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INTRODUCTION

‘.. . The mysterious and exotic Orient, land of spices and
warlords, has at last opened her gates to the West.”

Sixteen years ago those words started the back cover text for
another book called Oriental Adventures, Since then, the world
has changed—we rarely refer to the countries of Asia as “the
mysterious Orient,” for one thing—and the Dunceons &
DrAGONS game has changed, not least with the arrival of two new
editions of the rules, one in 1989 and one in August 2000. TSR,
Inc. published the first Oriental Adventures just a few years after
James Clavell's novel Shogun aired as a TV miniseries. The legend
of the samurai shaped much of the D&D gamer’s concept of what
fantasy Asia should and could be, and games such as Bushido
brought that vision to life alongside Oriental Adventures.

In the meantime, a collectible card game somehow accom-
plished what generations of roleplaying games based on the
fantasies of Asia never quite did: create a living world drawn
from Asian history and legend that did not pretend to be
history, never claimed to be accurate, and yet appealed to a
larger and more vocal fan base than the original Oriental
Adventures setting of Kara-Tur or historical Japan ever did. In
turn, this card game—Legend of the Five Rings—inspired its
own roleplaying game and opened its unique vision of fantasy
Asia to a whole new generation of roleplayers.

Now things come full circle. A new version of Oriental
Adventures—much more than a simple updating of the original
to the new rules of DUNGEONS & DRAGONS—is now in your
hands, incorporating Rokugan, the world of Legend of the Five
Rings, as its featured campaign setting. Merging Rokugan with
Oriental Adventures was in itself a monumental task, and it
became more so as I drew material from the Chinese-inspired
Dragon Fist game and my own interest in the cultures of India
and Southeast Asia. The result, as you have probably already
noticed from flipping through the book or skimming the table
of contents, is a bit like dim sum.

DUNGEONS & DRAGONS is all about choices and options, and
in these pages you should find enough choices and options to
make your head spin. Our “featured” campaign setting for
adventure in a world of fantasy Asia uses only a tiny portion of
those options. Korobokurus or wu jen don't fit in a campaign
that tries to stay close to previous incarnations of Rokugan.
Neither does the hopping vampire or the spirit centipede. But
you will find those races, classes, and monsters—and much,
much more—in this volume.

The goal of this Oriental Adventures is to provide you with a
comprehensive set of options—character classes, races, and

LEGEND OF TH= FIVE RINGS

The five rings described by Mirumoto

Musashi—air, earth, fire, water, and Void—are @@
the fundamental elements of shugenja spellcast- @ @
ing (see the shugenja class in Chapter 2 and the @
Void disciple prestige class in Chapter 3), but

they're also the symbol of Rokugan, the world of the Legend of
the Five Rings games and novels and the featured campaign
setting of Oriental Adventures. This symbol appears throughout
the book to indicate material—races, classes, prestige classes,

prestige classes, skills and feats, weapons, armor, and other
gear, spells and magic items, monsters and more monsters—
that you can use to play DuNGEONS & DRAGONS in a campaign
based on the fantasies, myths, and legends of Asia. You can use
them all, and end up with a chaotic but probably quite enter-
taining jumble of a campaign that is not confined to a single
era of history or real-world culture. Or you can select carefully
from the options presented, either using our featured setting
of Rokugan or crafting a setting of your own. Perhaps you want
to continue playing in the Kara-Tur of the old Oriental
Adventures (and numerous FORGOTTEN REALMS products), or in
Dragon Fists empire of Tianguo, inspired by Chinese wuxia
movies. Or you may simply want to add new options to a stan- |
dard D&D campaign.

You can do all that.

Or you may simply want to add new options to a standard
D&D campaign. Maybe your fighter is ready for a prestige
class, and the kishi charger may be just what you had in mind.
Or you want to play a half-orc wizard with a twist, and the wu {
jen class is just the twist you need. Does your monk want
some more unarmed fighting options? Looking for some clas-
sic monsters, like tasloi, yeti, and ice toads? Everything in this
book is completely compatible with the core rules of D&D—
the Player’s Handbook, DunGEON MasTERs Guide, and Monster
Manual—so there’s nothing stopping you from picking and
choosing new options for your campaign from the options
compiled here.

If you want to play in Rokugan, we've helped you out
throughout the book by highlighting the options that are avail-
able in that setting. If you want to use Kara-Tur or Tianguo, you
shouldn't have to look too hard to find the options you need.
(Just remember that the old shukenja is what we now call the
shaman; the shugenja is a new class from Rokugan!) If you want
to make your own campaign, we've presented some advice on
world-building in Chapter 10. If you just want to have ninja
spies in your regular D&D game, you don't need advice, you
just need rules—go ahead and dive on in!

Mystery, shmystery. Fantasy Asia is no more or less exotic
and mysterious than any other fantasy. But if your tastes in
fantasy run to honorable samurai, tattooed monks, shadowy
ninja, shapeshifting animals, spirit-talker shamans, sword-
swinging wizards who can run up trees, serpentine dragons,
hopping vampires, blood sorcerers, and iaijutsu duels . . . well,
you should find enough in here to fill you up.

For many years to come, we hope.

James Wyatt /

monsters—that you should use if you want to play Dunceons &
Dracons in the world of Rokugan. Look for this symbol to guide
your choices about what options to use in your game if you are
using Rokugan as your campaign setting. You need not feel
bound by our decrees of what is and is not allowable in Rokugan,
however: Like any other campaign setting, Rokugan is yours
once you adopt it for your game—if you want to allow
korobokuru wu jen alongside Dragon clan tattooed monks in
your Rokugan, don't let us hold you back.




CHARACT=R
- CREATION BASICS

Follow these steps to create a beginning. tst-level character for
Oriental Adventures.

0. CHECK WITH YOUR
. DUNGEON MAST=R

Even more than usual, it is important to find out which of the
many options presented in this book are a part of your DM’s
world. Find out if you'll be playing in the world of Rokugan or
in a different serting, and what classes, races, and prestige
classes your DM will allow.

1. ABILITY SCORES
\ Roll your character’s six ability scores. Determine each one by

" rolling four six-sided dice, ignoring the lowest die, and totaling
the other three. Record your six results on scratch paper.

2. CHOOS= CLASS AND
RAC=
The classes in Oriental Adventures are barbarian, fighter, monk,
ranger, rogue, samurai, shaman, shugenja, sohei, sorcerer, and
wu jen. Some of these classes are identical to those described
| inthe Player’s Handbook, but be sure to check Chapter 2: Classes

 for changes to the standard classes as well as descriptions of
the new classes (samurai, shaman, shugenja, sohei, and wu
jen). Also, look at Chapter 3: Prestige Classes, since you might
- want to consider prestige class requirements as you make some
* of your initial character choices.

The races in Oriental Adventures are human, hengeyokai,
korobokuru, nezumi, spirit folk, and vanara. Except for humans,
none of these races are described in the Player's Handbook. See
Chapter 1: Races for details,

Rokugan does not have any hengeyokai,
korobokurus, spirit folk, or vanaras. You
cannot play the wu jen, sohei, or shaman

. ®®® class. If you play a human, you also need to
choose a clan of origin: Crab, Crane, Dragon,

Lion, Phoenix, Scorpion, Unicorn, or heimin (lower class,
not affiliated with the clans). Your clan gives you a free class
skill and determines your favored class. It will also deter-
mine your prestige class options. A prestige class is an
important goal for many characters in Rokugan—particu-
larly samurai. Look over the prestige classes in Chapter 3:
Prestige Classes and Chapter 11: The Empire of Rokugan, If
you think a prestige class is in your character's future, make
. sure to choose your race and clan, starting class, feats, and
skills appropriately.

9. ASSIGI AND ADJVUST
ABILITY SCORES

Now that you know your character’s class and race, assign
" the scores you rolled in Step 1 to your character’s six abili-
ties: Strength, Dexterity, Constitution, Intelligence,
Wisdom, and Charisma. Adjust these ability scores up and
down according to his or her race, as indicated on Table 1-1:
Racial Ability Adjustments. For each ability, record the
character’s modifier.

4. REVIZEW TH= STARTING
PACKAGES

The Player's Handbook includes starting packages for the stan-
dard classes. There are no starting packages for the classes
specific to Oriental Adventures. You should choose feats, skills,
and equipment based on your own desires and possibly the
requirements of the prestige class you eventually want to adopt.

5. R=2CORD RACIAL AND
CLASS F=ZATURES

Your character'’s race and class grant him or her certain features.
Among other things, you'll want to make a note of a hengeyokai
character’s abilities in human, animal, and hybrid form, a
shugenja’s favored element and school, and a wu jen's taboos.

6. SEL=CT SKILLS

Oriental Adventures introduces only one new skill—TIaijutsu
Focus—but Chapter 4: Skills and Feats describes available
specialties for Craft, Knowledge, Profession, and Perform skills,
as well as discussing the relationship between a character’s
social status and the skills that character learns and uses.

7. S=L=CT R F=AT

Oriental Adventures characters have a number of new feats to
choose from, described in Chapter 4: Skills and Feats.

a karmic resonance between the character and

@ one of his or her ancestors, manifested in a

particular ability or aptitude the character possesses.

8. REVIZEW D=SCRIPTION

Look over Chapter 5: Description and Equipment. It includes
height, weight, and age guidelines for the new character races,
as well as information about religion, alignment, and honor in
Oriental Adventures.

9. S=ZL=CT =QUIPR=NT

Characters in Oriental Adventures don't go tromping into
dungeons wielding longswords and wearing half-plate armor.
Select appropriate weapons, armor, and other equipment from
the lists in Chapter 5: Description and Equipment.

10. R=CORD COMBAT AND
SKILL MUMB=RS

Based on your race, class, ability modifiers, feat, and equipment,
figure out your saving throws, Armor Class, hit points, initiative
modifier, melee attack bonus, ranged attack bonus, weapon
statistics, and total skill bonuses.

11. DETAILS GALOR=

Invent or choose a name for your character (make sure it fits
the cultural background of your DM’s campaign!), determine
his or her sex, choose an alignment (and think about whether
your character is honorable or dishonorable), decide how old
he or she is and what he or she looks like, and so on. Chapter
5: Description and Equipment supplements the material in the
Player's Handbook on all these topics.

In Rokugan, human characters from one of the
seven clans must spend their bonus feat on an
“ancestor feat." These are special feats that indicate
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common races' described in the Pld}éé’s Hcmdboak—

dwﬂgres, elves, and so on—are not necessarﬁy common or

B even known in an Oriental Adventures campaign. The lands

of Oriental Adventures have theitown common races, in addi-
tion to humans: hengeyokai, korabokuru, nezumi, spirit folk,
and vanara. As described in the Player’s a character’s
face is an important factor in determining ability score adjtst-
ments, favared class, starting languages, and special charac-
,itensucs. as well as more intangible qualities such as personal-
ity traits, possible motivations for adventuring,-and likely
names. Table 1-1: Racial Ability Adjustments shows the abil-
ity score adjustments and favored class for each of ‘the five
common races of Onmtnl Adventures,

TABLE 1—1. RaciaL Aull.m' AnjusruéNTs

Race Ability Adjustments = Favored Class ,
Human None Any (specified by clan) |
Hengeyokai -2 Wis "Wu jen ™
Nezumi +2 Con, -2 Cha Rogue |
Korobokury +2 Con, -2 Int Barbarian | R
Spirit Folk  None Any

.Vanara

+2 Int, +2 Wis, -2 Str . Shaman

Adventures, as they are in the Player’s Handbaok,

@ @ In the featured campaighi setting of Rokugan,
@ they rule the mighty Emerald Empire, though |
they are the youngest race of that young

 Raerar Stuny Caart D

. monk, a rogue, or a sorcerer—then a

Humans are the dommam s thnenta‘ o will work a8 well. If yot play a humanyfrom the great clans,

setting of Rokugan, check with your Dungeon

world, The human
major clans, eac;h tracmg its ancestry to one of the kami (great
spirits) who fe
The members of these clans share a divine bloodline and a
strong sense of heritage and identity. Céttain traits and
tendencies,  from physg.cal charaeteristics to particular

aptitudes and social roles, define each clan. ..

Clan designations, however, mean little to the masses of
peasants and outcasts, lower-class humans whose only

~ loyalty to'the clans *s in the form of the taxes they pay to

the lords who rule and protect them. A heimin (peasant)
farmer may live in Lion lands, send tithes of food to Lion

|castles, and rely on t.he Lion army for protection, but he is

not a Lion—he is heimin. Criminals, actor# geisha;
gamblers, the eta, and others whose professins ‘make
them uficlean are known ‘as hinin (outcasts). Like the
heimins, hidins are not members of the great clans,

. though they or their ancestors might have been at one

time. Ronins (samurai with no family and no clan),

|| though they are technically members of the noble caste,
| also lie outside the clan structure.

If you want to play a noble samurai or sp_e’lcastmg

! shugenja, you should play a human from the noble caste of

the great clans. If you're interested in a different character
type—an outland barbarian, a trained peasant soldier, a
wer-caste character

‘mostoptions are’open to you:If you play a lower-caste human,
the culture of Rokugan limits your options somewhat.
If you are not playing in the featured campaign

12yamg g syl

s bf Rﬂkugﬁn group themselves into seven, -

o earth, Gast out by their father the moon.
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Nezumi
- Female

Hengeyokai
Badger Hybrid Female

Spirit Folk

Female

Master. Social class and status may be less important in your
campaign than they are in a Rokugan-based one, and humans
. may or may not be divided into clans.

Personality: Humans in Rokugan share personality charac-
teristics with others of their clans, as detailed below.
¥ Members of the Crab clan tend to be crude and violent,
% though they are strongly dedicated to their clan’s sworn duty:
‘ . protecting the empire from the Shadowlands. They believe in
. duty over honor and are always ready for a fight.

The Crane clan is made up of diplomats and courtiers.
Graceful, elegant, and noble, they are masters of iaijutsu (the
speed draw) and duels of honor.

_ Mysterious and reclusive, the scholars and warriors of the
. Dragon clan are devoted to exploring the secrets of the
universe. All tend to speak in enigmatic riddles, though
members of the mysterious order of tattooed monks (see
Chapter 3: Prestige Classes) are especially known for this.
Lions are the noble warriors of Rokugan. They are warlike
and aggressive but devoted to the honor of the samurai.

The greatest shugenjas of Rokugan belong to the Phoenix

clan. They have a deep love of magic and knowledge.
The members of the Scorpion clan are the manipulators of
" Rokugan, masters of secrets and lies. Never seen without their
- masks, they resemble their namesakes—unassuming but
- armed with a deadly sting.

Unicorns are the outsiders of Rokugan. Most of them are

barbaric riders with aggressive dispositions. Mounted combat
' is their specialty, and their riding skills are second to none.
In Rokugan, humans without clan affiliation vary widely in
'personality, though in general they tend to be rude and uncouth
by the standards of the noble caste. Bushido (a code of honor,
loyalty, and obedience), with its dictates of honor, means noth-
U ) ing to these people. Heimins and hinins usually remain humble
1 and unassuming in the presence of their betters, but ronins
= sometimes publicly flaunt social conventions.

In other campaign settings, humans share the same traits
described in the Player's Handbook: They tend to be adaptable,
flexible, and ambitious when compared to the other races of
Oriental Adventures. Without such strong ties to the spirit realm
as other races have, humans make their own way in a mysteri-
ous world and adapt to their environment in diverse ways. In
Oriental Adventures, they share certain cultural traits—perhaps
derived from real world Japanese, Chinese, Korean, Indian, or
Southeast Asian cultures. These include a tendency toward
discipline and order, a respect for honor, and an appreciation of
the cycles of the natural and spiritual worlds.

Physical Description: Physical characteristics, like person-
ality traits, vary depending on clan affiliation for humans in
Rokugan.

Members of the Crab clan are large and powerful, muscular
and crude. They tend to be heavily scarred and lightly bathed.
They have black hair and eyes, and their features are square.

Cranes tend to be tall and slender, with soft features.
Many—particularly members of the Doji family—have white
hair, and their eyes are usually blue or light gray. They exude an
air of nobility and confidence.

The Dragons practice martial arts to keep their bodies as well
as their spirits honed. Physically, they run the gamut from lean
and wiry to large and muscular.

Lions are trained soldiers and look the part: well-developed
muscles and a warrior’s poise, They have wide facial features,
with hair that ranges from black toward brown or reddish and
brown to hazel eyes.

Members of the Phoenix clan are tall with fine features and a
regal bearing. They share a certain avian grace, with long necks,
angular features, and piercing stares.

Scorpions are tough and wiry, and they usually wear smug
expressions behind their masks. Their skin tones are more olive
than those of other Rokugan natives. Scorpions often wear
their hair long and loose.



Unicorns are short and stocky, with harsh features. Males
often sport goatees. Only members of this clan routinely wear
goods made of fur, bone, and leather.

Humans without clan affiliation, as well as those in other
campaign settings, run the gamut of human physical features,
within the limits of the setting’s ethnic variety. Humans in
Oriental Adventures generally have black eyes and straight
black hair. Eye shape, skin coloration, height, build, and facial
features vary widely.

Relations: Rivalries and outright warfare among the clans
(and sometimes within the clans) have been the rule in Rokugan
since the Empire’s founding, Only a significant outside threat
such as the Shadowlands can ever unite the warring clans, and
even then not for long. Currently, the Phoenix and the Dragon
clans are engaged in active warfare, as are the Crab and the
Crane. On a person-to-person level, though, individuals have
their own goals and aspirations and may well work with people
from other clans, even rival clans, out of sheer pragmatism.

The humans of Rokugan have forged alliances with the
nezumi (sometimes called “ratlings”) and the serpentine race
known as naga, and all three races jointly fight against the
common threat of the Shadowlands. Few humans outside the
Crab clan show much respect toward the ratlings, however, and
the nagas are viewed with some fear and only limited trust even
by their closest allies.

In other campaign settings, humans tend to look down on
the korobokurus, and not just because of their height—some
humans view the diminutive folk as barbaric and crude.
Hengeyokai and spirit folk command somewhat more respect,
since they belong to a spirit world that humans can glimpse
only in fleeting visions. Humans view vanaras with a mixture
of amusement and admiration.

Alignment: The humans of Rokugan live in a rigidly
lawful society, and most members of that society share a
lawful alignment. They nevertheless run the spectrum of
good and evil, even when united against the overwhelming
evil of the Shadowlands.

Beyond Rokugan, humans display the same wide range of
alignment tendencies described in the Player’s Handbook,
though they do tend toward lawful alighments.

Human Lands: Humans dominate the Empire of Rokugan
and are common throughout the rest of that world, from the
Burning Sands to the distant Sempet Empire. In contrast to the
rapidly fluctuating politics of human lands described in the
Player's Handbook, the Empire of Rokugan has proven remark-
ably stable for more than a thousand years, despite unceasing
internal conflict.

Outside Rokugan, human lands range from mighty empires
to petty city-states. Human nations in Oriental Adventures tend
to have established institutions and long-standing traditions,
often including fairly rigid class or caste systems, that provide
more stability than in the standard D&D world. Innovation
and independent thinking are not so richly rewarded here as
they are in other worlds, and society as a whole tends to be
strongly conservative.

Religion: The religion of Rokugan is a collage of piety
directed toward the fortunes—including Yakomo (the male
sun deity), Hitomi (the female moon deity), the seven kami
who founded the clans, the Seven Fortunes of Good Luck, and
countless lesser fortunes—as well as the spirits of the ancestors
and the teachings of Shinsei.

In other campaign settings, humans generally share a reli-
gious system that reveres a host of greater and lesser spirits. The
greatest of these spirits may be venerated as deities, but all

spirits are worthy of respect and sacrifice. A human in Oriental
Adventures may offer prayers and sacrifices to a host of deities
and spirits, a single patron deity, or none at all. Those who
choose this last option usually follow a philosophical path of
meditation and discipline.

Language: Humans in Rokugan speak Rokugani. In other
campaign settings, humans can be assumed to speak
Common. They are not as likely as humans in other worlds to
incorporate many borrowed words from other races’
languages into their speech.

Names: In Rokugan, members of the noble caste carry two |
names: a family name (which always comes first) and a given |
name that is bestowed on a samurai at the coming-of-age cere- |||
mony (gempukku). Before coming of age, a child uses only a [
nickname—often a simple word meaning, for example, “first
child” or “third daughter.” '

Heimins (including most monks), hinins, and ronins do not use
the names of their families. Each uses only a single, given name.

Other campaign settings may or may not follow a similar
naming system.

Rokugani Family Names: (Crab) Hida, Hiruma, Kaiu,
Kuni, Yasuki; (Crane) Doji, Daidoji, Asahina, Kakirta; (Dragon)
Mirumoto, Hitomi, Kitsuki, Tamori, Togashi; (Lion) Akodo,
Ikoma, Kitsu, Matsu; (Phoenix) Agasha, Asako, Isawa, Shiba;
(Scorpion) Bayushi, Shosuro, Soshi, Yogo; (Unicorn) Ide, Tuchi,
Moto, Shinjo, Utaku; (other) Hantei, Miya, Moshi, Otomo,
Seppun, Toturi, Yoritomo.

Rokugani Male Names: Akahito, Bokaru, Dajan, Hochiu,
Imura, Kaigen, Mekumu, Renshi, Tenkazu, and Yasumoto.

Rokugani Female Names: Ameiko, Emiko, Hotaki, Katsako,
Mochiko, Oyumi, Sadako, Tsubeko, Yashiko, and Zanako.

Adventurers: Human adventurers tend to be driven—
whether by a desire to earn glory, a need to gain (or regain)
honor, a thirst for vengeance, a lust for power and wealth, or
some other strong passion. In a society that demands compo-
sure, restraint, and civility, adventurers often defy those norms J
by living according to their true desires instead of following the'
expectations imposed upon them. As a result, adventurers—
while they are usually respected for their heroic deeds—are -
generally viewed with an uncomfortable wariness, the same
respect one gives a wild animal.

HUMAR RACIAL TRAITS

« Medium-size: As Medium-size creatures, humans have no
special bonuses or penalties due to their size.

* Human base speed is 30 feet. /

1 extra feat at 1st level, because humans are quick to master
specialized tasks and varied in their ralents. If the character
comes from one of the great clans, this feat must be an ancestor
feat. Otherwise, it may be any feat.

+ 4 extra skill points at 15t level and 1 extra skill point at each
additional level, since humans are versatile and capable.
(The 4 skill points at 1st level are added on as a bonus, not
multiplied in.)

 Automatic Language: Rokugani (in Rokugan) or Common (in
other settings). Bonus Languages: Any. Humans mingle with
all kinds of other folk and thus can learn any language found
in the world.

+ Additional traits depend on a human's clan of origin, if any:

CRAB
« Knowledge (Shadowlands) is a class skill.
« Favored Class: Fighter.



+ Diplomacy is a class skill.
* Favored Class: Samurai.

DRAGON
* Knowledge (history) is a class skill.
* Favored Class: Monk.

|

| Lion

. » Knowledge (war) is a class skill.

"~ * Favored Class: Samurai.

1

' PHO=MIX

||+ Knowledge (arcana) is a class skill.
* Favored Class: Shugenja.

§5CORPION
|* Bluffis a class skill.
* Favored Class: Rogue.

CUTUCORN
|+ Ride is a class skill.
* Favored Class: Barbarian.

_HENGEYOKRAI

Hengeyokai are intelligent, shapechanging animals, able to
shift freely between human and animal forms, as well as a
bipedal, animalistic form. Several subraces exist, defined by the
. kind of animal form they can assume. They are typically found
- on the fringes of human-settled lands, where they can mingle
n human form but retreat to solitude when they desire.
. Hengeyokai are not found in Rokugan.

. Personality: Hengeyokai tend to be secretive, reclusive, and
 solitary, dwelling alone or in small bands. They often display
personality traits similar to their animal type—so monkey
hengeyokai are curious and inquisitive, hare hengeyokai are
peaceful but easily startled, and so on. Hengeyokai usually do
not try to fit into human society, knowing that they are differ-
ent and believing that they are more closely connected to the
spirit world.

Physical Description: In animal form, hengeyokai are
almost indistinguishable from normal animals except through
magic. Naturally, their behavior often provides proof of their
intelligence, so careful observation of a hengeyokai in animal
form can reveal that it is not what it appears to be.

Hengeyokai can also assume a bipedal, animalistic (“hybrid”)

form. They stand on their hind legs (or similar appendages)
. to the height of their human form. The front paws, wings, or
- fins change into hands, capable of gripping and using normal
. equipment. The rest of the body retains the general appear-
~ fance of the animal, including fur, feathers, wings, tail, and
other characteristic features, but in the overall shape of a
humanoid head and torso.
In human form, hengeyokai look exactly like normal
'humans, though (like lycanthropes) they often display some
feature associated with their animal form. For example, a spar-
row hengeyokai might have a sharply pointed nose, while a rat
hengeyokai might have beady eyes and a long mustache.

Relations: Hengeyokai often live near humans, and
good hengeyokai sometimes assume a protective role

il

A

over a nearby community. A hengeyokai never feels a part of a
human community, however, even when grateful villagers
offer food or gifts to reward the hengeyokai for the protection
she offers. Evil hengeyokai instead prey on human commu-
nities, and are rewarded with fear and hatred.

Hengeyokai believe themselves to be closer to the spirit
world than humans, and therefore feel a closer affinity for spirit
folk when the two races come into contact.

Alignment: Most hengeyokai are chaotic, with a strong inde-
pendent streak. They are wild and value freedom—theirs and
others’. Some types of hengeyokai strongly favor good or evil:
carp, crane, dog, hare, and sparrow hengeyokai are usually good,
while badger, fox, raccoon dog, rat, and weasel hengeyokai are
usually evil.

Hengeyokai Lands: Hengeyokai do not have lands of their
own. They live—alone or in small bands—near human
communities, usually on the edge of civilization, near regions
of unsettled wilderness. Given their strong chaotic streak,
hengeyokai are frequently on the move, particularly when the
advance of civilization turns their wilderness retreats into
bustling metropolitan areas.

Religion: Hengeyokai do not worship the spirits that humans
venerate—they consider themselves the spirits’ equals. Henge-
yokai may practice the disciplines of a philosophical school,
sharing a spiritual orientation with certain monks. Hengeyokai
shamans command the power of the spirits not through vener-
ation, like human shamans, but through partnership.

Language: Hengeyokai speak their own language, which is
common to all hengeyokai regardless of animal type.

Names: Hengeyokai names follow human patterns in what-
ever lands they dwell.

Adventurers: Hengeyokai are commonly adventurers, since
the sedentary life of a commoner or expert holds little appeal
for them. They are usually motivated by little more than
wanderlust, or perhaps curiosity about the world.

H=NGEYOK Al RACIAL TRAITS

* —2 Wisdom, Hengeyokai tend to be flighty and weak-willed.
A hengeyokai’s physical ability scores vary widely in its
animal and hybrid forms; the character’s generated ability
scores apply to its human form. In hybrid form, a hengeyokai
gains a +2 adjustment to one physical ability score, as shown
on Table 1-2: Hengeyokai Hybrid Forms. Its physical ability
scores in animal form are average for its animal type, as
shown on Table 1-3: Hengeyokai Animal Forms (page 12).

* In human form, hengeyokai are Medium-size. As Medium-
size creatures, hengeyokai have no special bonuses or penal-
ties due to size,

* In human form, hengeyokai base speed is 30 feet.

* Alternate Form: Hengeyokai can change shape, assuming
one of three possible forms. This supernatural ability func-
tions like the polymorph other spell, but a hengeyokai can
change form a number of times per day equal to 1 plus his
character level. Thus, a 1st-level hengeyokai can switch from
human form to animal form and back again in a single day.
Changing form is a full-round action that does provoke
attacks of opportunity, as with the polymorph self spell.

A hengeyokai’s animal form is a normal animal of Small or
smaller size. Possible animal forms include badger, carp, cat,
crab, crane, dog, fox, hare, monkey, raccoon dog, rat, sparrow,
and weasel. Equipment the hengeyokai is wearing or carry-
ing transforms to become part of the animal form (as with
polymorph other), and magic items cease functioning while
the hengeyokai remains in animal form. In animal form, the



hengeyokai has low-light vision and the supernatural ability
to communicate with other animals of its kind. This is the
same as a familiar's ability to speak with animals of its type.
Hengeyokai have the size, speed, AC, damage rating, and
physical ability scores shown on Table 1-3: Hengeyokai
Animal Forms. In animal form, a hengeyokai is effectively
disguised as an animal, gaining a +10 bonus on Disguise
checks while in this form.

Hengeyokai in hybrid form retain their low-light vision
and the ability to communicate with animals of their type.
Their physical characteristics are based on their abilities in
human form, modified as shown on Table 1-2: Hengeyokai
Hybrid Forms. In this form, a hengeyokai can typically wear
light or medium armor without modification, but wearing
heavy armor is impossible. Equipment worn or carried by a
hengeyokai in human form does not transform when the
hengeyokai assumes hybrid form. When a hengeyokai in
animal form assumes hybrid form, her equipment returns to
its normal form and magic items resume functioning.
Shapechanger: Hengeyokai are shapechangers, not human-
oids. As such, they are immune to spells that specifically
target humanoids (including charm person and hold person),
but are susceptible to any spells that target shapechangers.
Automatic Languages: Common, Hengeyokai. Bonus
Languages: Giant, Goblin, Nezumi, Spirit Tongue.

Favored Class: Wu jen. A multiclass hengeyokai’s wu jen
class does not count when determining whether he suffers
an XP penalty.

Level Adjustment +1: Hengeyokai are slightly more powerful
and gain levels more slowly than the other common races. See
the Level Adjustment sidebar for more information.

LEVEL ADJIVUSTRENT

Hengeyokai is a more powerful race than the others listed here
and in the Player's Handbook. You need your DM's approval
before playing a character of such a race. To maintain the
balance of power between player characters, adjustments have
to be made to hengeyokai characters so that the game remains
fair and enjoyable for all.

When creating a character of this race, add the level adjust-
ment to the character level of the creature. The DM determines
how many experience points she lets your new character start
with. If a race's minimum experience point requirement is
higher than this number, you can’t be a member of this race.
Your character's beginning equipment is based on his effective
level, not his class level.

For example, the PC group is 3rd and 4th level, so the DM
decides to allow new PCs to start with 2,000 XP rather than 0.
A player can therefore play a hengeyokai. Because a hengeyokai
character possesses a higher level than just his character level
alone, he does not gain levels as fast as a normal character.
Add the character level adjustment to your character level to
arrive at your effective character level (ECL). Thus, a 1st level
hengeyokai samurai has an ECL of 2. From now on, this char-
acter uses his ECL to determine how many experience points
he needs to reach a new level. You still use the character’s
actual level for everything else (when you acquire feats, skill
point acquisition, and so on).

TaBLE 1-2: HENGEYOKAI HYBRID FORMS

Ability
Modifier Special
Badger +2 Con Speed 20 ft., burrow 10 ft.
Carp +2 Dex Speed 10 ft., swim 30 ft.
Cat +2 Dex +4 Balance
Crab —-- +1 natural armor, +4 Swim
Crane +2 Dex Speed 20 ft., fly 20 ft.
Dog +2 Con +4 Wilderness Lore when
tracking by scent
Fox +2 Dex +4 Escape Artist
Hare +2 Dex Speed 40 ft.
Monkey +2 Dex +4 Climb
Raccoon dog +2 Str +4 Wilderness Lore when
tracking by scent
Rat +2 Dex +4 Hide
Sparrow +2 Dex Speed 20 ft., fly 20 ft.
Weasel +2 Con +4 Move Silently

Korobokurus are dwarflike humanoids that live in barren
wilderness areas where they seldom come into contact with
humans. They live in simple villages, tending small farms in
secluded areas. They typically avoid any contact or involvement
in the affairs of the world outside their farms, but occasional
individuals, driven by wanderlust or inspired by some contact
with human civilization, find their way into human lands.
Korobokurus are not found in Rokugan.

Personality: Humans look down on korobokurus in more
ways than one, and stereotype them as being rude, belligerent,

Essentially, instead of needing your character level x 1,000 to
reach the next level, your character needs your ECL x 1,000 to |~
reach the next level. !

ECL EXPERIENCE REQUIREMENTS

ECL = ECL =
Level Level +1
XP (Normal) (Hengeyokai)
0 1st —
1,000 2nd st
3,000 3rd 2nd
6,000 4th 3rd
10,000 5th 4th b
15,000 6th Sth //
21,000 7th 6th
28,000 8th 7th
36,000 9th 8th
45,000 10th 9th
55,000 11th 10th
66,000 12th 11th
78,000 13th 12th
91,000 14th 13th
105,000 15th 14th
120,000 16th 15th
136,000 17th 16th
153,000 18th 17th
171,000 19th 18th
190,000 20th 19th
210,000 — 20th
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) ﬁ TasLE 1-3: HENGEYOKAI ANIMAL FORMS

~ boastful, and somewhat comical. Korobokurus resent this
. reputation, but generally do little to disprove it. That aside,
they have simple tastes, enjoying community life in their
small villages, telling wildly fanciful stories around a fire,
| simple arts, and collecting treasure. They consider it poor
| taste to display their wealth, and usually carry only a few coins
on their person.

" Physical Description: Korobokurus stand about 4 feet tall.
| Their arms and legs are slightly longer in proportion to their
|' bodies than those of a human. They are leaner than dwarves,
averaging 120 to 140 pounds. Most are bowlegged. They have
big, bright eyes, usually blue, green, or brown. Their ears are
small and somewhat pointed. Their noses are round with flar-
ing nostrils, and their lips are wide and full. Thick hair, usually
light brown or blond, covers their arms and legs and grows in
wild tangles from their heads. Most adult males have sparse
beards, and even a few women have short whiskers sprouting
beneath their chins.

Korobokurus look wild and unkempt. They favor simple

clothing, such as cotton shirts and trousers, or a kimono tied at
the waist with a rope sash. Their clothing is often loose or over-
sized, wrinkled but clean. They shun bright colors in favor of
earth tones. They avoid gaudy jewelry, but often wear colorful
stones on leather straps around their necks and sometimes
‘decorate their hair with flowers.
- Relations: Most other races find korobokurus primitive and
inferior, and rarely embrace them as equals. In return, they
‘become insular and don't seek interaction with outsiders. They
particularly despise goblinoid creatures and initially react to
other races with suspicion, Members of other races need to
“earn their trust.

Alignment: Korobokurus resist hierarchy and authority,
leaning strongly toward chaotic alignments. Most of them hate
evil creatures and value life and good.

Korobokuru Lands: Korobokurus dwell in remote sites

of great natural beauty, such as lush mountain valleys,

sprawling tropical forests, snowy

1 Size Speed AC Damage Str Dex Con wooded mountainsides, and
| Badger Tiny 30 ft., 15 (+2 size, 2claws1d2-1, 8 17 15 crater lakes in ancient volca-
burrow 10 ft. +3 Dex) bite 1d3-1 noes. They live in simple villages
Carp Diminutive ~ Swim 10 ft. 19 {+t5$ sDir.e':i — 1 20 10 or camps, erecting crude build-
+3 Dex ings with thatched roofs and
Cat Tiny 30 ft. 14 ("’% gzei 2 ':l;;'t\'51]d¢’32_‘:- 3 15 10 waglls formed of mud, sticks,
VL, h:CR); e and rocks. A typical korobokuru
Crab Diminutive 15 ft. 18 [+g gze, : 2 clawls 1d2-5 1 17 10 village consists of a single
, 2 SR ngtura) extended family.
Crane Small S, 14 (+1 size,  Bite 1d4-2 (g o i) bok h
fly 60 ft. '+3 Dex) . Kol:o o ulrus who venture
Dog Small 40 fi. 14 (+1 size,  Bite 1d4+] 13 17 15  intohuman lands may support
+3 Dex) themse}vgs with their ‘51mple
Fox Small 40 f. 15 (+1 size,  Bite 1d4 s o (peintings “;"Odf];“tmggi il
+4 Dex) carved statuettes) or through an
Hare Tiny 40 ft. 16 (+2size,  Bite 1d3-5 1 19 10  adventuringlife. Such individuals
+4 Dex) are quite rare.
Monkey  Tiny 30 ft, 14 (+2size,  Bite 1d3—4 315 10 ]Religion: Korobokurus usu-
climb 30 ft. +2 Dex) ally venerate the nature spirits
Raccoon dog Small 30 ft. 13 (+1 size,  Bite 1d4+1 12 13 12 that reside near their commu-
+1 Dex, +1 natural) nities—spirits of the forest,
Rat Tiny 158 14 (+2 size,  Bite 1d3-4 25 10 the rivers, and the mountains.
: climb 15 fi. +2 Dex) Often, they adopt the greatest
Sparrow Fine 1ft, 24 (+8 size, — 1 23 10 spirit of the region as some-
: fly 50 ft. +6 Dex) thing like a patron deity,
Wease| Tlny 20 &4, 14 (+2 size, BIte‘IdH 3 15 10 naming their clan after that
climb 20 fi. +2 Dex) spirit and making offerings o it

above all others.

Language: Korobokurus speak a dialect of Dwarven, but
they do not have a script. Literate korobokurus (who are rare)
use the Common script to read and write.

Names: Like other dwarves, korobokurus bear names that
are bestowed by the clan elder. Their names are simple and
usually denote natural features such as plants, small animals,
brooks, or stones,

Male Names: Bun, Bod, Dath, Fek, Mog, Tod, and Vun.

Female Names: Bin, Dim, Fain, Gim, Mem, Mon, Tas,
and Wan.

Clan Names: Kuo-ban, Gia-mun, Hua-kag, Jun-tua, Ten-min,
and Yak-rui.

Adventurers: A korobokuru adventurer is usually moti-
vated by the needs of his people. If a korobokuru community
faces a problem it does not know how to handle, it typically
falls to a single hero—whether a volunteer or a candidate
chosen by the elders—to venture into the outside world to
find a solution.

KORO‘BOKURU RACIAL TRRAITS

+2 Constitution, -2 Intelligence. Korobokurus are extremely
hardy, but not exceptionally bright.

* Small: As Small creatures, korobokurus gain a +1 size bonus
to Armor Class, a +1 size bonus on attack rolls, and a +4 size
bonus on Hide checks, but they must use smaller weapons
than humans use, and their lifting and carrying limits are
three-quarters of those of Medium-size characters.

» Korobokuru base speed is 20 feet.

* Darkvision: Korobokurus can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like
normal sight, and korobokurus can function just fine with
no light at all.

* 42 racial bonus on saving throws against poison: Koro-
bokurus are hardy and resistant to toxins.

* +2 racial bonus on saving throws against spells and spell-
like effects.



+ +1 racial bonus on attack rolls against goblinoids (goblins,
hobgoblins, bugbears, bakemono, and goblin rats): Koro-
bokurus are trained in the special combat techniques that
allow them to fight their common enemies more effectively.

* +4 dodge bonus against giants: This bonus represents special

training that korobokurus undergo, during which they learn

tricks that previous generations developed in their battles
with ogres. Note that any time a character loses his positive

Dexterity bonus to Armor Class, such as when he's caught

flat-footed, he loses his dodge bonus, too.

+2 racial bonus on Wilderness Lore checks: Korobokurus are

familiar with the wild lands in which they dwell.

* Automatic Languages: Common and Dwarven. Bonus Lan-

guages: Giant, Goblin, Hengeyokai, and Sylvan.

Favored Class: Barbarian. A multiclass korobokurus bar-

barian class does not count when determining whether he

suffers an XP penalty for multiclassing. Korobokurus are
naturally wild and fierce in battle.

-
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The nezumi, or ‘“ratlings” as they are often

@ called by humans, are a race of bipedal ratlike

@ @ humanoids. In Rokugan, they are an ancient

@ race native to the Shadowlands. Before the fall

of the seven kami, the ratlings of Rokugan lived

in grand cities in a mighty empire. On an apocalyptic day

nezumi legend dubs “The Terrible Day When Air Became Fire

and Heaven Fell From lIts Perch to Crush Our Glorious Home

Beneath Its Blackened Corpse,” the empire of the ratlings was

destroyed and the Shadowlands was born. In the aftermath

of that event, the ratlings have become hardy and wily

scavengers, eking out a meager existence in the midst of
Rokugan's greatest horrors.

Personality: Nezumi are wild, fierce, and primitive. They are
survivalists in a grim terrain, and their outlook is colored by the
harsh realities of their existence: barren land, hazardous natural
features, and deadly predators, from ogres and goblins to terri-
ble oni. For all the evil that surrounds them, the nezumi have
somehow escaped the Shadowlands Taint, remaining uncor-
rupted by their surroundings.

