstanding skill. 

Skill ranks 4 – 6 
The character is able to create superior items that demonstrate innate quality.  These items may be 
unusually tough, or detailed, or of high standard as appropriate to their type.  A skilled craftsman 
producing special items for sale, or for use by samurai, would aim for this standard.  Examples include an 
embroidered court kimono, most samurai weapons, armour fit for a samurai, and artwork of genuine skill 
and beauty.  

Skill ranks 7 – 9 
The character is able to create items demonstrating true mastery of their craft.  These items will certainly 
be of outstanding quality, superior in all ways to any other.  A true master craftsman may create items of 
this quality – and be able to demand a price reflecting their skill.  Examples include kimono suitable for 
the Emperor and his court, weapons of outstanding quality, ornate armour of a Clan Champion, and 
artwork of legendary beauty.  True master craftsmen have even been known to create items that have 
their own innate spirit and awareness.  These are called nemuranai, and are the rarest and most highly 
prized items in the Empire. 

Resources and Materials 
To create an item a character must possess not only the appropriate skill and level, but also the materials 
required.  There is no skill that determines what components and materials one can find, rather the 
character’s own resourcefulness.  Components might be gained through trading favours, services 
rendered to the local establishment, or possibly by petition their own daimyo if in their own lands, or by 
any other means a character can contrive.  Common materials for common crafts can be purchased in 
most civilized areas, and an artisan will usually be aware of the value/expected prices of such items.   
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Item Quality and Item Quantity 
When an item is created by a craftsman, for the purposes of game mechanics it is assigned a number to 
represent its quality – a Quality rank.  This number is the difficulty to produce the item, repair the item, 
evaluate the item, etc.  It may affect the monetary or aesthetic value of the item. 

A craftsman may make items of any Quality up to their skill rank.  
A character is not limited to making only the highest quality; they 
may choose to make more low quality items instead.   

o Between events, a character may create items of Quality 
up to their skills total (Skill Rank + Ring Rank) in items.   

o During an event, a character may spend one hour of game 
time working to produce item/s of Quality up to their Skill 
rank. 

In order to create items, at any time, a character must have access to the appropriate materials and 
workspace, as discussed in ‘Resources and Materials’ above.  In some cases, a GM may rule that the time 
taken to produce a particular item is different to just one hour.  For example, it is not possible to produce 
a high Quality marble statue in one hour – but it might be possible to produce  one of a lower quality. 
Consult with a GM to determine if your character will have access to these requirements and the time 
necessary. 

For example:  Shosuro Gennosuke is always well equipped.  Before every event, Shosuro Gennosuke makes a 
batch of contact poisons, in case he needs them in combat.  Shosuro Gennosuke has Poisons 4 and Fire 3.  
Shosuro Gennosuke wants to make one poison as deadly as he can, so he makes a poison of Quality rank 4.  
Because he has a skills total of 7, he can also make other items up to a total of Quality 3.  He decides to make 
three rank 1 poisons as well.  He asks the GM at the start of the event if he can make these earlier and bring 
them along.  The GM knows that Shosuro Gennosuke is a regular poisoner, and therefore has access to the 
right equipment when in his home province.  The GM agrees that Shosuro Gennosuke could make these 
poisons before the event commences, but that Shosuro Gennosuke has to pay two koku to obtain the right 
ingredients.  This koku is taken out of Shosuro Gennosuke’s money for that event. 

For example:  Isawa Ai is creating a prayer scroll.  She intends it to be a gift and wants to make a beautiful 
scroll.  Isawa Ai has Artisan (Calligraphy) 3 and Air 3 (skills total 6).  Isawa Ai needs to obtain the material 
for the scroll – a ricepaper scroll and calligraphy kit.  Fortunately the local market can supply these – for the 
price of a few bu.  After purchasing her materials, Isawa Ai finds the appropriate workspace.  She does not 
need access to a special workspace or tools, but decides a quiet and meditative place is necessary.  She seeks 
permission from the nearby temple, and uses their garden to meditate.  Isawa Ai then is able to create a piece 
of art – the prayer scroll.  She spends one hour working.  Isawa Ai does her best work, and creates a scroll of 
Quality 3 (skill rank Artisan (Calligraphy) 3).  Since she is enjoying the quiet of the garden, she decides to 
spend a second hour making another scroll, also of Quality 3.  Now she has two Quality 3 items, two useful 
gifts. 