Physical Description: Nezumi look like nothing so much
as humanoid rats. They stand upright, roughly as tall as a
human (averaging about 5 1/2 feet tall and 155 pounds). They
have long snouts, pink ears, and pronounced incisors, like ordi-
nary rodents. Their bodies are covered with rough fur, ranging
in shade from white through gray and brown to black, some-
times solid and sometimes patterned. Fur patterns tend to run
in ratling families.

The nezumi have five-fingered hands, opposable thumbs,
and sharp claws. Their long tails are mostly hairless and have
the same pink coloration as their ears and palms. Their legs are
bent like those of rats and have only three toes.

Like human barbarians, nezumi often wear earrings in their
pierced ears, necklaces made of bone or teeth, and similar orna-
mentation that humans usually consider savage.

Relations: In Rokugan, the nezumi are staunch allies of the
Crab who defend the Empire from the Shadowlands. They
often work closely with the scouts of the Hiruma family. Other
humans of Rokugan, however, view the ratlings in a less posi-
tive light. Superstitious folk believe they carry the evil of the
Shadowlands with them, and their disregard for the culture and

customs of Rokugan lowers them in human estimation. Their
scavenging habits—sometimes extending as far as grave-
robbing—deeply offend the Rokugani sense of propriety.

In other campaign settings, nezumi are often confused with
rat hengeyokai or goblin rats (evil lycanthropes) and suspected
of being just as evil as those races.

Alignment: Lacking a sense of property, home, or commu-
nity, nezumi tend strongly toward chaotic alignments. In |
Rokugan, they are rarely evil, being sworn enemies of the
Shadowlands and its creatures. In other campaign settings,
many nezumi are evil—whether by nature or simply because
they are so often suspected of evil.

Nezumi Lands: Nezumi are nomadic, wandering in packs or

tribes along a more or less fixed migratory cycle. In Rokugan, i}

they generally confine themselves to the Shadowlands, though
they sometimes venture into Scorpion and Unicorn lands to
scrounge for food or equipment.

Religion: Nezumi do not venerate ancestors or spirits.
Rather, they believe that an individual’s ki shapes the universe,
making each individual life—as well as the collective life of a
pack or the entire race—inherently valuable.

Language: The native nezumi language is a chittering
combination of barks, squeaks, and clicks, bearing a strong
resemblance to the noises of common rodents. It has its own
script, but it is rarely used except to leave warnings or direc-
tions for other packs. Nezumi usually learn to speak Rokugani
or Common, though they punctuate it with clicks and squeaks
and a peculiar stuttering repetition.

Names: A nezumi name consists of three to five syllables,
separated by an apostrophe (which represents a pause in some
dialects, a clicking sound in others), and ending with the name
of the individual’s clan, such as chek, tch, tck, tek, tuk, or uk.
Sometimes the syllable oh- is added to the beginning of a name
to designate an individual of great age and wisdom. (Oh-
chi'chek is a respected elder of the chek, or Teachers, tribe.) To
show that a nezumi has gained great honor in his tribe, the
syllable ti- is added before the name of the tribe. (Rik'tik'tichek!
has distinguished himself in the Teachers tribe.) Only occa-

sionally do ratlings adopt nicknames, such as “Longsnout.” g4

Nicknames are most common among ratlings who work
closely with humans, since humans often have trouble
pronouncing ratling names.

Names: At'tok'tuk, Chetrop'tik, Chit'i'tchik'’kan, Mack'uk,
Mat'irt'chuk, Mat'tck, Oh-chi'chek, Rik'tik'tichek, Ropp'tch'tch,
Ruantek, T'tep'mok, Tchick'chuk, Tir'chik'tep, and Z'orr'tek.

Adventurers: The step from the nezumi's scavenging
lifestyle to the life of an adventurer is not a large one, and
nezumi adventurers are usually motivated by the simple desire
to make the most of their short lives that they can.

=ZUM RACIAL TRRAITS

= +2 Constitution, —2 Charisma. Nezumi are hale and hardy
but rather crude by human standards.

» Medium-size: As Medium-size creatures, nezumi have no
special bonuses or penalties due to size.

* Nezumi base speed is 40 feet.

» Low-light Vision: Nezumi can see twice as far as a human in
starlight, moonlight, torchlight, and similar conditions of
poor illumination. They retain the ability to distinguish color
and detail under these conditions.

+ 42 racial bonus on Hide and Move Silently checks. Nezumi
are naturally stealthy.

42 racial bonus on saving throws against poison and
disease: Nezumi are resistant to illness and toxins.




* Immune to the Shadowlands Taint: Nezumi can never ac-
quire a Taint score, and suffer no ill effects from exposure
to the Shadowlands. Effects such as the cloud of Taint spell
or the special artacks of Shadowlands creatures can still
harm them, however.

* A ratling’s sharp claws and teeth deal 1d4 points of normal
damage with a successful unarmed strike. A ratling can make
only one unarmed attack per round, using either claw or a
bite attack.

Keen Scent; Nezumi have a better sense of smell than
humans do, and are often more able to distinguish humans
from each other by scent than by sight. As a feat, a nezumi
with a Wisdom of 11 or higher can take Scent. This feat lets
anezumi detect approaching enemies, sniff out hidden foes,
and track by sense of smell.

A nezumi with the Scent feat can detect opponents by
sense of smell as a free action, generally within 30 feet. If the
opponent is upwind, the range is 60 feet. If it is downwind,
the range is 15 feet. The nezumi can detect strong scents,
such as smoke or rotting garbage, at twice these ranges. The
nezumi can detect overpowering scents, such as skunk musk
or troglodyte stench, at three times these ranges.

The nezumi detects another creature’s presence but not
its specific location. Noting the direction of the scent is a
move-equivalent action, If he moves within 5 feet of the
scent’s source, the nezumi can pinpoint that source.

Anezumi with the Scent feat can follow tracks by smell,
making a Wisdom check to find or follow a track. The typical
DC for a fresh trail is 10. The DC increases or decreases
depending on how strong the quarry’s odor is, the number of
creatures, and the age of the trail. For each hour that the trail
is cold, the DC increases by 2. The ability otherwise follows
the rules for the Track feat. Nezumi tracking by scent ignore
the effects of surface conditions and poor visibility.

Nezumi with the Scent feat can identify familiar odors
just as humans do familiar sights.

Water, particularly running water, ruins a trail.

False, powerful odors can easily mask other scents. The
presence of such an odor completely spoils the ability to
properly detect or identify creatures, and the base Wilder-
ness Lore DC to track becomes 20 rather than 10.

* Automatic Languages: Rokugani, Nezumi. Bonus Languages:
" Bakemono, Shadowlands.
* Favored Class: Rogue. A multiclass nezumi's rogue class does
not count when determining whether he suffersjan XP
penalty for multiclassing. , t s
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__S?PIRIT FOLK

Spirit folk are the descendants of humans and various spirits
o of nature. Spirit folk have three distinct races—bamboo,
_tiver, and sea spirit folk. All tie very strongly to the natural
world as well as to the society of humans. Spirit folk are not
‘found in Rokugan.
Personality: Spirit folk tend to be serene and calm, attuned
to their surroundings and at peace with the world. Their spirit
,ancestry gives them an awareness of the spirit world, and they
" show little desire to manipulate that world through magic.
They manifest a love and enjoyment of life that many humans
can only envy.
Physical Description: Spirit folk look human. Their eyes
are slender and their mouths are small. Their eyebrows are

very thin and their complexions are very pale or golden. They
have no facial or body hair; but the hair on their heads is thick
and luxurious. They appear in all the diversity of humans, and
many come close to the ideal of human beauty in their society.

Relations: Spirit folk typically live as part of human society,
and are accepted as equals in human communities, even when
their true ancestry is known, They are members of human
clans, citizens of human nations, and have blood relations who
are entirely human. At the same time, they are part of the spirit
world, and never feel completely at home in the mundane life
of a human village.

As spirits, spirit folk often get along well with hengeyokai,
and they may have friends and allies among other spirit races
as well.

Alignment: Perhaps because of their strong ties to the natu-
ral world, spirit folk tend to seek balance between extremes.
They tend toward neutral alignments.

Spirit Folk Lands: Spirit folk live among humans, but
usually near regions of untouched wilderness—uncut bamboo
groves, pure streams and rivers, and deep ocean waters. Unlike
hengeyokai, they are more tightly integrated into human
communities, bound by family ties. They do not usually join in
communities with other spirit folk.

Religion: Spirit folk share the religious habits of humans,
venerating a host of spirits and Fortunes. They typically vener-
ate their human ancestors as well as their spirit forebears.

Language: Spirit folk speak Common in their human
communities, but can also converse in the Spirit Tongue that is
used among spirit creatures.

Names: Spirit folk usually have human names, though their
given names often reflect their ancestry.

Adventurers: Some spirit folk feel their difference from
their human neighbors more acutely than others of their kind,
and take up the life of an adventurer in order to find their own
way in the world. Sometimes, sheer wanderlust drives a spirit
folk to explore the world.

SPIRIT FOLK RACIAL TRAITS

These abilities are common to all three subraces of spirit folk.

* Medium-size: As Medium-size creatures, spirit folk have no
special bonuses or penalties due to size.

* Spirit folk base speed is 30 feet,

* Low-light Vision: Spirit folk can see twice as far as a human
in starlight, moonlight, torchlight, and similar conditions of
poor illumination. They retain the ability to distinguish color
and detail under these conditions.

* Spirit Subtype: Spirit folk have the spirit subtype, which means
they can be affected by spells that specifically target spirits,
such as protection from spirits and invisibility to spirits. Their
human ancestry makes them humanoids, however, so they are
also affected by spells such as hold person and charm person.

* Automatic Languages: Common and Spirit Tongue. Bonus
Languages: Aquan, Giant, Goblin, Hengeyokai, Nezumi.

* Favored Class: Any. When determining whether a multiclass
spirit folk suffers an XP penalty, her highest-level class does
not count.

BAMBOO S?PIRIT FOLK
Bamboo spirit folk have these additional characteristics.
* +2 racial bonus on Wilderness Lore checks.
* +4 racial bonus on Hide checks when in woods or forest.
* Trackless Step: Bamboo spifit folk leave no trail in natural
surroundings and cannot be tracked.
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* +2racial bonus on saving throws against spells'and spell-like
effects with the words “earth,” “rock,” “stone,” or “wood” in the
name of the effect, shugenja spells of the earth element, and
wu jen spells connected to earth or wood.

+ Once per day a bamboo spirit folk can use speak with animals
to speak with any animal. This ability is innate to bamboo
spirit folk. It has a duration of 1 minute (the spirit folk is
considered a 1st-level caster when using this ability, regard-
less of actual level). See the speak with animals spell descrip-
tion in the Player’s Handbook.

RVER SPIRIT FOLR

River spirit folk have these additional characteristics.

* Water Breathing: River spirit folk can breathe water as easily

as they breathe air.

* River spirit folk have a base swimming speed of 30 feet. They
do not need to make Swim checks to swim normally. They gain
a +8 racial bonus on any Swim check to perform some special
action or avoid a hazard, and they can always choose to take 10
on these checks, even if rushed or threatened when swimming,
They can use the run action while swimming, provided they
swim in a straight line.
+2 racial bonus on saving throws against spells and spell-
like effects with the word "water” in the name of the effect,
shugenja spells of the water element, and wu jen spells
connected to water.

* Once per day a river spirit folk can use speak with animals to
speak with any fish. This ability is innate to river spirit folk.

It has a duration of 1 minute (the spirit folk is considered a

tst-level caster when using this ability, regardless of actual

level). See the speak with animals spell description in the

Player’s Handbook.

SZA SPIRIT FOLK

Sea spirit folk have these additional characteristics.

* Water Breathing; Sea spirit folk can breathe water as easily as
they breathe air.

* Sea spirit folk have a base swimming speed of 30 feet. They
do not need to make Swim checks to swim normally. They
gain a +8 racial bonus on any Swim check to perform some
special action or avoid a hazard, and they can always choose
to take 10 on these checks, even if rushed or threatened
when swimming. They can use the run action while swim-
ming, provided they swim in a straight line.

* +2 racial bonus on saving throws against spells and spell-like
effects with the fire descriptor.

+ A sea spirit folk can make a Knowledge (nature) check (or an
untrained Intelligence check) with a +2 racial bonus to
predict the weather for the next 24 hours. The DC is 15.

VATLARA

Vanaras are a race of monkeylike humanoids, possessing brave
hearts and inquisitive minds. Vanaras are not found in Rokugan.

Personality: Vanaras are often viewed with amusement or
even exasperation by members of other races, who find their
personalities childish and irritating. They are curious in the
extreme, frequently badgering people with questions (some-
times very personal questions), picking small items up to exam-
ine them, opening doors to see where they lead, and generally
exploring places where the human sense of propriety and order
would demand they not go. They also tend to be bluntly honest,

never couching a negative opinion in gentle terms or hiding
their true feelings about anything. At the same time, they are
incredibly loyal, quite brave when the situation requires it, and
genuinely kind.

Physical Description: Vanaras are slightly shorter than
humans, standing 4 1/2 to 5 1/2 feet tall and typically weigh-
ing 90 to 140 pounds. Their bodies are covered with light fur,
ranging from white through light blue to brown and black.
Their faces are distinctly monkeylike, with protruding
muzzles, furred cheeks, and wide, lipless mouths. They have
long, semiprehensile tails, long fingers and toes, and large |
ears, but their arms, legs, and torsos are proportioned like |
those of humans.

Relations: Vanaras are very fond of humans, admiring ||
them and respecting their power while laughing quietly at
their conservative stodginess. They get along well with other
good-aligned races as well, as long as the other race will toler-
ate them, They loathe evil, however, and their opinion of an
entire race or kind can be soured by their experience with one §
wicked individual.

Alignment: Vanaras are strongly chaotic but equally
strongly good. They show little or no respect for social mores,
rules with no purpose they can understand, or codes of disci-
pline, and hate tyranny and oppression. Their only concession
to social order is their acceptance of caste systems. Their reli-
gion allows for the possibility that different divine gifts might
be given to different people, although it rejects any different
valuation of those gifts. Vanaras, therefore, might respect that
religion is the province of the priestly caste among humans, but
do not necessarily accord that caste the respect and veneration
human priests might expect.

Vanara Lands: Vanaras dwell in deep forests and high
mountains, building their villages and towns in such a way as
to make a minimal impact on their natural surroundings.
They gather in loose clans, but do not keep track of kinship at
all, so “clan” is a very loose term for their associations. They #
subsist largely by hunting and gathering, rather than farming'
the land. They rarely come into contact with other races, and
do not seek them out. i

Religion: The vanaras revere the greatest of the nature
spirits—spirits of the sun, the highest mountains, the oldest
forests, and the widest rivers. They revere these spirits with
deep personal devotion, offering prayers and songs to these
deitylike beings at least daily.

Language: Vanaras speak Vanaran, which is written in the
Common script. Humans complain that Vanaran sounds like
nothing but screeches and chattering, but it is a complex and
subtle language. ‘

Names: A vanara receives a name within a week after birth,
as soon as the parents observe some sign or portent that
suggests an appropriate name for the child. The vanara keeps
this name through life, and considers it shameful to use any
other name, such as a nickname or honorific.

Male Names: Amanu, Khanu, Mindra, Rava, Thetsu, Vaki,
and Vindu.

Female Names: Aki, Kiri, Ghuna, Lakshi, Sitha, Tani,
and Vina.

Adventurers: The arrival of a human or a member of
another race in a vanara community usually sparks a rash of
vanara adventurers, as young vanaras—curious about the
foreign society from which the visitor came—venture forth to
learn about the wider world. Vanara adventurers often attach
themselves to humans, following them with tremendous
loyalty and devotion.




* +2 Intelligence, +2 Wisdom, —2 Strength. Vanaras are clever
and inquisitive and have keen senses. Their small build de-
tracts from their physical strength, however.

* Medium-size: As Medium-size creatures, vanaras have no
special bonuses or penalties due to their size.

* Vanara base speed is 30 feet.

* Vanaras have a base climb speed of 20 feet. They gain a +8
racial bonus on all Climb checks, and use either their
Strength modifier or their Dexterity modifier, whichever is
higher. They can always choose to take 10, even if rushed or
threatened when climbing. If a vanara chooses an acceler-
ated climb (see the Climb skill in the Player's Handbook), he
moves at a speed of 30 feet and makes a single Climb check
each round at a —5 penalty.

* Low-light Vision: Vanaras can see twice as far as a human in
starlight, moonlight, torchlight, and similar conditions of
poor illumination. They retain the ability to distinguish color
and detail under these conditions.

* +4 racial bonus on Balance and Jump checks. Vanaras are
agile and athletic, climbing, leaping, and swinging in trees.

* +2 racial bonus on Hide and Move Silently checks. Though
they enjoy making noise, vanaras can be very stealthy when
the situation demands it.

. * Automatic Languages: Common and Vanara. Bonus Lan-
guages: Giant, Goblin, Spirit Tongue, Sylvan.

* Favored Class: Shaman. A multiclass vanara’s shaman class
does not count when determining whether he suffers an
XP penalty.

OTH=R RACES

n the featured campaign setting of Rokugan, the only charac-
- ter races normally available are human and nezumi. In other
Oriental Adventures campaigns, the races described in this chap-
ter are normally the only ones available for characters.
However, a variant campaign may include some or all of the
standard races described in the Player's Handbook—dwarves,
elves, gnomes, half-elves, halflings, and half-orcs—depending
on the desires of the Dungeon Master. The standard races could
each have their niche in an Oriental Adventures campaign, just as
humans do,

Dwarves: Whether the barbaric korobokurus are present in
the campaign or not, standard dwarves are paragons of civilized
culture in the lands of Oriental Adventures. Their sense of honor
equals that of the noblest human samurai, and their accom-
plishments in the art of war are no less impressive. Dwarves are
master builders, and may have constructed your campaign’s
equivalent of the Great Wall of China. Their societies tend to be
martial; feuds between dwarven warlords and their loyal samu-
" rai are all too common,

" #* Dwarf characters can apply their +1 racial bonus to attack
_ rolls against bakemonos and goblin rats as well as goblins,
" hobgoblins, and bugbears.
* Dwarf characters can choose either fighter or samurai as
their favored class.

Elves: Elves in the lands of Oriental Adventures are found
either in pristine woodlands, secluded from the warfare and
politics of human realms, or else in the very thick of

those politics, as diplomats and courtiers in the halls

of the daimyos. They are usually either very barbaric or very
civilized—sometimes different elf cultures represent both
extremes in the same campaign.

* All elf characters are proficient with some form of long-
sword, as appropriate for the campaign, as well as the stan-
dard array of bows.

* EIf characters can choose either wizard or wu jen as their
favored class.

Gnomes: In cultures that revere elders and respect education,
gnomes often find high station—though usually behind the
thrones of power. Gnomes are the master bureaucrats of some
societies in Oriental Adventures, often tutoring younger humans
in preparation for the examinations that are required to enter and
advance in the complex machinery of government. They retain
their traditional affinity for more concrete machinery as well,
devising fireworks, kites, and clockwork items.

* Gnome characters can apply their +1 racial bonus to attack
rolls against bakemonos and goblin rats as well as kobolds,
goblins, hobgoblins, and bugbears.

* Gnome characters can choose either illusionist or wu jen as
their favored class.

Half-Elves: The character and culture of half-elves in an
Oriental Adventures campaign depends largely upon the role of
elves. If elves are civilized courtiers, then half-elves are
extremely common, accepted among both humans and elves,
and generally quite adept and maneuvering among both soci-
eties. If elves are reclusive and wild, half-elves are quite rare,
and neither humans nor elves know quite what to do with
them. In such a case, half-elves can be treated as poorly as half-
orcs usually are.

* Half-elf traits are unchanged from those described in the
Player's Handbook.

Half-Orcs: Oddly enough, some societies in the lands of
Oriental Adventures accept orcs as equal members of a large and
orderly nation. Such societies are rare, but they do exist. Most
orcs, even in such munificent cultures, find themselves at the
bottom rungs of society, unable to rise high in societies that
prize intelligence and education. Half-orcs are nevertheless
common in such societies, though they almost always come
from common backgrounds. A half-orc’s highest ambition is
usually to serve as a temple or palace guard. In empires where
eunuchs are important, many half-orcs become eunuchs, and
even eunuch warlocks (see the prestige class description).

* Half-orc traits are unchanged from those described in the
Player’s Handbook.

Halflings: Certain halfling bands fill the unique role of
merchants and ambassadors to cultures beyond the central
lands of Oriental Adventures. They may even carry silk to distant
lands where paladins and druids replace samurai and shugen-
jas! Other halflings are fierce nomads who ride shaggy
warponies on the steppes just beyond civilized society. These
warlike halflings may be the people whose invasions the dwarf-
built Great Wall was built to repel.

« Halfling traits are unchanged from those described in the
Player's Handbook.
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ike the standard DUNG;EOLS & DRAGONS rules, O'rlentalAdm
Hires offersieleven classes for player characters. Some
Player's Handbook classes are not available in Orrmfaﬂ
Adventures, h@wevar, and this'chapter introduces five new
classes. All the available classes in Oriental Adventures are dis-
cussed in this chaprer; classes detailed in the Player’s Handbmk
fay require some adjustment in an Oriental Adventures cam- -
paign. The gleven c}aspes of Orientdl Adventures are as follows:
Barbarian: A fefocious warrior who uses fury anxi
instinct to bring down foes. This class is unchanged from"
its description in'the Player’s Handbook, except for cultural‘\rr o
considerations: 1
Fighter: A warrior with exceptional combat capability

and unequaled skill with weapons. This class is unchanged

from its description in the Player’s Handbook, except for cul-

tural considerationsand availa kbnnus feats. o

Monk: A martial artist whose :_
hard—a master of exotic powm fonk:
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Ranger: A cunning, shll‘ed A

Handbook, except for cultural considerations.
Rogue: A tricky, skillfa

skillfal scout and spy who wins the baltle
by stealth rather Mﬁmre force, This class s unchan‘ged
frém its 3esc1‘lpnon in the Player’s Hnndbcok, except for cul-

tural considerations and weapon proficiencies.

Samurai: Anﬂble warrior sworn to a code of honor, o’v&" o
dience, and loyalty. The samurai is detailed in this chaptet. .
Shaman: An intermediary between the mortal world
and the realm of the spirits, a master of divine magic The i
shaman is detailed in this chapter. f
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Sh;i\géli]a A linaﬁter of elemental forces, a religious, |
f:gm‘e Wﬁs \Melc}s dlYme magic. The shugenja is detailed

in this chapter.

v '-Mot. nonk, sworn to the defepse of a temple
WThe Siex is detailed in this cHapter.
er: A spellcaster with inbern magical ability. This
inchanged from its description in the Player's Hands,,
t for cultural considerations.

Wu Jen: A potent arcane spellcaster. The wu jen is
detailed in this chapter.

Class Name Abbreviations: Class names are abbrevi-

"4 ated as follows: Bbn, barbarian; Ftr, fighter; Mnk, monk;

\Rgr, tanger; Rog, rogue; Sam, samurai; Sha, shaman; Shu,
sorcerer; Wuj, wu jen. [ 4

 As'described ih the ptgys}-s Hondbook, barbazy
ians are-outsiders-—and this is no less true in
the lands of Oviental Adventures. Barbarian
characters in Rokugan might include certain
Unicorn clan warriors, Yabanjin from the cold
S steppes, Ujik-hai from the Jands of the Burning
Sands, or nezumi “bushi.” In other campaign settings, steppe
ngle-dwelling tribes, and wild korobokurus are
all barba aps. "Whatever their origins, barbarians are likely
to use strange weapons, wear outlandish clothing and armor,




Adventures: As described in the Player’s Handbook, adventur-
ing is the best way for a barbarian character—whatever his
origin—to find a place in civilized society. Though few barbar-
ians will ever earn the recognition of a daimyo or any kind of
social status, with an adventuring party a barbarian can feel like
an equal among samurai and shugenjas. For some barbarians,
that is enough; others quest after the impossible, hoping by the
greatness of their deeds to win a place among the nobility.
Background: Barbarians, by definition, come from cultures
outside the centers of civilization. Barbarian adventurers often
find their way to the kingdoms and empires because of hard
times in their home lands, such as famine or invasion. In Roku-
gan, Unicorn clan barbarians may wander the Empire simply
because they love to travel, and find themselves drawn into
adventure after adventure along the way.
Races: In Rokugan, humans of the Unicorn clan, humans
from foreign lands, and nezumi are the most likely races to
adopt the barbarian class. In addition to these barbarian peo-
ples, goblins and ogres of the Shadowlands may be barbarians.
' In other campaign settings, korobokurus are often barbarians,
while most other barbarians are human.
, Other Classes: In Rokugan, Unicorn clan barbarians con-
 sider themselves to be samurai, and view themselves with the
same haughty pride that the samurai do, regarding only
shugenjas as near-equals. Other barbarians, and all barbarians
||| inother campaign settings, either look up to the noble samurai
* || and shugenjas, or regard them as weaklings softened by the
comforts of civilization. Barbarians are most comfortable with
rangers, who often share their rough edges, or rogues. Though
‘most barbarian societies include sorcerers, shamans, or adepts,
* barbarians generally mistrust shugenjas and other spellcasters
| until they've proven themselves worthy of trust.
 Game Rule Information: As described in the Player’s Hand-
book. In Rokugan, barbarians often wear armor and use weapons
§ -and other equipment that is not native to the civilized Empire. Use
the normal equipment tables in the Player’s Handbook for such gear.

FIGHT=R

@ @ Fighters in Oriental Adventures are experienced
soldiers, bandit leaders, battle-hardened mer-

@ @ cenaries, grasping warlords—any trained warrior
@ who, for reasons of personal honor or lowly
birth, does not live up to thethigh standards of
the samurai. The code of bushido does not apply to otdinary
fighters. Ronin are fighters, as are many professional soldiers.
In Rokugan, even some clan samurai—particularly Scorpions
who have no use for bushido—are fighters as well.
Adventures: Most fighters adventure for the sake of acquir-
ing power and wealth. A few hope to follow the example of the
. famous Rokugani ronin Ginawa (now Akodo Ginawa), who
~ saved Emperor Toturi during the Battle at Oblivion’s Gate and
* was rewarded with an honored place among the clans.
- Background: Ronins fall into two categories: “Clan ronins”
are members of the great clans who have fallen out of favor
‘with their lord. The most common reason for this is somehow
,allowing the lord to die—either in battle or under an assassin’s
blade. Clan ronins cling to the hope of regaining their lost
honor. “True ronins” have never belonged to one of the clans,
usually coming from a ronin family.
Other fighters in Rokugan include some Scorpion bushi,
who usually do not meet the alignment restriction of the

samurai class, and mercenaries, including many members of
the Yoritomo family.

Fighters in other campaign settings generally follow the
guidelines in the Player’s Handbook.

Races: In Rokugan, humans are the most common fighters,
but nezumi and Shadowlands creatures can become fighters as
well. A ratling fighter is unusually well trained for his species,
and may have studied with a Crab samurai, for example.

In other campaign settings, members of all races may be fight-
ers. Most hengeyokai fighters are crabs, dogs, foxes, raccoon
dogs, or rats in their animal form, and they tend to be tough, with
a wild fighting style. Korobokuru fighters represent the elite of
their military (most korobokurus are barbarians). Spirit folk
fighters come from a variety of backgrounds, like humans.
Vanara fighters usually rely on speed over brute strength, but
they show tremendous bravery and loyalty in battle.

Other Classes: While honorable samurai in Rokugan might
look down upon ordinary fighters, fighters may share that dis-
dain. Bushido is a crutch, some fighters believe, and they put
little faith in those whose lives are dictated by its constraints.
Fighters associate more often with rogues and sorcerers than
with samurai and shugenjas.

In other campaign settings, fighters recognize the need for
support in the realms of magic and stealth, and work well with
shamans, wu jen, rogues, and monks,

Game Rule Information: As described in the Player's Hand-
book, with the following addition.

Bonus Feats: Prone Attack and Superior Expertise (both
described in Chapter 4 of this book) are added to the list of
fighter bonus feats.

MONK

Monasteries where monk characters are trained

@@ in the spiritual and martial arts are far more

@ @ common in Oriental Adventures than in the
@ world described in the Player’s Handbook.

Adventures: Monk adventurers are
common, since their beliefs and lifestyle lend themselves to
activity in the world. While some monks devote their time and
energy to training samurai in clan dojos, teaching the scrip-
tures in secluded monasteries, or striving to perfect them-
selves in isolation, many others take their lessons and practice
on the road, finding promising students among the ranks of
adventurers and even ronin. After all, who has more need of
the teachings of enlightenment than those who are on the
front line of the battle against darkness? And what good is the
perfection of discipline if it does not hold up when tested in
the real world?

Background: As described in the Player’s Handbook, monks
usually receive their training either in a monastery or under the
mentorship of an individual sensei. People from all walks of life
may find training in monasteries—foundlings or orphans who
are raised by the monks, heimin or hinin peasants, samurai
nobles, retired generals, spirit folk and hengeyokai, and even
the rare ratling, korobokuru, or vanara all may dedicate their
lives to enlightenment and learn the spiritual and physical dis-
ciplines of a monk. Whatever their social or racial origin,
monks devote their whole loyalty to the path of enlightenment,
claiming kinship only with other monks, not with clan or
family. In the Celestial Order of Rokugan's society, monks are
equal to the farmer heimins, whatever their birth.




The monks of Rokugan are vigilant champions of enlighten-
ment, opponents of the darkness—whether that darkness is
manifested in the Shadowlands or in simple ignorance. Since
the Battle of Oblivion’s Gate, the monks of Rokugan have come
to realize that their philosophy of withdrawal from the world
was not sufficient to protect the world from darkness, and they
have adopted a more aggressive strategy of teaching the clans
the truths of the Tao. As a result, the ranks of the monks are
swelling, and many samurai and shugenjas are learning at least
the basic teachings of Shinsei.

Races: In Rokugan, most monks are human, and a large
number are drawn from the Dragon clan. Nonhuman monks
are extremely rare exceptions to the general rule that monas-
teries are a human establishment.

In other campaign settings, the near-human races (hengeyokai
and spirit folk) are much more likely to adopt the monk class than
the more wild-natured korobokurus, nezumi, or vanaras. The
nonhuman races do not have monasteries of their own, but train
and study in human communities or with a human sensei.

Other Classes: In Rokugan, although monks tend to have
different goals and values than members of other classes, they
believe that they have an obligation to teach and work among
the broader population of the Empire. They may sometimes
approach the task with condescension, but in general they rec-
ognize the importance of nonmonks in defending Rokugan
from the evil that has nearly destroyed it in the past. They teach
them so that all the people of Rokugan might become enlight-
ened, the better to resist the darkness.

In other campaign settings, monks recognize their interde-
pendence on other characters and tend to cooperate well with
members of all other classes.

Game Rule Information: Except as noted below, monks
in Oriental Adventures conform to the rules given in the
Player's Handbook.

Class Skills: Knowledge (religion) is a class skill for monks.

Weapon Proficiency: Monks are proficient with the following
weapons: butterfly sword, club, crossbow (light or heavy), dagger,
javelin, jitte, kama, nunchaku, quarterstaff, sai, shuriken, and tonfa.
Monks can use any of the following weapons with their unarmed
base attack bonus: butterfly sword, club, jitte, kama, lajatang,
nekode, nunchaku, quarterstaff, sai, three-section staff, and tonfa.

Bonus Feats: At 1st, 2nd, and 6th level, a monk can sacrifice
a class ability (stunning attack at 1st, Deflect Arrows at 2nd, or
Improved Trip at 6th) in order to gain a different bonus martial
arts feat. The monk can choose any feat listed on Table 6-1:
Martial Arts Feats, but she must meet all the prerequisites for
the feat she selects. This bonus feat can help a monk qualify for
mastery of a martial arts style.

Multiclass Monks: Monks in Oriental Adventures can multi-
class and freely return to the monk class.

RANGER

Often called scouts or trackers, rangers in Oriental

@@ Adventures are warriors with an uncanny connec-
@ @ tion to the earth and an equally uncanny dedi-
@ cation to warfare against a chosen enemy. The
archetypal ranger in Rokugan is the Hiruma scout:

a Crab samurai who knows the Shadowlands like the back of his
hand and fights its evil denizens with unmatched skill and ferocity.

Adventures: Rangers may be among the most “adventur-
ous” characters in Oriental Adventures, at least as adventuring

is generally understood in DUNGEONS & DRAGONS. Rangers are
more likely than any other character to venture into the wilder-
ness for the express purpose of killing monsters. Also, they
work with armies of samurai and warriors, leading them
through dangerous terrain and scouting out enemy positions.

Background: Among the Crab clan of Rokugan, the skills of
rangers are taught in a formal school, which prides itself on
being an integral part of the Empire’s defense against the
Shadowlands. Other rangers undergo more informal training,
often under the guidance of a mentor or parent.

Races: In Rokugan, rangers are most commonly found among |
the Crab (particularly the Hiruma family and its scout school), the |
Unicorn, and the nezumi. In other campaign settings, non-
humans often make excellent rangers, due to their close connec-
tion with the natural and spirit worlds. Hengeyokai rangers are
often cats, cranes, foxes, hares, monkeys, raccoon dogs, rats, or
sparrows in their animal form, and they use the concealment and
natural abilities of that form to their advantage in scouting and
spying. Korobokuru rangers are excellent trackers, and they feel a

close kinship with the nature spirits around their homes. Spirit |!

folk rangers are at home in natural surroundings and bring a vari-
ety of special abilities to bear to increase their effectiveness.
Vanara rangers use great stealth and agility to make themselves
effective scouts and deadly foes of their favored enemies.

Other Classes: In Rokugan, most human rangers view them-
selves as samurai, regarding other samurai as equals, shugenjas
nearly that well, and other classes as somewhere far below their
station. All rangers tend to be pragmatic enough, however, to
value the contributions of any member of an adventuring party,
no matter their station, and cooperate as equals in an adventur-
ing party, even if social equality is out of the question.

Game Rule Information: As described in the Player's
Handbook. Although rangers can fight with two weapons, few
rangers in Rokugan do so.
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From lower-class street thieves and highway

@ bandits to scheming courtiers and nobles, rogues

@ @ are common but often nearly invisible in Oriental

@ Adventures. Some appear in far less roguish guises:

as officials, diplomats, and envoys (most such

characters, however, have the expert or aristocrat NPC classes).

Rogues in Oriental Adventures are no easier to categorize than

their standard counterparts, for they are at least as varied in their
skills, roles, and backgrounds.

Adventures: Rogues adventure for a wide variety of reasons,
but underlying them all is a common thread: Rogues adventure
because it serves their personal goals. Whether those goals are
as base as self-advancement and power or as complex as a Scor-
pion’s web of loyalties, rogues’ own desires usually spur them
into adventure.

Background: Most rogues are self-taught or learn their skills
under a shady mentor in a life on the street. The schools of the
Scorpion clan of Rokugan, however—including the Bayushi
samurai school and particularly the secretive Shosuro school—
specifically train their students in rogue abilities, skills, and tech-
niques. Scorpion clan rogues, naturally, maintain a high degree
of loyalty to each other, while other rogues typically do not trust
other rogues any more than absolutely necessary.

Races: Scrounging nezumi are perhaps the quintessential §
rogues of Rokugan, Among humans, Scorpions and '




lower-class peasants and outcasts are the most common rogues.
Rogues are common among the races of the Shadowlands as
well. In other campaign settings, hengeyokai rogues range
from stealthy cat and rat burglars to brutish raccoon dog ban-
dits. Spirit folk rogues are typically those who feel alienated
from human society because of their spirit ancestry. Vanara
rogues are not usually criminally inclined, but their limitless
curiosity often gets them into trouble.

Other Classes: Rogues prefer to be in control of any given
situation. At one extreme, this manifests as a desire to make
their own decisions and not be accountable to a leader figure.
Rogues with this philosophy work well with anyone who does
not try to boss them around. At the other extreme are rogues
. who seek to manipulate others to their own advantage. Given
that preference, these rogues are happy to work with members
of other classes—as long as those others can be tricked or
. coerced into doing what the rogue wants them to do. Fanatical

. devotees of bushido, like most samurai, can be a problem if they
, are too smart or strong-willed, and monks with their rigid ways
" of thinking are difficult to manipulate as well. In general,
. rogues enjoy working with rangers, ronins, and even barbarians.
. Game Rule Information: As described in the Player’s
| Handbook, except as noted below.

Weapon and Armor Proficiency: Rogues are proficient
with the blowgun, crossbow (hand or light), dagger, punching
dagger, dart, kama, light mace, ninja-to, nunchaku, composite
B shortbow, shortsword, tonfa, and wakizashi. Medium-size
- rogues are also proflc1ent with the club, heavy crossbow, heavy
mace, morningstar, and quarterstaff.

SARURAI

Samurai are professional warriors, members of
the noble class who are trained in the arts of
warfare. They are not only trained for their role

in society, they are born for it—born into a

@ system of allegiance, loyalty, and honor that

influences every stage of their lives. A samurai cut loose from
this system is no longer a samurai; he is an ordinary fighter, a
ronin with no honor and no standing in society.

Adventures: A samurai's first responsibility is obedience to
his lord, usually the head of his family. This is simultaneously
an endless source of adventures and a potential hindrance to a
life of adventure. A low-level samurai’s lord may command him
to investigate a mysterious occurrence or subdue a gang of ban-
dits. If he performs these duties well, his lord will call on him to
deal with more significant problems. However, a samurai usu-
ally cannot simply disappear on an expedition into the Shadow-
lands without his lord’s command or at least permission, and if
a samurai's lord has an important mission for him, he must
_make that his top priority. Whether this is a significant hin-
F drance or not is up to the Dungeon Master.

Characteristics: Samurai are distinguished from ordinary
“tighters by their adherence to bushido, a code of honor, loyalty,
and obedience. They have combat training—including some
bonus feats—rivaling that of a fighter. If 2 samurai remains
,honorable and true to his code of conduct, his swords—master-
work blades passed down through generations—may awaken
in his hands, manifesting increasing magical abilities as the
samurai advances in level and invests spiritual energy in them.
To a samurai, dishonor is worse than death, and the loss of his
swords is possibly the worst dishonor imaginable.
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Alignment: Bushido, the code of the samurai, demands strict
obedience to standards of behavior and honor. Only lawful
characters can adhere to this code and call themselves samurai.

Background: Samurai learn their combat techniques and
the principles of bushido in established, well-organized schools.
In Rokugan, at least one family is responsible for training
samurai within each clan. The Crab's Hida school, the Crane’s
Daidoji and Kakita schools, the Dragon's Mirumoto school, the
Lion’s Akodo and Matsu schools, the Phoenix’s Shiba school,
the Scorpion’s Bayushi school, and the Unicorn’s Moto and
Shinjo schools are the samurai schools of Rokugan.

Races: Almost without exception, all samurai in Rokugan
are humans from the major clans. In other campaign settings,
only humans and spirit folk usually become samurai, because
the samurai is very much a characteristic of human society.

Other Classes: Samurai consider themselves the pinnacle
of the Celestial Order that structures their society. Shugenjas
are technically their equals in this order, but in a world where
honor is virtually equated with battle prowess, shugenjas have a
tenuous hold on that position. Samurai respect only other
samurai—as well as other characters (Unicorn barbarians, Crab
rangers) who wear the daisho and uphold the code of bushido.
They are prone to treating members of other character classes
as servants, or sidekicks at best, unless such characters are obvi-
ously well respected by the samurai’s lord.

TABLE 2-1: THE SAMURAI

Base Fort Ref Will
Level Attack Bonus Save Save Save Special
Ist +1 +2 +0 42 Ancestral daisho
2nd +2 +3 +0 +3 Bonus feat
Ird +3 43 +1 43
4th  +4 +4 +1  +4 Bonus feat
5th 45 +4 41 44
6th +6/+1 45 42 45
7th +7/+2 45 42 45 Bonus feat
8th +8/+3 +6 +2 46
9th +9/+4 +6 43 46
10th +10/+5 +7 +3 47 Bonus feat
11th  +11/+6/+1 +7 43 47
12th +12/+7/+2 +8  +4 +8
13th  +13/+8/+3 +8 +4 +8 Bonus feat
14th  +14/+9/+4 49 +4 49
15th  +15/+10/+5 +9  +5 49
16th +16/+11/+6/+1 +10 +5 +10 Bonus feat
17th +17/+12/+7/+2 +10 45 +10
18th +18/+13/+8/+3 +11 46 +11
19th +19/+14/+9/+4 +11 +6 +11 Bonus feat
20th  +20/+15/+10/+5 +12 +6 +12

GAMZE RULE INFORMATION

Samurai have the following game statistics.

Abilities: Strength is especially important for samurai because
it improves their melee attack and damage rolls. Constitution is
important for giving samurai lots of hit points, which they'll need
in their many battles. Dexterity is important for samurai who
want to be skilled archers, improves their Armor Class, and allows
them access to certain Dexterity-oriented feats.

Alignment: Any lawful.

Hit Die: d10.

CLASS SKILLS
A samurai’s class skills (and the key ability for each skill) are
Climb (Str), Craft (Int), Diplomacy (Cha), laijutsu Focus (Cha),



Crab i Crane Dragon

Intimidate (Cha), Jump (Str), Perform (Cha), Profession (Wis),
Ride (Dex), Sense Motive (Wis), and Swim (Str). See Chapter
4: Skills in the Player’s Handbook for skill descriptions. The Iai-
jutsu Focus skill is described in Chapter 4 of this book.

Skill Points at 1st level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier.

CLASS FEATURES
The following are class features of the samurai.

Weapon and Armor Proficiency: Samurai are proficient
with all simple and martial weapons and with light and
medium armor. Samurai are not proficient with shields. Note
that armor check penalties for armor heavier than leather
apply to the skills Balance, Climb, Escape Artist, Hide, Jump,
Move Silently, Pick Pocket, and Tumble. Also, Swim checks
suffer a —1 penalty for every 5 pounds of armor and equip-
ment carried.

Ancestral Daisho: All samurai begin play with a katana and
a wakizashi—two masterwork weapons. These are weapons
that belonged to the samurai’s ancestors, and protecting the
weapons is an important point of honor for the samurai. As a
samurai acquires treasure through adventuring, he has the
option of awakening the supernatural abilities latent in the
weapons. This option allows a samurai who prefers to use his
ancestral blade to wield a magic weapon, while a samurai who

TaBLE 2-2: ANCESTRAL DAISHO

Total Sacrifice Minimum
Weapon Bonus Required Character Level
+1 2,000 gp 4th
+2 8,000 gp 7th
+3 18,000 gp 9th
+4 32,000 gp 11th
+5 50,000 gp 13th
+6% 72,000 gp 14th
+7* 98,000 gp 15th
+8% 128,000 gp 16th
+9% 162,000 gp 17th
+10% 200,000 gp 18th

*A weapon can't actually have a bonus higher than +5. Use
these lines to determine price when special abilities are added
in. Example: A samurai who has a +4 katana can transform it
into a +4 thundering katana with a sacrifice of 40,000 gp, since
thundering is a special ability equivalent to a +2 bonus.
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wields a tetsubo against Shadowlands fiends can use his trea-
sure to acquire new jade or magic weapons.

At any time, a samurai may retreat to a temple or shrine and
spend time in prayer in order to awaken the ancestral spirits in
his katana or wakizashi. (Most samurai improve their katanas
and not their wakizashis.) This requires a sacrifice of valuable
items worth the amount shown on Table 2-2: Ancestral Daisho.
This sacrifice does not have to be gold—the character can sac-
rifice magic items or other goods worth the required amount,
rather than selling his goods (at half value) to pay for the sacri-
fice. The samurai must meet the minimum character level
(including any prestige class levels) shown on the table, and he
must spend one day per 1,000 gp sacrificed in the shrine or
temple. During this time, he must spend at least 8 hours each
day kneeling before his ancestors and his weapons, not stop g+
ping to eat or rest. Many samurai request the assistance of a
shugenja in this process, but a shugenja is not required.

The values shown on Table 22 are the total value of sacrifice
required to bring a single weapon to the listed weapon bonus. If
asamurai already has a +3 katana, he can raise it to a +4 katana by
sacrificing 14,000 gp and spending two weeks in prayer. If the
same samurai wanted to bring his masterwork wakizashi toa +1
wakizashi, he would have to sacrifice 2,000 gp.

Before a samurai's ancestral sword becomes a +1 weapon, it is
an ordinary masterwork weapon in every way. Its latent super-
natural powers do not cause it to be considered a magic weapon
until those powers are awakened.

A samurai who loses his ancestral swords is dishonored until
he can recover them. He cannot enhance any other weapon
in this way.

Note: In some campaigns, a samurai might begin play with a
different ancestral weapon, such as a tulwar (scimitar) or a jian
(longsword).

Bonus Feats: At 2nd level, the samurai gets a bonus feat. The
samurai gains an additional bonus feat at 4th level and every
three levels thereafter (7th, 10th, 13th, 16th, and 19th). These
bonus feats must be drawn from the list that appears below for
the character’s clan.

Crab—Emphasize heavy armor, great strength, and unusual
weapons. Feats: Armor Proficiency (heavy), Dodge (Mobility,
Spring Attack), Endurance, Power Attack (Cleave, Improved
Bull Rush, Sunder, Great Cleave), Run, Weapon Focus
(battleaxe, greatclub, katana, or warhammer).



Crane—Emphasize speed and agility. Feats: Dodge (Mobility,
Spring Attack), Expertise (Improved Disarm, Improved Trip,
Whirlwind Attack), Improved Initiative, Quick Draw, Skill
Focus (laijutsu Focus), Toughness, Weapon Focus (katana).

Dragon—Teach two-weapon fighting and unarmed combat.
Feats: Exotic Weapon Proficiency (katana), Improved Grapple
(Choke Hold), Improved Unarmed Strike (Defensive Throw,
Deflect Arrows, Grappling Block, Great Throw, Stunning Fist),
Power Attack (Cleave), Weapon Focus (katana).

Lion—Empbhasize strategy, intelligence, and strength of will.
Feats: Endurance, Expertise (Improved Disarm, Improved Trip,
Whirlwind Attack), Improved Initiative, Iron Will, Ki Shout
(Great Ki Shout), Remain Conscious, Toughness, Weapon
Focus (katana),

Phoenix—Emphasize mental and spiritual training. Feats: Alert-
| ness, Blind-Fight, Combat Reflexes, Expertise (Improved Disarm,
" Improved Trip, Whirlwind Attack), Great Fortitude, Improved

, Initiative, Iron Will, Quick Draw, Weapon Focus (katana).

Scorpion—Emphasize mobility and dirty fighting, Feats: Blind-
Fight, Dodge (Mobility, Spring Attack), Expertise (Improved
Disarm, Improved Trip, Whirlwind Attack), Improved Initiative,
Prone Attack, Quick Draw, Weapon Focus (katana).

Unicorn—Emphasize mounted combat and archery. Feats:
Alertness, Mounted Combat (Mounted Archery, Trample,
Ride-By Attack, Spirited Charge), Point Blank Shot (Far Shot,
Precise Shot, Rapid Shot, Shot on the Run), Weapon Focus
|| (spear, lance, bow, or katana).

Characters without a clan should choose one clan that best
| represents the fighting style they wish to learn. They must
% thereafter choose their bonus feats from the list for that clan.
' Some of the bonus feats available to a samurai cannot be
| acquired until the samurai has gained one or more prerequi-
site feats; these feats are listed parenthetically after the pre-
requisite feat. A samurai must still meet all prerequisites for a
eat, including ability score and base attack bonus minimums.

Code of Conduct: A samurai must be of lawful alignment,
. and dishonors himself, his family, and his swords if he ever
willingly commits a chaotic act. Additionally, the samurai code
of bushido requires that he be obedient to his lord, accept death
at any time and face it bravely, avenge any dishonor, and shun
any appearance of cowardice. The core principles of bushido are
honor, loyalty, and courage. Violating these precepts results in
“dishonor, which may result in a samurai being stripped of his
family name or being asked to commit seppuku (ritual suicide).

L EX-SAMURAI

A samurai who becomes nonlawful or violates the tenets of
bushido cannot gain new levels as a samurai. He retains all his
bonus feats, but his ancestral weapons lose any “awakened" magi-
cal abilities. If the samurai returns to lawful alignment, he must
atone for his violations (see the atonement spell description in the
“Player's Handbook) and redeem his honor in order to restore his
- weapons to their prior status and continue advancing as a samurai.

SHAMAN

/If a cleric’s basic creed is that the handiwork of the deities is
everywhere, a shaman's simple assertion is that the deities them-
selves are everywhere. Shamans are intermediaries between the
mortal world and the realm of spirits—the vast multitude of

living beings that infuse the entire world with divine
essence. Shamans play a vital role in the world of Oriental

Adventures—communicating with ancestor spirits, demons,
nature spirits, and the most powerful of spirits, who might be con-
sidered deities. The shaman offers sacrifices, prayers, and services
to the spirits, and in return gains the favor of patron spirits who
bestow spells and other magical abilities upon him. With the
exception of certain Lion clan “spirit talkers” of the Kitsu family,
shamans are not found in Rokugan; shugenjas fill this role instead.

Adventures: Shamans often go on adventures not because of
any desire of their own, but as a direct result of their unique rela-
tionship with the spirit world. Ancestor spirits often have their
own agendas—deeds left undone or wrongs unavenged—and
call on their shaman descendants to carry them out. Peasants and
nobles alike often summon shamans if evil spirits or undead
monsters cause trouble. Even nature spirits, normally uncon-
cerned with the affairs of humanity, might request assistance
from a shaman if an evil influence (such as a bajang or buso)
troubles the natural world. Shamans who traftic with evil spirits
are often driven to commit heinous deeds. Shamans are both
blessed and burdened by their gifts, and may sometimes feel like
pawns in the games and machinations of the spirit world.

Characteristics: Shamans use divine magic, much like the
clerics of the Player’s Handbook. In addition to healing, shaman
spells naturally include means of contacting and communicat-
ing with spirits, winning favors from them, or warding against
their influence. Shaman spells are also more strongly oriented
toward nature than cleric spells. A shaman'’s spells are granted
by spirits rather than deities.

Shamans have some power over undead, but not as great as cler-
ics have. Nor are they as fearsome in combat as clerics, although
they learn unarmed combat techniques as they advance in level.

Alignment: Most shamans are of good alignment, cooperat-
ing with kindly ancestor spirits and opposing evil spirits and
undead. A few shamans, however, side with the evil spirits,
using the power the spirits bestow to increase their own power
in the world.

Background: Individuals are often drawn to the shaman class
because they possess a natural gift for dealing with spirits, rather
than the other way around. As with sorcerers, this gift typically
manifests at puberty, though sometimes even young children
display an unusual ability to see and communicate with spirits,
The transition from a gifted child or young adult to a powerful
shaman, however, is not easy. Typically, a shaman-to-be spends
months in the wilderness, fasting and communing with the
spirits, until finding two spirits to serve as patrons in a formal and
ritualized relationship. These two spirits grant the character his
first spells, at which point he truly becomes a shaman.

Races: Shamans are typically found among all the races,
although their approach to the spirits may vary. Most shamans
are human, because the human race is less in tune with the
spirit world and therefore most in need of intermediaries who
can communicate with spirits. Hengeyokai and spirit folk con-
sider themselves spirits, and sometimes see little need to ven-
erate the spirits. Hengeyokai shamans, who are quite rare, form
partnerships with spirits based more on equal respect than on
service and veneration. Spirit folk shamans are somewhat more
common, and revere both human ancestors and nature spirits.
Vanaras are quite commonly shamans, because they hold the
spirit world in great respect. Nezumi and korobokuru shamans
are rare, but quite similar to human shamans in their practices,

Other Classes: While no adventurer will begrudge a
shaman’s power to heal and otherwise help an adventuring
party, most adventurers view shamans with at least a hint of fear,
awe, or wonder. A shaman’s powers are otherworldly, and the
spirits that grant those powers often manifest in ways that make



mundane-minded fighters and
rogues more than a little uncom-
fortable. The shaman occupies a

unique and sometimes dangerous [
position on the border between
the spirit world and the mortal
world, and many characters find
that position unnerving. For their
part, shamans tend to look kindly on
members of most other classes,
humbly offering their powers for
the good of the party as a whole.

GARME RULE
INFORMATION

Shamans have the following game
statistics.

Abilities: Wisdom determines how
powerful a spell a shaman can cast,
how many spells the shaman can cast
per day, and how hard those spells are §
to resist. To cast a spell, a shaman must
have a Wisdom score of 10 + the spell’s
level. A shaman gets bonus spells based
on Wisdom. The Difficulty Class of
saving throw against a shaman's spell
is 10 + the spells level + the shaman’s
Wisdom modifier. A high Constitution
improves a shaman's hit points, and a |

Heal (Wis), Knowledge (arcana) (Int), Knowledge (religion)
= (Int), Knowledge (spirits) (Int), Profession (Wis), Scry
(Int, exclusive skill), and Spellcraft (Int). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.
Skill Points at 1st level: (4 + Int modifier) x 4.
Skill Points at Each Additional Level: 4 + Int modifier.

>
CLASS FEATURES
"™ The following are class features of the shaman.
Weapon and Armor Proficiency: Shamans
are proficient with all simple weapons and with
light armor. Note that armor gheck penalties for
& armor heavier than leather apply

ble. Also, Swim checks suffer a
—1 penalty for every 5 pounds of armor and
equipment carried.

Spells: A shaman casts divine spells according |
to Table 2-3: The Shaman. A shaman may pre-
pare and cast any spell on the shaman spell list

(see Chapter 7: Magic and Spells), provided he
can cast spells of that leveli(Alignment restric-
tions mean thatcasting some spells may have
unpleasant conﬁequeléeé 1e Difficulty Class
for a saving throw against a shaman’s spell is 10
+ the spells level + theshaman’s Wisdom modifier.

Shamans do nét agquire their spells from books
or scrolls, nor prepare them through study. Instead,
they meditate or pray for their spells, receiving them

as gifts from the many spirits (nature spirits, animal
. spirits, ancestor spirits, and others) with

whom the shaman deals. Each shaman
must choose a time at which he must spend an
hour each day in quiet conversation with the’
spirits to regain his daily allotment of
spells (typically, this hour is at dawn or

saving throws.
Alignment: Any.
Hit Die: de.

CLASS SKILLS
A shamans class skills (and the key ability
for each school) are Concentration
(Con), Craft (Int), Diplomacy (Cha),

TaBLE 2-3: THE SHAMAN

Base Fort Ref  Will Spells per Day*
Level Attack Bonus Save Save Save Special 0 1 2 3 4 5 7 8 9
1st +0 +0 +0 +2  Unarmed strike, 30141 - - = = = = = =
animal companion

2nd  +] +0 +0 +3  Spirit sight 4 241 — - — —

3d  +2 +1 +1 +3 Turnorrebukeundead 4 241 141 — — — — — — —
4th  +3 +1 +1 +4  Bonus feat 5 341 241 — — - - - — —
5th 43 +1 +1 +4  Spirits' favor 5 341 241 141 — — = = = =
6th  +4 +2 +2 +5 5 341 341 241 — @ — = = = —
7th 45 +2 +2 +5 6 441 341 241 4l — @ — - - —
8th +6/+1 +2 +2 +6  Bonus feat 6 4+1 341 341 241 @ — @ — @ — @ — @ —
9th  +6/+1 +3 +3 +6 6 4+1 441 341 241 141 — — — —
10th  +7/+2 +3 +3 +7 6 4+1 4+1 341 341 241 — — — —
11th  +8/+3 +3 +3 +7  Third domain 6 442 441 441 341 241 141 — — —
12th  +9/+4 +4 +4 +8  Bonus feat 6 4+2 441 4+1 3+1 341 241 @ — — —
13th  +9/+4 +4 +4 +8 6 442 442 441 441 3+1 24) N4l — —
T4th  +10/+5 +4 +4 +9 6 4+2 442 441 441 341 341 241 — —
15th  +11/+6/+1 +5 +5 +9 6 442 432 442 4%] 451 341 241 141 —
16th  +12/+7/+2 +5 +5 +10  Bonus feat 6 4+2 442 442 441 441 341 341 241 —
17th  +12/+7/+2 +5 +5 +10 6 442 442 442 442 441 441 341 241 141
18th  +13/+8/+3 +6 +6 +11 6 442 442 442 442 441 441 341 341 241
19th  +14/+9/+4 +6 +6 +11 6 4+2 442 442 442 442 441 441 341 341
20th  +15/+10/+5 +6 +6 +12  Bonus feat 6 4+2 442 442 442 442 441 441 44] 440

*In addition to the stated number of spells per day for 1st- through 9th-level spells, a shaman gets a domain spell for each spell level,
starting at 1st. The “+1" on this list represents that. These spells are in addition to any bonus spells for having a high Wisdom.

to the skills Balance, Climb, Es- || I
cape Artist, Hide, Jump, Move s
Silently, Pick Pocket, and Tum- [F



noon for good shamans and at dusk or midnight for evil ones).
Time spent resting has no effect on whether a shaman can
prepare spells.
In addition to his standard spells, a shaman gets one domain
spell of each spell level, starting at 1st. When a shaman prepares
a domain spell, it must come from one of his two domains (see
below for details).
Spirits, Domains, and Domain Spells: Choose two
domains for your shaman. Each domain represents an individ-
ual spirit with which you have a special relationship—a spirit
- of the dead (usually one of your ancestors), an animal spirit, or
| anature spirit. Each spirit gives you access to a domain spell at
| each spell level, from 1st on up, as well as a granted power. Your
!l . shaman gets the granted powers of both domains you select.
l With access to two domain spells at a given spell level, a
' shaman prepares one or the other each day. If a domain spell is
' not on the Shaman Spells list, a shaman can only prepare it in
. his domain slot. Domain spells and granted powers are given
in Shaman Domains (see Chapter 7).
When a shaman reaches 11th level, he can choose a third
' domain, and gains access to the spells and granted power of this
domain. Each day, he can prepare two domain spells of certain
spell levels, as shown on Table 2-3.
Spontaneous Casting: Good shamans can channel stored
| spell energy into healing spells that they haven't prepared
© ahead of time. The shaman can “lose” a prepared spell in order
| to cast any cure spell of the same level or lower (a cure spell is
any spell with “cure” in its name). For example, a good shaman
who has prepared bless (a 1st-level spell) may lose bless in order
‘to cast cure light wounds (also a 1st-level spell). Good shamans
' can cast cure spells in this way because they are especially profi-
| cient at wielding positive energy.
- An evil shaman, on the other hand, can't convert prepared
- spells to cure spells but can convert them to inflict spells (an
inflict spell is one with “inflict” in the title). Such shamans are
. especially proficient at wielding negative energy.
A neutral shaman can convert spells either to cure spells or to
inflict spells (player's choice), depending on whether the
shaman is more proficient at wielding positive or negative
energy. Once the player makes this choice, it cannot be
reversed. This choice also determines whether the neutral
shaman turns or rebukes undead (see below).
A shaman can't use spontaneous casting to convert domain
spells into cure or inflict spells. These spells arise from the par-
ticular powers of the shaman's chosen spirits, not divine energy
in general.
Chaotic, Evil, Good, and Lawful Spells: A shaman can't
cast spells of an alignment opposed to his own. A good shaman
cannot cast evil spells, and vice versa. Spells associated with the
alignments of chaos, evil, good, and law are identified as such
on the “School, Subschool and Descriptors” line of the spell
-description.
~ Unarmed Strike: Shamans gain Improved Unarmed Strike
~ as a bonus feat.
Animal Companion: A tst-level shaman may begin play with
*an animal companion. This animal is one that the shaman has
‘befriended with the spell animal friendship. It can have up to 2 Hit
Dice. (While the shaman is 1st level, this particular animal is loyal
renough to stay with him, even though an adventuring shaman
usually can only maintain animal friends whose Hit Dice total up
to his level.) Alternatively, the shaman may have more than one
animal companion provided the animals’ total Hit Dice don't
exceed 2. The shaman can also cast animal friendship in play
(see the spell description in the Player's Handbook).
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Spirit Sight: A shaman of 2nd level and above can see ethe-
real creatures (including spirits) as easily as he sees material
creatures and objects, The shaman can easily distinguish
between ethereal creatures and material ones, because ethereal
creatures appear translucent and indistinct.

Turn or Rebuke Undead: When a shaman reaches 3rd level,
he gains the supernatural ability to turn or rebuke undead. He
may use this ability a number of times per day equal to three plus
his Charisma modifier. He turns undead as a cleric of two levels
lower would. Neutral shamans must choose to either turn or
rebuke undead (see Spontaneous Casting above).

Extra Turning: As a feat, a shaman may take Extra Turning.

This feat allows the shaman to turn undead four more times per
day than normal. A shaman can take this feat multiple times,
gaining four extra daily turning attempts each time.

Bonus Feat: At 4th level and every four levels thereafter, a
shaman gains a bonus martial arts feat. The shaman must
choose these feats from the following list: Defensive Throw,
Deflect Arrows (Grappling Block), Dodge, Expertise (Karmic
Strike, Improved Trip, Defensive Strike, Superior Expertise),
Great Throw, Improved Grapple (Choke Hold, Earth’s
Embrace), Stunning Fist (Falling Star Strike, Freezing the
Lifeblood, Unbalancing Strike, Pain Touch).

Spirits’ Favor: A shaman of 5th level or higher applies his
Charisma modifier (if positive) as a bonus on all saving throws.

SHUG=ENJT A
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Shugenjas are divine spellcasters who cast

@ spells by attuning themselves to the elements

@ around them and focusing the power of the

@ elements through their bodies to produce

magical effects. Like samurai, they are members

of Rokugan's noble class, though they are not as bound by

honor and the code of bushido as their warrior counterparts.

Shugenjas are found in Rokugan, and may not be appropriate
for other campaign settings.

Adventures: Shugenjas often adventure to increase their
magical knowledge and personal power. They are particularly
drawn to investigate disturbances in the natural harmony of
the elements—particularly incursions of the Shadowlands or
the activities of maho-tsukai within the Empire. Some shugen-
jas dedicate their lives to fighting the taint of maho (blood
magic), while others crave the power that maho bestows. Still
others are drawn to plumb the depths of magic for magic's own
sake, hoping eventually to learn the mysteries of Void, the “fifth
element” that binds the others together.

Characteristics: Shugenjas are much more than spell-
slinging sorcerers. They are the foundation of Rokugan’s
religion—priests who teach the rituals of piety, keep the
names of the Fortunes, and even measure the passage of time.
They study for years to learn even the fundamental elements
of their magical practice, and are the most literate class of
people in Rokugan. A shugenja’s spells are written on ofudas
(nonmagical prayer scrolls) that the shugenja carries with
her, serving as a divine focus for casting the spell.

Alignment: While many shugenjas attempt to follow the
standards of honor and loyalty, and thus adhere to a lawful
alignment, not all shugenjas live up to those standards. There
are no alignment restrictions on shugenjas.

Background: Shugenjas are members of Rokugan's noble
class. They learn the practice of magic in schools attached to



Crab Dragon

each clan, like their samurai kin, The shugenja schools of Roku-
gan include the Kuni school of the Crab clan, the Asahina
school of the Crane clan, the Tamori school of the Dragon clan,
the Kitsu school of the Lion clan, the Agasha and Isawa schools
of the Phoenix clan, the Soshi and Yogo schools of the Scorpion
clan, and the Iuchi school of the Unicorn clan.

Races: Almost without exception, all shugenjas are humans
from the major clans. In Rokugan, spellcasters from other races
{and human peoples) are sorcerers. In other campaign settings,
most spellcasters are shamans, sorcerers, or wu jen.

Other Classes: Like samurai, shugenjas are set apart by their
noble station and tend to look down upon members of other
classes. Despite the prevailing view of society, shugenjas do not
believe that martial prowess is the ultimate expression of
honor—in fact, they look down on the samurai who settle any
disagreement or matter of honor with a duel to the death.
Shugenjas have little respect for members of other classes; how-
ever, shugenjas, especially adventurers, wisely understand that
different classes have specialized skills and abilities often
needed for success,

GAMZE RVLE INFORMATION

Shugenjas have the following game statistics.

Abilities: Charisma determines how powerful a spell a
shugenja can cast, how many spells the shugenja can cast per
day, and how hard those spells are to resist. To cast a spell, a
shugenja must have a Charisma score of 10 + the spell’s level.
A shugenja gets bonus spells based on Charisma. The Difficulty
Class of a saving throw against a shugenja’s spell is 10 + the
spell's level + the shugenja's Charisma modifier. High Dexterity
is helpful for a shugenja (who typically wears little or no armor)
because it provides her with an Armor Class bonus. A good
Constitution gives a shugenja extra hit points, a resource that
she is otherwise low on.

Alignment: Any.

Hit Die: de.

CLASS SKILLS
The shugenja’s class skills (and the key ability for each skill)
are Alchemy (Int), Concentration (Con), Craft (Int), Diplo-
macy (Cha), Heal (Wis), Knowledge (all skills, taken individ-
ually) (Int), Profession (Wis), Scry (Int, exclusive skill),
Spelleraft (Int). See Chapter 4: Skills in the Player's Handbook
for skill descriptions.

Skill Points at tst level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier.

CLASS FEATURES

Scorpion

Unicorn

Phoenix

The following are class features of the shugenja.

Weapon and Armor Proficiency: Shugenjas are proficient
with all simple weapons and with the wakizashi. They are not
proficient with any type of armor, nor with shields. It is consid- "!'l
ered inappropriate for a shugenja to wear armor, and many |i§
samurai consider it an insult to their station to have a non- [
samurai wearing the armor that they believe is a badge of their
rank. Likewise, while a shugenja is entitled to wear the waki-
zashi as a member of the noble class, wearing a katana is con-
sidered an indication that the wearer is prepared to use it in
defense, and most shugenjas would rather leave the swordplay
to the samurai. Note that armor check penalties for armor heav-
ier than leather apply to the skills Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.
Also, Swim checks suffer a —1 penalty for every 5 pounds of
armor and equipment carried.

Spells: A shugenja casts divine spells, but her spell knowl-g_
edge is limited, much like that of a sorcerer. Your shugenja
begins play knowing four 0-level spells (also called inori) and
two 1st-level spells of your choice, phls one 0-level Spell and
one 1st-level spell that are determined by your school. At each
level, the shugenja gains one or more new spells, as indicated
on Table 2-5: Shugenja Spells Known, One spell of every level
is determined by the shugenja’s school; sometimes these spells
are normal spells on the shugenja spell list, burt often they are
additions to the spell list. These spells are listed with the
shugenja spell list in Chapter 7: Magic and Spells. (Note: The
number of spells a shugenja knows is not affected by her |,
Charisma bonus, if any; the numbers on Table 2-5 are fixed.)f-‘f

A shugenja is limited to casting a certain number of spells of
each level per day, but she need not prepare her spells in
advance. The number of spells she can cast per day is improved
by her bonus spells, if any. For instance, at 1st level, Kitsu Mari
can cast four 1st-level spells per day—three for being 1st level
(see Table 2—4: The Shugenja), plus one thanks to her high
Charisma. However, she only knows three 1st-level spells: cure
light wounds (her school spell of that level), bless, and burning
hands (see Table 2—5: Shugenja Spells Known). In any given day,
she can cast cure light wounds four times, cast bless four times,
cast burning hands four times, or cast some combination of the
three spells a total of four times. She does not have to decide
ahead of time which spells she'll cast.

A shugenja may use a higher-level slot to cast a lower-level spell ¢
if she so chooses. For example, if an 8th-level shugenja has used {
up all her 3rd-level spell slots for the day bur wants to cast \




' TABLE 2—4: THE SHUGEN]JA

Base Fort  Ref  Will Spells per Day
Level  Attack Bonus Save Save Save Special 0 1 2 3 4 5 6 7 8 9
1st +0 +0 +0 +2 Element focus, 5 i - - - - - - — -
sense elements
2nd +1 +0 +0 +3 6 A m— e e = —
3rd +1 +1 +1 +3 6 5 - = = = = = = —
4th +2 +1 +1 +4 6 6 3 —_ = = = = = —
S5th +2 +1 +1 +4 6 6 4 == Mt == e T
6th +3 +2 +2 +5 6 6 5 3 _ = = = = —
7th +3 42 +2 +5 61 RNE 6 4 - - - - — —
8th +4 +2 +2 +6 6 6 6 5 3 _ = = = —
9th +4 +3 +3 +6 6 6 6 6 4 - - — — —
10th +5 +3 +3 +7 6 6 6 6 5 3 — v e e
1th 45 +3 +3 +7 6 6 6 6 6 4 - - — —
12th  +6/+1 +4  +4 48 & &K 6 6 - B 5 B = =
13th  +6/+1 +4 +4 +8 6 6 6 6 6 6 4 — - —
4th  +7/+2 +4 4 49 6 6 6 6 6 6 5 3 — —
15th  +7/+2 +5 +5 +9 6 6 6 6 6 6 6 4 — —
16th +8/+3 +5 +5 +10 6 6 6 6 6 6 6 ) 3 —
17th +8/+3 +5 +5 +10 6 6 6 6 6 6 6 6 4 —_
18th +9/+4 +6 +6 +11 6 6 6 6 6 6 6 6 5 3
19th +9/+4 +6 +6 +11 6 6 6 6 6 6 6 6 6 4
20th +10/+5 +6 +6 +12 6 6 6 6 6 6 6 6 6 6
another one, she could use a 4th-level slot to TABLE 2—5: SHUGENJA SPELLS KNOWN*
| do so. The spell is still treated as its actual Level 0 1 2 3 4 5 6 7 8 9
| level, not the level of the slot used to cast it. Ist  s+2+2 s+1+41 — — — - - - — —
To learn or cast a spell, a shugenja must 2nd s4342 s41+4] — @ 0— @ — - — — — —
have a Charisma score of at least 10 + the Ird s4342 s+241 . — = = s = = = =
| spell's level. The Difficulty Class for 4th  s+3+3 54241 s+140 — = = = == — =
saving throws against shugenja spells is Sth 54343 54242 s+l —  — TR e R s =
10 + the spell's level + the shugenja's G st843 54242 Selel sided — _ —  —  — —  —
Bl rising modiar. 7th  s+4+3 s+342 s+241 s+l+1  — — = - = s
Shiiganisg d K book 8th s+4+4 s+3+2 s+2+41 s+1+1 s+1+0 — — — — —
genjas do not have spellbooks,
though they write their spells on ofudas R A et —
hese ofudis serve as divite Faces itEmS‘ 10th s+5+4 s+3+42 54242 s+2+41 s+141 s+1+0 — — — =
: 11th s+5+4 s+342 s+342 s+2+42 s+2+1 s+l41 — — — —_
¢ and must be reaFl as part of the spz.aﬂcastmg 12th s+5+4 s+342 s4342 s+242 s42+1 s+141 s+140 — — —
precass. Sh”gemasfm“ use the Scribe Scroll 13th s+5+4 s+3+42 s43+42 s+242 s+242 s+2+1 s+l+] — — —
feat to create magic scrolls that work the 14th s+5+4 s+3+2 s+3+2 s+242 s+2+2 s+2+1 s+1+1 s+140 —  —
same as a wizard’s or cleric’s scrolls. 15th s+5+4 s+342 s43+2 s+242 54242 s+242 s+241 s+141 — —
When casting metamagic spells, remem- 16th s+5+4 s+3+2 s+342 s+242 s4242 $4242 s+2+1 s+1+1 s+140 —
ber that the shugenja has not prepared the 17th s45+4 $+3+42 s43+2 s4242 s42+42 s4242 s+2+1 $4241 s+l+41 —
4 spellin advance, and is doing so on the spot. 18th s+5+4 s+342 s+3+2 54242 54242 s+242 s+2+41 s42+1 s+1+1 s+140
The shugenja, therefore, must take more 19th s+5+4 s+342 s+3+2 s+242 s4242 s4242 s+2+1 s4241 s+2+41 s+1+1
time to cast a metamagic spell than a regu- 20th s+5+4 s+342 s+342 s+2+42 s4242 54242 s+2+41 s+2+41 s+2+1 s+2+]

lar spell. If its normal casting time is 1
action, casting a metamagic spell is a full-
round action for a shugenja. For spells with

*At each level, a shugenja gets a school spell for each spell level, starting at 1st.
The “s” on this list represents that. The number in the middle is the number of
spells of the shugenja's favored element, and the final number is the additional

a longer casting time, it takes an extra full-

round action to cast the spell. Shugenjas
cannot use the Quicken Spell metamagic feat.
Element Focus: All shugenjas have a favored element: air,
. _earth, fire, or water. A shugenja's choice of specialized element
is determined by the clan schools in which she studies. At least
‘élalf the spells a shugenja knows at each spell level must belong
'to her favored element, and the spell dictated by her school
« also belongs to that element. This is reflected on Table 2-5,
which indicates how many spells of each level must be spells of
the shugenja’s favored element. At 1st level, for example, the
shugenja Kitsu Mari must know at least three 0-level water
spells—one water spell determined by her school and two addi-
tional water spells, plus two other 0-level spells of any element.
She also knows one 1st-level water spell from her school, one
additional 1st-level water spell, and one 1st-level spell of
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number of spells known of any element.

any element. Shugenjas automatically gain the benefits of the
Spell Focus feat for spells from their favored element.

As the cost of specializing in one element, a shugenja is pro-
hibited from learning spells associated with a different element.
The prohibited element is dictated by the favored element, as
described below.

Air: Air spells are subtle, involving travel, intuition, influ-
ence, divination, and illusion. Earth is the prohibited element
for air shugenjas. The Asahina school of the Crane clan and the
Scorpion clan’s Soshi school specialize in air magic.

Earth: Earth spells involve resilience and resolve, health and
growth, the body and its strength. Air is the prohibited element
for earth shugenjas. The Kuni school of the Crab clan, the Tamori
school of the Dragon clan, and the Yogo school of the Scorpion
clan specialize in earth magic.



Fire: Fire spells are destructive and blatant, though they also
deal with intelligence, inspiration, and creativity. Water is the
prohibited element for fire shugenjas. The Agasha school of the
Phoenix clan specializes in fire magic.

Water: Water spells involve transformation, cleansing, heal-
ing, and friendship. Fire is the prohibited element for water
shugenjas. The Kitsu school of the Lion clan and the Iuchi
school of the Unicorn clan specialize in water magic.

The shugenjas of the Phoenix clan’s Isawa school can special-
ize in any of the four elements. The Isawa school also trains
shugenjas who specialize in the fifth element, Void. See the
Void disciple prestige class in Chapter 3: Prestige Classes.

Sense Elements: One of the first “spells” a shugenija
learns—a magical effect so basic that it becomes a spell-like
ability—is the ability to sense elements. As a full-round action,
a shugenja can become aware of all sources of one chosen ele-
ment (air, earth, fire, or water) within 10 feet of herself. The
shugenja learns the size of the objects but not their precise loca-
tion or actual nature.

By concentrating longer, a shugenja can either extend her
magical senses or gather more information about the elements
she has detected. Each additional round spent in concentration
allows the shugenja to add 5 feet to the radius of her sense abil-
ity, to a maximum of 5 additional feet per shugenja level. Thus,
at 4th level, Kitsu Mari can sense elements to a maximum range
of 30 feet by concentrating for five full rounds. Alternatively,
the shugenja can focus on one source of the sensed element per
round, attempting a Spellcraft check to determine more about
that single item. The amount of information she learns depends
on her Spellcraft check result:

Check Result
20 or higher

Information Learned

Item's general location (5-foot square
containing it, or its nearest boundary if it is
larger than a 5-foot square).

25 or higher ~ Whether the item is natural or a spell effect.
(A normal Spellcraft check against DC 20 +
spell level can then determine the nature of
the spell effect.)

30 or higher  Whether the item is a creature or an object.

35 or higher  The exact nature of the item (for example,

whether a creature is a human or an oni,
whether an object is gold or stone, whether
air is breathable or not).
In subsequent rounds, a shugenja can either retry her Spellcraft
check on the same item, shift her attention to a different item,
or extend the range of her senses.

A tst-level shugenja can use this ability three times per day.
Every five levels she advances as a shugenja allows her to use
the ability an additional time per day (four times at Sth level,
five times at 10th level, and so on). Like many divination
spells, a shugenja’s sense elements ability is blocked by 1 foot
of stone, 1 inch of common metal, a thin sheet of lead, or 3
feet of wood or dirt.

For example, Kitsu Mari enters a room and concentrates to
sense water. (Although she is a water shugenja, she could just
as easily sense any other element, including fire.) She becomes
aware of all sources of water within 10 feet. A basin of water
rests on the nightstand, a person lurks behind the door (living
creatures are made of all four elements) holding a vial of
poison—Kitsu Mari discovers three sources of water within 10
feet of her: one Medium-size, one Small, and one Fine. Focus-
ing on the Medium-size source and concentrating for a round,
she makes a Spellcraft check and gets a result of 31. She learns
that the Medium-size source of water is a creature, that it is

natural, and where it is. If the assassin behind the door has not
already jumped out to attack her, she has learned that a creature
is hiding behind the door . . . but more likely, she has learned
this too late.

Sohei are warrior monks, religious soldiers who protect large |

monasteries. Unlike shamans, sohei are more militant than

holy, and receive very little religious instruction. Instead they |
are trained in the art of fighting. Sohei defend their monastery |
against attacks and advance its political claims in the outside ||

world. They are subject to the leader of their temple. Sohei are
not found in Rokugan.

Adventures: Like paladins, sohei think of their adventures
as “quests” in the service of their religion. Like samurai, how-

ever, they are typically sent on these quests by a superior |§
whose command is law to the sohei. Sohei are often charged |

with defending their temples in times of conflict, but they
can also expect to strike against enemy temples, monks, or
shamans, to hunt down evil monsters terrorizing the country-
side, or to recover a relic that is sacred to their order. They wel-
come all challenges as tests of their prowess and, secondarily,
their faith.

Characteristics: Sohei mix martial prowess with divine
power that grants them spell ability (as they gain experience),
the ability to heighten their strength and speed in battle, and
protection from mental and bodily harm. Very experienced
sohei can shrug off physical damage and ignore certain magical
effects. Their spells are useful in battle to grant protection,
enhance attacks, and damage foes.

Alignment: Sohei, like monks, live a life of strict discipline
and obedience to their orders. Sohei must be lawful, and lose
their divine power if they stray from the path of law.

Background: Sohei come from all walks of life to train in*

their temples and monasteries. Many join their orders as chil-
dren, and become sohei when they demonstrate a strength of
both body and mind that lends itself to the temple’s defense.
Often, though, young men and women who show little prom-
ise for the contemplative life of the monk are the ones selected
to become sohei.

Races: As with monks, most sohei are human or near-human
(hengeyokai or spirit folk). The monastic orders to which sohei
belong are predominantly human, and korobokurus, nezumi,

and vanaras rarely join such orders. /

Other Classes: Sohei hold shamans and monks in deep
respect, and may even be assigned to serve as bodyguard to
such a character. At the same time, they typically perceive
themselves as spiritually inferior to such enlightened folk, and
feel more kinship with samurai or “common” warriors (fighters,
rangers, or even rogues).

GAMZE RVULE INFORMATION

Sohei have the following game statistics.

Abilities: A Wisdom score of 14 or higher is required to
get access to the most powerful sohei spells, and a score of 11
or higher is required to cast any sohei spells at all. A high
Constitution improves a sohei’s hit points, and a high
Strength makes her more effective in melee combat, where
she typically excels.

Alignment: Any lawful.

Hit Die: d10.

i




4y’ CLASS SKILLS While in a ki frenzy, a sohei cannot use skills or abilities
' A sohei's class skills (and the key ability for each school) are that require patience or concentration, such as moving

Concentration (Con), Craft (Int), Diplomacy (Cha), Heal silently or casting spells. (She cannot use any class skills in a
(Wis), Iaijutsu Focus (Cha), Knowledge (religion) (Int), and frenzy.) She can use any feat she might have except for Exper-
Profession (Wis). See Chapter 4: Skills in the Player’s Handbook tise, item creation feats, metamagic feats, and Skill Focus (if
for skill descriptions. The Iaijutsu Focus skill is described in it's tied to a skill that requires patience or concentration). A ki
Chapter 4 of this book. frenzy lasts for a number of rounds equal to three + the sohei's

Skill Points at 1st level: (2 + Int modifier) X 4. Constitution modifier. The sohei may prematurely end the

Skill Points at Each Additional Level: 2 + Int modifier. frenzy voluntarily. At the end of the frenzy, the sohei is

fatigued (-2 to Strength, —2 to Dexterity,
can't charge or run) for the duration of that
encounter. The sohei can only enter a frenzy
once per encounter, and only a certain
number of times per day (determined by
level). Entering a frenzy takes no time
itself, but the sohei can only do it

during her action, not in response
to somebody else’s action.

Deflect Arrows: At 3rd level,
a sohei gains the Deflect Arrows

feat (see Feats in the Player's
Handbook), even if she doesn't
have the prerequisite feat and
Dexterity score.

Remain Conscious: At
sth level, a sohei gains the
Remain Conscious feat (see
Chapter 4 in this book), even
if she doesn't have the pre-
requisite feats.

Strength of Mind: A
sohei of at least 5th level is
immune to stunning and
sleep spells and effects.

Defensive Strike: At 7th
level, a sohei gains the Defen-
sive Strike feat (see Chapter 4
in this book), even if she doesn't
have the prerequisite feats and
ability scores.