 

Selling, Gifting and Using Items 
Craftsmen will usually be aware of the value of their finished work.  The value of any item may vary 
greatly, depending on the market (i.e. demand), the location, the quality of the item, etc.  There is no 
prescription of prices for any item.  Samurai craftsman will usually choose to gift the item or trade it via 
courtiers for Favours.  Of course they are welcome to sell it to merchants or any other buyer, but of course 
conducting such commerce personally could be seen as dishonourable.   

Items may be sold or gifted to other characters – whether to player characters or others.  Gift-giving is an 
intrinsic part of Rokugani culture, and there are many traditions and taboos surrounding it.  A gift created 
by one’s own hand is usually highly valued.  If a character receives an item that they wish to use at a 
future event, this item must be recorded on their character sheet.  The Quality of the item should also be 
recorded.  Items purchased or received as gifts do not normally refresh (i.e. repair or replace damaged or 
consumed items) between events, so players are encouraged to take good care of such gifts or items. 

 

Void Points and Crafting Items: 

Void Points cannot normally be spent 
when crafting any kind of item.  Void 
Points represent a momentary and 
transitory inspiration, and thus 
cannot contribute significantly to the 
long process of item creation. 
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Repairing Items 
A craftsman who can create an item is also able to repair damaged items.  Generally speaking, a craftsman 
must have at least the equivalent skill to the Quality rank of the item created in order to repair it 
completely.  It is possible to carry out repairs with a lesser skill level, but the repairs will be incomplete or 
in some way damage the quality of the item.  Any item repaired with a lesser skill rank has its Quality 
reduced to the rank of the craftsman repairing it.  This may result in the loss of special qualities (see 
below), at the discretion of the GM overseeing the repair efforts.   

Repairing an item usually takes one hour of work per rank of the original item.  To repair an item the 
craftsman will need access to the same resources as require to craft the item, although the materials cost 
will usually be less. 

Special Quality Items 
Items of rare quality may be used to grant in-game bonuses and effects.  These bonuses usually take the 
form of an enhancement bonus to a particular aspect of a skill or ability.  For example, an item of 
outstanding value, a sword that is finely balanced for duelling, an ink brush set of fine quality that helps 
when producing paintings, a well written rhetoric (letter) that will sway bureaucrats at the Imperial 
courts.  

When an item is created by a character with a certain skill rank, the character may assign one or more of 
these special qualities to the item.  These special qualities must be chosen at the time of creation, and 
cannot be altered through the item’s lifetime.  If the item becomes damaged, it may lose the special 
qualities, even after repair. 

To create an item with special qualities, the item Quality must be at least 5.  For every Quality rank after 
(and including) 5, the item may gain another special ability.  Some special abilities require the Item to be 
of a higher Quality rank, or require more than one slot of abilities, as detailed in the description. 

A complete summary of special qualities is included in the table on the next page.  Each quality applies a 
bonus to one aspect of one skill.  The item must be in some way applicable to the skill enhancement 
special ability chosen.  A special quality may not be chosen twice.  Some special qualities may only be used 
on certain types of items, as detailed in the description.  The design of any item that includes special 
qualities must be discussed with a GM, and receive approval from a GM before the item can come into use.  
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SKILL SPECIAL QUALITY CRAFT SKILL NOTES 

Armour +1 Armour refit Craft (Armoursmith) Samurai quality armour 

+1 Hit Craft (Armoursmith) Samurai quality armour 

Artisan 
(various) 

+1 bonus to creating one type 
of artwork  

Craft (Toolmaking) Artisan tools only 

Commerce + 1 to evaluating items Craft (Toolmaking) Eyeglass, scales, similar tools 

Courtier +1 to bureaucracy 
applications 

Artisan (Oratory) Documents, letters of 
rhetoric 

+1 to etiquette applications Craft (Tailoring) or 
Craft (Jewellery), etc. 

Courtly attire, jewellery, fan, 
etc. 

Craft (various) +1 bonus to one type of craft Craft (Toolmaking) Crafting tools only 

Duelling + 1 Duelling during duels Craft (Weaponsmith) Katana only, Quality 7+, 3 
special ability slots 

+1 damage rank during duels 
(first strike only) 

Craft (Weaponsmith) Katana only, Quality 7+, 3 
special ability slots 

Investigation + 1 to physical inspections Craft (Toolmaking) Investigator tool, eyeglass, 
etc. 