Mettle: The sohei's special
blessing allows her to shrug off
magical effects that would other-
wise damage or harm her. If a sohei
of at least 9th level makes a successful
Will or Fortitude saving throw that
would normally reduce the spell’s effect,
she suffers no effect from the spell at all. Only
those spells with a Saving Throw entry of “Will
partial,” “Fortitude half," or similar entries can be
negated through this ability.

Damage Reduction: Starting at 11th level, the sohei gains
the extraordinary ability to shrug off some amount of injury
from each blow or attack. Subtract 1 from the damage the sohei
takes each time she is dealt damage. At 14th level, this damage
reduction rises to 2. At 17th, it rises to 3. At 20th, it rises to 4.
Damage reduction can reduce damage to 0 but not below 0.

CLASS FEATURES
The following are class features of the
sohei.

Weapon and Armor Proficiency:
Sohei are proficient with all simple
and martial weapons, and with
all armor (but no shields). Note
that armor check penalties
8| for armor heavier than leather
I apply to the skills Balance,
Climb, Escape Artist, Hide,
Jump, Move Silently, Pick
Pocket, and Tumble. Also,
Swim checks suffer a —1
| penalty for every 5
pounds of armor and
equipment carried.

Weapon Focus: Sohei
| gain Weapon Focus with
a weapon of their choice
. as a bonus feat. Many
sohei choose the nagi-
| nata, the traditional
I weapon of the sohei.

Spells: Beginning at
4th level, a sohei gains the
- ability to cast a small
number of divine spells. To
| cast a spell, the sohei must
have a Wisdom score of at
least 10 + the spell’s level, so a
sohei with a Wisdom of 10 or
lower cannot cast these spells.
Sohei bonus spells are based on
Wisdom, and saving throws against
these spells have a Difficulty
Class of 10 + spell level +
Wisdom modifier. When the sohei gets 0
spells of a given level, such as 0 1st-level spells at
4th level, the sohei gets only bonus spells. A sohei with-
out a bonus spell for that level cannot yet cast a spell of that
level. The sohei’s spell list appears in Chapter 7. A sohei has
* access to any spell on the list and can freely choose which to
repare. A sohei prepares and casts spells just as a cleric or
“shaman does.

ST - Through 3rd level, a sohei has no caster level. Starting at 4th
[ | 14 LA level, a sohei's caster level is one-half her class level.

(SN Ki Frenzy: Starting at 1st level, a sohei gains the ability to ~ _ _
focus her ki power into a frenzy of berserk energy. In this =X-SOHEI

frenzied state, she temporarily gains +2 to Strength and +2 to A sohei who becomes nonlawful loses all spells and her kli
Dexterity. Her speed increases by 10 feet, and she can choose frenzy ability. She also may not progress in levels as a sohei.
to make a flurry of blows with a full attack action in melee, She regains her spells and ki frenzy ability if she atones for her

making one extra attack per round while suffering a —2 violations (see the atonement spell description in the Player's

penalty on every attack. Handbook), as appropriate.



TABLE 2—-6: THE SOHEI

Class Base Fort Ref will ——— Spells per Day

Level Attack Bonus Save Save Save Special 1 2 3 4

Ist +0 +2 +0 +2 Ki frenzy 1/day, — — —_ =
Weapon Focus

2nd +1 +3 +0 +3 — — — —

3rd +2 +3 +1 +3 Ki frenzy 2 /day, — — — =

; Deflect Arrows

4th +3 +4 +1 +4 0 — — —

Sth +3 4 +1 +4 Remain Conscious, 0 — — —
strength of mind

6th 4 +5 +2 +5 1 — — —

7th +5 +5 +2 +5 Defensive Strike, 1 — - —
ki frenzy 3 /day

8th +6/+1 +6 +2 +6 1 0 — —_

Sth +6/+1 +6 +3 +6 Mettle 1 0 — —_

10th +7/+2 +7 +3 +7 1 1 — —

11th +8/+3 +7 +3 +7 Damage reduction 1/—, 1 1 0 —
ki frenzy 4/day

12th +9/+4 +8 +4 +8 1 1 1 —

13th +9/+4 +8 +4 +8 1 1 p -

14th +10/+5 +9 +4 +9 Damage reduction 2/— 2 1 1 0

15th +11/+46/+1 +9 +5 +9 Ki frenzy 5/day 2 1 1 1

16th +12/+7/+2 +10 +5 +10 2 2 1 1

17th +12/+7/+2 +10 +5 +10 Damage reduction 3/— 2 2 2 1

18th +13/48/+3 +11 +6 +11 3 2 2 1

19th +14/+49/+4 +11 +6 +11 Ki frenzy 6/day 3 3 3 2

20th +15/+10/+5 +12 +6 +12 Damage reduction 4/— 3 3 3 3

SORCERER
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Sorcerers in Rokugan are arcane

spellcasters who cast nonelemental
magic. These sorcerers include the !
feared and reviled blood sorcerers
called maho-tsukai, as well as nezumi
shamans and outlanders such as Yabanjin and
Ujik-hai (see the barbarian class entry). Like
barbarians, most sorcerers are outsiders in
Rokugan—though maho-tsukai may try to

pass as normal shugenjas.

In other campaign settings,
sorcerers are virtually indis-
tinguishable from wu jen
in the minds of most
people. Like the sorcerers

described in the Player's
Handbook, many sorcerers

claim descent from dragons

(the dragons described in
this book, not the dragons
of the Monster Manual),

Adventures: Most sorcerers
adventure in order to acquire greater
magical power. A blood sorcerer
might search for scrolls penned by the
greatest maho-tsukai of history, the
undead sorcerer luchiban. A
nezumi or outlander sorcerer
might adventure for the
same reason a barbarian
character does: to fit in,
either with an adventuring
party or in Rokugan's broader society. e 3
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Alignment: Blood sorcerers are universally evil. Other sor-
cerers tend toward
chaos, and few sor-
cerers care enough about
others to be good. Many sorcer-
ers are true neutral.
Background: Like barbar-
¥ ians, sorcerers (even blood
D) sorcerers) are outsiders inb
¥ Rokugan, where magic is ritual-
ized and controlled by the shugen-
jas. Outlander and nezumi sor- L .
cerers usually feel that their
powers have chosen them,
rather than the other way
around, and feel a burden
and responsibility to use
them properly. Such charac-
ters are usually trained by 4
older shamans and sorcer-/
ers in their tribe or pack.
Blood sorcerers, on the
other hand, seek out magical
power for power's sake, and
corrupt their souls and
bodies to acquire it
They learn the rituals
of their power from
banned scrolls and
hidden texts, or even
from the oni of the
Shadowlands.

e Races: Humans from for-
WAl o eign lands and nezumi are the most ¥
likely of the common races to become f;
sorcerers. Blood sorcerers are always human, and i




they may come from any clan—particularly the Phoenix and
Unicorn. Shadowlands creatures, including goblins and ogres,
may also be sorcerers.

Other Classes: By reputation, sorcerers are feared and
shunned by members of most other classes. Most sorcerers
don't mind at all—they use the fear and respect of others to
help them accomplish their own goals. Occasionally, a sorcerer
may chose to associate with others and develop personal rela-
tionships with them.

Game Rule Information: As described in the Player's
Handbook. Sorcerers can use either the wizard/sorcerer spell list
from the Player's Handbook or the wu jen spell list in Chapter 7.

To cast the most powerful forms of maho (blood magic),
which relies on drawing blood to power spells, blood sorcer-
ers must adopt the maho-tsukai prestige class, described in
| Chapter 12.
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Wu jen are spellcasters with mysterious powers. They com-
mand the elements, spirit forces, and the very powers of nature.
They are seldom found living with the rest of human society.
Instead, they live as hermits in the wilderness, purifying their
| bodies and minds in order to contact the various natural and
11| supernatural powers of the world. From these entities they
1| learn their spells—magical means to control the invisible
 forces of the world. Wu jen are not found in Rokugan.
. Adventures: Wu jen typically adventure to expand their
1| knowledge of the world, both magical and mundane. Like wiz-
. ards, they tend to approach adventures with careful planning,
' since their daily spell selection is vitally important.
" Characteristics: Wu jen are the arcane spellcasters of
Oriental Adventures. As with wizards, their spells are their pri-
mary class feature, and assume an all-important role in a wu
jen's life. Many wu jen spells draw on the power of the five
elements (earth, fire, metal, water, and wood), and a wu jen
who masters all the spells of one element gains additional
power with those spells. Finally, wu jen are adept at manipu-
lating their spells, increasing their range, duration, or effect,
or eliminating verbal or somatic components through per-
~manent metamagic effects.

Alignment: Wu jen tend to stand apart from the lawful soci-
eties in which they live, flouting the rules and norms of decent
folk. They have a strong tendency toward chaos, but in any
event cannot be lawful.

Background: Wu jen crave magical power in a world where
no organized colleges of wizardry exist. Their thirst drives them
to seek out others like themselves, hermits, recluses, or exiles
who have gained the secrets they seek. Nearly all wu jen are
trained by a single mentor in this fashion, outcast from proper
society and set apart by their fearsome supernatural powers.
" Races: Most wu jen are humans or hengeyokai, though

members of all the common races of Oriental Adventures can

- learn the wu jen’s craft.
Other Classes: Wu jen generally don't like members of any
other class. At the same time, however, a wu jen is painfully
,aware that without fighters and samurai to block enemy sol-
diers, a shaman to heal her wounds, and perhaps a rogue to deal
with locks and traps, her path to the knowledge she seeks may
be blocked by insurmountable and possibly fatal obstacles. This
realization of her reliance on other classes might make her

accept them or might make her resent them.

GARMZ RULE INFORMATION

Wu jen have the following game statistics.

Abilities: Intelligence determines how powerful a spell a wu
jen can cast, how many spells the wu jen can cast per day, and
how hard those spells are to resist. To cast a spell, a wu jen must
have an Intelligence score of 10 + the spell's level. A wu jen gets
bonus spells based on Intelligence. The Difficulty Class of a
saving throw against a wu jen’s spell is 10 + the spell’s level + the
wu jen’s Intelligence modifier. High Dexterity is helpful fora wu
jen, who typically wears little or no armor, because it provides
her with an Armor Class bonus. A good Constitution gives a wu
jen extra hit points, a resource that she is otherwise very low on.

Alignment: Any nonlawful.

Hit Die: d4.

CLASS SKILLS

A wu jen's class skills (and the key ability for each skill) are
Alchemy (Int), Concentration (Con), Craft (Int), Knowledge
(all skills, taken individually) (Int), Profession (Wis), Scry (Int,
exclusive skill), and Spellcraft (Int). See Chapter 4: Skills in the
Player's Handbook for skill descriptions.

Skill Points at 1st level: (2 + Int modifier) X 4.

Skill Points at Each Additional Level: 2 + Int modifier.

CLASS FEATURES
The following are class features of the wu jen.

Weapon and Armor Proficiency: Wu jen are proficient
with all simple weapons. They are not proficient with any type
of armor nor with shields. Armor of any type interferes with a
wu jen’s movements, which can cause her spells to fail (if those
spells have somatic components). Note that armor check penal-
ties for armor heavier than leather apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket,
and Tumble. Also, Swim checks suffer a —1 penalty for every §
pounds of armor and equipment carried.

Spells: A wu jen casts arcane spells. She is limited to a certain
number of spells of each spell level per day, according to her class
level. A wu jen must prepare spells ahead of time by getting a
good night’s sleep and spending 1 hour studying her spellbook.
While studying, the wu jen decides which spells to prepare (see
Preparing Wizard Spells in the Player's Handbook). To learn, pre-
pare, or cast a spell, a wu jen must have an Intelligence score of at
least 10 + the spell’s level. A wu jen's bonus spells are based on
Intelligence. The Difficulty Class for saving throws against wu jen
spells is 10 + the spell’s level + the wu jen's Intelligence modifier.

Unlike shugenjas and sorcerers, wu jen may know any
number of spells.

Elemental Mastery: The spells of a wu jen are divided into
five elemental groups: earth, fire, metal, water, and wood. When
awu jen learns all the spells of a single element up to the highest
level of spells she can cast, she is considered a master of that ele-
ment. Thereafter, whenever the wu jen casts a spell of that ele-
ment, the saving throw DC is increased by 2, while the wu jen
herself gets a +2 competence bonus on saving throws against
spells of that element. This bonus stacks with the bonus con-
ferred by the Spell Focus feat. Note that when the wu jen gains
the ability to cast higher-level spells, she loses her mastery until
she learns all the spells of that element at the new spell level. Cer-
tain spells on the wu jen spell list are designated “All"; this means
they belong to all elemental groups, and a wu jen must learn
these spells in order to achieve mastery of any element.

Bonus Languages: A wu jen may substitute Tengu, Dra-
conic, or Giant for one of the bonus languages available to



the character because of her race, since
many ancient tomes of magic are
written in these languages and <
apprentice wu jen often &
learn them as part of their &
studies. )
Sudden Action: Once
per day, a wu jen can  #f
focus her ki to burst into
sudden action. This
gives her a +4 bonus on o
her initiative check for — . T
that combat. . L *
Bonus Feat: A wu jen
begins play with a bonus meta-
magic feat. 4
Spell Secret: At 3rd level,
and every three levels there-
after, a wu jen can choose
one spell known to her that
then becomes permanently
modified as though af-
fected by one of the fol-

read magic, which all wu jen can prepare from
memory). A wu jen begins play with a
y spellbook containing all 0-level wu jen
* spells plus three 1st-level spells of the
\ player’s choice. For each point of Intelli-
" gence bonus the wu jen has, the spellbook
holds one additional tst-level spell. Each
time the wu jen achieves a new level, she
gains two new spells of any level or '8
levels that she can cast (accord-
ing to her new level). For
example, when Hide- [}
yori achieves 5th i}
level, she can ||
add two 3rd-level [if

spells to her I
¢ spellbook. §

>
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: N § o can also add

spells found |
FAJ ¢ in the spell-

books of other

wu jen.
lowing metamagic feats: _ ' =\ Taboos: In order
Enlarge Spell, Extend __+ . tomaintain their super-

Spell, Still Spell, or
Silent Spell. The spell’s
level does not change, and
once the choice of spell and modi-
fication are chosen, they cannot be
changed. As the wu jen goes up in
level, she can choose the same
spell to be modified in different
ways with multiple spell
secrets. She does not need
to know the feat she
applies to the spell.
Spellbooks: Wu jen must study their spellbooks each day
to prepare their spells, much like wizards. A wu jen cannot
prepare any spell not recorded in her spellbook (except for

TaBLE 2-7: THE WU JEN

natural power, wu jen must
abide by certain taboos that may seem
inconsequential to other characters but
v are vitally important to the wu jen. If a
\ wu jen violates one of her taboos, she
] \ cannot cast any more spells that day. A
. wu jen must choose one taboo at 1st
level, and one additional taboo every
time she learns a spell secret. Pos-
sible taboos include:

+ Cannot eat meat.
* Cannot own more than she can carry, i
* Must make a daily offering (such as food, flowers, or incense) ) 2 y

to one or many spirit powers.

Base Fort Ref  Will Spells per Day
Level  Attack Bonus Save Save Save Special 0 1 2 3 4 5 6 7 8 9
1st +0 +0 +0 +2 Sudden action, 3 1 _ = = = = = = =
bonus feat

2nd +1 +0 +0 +3 4 2 - - - = — —
3rd +1 +1 +1 +3 Spell secret 4 2 i el s e T e ey e 4
4th +2 +1 +1 +4 4 3 2 _ = = - - = =
5th +2 +1 41 +4 4 3 2 1 = r==s e W e |1 e W s
6th +3 +2 +2 +5 Spell secret 4 3 3 2 e s
7th +3 +2 +2 +5 4 4 3 2 T, = = — = =
8th +4 +2 +2 +6 4 4 3 3 2 — = = = =
9th +4 +3 +3 +6 Spell secret 4 4 4 3 2 1 _ = = =
10th +5 +3 +3 +7 4 4 4 3 3 2 — = e
1th 45 +3 +3 +7 4 4 4 4 3 2 T - — —
12th  +6/+1 +4 +4 +8 Spell secret 4 4 4 4 3 3 2 - - —
13th  +6/+1 +4 +4 +8 4 4 4 El 4 3 2 1 — =
14th  +7/+2 +4 +4 +9 4 “ 4 4 4 3 3 2 — —
15th  +7/+2 +5 +5 +9 Spell secret 4 4 4 4 4 4 3 2 1 —_
16th +8/+3 +5 +5 +10 4 4 4 4 4 4 3 3 2 —
17th  +8/+3 +5 +5 +10 4 4 4 4 4 4 4 3 2 1
18th +9/+4 +6 +6 +11 Spell secret 4 4 4 4 4 4 4 3 3 2
19th +9/+4 +6 +6 +11 E 4 4 4 4 4 4 4 3 3
20th +10/+5 +6 +6 +12 4 B 4 4 4 4 4 4 4 4



* Cannot bathe.

« Cannot cut her hair.

* Cannot touch a dead body.

» Cannot drink alcohol.

* Cannot wear a certain color.

« Cannot light a fire.

* Cannot sit facing in a certain direction.

NPC CLASSES

The Dunceon Master's Guide describes five NPC classes: the
' adept, the aristocrat, the commoner, the expert, and the warrior.
} In Oriental Adventures, these classes vary only slightly from the
' norm presented there.
Adept: The adept class represents the practitioners of folk
_ magic, involving divination through astrology and casting
. stones or coins. The people of the peasant classes, while they are
terrified by the mighty magic of shugenjas and sorcerers, view
these diviners in a more favorable light. To their eyes, shugenjas
manipulate the elements, while adepts only read them and
translate their messages to the people for their benefit.

Aristocrat: The courts of the daimyos are full of courtiers,

members of the noble caste who are not trained in the way of

bushido. These courtiers have the aristocrat class, giving them a
decent number of skill points and a wide range of class skills,
but little else in the way of class abilities. As mentioned in the

DUNGEON MASTER's Guide, aristocrat may be a viable class option
| for player characters, particularly in a campaign that focuses
* heavily on politics and the intrigue of court.

Commoner, Expert: These classes are unchanged from
their descriptions in the DuncEoN MasTeR's Guide.

Warrior: The bulk of Rokugan's armies are not samurai,
with their extensive training and expensive equipment. Every
heimin village has a force of ashigaru—farmers who have
trained with weapons, light armor, and basic tactics. These
warriors form the rank and file of most armies, armed with
spears (yari) and wearing ashigaru armor. Warriors are profi-
cient only with simple weapons.

BANNZD CLASS=S

Characters native to Rokugan may not choose
any of the following classes from the Player's
Handbook: bard, cleric, druid, paladin, or
wizard. While entertainers are certainly pop-
ular in the courts of the daimyos, they are
generally experts (or sometimes rogues) rather than bards,
focusing on Perform and Diplomacy skills but gaining no
_spells or magical abilities. Shugenjas mix the functions of
‘both clerics and wizards. Druids and paladins are both western
i character concepts. Certain prestige classes duplicate some
~paladin abilities, and shugenjas have access to a number of
-~ druid spells.

* In other Oriental Adventures campaigns, these classes are
~usually not available, but check with your Dungeon Master.
You might be able to play characters from a different part of
the campaign world where these classes do exist, or your cam-
paign may have native characters of these classes. Shamans
are the Oriental Adventures version of clerics, and wu jen are

equivalent to wizards.

MVULTICLASS
_CHARRACTERS

Multiclassing is much less common in
Rokugan than in the world of the core D&D
rules. Some samurai and shugenjas are

@®® multiclass monks, mastering the arts of
unarmed combat along with their other

training, Certain members of the Scorpion clan are multiclass
fighter/rogues or even samurai/rogues, learning techniques
of stealth and trickery as well as the way of the sword.
Multiclass samurai/shugenjas are completely unheard of,
since members of both classes train from childhood to learn
their skills, but fighter/shugenja or ranger/shugenja
combinations might be possible, and a samurai might
multiclass as a sorcerer on the way toward adopting the maho-
tsukai prestige class.

In other Oriental Adventures campaigns, multiclassing is usu-
ally just as rare as in Rokugan, although monks may still multi-
class freely. Shamans, sohei, and wu jen tend to be as single-
minded as samurai and shugenjas are.

CAST= AND CLASS
IN_ROKVGAN

Characters in Rokugan are either members of
@ the noble caste (often called the samurai caste)
@ or they are not—they are heimins (“half-
@ people”) or hinins (“nonpeople,” including
eta). This is an important distinction, and can
have a great impact on other character choices. Nonnoble
characters do not come from the seven great clans, and
cannot gain the benefits of clan origin (an extra class skill).
They cannot adopt the samurai or shugenja character classes,
since both of these classes require training in a clan school
for many years.

Nonnoble characters can be barbarians, fighters or rangers
(well-trained ashigaru soldiers), monks (who care nothing for
social status), rogues, shamans, sorcerers, or wu jen. They can
also adopt the adept, commoner, or expert NPC classes.

Noble characters are usually samurai or shugenjas, though
there are many exceptions. Unicorn barbarians, ronin fighters,
Dragon monks, Crab rangers, Scorpion rogues, and Phoenix
blood sorcerers represent the noble caste among all the avail-
able character classes in Rokugan, Aristocrats are always noble
caste characters, and experts often are (Crab engineers and
Crane artists, for example).

Nonnoble characters had better not be seen carrying a
katana or wakizashi! The soul of a samurai is his sword, and the
daisho—the two swords, katana and wakizashi—are a mark of
status, signifying that the bearer is a member of the noble caste,
Nonsamurai nobles often do not carry the katana, since wear-
ing a katana is a sign that one is prepared to use it. Such charac-
ters may carry a wakizashi.

Similarly, samurai armor—including partial armor and great
armor—are viewed as a badge of the noble caste, and particularly
of the warriors of that caste (including samurai as well as noble
rangers, barbarians, and even some rogues). Samurai are prone to
taking insult when nonsamurai wear “their” armor.
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_ additional unarmed attacks listed for his +10 attack bonus

Henshin mystic

'ABLE 3—1: MuLTIPLE UNARMED ATTACKS
Base Attack Bonus Additional Unarmed Attacks

+0 —
+1 —
+2 —
) +3 e
' +4 +1
: +5 +2
+6 +3
+7 +4/+1
+8 +5/+2
+9 +6/+3
+10 +7[+4[+1
+11 +8/+5/+2
+12 +9/+6/+3
+13 +10/47[+4 [+
+14 +11/+8/+5/+2
+15 +12/49/+6/+3

Example: Asako Turima is a 10th-level monk/4th-level hen-

" shin mystic. His base attack bonus is +10 (+7 from his monk
. levels, +3 from his henshin mystic levels). Normally, this would
‘give him an additional attack at +5. He can instead take the

" (since the entire bonus is derived from monk and mystic levels)
on Table 3-1: Multiple Unarmed Attacks, +7, +4, and +1. Thus,
he can make four attacks in a round with an unarmed strike (or
a monk weapon), at +10, +7, +4, and +1. When using another
weapon, he can make two attacks, at +10 and +5. He has the
unarmed damage, AC bonus, and speed of a 14th-level monk.

Togashi Tidaiko, however, is a 3rd-level samurai/5th-
level monk/7th-level rattooed monk. Her base attack

Shintao monk

Tattoved monk

bonus is +11 (+3 from her samurai levels, +3 from her monk
levels, and +5 from her tattooed monk levels). Normally, she
would have two additional attacks at +6 and +1. She can instead
take the additional unarmed attacks listed for a +8 base attack
bonus from her monk and tattooed monk levels on Table 31,
+5 and +2. She makes three artacks in a round, whether armed
or unarmed. If unarmed (or using a monk weapon), she can
choose whether to strike at +11/+6/+1 or at +11/45/+2. Armed
with an ordinary weapon, she must attack at +11/+6/+1. She
has the unarmed damage, AC bonus, and base speed of a 12th-
level monk.

All monk prestige classes allow characters to use their
unarmed base attack with special monk weapons, including the
butterfly sword, club, jitte, kama, lajatang, nekode, nunchaku,
quarterstaff, sai, three-section staff, and ronfa. All suffer the
same penalties for wearing armor that monks do.

BATTLE RMAIDEN

@®® throughout the world. They have a supernatural

bond with their mounts, an intense spiritual
connection similar to the bond between a paladin and her
mount. Battle maidens maintain a tradition of martial prowess
tempered by spiritual purity. Their spirits burn with pure
devotion; they are unquestionably loyal, eternally dedicated,
and above worldly desires.

Battle maidens are the stuff of wonder and
legend, an order of mounted female samurai
whose swift, fearless attacks are renowned



Battle maidens are almost exclusively female members of the
samurai character class. In Rokugan, they are drawn solely from
the Unicorn clan, where they are trained in the Utaku school.

NPC battle maidens form the elite cavalry units of an army.

Hit Die: d10.

REQUIREMENTS
To qualify to become a battle maiden, a character must fulfill all
the following criteria.

Gender: Female.

Alignment: Any lawful.

Base Attack Bonus: +7.

Skills: Handle Animal 10 ranks, Ride 10 ranks.

Feats: Mounted Combat, Ride-by Attack, Spirited Charge.

CLASS SKILLS
The battle maiden's class skills (and the key ability for each skill)
are Animal Empathy (Cha, exclusive skill), Craft (Int), Diplomacy
(Cha), Handle Animal (Cha), Profession (Wis), and Ride (Dex).
See Chapter 4: Skills in the Player's Handbook for skill descriptions,
Skill Points at Each Level: 2 + Int modifier.

CLASS F=ERATURES

The following are class features of the battle maiden.

Weapon and Armor Proficiency: Battle maidens are profi-
cient with all simple and martial weapons and with light and
medium armor.

Special Mount: A battle maiden’s mount is no ordinary
animal. In fact, it is not an animal at all, but a magical beast. This
heavy warhorse shares the basic statistics of its kind, as
described in the Monster Manual, but also shares many qualities
in common with a paladin’s mount. It is superior to a normal
mount of its kind and has special powers, as shown below.

Battle Attack

Maiden Natural Bonuses

Level HD Armor Str Int Hoof Bite Special

Ist-3rd 6d8+18 4 19 6 +7 +2 Improved
evasion,
empathic link,
share saving
throws

4th-6th 8d8+32 6 20 7 +10 45 Speed 60 ft.

Tth-9th 10d8+30 8 21 8 +11 +6 Command
equines

10th 12d8+36 10 22 9 +14 +9 Speed 70 ft.,
SR 20

Battle Maiden Level: The class level of the battle maiden. If the
mount suffers a level drain, treat the mount as though it
belonged to a battle maiden of one level lower. For example, if

TaBLE 3—2: THE BATTLE MAIDEN

Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
7th +7 +5 +2
8th +8 +6 +2
9th +9 +6 +3
10th +10 +7 +3

the mount of a 7th-level battle maiden is drained of one level, it
effectively becomes the mount of a 6th-level battle maiden
(reduced HD, armor, etc., and no longer able to use command
equines) until the level drain is negated. If the mount of a 1st-
level battle maiden is drained of one level, it becomes a normal
heavy warhorse (no longer a magical beast).

HD: The warhorse’s Hit Dice.

Natural Armor: A battle maiden’s mount begins with the normal
thick hide of its kind, but that natural armor value increases as the
battle maiden goes up in level. A heavy warhorse’s AC is 10, -1 for
its size, +1 for its Dexterity, + the number listed in this column.

Str: The mount’s Strength score.

Int: The mount’s Intelligence score.

Attack Bonuses: These melee attack numbers reflect the horse’s
Hit Dice, Strength score, and size (Large). A warhorse gets two [§
hoof attacks at the listed bonus and a bite attack at the listed bonus. |1

Improved Evasion (Ex): If the mount is subjected to an attack |}
that normally allows a Reflex saving throw for half damage, it
takes no damage if it makes a successful saving throw and half
damage even if the saving throw fails. i

Empathic Link (Su): The battle maiden has an empathic link with
the mount out to a distance of up to one mile. The battle maiden
cannot see through the horse’s eyes, but they can communicate
telepathically. Even intelligent mounts see the world differently
from humans, so misunderstandings are always possible.

Because of the empathic link between the mount and the
battle maiden, the battle maiden has the same connection to an
item or place that the mount does.

Share Saving Throws: The mount uses its own base save
bonuses or the battle maiden’s, whichever are higher.

Speed: The mount’s base speed increases as the battle maiden
acquires more levels. A normal warhorse's speed is 50 feet.

Command Equines (Sp): The mount can use this ability at will
against other equines (including horses, donkeys, mules, and
ponies) with fewer Hit Dice than it has itself. The mount can __
use this ability once per day per level of the battle maiden, and
the ability functions just like the spell command (for purposes!
of this spell, the mount can make itself be understood by any
normal equine). Since this is a spell-like ability, the mount must ¥
make a Concentration check (DC 21) if it's being ridden at the
time (as in combat). If the check fails, the ability does not work
that time, but it still counts against the mount’s daily uses.

Spell Resistance (Ex): To affect the mount with a spell, a spell-
caster must make a caster level check (1d20 + caster level) at
least equal to the mount’s spell resistance of 20.

Ride Bonus (Ex): A bartle maiden gets a +2 competence
bonus on her Ride checks at 1st level. This bonus increases by
+2 every four levels thereafter (+4 at 5th level, +6 at 9th level)./
She can always take 10 on a Ride check, even if stress and dis-
tractions would normally prevent her from doing so.

will
Save Special

+0 Special mount, Ride bonus +2
+0 Burst of speed

+1 Ride bonus (initiative) +2
+1 Defensive riding

+1 Ride bonus (AC) +4

+2

+2 Ride bonus (attacks) +4
+2 Heal mount

+3 Ride bonus +6



In addition, as the battle maiden increases in levels, she can
apply this bonus to other checks. At 3rd level and above, she
applies her Ride bonus on her initiative checks while fighting
from horseback. At 5th level and above, she applies her Ride
bonus to her Armor Class while she is mounted. At 7th level
and above, she applies her Ride bonus on melee or ranged

| attacks she makes from horseback.

' Burst of Speed (Ex): At 2nd level, the battle maiden can
urge her mount to greater than normal speeds. This ability dou-
bles the distance of the mount’s normal charge movement. This
ability can be used once per day without penalty to the mount.
Each additional use of the ability in a single day requires the
mount to make a Will save (DC 20) immediately after the con-
clusion of the additional charge; failure results in the mount
taking 2dé points of damage.

Defensive Riding (Ex): Once per day, when a mounted
| battle maiden would be reduced to 0 hit points or less by

. damage in combat (from a weapon or other blow, not a spell or
. special ability), she can attempt to reduce the damage in the
' same way as she can negate damage to her mount with the
Mounted Combat feat. She makes a Ride check (DC = damage
| dealt) and, if she’s successful, she takes only half damage from
. the blow. She must be aware of the attack and able to react to it
in order to perform her defensive riding—if she is denied her
| Dexterity bonus to AC, she can't avoid the damage.

il Heal Mount (Sp): Once per day, a battle maiden of 8th level or
.\ higher can use heal mount as a spell-like ability.

| Certain people in the lands of Oriental Adventures revere bears
as symbols of the warrior's strength and battle prowess. By
adopting the bear as a totem animal, warriors of these people
hope to tap some of the bear’s strength. Bear warriors, through
a special relationship with bear spirits, literally adopt a bear’s
strength in the rage of battle, actually transforming into bears
while they fight.

Only characters who can already tap into a spiritual power of
rage or frenzy can heighten that power to become bear war-
riors. Most bear warriors are barbarians, and sohei sometimes
.become bear warriors. Characters with another prestige class
that grants a rage ability (such as the singh rager) occasionally
adopt this class. Bear warriors are not found in Rokugan.

NPC bear warriors are usually the champions of barbarian
tribes, rustic villages, or warlike temples. They lead other war-
riors, not through discipline and order, but by the inspiring
example they present.

Hit Die: d12,

‘TABLE 3—-3: THE BEAR WARRIOR

. Class Base Fort
" Level Attack Bonus Save
Ist +1 +2
2nd +2 +3
3rd +3 +3
4th +4 +4
Sth +5 +4
6th +6 +5
+7 +5
+8 +6
+9 +6
+10 +7

REQUIREME=ENTS

To qualify to become a bear warrior, a character must fulfill all
the following criteria.

Base Attack Bonus: +7.

Feats: Power Attack.

Special: Rage, fury, or ki frenzy ability.

CLASS SKILLS

The bear warrior’s class skills (and the key ability for each skill) are

Animal Empathy (Cha, exclusive skill), Climb (Str), Handle

Animal (Cha), Intimidate (Cha), Intuit Direction (Wis), Jump (Str),

Listen (Wis), Ride (Dex), Swim (Str), and Wilderness Lore (Wis).

See Chapter 4: Skills in the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int modifier.

CLASS F=RATURES

The following are class features of the bear warrior.

Weapon and Armor Proficiency: Bear warriors are profi-
cient with all simple and martial weapons. They do not gain any
additional proficiency with armor or shields.

Bear Form (Sp): A bear warrior can transform into a bear
while in a rage, fury, or ki frenzy. At 1st level, a bear warrior can
assume the form of a black bear for the entire duration of one of
his rages each day. This ability is similar to polymorph self, except
that the bear warrior becomes an exceptional bear. His
Strength score increases by +8, his Dexterity score by +2, and
his Constitution score by +4 (these bonuses replace the normal
raging bonuses). He gains temporary hit points from his new
Constitution score as if raging and a +2 natural AC bonus. He
still gains a +2 bonus on Will saves and suffers a —2 penalty to
AC while raging. He can make two claw attacks at his full
normal base attack bonus, each dealing 1d4 points of damage
plus his (new) Strength bonus, and one bite attack at his base
attack bonus —5, dealing 1dé points of damage plus one-half his
(new) Strength bonus. As with polymorph self, his weapons,
armor, and other equipment merge into his bear form, becom-
ing nonfunctional for the duration of the change (except for
items specifically designed to supercede this limitation).

At 4th level, the bear warrior can assume bear form twice
each day (while in a rage, fury, or ki frenzy) and can choose
between black and brown bear forms. In brown bear form, the
bear warrior’s Strength increases by +16, his Dexterity by +2,
and his Constitution by +8. He gains a +5 natural AC bonus, and
becomes size Large (suffering a —1 penalty to AC and attacks).
His claw attacks deal 1d8 points of damage plus his Strength
bonus, and his bite attack deals 2d8 points of damage plus one-
half his Strength bonus. He gains the improved grab excep-
tional ability, which he can use when he hits with a claw attack.
His face becomes 5 feet by 10 feet.

Ref Wwill
Save Save Special

+0 +2 Bear form (black) 1/day
+0 +3

+1 +3 Scent

+1 4 Bear form (brown) 2 [day
+1 +4 Extra raging

+2 +5

+2 +5

+2 +6 Bear form (dire) 3 [day
+3 +6

+3 +7 Extra raging



At 8th level, the bear warrior can assume bear form three times
each day (while in a rage, fury, or ki frenzy) and can choose
between black, brown, and dire bear forms. In dire bear form, the
bear warrior’s Strength increases by +20, his Dexterity by +2, and
his Constitution by +8. He gains a +7 natural AC bonus, and
becomes size Large. His claw attacks deal 2d4 points of damage |
plus his Strength bonus, and his bite attack deals 2d8 points of |
damage plus one-half his Strength bonus. He gains the improved |
grab exceptional ability, which he can use when he hits with a claw
attack. His face becomes 10 feet by 20 feet, and his reach is 10 feet. |||

Scent (Ex): At 3rd level, a bear warrior gains the scent special |18
ability. This allows the character to detect opponents by sense of
smell as a free action, generally within 30 feet. If the opponent is |||}
upwind, the range is 60 feet. If it is downwind, the range is 15
feet. The bear warrior can detect strong scents, such as smoke or
rotting garbage, at twice these ranges. The bear warrior can
detect overpowering scents, such as skunk musk or troglodyte
stench, at three times these ranges. A8

The bear warrior detects another creature’s presence but not {§f
its specific location. Noting the direction of the scent is a move- |/
equivalent action. If he moves within 5 feet of the scent’s
source, the bear warrior can pinpoint that source.

The bear warrior can follow tracks by smell, making a
Wisdom check to find or follow a track. The typical DC for
a fresh trail is 10. The DC increases or decreases depending on
how strong the quarry’s odor is, the number of creatures, and
the age of the trail. For each hour that the trail is cold, the DC
increases by 2. The ability otherwise follows the rules for the
Track feat, Bear warriors tracking by scent ignore the effects of
surface conditions and poor visibility.

Bear warriors can identify familiar odors just as normal
humans do familiar sights, Water, particulm‘ly running water,
ruins a trail.

False, powerful odors can easily mask other scents. The pres-
ence of such an odor completely spoils the ability to properly
detect or identify creatures, and the base Wilderness Lore DC{*
to track becomes 20 rather than 10. 3

Extra Raging: At 5th level, and again at 10th level, the }2
number of times per day that a bear warrior can enter a state of £ |
rage, fury, or ki frenzy increases by one. For example, a 7th-level
barbarian/5th-level bear warrior can rage three times per day,
while a 7th-level barbarian/t0th-level bear warrior can rage
four times per day. If that same character were to advance one
barbarian level, he could rage five times per day.

BLADE DANCER

To blade dancers, the sword is more than a weapon—it is an ally,
a friend, a spirit companion. Viewing combat as art, a deadly
dance, blade dancers are prone to singing in battle, Blade dancers
tap powerful magical energy through a combination of martial
prowess and magical study, gaining phenomenal acrobatic ability
and the ability to enchant their blades in combat.

Most blade dancers are multiclass characters, fighters or
monks and wu jen or (occasionally) shamans, Multiclass rogue
spellcasters can also meet the steep skill requirements. Blade
dancers are not found in Rokugan.

NPC blade dancers often dedicate themselves to hunting
evil spirits and undead. They tend to be eccentric loners, prone
to late-night bouts of singing, dancing, and tumbling (usually
enhanced with strong drink).

Hit Die: ds.




.| TaBLE 3—4: THE BLADE DANCER

REQUIREMENTS
t | To qualify to become a blade dancer, a character must fulfill all
| the following criteria.
~ Alignment: Any lawful.
Base Attack Bonus: +7.
Skills: Jump 12 ranks, Tumble 12 ranks.
Feats: Dodge, Mobility, Spring Attack.
Spells: Able to cast arcane or divine spells.
Special: Proficiency with any sword.

\CLASS SKILLS
|| The blade dancer’s class skills (and the key ability for each skill)
L || are Balance (Dex), Climb (Str), Craft (Int), Escape Artist (Dex)

i

1
i

CLASS FEATURES
The following are class features of the blade dancer.
¥ Weapon and Armor Proficiency: Blade dancers are profi-
. cient with all simple and martial weapons, and with light
- armor. A blade dancer who wears medium or heavy armor, or
carries a medium or heavy load, cannot use any of his special
abilities except for enchanted blade.
Acrobatics (Su): A 1st-level blade dancer gains a +10 compe-
tence bonus on Balance, Jump, and Tumble checks. At 5th level,
this bonus increases to +20, and at 10th level it is +30. In addi-
‘tion, a blade dancer can always choose to take 10 on a Balance,
Jump, or Tumble check, even when circumstances would nor-
mally prevent him from doing so.
Leap of the Clouds (Su): A blade dancer’s jumping distance
(vertical or horizontal) is not limited according to his height.
Fast Movement (Su): A blade dancer moves faster than
normal. A Small blade dancer moves more slowly than a
Medium-size blade dancer, while a ratling moves faster, as
shown on the table below.

Jump (Str), Perform (Cha), Profession (Wis), Ride (Dex), and
Tumble (Dex). See Chapter 4: Skills in the Player’s Handbook for
‘skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

- Blade Dancer ————— Base Speed ———
Level 20 ft. 30 fi. 40 ft.
1st-3rd 40 ft. 60 ft. 80 ft.
4th-6th 45 ft. 70 ft. 95 ft.
7th-9th 55 ft. 80 ft. 105 ft.

10th 60 ft. 90 ft. 120 ft.

Enchanted Blade I (Su): At 2nd level, a blade dancer can
temporarily enchant his blade to achieve a specific effect. The
effect lasts for 1 minute/level, and the blade dancer can create
the effect once per day. The blade dancer can choose from the fol-
lowing special abilities to bestow on his blade: defending,

Class Base Fort Ref will
Level Attack Bonus Save Save Save
Ist +1 +0 +2 +0
2nd +2 +0 +3 +0
3rd +3 +1 +3 +1
4th +4 +1 +4 +1
5th +5 +1 +4 +1
6th +6 +2 +5 +2
7th +7 +2 +5 +2
8th +8 +2 +6 +2
Sth +9 +3 +6 +3
10th +10 +3 +7 +3

Special
Acrobatics (+10), leap of the clouds, fast movement
Enchanted blade |

Ride the wind, fast movement
Acrobatics (+20), acrobatic attack
Enchanted blade

Fast movement

Acrobatics (+30), enchanted blade |11, fast movement

flaming, frost, shock, or ghost touch. A blade dancer can use
this ability even if he is wearing medium or heavy armor.

Ride the Wind (Sp): A blade dancer of 4th level or higher can
use air walk as a spell-like ability once per day.

Acrobatic Attack (Ex): At 5th level, if the blade dancer
attacks by jumping at least 5 feet toward his opponent, jumping
down at least 5 feet onto his opponent or swinging on a rope or
similar object into his opponent, he gains a +2 bonus on attack
and damage rolls. The blade dancer must make a Jump check; if
the result is less than 5 feet, he cannot use this ability on that
attack. If the result is greater than the distance between the blade
dancer and the opponent, the blade dancer can limit the distance
to that between himself and the opponent as a free action.

Enchanted Blade II (Su): At 6th level, a blade dancer can
choose from the following abilities to bestow on his blade: bane
(choose type of creature), disruption, flaming burst, icy burst,
shocking burst, thundering, wounding. Alternatively, he can
add two enchanted blade 1 abilities to his blade, either simulta-
neously or separately.

Enchanted Blade ITI (Su): At 10th level, a blade dancer can
choose from the following abilities to bestow on his blade:
dancing, flying®, passage®, or speed. Alternatively, he can add
three enchanted blade 1 abilities to his blade, either simultane-
ously or separately. (*See Chapter 8: Magic Items for these new
weapon special abilities.)

SUNUCH WARLOCK

In some lands of Oriental Adventures, eunuchs are the power
behind the throne of a decadent, corrupt emperor. Eunuchs
serve as spies, couriers, and informants, while eunuch warlocks
are the elite leaders of this group of the emperor’s most loyal
minions. In some cases, provincial governors even report
directly to one or more eunuchs, not to the emperor himself.

Eunuch warlocks must be arcane spellcasters of significant
ability, and they are often sorcerers rather than wu jen. Many
eunuch warlocks are multiclass rogue/sorcerers or
fighter/sorcerers, though they generally have no more than a
few levels of a nonspellcasting class. Eunuch warlocks are not
found in Rokugan.

NPC eunuch warlocks are feared and respected, command-
ing significant power in the emperor’s court. The highest-rank-
ing members issue commands with the voice and authority of
the emperor himself.

Hit Die: de,

SQUIREM=ENTS
To qualify to become a eunuch warlock, a character must fulfill
all the following criteria.




TaBLE 3-5: THE EUNUCH WARLOCK

Class Base Fort Ref
Level Attack Bonus Save Save
1st +0 +0 +0
2nd +1 +0 +0
3rd +1 +1 +1
4th +2 +1 +1
Sth +2 +1 +1
6th +3 +2 +2
7th +3 +2 +2
8th +4 +2 +2
9th +4 +3 +3
10th +5 +3 +3

Gender: Male.
Alignment: Any evil.

Feats: Spell Focus.

Spells: Able to cast 5th-level arcane spells.

Special: The character must be a eunuch member in the
emperor’s service. While this service is often inflicted as a pun-
ishment, many volunteer for the procedure because of the
power eunuchs hold in some societies,

CLASS SKILLS

The eunuch warlock’s class skills (and the key ability for each
skill) are Alchemy (Int), Bluff (Cha), Concentration (Con),
Craft (Int), Diplomacy (Cha), Disguise (Cha), Forgery (Int),
Gather Information (Cha), Knowledge (arcana), Profession
(Wis), Scry (Int, exclusive skill), and Spellcraft (Int). See Chap-
ter 4; Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier,

CLASS FEATURES

The following are class features of the eunuch warlock.

Weapon and Armor Proficiency: Eunuch warlocks are
proficient with all simple weapons. They are not proficient
with any type of armor or shields. Armor of any type interferes
with a eunuch warlock's arcane gestures, which can cause his
spells to fail (if those spells have somatic components).

Bonus Spells: Similar to bonus spells for high ability scores,
for each level of eunuch warlock that a spellcasting character
attains, he gains bonus spells to the number of arcane spells per
day he normally casts. These bonus spells can be added to what-
ever levels of spells the eunuch warlock can currently cast, but
no more than one can be added to the character’s highest current
spell level. Example: Wieh Wan is a 9th-level wu jen who takes
one level in eunuch warlock. He can give himself one bonus 5th-
level spell (his highest as a 9th-level wu jen), and one bonus spell
in one other level, 0 through 4th.

If a eunuch warlock has two arcane spellcasting classes
already, he must choose which previous spellcasting class gains
the bonus. For example, Tuangi is a 10th-level sorcerer/9th-level
wu jen, with one level of eunuch warlock. Conceivably, Tuangi
could have a bonus sth-level wu jen spell and a bonus 5th-level
sorcerer spell, or he could put both bonus spells in either sor-
cerer or wu jen, but then only one of them could be 5th level.
Bonus spells cannot be added to a divine spellcasting class.

Once a eunuch warlock has chosen how to apply his bonus
spells, they cannot be shifted.

Greater Spell Focus (Ex): A eunuch warlock adds +4 to the
DC for saving throws against spells in all schools for which he
has the Spell Focus feat, instead of the normal +2 bonus granted
by that feat. In addition, the eunuch warlock gains a +2 bonus
on caster level checks to beat a creature’s spell resistance with

will Bonus

Save Special Spells
+2 Greater spell focus 2
+3 1st mighty spell 3
+3 Leadership 2
+4 2nd mighty spell 3
+4 New spell level 2
+5 3rd mighty spell 3
+5 2
+6 4th mighty spell 3
+6 2
+7 5th mighty spell, new spell level 3

spells from those schools. This additional bonus stacks with |
the Spell Penetration feat.

This benefit applies even to schools for which the character “r
gains the Spell Focus feat after becoming a eunuch warlock. For |11
example, if Wieh Wan has Spell Focus (Evocation) when he
becomes a eunuch warlock, the save DC for his evocation spells §
increases by +4 instead of by +2. If he learns Spell Focus (Illu- |
sion) when he reaches 12th level, the save DC for his illusion
spells also increases by +4.

Mighty Spells (Ex): At 2nd level, and at every even level
thereafter, a eunuch warlock can designate one spell he knows
that becomes modified as though affected by the Empower
Spell feat. The spell’s level does not change, and once the spell
is chosen it cannot be changed.

At 8th level, when he chooses his fourth mighty spell, the
eunuch warlock can also designate one previously chosen mighty
spell that becomes permanently affected by the Maximize Spell
feat. This replaces the Empower Spell effect, rather than stacking
with it. At 10th level, in addition to choosing his fifth mighty
spell, the eunuch warlock can choose a second maximized spell.
Thus, a 10th-level eunuch warlock knows three spells that are per-
manently empowered, and two that are permanently maximized.

Leadership: At 3rd level, a eunuch warlock gains the Leader-
ship feat for free. Eunuch warlocks typically have units of sol-
diers at their command. If the eunuch warlock already has the
Leadership feat, he gain a permanent +2 bonus on his Leader-
ship score for purposes of determining followers, but not
cohorts. (Typically, this bonus only negates the —2 penalty the
character suffers for a reputation of cruelty.)

New Spell Level: When a eunuch warlock reaches sth
level, and again when he reaches 10th level, he gains the abil-
ity to cast spells of one level higher than he was previously
able to cast. Initially, he can cast 0 spells of this level, but
bonus spells (from a high ability score or his eunuch warlock |
bonus spells) can increase this number. Examp|e: Wieh Wan/
is a 9th-level wu jen/4th-level eunuch warlock. When he
reaches 5th level as a eunuch warlock, he gains the ability to
cast 6th-level wu jen spells. He must allocate one of his bonus
spells to 6th level in order to cast any 6th-level spells, unless
his Intelligence is high enough (22 or higher) to give him a
bonus eth-level spell.

=NSHIN MYSTIC
©©
®®®

Henshin mystics are members of a monastic
order that teaches what they consider a great
mystery of the universe: that humanity is capa-

Their training and discipline is aimed

ble of a transformation (henshin) into divinity. {78



toward the ultimate perfection not only of themselves, but of
all humanity. They believe this perfection is the future of the
world and of humanity, and this belief fills them with a hope-
ful peace.

Most henshin mystics train as monks. Some begin their
careers as shugenjas or other spellcasters, but they abandon this
course once beginning the path of the mystic. In Rokugan,
they are drawn exclusively from the Phoenix clan, where they
are trained in the Asako school.

Many NPC henshin mystics wander the Empire, serving as
guides and helpers along humanity’s path. They are expected
to show people how to act, how to treat each other, and how to
believe, in hope that they may achieve reincarnation in a more

. enlightened form that will allow them to attain divinity. They
never reveal their true intentions to the world, however,
instead moving among the masses of humanity, offering what
 help and advice they can. These wandering henshin mystics
oy are called michizure (“traveling companions”).

Hit Die: ds.

R=ZQUIRZM=ENTS
To qualify to become a henshin mystic, a character must fulfill
all the following criteria.

Alignment: Any lawful.

Base Attack Bonus: +7.

Skills: Knowledge (arcana) 6 ranks, Knowledge (religion)
% 13 ranks,
Special: Purity of body class ability,

CLASS SKILLS

The henshin mystic’s class skills (and the key ability for each
1 skill) are Balance (Dex), Climb (Str), Concentration (Con),
Craft (Int), Diplomacy (Cha), Escape Artist (Dex), Heal
(Wis), Jump (Str), Knowledge (all skills, taken individually)
" (Int), Listen (Wis), Perform (Cha), Profession (Wis), Scry
(Int, exclusive skill), Spellcraft (Int), Swim (Str), and Tumble
(Dex). See Chapter 4: Skills in the Player's Handbook for skill
descriptions.
Skill Points at Each Level: 4 + Int modifier.

LASS FEATURES
The following are class features of the henshin mystic.
Weapon and Armor Proficiency: Henshin mystics gain no
additional weapon or armor proficiency. They suffer the same
penalties for wearing armor that monks do.
Monk Abilities: A henshin mystic has the unarmed damage,
AC bonus, and speed of a monk with as many levels as his
mystic levels plus his monk levels (if any).

TABLE 3—6: THE HENSHIN MySTIC

Base Fort Ref

Attack Bonus Save Save
+0 +2 +2
+1 +3 +3
+2 +3 43
+3 +4 +4
+3 +4 +4
+4 +5 +5
+5 +5 +5
+6 +6 +6
+6 +6 +6
+7 +7 +7

Add the henshin mystic's base attack bonus derived from
monk levels to that derived from henshin mystic levels and
consult Table 3—1: Multiple Unarmed Attacks.

Riddle of Awareness (Sp): A 1st-level henshin mystic can use
scrying as a spell-like ability once per day, with a caster level
equal to his henshin mystic level. The character must enter a
meditative trance for the entire casting time and duration of
the spell, but requires no material component or focus item.,

In addition, the henshin mystic gains a +4 insight bonus on
all Listen, Scry, Search, and Spot checks.

Blind-Fight: A 2nd-level henshin mystic gains the Blind-
Fight feat.

Diamond Body (Su): At 2nd level, a henshin mystic is in
such control of his own metabolism that he gains immunity to
poison of all kinds.

Happo Zanshin (Ex): A 3rd-level henshin mystic has a
preternatural awareness of danger and can no longer be
flanked; he can react to opponents on opposite sides of him
as easily as he can react to a single attacker. This defense
denies a rogue the ability to use a flank attack to sneak attack
the mystic. The exception to this defense is that a rogue at
least four levels higher than the mystic can flank him (and
thus sneak artack him). This ability does not stack with any
other uncanny dodge ability, such as that gained from the
barbarian or rogue classes.

Root the Mountain (Su): Once per day, a henshin mystic of
4th level or higher can make himself unmovable. He automati-
cally wins an opposed Strength check when an opponent
attempts to bull rush him. A creature with the improved grab
ability must move into the mystic’s space to grapple him, since
it cannot pull the mystic into its space. No spell or other effect
can force the mystic to move. If he becomes frightened or pan-
icked, he suffers the full effect of the fear but does not run
away. He cannot move, even to make a 5-foot step, while this
ability is in effect. Root the mountain lasts for 1 round per level,
but the mystic can end it at any time.

Riddle of Interaction (Sp): A 4th-level henshin mystic can
use charm monster as a spell-like ability three times per day,
with a caster level equal to his henshin mystic level and a
saving throw DC equal to 14 + his Charisma modifier. In
addition, the henshin mystic gains a +4 insight bonus on all
Bluff, Diplomacy, Gather Information, Intimidate, and Sense
Motive checks.

Ki Strike (Su): At 4th level, a henshin mystic’s unarmed
attack is empowered with ki. The unarmed strike damage
from such an attack can deal damage to a creature with
damage reduction as if the blow were made with a weapon
with a +1 enhancement bonus. At 8th level, a mystic's
unarmed strike can deal damage against creatures with
damage reduction as if it were made with a weapon with a +2

will

Save Special

+2 Monk abilities, riddle of awareness
+3 Blind-Fight, diamond body

+3 Happo zanshin, root the mountain
+4 Riddle of interaction, ki strike (+1)
+4 Touch of fire

+5 Blindsight, hitsu-do

+5 Riddle of flame

+6 Timeless body, ki strike (+2)

+6 Walk through the mountains

+7 Riddle of invulnerability



enhancement bonus, This ability stacks with a monk’s ki
strike ability, so a 10th-level monk/8th-level mystic has ki
strike (+3).

Touch of Fire (Sp): A henshin mystic of sth level or higher can
use heat metal as a spell-like ability three times per day, with a
caster level equal to his henshin mystic level.

Blindsight (Ex): At 6th level, a henshin mystic gains the
ability to perfectly sense his surroundings without relying on
sight. This ability makes invisibility and darkness (even magi-
cal darkness) irrelevant to the mystic (though he still can't
detect ethereal creatures). This ability operates out to a range of
30 feet. The mystic cannot distinguish color or visual contrast
with blindsight, and thus cannot read. When using blindsight
(and not regular vision), the mystic is unaffected by gaze
attacks and is not hampered by blindness. Deafness or silence
does not hamper the mystic's blindsight, since it relies on
extraordinary senses, not on sound.

Hitsu-Do (Su): A 6th-level mystic gains the ability to cause
his hands, eyes, and weapons to light up with flame once per
day, for a duration of 2 rounds per mystic level. Each of the
mystic's melee attacks deals an extra 1dé points of damage per
attack. The mystic can extinguish the flames before the expira-
tion of the effect’s duration, but cannot then use the power
again that day.

Riddle of Flame (Sp): A henshin mystic of 7th level or higher
can use fire shield as a spell-like ability once per day, with a
caster level equal to his henshin mystic level. In addition to
the defensive benefits of the spell, the mystic's unarmed
attacks deal additional cold damage (if the fire shield protects
against fire-based attacks) or fire damage (if the fire shield pro-
tects against cold-based atracks) equal to 1d6 points +1 point
per level of the mystic. This extra damage does not stack with
the hitsu-do ability.

Timeless Body (Ex): After attaining 8th level, a henshin
mystic no longer suffers ability penalties for aging and cannot
be magically aged. (Any penalties he may already have suffered
remain in place.) Bonuses still accrue, and the mystic still dies
of old age when his time is up.

Walk through the Mountains (Su): At 9th level or higher,
a henshin mystic can assume an ethereal state for 2 rounds per
level per day, as per the spell etherealness, The mystic may go
ethereal on a number of different occasions during any single
day as long as the total number of rounds spent ethereal does
not exceed twice his level.

Riddle of Invulnerability (Su): A 10th-level henshin
mystic gains damage reduction of 20/+1. This means that the
mystic ignores (instantly regenerates) the first 20 points of
damage from any attack unless the damage is dealt by a weapon
with a +1 enhancement bonus (or better), by a spell, or by a
form of energy (acid, cold, electricity, fire, sonic).

TABLE 3—7: THE laljuTsu MASTER

Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +0 +2
2nd +2 +0 +3
3rd +3 +1 +3
4th +4 +1 +4
5th +5 +1 +4
6th +6 +2 +5
7th +7 +2 +5
8th +8 +2 +6
9th +9 +3 +6
10th +10 +3 +7

IRITUTSV MASTER

REQUIREMN=NTS

CLASS SKILLS

CLASS F=ATURE=S

laijutsu is the martial art of drawing a weapon
(almost always a katana) and attacking with it in
the same fluid motion. It is the foundation of

@Q@ some forms of dueling in Oriental Adventures (see
Taijutsu Duels in Chapter 6: Combat), and its mas-
ters are feared and respected throughout Rokugan and other |
lands where iaijutsu is practiced. laijutsu masters harness their ki ||
energy to strike with blinding speed and devastating power. ||
laijutsu masters are almost always members of the samurai
character class. In Rokugan, they are drawn exclusively from [/
the Crane clan, where they are trained in the Kakira school. il
NPC iaijutsu masters serve as sensei to the finest samurai in |
the Empire.
Hit Die: d10.

To qualify to become an iaijutsu master, a character must fulfill
all the following criteria.

Alignment: Any lawful.

Base Attack Bonus: +6.

Skills: laijutsu Focus 9 ranks.

Feats: Improved Initiative, Quick Draw, Weapon Focus (katana).

The iaijutsu master’s class skills (and the key ability for each skill)

are Balance (Dex), Climb (Str), Craft (Int), Diplomacy (Cha), Escape

Artist (Dex), laijutsu Focus (Cha), Jump (Str), Perform (Cha), Pro-

fession (Wis), Ride (Dex), Sense Motive (Wis), and Tumble (Dex).

See Chapter 4: Skills in the Player’s Handbook for skill descriptions.

The Taijutsu Focus skill is described in Chapter 4 of this book.
Skill Points at Each Level: 4 + Int modifier.

The following are class features of the iaijutsu master.

Weapon and Armor Proficiency: laijutsu masters are pro-
ficient with all simple and martial weapons. laijutsu masters do
not gain any proficiency with armor or shields, though most E
have such proficiency from the samurai class.

Weapon Finesse (Ex): At tst level, an faijutsu master may
use her Dexterity modifier instead of her Strength modifier on
attack rolls with her katana. This works like the Weapon
Finesse feat, except that it applies to the katana, a weapon to _§
which the feat cannot normally be applied.

Canny Defense (Ex): When not wearing armor, iaijutsu’
masters add their Intelligence bonus to their Dexterity bonus
to modify Armor Class while wielding a katana. As with normal

will

Save Special

+0 Weapon finesse, canny defense
+0 Lightning blade

+1
+1 Bonus feat

+1 Strike from the Void
+2

+2
+2 One strike, two cuts
+3 Bonus feat

+3 Strike with no thought



Dexterity AC modifications, positive modifiers are lost when
the iaijutsu master is caught flar-footed.

Lightning Blade (Ex): An iaijutsu master of 2nd level or
higher adds her Charisma modifier to her initiative checks, as
well as her Dexterity modifier.

Bonus Feats: At 4th level, then again at 9th level, the iai-
jutsu master gets a bonus feat in addition to her normal feat
progression. These bonus feats must be drawn from the follow-
ing list: Dodge (Mobility, Spring Artack), Expertise (Improved
| Disarm, Improved Trip, Whirlwind Attack), Skill Focus (lai-
jutsu Focus), Toughness.

Strike from the Void (Ex): An iaijutsu master of 5th level or
higher adds her Charisma modifier to each extra damage die
gained from using the laijutsu Focus skill.

One Strike, Two Cuts (Ex): At 8th level and above, an iai-
jutsu master can make two attacks with a katana as a standard
action. This means she can strike twice and move in the same
round, or attack twice in the strike phase of an iaijutsu duel.

Strike with No Thought (Ex): If an iaijutsu master of 10th
level begins combat (not an iaijutsu duel) within melee range
of an opponent, she gains a free surprise round, even though
her opponents are aware of her presence. The only action the
. iaijutsu master can take in this surprise round is an attack
action using a katana. For example, if the iaijutsu master Kakita
Timoshiko and Bayushi Koro are standing on the street hurling
insults at each other and the situation erupts into combat,
Timoshiko can attack with his katana before Koro even rolls
initiative, catching his opponent flat-footed.

This ability reflects the iaijutsu master’s ability to apply the prin-
ciples of the iaijutsu duel in normal melee combat. It does not give
the iaijutsu master any additional benefit within an iaijutsu duel.

{ISHI CHARGE=R

Kishi chargers are cavalry soldiers trained to
@ make the greatest possible use of a horse’s speed
@ @ and a rider’s agility. Kishi chargers share a
@ special bond with their mounts—though not to
the extent that battle maidens do—and are

capable of truly devastating attacks when charging,

Kishi chargers tend to come from the samurai and barbarian
character classes. In Rokugan, they are drawn exclusively from
the Unicorn clan, where they are trained in the Shinjo school.

NPC kishi chargers like to seek out new places and experi-
ences, and their penchant for exploration makes them especially
suited for scouting and hunting. They do not like to be contained
and would rather sleep under the stars than in a tent or a castle.

Hit Die: d10.

ABLE 3—8: THE KisHI CHARGER

Base Fort Ref

Attack Bonus Save Save
+1 +2 +0
+2 +3 +0
+3 +3 +1
+4 +4 +1
+5 +4 +1
+6 +5 +2
+7 +5 +2
+8 +6 +2
+9 +6 +3
+10 +7 +3

REQUIRZM=ENTS
To qualify to become a kishi charger, a character must fulfill all
the following criteria.
Base Attack Bonus: +6.
Skills: Ride 9 ranks.
Feats: Mounted Combat, Ride-by Attack, Spirited Charge.
Weapon Proficiency: Lance (uma-yari).

CLASS SKILLS
The kishi charger’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha), laijutsu
Focus (Cha), Intimidate (Cha), Intuit Direction (Wis), Jump
(Str), Listen (Wis), Perform (Cha), Profession (Wis), Ride (Dex),
Sense Motive (Wis), Spellcraft (Int), Swim (Str), and Wilder-
ness Lore (Wis). See Chapter 4: Skills in the Player's Handbook
for skill descriptions. The Iaijutsu Focus skill is described in
Chapter 4 of this book.
Skill Points at Each Level: 4 + Int modifier.

CLASS F=ATURES

The following are class features of the kishi charger.

Weapon and Armor Proficiency: Kishi chargers are profi-
cient with all simple and martial weapons and with light and
medium armor.

Ride Bonus (Ex): A kishi charger gains a competence bonus
on all Ride checks. The bonus is +2 at 1st level and increases by
+2 every three levels thereafter (+4 at 4th level, +6 at 7th level,
and +8 at 10th level).

Expertise: At 1st level, a kishi charger learns the “Shinjo
parry,” giving him the Expertise feat for free, even if he doesn't
have the prerequisite Intelligence score.

Deadly Charge (Ex): When mounted and using the charge
action, a kishi charger of 2nd level or higher deals triple
damage with a melee weapon (or quadruple damage with a
lance), up to the number of times per day indicated. This ability
supersedes the Spirited Charge feat.

Burst of Speed (Ex): At 3rd level, the kishi charger can urge
his mount to greater than normal speeds. This ability doubles
the distance of the mount’s normal charge movement. This abil-
ity can be used once per day without penalty to the mount.
Each additional use of the ability in a single day requires the
mount to make a Will save (DC 20) immediately after the con-
clusion of the additional charge; failure results in the mount
taking 2dé points of damage.

One Spirit (Su): A kishi charger of 5th level or higher has
a spiritual bond with his mount. Once per day, while
mounted, the kishi charger can make any one attack roll,
saving throw, or skill check using his Ride skill modifier in
place of all other modifiers. For example, he could roll a melee

will
Save Special

+0 Ride bonus +2, Expertise

+0 Deadly charge 1/day

+1 Burst of speed

+1 Deadly charge 2/day, Ride bonus +4
+1 One spirit

+2 Deadly charge 3/day, full mounted attack
+2 Ride bonus +6

+2 Deadly charge 4/day

+3 Dancing with the Fortunes

+3 Deadly charge 5/day, Ride bonus +8



attack roll using only his Ride skill modifier instead of his
total attack bonus (including Strength modifier, weapon
enhancement bonus, Weapon Focus bonus, and all other
bonuses to the attack roll).

Full Mounted Attack (Ex): At 6th level, a kishi charger
gains the ability to make a full attack from horseback, even if
his mount has moved more than 5 feet in the round.

Dancing with the Fortunes (Su): A kishi charger of oth
level or higher can, once per day, reroll one roll he has just
made. He must take the result of the reroll, even if it's worse
than the original roll.

NINJTA S?Y

Ninja spies are perhaps the most enigmatic and
mysterious class of Oriental Adventures. While
some ninja are little more than assassins (and

®®@ may adopt the assassin prestige class from the

DUNGEON MASTER's Guide), true ninja spies are
masters of exotic weapons, tools of stealth, and strange ki
powers. Ninja spies are members of a secretive ninja clan, the
head of which holds absolute authority over the ninja’s life and
death. They are sworn to secrecy to protect the identities of
their clan members and must never reveal that they are ninja.
Despite their inclination to evil, ninja believe strongly in a code
of honor, and risk offending their family (and earning a death
sentence) if they break that code of honor.

Most ninja spies are rogues, and the skill requirements of the
class practically demand that any would-be ninja have at least a
few levels in the rogue class. Some ninja have a magical back-
ground. In Rokugan, ninja are the stuff of legends. Some refuse
to believe they exist. Ninja train in the Shosuro school of the
Scorpion clan, though other, mysterious ninja may operate in
the Empire as well.

NPC ninja are often a mysterious force acting in opposition
to the plans and goals of player characters. The objectives of a
ninja clan are often inscrutable, but they rarely coincide with
those of a group of heroes.

Hit Die: dé.

ZQUIRERNENTS
To qualify as a ninja spy, a character must fulfill all the follow-
ing criteria:

Alignment: Any nonchaotic, nongood.

Skills: Bluff 10 ranks, Disguise 7 ranks, Hide 7 ranks,
Tumble 7 ranks.

Feats: Dodge.

Special: Evasion class ability

TaBLE 3-9: THE NiINjA Spy

Class Base Fort Ref will
Level Attack Bonus Save Save Save
1st +0 +2 +2 +2
2nd +1 +3 +3 +3
3rd +2 +3 +3 +3
4th +3 +4 +4 +4
5th +3 -4 +4 +4
6th +4 +5 +5 +5
7th +5 +5 +5 +5
8th +6 +6 +6 +6
9th +6 +6 +6 +6
10th +7 +7 +7 +7

CLASS SKILLS

CLASS F=ATURE=S

The ninja spy’s class skills (and the key ability for each skill) are:
Balance (Dex), Bluff (Cha), Climb (Str), Diplomacy (Cha), Disable
Device (Int), Disguise (Cha), Escape Artist (Dex), Gather Infor-
mation (Cha), Hide (Dex), Innuendo (Cha), Intimidate (Cha),
Jump (Str), Listen (Wis), Move Silently (Dec), Open Locks (Dex),
Pick Pockets (Dex), Sense Motive (Wis), Spot (Wis), and Tumble
(Dex). See the Player's Handbook, Chaprter 4, for skill descriptions.
Skill Points at each level: 6 + Int modifier.

The following are class features of the ninja spy.

Weapon and Armor Proficiency: Ninja spies gain no addi- :
tional weapon or armor proficiency. However, they gain profi- i
ciency in certain exotic weapons as they advance in level. A |
ninja spy who wears medium or heavy armor cannot use the |}
following special class features: slow fall, evasion, acrobatics, §
water walk, and abundant step.

Exotic Weapon: At 1st level, and again at 3rd level, 6th level, |3
and 9th level, a ninja spy gains a free Exotic Weapon Profi-
ciency. This proficiency must be chosen with one of the follow-
ing weapons: blowgun, chain, chijiriki, fukimi-bari, hand cross-
bow, kusari-gama, nekode, ninja-to, shikomi-zue, shuriken,
spiked chain, or war fan.

Ki Breath (Ex): A ninja spy learns to focus his ki to increase
his ability to hold his breath. A ninja adds his ninja level to his
Constitution check roll to continue holding his breath (see The
Drowning Rule in the DungEON MasTER's Guide).

Poison Use: Ninja spies are trained in the use of poison and
never risk accidentally poisoning themselves when applying
poison to a blade.

Slow Fall (Ex): At 2nd level, a ninja spy within arm’s reach of
a wall can use the wall to slow his descent. The ninja takes
damage as if the fall were 20 feet shorter than it actually is. His
ability to slow his fall (that is, to reduce the effective height o
the fall when next to a wall) improves with his level until, at 6th'
level, the ninja can use a nearby wall to slow his descent and fall
up to 50 feet without harm.

Improved Evasion (Ex): At 2nd level and above, a ninjaspy 8
can avoid even magical and unusual attacks with great agility. If
the ninja makes a successful Reflex saving throw against an
attack that normally deals half damage on a successful save, he
instead takes no damage. Even if he fails his saving throw, he
takes only half damage from the attack. The ninja can only use
improved evasion if he is wearing light armor or no armor.

Sneak Attack (Ex): If a ninja spy can catch an opponent / !
when she is unable to defend herself effectively from his attack,’
he can strike a vital spot for extra damage. Any time the ninja’s
target would be denied her Dexterity bonus to AC (whether she

Special

Exotic weapon, ki breath, poison use
Slow fall (20 ft.), improved evasion, sneak attack +1d6
Exotic weapon, acrobatics (+10), leap of the clouds
Slow fall (30 ft.), hide in plain sight
Water walk, sneak attack +2d6
Exotic weapon, slow fall (50 ft.)
Thousand faces, acrobatics (+20)
Poison immunity, sneak attack +3d6
Exotic weapon, slippery mind
Abundant step
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actually has a Dexterity bonus or not), or when the ninja flanks
the target, the ninja’s attack deals extra damage. The extra
damage is +1d6 at 2nd level and an additional 1dé every three
levels thereafter. This extra damage stacks with any extra sneak
attack damage the character already deals. Thus, a 7th-level
rogue/5th-level ninja deals +6d6 damage with a sneak attack:
+4dé6 from his rogue levels and +2dé from his ninja levels.

Should the ninja score a critical hit with a sneak attack, this
extra damage is not multiplied. Ranged attacks can only count
as sneak attacks if the target is within 30 feet. With a sap
(blackjack) or unarmed strike, the ninja can make a sneak
artack that deals subdual damage instead of normal damage.
He cannot use a weapon that deals normal damage to deal sub-
dual damage in a sneak attack, not even with the usual —4
penalty, because he must make optimal use of his weapon in
order to execute a sneak attack.

A ninja spy can only sneak attack living creatures with dis-
cernible anatomies—undead, constructs, oozes, plants, and
incorporeal creatures lack vital areas to attack. Additionally, any
creature that is immune to critical hits is also not vulnerable to
sneak attacks, Also, the ninja must be able to see the target well
enough to pick out a vital spot and must be able to reach a viral
spot. The ninja cannot sneak attack while striking a creature
with concealment or striking the limbs of a creature whose
vitals are beyond reach.

Acrobatics (Su): A 3rd-level ninja spy gainsa +10 competence
bonus on Balance, Climb, Jump, and Tumble checks. At 7th level,

! this bonus increases to +20,
In addition, a ninja can
always choose to take 10
on a Balance, Climb,

| Jump, or Tumble check,
even when circumstances
would normally prevent
vhim from doing so.

Leap of the Clouds
(Su): A 3rd-level ninja
spy's jumping distance
(vertical or horizontal) is
not limited according to
his height.

Hide in Plain Sight
(Su): A 4th-level ninja
spy can use the Hide
skill even while being
observed. As long as he is
within 10 feet of some
sort of shadow, a ninja
spy can hide himself from
view in the open without
anything to actually hide
behind. A ninja spy can-
not, however, hide in
his own shadow.

¢ Water Walk (Su): A
ninja spy of 5th level or
T higher can use water
walk to walk on any
liquid as if it were firm
ground. The ninja must con-
centrate (as a standard action)

to perform this ability, and i
thus can only rake a single
move or move-equivalent action

each round while water walking. The effect lasts for 1 round
per ninja level,

Thousand Faces (Su): At 7th level, a ninja spy gains the abil-
ity to change his appearance at will, as if using the spell alter self.

Poison Immunity (Su): A ninja spy of 8th level or higher is
immune to all poisons.

Slippery Mind (Ex): At 9th level, a ninja spy gains the abil-
ity to wriggle free from magical effects that would otherwise
control or compel him. 1f a ninja with slippery mind is affected
by a spell and fails his saving throw, he can attempt his saving
throw again in the next round. He only gets this one extra
chance to succeed at his saving throw.

Abundant Step (Sp): A ninja spy of 10th level can slip magi-
cally between spaces, as per the spell dimension door, once per
day. The ninja's effective caster level is 5th.

SHADOW SCOVT

The camouflage of a tiger, the stamina of a horse, the eyes of
an eagle: these are the ingredients of the shadow scouts, elite
spies, trackers, and runners. Shadow scouts are trained to blend
into their surroundings, to observe and remember the smallest
details about an opposing force, and to run like the wind to
bring a report back alive.

While some shadow
scouts come from the
samurai character class,

®®@ many begin their careers
as rangers. In Rokugan,

they are drawn exclusively from the
Crab clan, where they are trained in
the Hiruma school and sent to
scout the Shadowlands.

NPC shadow scouts are often
attached to large armies or in the
service of powerful warlords or
emperors. They are usually found
near dangerous lands—demon-
infested mountains, haunted forests,
or enemy lines.

Hit Die: d10.

REQUIREZMN=NTS
To qualify to become a shadow
scout, a character must fulfill all the
following criteria.

Alignment: Any nonevil.

Base Attack Bonus: +4.

Skills: Hide 9 ranks, Move
Silently 9 ranks, Spot § ranks.
Feats: Run, Track.

CLASS SKILLS

The shadow scout’s class skills
(and the key ability for each skill)
are Climb (Str), Craft (Int), Hide
(Dex), Intuit Direction (Wis), Jump
(Str), Knowledge (nature) (Int),
Knowledge (Shadowlands) (Int),
Listen (Wis), Move Silently (Dex),
Profession (Wis), Ride (Dex),
Search (Int), Spot (Wis), Use Rope



TasLE 3—10: THE SHADOW ScouT

Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 43 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
7th +7 +5 +2
8th +8 +6 +2
9th +9 +6 +3
10th +10 +7 +3

(Dex), and Wilderness Lore (Wis). See Chapter 4: Skills in the
Player's Handbook for skill descriptions. The Knowledge
(Shadowlands) skill is only appropriate in Rokugan.

Skill Points at Each Level: 4 + Int modifier.

CLASS F=ATURES

The following are class features of the shadow scout.

Weapon and Armor Proficiency: Shadow scouts are profi-
cient with all simple and martial weapons and with light armor.

Favored Enemy: At 1st level, a shadow scout may select a
type of creature (such as giants, goblinoids, undead, oni) as a
favored enemy. A shadow scout may select another human
clan as his favored enemy. Due to his extensive study of his
foes and training in the proper techniques for combating
them, the scout gains a +1 bonus on Bluff, Listen, Sense
Motive, Spot, and Wilderness Lore checks when using these
skills against this type of creature. Likewise, he gets the
same bonus on weapon damage rolls against creatures of this
type. The shadow scout also gets the damage bonus with
ranged weapons, but only against targets within 30 feet. The
bonus doesn't apply to damage against creatures that are
immune to critical hits. At 4th level and at every three levels
thereafter (4th, 7th, and 10th level), the bonus goes up by +1.
Table 4-14 in the Player’s Handbook lists possible categories
for a favored enemy.

If a shadow scout already has a favored enemy, he may select
anew favored enemy, and the bonus associated with every pre-
viously selected favored enemy goes up by +1. The bonus for
previously selected enemies increases every time the new
bonus goes up. For example, a 6th-level ranger/sth-level
shadow scout will have three favored enemies, with bonuses of
+4, 43, and +2.

Fast Movement: The shadow scout has a speed faster
than the norm for his race by +10 feet when wearing no
armor, light armor, or medium armor (and not carrying a
heavy load).

Evasion (Ex): At 2nd level and above, a shadow scout can
avoid even magical and unusual attacks with great agility. If the
scout makes a successful Reflex saving throw against an attack
that normally deals half damage on a successful save, he instead
takes no damage. The shadow scout can only use evasion if he is
wearing light armor or no armor.

Detect Enemy (Sp): At 3rd level, a shadow scout gains the
ability to detect the presence of his favored enemy. The abil-
ity is similar to the detect evil spell in range, area, and dura-
tion. In the first round of concentration, the shadow scout
can ascertain the presence or absence of his favored enemy
within the area. In the second round, the shadow scout can
determine the number of creatures in the area and the power
of the strongest one (as per the detect evil spell). In the third
round, the shadow scout can determine the strength and

REQUIREME=NTS

Wwill
Save Special
+0 Favored enemy +1, fast movement
+0 Evasion
+1 Detect enemy
+1 Favored enemy +2
+1
+2 Memory
+2 Favored enemy +3
+2 Freeze
+3 Smite enemy
+3 Favored enemy +4

location of each creature. If the shadow scout has more than
one favored enemy, he can detect any of them, and on the )
second round he can determine what kind of creature is in |8
the area. |

Memory: At 6th level, a shadow scout’s memory is greatly |
enhanced. He can hold in his mind an image he has seen or up {
to 1 minute of speech, and can describe the details or repeat the ||
words (even if he does not speak the language) as if he were still
present. The shadow scout can only hold one image or sound in
his mind at a time.

Freeze (Su): By keeping completely still while using the
Hide skill, a shadow scout of 8th level or higher can vanish into
his surroundings. He gains a +15 bonus on his Hide check. The
shadow scout can use this ability three times per day.

Smite Enemy (Su): A 9th-level shadow scout gains the
ability to smite his favored enemy once per day. He adds his
Intelligence modifier (if positive) to his attack roll and deals 1
extra point of damage per level. This damage bonus stacks
with his favored enemy bonus. If the shadow scout has more
than one favored enemy, he can smite any of them, but can
still use the ability only once per day.

SHAPESHIFT=R

The lands of Oriental Adventures are full of shapechangers: ani-
mals who take the shape of humans (hengeyokai), fiends and
spirits in human guise, and sorcerers who take animal form.
Shapeshifters are masters of these transforming powers, whose
natural forms eventually become as fluid as water.

Shapeshifters must already have some means of changing
their form before learning to master that change. Some shape-
shifters are spellcasters (wu jen, sorcerers, or shamans) who
first learn polymorph self and then move on to greater mastery. /
Others are hengeyokai, lycanthropes, rakshasas, ogre mages, or
other creatures with natural shapechanging ability. A very few
high-level ninja (with their thousand faces supernatural ability)
manage to acquire at least a few levels of shapeshifter. Shape-
shifters are not found in Rokugan.

NPC shapeshifters are often loners, haunting the wilder-
ness in animal form. Others live in the midst of civilized soci-
ety, using their abilities to become spies, thieves, or even
assassins.

Hit Die: d8.

To qualify to become a shapeshifter, a character must fulfill all
the following criteria.

Base Attack Bonus: +3.

Skills: Concentration 10 ranks.



Special: Alternate Form—Must either know polymorph self
or have a natural alternate form, alter self, polymorph self, or
shapechange ability.

CLASS SKILLS
| The shapeshifter’s class skills (and the key ability for each skill)
are Animal Empathy (Cha, exclusive skill), Concentration
(Con), Craft (Int), Diplomacy (Cha), Handle Animal (Cha),
Intuit Direction (Wis), Knowledge (nature) (Int), Profession
(Wis), Scry (Int, exclusive skill), Spellcraft (Int), Swim (Str),
and Wilderness Lore (Wis). See Chapter 4: Skills in the Player's
Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

lCl-FlSS FEZATURES
- The following are class features of the shapeshifter.
Weapon and Armor Proficiency: Shapeshifters are profi-
- cient with all simple weapons. They do not gain any additional
| proficiency with armor or shields.
Wild Shape (Sp): At 1st level, a shapeshifter gains the ability
to change form into a Small or Medium-size animal (but not a
. dire animal) and back again three times per day. This ability
|| works exactly like the druid’s wild shape ability.

The shapeshifter can use wild shape more times per day at 4th

and 8th level, as noted on Table 3—11: The Shapeshifter. In addi-
tion, the shapeshifter gains the ability to take the shape of a
B0} Large animal at 3rd level, a Tiny animal at Sth level, and a Huge
animal at 9th level. At 7th level or higher, she can take the form
(of a dire animal.
At 10th level, the shapeshifter may use wild shape to change
. into a Small, Medium-size, or Large air, earth, fire, or water ele-
| mental once per day. She gains all the elemental’s special abili-
 ties when she does so.