Medicine +1 when treating poisons Craft (Toolmaking) Healers kit 

+1 when treating disease Craft (Toolmaking) Healers kit 

+1 when treating Wounds Craft (Toolmaking) Healers kit 

Stealth +1 when moving (not hiding) Craft (Tailoring) Footwear and/or clothing 

+1 when hiding (not moving) Craft (Tailoring) Footwear and/or clothing 

Weapon skills +1 to skill for damage 
calculation 

Craft (Weaponsmith) Weapon only, Quality 6+, 3 
special ability slots 

+1 to skill for one type of Kata 
use 

Craft (Weaponsmith) Weapon only 

Forgery +1 for forging documents Craft (Toolmaking) Document forging tools 

+1 for forging coins Craft (Toolmaking) Coin forging tools 

+1 for forging artwork / items Craft (Toolmaking) Tools 

Sailing +1 in bad weather Varies Boat / sails, etc. 

+1 navigation Varies Navigation charts, tools 

+1 for purpose of speed Varies Boat / sails, etc. 

Trapping +1 disarming traps Craft (Toolmaking) Trapping tools 

+1 creating traps Craft (Toolmaking) Trapping tools, Quality 6+ 

Any skill +1 bonus to skill for all 
purposes (does not stack with 
other special qualities) 

Varies Any non-weapon, Quality 7+, 
3 special quality slots 

Any skill Magical quality Varies Any item, Quality 9, discuss 
with GM 
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ARMOUR 

Armour in the Emerald Empire is usually one of two types.  Either it is designed for use by ashigaru, the 
peasant footsoldiers, or for samurai.  Usually, a samurai would rather go unarmoured then wear the 
armour designed for lowly ashigaru soldiers.  Armour is made in many different styles and materials.  All 
versions are very labour intensive to create.  Samurai armour can be very elaborate, and often has as 
much detail in the artwork and aesthetic quality as it does for practical defensive purposes.  In order to 
create armour, a craftsman requires significant time and resources.  The materials for armour of samurai 
quality cost many koku.  A complete set of armour is rarely, if ever, sold for koku.  Usually armour is only 
made when commissioned by a samurai, and certainly would not be found for sale in a market or similar. 

In order to obtain the materials and even more importantly the workspace to create armour, a craftsman 
will have to gain access to the smithy used by the local samurai daimyo.  No lesser workplace would 
provide the appropriate tools and materials.  The craftsman must also invest many koku in materials – 
hence the initial investment is usually made by the patron samurai to who the armour will be destined, or 
the local lord. 

Creating armour of samurai quality takes a great deal of training.  Thus, an Armoursmith with only basic 
training is not able to create armour of samurai quality.  An Armoursmith of skill rank 1 to 3 may perform 
repairs on armour, or make simple protections suitable for peasants and ashigaru.  A skill rank of 4 or 
higher is required to create functional samurai armour. 

In order to make repairs to armour, the Armoursmith will require access to an appropriate workspace, 
similar to that required to create armour.  The materials required may also have a significant cost – 
potentially several koku.  Provided these resources are available, an Armoursmith may restore Armour 
Refits to a set of armour, at a rate equal to one refit per skill rank (Craft: Armoursmith) per hour of work. 

 

ARTWORK 

Artwork includes any item created primarily for aesthetic purposes.  Artwork may have secondary or 
functional abilities, but its primary purpose must be as art.   

Art can be created from many different materials and styles.  Calligraphy may be created in a few 
moments, but a statue may take weeks to create.  Materials may also be difficult to come by – jade, gold, 
quality paper or other materials are rare and expensive.  Artworks usually will have a greater cost for 
materials and resources than common items, due to their intrinsic value and quality.  A good artist would 
expect to pay up to several koku for materials, to create art worth many koku.   

 

COMMON ITEMS 

Common items include most things that a peasant or samurai would have access to.  Clothing of all kinds, 
tools of most kinds, household goods, containers and vehicles, etc.  Common items are most likely to be 
produced using the skill Craft, within one of its subtypes.  Any item that does not fit into any other 
category should be regarded as a common item. 

Common items should be created using the crafting rules as outlined, with little variation.  Because such a 
wide range of items are covered in this category, it is possible there will be exceptions.  A GM will advise 
of any special requirements to create a common item of specific type. 