Extra Shifting (Ex): A shapeshifter with a natural ability to
change shape (such as a hengeyokai’s alternate form ability)
adds her shapeshifter level to the number of times per day that
she can normally change form. Thus, a hengeyokai 7th-level wu
. jen/3rd-level shapeshifter could change form fourteen times
| per day, instead of the eleven transformations normally allowed
a 10th-level hengeyokai character.

Spells per Day: A shapeshifter continues her magical train-
.ing while mastering the powers of wild shape. At 2nd, 4th, 6th,
8th, and 10th level, the character gains new spells per day and
spells known as if she had also gained one level in a spellcasting
class. She does not, however, gain any other benefit of the
spellcasting class. This essentially means that she adds half her
shapeshifter levels to her other class levels, then determines
i spells per day and spells known accordingly. For example, if
Jengu Tori, a 7th-level wu jen/1st-level shapeshifter, gains a
level in shapeshifter, she gains new spells as if she had risen to

TABLE 3—11: THE SHAPESHIFTER

_ Class Base Fort Ref will

~ Level Attack Bonus Save Save Save
1st +0 +2 +2 +2
2nd +1 +3 +3 +3
3rd +2 +3 +3 +3
4th +3 +4 +4 +4
5th +3 +4 +4 +4
6th +4 +5 +5 +5
7th +5 +5 +5 +5
8th +6 +6 +6 +6
9th +6 +6 +6 +6
10th +7 +7 +7 +7

8th level in wu jen, but uses the other shapeshifter aspects of
level progression such as attack bonus and save bonus. If she
next gains a level of wu jen, making her an 8th-level wu
jen/2nd-level shapeshifter, she gains spells as if she had risen to
9th level in wu jen.

If a character adopts the shapeshifter prestige class without
having a spellcasting class, he does not gain any spell ability as
he increases his shapeshifter levels,

Thousand Faces (Su): At 6th level, a shapeshifter gains
the ability ro change her appearance at will, as if using the
spell alter self.

Natural Shapechanger: At 10th level, a shapeshifter
changes form so naturally that her type changes to shape-
changer rather than humanoid. (Hengeyokai are already shape-
changers; their type is not affected.) She becomes immune to
spells and effects that specifically target humanoids, such as
charm person.

SHINTAO MOMNK
Shinsei is a figure in the history of Rokugan

@@ whose nature and true identity are shrouded in
@ @ mystery and legend. He spoke for many days
@ with the first emperor Hantei, and his words are
recorded in the Tao of Shinsei, a text that guides
emperors and samurai as well as humble monks. Shinsei also
led the Seven Thunders—the greatest heroes of the seven
Great Clans—into the Shadowlands to combat the evil of Fu
Leng, creating the Twelve Black Scrolls that bound the Evil
One's power for a thousand years. Shintao monks are dedicated
to following his teachings, both to further their own quest for
enlightenment and to continue his crusade against the evil of
the Shadowlands.

Shintao monks must advance at least a few levels in the
monk class before learning the unique skills and supernatural
abilities of the Shintao monk. Monks of Shinsei come from a
wide variety of backgrounds, however—many are retired
samurai who become multiclass samurai/monks and then
adopt the Shintao monk prestige class. Virtually all Shintao
monks are human, and they come from all seven Great Clans as
well as the common caste.

NPC Shintao monks serve as teachers and guides on the
path of enlightenment. Many are advisors to daimyos or lesser
nobles, but most live fairly reclusive lives in their monasteries
and temples. A very few take Shinsei's crusade to the very
borders of the Shadowlands, risking death and Taint to
combat the evil that infests that foul place.

Hit Die: ds.

Special
Wild shape (3/day), extra shifting

Spells per Day

+1 level of existing class
Wild shape (Large)
Wild shape (4/day)
Wild shape (Tiny)
Thousand faces
Wild shape (dire)
Wild shape (5/day)
Wild shape (Huge)
Wild shape (elemental 1/day),
natural shapechanger

+1 level of existing class
+1 level of existing class
+1 level of existing class

+1 level of existing class



TasLE 3—-12: THE SHINTAO MONK

Class Base Fort Ref Wwill

Level Attack Bonus Save Save Save Special

Tst +0 +2 +2 +2 Monk abilities, touch the Void dragon, bonus feat

2nd +1 +3 +3 +3 Detect Taint, smite Taint, speak to the soul

3rd +2 +3 +3 +3 Grasp the earth dragon, bonus feat

4th +3 +4 +4 +h Purity of Shinsei

5th +3 +4 +4 +4 Channel the fire dragon, bonus feat

6th +4 +5 +5 +5 Great silence

7th +5 +5 +5 +5 Steal the air dragon, bonus feat

8th +6 +6 +6 +6 Ancestral guidance

9th +6 +6 +6 +6 Ride the water dragon, bonus feat
10th +7 +7 +7 +7 Kukan-do ’

REQUIREMENTS
To qualify to become a Shintao monk, a character must fulfill all
the following criteria.
Alignment: Lawful good.
Base Will Save Bonus: +4.
Skills: Knowledge (religion) 8 ranks.
Special: Still mind class ability.

CLASS SKILLS

The Shintao monk’s class skills (and the key ability for each
skill) are Balance (Dex), Climb (Str), Concentration (Con),
Craft (Int), Diplomacy (Cha), Escape Artist (Dex), Heal (Wis),
Jump (Str), Knowledge (all skills, taken individually) (Int),
Listen (Wis), Perform (Cha), Profession (Wis), Scry (Int,
exclusive skill), Spellcraft (Int), Swim (Str), and Tumble
(Dex). See Chapter 4: Skills in the Player’s Handbook for skill
descriptions.
Skill Points at Each Level: 4 + Int modifier.

CLASS F=EATURE=S

The following are class features of the Shintao monk.

Weapon and Armor Proficiency: Shintao monks gain no
additional weapon or armor proficiency. They suffer the same
penalties for wearing armor that monks do.

Monk Abilities: A Shintao monk has the unarmed damage,
AC bonus, and speed of a monk with as many levels as her Shin-
tao monk levels plus her monk levels.

Add the Shintao monk's base attack bonus derived from
monk levels to that derived from Shintao monk levels and con-
sult Table 3—1: Multiple Unarmed Attacks,

Touch the Void Dragon (Su): Once per day, a Shintao monk
can raise one ability score by 1d4+1 points for a duration of 1
hour per level. This ability is similar to the spells bull’s strength,
cat’s grace, and endurance, and to the effects of a potion of Intelli-
gence, a potion of Wisdom, or a potion of Charisma.

Bonus Feat: At ist level, and every two levels thereafter, a
Shintao monk receives a bonus feat. This feat must be selected
from the following list: Defensive Throw, Deflect Arrows
(Grappling Block), Eagle Claw Attack, Expertise (Karmic
Strike, Improved Disarm, Improved Trip, Defensive Strike,
Superior Expertise, Whirlwind Attack), Fists of Iron, Great
Throw, Improved Grapple (Choke Hold, Earth's Embrace),
Stunning Fist (Falling Star Strike, Freezing the Lifeblood,
Unbalancing Strike, Pain Touch).

Detect Taint (Sp): A Shintao monk of 2nd level or higher can
use defect Taint as a spell-like ability, at will. Outside the featured
campaign setting of Rokugan, the Shintao monk can use detect
evil instead.

Smite Taint (Su): Once per day, a Shintao monk of 2nd level
or higher may attempt to smite a Shadowlands opponent with

one unarmed attack. She adds a +4 bonus on her attack roll and
deals +1 point of damage per class level. A Shadowlands oppo-

nent is a monster with the Shadowlands descriptor or a charac- |
ter with a Taint score. If the monk accidentally smites a creature ||
that is not Tainted, the smite has no effect but it is still used up J

for that day.

Outside the featured campaign setting of Rokugan, this abil- |

ity applies to evil in general: The Shintao monk can smite any
evil opponent.

Speak to the Soul (Sp): Once per day, a Shintao monk of at least
2nd level can use defect magic as if cast by a sorcerer of the Shin-
tao monk’s level.

Grasp the Earth Dragon (Ex): A Shintao monk of a least
3rd level is immune to stunning, sleep spells and effects, and
slow spells and effects.

Purity of Shinsei (Sp): At 4th level, a Shintao monk can
cause her entire body to become suffused with a heatless fire
that sheds light as a light spell, as if cast by a sorcerer of the
monk’s level. The monk can use this ability once per level
per day.

Channel the Fire Dragon (Sp): Once per day, a Shintao monk
of 5th level or higher can use protection from elements (fire or
cold only) as a sorcerer of the monk’s character level.

Great Silence (Su): At 6th level, a Shintao monk gains Na

gaze attack. The Shintao monk can use this ability once per

day, targeting one creature within 30 feet. When the monk's gl

chosen target meets his gaze, the target must attempt a Will
saving throw (DC 10 + monk’s class level + monk’s Charisma
modifier). If the target fails this save, he is struck mute for 1
minute per level of the monk. A mute character cannot speak
or cast spells with a verbal component.

Steal the Air Dragon (Sp): Once per day, a Shintao monk of at
least 7th level can use improved invisibility as a sorcerer of the
monk’s character level.

f
Ancestral Guidance (Sp): At 8th level, a Shintao monk can use!

commune with greater spirit once per week, as a cleric of the
monk’s character level. She need not pay the XP component
cost for the spell.

Ride the Water Dragon (Ex): At 9th level, a Shintao monk's
wounds heal extraordinarily quickly. She recovers 1 hit point
per level per hour, without needing to rest for the healing to
take place.

Kukan-Do (Su): At 10th level, a Shintao monk gains a
second gaze attack. The monk can use this ability once per
day, targeting one creature within 30 feet. When the monk’s
chosen target meets her gaze, the target must attempt a Will
saving throw (DC 10 + monk's class level + monk's Charisma
modifier), If the target fails this save, he and the monk are

locked in a kind of elemental stasis, preventing both of

them from mustering their spiritual energies. Neither
the target nor the monk can use any spells, spell-like

|
i




abilities,
or supernat-
ural abilities. Either
character can arrack or

use skills and exceptional abil-
ities, including the monk’s unarmed ' o4
.~ attacks and stunning attack. T
Code of Conduct; Shintao monks must follow certain
 rules of life in order to maintain the purity of their souls and
continue their advancement toward enlightenment. They are
| forbidden to eat meat (though they may eat fish), commit
urder or theft, or marry. Shintao monks are expected to
- avoid causing violence, though circumstances can make that
- impossible. Gluttony and drunkenness are vices to be
avoided, and holy places must be treated with respect. Shin-
tao monks cannot accumulate wealth or become involved in
- politics. A Shintao monk who violates this code of conduct or
strays from a lawful good alignment cannot gain new levels
as a Shintao monk but retains all monk class abilities. Assum-

ing he remains lawful, he can continue to advance in the
monk class.

_SINGH RAGE=R

While bear warriors claim the wild ferocity of the
bear in their uncontrolled rages, singh ragers
draw their furious strength from the noble lion
(called a singh or singha in some societies). The
singh ragers' fury never robs them of their
féscipiine and control, which to many minds makes them only
~ more terrifying. They are paragons of warrior virtue whose
" speed, strength, and courage are unrivaled.

Fighters and samurai make the best singh ragers, though
,rangers can easily qualify. Monks and sohei can't qualify
before 12th level unless they have some levels in fighter-
related classes, but some have been known to persevere to
that point. In Rokugan, singh ragers come from the Lion
clan, where they are trained in the Matsu school (and called
Matsu ragers).

NPC singh ragers are often the favorite champion of a
prince or emperor. Their lawful alignment makes them excel-
lent retainers.

Hit Die: d12.

REQUIREMNE=ENTS
To qualify to become a singh rager, a character must fulfill all
the following criteria.
Alignment: Any lawful.
Base Attack Bonus: +7.
Feats: Iron Will, Ki Shout.

CLASS SKILLS

The singh rager’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha), Iai-
jutsu Focus (Cha), Intimidate (Cha), Jump (Str), Knowledge
(history) (Int), Ride (Dex), Sense Motive (Wis), and Swim
(Str). See Chapter 4: Skills in the Player's Handbook for skill
descriptions. The Iaijutsu Focus skill is described in Chapter
4 of this book.
Skill Points at Each Level: 2 + Int modifier.

CLASS F=ATURES

The following are class features of the singh rager.

Weapon and Armor Proficiency: Singh ragers are profi-
cient with all simple and martial weapons and with all armor.

Lion’s Roar: The singh rager’s fury in battle sends fear into
her opponents' hearts. A singh rager can use a Ki Shout or Great
Ki Shout a number of times per day equal to four plus her
Charisma modifier, and the Ditficulty Class of the fear effect is
increased by 4.



TasLE 3—13: THE SINGH RAGER

Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
7th +7 +5 +2
8th +8 +6 +2
9th +9 +6 +3
10th +10 +7 +3

Great Ki Shout: A singh rager gains this feat for free at
1st level.

Lion’s Fury (Ex): At 2nd level, a singh rager can enter a
state of rage, gaining phenomenal strength and durability
but becoming reckless and less able to defend herself. She
temporarily gains +4 to Strength, +4 to Constitution, and
a +2 morale bonus on Will saves, but suffers a -2 penalty
to AC.

The increase in Constitution increases the singh rager’s hit
points by 2 points per level, but these hit points go away at
the end of the rage when the Constitution score drops back
to normal. These extra hit points are not lost first the way
temporary hit points are. While raging, a singh rager cannot
use skills or abilities that require patience and concentration,
such as moving silently or casting spells. (The only class
skills she can't use while raging are Craft, Iaijutsu Focus, and
Sense Motive.) She can use any feat she has except for Exper-
tise, item creation feats, metamagic feats, and Skill Focus (if
it's tied to a skill that requires patience or concentration). A
fit of rage lasts for 3 rounds, plus the character’s (newly
improved) Constitution modifier. The singh rager may pre-
maturely end the rage voluntarily. At the end of the rage, the
singh rager is fatigued (-2 Strength, -2 Dexterity, can’t
charge or run) for the duration of that encounter. The singh
rager can only fly into a rage once per encounter, and only a
certain number of times per day (determined by level).
Entering a rage takes no time itself, but the singh rager can
only do it during her action, not in response to somebody
else’s action. A singh rager can't, for example, fly into a rage
when struck down by an arrow in order to get the extra hit
points from the increased Constitution, although the extra
hit points would be of benefit if she had gone into a rage ear-
lier in the round, before the arrow struck.

Asingh rager can enter a rage three times per day at 3rd level,
four times at 6th level, and five times at 10th level. Starting at
sth level, the singh rager’s fury bonuses become +6 to Strength,
+6 to Constitution, and a +3 morale bonus on Will saves. (The
AC penalty remains at —2.)

Lion's Courage (Ex): A singh rager of 3rd level or higher
is immune to fear (magical or otherwise) and gains a +4
bonus on Will saves against other mind-influencing spells
and effects.

Remain Conscious: A singh rager gains this feat for free at
3rd level.

Lion's Pounce (Ex): At 4th level, a singh rager can make a
full attack at the end of a charge.

Roaring Strike (Ex): A singh rager of 5th level or higher can
make a Ki Shout as a free action if she combines it with a full
attack action.

Swiftness of the Lioness (Ex): When she reaches 7th level,
asingh rager can act as if under the effects of a haste spell for a

REQUIREME=NTS

CLASS SKILLS

will
Save Special
+2 Lion’s roar, Great Ki Shout
+3 Lion’s fury 3/day
+3 Lion's courage, Remain Conscious
+4 Lion's pounce
+4 Roaring strike
+5 Lion’s fury 4/day
+5 Swiftness of the lioness
+6 Greater fury
+6
+7 Lion's fury 5/day, no longer winded after fury

total of 1 round per class level per day. These rounds need not [{§
be consecutive. '

TRTTOO=D MONK
Certain monastic orders in the lands of

@@ Oriental Adventures bestow supernatural or

@ @ spell-like powers on their members by

@ inscribing magic tattoos on their skin. These

tattooed monks shave their heads, speak in

cryptic riddles and maxims, and—in many cases—travel the

countryside furthering their quest for enlightenment by
facing and conquering temptation.

The great majority of tattooed monks begin their careers as
monks. A small number of samurai, shamans, and shugenjas
adopt the tattooed monk prestige class. In Rokugan, they are
drawn almost exclusively from the Dragon clan, though mem-
bers of other clans who gain the favor of the order are some-
times allowed to join. Tattooed monks in Rokugan are trained
in two competing schools: the Togashi school (whose monks
are called ise zumi) and the Hitomi school (whose monks are
kikage zumi). .

The ranks of the tattooed monks are divided between
worldly monks—those who believe that temptation can only
be overcome if it is squarely faced—and ascetic monks, who #
rarely leave their mountaintop retreats. Player character tat-
tooed monks are assumed to fall into the former category, but
NPCs can be found in both roles.

Hit Die: ds.

To qualify to become a tattooed monk, a character must fulfil all / _
the following criteria. f
Alignment: Any lawful.
Base Attack Bonus: +3.
Skills: Knowledge (religion) 8 ranks.
Feats: Improved Grapple, Improved Unarmed Strike (or
monk class ability).
Special: Must be accepted by the tattooed monk order.

The tattooed monk’s class skills (and the key ability for each
skill) are Balance (Dex), Climb (Str), Concentration (Con),
Craft (Int), Diplomacy (Cha}, Escape Artist (Dex}, Hide (Dex),
Jump (Str), Knowledge (arcana) (Int), Knowledge (religion)
(Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Profes-
sion (Wis), Swim (Str), and Tumble (Dex). See Chapter 4: Skills
in the Player's Handbook for skill descriptions. i

Skill Points at Each Level: 4 + Int modifier.



" TABLE 3-14: THE TATTOOED MONK

'a.nss FEATURES

The following are class features of the tattooed monk.

~ Weapon and Armor Proficiency: Tattooed monks gain no
additional weapon or armor proficiency. They suffer the same
- penalties for wearing armor that monks do.

Monk Abilities: A tattooed monk has the unarmed damage,
AC bonus, and speed of a monk with as many levels as his tat-
tooed monk levels plus his monk levels (if any).

Add the tattooed monk’s base attack bonus derived from
monk levels to that derived from tattooed monk levels and con-
| sult Table 3—1: Multiple Unarmed Attacks.

Tattoo (Su): Tattooed monks gain their powers from the
magic tattoos that eventually grow to cover their bodies. A 1st-
level tattooed monk has one tattoo and gains another tattoo
" every two levels, to a maximum of five. The tattooed monk can
.choose his tattoos from the following list. Note that some tat-
toos have minimum level requirements.

. All tatroos are magical, and the abilities they bestow are
| supernatural. A tattooed monk in an antimagic field loses all
benefits of his tattoos. Unless the effect of a tattoo is continu-
ous, activating a tattoo is @ move-equivalent action that can
“be combined with a regular move and does not provoke an
attack of opportunity.
| Arrowroot: The tattooed monk can heal wounds in another
character by touch. Each day he can cure a total number of
hit points equal to his Wisdom bonus times his level. The tat-
tooed monk cannot heal himself, but he may divide the
curing among multiple recipients, and he doesn't have to use
(it all at once.

Bamboo: Once per day per tattoo he possesses, the tattooed
monk can add the number of tattoos he possesses as an
enhancement bonus to his Constitution score. This ability lasts
for 1 round per level.

Bat: Once per day per tattoo he possesses, the tattooed
monk can add the number of tattoos he possesses as an
enhancement bonus to his Dexterity score. This ability lasts
for 1 round per level.

Bellflower: Once per day per tattoo he possesses, the tattooed
monk can add his Charisma modifier as an enhancement
“bonus to any of his ability scores (including Charisma). This
lasts for 1 round per level.

Butterfly: Once per day per tattoo he possesses, the tattooed
monk can add the number of tattoos he possesses as an
enhancement bonus to his Wisdom score. This ability lasts for
1 round per level.

Centipede: Once per week, the tattooed monk can shadow
walk. This ability allows the tattooed monk to cross great dis-
tances, but he must end his journey on the Material Plane (in
Rokugan, this means he cannot enter the Shadowlands). Mini-

mum Level: 5th.

Class Base Fort Ref will

Level Attack Bonus Save Save Save
1 +0 +2 +2 +2
2 +1 +3 +3 +3
3 +2 +3 +3 +3
4 +3 +4 +4 W4
5 +3 +4 +4 +4
6 +4 +5 +5 +5
7 +5 +5 +5 +5
8 +6 +6 +6 +6
9 +6 +6 +6 +6
10 +7 +7 +7 +7

Chameleon: The tattooed
monk can use alter self once per
day per tattoo he possesses to
take on the appearance of any
other human he has encoun-

Special
Monk abilities, tattoo

Tattoo tered. The duration of this abil-
ity is one hour per level.
Tattoo Cloud: Once per day, the tat-
tooed monk can commune
Tattoo with greater spirit as the spell
Tattoo (described in Chapter 7). With

each use of the ability, the tat-
tooed monk can ask no more
than one question per level. Minimum Level: 5th.

Crab: The tattooed monk gains damage reduction equal to 2
per tattoo he possesses. This damage reduction is negated by a
weapon with a magical enhancement bonus equal to or better
than the tattooed monk’s Constitution bonus (if any), by magi-
cal attacks, or by energy attacks. Damage reduction can reduce
damage to 0 but not below 0. (That is, the tattooed monk cannot
actually gain hit points in this manner.)

Crane: The tattooed monk gains a gradual immunity to
bodily decay. When the tattooed monk first gains this tattoo, he
gains immunity to nonmagical diseases. When he gains his
next tattoo (whatever it may be), he acquires immunity to
poison as well. When he gains his next tattoo, he no longer suf-
fers ability penalties for aging, and cannot be magically aged.
(Any aging penalties he may already have suffered remain in
place.) Bonuses still accrue, and the tartooed monk still dies of
old age when his time isup. Minimum Level: 5th.

Crow: When the tattooed monk calls on the power of this
tattoo, he becomes immune to the Shadowlands Taint for one
day per tattoo he possesses, and gains a +1 resistance bonus on
all Will saving throws for the same duration. After using this
ability, the tattooed monk cannot activate the crow tattoo for
five more days. Tattooed monks in campaigns other than Roku-
gan do not use the crow tattoo.

Chrysanthemum: Every hour that the tattooed monk with this
tattoo is in sunlight, he heals a number of hit points equal to his
level. A daylight spell does not provoke this fast healing; the
character must be exposed to the real sun. Minimum Level: 7th,

Dragon: Once per day per tattoo he possesses, the tattooed
monk can use fire breath as the spell (described in Chapter 7).
The tattooed monk’s caster level is his class level. Minimum
Level: 5th.

Dragonfly: Once per day per tattoo he possesses, the tattooed
monk gains a dodge bonus to his AC equal to the number of tat-
toos he possesses. This extraordinary ability lasts for 1 round
per level,

Falcon: The tattooed monk is immune to fear (magical or oth-
erwise). Allies within 10 feer of the rattooed monk gain a
morale bonus on their saving throws against fear effects. The
bonus equals the tattooed monk’s Charisma bonus (if any) plus
the number of tattoos he possesses.

Lion: Once per day per tattoo he possesses, the tattooed
monk can smite a foe, gaining a +4 attack bonus and a damage
bonus equal to his level on a single melee attack. The tattooed
monk must declare the smite before making the attack.

Monkey: The tattooed monk gains a +1 competence bonus
per tattoo he possesses on all Balance, Climb, Escape Artist,
Hide, Jump, Move Silently, Open Lock, Pick Pocket, and
Tumble checks.

Moon, Crescent: In Rokugan, only kikage zumi (monks of the
Hitomi school) can choose this tattoo. Once per day per tattoo



he possesses, the tattooed monk can use ethereal jaunt as a spell-
like ability. Minimum Level: 7th.

Moon, Full: In Rokugan, only kikage zumi (monks of the
Hitomi school) can choose this tattoo. Once per night per
tattoo he possesses, the tattooed monk can gain a +2 luck bonus
onasingle attack roll, skill check, or ability check, as he calls on
the full power of Hitomi, the moon. This ability cannot be used
during daylight hours.

Mountain: The tattooed monk can take on the immovabil-
ity of the mountain, gaining phenomenal durability though
he cannot move from the spot where he stands. He gains a +4
bonus to his Constitution and Wisdom scores. The increase
in Constitution increases the tattooed monk’s hit points by 2
points per level, but these hit points go away when the
power's duration expires. These extra hit points are not lost
first the way temporary hit points are. While using this abil-
ity, the tattooed monk cannot use any skills based on Dexterity,
including Balance and Tumble. He is immune to bull rush
and trip attacks. This immovable state lasts 1 round per level.
The tattooed monk may use this ability once per day per
tattoo he possesses.

Nightingale: The tattooed monk can cure his own wounds. He
can cure up to twice his level in hit points each day, and he can
spread this healing out among several uses,

Ocean: The tattooed monk with an ocean tattoo never needs
to eat, sleep, or drink. Minimum Level: 9th.

Phoenix: The tattooed monk gains spell resistance equal to
his class level + 15, In order to affect the tattooed monk with
aspell, a spellcaster must roll the tattooed monk’s spell resist-
ance or higher on 1d20 + the spellcaster's level. Minimum
Level: 7th.

Pine: The tattooed monk gains the benefits of the Endurance
and Remain Conscious feats.

Scorpion: Once per day per tattoo he possesses, the tattooed
monk can force an opponent attacking him to use her lowest
ability score modifier instead of her Strength or Dexterity score
modifier when making her attack roll.

Spider: The tattooed monk's touch (or unarmed attack)
delivers a contact poison. The poison’s save DC is equal to 10
+the tattooed monk's class level + his Constitution modifier.
The poison's initial and secondary damage is 1 point of tem-
porary Constitution damage. The tattooed monk can sup-
press this poison for 1 hour by concentrating for a full
round and making a successful Will save (DC 20). Minimum
Level: 3rd.

TasLE 3-15: THE Voip DiscCIPLE

Class Base Fort Ref will
Level Attack Bonus Save Save Save
st +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3
4th +2 +1 +1 +4
Sth +2 +1 +1 +4
6th +3 +2 +2 +5
7th +3 +2 +2 +5
8th +4 +2 +2 +6
9th +4 +3 +3 +6
10th +5 +3 +3 +7
11th +5 +3 +3 +7
12th +6 +4 +4 +8
13th +6 +4 +4 +8

Special
Sense Void (physical senses, 1/day)

Sense Void (2/day)
Moment of clarity (2/day)
Sense Void (magical senses, 3/day)

Altering the course, sense void (4/day)
Moment of clarity (3/day)

Sense Void (empathic senses, 5/day)
Void release

Sense Void (6/day)

Void suppression,

moment of clarity (4/day)

Void strike, sense Void

(mental senses, 7/day)

Sun: In Rokugan, only ise zumi (monks of the Togashi
school) can choose this tattoo. Once per day per tattoo he
possesses, the tattooed monk can gain a +2 luck bonus on a
single attack roll, skill check, or ability check, as he calls on
the full power of the sun. This ability can only be used during
daylight hours,

Tiger: Once per day per tattoo he possesses, the tattooed ||

monk can fight unarmed with a +1 bonus on all attack rolls
and dealing an additional +1dé points of damage with a suc-
cessful attack. This burst of martial arts ferocity lasts for 1
round per level.

Tortoise: Once per day per tattoo he possesses, the tattooed
monk can use his level as the number of ranks in a skill he does |
not possess for the purposes of one skill check, even an exclu-
sive skill for another class. For example, Togashi Mitasu, a 4th-
level tattooed monk with two tattoos, can make up to two Use |
Magic Device checks as if he had 4 ranks in that skill. He adds |}
his Charisma modifier to the skill check as usual.

Unicorn: The tattooed monk gains the power of good fortune, §
which is usable once per day per tattoo he possesses. This abil- |
ity allows the tattooed monk to reroll one roll that he has just
made. The character must take the result of the reroll, even if
it's worse than the original roll.

Wasp: Once per day per tattoo he possesses, the tattooed
monk can use haste on himself. The haste effect lasts 1 round per
level. Minimum Level: 3rd.

White Mask: The tattooed monk is immune to detect
thoughts, detect lies, and any attempt to magically discern his
alignment. He gains a +10 bonus on all Bluff checks. Mini-
mum Level: 3rd.

VOID _DISCIPLE

@@ universe, the most powerful and the most,
@ @ difficult to control is the one that lies between
@ and joins the others: Void. Most shugenjas can

call upon and direct only the individual forces

of specific elements, while wu jen use them all. But Void
disciples understand that everything in the world contains all
the basic elements, held together by the least tangible
essence, Void is like the silence between notes of music,
giving rhythm and shape to the whole. To those who
understand the relationship of Void to all other things, and

Spells per Day

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class

+1 level of existing class
+1 level of existing class

Of all the elemental forces that make up thef ;



R

, ers, NPC Void disciples

who have the innate
ability to personally per-
ceive that relationship,
distance and form be-
come inconsequential.

Void disciples begin
their training as spell-
casters—usually shu-
genjas, but occasionally
shamans or wu jen—
and continue to gain
spellcasting ability as
they rise in level. In
Rokugan, they are al-
ways shugenjas of the
Phoenix clan, trained
in the Isawa school.

Like other spellcast-

play the role of wise
elders, keepers of reli-
gious teachings and
legends. Those who
have mastered the path
of Void are called ishi-
ken, and are charged
with the task of listen-
ing across the world's
underlying stream of Void for the births of those who have an
innate affinity for Void, and supervising the training of these
individuals as they mature.
Hit Die: de.

ZQUIREZME=ENTS
“To qualify to become a Void disciple, a character must fulfill all
the following criteria.
Alignment: Any neutral,
Skills: Scry 10 ranks.
Feats: Heighten Spell, Spell Penetration.
Spells: Able to cast 3rd-level arcane or divine spells.

CLASS SKILLS

The Void disciple's class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int),
Diplomacy (Cha), Heal (Wis), Knowledge (all skills, taken
individually) (Int), Profession (Wis), Scry (Int, exclusive
skill), and Spellcraft (Int). See Chapter 4: Skills in the Player's
Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASS F=ATURES

The following are class features of the Void disciple.
Weapon and Armor Proficiency: Void disciples gain no
yeapon or armor proficiencies.

~~  Spells per Day: A Void disciple continues her magical
% training while mastering the powers of Void. At 2nd, 4th, 5th,

6th, 8th, 10th, 11th, and 12th level, the character gains new
spells per day and spells known as if she had also gained one
level in a previous spellcasting class. She does not, however,
gain any other benefit of the other spellcasting class. For
example, if Isawa Todari, a 7th-level shugenja/1st-level Void
disciple, gains a level in Void disciple, she gains new spells as

if she had risen to 8th level in shugenja, but uses the

other Void disciple
aspects of level pro-
gression such as artack
bonus and save bonus.
If she next gains a level
of shugenja, making her
an 8th-level shugenja/
2nd-level Void disciple,
she gains spells as if she
had risen to 9th level in
shugenja.

Sense Void (Su): The
first technique taught
to the Void disciple is
the ability to reach out
with the mind and sense
the world around,
exploring the unseen
layer of reality most
people rarely experi-
ence. The Void disciple’s
consciousness actually
departs her body and
extends into the world,
allowing her to use her
normal senses (sight,
hearing, touch, taste,
smell) to perceive what-
ever area, person, or thing she directs her attention to. The
Void disciple must make a Scry check, with the DC deter-
mined by distance, not familiarity.

Distance DC
Line of sight 5
Up to 1 mile (same village) 10
Up to 10 miles (same province) 15
Up to 100 miles (same clan’s territory) 20
Up to 1,000 miles (another clan's territory) 25

The Void disciple cannot sense across planar boundaries.
Thus, a Void disciple standing on the Kaiu Wall could not
extend her senses into the Shadowlands, even within her line
of sight.

With every four levels the Void disciple attains beyond 1st,
she gains the ability to perceive deeper levels of reality. At 5th
level, the Void disciple can detect magic and detect Taint at will
while using this ability. At 9th level, she can discern lies and read
emotional states, gaining a +10 bonus on Sense Motive checks
while using this ability. At 13th level, she can detect thoughts at
will while using this ability.

A Void disciple can use this ability once per day at 1st level.
With every two levels she attains beyond 1st, she can use the
ability an additional time per day (twice at 3rd level, three times
at 5th, and so on).

Moment of Clarity (Su): At 4th level, a Void disciple can
grant an ally the temporary ability to perform any skill or feat
(with the exception of ancestor feats). The Void disciple must use
a standard action to touch the target. The target gains either one
feat or a number of ranks in one skill equal to his relevant ability
modifier for that skill. For example, a character with a 14 Dexter-
ity could gain 2 ranks in Ride, for a total skill modifier of +4. The
effect lasts for 1 round per level of the Void disciple. The Void dis-
ciple can use this supernatural ability twice per day at 4th level,
plus an additional use for every four additional levels she attains.



Altering the Course (Su): Once per day, a Void disciple of
7th level or higher can add a +20 bonus to any single attack roll,
skill check, or ability check she makes. She cannot transfer this
bonus to another character by any means. This supernatural
ability requires no action, and lasts only the duration of the
single check.

Void Release (Su): Three times per day, a Void disciple of
toth level or higher can touch an ally, allowing that character to
use her highest ability score modifier in place of any one lower
modifier (target’s choice) for a number of rounds equal to half
the Void disciple’s level. For example, a severely wounded
samurai could use his high Strength modifier in place of his
low Dexterity modifier for a few rounds, increasing his Armor
Class, Reflex save bonus, and ranged attack bonus (as well as
Dexterity-based skills).

Void Suppression (Su): Once per day, a 12th-level Void dis-
ciple can make a melee touch attack to force the target to use
his lowest ability score modifier in place of any one higher
modifier (Void disciple’s choice) for 5 rounds. For example, a
Void disciple could force an ogre to use his low Intelligence
modifier in place of his high Strength modifier, severely weak-
ening the brute’s physical blows.

Void Strike (Su): Once per day, a 13th-level Void disciple can
make a melee touch attack to bestow 1d4 negative levels on the
target. The Void disciple gains 5 temporary hit points for each
negative level she bestows. If the target has at least as many neg-
ative levels as HD, he dies. Each negative level gives a creature a
~1 competence penalty on attack rolls, saving throws, skill
checks, ability checks, and effective level (for determining the
power, duration, DC, and other details of spells or special abili-
ties). Additionally, a spellcaster loses one spell or spell slot from
his highest available level. Negative levels stack. Assuming the
target survives, he regains lost levels after 13 hours pass. This abil-
ity relies on the Void disciple’s mastery of Void, not negative
energy, so it cannot be used to benefit undead.

WEAPON RASTER
(KENSEI

@ @ Harnessing ki energy is an essential ability for

many characters in Oriental Adventures. For

@ @ weapon masters (kensei), the perfection of ki is

found in the mastery of a single melee weapon.

Weapon masters seek to unite this weapon of

choice with the body, to make them one, and to use the weapon
as naturally and without thought as any other limb.

Weapon masters are most often fighters or samurai, since the

sheer number of feats required to qualify deters many other

TaBLE 3—16: THE WEAPON MASTER

Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +0 +2
2nd +2 +0 +3
Ird +3 +1 +3
4th +4 +1 +4
5th +5 +1 +4
6th +6 +2 +5
7th +7 +2 45
8th +8 +2 +6
9th +9 43 +6
10th +10 +3 +7

REQUIREMNENTS

CLASS SKILLS

CLASS F=EATURES

characters. Weapon masters are not trained in the samurai
schools of Rokugan, but individual fighters or samurai, under
the tutelage of a more experienced master, may adopt the
weapon master prestige class,

Hit Die: d10.

To qualify as a weapon master, a character must fulfill all the fol-
lowing criteria.
Base Attack Bonus: +5,
Skills: Intimidate 4 ranks. [t
Feats: Dodge, Mobility, Combat Reflexes, Expertise, Weapon
Focus (with weapon of choice), Whirlwind Attack.
Special: Must own a masterwork weapon of choice.

The weapon master’s class skills (and the key ability for each §
skill) are: Iaijutsu Focus (Cha), Intimidate (Cha), Listen (Wis),
Sense Motive (Wis), and Spot (Wis). See Chapter 4: Skills in the |}
Player's Handbook for skill descriptions. The Iaijutsu Focus skill
is described in Chapter 4 of this book.

Skill Points at each level: 2 + Int modifier.

Weapon and Armor Proficiency: Weapon masters gain no
additional weapon or armor proficiency.

Weapon of Choice (Ex): Weapon masters dedicate their lives
to the study of a single melee weapon, often the katana or another
type of sword. A weapon master must have the Weapon Focus feat
with this weapon of choice. All of a weapon master’s special abili-
ties apply only when he is wielding that type of weapon. Once he
has selected a weapon of choice, a weapon master cannot later
change that weapon.

In order to qualify for the weapon master class, a character __J
must own a masterwork weapon that is his weapon of choice.
He does not necessarily need to continue using that same
weapon throughout his career, and he gains the benefits of the
class even if he is using a normal (not a masterwork) weapon, as £
long as it is his weapon of choice.

Ki Damage (Ex): After scoring a hit with his weapon of
choice, a weapon master can choose not to roll dice to deter-
mine the damage. Instead, he figures the normal maximum
damage (not a critical hit) he can inflict and deals that much
damage to the target. A weapon master wielding a katana with
a 17 Strength deals 13 points of damage (10 + 3 for Strength)
when he chooses this option. Additional damage, such as /
from using the Power Attack feat (following all the rules for it/
normally), the sneak attack ability, or a weapon’s special prop-
erties (such as flaming or honorable), is determined normally,
not maximized. This ability cannot be used when you roll a

will

Save Special

+0 Weapon of choice, ki damage 1/day/level
+0 Increased multiplier 1/day
+1 Superior Weapon Focus
+1 Increased multiplier 2/day
+1 Superior Combat Reflexes
+2 Increased multiplier 3/day
+2 Ki critical

+2 Increased multiplier 4/day
+3 Ki Whirlwind Attack

+3 Increased multiplier 5/day



successful critical hit. The weapon master can use this ability
once per day per class level.

Increased Multiplier (Ex): A weapon master of 2nd level or
higher can deal extra damage with a critical hit. The damage
multiplier of the weapon master’s favored weapon is increased
by 1. For example, the katana has a critical multiplier of x2.
Using this ability, the weapon master can increase that multi-
plier to X3 once per day at 2nd level. As a weapon master

increases in level, he can use this ability more frequently. The
| weapon master must declare the use of this ability before
rolling any damage dice.
il Superior Weapon Focus (Ex): Stacking with any existing
Weapon Focus bonus, a weapon master of 3rd level or higher
adds an additional +1 to all attack rolls with his weapon of choice.

Superior Combat Reflexes (Ex): A weapon master of 5th
level or higher can make a number of attacks of opportunity in a
round equal to his Dexterity modifier plus his Wisdom modifier.
. Ki Critical: When a weapon master reaches 7th level, he
, gains the Improved Critical feat for free. If he already possesses
this feat, he adds an additional +2 to the threat range for his
weapon of choice. This +2 bonus is applied last, after any multi-
pliers, such as those given by the Improved Critical feat or by
keen weapons.

Ki Whirlwind Attack (Ex): A weapon master of 9th level or
higher can make a Whirlwind Attack as a standard action
rather than a full-round action. Only one whirlwind attack can
be made per round.

WITCH HUNRTER

Witch hunters combine magical training with
combat expertise to battle the spiritual forces of
evil in the world. Ghosts and other evil spirits,
demons and oni, and practitioners of black
magic are the witch hunters' sworn enemies,
| and they bring unique abilities and expertise to bear in
combating these foes.

A witch hunter typically begins his training as a shaman,
shugenja, or wu jen. At some point in his career, he encounters
an older witch hunter who selects him as an apprentice. After
«.this selection, he learns weapon proficiency, wards and bind-
ings, ways of detecting angry spirits, and combat techniques, By
the time the witch hunter leaves his master and goes his own
way, he is usually a multiclass fighter or ranger. In Rokugan,
witch hunters are exclusively shugenjas from the Crab clan,
trained in the Kuni school.

NPC witch hunters wander roads and fields in search of
evil creatures or sorcerers. Rumors of hauntings or demonic

. Class Base Fort Ref will
Level Attack Bonus Save Save Save
Ist +1 +2 +0 +2
2nd +2 +3 +0 +3
3rd +3 +3 +1 +3
4th +4 +4 +1 +4
Sth +5 +4 +1 +4
6th +6 +5 +2 +5
7th +7 +5 +2 +5
8th +8 +6 +2 +6
9th +9 +6 +3 +6
10th +10 +7 +3 +7

sacrifices draw them like flies, which has made the witch
hunters the subject of popular legend among the peasantry.
The tales elevate them to a status paralleling that of the mys-
terious tattooed monks, and it comes as no surprise that
witch hunters and tattooed monks tend to greet each other
with respect.

Hit Die: ds.

REQUIR=ZMN=NTS

To qualify to become a witch hunter, a character must fulfill all
the following criteria.

Alignment: Any nonevil,

Base Attack Bonus: +5.

Skills: Knowledge (arcana) or Knowledge (Shadowlands)
10 ranks.

Feat: Track.

Spells: Able to cast magic circle against Taint or magic circle
against evil,

Special: Must have been selected by another witch hunter, and
trained under that mentor before entering the prestige class.

CLASS SKILLS

The witch hunter’s class skills (and the key ability for each skill)
are Alchemy (Int), Climb (Str), Concentration (Con), Craft
(Int), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Jump
(Str), Knowledge (arcana) (Int), Knowledge (local) (Int),
Knowledge (religion) (Int), Knowledge (Shadowlands) (Int),
Listen (Wis), Move Silently (Dex), Profession (Wis), Scry (Int,
exclusive skill), Search (Int), Sense Motive (Wis), Spellcraft
(Int), Spot (Wis), Swim (Str), Use Rope (Dex), and Wilderness
Lore (Wis). See Chaprer 4: Skills in the Player's Handbook for
skill descriptions. The Knowledge (Shadowlands) skill is only
appropriate in Rokugan.
Skill Points at Each Level: 4 + Int modifier.

CLASS F=ATURE=S

The following are class features of the witch hunter.

Weapon and Armor Proficiency: Witch hunters are profi-
cient with all simple and martial weapons and with all armor.

Spells per Day: A witch hunter continues her magical train-
ing as well as practicing the techniques of the hunter. At 2nd,
5th, 7th, 9th, and 10th level, the character gains new spells per
day and spells known as if she had also gained one level in her
spellcasting class. She does not, however, gain any other ben-
efit of the spellcasting class. For example, if Kuni Osari, a 3rd-
level shugenja/4th-level ranger/1st-level witch hunter, gains
alevel in witch hunter, she gains new spells as if she had risen
to 4th level in shugenja, but uses the other witch hunter
aspects of level progression such as attack bonus and save

Special Spells per Day

Detect evil, kami's grace

Smite evil +1 level of existing class
Aura of courage

Bonus feat: Power Attack

+1 level of existing class
Bonus feat: Cleave

+1 level of existing class
Resist evil magic

+1 level of existing class

Bonus feat: Great Cleave +1 level of existing class



HWeapon master

bonus, If she next gains a level of shugenja, making her a 4th-
level shugenja/4th-level ranger/2nd-level witch hunter, she
gains spells as if she had risen to 5th level in shugenja.

Detect Evil (Sp): At will, the witch hunter can use defect evil as
a spell-like ability. In the featured campaign setting of Roku-
gan, witch hunters use detect Taint instead.

Kami's Grace: A witch hunter applies her Charisma modi-
fier (if positive) as a bonus on all saving throws.

Smite Evil (Su): Once per day, a witch hunter of 2nd level or
higher may attempt to smite an evil opponent with one normal
melee attack. She adds a +4 bonus on her attack roll and deals 2
extra points of damage per class level. If the witch hunter acci-
dentally smites a creature that is not evil, the smite has no effect
but it is still used up for that day.

In the featured campaign setting of Rokugan, witch hunters
smite Shadowlands opponents instead. A Shadowlands oppo-
nent is a monster with the Shadowlands descriptor or a char-
acter with a Taint score.

Aura of Courage (Ex/Su): Beginning at 3rd level, a witch
hunter is immune to fear (magical or otherwise). Allies within
10 feet of the witch hunter gain a +4 morale bonus on saving
throws against fear effects. Granting the morale bonus to allies
isa supernatural ability.

Bonus Feats: At 4th, 6th, and 10th level, a witch hunter
gains the bonus feats Power Attack, Cleave, and Great Cleave. If
the witch hunter already has one of these feats at the time she
gains it as a bonus feat, she gains no special benefit. If the witch
hunter does not have the prerequisite Strength score, she can
only use the feats against evil opponents (or Shadowlands
opponents, in Rokugan).

Resist Evil Magic (Ex): At 8th level, a witch hunter gains a
specialized spell resistance equal to 20 + her class level. This

spell resistance applies only to evil spells or spells cast by an
evil creature. In Rokugan, this spell resistance applies only to
spells cast by maho-tsukai or other characters with the Shadow- 4
lands Taint, as well as spells and spell-like abilities used by
Shadowlands monsters.

YARVZA |

The yakuzas are many different things, depending on who is
asked. Some call them protectors of the common folk, others
think of them as thugs and extortionists, still others rely on
them as an unofficial police force. They are simultaneously
despised and respected, sometimes even supported by the local |,
authorities. On one hand, they represent the shadowy under-
world, directing and controlling local activities. On the other
hand, they provide protection for the helpless and watch over
those in their care. Of course, such care has a price, and that is
how the yakuzas make their living,
Most yakuzas are rogues, and no character withourt at least
some rogue levels will meet the skill requirements for the
yakuza class before very high levels. Some rogue/fighters are
drawn to the yakuzas' thuggish, enforcer role. Yakuzas are not
found in Rokugan.
Yakuza may be tolerated, condoned, or even recognized by
the government, but they are nevertheless criminals, always
in danger of arrest and punishment for their crimes. As a
result, yakuza families do their best to keep everything run-
ning smoothly and quietly in their territories, avoiding any
unwanted attention.
Hit Die: de.




] ' TaBLE 3-18: THE YAKUZA

Class Base Fort Ref
Level Attack Bonus Save Save
Ist +0 +0 +2
2nd +1 +0 +3
3rd +2 +1 +3
4th +3 +1 +4
5th +3 +1 +4
6th +4 +2 +5
7th +5 +2 +5
8th +6 +2 +6
9th +6 +3 +6
10th +7 +3 +7

1]
SQUIREMENTS
| To qualify as a yakuza, a character must fulfill all the follow-
ing criteria:
Alignment: Any nonchaotic, nongood.
Skills: Bluff 10 ranks, Gather Information 10 ranks, Hide
' 7 ranks.
. Feats: Dodge.

'CLASS SKILLS

||| The yakuza's class skills (and the key ability for each skill) are:
Bluff (Cha), Diplomacy (Cha), Disable Device (Int), Forgery
(Int), Gather Information (Cha), Hide (Dex), Innuendo
(Cha), Intimidate (Cha), Listen (Wis), Move Silently (Dec),
Open Locks (Dex), Pick Pockets (Dex), Sense Motive (Wis),
and Spot (Wis). See Chapter 4: Skills in the Player’s Handbook
 for skill descriptions.

Skill Points at each level: 8 + Int modifier.

LASS F=EZATURE=S

Weapon and Armor Proficiency: Yakuzas gain no addi-
ional weapon or armor proficiency.
. Uncanny Dodge (Ex): A yakuza has the ability to react to
' danger before her senses would normally allow her to even be
. aware of it. From 1st level, she retains her Dexterity bonus to
AC (if any) regardless of being caught flat-footed or struck by
an invisible attacker. (She still loses her Dexterity bonus to AC
if immobilized.)
At 4th level, the yakuza can no longer be flanked, since she
can react to opponents on opposite sides of her as easily as
she can react to a single attacker. This defense denies rogues
the opportunity to use flank attacks to sneak attack the
yakuza. The exception to this defense is that a rogue at least
four levels higher than the yakuza can flank her (and thus
sneak attack her).
At 8th level, the yakuza gains an intuitive sense that alerts
her to danger from traps, giving her a +1 bonus on Reflex saves
made to avoid traps.
If the yakuza has another class that grants the uncanny
* dodge ability, add together all the class levels of the classes that
& grant the ability and determine the character’s uncanny dodge
bility on that basis.
.. Defensive Roll (Ex): A yakuza can roll with a potentially
" lethal blow to take less damage from it. Once per day, when a
yakuza would be reduced to 0 hit points or less by damage in
combat (from a weapon or other blow, not a spell or special
ability), the yakuza can attempt to roll with the damage. She
makes a Reflex saving throw (DC = damage dealt) and, if
she's successful, she takes only half damage from the blow.
She must be aware of the attack and able to react to it in
order to execute her defensive roll—if she is denied

will
Save Special
+0 Uncanny dodge (Dex bonus te AC), defensive roll
+0 Improved evasion
+1 Yakuza knowledge
+1 Uncanny dodge (can't be flanked)
+1 Leadership
+2
+2
+2 Uncanny dodge (+1 to traps)
+3
+3 Slippery mind

her Dexterity bonus to AC, she can't roll. Since this effect
would not normally allow a character to make a Reflex save
for half damage, the yakuza's evasion ability does not apply to
the defensive roll.

Improved Evasion (Ex): At 2nd level and above, a yakuza
can avoid even magical and unusual attacks with great agility. If
the yakuza makes a successful Reflex saving throw against an
attack that normally deals half damage on a successful save, she
instead takes no damage. Even if she fails her saving throw, she
takes only half damage. The yakuza can use improved evasion
only if she is wearing light armor or no armor.

Yakuza Knowledge (Ex): A yakuza, if she's doing her job,
knows everything that goes on in her “territory,” and a lot about
what goes on outside it. A yakuza may make a special yakuza
knowledge check with a bonus equal to her class level + her
Intelligence modifier to see whether she knows some relevant
information about local people or places. The yakuza may not
take 10 or take 20 on this check; this sort of knowledge is essen-
tially random. The DM will determine the Difficulty Class of
the check by referring to the table below.

Examples

A local mayor's reputation
for drinking; a neighbor-
hood’s reputation for
criminal activity.

A local shaman's shady
past; a daimyo's family
history.

A samurai's family history,
the location and identity
of a reliable purchaser

of stolen goods.

A mighty wu jen’s birth
name; key figures in the
local underworld.

DC  Type of Knowledge
5 Common, known by at least
a substantial minority of the
local population.

15 Uncommon but available,
known by only a few people
in the area.

20 Obscure, known by a few,
hard to come by.

25  Extremely obscure, known
by very few, possibly forgotten
by most who once knew it,
possibly known only by those
who don't understand the
significance of the knowledge.

Leadership: At 5th level, a yakuza gains the Leadership feat
for free. Yakuza belong to an adoptive family, and can call on
other members of their families for assistance. A yakuza's fol-
lowers may be rogues as well as warriors, experts, or common-
ers. If the yakuza already has the Leadership feat, she gains a
permanent +2 bonus on her Leadership score.

Slippery Mind (Ex): At 10th level, a yakuza gains the ability
to wriggle free from magical effects that would otherwise con-
trol or compel her. If a yakuza with slippery mind is affected by
magic and fails her saving throw, 1 round later she can attempt
her saving throw again. She only gets this one extra chance to
succeed at her saving throw.
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(Shadowlands) in the featured campaign setting of Rokugan,
and by Knowledge (spirits) in other campaign settings.

Arcana (ancient mysteries, astrology, magic traditions, arcane
symbols, cryptic phrases)

Architecture and engineering (buildings, bridges, fortifications)
Barbarian lore (lands outside Rokugan, their people and
customs)

Geography (lands of Rokugan, terrain, climate, people
and clans)

History (royalty, wars, colonies, migrations, founding of cities)
Local (legends, personalities, inhabitants, laws, and tradi-
tions of one clan or small region)

Nature (plants and animals, seasons and cycles, weather)
* Nobility and royalty (lineage, heraldry, customs, family trees,
mottoes, personalities, laws)

+ Religion (ancestors, Shintao, the Fortunes, rituals, sacred
symbols)

+ Shadowlands (goblins, ogres, nezumi, other Shadowlands
creatures and dangers, maho, the Taint)—Rokugan only
* Spirits (spirit creatures, the spirit world)

* War (military history, strategy, tactics, war machines)

Perform: Common types of performance include acrobatics
(Low), acting (Low), dance (Low), jesting (Low), Noh/kabuki
(High), musical instruments (High or Low—see Chapter 5:
| Descriptions and Equipment for possible instruments), oratory
(High), poetry (High), rhetoric (High), storytelling (neither
High nor Low), and tea ceremony (High).
- Profession: Cook, courtier (High), engineer, farmer, fisher,
~gambler (Low), herbalist, masseur, merchant, mortician (Low),
' mountaineer, pearl bed diver, sailor, and torturer (Low).

N=EW US=ES FOR
OLD SKILLS

A few skills have new applications in Orienlal Adventures.
Sense Motive: Characters use this skill in an iaijutsu duel
(see Chapter 6) and at other times when they want to appraise
the skill of another character (usually an opponent). Because of
these uses, it is a class skill for samurai. In an iaijutsu duel,
samurai use the following DCs:

Information DC
Opposing character's level 15
Opposing character's ranks in laijutsu Focus 20
Opposing character's total attack and damage 25

bonus with primary weapon

§idnranin Speak Language: The common languages of Oriental Adven-
41 T tures are summarized in Table 4-1: Languages.

"TABLE 4—-1: LANGUAGES

£ Language Typical Speakers Alphabet
Rokugani/Common  Humans Common
Bakemono Bakemono, Dwarven

Shadowlands ogres

Buso Buso —
Draconic Dragons, hannya Draconic
Dwarven Korobokuru Dwarven
Giant Oni, wang-liang Dwarven
Hengeyokai Hengeyokai ~ Common
Kappa Kappa Common

Extreme Tumbling: Characters who are excellent at tumbling
can accomplish remarkable feats of acrobatics with a very high
Tumble check result:

DC Task
30  Treat a fall as if it were 20 feet shorter when determin-
ing damage.

35  Stand up from prone as a free action (instead of a
move-equivalent action).

40  Move 10 feet as a “5-foot step,” while also performing a
full-round action during the round (such as a full attack).
In melee, you might do a back flip over your opponent's
head to get on his other side. This move never provokes
an attack of opportunity—it is exactly equivalent to a 5-
foot step, except for the distance covered.

45  Treat a fall as if it were 30 feet shorter when determin-
ing damage.

50 Climb to a height of up to 20 feet (as part of normal
movement) by jumping and bouncing off walls or trees.
You must have at least two vertical surfaces to bounce
off, and the two must be within 10 feet of each other.

60  Treat a fall as if it were 40 feet shorter when determin-
ing damage. (There is no limit to the distance a charac-
ter with Tumble can fall without being hurt. Increase
the DC by 15 for each additional 10 feet of falling.)

A character with 15 or more ranks in Tumble gains a +4 dodge
bonus to AC when executing the fight defensively standard or
full-round action, instead of a +2 bonus (or the +3 bonus from
having § or more ranks).

A character with 15 or more ranks in Tumble gains a +8 dodge
bonus to AC when executing the total defense standard action,
instead of a +4 bonus (or the +6 bonus from having 5 or more ranks).

=W SKILL:
IRITUTSV FOCUS
(CHA)

Use this skill to gather your personal energy (ki) in an iaijutsu duel.

Check: If you attack a flat-footed opponent immediately
after drawing a melee weapon, you can deal extra damage,
based on the result of an laijutsu Focus check. In addition, if
you and your opponent both agree to participate in a formal iai-
jutsu duel, your laijutsu Focus check replaces your initiative
check for the ensuing combat.

In an iaijutsu duel (see Chapter 6), you and your opponent
make opposed laijutsu Focus checks, and the winner accumulates
extra damage dice according to the accompanying table.

You can also use laijutsu Focus in preparation for striking an
inanimate object, assuming no distractions. Your extra damage

Language Typical Speakers Alphabet

Nezumi Nezumi Common

Shadowlands Bog hags, dokufu, Common
Shadowlands oni

Spirit Tongue Spirit folk, celestials, Draconic
dragons

Tasloi Tasloi Common

Tengu Tengu Common

Vanara Vanara Common

Yeti Yeti —

Yuan-Ti Yuan-ti Draconic



Check Result Extra Damage

10-14 +1d6
15-19 +2d6
20-24 +3d6
25-29 +4d6
30-34 +5d6
35-39 +6d6
40-44 +7d6
45-49 +8d6
50+ +9d6 (maximum)

is halved, just like your ordinary damage. This is the technique
martial artists use to shatter objects.

SKILL _CORTESTS ‘-

Skill contests are a part of life in the world of Oriental Adven-
tures. They are honorable tests of skill in the noncombat arts {§
that those of noble background are expected to know. The out- { ¥
come of a contest can greatly affect a character’s social position.
Formal contests occur most often at the court of noble
households. These are usually announced in advance, giving all
the participants time to prepare. Often a specific subject matter
is chosen, in which case the participants bring a finished work ‘
on that subject. Sometimes no subject is given, and the contest
is a test of the improvisational abilities of the participants. No
character is ever required to attend a contest, but those who
seek the favor of their lord or some type of political position
seldom miss a chance to appear in court.
Contests can also be impromptu events that occur whenever
a group of nobles gathers. For example, characters who gather
to watch a particularly beautiful moonrise may suddenly be
asked by their host to compose a poem about the event.
Resolving a contest in game terms is simple: Contestants
make skill checks, and the highest check result wins the con-
test. Ties can be resolved as normal, by comparing the key abil-"
ity scores of the characters who tied, or by rolling off. In a case
where characters can prepare a submission ahead of time, the
character can (and should) take 20 on the check. '
The benefits of winning a contest are primarily in-character
benefits, not game benefits, Winners gain honor, which causes
others to treat them with more respect, and may gain the favor of
the contest’s host. The DM may choose to give a small XP award to
acharacter who wins a contest—perhaps 50 XP per character level.

F=ATS

Oriental Adventures introduces a number of feats related to mar-
tial arts, combat, and similar activity, as well as two new item
creation feats. These feats are summarized on Table 4-2: New
Feats and described in the text that follows the table.

In addition to these feats, beginning characters in Oriental
Adventures may choose a single notable ancestor by selecting an
ancestor feat at character creation. A human character from one
of Rokugan’s great clans must choose an ancestor feat with the
bonus feat allotted to humans. Other characters can choose one
ancestor feat at character creation. Ancestor feats may not be
taken at any time beyond character creation.

A character is assumed not only to be descended from an ances-

karmic tie to that ancestor, which bestows some of thc ances-
tor’s qualities on the descendant. In the case of Unicorn



General Feats Prerequisite
Dodge* Dex 13+

Karmic Strike Dex 13+, Dodge
Expertise* Int 13+

Defensive Strike Int 13+, Expertise
Dex 13+, Dodge
Int 13+, Expertise
Base attack bonus +6 or higher
Improved Unarmed Strike
Improved Unarmed Strike
Improved Grapple
Stunning Fist or monk's
stunning attack
Improved Unarmed Strike
Improved Grapple
Str 15+
Improved Unarmed Strikex —

Defensive Throw Improved Unarmed Strike
Dex 13+, Dodge
Improved Trip
Combat Reflexes
Base attack bonus +2 or higher
Improved Unarmed Strike
Sunder
Dex 15+
Improved Unarmed Strike
Base attack bonus +4 or higher
Stunning Fist or monk's
stunning attack
Wis 17+
Base attack bonus +2 or higher
Improved Unarmed Strike
Improved Unarmed Strike
Base attack bonus +5 or higher
Stunning Fist or monk’s
stunning attack
Wis 17+
Improved Unarmed Strike
Deflect Arrows
Int 13+, Expertise
Improved Disarm
Combat Reflexes

Superior Expertise

Improved Grapple
Choke Hold

Earth's Embrace

Eagle Claw Attack

Falling Star Strike

Fists of Iron

Freezing the Lifeblood

Grappling Block

ancestors, the karmic tie is more important than any actual blood
relation that may exist, since most members of the Unicorn clan
are descended from barbarians who were adopted into the clan.
Characters are not limited to choosing ancestors from their
own clan, since intermarriage between clans is common. It is
quite possible for a Dragon samurai, for example, to claim a Crane
ancestor through his mother’s side. The ancestor feats are listed
on Table 4-3: Ancestor Feats, grouped by clan for convenience
only The names and backgrounds of ancestors apply for human
characters in Rokugan; nonhuman characters and characters in
. other campaign settings can name their ancestors and detail their
 histories as they like, but the feat benefits do not change.

N sHuGgEnITAS AND
s NN=TAMAGIC FERATS

Like sorcerers and bards, shugenjas choose spells as they cast
them, They can choose when they cast their spells whether to
use metamagic feats to improve them. As with other spell-

casters, the improved spell uses up a higher-level spell

General Feats
Great Throw

Prerequisite

Improved Unarmed Strike
Dex 13+, Dodge
Improved Trip

Combat Reflexes
Improved Unarmed Strike
Stunning Fist or monk's
stunning attack

Wis 15+

Unbalancing Strike

Pain Touch Base attack bonus +2 or higher
Stunning Fist or monk's
stunning attack
Wis 19+

Ki Shout Cha 13+
Base attack bonus +1 or higher
Great Ki Shout Cha 13+
Ki Shout
Base attack bonus +9 or higher
Power Attack® Str 13+
Roundabout Kick Str 15+

Power Attack

Improved Unarmed Strike

Str 15+

Power Attack

Improved Unarmed Strike
Jump skill

Base attack bonus +2 or higher
Dex 15+

Lightning Reflexes

Base attack bonus +2 or higher
Endurance

lron Will

Toughness

Flying Kick

Prone Attack

Remain Conscious

Iltem Creation Feats
Craft Crystal Weapon

Prerequisite

Spellcaster level 7th+

Craft Magic Arms and Armor
Craft (weaponsmithing) skill
Intelligence 13+

appropriate Craft skill
Spellcaster level 1+

Craft Talisman

slot. Because the shugenja has not prepared the spell in a metam-
agic form in advance, she must do so on the spot. The shugenja,
therefore, must take more time to cast a metamagic spell than a
regular spell. If its normal casting time is 1 action, casting a
metamagic spell is a full-round action for a shugenja. It takes an
extra full-round action to cast spells with a longer casting time.
Shugenjas cannot use the Quicken Spell metamagic feat.

ART OF FASCINATION :iancssrozs

You claim descent from Kakita Wayozu, the first female Mis-
tress of the Kakita Academy, whose art was so great it is said
that she helped create an alternate world.

Clan: Crane.

Benefit: You can fascinate a single creature with your music
or poetics. You make a Perform check, and the target can negate
the effect with a Will saving throw equal to or greater than your
check result. If the saving throw succeeds, you cannot attempt
to fascinate that creature again for 24 hours. If the saving throw
fails, the creature sits quietly and listens to the song for up to 1
round per level you possess. While fascinated, the target's Spot
and Listen checks suffer a —4 penalty. Any potential threat
allows the fascinated creature a second saving throw against a



TaBLE 4-3: ANCESTOR FEATS
Crab

Great Crafter

Great Teamwork

Improved Aid

Luck of Heroes

Power Attack—Shadowlands
Resist Taint

Sea Legs

Spell Power

Strength of the Crab

Dragon

Born Duelist
Keen Intellect
Resist Poison
Silver Tongue
Soul of Loyalty
Warrior Shugenja

Phoenix

Discipline

Great Diplomat
Keen Intellect
Oni's Bane

Scholar of Nature
Spellcaster Support

Crane

Art of Fascination
Artist

Gifted General

Great Stamina

laijutsu Master
Magical Artisan

Power Attack—Ilaijutsu
Smooth Talk

Lion

Attention to Detail
Fearsome and Fearless
Lion Spy

Warrior Instinct

Scorpion

Blood Sorcerer
Honest Merchant
Karmic Twin
Magistrate's Mind
Many Masks

Soul of Sincerity

BORN DUZLIST :rancsstozs

CH OKE HOLD [GEN=RALI

COOL H=AD :tanczsrtozs

You claim descent from Mirumoto, one of the first two samurai
to join Togashi in his meditative retreat.

Clan: Dragon.

Benefit: If you adopt the Mirumoto niten master prestige
class, you gain an additional +1 AC bonus from the use of the |
niten technique.

This feat is only available if the Mirumoto niten master | '8
prestige class, described in Chapter 11: The Empire of Roku-
gan, is available.

You have learned the correct way to apply pressure to render an |
opponent Unconscious. i

Prerequisites: Improved Unarmed Strike, Improved |||
Grapple, Stunning Fist.

Benefit: If you pin your opponent while grappling and
maintain the pin for 1 full round, at the end of the round
your opponent must make a Fortitude saving throw (DC 10 + |
1/2 your level + your Wisdom modifier). If the saving throw
fails, your opponent falls unconscious for 1d3 rounds.

You are descended from the great diplomat Ide, who was

Unicorn

Cool Head

Kami's Intuition

Magic in the Blood
Powerful Voice
Saddleback

Soul of Honor

Strength of the Charger
Strong Soul

new Perform check result. Any obvious threat automatically
breaks the effect. You must concentrate, as if casting or main-
taining a spell. This is a spell-like, mind-affecting charm ability.

ARTIST :ancsstozz

You claim descent from Doji, the founder of the Crane house-
hold, known as a creator of culture and civilization.

Clan: Crane.

Benefit: You get a +2 bonus on all Perform checks and on
checks for one Craft skill that involves art (such as calligraphy,
origami, painting, or sculpture).

ATTENTION TO DETAIL :tancsstoxs

You are descended from Akodo's advisor Tkoma—a historian,
judge, and storyteller.

Clan: Lion.

Benefit: You gain a +2 bonus on Sense Motive and Spot checks.

BLOOD SORCERER rancsstors

You are descended from Yogo, the Scorpion shugenja who was
the first guardian of the Black Scrolls of Fu Leng.

Clan: Scorpion.

Benefit: Add +3 to the Difficulty Class of all maho-tsukai
spells you cast. However, you also add +3 to the DC for the For-
titude save you must make to avoid accumulating Taint when
you cast maho spells.

This feat is only available if the maho-tsukai prestige class,
described in Chapter 12: The Shadowlands, is available.

chosen to be the voice of Shinjo in all dealings with strangers.
Clan: Unicorn.
Benefit: You get a +3 bonus on Diplomacy checks.

CRAFT CRYSTAL W=A?7Y0ON

[ITEM CREATIONI
You can create magic weapons from Kuni crystal, which is
deadly to creatures of the Shadowlands.

Prerequisite: Spellcaster level 7+, Craft Magic Arms and
Armor, Craft (weaponsmithing) skill.

Benefit: You can forge a weapon out of Kuni crystal, if your”
meet the other prerequisites for doing so (holy smite or jade strike
and daylight). You must first create the weapon, using the rules
for the Craft skill in the Player’s Handbook (a Kuni crystal weapon
adds 400 gp to the listed weapon price and has a DC of 20). Then
you must enhance the weapon, which takes one day for each
1,000 gp in the price of its magical features. To enhance a weapon,
you must spend 1/25 of its features’ total price in XP and use up
raw materials costing half this total price. See Chapter 8: Magic
Items for details of Kuni crystal weapons' cost and abilities.

Normal: Weapons and other items made from normal /7§
crystal are not inherently dangerous to Shadowlands crea-|
tures, nor do they possess any other extraordinary abilities,
unless specifically augmented.

CRAFT TRALISIMAN or=m cz=anons

You can create magic fetishes, single-use magic items that hold
spells until triggered.

Prerequisite: Intelligence 13+, appropriate Craft skill, spell-
caster level 1+,

Benefit: You can create a fsangusuri, a one-use magic talisman,
imbuing it with the power of any spell you know that is 3rd level
or lower. You must provide any material components or focuses
the spell requires. If casting the spell would reduce your XP total,
you pay the cost upon beginning the process in addition to the XP
cost for making the talisman itself. Likewise, material compo-
nents are consumed when you begin crafting, but focuses are
not. (A focus used in crafting a talisman can be reused.)




The talisman has a base price of the spell level x caster level x
50 gp (a 0-level spell counts as 1/2 level). You must spend 1/25 of
its base price in XP and use up raw materials costing half this base
price. A talisman's market value equals its base price.

 DEF=NSIV=E STRIK=E rezn=zn11

You can turn a strong defense into a powerful offense. This feat
is called musubi in Rokugan.

Prerequisite: Int 13+, Expertise, Dex 13+, Dodge.

Benefit: If an opponent attacks you and misses while you
are using the total defense action, you can attack that opponent
on your next turn with a +4 bonus on your attack roll. You gain
no bonus against an opponent that does not attack you or
against an opponent that attacks and does not miss.

=F=NSIV= THROW rezn=znu1

. You can use your opponent’s weight, strength, and momentum
. against her, deflecting her attack and throwing her to the ground.

Prerequisite: Dex 13+, Improved Unarmed Strike, Dodge,

Improved Trip, Combat Reflexes.

Benefit: If the opponent you have chosen to receive your

AC bonus from the Dodge feat attacks you and misses, you can

make an immediate improved trip attack against that oppo-

nent. This attempt counts against your allowed attacks of

[ opportunity this round.

. DISCIPLINE anczstozs

. Your ancestor, Naka Kaeteru, was the first Grand Master of all
' the elements, a master of meditation and contemplation.

Clan: Phoenix.

Benefit: You gain a +2 bonus on all Concentration checks
. and a +1 bonus on Will saves.

AGL=E CLAW RATTACK rte=n=znus

. Your unarmed attacks shatter objects.

. Prerequisites: Base attack bonus +2 or higher, Improved
Unarmed Strike, Sunder, Dex 15+.

 Benefit: You can strike an opponent’s weapon or shield with

an unarmed strike.

Special: Weapon hardness and hit point ratings are given on

Table 8-13: Common Weapon and Shield Hardness Ratings

and Hit Points in the Player's Handbook.

Normal: A character can normally only attack an opponent’s

weapon with a slashing or bludgeoning weapon.

. - :
i SARTH'S EMBRACE  e=nzzmus

| ' You can crush opponents when you grapple them. This feat is
called tsuchi-do in Rokugan.
Prerequisites: Improved Unarmed Strike, Improved Grapple,
Str 15+
~ Benefit: While grappling, if you pin your opponent, you deal
. critical damage (double normal unarmed damage) each round

i-‘hat you maintain the pin. You hold your opponent immobile as

ormal, but you must also remain completely immobile, giving
opponents (other than the one you're pinning) a +4 bonus on
B attack rolls against you (but you are not helpless).

FALLING STAR STRIKE rgzn=znu1

You have mastered the art of striking a nerve that blinds a
humanoid opponent.
Prerequisites: Improved Unarmed Strike, base attack
bonus +4 or higher, Stunning Fist or monk's stunning
attack, Wis 17+. -

Benefit: Against a humanoid opponent, you can make an
unarmed attack that has a chance of blinding your target. If
your attack is successful, your target must attempt a Fortitude |
saving throw (DC 10 + 1/2 your level + your Wisdom modifier).
If the target fails this saving throw, he is blinded for 1 round per
level you possess. In addition to the obvious effects, a blinded
creature suffers a 50% miss chance in combat (all opponents |
have full concealment), loses any Dexterity bonus to AC, grants
a +2 bonus on attackers’ attack rolls (they are effectively invisi-
ble), moves at half speed, and suffers a —4 penalty on most
Strength- and Dexterity-based skills.

FEARSOM= AND F=ARLESS
[ANC=ESTORI
You claim descent from the first Akodo, the paragon of
samurai virtue.

Clan: Lion,

Benefit: You gain a +1 bonus on all Will saves against fear
effects, and the Difficulty Class of any fear effect you create
(through spell or other ability) is increased by 1.

If you adopt the Akodo champion prestige class (see Chapter
11), allies within your aura of courage gain an additional +1
bonus on their saving throws against fear.

FISTS OF IRON ie=n=znL1

You have learned the secrets of imbuing your unarmed attacks
with extra force.

Prerequisites: Base attack bonus +2 or higher, Improved
Unarmed Strike.

Benefit: Declare that you are using this feat before you make
your attack roll (thus, a missed attack roll ruins the attempt).
You deal an extra 1d4 points of damage when you make a suc-
cessful unarmed attack. You may use this feat a number of times
per day equal to three + your Wisdom modifier.

FLYING RICK 1ezn=zn1L1

You literally leap into battle, dealing devastating damage.
Prerequisite: Str 13+, Power Attack, Improved Unarmed
Strike, Jump (4 ranks).
Benefit: When fighting unarmed and using the charge
action, you deal double damage with your unarmed arttack.

FR==ZING TH= LIF=BLOOD

[GEN=ERALI

You can paralyze a humanoid opponent with an unarmed attack.

Prerequisite: Improved Unarmed Strike, base attack bonus
+5 or higher, Stunning Fist or monk's stunning attack, Wis 17+.

Benefit: Against a humanoid opponent, you can make an
unarmed attack that deals no damage, but has a chance of paralyz-
ing your target. If your attack is successful, your target must
attempt a Fortitude saving throw (DC 10 + 1/2 your level + your
Wisdom modifier). If the target fails this saving throw, he is para-
lyzed for 1d4+1 rounds. A paralyzed character stands rigid and help-
less, unable to move or act physically. He has effective Strength
and Dexterity scores of 0 but may take purely mental actions.

GIFTED GEN=RAL iancsstozs
Your ancestor Daidoji Yurei, an ancient daimyo of the Daidoji family,
was a gifted general—the first in Rokugan to use guerilla tactics.
Clan: Crane. g
Benefit: You gain a +2 bonus on Initiative checks and a +1
bonus on all Fortitude saves.



GRAPPLING BLOCK re=n=znL1

You can catch and pin an opponent’s weapon with your bare hands.

Prerequisite: Improved Unarmed Strike, Deflect Arrows,
Int 13+, Expertise, Improved Disarm, Combat Reflexes.

Benefit: You must have both hands free or be holding weap-
ons designed to catch other weapons (such as the sai or jitte) to
use this feat. Once per round when you would normally be hit by
amelee weapon, you may make a special disarm attempt against
your opponent, This attempt counts against your allowed attacks
of opportunity this round. You make an opposed attack roll (with
your unarmed strike, sai, or jitte) against the attack roll that hit
you. The opponent’s attack roll is not modified by the size of the
weapon. If you succeed, you grab the weapon away from your
opponent (if you are unarmed) or knock the weapon to the
ground (if you are armed). You may only use this feat against
weapons up to two sizes larger than you.

GREAT CRAFTE=ER rancsstozs

Your ancestor, Kaiu, was the first and greatest blacksmith of the
Crab clan. Kaiu forged the weapons which the Crab used
against the Shadowlands, and gave his name to the engineering
school of the clan.

Clan: Crab.

Benefit: You gain a +3 bonus on all Craft checks.

GR=ERAT DIPLOMAT :rancsstoxs

You are descended from Asako, one of the companions of the
first Phoenix, a great healer, diplomat, and warrior.

Clan: Phoenix.

Benefit: You gain a +2 bonus on Diplomacy checks, and
your Leadership score (see the Duncron MasTER's Guide) is in-
creased by 2.

GRERT L/ SHOVUT rtezn=znuL1

Your ki shout can panic your opponents.

Prerequisites: Cha 13+, Ki Shout, base attack bonus +9
or higher.

Benefit: When you make a ki shout, your opponents are
panicked for 2d6 rounds unless they succeed at their Will
saves (DC 10 + 1/2 your character level + your Charisma mod-
ifier). Panicked characters suffer a —2 morale penalty on
attack rolls, saves, and checks, they have a 50% chance to drop
what they are holding, and they run away from you as quickly
as they can. The effects of being panicked supersede the
effects of being shaken.

GREAT STAMINA :tanczstoni

Your ancestor, Daidoji Masashigi, gave his life defending the
Kaiu Wall alongside the Crab at the Battle of the Landbridge.

Clan: Crane.

Benefit: You gain a +2 bonus on all checks you make for per-
forming a physical action that extends over a period of time
(running, swimming, holding your breath, and so on}, and +1 to
your hit point total.

GREAT TEAMWORK rtanczsrozs

You are a descendant of Hida Banuken, the Crab champion
who oversaw the construction of the Kaiu Wall during the
Battle of the Cresting Wave.

Clan: Crab.

Benefit: When you and an ally flank an opponent, you gain
a +4 bonus on your attack roll, instead of the normal +2 bonus.

HONZST MERCHANT tancsstozs

Your ancestor, Bayushi Tesaguri, was the son of Bayushi Junzen,
Scorpion Clan Champion. He did not trust the Yogo family, so
he gave three of the Black Scrolls of Fu Leng to his son, Tesaguri.
Tesaguri, however, betrayed this trust by selling the Scrolls to
the Phoenix clan—and paid for his crime with his life.

Clan: Scorpion.

Benefit: You get a +2 bonus on all Profession checks, allow-
ing you to make more money at your work.

|H|J'UT5U MASTER [ANCESTORI

You are not only descended from Kakita, the greatest duelist ever | :

to have lived, but you share a karmic tie to his spirit.
Clan: Crane.
Benefit: Once per day, you can make any one attack roll,

saving throw, or skill check using your Iaijutsu Focus skill modi- |1

fier in place of all other modifiers. For example, you can roll a
melee attack roll using only your Iaijutsu Focus skill modifier
instead of your total attack bonus (including Strength modifier,
weapon enhancement bonus, Weapon Focus bonus, size modi-
fier, and all other bonuses to your attack roll). You give up all your
other modifiers and use your skill modifier instead.

IMPROVED RAID :tancssrozs

You are descended from Hida Tadaka, the great Crab daimyo
who gave his life to avert a war between his clan and the Lion.
Clan: Crab.
Benefit: When using the Aid Another action in melee
combat (see Aid Another in the Player’s Handbook), your ally
gains a +4 circumstance bonus on his attack roll or to his AC.
Normal: The Aid Another action normally gives a +2 cir-
cumstance bonus on your ally's attack roll or AC against a
single opponent.

IMPROVED GRAPPLE rezn=znuz

You are skilled in martial arts that emphasize holds and throws.
Prerequisite: Improved Unarmed Strike.

Benefit: If you hit with an unarmed strike, you deal normal

damage and can attempt to start a grapple as a free action with-
out provoking an attack of opportunity. No initial touch attack
is required. You can deal normal damage while grappling,
rather than subdual damage, without suffering a penalty on
your grapple check.

Normal: Characters without this feat make a melee touch
attack to grab their opponent and provoke an attack of opportu-

nity when doing so. They also suffer a —4 penalty on their grapple /

checks when trying to inflict normal damage in a grapple.

KARI'S IMTVUITION :ancssrozs

You are descended from Shinjo, the first Unicorn, the kindest
and most compassionate of the kami.
Clan: Unicorn.
Benefit: You get a +2 bonus on Sense Motive checks and on
Intelligence checks made to figure things our.

KARMIC STRIKE re=n=zaus

You have learned to strike when your opponent is most vulner-
able: at the same instant your opponent strikes you. This feat is
also called ai uchi.

Prerequisites: Dex 13+, Dodge.

Benefit: You can make an attack of opportunity against an
opponent that hits you in melee. You take a —4 penalty to




your Armor Class, in exchange for the ability to make an attack of
opportunity against any creature that makes a successful melee
attack roll or melee touch attack roll against you. The opponent
that hits you must be in your threatened area, and this feat does
not grant you more attacks of opportunity than you are normally
allowed in a round. If you hit with your attack of opportunity,
you and your opponent deal and take damage simultaneously.
You specify on your turn that you are activating this feat, and the
change to your Armor Class and your ability to make these spe-
cial attacks of opportunity last until your next turn.

| KARMIC TWIN cancssrozs

You are descended from Bayushi, the first Scorpion, whose love
for his daughter proved his final downfall.

I Clan: Scorpion.

Benefit: You get a +2 bonus on all Charisma-based skill
checks and Charisma checks. You have a karmic tie to another
character. You may detect the direction of this character if he or
 she is alive, on the same plane, and you succeed at an Intuit
Direction check against DC 15 (or a Wisdom check if you do
not have the skill). A failure on this check gives no information.
You may retry once per round as a standard action.

The character to whom you have this karmic connection may
be another player character or an NPC under control of the DM,
| but he or she must also have the Karmic Twin ancestor feat.

==ZN INTELLECT tancsstozs

You are descended from Agasha, the founder of the original
| Dragon shugenja school, a shugenja known for her keen intel-
 lect and powers of observation,
. Clan: Dragon, Phoenix.
Benefit: You gain a +1 bonus on Intelligence checks and a +1
. bonus on Knowledge, Scry, and Search checks.

?/ SHOUT [GENERALI

' You can bellow forth a ki-empowered shout that strikes terror
. into your enemies.

Prerequisites: Base attack bonus +1 or higher, Cha 13+

Benefit: Making a ki shout is a standard action. Opponents
who can hear your shout and who are within 30 feet of you may
become shaken for 1dé rounds. The ki shout affects only oppo-
nents with fewer Hit Dice or levels than you have. An affected
opponent can resist the effects with a successful Will save
against a DC of 10 + 1/2 your character level + your Charisma
modifier. You can use Ki Shout once per day.

Shaken characters suffer a —2 morale penalty on attack rolls,
saves, and checks.

| LIONL S?PY tanczstozz
Your ancestor, Akodo Shinju, was the greatest spy of the Lion clan.
Clan: Lion.
Benefit: You gain a +2 bonus'on Disguise and Gather Infor-
~ mation checks.

2
UCK OF H=ROES ranczstozxz

" You are descended from the quick-footed and quick-witted
Hiruma, the archetypal hunter and scout.