Common items usually cost between a few zeni for low quality and/or small objects, to at most a few 
koku.  Materials for creation or repair of common items should be expected to be less than a koku in most 
cases.  Some items will require access to particular resources and workspace – such as a kiln (oven) for 
ceramics – but a large number of common items may not require this. 
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FORGERY 

Creating a forged item of any kind requires the character to be able to create items of that nature.  Thus to 
create forged coins or documents, a character must have the skills and resources to create coins and 
documents, respectively.  The skill of Forgery represents the character’s ability to replicate the work of 
someone else, to make the item appear as though made by another person.   

To create a forgery, all the normal procedures for creating an item of that nature must be followed.  See 
the relevant item creation rules above.  Creating a forgery is usually more expensive than simply creating 
a normal item, as the exact materials and techniques need to be replicated.  However, in some cases a 
forgery might be created using lesser quality material, and the Forgery skill is used to cover up the 
apparent deficit in quality (e.g. minting forged coins with lesser metals). 

To make the forgery appear as though it is another item, or made by another person, etc., the character 
must have access to the original.  This may include having an example item, or having significant time to 
study an item.  There are two general types of forgeries – an exact replica of an existing item (e.g. minted 
coins, a famous artwork, an Imperial seal), or something that looks similar to someone else’s original 
work (someone else’s handwriting, someone else’s artwork style).  Discuss with a GM what is to be 
created and what access to an original is needed. 

The Quality of a forgery depends on the craft skill used to create it.  The Quality of the forged item does 
not have to be the same as the original (usually this is the point of forgery), but it should be close, perhaps 
one or two ranks less.  Once completed, the difficulty to detect a forgery is the character’s Forgery Skill 
total (Forgery + Fire), usually opposed by the Investigation skill. 

 

POISONS 

The creation and use of poisons is significantly different from the use of healing herbs and medicinal 
practices, in that it most often only involves the concentration and storage of certain naturally occurring 
compounds.  The creation and use of poisons is considered by Rokugani culture to be a highly 
dishonourable act.  Poison makers are understandably rare and only those with great skill and care 
survive long enough to become known in their trade.  Like most artisans, a poison craftsman requires 
access to specific equipment and materials that they may need to grow themselves and hence are unlikely 
to travel often or lead an itinerant life. 

To craft a poison, the crafter must have access to the necessary poison materials.  This is usually some 
form of animal venom or plant-based toxin.  Locating these ingredients in heavily populated areas may be 
difficult.  A character either creating or employing a poison must always inform a GM of their intentions 
so that the GM can be present to discuss the poison qualities and adjudicate the effects.  Poisons cannot be 
repaired or restored. 

There are two forms of poisons: those used in combat (contact poisons) and those swallowed or inhaled 
(internal poisons).  See the Poisons and Diseases section in the Game Rules for details on how poisons are 
used, resisted and treated. 

Contact poison 
Contact poison damage is calculated in a similar fashion to weapon damage. (See the weapons table in the 
Combat Rules section for reference if necessary.) 

Damage (Hits) = (Fire + Poisons Skill + bonus)/5 (rounded up)  

A prop such as talcum powder should be used for contact 
poisons.  No prop that might cause harm to weapons, staining of 
clothing or potential allergic reactions may be used. 

 

Because the amount of damage does not 
necessarily scale directly with the 
character’s skill rank only, a static 
Quality rank is assigned to a poison 
based on the amount of damage it does.  
The Quality rank of a contact poison is 
equal to twice its damage.  See the 
table. 
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For example:  Shosuro Gennosuke wants to make some contact poisons before an event.  Shosuro Gennosuke 
has Poisons 4 and Fire 3.  He wants to make his poisons as deadly as he can, so he makes two poison Quality 
rank 3 (+2 damage ranks) and one Quality rank 1 (+1 damage rank), for a total of 7 Quality ranks. 

Internal poison 
An internal poison must be either inhaled or swallowed by the victim.  The internal poison takes 60 
seconds to be absorbed and become effective.  Thereafter it may cause gradual and persistent harm to the 
victim.  There are four types of ingested poisons, each targeting a different ring/system of the body.  
However, to be effective, all poisons must overcome the victim’s natural resistances, represented by the 
Earth Ring.  The onset time for a poison is 60 seconds per level of the poison. This means once the poison 
begins affecting a person the symptoms will grow worse each minute until the person is reduced to -1 in 
that ring (unconscious or dying), or the poison's Quality rank is reached.  

There are four types of ingested poisons, each targeting a different ring/system of the body.  When 
creating a poison a character will choose which effect they wish to create.  Discuss this with a GM at time 
of creating the item.  The poison item prop may be labelled or the details of the poison effect in some way 
recorded for future reference. 

 Poisons of Earth – these will cause nausea, coughing, weakness, faintness or similar effects of the 
body. 

 Poisons of Air – may cause deafness, blindness, difficulty speaking, numbness, dizziness, and 
other sensory effects. 

 Poisons of Water – may cause muscle weakness, paralysation, lethargy, clumsiness, slowed 
reactions, lack of balance, or similar muscular/nerve impairment etc.  

 Poisons of Fire – may cause dizziness, sleepiness, confusion, hallucinations and other mental 
impairments.  

An internal poison has the difficulty to resist (vs. Earth) and the Ring penalty effect equal to the Quality of 
the poison.  A poison maker may make internal poisons up to a Quality of his Poison Skill rank. 

A prop such as coloured water can be used for ingested poisons.  No prop that might cause harm to 
persons, staining of clothing or potential allergic reactions should be used.  To minimise the risk of 
allergic reactions, the poison prop does not actually have to be ingested by the target player.  Speak to a 
GM before using a poison prop to ensure it is used appropriately. 

  

Quality 
Rank  

Poison damage Poisons Skill 
Total required 

1 +1 damage rank 1 – 5 

2   

3 +2 damage ranks 6 – 10 

4   

5 +3 damage ranks 11 – 15 

6   

7 +4 damage ranks 16 – 20 

8   

9 +5 damage ranks 21 - 25 
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TRAPS 

Samurai do occasionally have use for traps.  Traps are commonly used nearer the Great Carpenter Wall 
(Kaiu Wall) to help defend it against Shadowlands creatures.  Traps may also be used around army 
encampments to prevent infiltration.  However, this skill is still not widely used and may often be 
considered dishonourable by upstanding samurai.  The creation of traps for the purposes of ambush and 
harming fellow samurai is certainly dishonourable. 

A craftsman may create a trap that causes damage to animals, creatures or humans.  Typically traps do 
not distinguish between targets.  A trap may do total damage to targets up to the maximum of the Quality 
rank of the trap.  This damage may be split among multiple targets. The damage should be split evenly as 
possible, unless the character is able to justify an unusual split in the design. 

For example, Shosuro Gennosuke builds a trap with Quality rank 6.  This trap could do 6 ranks (Hex) to one 
target, 3 ranks (Triple) to two targets, one rank (Single) to six targets, etc.  It is preferable that the damage 
split is not a Quad and a Double. 

The character must obtain resources to construct the trap.  This will depend on the design of the trap.  
Traps are often made of commonly available items, but the access to resources will be at the discretion of 
the GM depending on the location and situation of the trap. 

A character should spend 10 minutes per Quality rank of the trap preparing it.  A GM may rule that a 
longer time is required if the design of the trap is large (e.g. digging a pit trap). 

A trap may be concealed from casual observers.  Concealing a trap requires 1 rank of Quality.  A concealed 
trap may be spotted using the Hunting skill or the Trapping skill.  The difficulty to spot the trap is equal to 
the trappers Trapping Skill Total. 

A trap may be disarmed using a character’s Trapping skill total.  Disarming a trap requires 30 seconds per 
Quality rank.  

Traps cannot normally be repaired.  Once disarmed or set off, the trap may need to be wholly reset or 
even rebuilt.  However, some designs, especially large scale traps, may be more easily restored (e.g. pit 
trap).  This judgement will be at the discretion of the GM. 

For example, Shusuro Gennosuke wants to conceal the trap he is building.  It has a nominal Quality of rank 6.  
Shosuro Gennosuke must forgo one rank of Quality to conceal it, thus making it effectively a Quality 5 trap 
for the purpose of damage.  He chooses to make the trap do one Triple and one Double, instead of two 
Triples. 

Kitsuki Kiboko comes accross Shosuro Gennosuke’s trap after it has been set and concealed.  She has a 
Hunting Skill Total of 9, which is equal to Shosuro Gennosuke’s Tapping Skill Total of 9.  Kitsuki Kiboko is 
able to spot and therefore avoid the trap.  She is unable to disarm it, however. 

Shosuro Gennosuke discovers a trap laid by his enemies.  The difficulty to spot and disarm the trap is 5.  
Shosuro Gennosuke is easily able to disarm the trap with his Trapping Skill Total of 9 (6 Trapping + 3 Fire). 
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The katana and the daisho: 

The sword of the samurai is their heart 
and soul.  The katana is not just a blade, 
but a representation of the samurai’s duty.  
The katana and wakizashi are usually 
inherited from the samurai’s family, or 
granted to them by their lord. 

It is not usual for any craftsman to 
produce a katana or wakizashi without 
specific direction from their daimyo.  The 
swords are usually destined for a 
particular samurai or purpose before the 
steel is ever put to heat. 

If you wish to craft a katana or wakizashi, 
speak with the GMs about what, where 
and who the swords will be crafted for, 
and most importantly, why.   

WEAPONS 

A weaponsmith or bowyer is able to create weapons of 
sufficient quality to withstand battle.  An angry peasant can 
make a spear out of a sharpened stick, but to create something 
of lasting quality takes great time and resources.  Any samurai 
of respectable family would only choose to use weapons of 
quality. 

In order to obtain the materials and even more importantly 
the workspace to create samurai weapon, a craftsman will 
have to gain access to the smithy used by the local samurai 
daimyo.  No lesser workplace would provide the appropriate 
tools and materials.  The craftsman must also invest many 
koku in materials – hence the initial investment is usually 
made by the patron samurai to whom the weapon will be 
destined. 

Samurai quality weapons are not easy to make.  It takes a 
lifetime to master the secret arts of folding steel that make the 
samurai’s blades stand apart from all other weapons.  Thus, a 
weaponsmith with only basic training is not able to create 
weapons of samurai quality.  The table below is a guide to the 
skill ranks required to make weapons. 

Skill 
Rank  

Weapon type Examples 

1 Peasant weapons, simple weapons Simple spear, jitte, staff 

2 Arrows Ya arrows 

3 Small, simple blades Kama, knives 

4 
Non-bladed samurai weapons, 
bows 

Dai-Tsuchi, Tetsubo 

5 Bladed weapons Naginata, nagamaki, axe 

6 Swords No-dachi 

7+ Ancient or Exotic Weapons Mai-chong 

 

In order to make repairs to a weapon, the weaponsmith will require access to an appropriate workspace, 
similar to that required to create weapon.  The materials required may also have a significant cost – 
potentially several koku.  Provided these resources are available, a weaponsmith may repair weapons 
that he is able to create.  The weapons smith may also attempt to repair weapons that are of a higher 
quality then he can make.  However, in attempting to do so the weaponsmith risks losing any quality in 
the weapon that is superior to their own skill, and any special abilities the weapon may possess. 
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Version History 

Numbering Note:   
- Version changes of 0.05 or less note cosmetic or description changes, unlikely to affect characters 
- Version changes of 0.1 or greater indicate modification to game rules that are likely to modestly 

affect some characters 
- Version changes of 1.0 are likely to have significant impact on all characters and/or game play. 

 
1.0 April 2012 

First publication.  Developed for premiere, Conquest 2012 
 
1.01 April 2012 

Second publication, used for most of Conquest 2012 
Correction of starting CP to 21 CP 
Removed Background Soul of Artisan/Craft due to concern over CP cost and application 
Minor spelling and formatting corrections 

 
1.1 May 2012 

Date correction on title page 
Changes to weapon standards list - arrows 
Correction to kata use example 
Correction of starting Glory to 10 points 
Moved Lore (Maho) to Restricted skill list 
Changes to Special Qualities table, page 100 
Added version number footnote 
Minor spelling and formatting corrections 

 
1.15 June 2012 

Changes to weapons standards list  
- expansion of detail 
- addition of overall quality descriptions 

Addition of sidebar in Healing to describe use of bandage props 
Updated concealing spell packet description to apply to ‘active’ spell packets only 
 

1.2 June 2012 
Formatting changes 
Changes to acknowledgements page 
 

1.3 April 2013 
Insurance statement correction 
No-Touching rule spell example added 
Damage types, effects and kata sections combined 
Yoritomo Family added and Yogo Family moved 
Lion Sailor and Phoenix Wardmaster schools added 
Courtier skill Faux Pas rule detail added 
Sailing skill changed from Restricted to normal skill 
Disarm kata wording corrected 
Two weapons Kata description correction 
Special spell durations made uniform – 60 seconds corrected to 30 seconds 
Minor description updates to some spells 
Minor wording corrections and clarifications throughout all sections 
Spelling and formatting corrections 