Clan: Crab.

Benefit: You get a +1 bonus on all saving throws..
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You claim a karrmc link with Iuchi, one of the most
resourceful shugenjas in early Rokugan.

Clan: Unicorn.
Benefit: You get a +2 bonus on Alchemy and Spellcraft
checks.

MAGICAL ARTISAN tancsstozs

You are descended from Asahina Yajinden, a shugenja of the
Crane clan who became the greatest lieutenant of the dread sor-
cerer Tuchiban. Yajinden abused his power, creating the Blood-
swords and other evil magic items used by the armies of Tuchiban.

Clan: Crane.

Benefit: Choose one item creation feat. When determining
your cost in XP and raw materials for creating items with that
feat, multiply the base price by 75%. Since you must choose this
feat at character creation, you do not have to select an item cre-
ation feat you already know, but you get no benefit from this
feat until you learn the item creation feat you have selected,

RMAGISTRATZ'S MIND rancssrozs

You claim descent from Soshi Saibankan, a great Scorpion
judge who helped establish the Empire’s institution of Emerald
Magistrates.

Clan: Scorpion.

Benefit: You get a +2 bonus on Knowledge (history) and
Knowledge (nobility and royalty) checks.

RMANY RMASKS :ianczstozs

You are descended from Shosuro Furuyari, an important
Scorpion playwright.

Clan: Scorpion.

Benefit: You get a +2 bonus on Disguise and Perform checks,

On.l .S BHHE [ANCESTOR]

Your ancestor, Isawa Akuma, was a Phoenix shugenja who
sought to understand the mystery of identity. Venturing into
the Shadowlands, he lost his own identity to an oni.

Clan: Phoenix.

Benefit: You gain a +3 bonus on caster level checks (1d20 +
caster level) to beat an outsider’s spell resistance. However, because
of Akuma’s fall, you suffer a —2 penalty on Diplomacy checks.

PRI TOUCH tc=n=zn11

You cause intense pain in an opponent with a successful stun-
ning attack.

Prerequisites: Base attack bonus +2 or higher, Stunning Fist
or monk’s stunning attack, Wis 19+,

Benefit: Victims of a successful stunning attack are subject to
such debilitating pain that they are nauseated for 1 round follow-
ing the round they are stunned. Nauseated creatures are unable to
attack, cast spells, concentrate on spells, or do anything else
requiring attention. The only action such a character can rtake is a
single move (or move-equivalent) action per turn.

Creatures that are immune to stunning attacks are also
immune to this feat, as are any creatures that are more than one
size category larger than the feat user.

rOWUER ATTACK—IAITVUTSV

[ANC=5TOR1
Your ancestor, Kakita Rensei, was a renowned duelist whose
strength was legendary.
Clan: Crane,
Benefit: In an iaijutsu duel, you add an extra 1de points of
damage to the damage from your laijutsu Focus checks.



TOWER ATTACK—
SHADOWLANDS :anczsrozs

You are descended from Kaiu Gineza, the engineer who not
only helped construct the tomb of Iuchiban, but
also remained in the tomb to set the last trap.

Clan: Crab.

Benefit: When you use the Power Attack
feat against a creature with the Shadow-
lands type modifier or a charac-
ter with the Shadowlands Taint,
you subtract a number from
your melee attack rolls and add
1 1/2 times that number to your
melee damage rolls. The normal
restrictions of the Power Attack
feat apply. You gain no benefit
from this ancestor feat if you do
not have the Power Attack feat,

This feat is only available in
Rokugan.

rOWERFUL

VOICE :ancssrtozs
You are karmically linked to Utaku, _g
Shinjo's most trusted lieutenant @
and devoted bodyguard.

Clan: Unicorn.

Benefit: Your powerful
speaking voice gives you a +2
bonus on Diplomacy checks
and Perform checks when you
are speaking or singing.

'RON=
ATTRACK ie=n=znu

You attack from a prone position without penalty.

Prerequisites: Base attack bonus +2 or higher, Dex 15+,
Lightning Reflexes.

Benefit: You can make an attack from the prone position and
suffer no penalty on your attack roll. If your attack roll is suc-
cessful, you may regain your feet immediately as a free action.

Special: Prone Attack is a bonus feat for fighters. It can be
taken whenever a fighter is eligible for a bonus feat, as long as
the character has met the prerequisites.

R=2MAIN CONSCIOVUS re=n=zn11

You have a tenacity of will that supports you even when you are
disabled or dying,

Prerequisites: Base attack bonus +2 or higher, Endurance,
Iron Will, Toughness.

Benefit: When your hit points are reduced to 0, you may take
one partial action on your turn every round unil you reach —10
hit points, or your hit point total returns to 0 or higher. If stabi-
lized, you can continue to take partial actions, but the first partial
action you take revokes the stabilization. If you reach —10 hit
points, you die.

R=2SIST POISON :tancssrtozs

Your ancestor, Agasha Kitsuki, founded the fourth family of
the Dragon clan and a school for magistrates renowned for
teaching skills of investigation and deduction.

Clan: Dragon.

Benefit: You gain a +4 bonus on Fortitude saving
throws against poison.

RESIST TRAINT :anczsrozxs

You are descended from Kuni, the founder of the

Kuni family, a scholar of—and mighty warrior
against—the Shadowlands,

' Clan: Crab,

Benefit: You gain a +4 bonus on all Fortitude |

saving throws to determine whether you
acquire the Shadowlands Taint.

This feat is only available in Rokugan. |

ROUNDABOVUT
RICK tezn=znaL:

You can follow up on a particularly |}
powerful unarmed attack with a mighty |
kick, spinning in a complete circle before {3
landing the kick.
~ Prerequisites: Str 15+, Power Artack,
« Improved Unarmed Strike.
e Benefit: If you strike a
successful critical hit with an
unarmed attack, you can im-
mediately make an additional
‘unarmed attack against the
same opponent, as if you hadn’t
used your attack for the critical hit.
You use the same attack bonus that you
used for the critical hit. For example,
Bujiko can make three unarmed
attacks in a round, at base
attack bonuses of +9, +6, and +3.
If she gets a critical hit on her
second attack, she can make anf+
additional attack using her +6 base’
attack bonus. She then makes her third attack (at +3) as normal.

SADD LEB RCK [ANCESTORI]

You have a unique karmic tie to Moto Chai, one of the greatest
riders ever to live, even by Unicorn standards,

Clan: Unicorn.

Benefit: You receive a +3 bonus on all Ride checks.

SCHOLAR OF NMATURE

[ANC=ESTOR]
You are descended from Asako Hanasaku, a great scholar who
threw himself into the study of medicine, herbs, and poison,
Clan: Phoenix.
Benefit: You gain a +2 bonus on Alchemy and Heal checks.

S=A L=GS ranczstozz

You are descended from Yasuki Fumoki, a notorious pirate who
preyed on Crane merchant ships off the coast.

Clan: Crab.

Benefit: You gain a +2 bonus on Balance and Profession
(sailor) checks.

SILV=R TONGUE :ancsstoxs

Your ancestor, Mirumoto Kaijuko, was the first woman to become
daimyo of the Mirumoto family. At the age of 16, she defeated
her uncle in a duel to claim leadership of the family,

WA -



Clan: Dragon.
Benefit: You gain a +2 bonus on Bluff and Diplomacy checks.

SIMOOTH TALK :tanczstozz

You are descended from Doji Taehime, a Crane ambassador to
the Scorpion court—a courtier skilled at discovering false-
hoods and uncovering plots.

Clan: Crane.

Benefit: You gain a +2 bonus on Diplomacy and Sense
Motive checks.

i

 SOVL OF HONOR rancsstozs

| Your ancestor Shinjo Martera, the firstborn son of Shinjo, was
the living incarnation of bushido for the Unicorn, utterly with-
out fault or failing.

Clan: Unicorn.

Benefit: You are aware of any action or item that could
. adversely affect your honor or your alignment, including magi-
cal effects. A moment's contemplation allows you to discern
' such information before performing such an action or becom-
ing associated with such an item.

11
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SOUL OF LOYALTY tnncsstoxns
Your ancestor, Mirumoto Tokeru, was renowned for his loyalty
" to his twin brother, Ryudumu,
il Clan: Dragon.
. Benefit: You gain a +4 bonus on Will saving throws against
I | compulsion effects.

OUL OF SINCERITY ianczstozz

You are descended from the famous Scorpion daimyo Bayushi

Tangen, author of Lies and Little Truths.

Clan: Scorpion.

: Benefit: You gain a +4 bonus on Sense Motive checks and a
' —2 penalty on Bluff checks.

|

Your lineage traces back to the young shugenja Kuni Osaku,
who single-handedly held off a massive army of oni at the
Battle of the Cresting Wave. Her spell summoned a tsunami
and made the Seigo no Kamae river impassible for seventy-
three days while the Crab built the Kaiu Wall, but its powerful
magic cost Osaku her life.

Clan: Crab.

Benefit: Three times per day, you can cast a spell with
extraordinary power. Add +1 to the saving throw Difficulty
Class for these spells.

| SPELLCASTER SUPPORT

ANCESTORI
" Your ancestor, Shiba Kaigen, was a samurai who used his
knowledge of spellcraft to help defend a mountain pass from a
P8 Lion invasion.

=i ' Clan: Phoenix.

1L L I} Benefit: You can use the Aid Another action, making a Spell-
LI craft check against DC 10, to add +2 to the Difficulty Class of an
' allied shugenjas spell.

ISTRENGTH OF TH=E CHARGER

i A

i tanc=sToRs

it You share the spirit of Utaku Shiko, the founder of the
Utaku Battle Maiden tradition.

T
i

Clan: Unicorn.
Benefit: You gain a +2 bonus on all Fortitude saves and +1 to
your hit point total.

STRENGTH OF THE CRAB

[ANCESTORI
You claim descent from Hida, the first Crab.
Clan: Crab.
Benefit: When fighting side by side with at least one other
Crab character, you gain a +1 morale bonus on attack rolls and
on saves against fear effects. "

STRONG SOVUL ranczstozs

You claim descent from Moto Soro, the simple peasant who g8
earned his place among samurai and founded the Moto family
Clan: Unicorn.
Benefit: You get a +1 bonus on all Fortitude and Will saves
and an additional +1 bonus against energy draining and
death effects.

SUPERIOR EXPERTISE re=n=zrnu
You have mastered the art of defense in combat. _
Prerequisites: Int 13+, Expertise, base attack bonus +6 or |
higher. v
Benefit: When you use the Expertise feat to improve your |
Armor Class, the number you subtract from your attack and |
add to your AC can be any number that does not exceed your &
base attack bonus. (Without this feat, the number can be no
greater than +5.)
Special: Superior Expertise is a bonus feat for fighters. It can ©
be taken whenever a fighter is eligible for a bonus feat, as long |
as the character has met the prerequisites.

UNBALANCING STRIKE rezn=znui |

You can strike a humanoid opponent's joints to knock your
target off balance. This feat is called kuzushi in Rokugan.
Prerequisites: Improved Unarmed Strike, Stunning Fist or |
monk’s stunning attack, Wis 15+.
Benefit: Against a humanoid opponent, you can make an ‘
unarmed attack that has a chance of unbalancing your target.
Ifyour attack is successful, you deal normal damage and your
target must attempt a Reflex saving throw (DC 10 + 1/2 your §
level + your Wisdom modifier). If the target fails this saving &
throw, he is thrown off balance for 1 round, losing any Dex- |
terity bonus to AC and giving attackers a +2 bonus on their §
attack rolls. i

WARRIOR INSTINCT :ancsstors

Your ancestor, Matsu Hitomi, was the most famous female
samurai of the early Empire. Hitomi donned her brother's |
armor to avenge his death, earning command of a unit of samu- |
rai through her fierce devotion to war.
Clan: Lion.
Benefit: You gain a +2 bonus on Initiative and Spot checks |

WARRIOR SHUGENT A :iancsston |

Your ancestor, Agasha Nodotai, was a shugenja well versed in
the code of bushido and the way of war.

Clan: Dragon.

Benefit: You gain a +2 bonus on your Concentration @
checks when casting defensively and a +1 bonus on your For-
titude saves.
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There is no game mechanic to measure or track a character's
honor. Honor functions much like alignment: as a tool for
developing your character’s identity. As part of creating your
character, you should decide whether you intend to play your
character as a paragon of honor, a dishonorable scoundrel, or
something in between—perhaps someone who struggles to
live honorably but too often succumbs to temptation. As a gen-
eral guideline, consider these five “ranks” of honor:
Honorless: This character does not adhere to the principles of
bushido, and even mocks them as irrelevant ideals. Such a character
cannot be trusted, for betrayal comes as naturally to this person as
breathing. An honorless character is usually both chaotic and evil.
Untrustworthy: The code of bushido is an inconvenience to
this character, a tool best used to manipulate others. Such a
person would betray anyone in the right circumstances, but
can usually be relied on at least to come to the aid of the clan.
|+ With self-interest taking precedence above all, such characters
o are usually chaotic or neutral and often evil.
Honorable Action: At a bare minimum, an honorable char-
‘acter must at least act in accordance with bushido, even if the
character’s heart is not in it. Subordinating one’s own interests
to those of the clan is difficult for such a character, and living
up to the ideals of bushido is a constant struggle. With each suc-
cessful bout against temptation, however, the character's
resolve grows stronger. This minimum standard of honor usu-
ally represents a neutral alignment, with leanings toward law.
{  Honorable Thought: A truly honorable character no longer
] doubts or questions bushido and its demands. Such a person,
while not free from temptation, easily overcomes it. Now, the
‘difficulty comes when the character is forced to bend rules,
however slightly—this is a challenge for the exceptionally
honorable samurai. Such a character is usually lawful neutral.
Honorable Soul: The paragon of honor cannot be swayed
from the call of duty to clan and family. To even question the
honor of such a character in unthinkable. Characters so im-
mersed in honor are selfless, completely devoted to their family
and clan, and willing to give up their own lives for the safety and
security of others. They are usually lawful neutral or lawful good.

ONOR AND DISHONOR:
SOM= =XAMPLES

Honorable actions, according to the code of bushido, include:
* Avenging the death of a family member

*+ Defeating an ancestral enemy

+ Saving another person's life

BEHIND TH=E CURTAIN: ALIGTURENT IN
ORIZENTAL ADVENTURES
A close look at the spell lists, magic items, and other elements
of Oriental Adventures reveals that, in comparison to the stan-
. dard Dunceons & DRAGONS game, alignment is somewhat less
important. In many Oriental Adventures campaigns, a person's
ks ethical code is summed up in the idea of honor rather than
% notions of good or evil, law or chaos. So you'll find honorable
weapons in Chapter 8: Magic Items—weapons that deal
; increased damage against dishonorable characters and crea-
tures. In the featured campaign setting of Rokugan, the
Shadowlands Taint is a physical force of evil, and the shugenja
spell list features detect Taint instead of detect evil, jade strike

+ Leading a victorious force in battle
» Completing a great quest
* Dying a heroic death

Dishonorable actions include the following:

*+ Being accused or convicted of a crime

+ Being taken prisoner

+ Breaking an oath

+ Losing a birthright, including an ancestral weapon
+ Losing a contest or duel, especially to an inferior opponent
* Behaving rashly or improperly

* Refusing a contest or duel

* Committing treason

« Entering into debt (of money or favors)

* Fleeing a fight

* Leading a losing force in battle

= Using a peasant or ninja weapon

* Disobeying one's lord

In campaigns not based on Japanese culture, definitions of
honor may vary, sometimes dramatically.

RELIGION

The Player's Handbook describes a polytheistic world, which is
the baseline assumption of religion in the D&D game. In such
asystem, a number of deities hold control over different aspects
of mortal existence, such as death, honor, strength, law, and
magic. Religion in Oriental Adventures springs from a very dif-
ferent world view, one that is fundamentally animistic.

Animism is the belief that spirits inhabit every part of the
natural world. In the world of Oriental Adventures, everything
has a spirit—from the grandest mountain to the lowliest rock
from the great ocean to a babbling brook, from the sun and
moon to a samurai’s ancestral sword. All these objects, and the
spirits that inhabit them, are alive and sentient, though some
are more aware, alert, and intelligent than others. Some are also
more powerful than others—some might even be called
deities. But all are worthy of respect and even veneration.

The multitudinous spirits of the world are not served by clerics,
as are the deities described in the Player's Handbook, but shamans
and shugenjas can sometimes command or implore them to per-
form specific tasks on their behalf. Shamans actually have two to
three specific patron spirits (who grant them domain spells and

instead of holy smite, and jade aura instead of holy aura. Tainted
weapons and jade weapons appear in Chapter 8: Magic Items.

It is theoretically possible to eliminate alignment entirely in
an Oriental Adventures campaign, using the systems of honor,
Taint, or both, to replace it. If you use shamans, sorcerers,
and wu jen in such a game, you'll need to create replace-
ments for spells such as detect evil and protection from evil
that rely on honor instead of alignment. Characters who are
honorless or untrustworthy would be affected by detect
dishonor ot protection from dishonor, honorable weapons, and
the like, while characters who qualify as honorable thought or
honorable soul would be affected by detect honor or protection
from honor and dishonorable weapons.




powers), but most other characters do not pay allegiance to any
one spirit over the others. Instead, they offer prayers and sacri-
fices to different spirits at different times, as appropriate to the
spirit. A pious character probably makes daily prayers and offer-
ings to her ancestor spirits, regular petitions to important spirits
such as the Seven Fortunes of Good Luck, occasional sacrifices of
incense to placate spirits such as the spirit of a forest, and sporadic
prayers to a host of other spirits as well.

An animistic religion is very tolerant. Most spirits don't care
who else a character offers sacrifices to, as long as they get the sac-
rifices and respect they are due. As new religions spread through-
out the lands of Oriental Adventures, they typically win adherents
but not converts. People incorporate new spirits and deities into
their prayers without displacing the old ones. Monks and schol-
ars may adopt complex philosophical systems and practices with-
out changing their belief in and respect for the spirits at all.

In short, you do not need to select a patron deity for your
character. You may wish to put some thought into which spirits
he commonly venerates. If he has an ancestor feat, that's a good
place to start. In the featured campaign setting of Rokugan, the
most important ancestral spirits are the seven kami, children of
the sun deity, who founded the great clans: Akodo, Doji,
Bayushi, Shinjo, Shiba, Togashi, and Hida. Their eldest brother
Hantei founded the imperial line, and their brother Fu Leng,
now dead, created the Shadowlands and its demonic inhabi-
tants. Nearly as important are the founders of the other clan
families—Matsu, Daidoji, Shosuro, and the rest.

Other spirits commonly venerated in any Oriental Adventures
setting include Fortunes of good luck, wealth, love, strength,
wisdom, longevity, storms, harvests, the sea, the winds, war, and
various crafts and professions. The sun (called Yakamo in Roku-
gan) and moon (called Hitomi), as well as other celestial bodies
are commonly venerated as well,

In Rokugan, one philosophical system overlays the religion
of the spirits: called Shinseism or Shintao (“the way of Shin-
sei”), it emphasizes the individual's quest for enlightenment
over veneration of the spirits, though (as usual in the lands of
Oriental Adventures) the two are never seen as mutually exclu-
sive. By focusing the mind on the eternal, unchanging five ele-
ments (air, earth, fire, water, Void) rather than the temporal,
material world, a follower of Shintao hopes to free his soul from
the material and achieve enlightenment. It is not uncommon
fora follower of Shintao to venerate previous enlightened souls
alongside or even in place of his actual ancestors.

VITRL STRTISTICS

As described in the Player’s Handbook, defining key details of
your character can help bring that character to life,

nAm=

If you are playing in the featured campaign setting of Rokugan
and your character is human, you have already chosen your

TaBLE 5—1: COMMON SYLLABLES

A BA BE BI BO BU
DO E FU GA GE Gl
| JA Ji el Ju KA
MI MO MU NA NE NI
PO PU RA RE RI RO
SHU SO SU TSU  TA TE

YU ZA ZE Z0 ZU

character’s clan. Choose a family within that clan, and you have
half of your character's name. Family names in Rokugan are
spoken and written first, so Kitsu Mari is a shugenja of the
Kitsu family. Personal names are usually one to three syllables
long, and each syllable is drawn from a finite list of common |/
sounds in the Rokugani language. |

You can select syllables from Table 5—1: Common Syllables to |1}
form your character’s name. You can insert an N between sylla- r: ik
bles if that helps you pronounce the resulting name. Women'’s i .I
names sometimes end in “ko,” though some female samurai m"
choose masculine names. |

Chapter 2: Races contains examples of common names for |||}
members of each of the races available in Oriental Adventures. ||f

RG=

you choose it, it must be at least the minimum age for the char- |/
acter’s race and class (see Table 5-2: Random Starting Ages).
Random determination of starting age and aging effects work '[
as described in the Player’s Handbook. \

At some point between the ages of 13 and 21 (usually around
16), a human child in Rokugan performs a rite of passage called
gempukku. At this point, the child is considered an adult and
usually takes a new name. Characters of the noble caste (includ-
ing all samurai and shugenjas, and possibly other characters as
well) are assumed to begin their adventuring careers following
the completion of their gempukku ceremony.

TABLE 5—2: RANDOM STARTING AGES

Fighter Monk
Barbarian Ranger  Shaman
Rogue  Samurai Shugenja
Race Adulthood Sorcerer  Sohei Wu Jen
Human 15 years +1d4 +1d6 +2d6
Hengeyokai 40 years +4d6 +6d6 +9d6
Korobokuru 40 years +3d6 +5d6 +7d6 |
Nezumi 5 years +1d2 +1d4 +1d8 |
Spirit Folk 110 years +4d6 +6d6 +10d6
Vanara 30 years +2d6 +4d6 +6d6
TaBLE 5-3: AGING EFFECTS
Maximum
Race Middle Age* Old** Venerable} Age
Human 35years 53 years 70years +2d20 years
Hengeyokai 100 years 150 years 200 years +3d% years W w
Korobokuru 125 years 188 years 250 years +2d% years ||i.“ P
Nezumi 15years 23 years  30years +1d10 years Ml
Spirit Folk 175 years 263 years 350 years +4d% years ,/ [ i
Vanara 75years 113 years 150years +1d% years ' |

* -1 to Str, Con, and Dex; +1 to Int, Wis, and Cha.
*% —2 to Str, Con, and Dex; +2 to Int, Wis, and Cha.
T -3 to Str, Con, and Dex; +3 to Int, Wis, and Cha.

HZEIGHT AND WZIGHT

On average, humans in Oriental Adventures are somewhat
shorter than their counterparts in the Player’s Handbook. (This is

CHA CHI CHO CHU DA DE
GO Gu HA HE HI HO
KE Ki KO KU MA ME
NO NU O PA PE Pl
RU SA SE SHA SHI SHO
TO TU u WA YA YO



particularly true for the featured campaign setting of Rokugan,
but may not be true for all campaigns. Use the tables in the
Player's Handbook for humans in settings where humans are
taller.) Choose your character's height and weight from the
ranges mentioned in her race’s description or from the ranges
found on Table 5—4: Random Height and Weight. Think about
what your character's abilities might say about her height and
weight. You can also roll randomly for your character's height
and weight on Table 5—4.

TABLE 5—4: RANDOM HEIGHT AND WEIGHT

Base Height Base Weight
Race Height Modifier Weight Modifier
Human, man 47107  +2d8 1201b. x (2d4) Ib.
Human, woman 4'5"  +2d8  85lb. x (2d4) Ib.
Hengeyokai, man 410" +2d8 1201Ib. x (2d4) Ib.
Hengeyokai, woman 4°5°  +2d8  85Ib. x (2d4) Ib.
Korobokuru, man 379  +2d4 1001b. x (2d4) Ib.
Korobokuru, woman 377"  +2d4  701Ib. x (2d4) Ib.
Nezumi, man 52" +2d4 140Ib. x (1d6) Ib.
Nezumi, woman 49" +2d4 105 |b. x (1d6) Ib.
Spirit Folk, man 410"  +2d8 1201b. x (2d4) Ib.
Spirit Folk, woman 47 5” +2d8  851b. x (2d4) Ib.
Vanara, man 4°5"  +1d8  901Ib. x(1d6) Ib.
Vanara, woman 42"  +1d8  851Ib. x(1d6) Ib.

=QUIPPING A
_CHARACTER

. As described in the Player's Handbook, you begin the game
with at least one outfit of normal clothes (artisan's outfit,
| entertainer’s outfit, explorer’s outfit, monk’s outfit, peasant’s
outfit, scholar’s outfit, or traveler's outfit) and a random
. amount of money determined by your class; see Table 5-5:
' Random Starting Gold.

TABLE 5-5: RANDOM STARTING GOLD

Class Amount (gp) Class Amount (gp)
Barbarian 4d4 x 10 Shaman 4d4 %10
Fighter 6d4 x 10 Shugenja 3d4 % 10
Monk 5d4 Sohei 6d4 x 10
Ranger 6d4 % 10 Sorcerer 3d4 x 10
Rogue 5d4 x 10 Wu Jen 3d4 x 10
Samurai 6d4 x 10

W=APONS

Characters in Oriental Adventures use a variety of weapons—
some with direct counterparts in the Player’s Handbook (dagger,
- club, masterwork bastard sword), some without (naginata,
. nekode, sodegarami). Table 5-6: Weapons from the Player's
gHandbook lists all the Player's Handbook weapons available in
-Rokugan and in other Oriental Adventures campaigns, including
"% those influenced by Chinese, Korean, Indian, and Southeast

A "I!!h‘h. :
i “‘l" - Asian cultures. Table 5-7: New Weapons details new weapons
| available in Oriental Adventures,

L WEAPON DESCRIPTIONS

The types of weapons found on Table 5-7: New Weapons are
described below (in alphabetical order).
Blowgun: The blowgun is a long tube through which

you fire needles. A needle can deliver poison of either the

injury or contact type.

Blowgun, Greater: The greater blowgun fires blowgun darts
(slightly smaller than thrown darts) and can also deliver poisons.
Butterfly Sword: A monk using a burtterfly sword fights
with her unarmed base attack bonus, including her more
favorable number of attacks per round, along with other

applicable modifiers.

Chain: Also called the manriki-gusari, this is a simple chain
with weighted ends. It can be whirled quickly, striking with
hard blows from the weights. One end can also be swung out to

entangle an opponent.

The chain can be used either as a double weapon or as a reach
weapon. You can fight with it as if fighting with two weapons,
incurring all the normal attack penalties as if using a one-
handed weapon and a light weapon. In this case, you can only

strike at an adjacent opponent.

If you use the chain as a reach weapon, you can strike oppo-
nents 10 feet away with it. In addition, unlike other weapons
with reach, you can use it against an adjacent foe. In this case,
you can only use one end of the chain effectively; you cannot

use it as a double weapon.

Because the chain can wrap around an enemy's leg or other
limb, you can make trip attacks with it. If you are tripped

Player's Handbook Weapons
Available in Rokugan
Battleaxe

Chain, spiked

Club*

Crossbow, light
Crossbow, hand
Crossbow, heavy
Crossbow, repeating
Dagger

Dart

Gauntlet

Greatclub
Greatsword
Guisarme

Javelin

Kama

Lance, heavyt
Longbow, composites:
Nunchaku
Quarterstaff
Shortbow, composite
Shortspear

Shuriken

Slingt

Strike, unarmed
Trident

Warhammer

Whip

TABLE 5-6: WEAPONS FROM THE PLAYER'S HANDBOOK

Player's Handbook Weapons
Available in Other Oriental
Adventures Campaigns
Battleaxe

Bows (all)

Club

Dagger

Dagger, punching
Dart

Glaive

Greatclub

Halberd

Handaxe

Javelin

Kama (lian)

Kukri

Longspear

Longsword

Mace, light or heavy
Morningstar

Pick, light or heavy
Quarterstaff

Scimitar

Siangham

Sword, short

Sword, bastard

Trident

*The jo (a simple club made of bamboo) is a favored weapon of
monks, often used in pairs. A monk using a jo can strike with her
unarmed base attack bonus, including her more favorable number
of attacks per round, along with other applicable modifiers.

1The heavy lance and the sling are considered exotic weapons
in Rokugan, except for Unicorn characters and outlanders not
native to the Empire of Rokugan.

i The dai-kyu (composite longbow) is unusual in that the grip
is not centered, being closer to the bottom. This allows the
bow to be fired from horseback and kneeling positions.
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during your own trip attempt, you can drop the chain to avoid
being tripped.

When using a chain, you get a +2 bonus on your opposed attack
roll when attempting to disarm an opponent (including the roll to
avoid being disarmed if you fail to disarm your opponent).

You can use the Weapon Finesse feat to apply your Dexterity
modifier instead of your Strength modifier to attack rolls with
a chain.

Chakram: The chakram is a throwing disk or quoit about 1
foot in diameter, with a sharpened outer rim.

Chijiriki: The chijiriki is a double weapon, allowing you to
strike with the spear end or whip out the chain end to entangle
your opponent. You can fight with it as if fighting with two
weapons, incurring all the normal attack penalties as if using a
one-handed weapon and a light weapon.

Because the chain end of the chijiriki can wrap around an
enemy’s leg or other limb, you can make trip attacks with it. If
you are tripped during your own trip attempt, you can drop the
chain to avoid being tripped.

Darts, Blowgun: These darts are somewhat smaller than
throwing darts and can carry poison.

Fukimi-Bari (mouth darts): These slim, almost needlelike
metal darts are concealed in the mouth and then spit at the
target. Their effective range is extremely short, and they do
little damage, but they are highly useful when taking an oppo-
nent by surprise. You can fire up to three mouth darts per attack
(all at the same target).

Do not apply your Strength modifier to damage with mouth
darts. They are too small to carry the extra force that a strong
character usually imparts to a thrown weapon. The cost and
weight are for a single mouth dart.

Jitte: With a jitte, you get a +2 bonus on your opposed attack
roll when attempting to disarm an enemy (including the

be:ﬂét

opposed attack roll to avoid being disarmed if you fail to disarm
your enemy).

A monk using a jitte can strike with her unarmed base attack
bonus, including her more favorable number of attacks per
round, along with other applicable modifiers.

Katana: The katana is a masterwork bastard sword that
grants a +1 bonus on your attack rolls. A masterwork
weapon’s bonus to attack does not stack with an enhance- 2
ment bonus to attack. Like a bastard sword, the katana can
only be used in one hand by a character with the Exotic
Weapon Proficiency (katana) feat. A Medium-size character
can use a katana two-handed as a martial weapon, or a Large
creature can use it one-handed in the same way. Among the
samurai of Rokugan, only Dragons routinely use their
katanas one-handed. p

For a samurai character, a katana is more than just a sword— /
it is part of his honor and the honor of his family. It is his per-
sonal weapon, not to be used by others. To touch the scabbard of
a sheathed katana is to insult the samurai. To draw the blade
without permission is a grievous insult. A single katana may
have been in the same family for generations, becoming a treas-
ured heirloom. Katanas often have individual names, reflecting
the deeds of glory in which they have been used. To lose such a
weapon is a shameful disgrace that can only be swept clean by
recovering the weapon and punishing those who took it. Many
samurai have given their lives to recover the family's weapon.
The importance of a samurai’s katana is reflected in the ances-
tral daisho ability of the samurai class.

A katana is the only honorable weapon for a samurai to use in
combat against another samurai. Members of the Crab clan, in

particular, are famous for their use of weapons such as the tet- g8

subo, the ono, and the dai tsuchi, but they generally use
these weapons only against the nonhuman denizens of



' TABLE 5-7: NEw WEAPONS
" SIMPLE WEAPONS—RANGED

Weapon Cost  Damage Critical Range Increment  Weight Type**
Small
Blowgun* 1gp 1 x2 10 ft. 2 |b. Piercing
Needles, blowgun (20) 1gp — — — e —
. MARTIAL WEAPONS—MELEE
};‘ Small
i | Wakizashi* 300 gp 1d6 19-20/x2 — 31b. Slashing
l Large
Nagamaki 8 gp 2d4 x3 — 10 Ib. Slashing
Naginata*{ 10 gp 1d10 x3 —_ 15 Ib. Slashing

. Exotic WEAPONS—MELEE

Tiny
Nekode* 5 gp 1d4 x2 — 2 Ib. Piercing
Tail spikes, ratling* 1gp 1d4 x2 — 1/2 Ib. Piercing
Small
Butterfly sword*A 10 gp 1d6 19-20/x2 — 2 1b. Slashing
Jitte* 5sp 1d4 x2 — 2 b Bludgeoning
Ninja-to* 10 gp 1d6 19-29/x2 — 3 Ib. Slashing
Sai* 1gp 1d4 x2 — 2 b. Bludgeoning
Tonfa 5sp 1d6 x2 — 21b. Bludgeoning
War fan 30 gp 1d6 x3 — 3 Ib. Slashing
Medium-size
Katana* 400 gp 1d10 19-20/x2 — 6 Ib. Slashing
Kau sin ke A 15 gp 1d8 x2 — 4 |b. Bludgeoning
Kawanaga*¥A 10gp 1d3/1d3 x2 — 11b. Slashing/
Bludgeoning
Lajatang, korobokuru®}A 80gp 1d6/1d6 x2 — 3 1b. Slashing
Large
Chain*¥ 5gp  1d6/1d6 x2 — 5 Ib. Bludgeoning
Chijiriki*: 8 gp 1d6/1d4 x2 — 6 Ib. Piercing/
Bludgeoning
Kusari-gama*¥ 10gp 1d6/1d4 x2 — 3 Ib. Slashing/
Bludgeoning
Lajatang* 1A 90gp 1d8/1d8 x2 - 7 Ib. Slashing
Sang kauw*fA 95gp  1d8/1d8 x3 - 10 Ib. Piercing
Sasumata*f 8 gp 1d4§ x2 — 8 |b. Bludgeoning
Shikomi-zue*3 12 gp 1d8 x3 — 51Ib. Piercing
Sodegarami* 4gp 1d4 x2 — 5 Ib. Piercing
Three-section staff A 4gp 1d8 x3 — 8 Ib. Bludgeoning
| ExoTic WEAPONS—RANGED
Tiny
Fukimi-Bari* A 1gp 1 x2 10 ft. 1/10th Ib. Piercing
(mouth darts)
Small
Chakram A 15 gp 1d4 x3 30 ft. 2 lb. Slashing
Large
Blowgun, greater* 10 gp 1d3 x2 10 ft. 4 1b. Piercing
Darts, blowgun (10) 1gp — — — 11b. —

* See the description of this weapon for special rules.
** No weight worth noting.
T Reach weapon.

Double weapon.
' ¥ Reach or double weapon (see weapon description).

- g The weapon deals subdual damage rather than normal damage.

If you use a ready action to set this weapon against a charge, you deal double damage if you score a hit against a charging character.

AThis weapon is not commonly found in Rokugan.

the Shadowlands, Against a samurai, even a Crab samurai Kawanaga: A kawanaga is a length of light chain with a
must use his katana or face dishonor. weight at one end and a sharp-bladed grappling hook on the
Kau Sin Ke: Also called a whipping chain, this weapon is other. It can be whirled quickly, striking with hard blows
a length of four to six short iron bars connected by links from either end. One end can also be swung out to entangle

of chain. an opponent.
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The kawanaga can be used either as a double weapon or as a
reach weapon. You can fight with it as if fighting with two
weapons, incurring all the normal attack penalties as if using a
one-handed weapon and a light weapon. In this case, you can
only strike at an adjacent opponent.

If you use the kawanaga as a reach weapon, you can strike
opponents 10 feet away with it. In addition, unlike other
weapons with reach, you can use it against an adjacent foe, In
this case, you can only use one end of the kawanaga effectively;
you cannot use it as a double weapon.

Because the kawanaga can wrap around an enemy's leg or
other limb, you can make trip attacks with it. If you are tripped
during your own trip attempt, you can drop the chain to avoid
being tripped.

When using a kawanaga, you get a +2 bonus on your
opposed attack roll when attempting to disarm an opponent
(including the roll to avoid being disarmed if you fail to
disarm your opponent).

You can use the Weapon Finesse feat to apply your Dexterity
moditier instead of your Strength modifier to attack rolls with
a kawanaga.

A kawanaga also serves as a climbing tool. It is the equivalent
of 10 feet of rope with a grappling hook attached.

Kusari-gama: A kusari-gama is a length of chain with a
kama at one end. It can be used either as a double weapon or as
a reach weapon. You can fight with it as if fighting with two
weapons, incurring all the normal artack penalties as if using a
one-handed weapon and a light weapon. In this case, you can
only strike at an adjacent opponent.

If you use the kusari-gama as a reach weapon, you can strike
opponents 10 feet away with it. In addition, unlike other
weapons with reach, you can use it against an adjacent foe. In
this case, you can only use one end of the kusari-gama effec-

tively; you cannot use it as a double weapon. You can choose
which end of the kusari-gama to use. The kama end deals 1dé
points of damage and is a slashing weapon,; the chain end deals
1d4 points of damage and is a bludgeoning weapon.

You can make trip attacks with a kusari-gama. If you arel

tripped during your own trip attempt, you can drop the kusari-'
gama to avoid being tripped.

When using a kusari-gama, you get a +2 bonus on your
opposed attack roll when attempting to disarm an opponent
(including the roll to aveid being disarmed if you fail to disarm
your opponent).

You can use the Weapon Finesse feat to apply your Dexterity
modifier instead of your Strength modifier to attack rolls with
a kusari-gama.

Lajatang or Korobokuru Lajatang: A lajatang is a double
weapon. You can fight with it as if fighting with two weapons, /
but if you do, you incur all the normal attack penalties associ-
ated with fighting with two weapons as if you are using a one-
handed weapon and a light weapon. A creature using a double
weapon in one hand, such as a Large creature using a lajatang,
can't use it as a double weapon,

A monk using a lajatang fights with her unarmed base
attack bonus, including her more favorable number of
attacks per round, along with other applicable modifiers. The
monk can only use her more favorable number of attacks per
round with one end of the weapon. The korobokuru lajatang
is for Small monks.

Nagamaki: The nagamaki is a polearm similar to the nagi-
nata, but somewhat shorter. It is commonly used by mounted
samurai.

Naginata: A naginata has reach. You can strike opponents
10 feet away with it, but you can't use it against an adja-
cent foe.




Needles, Blowgun: These 2-inch-long iron needles are sold
in small wooden cases of 20. A full case is so light that its
weight is negligible. The tips of the needles are often coated
with poison.
Nekode: A nekode is a strap or glove fitted with spikes in the
palm, favored as both a weapon and a climbing tool by ninja.
Your opponent cannot use a disarm action to disarm you of a
nekode. An attack with a nekode is considered an armed artack.
A monk using a nekode can strike with her unarmed base
attack bonus, including her more favorable number of attacks
per round, along with other applicable modifiers.
Using a pair of nekodes while climbing gives a +1 circum-
stance bonus on Climb checks. This bonus does not stack with
the +2 bonus from using a climber’s kit.
The bagh nakh (“tiger’s claws") is a similar weapon to the
nekode, wielded more like brass knuckles. Its statistics are the
same, but it does not give a bonus on Climb checks.
Ninja-to: The ninja-to—a short, straight sword similar to a
wakizashi—is the standard sword of the ninja. True to a ninja's
" methods, the scabbard of the ninja-to is a multipurpose tool. It
is open at both ends, allowing it to be used as a blowpipe for
powders or poisons or as a breathing tube. It is also stiff and
strong, allowing it to be used as the rung of a ladder or even as
' aweapon (use the statistics for a club).
Sai: A sai's pronglike extrusions are designed to help catch
/| and disarm opponents’ weapons. If you attempt to disarm your
|| opponent using a sai, you gain a +4 bonus on the opposed attack
* roll required. (You don't gain any bonus if someone tries to
. disarm your sai.)
A monk using a sai can strike with her unarmed base attack
" bonus, including her more favorable attacks per round, along
. with other applicable modifiers.
- Sang kauw: A sang kauw is a double weapon. You can fight
with it as if fighting with two weapons, but if you do, you incurall
he normal attack penalties associated with fighting with two
weapons as if you are using a one-handed weapon and a light
weapon. A creature using a double weapon in one hand, such as a
Large creature using a sang kauw, can't use it as a double weapon.

The buckler in the middle of the sang kauw gives you a +1
shield bonus to your Armor Class if you attack with only one
end of the sang kauw in a round.

Sasumata: The sasumata is a pole arm designed to capture
opponents with a minimum of harm. A wielder who hits a
; Small or Medium-size opponent with a sasumata can immedi-
IHRAT 0 8 ately initiate a grapple (as a free action) without provoking an

'-t! g attack of opportunity. (See Grapple in Chapter 8 of the Player’s
FRISRRS 5 o] Handbook for more information.) In addition to the normal
options available to a grappler, the wielder of a sasumata can
attempt to pull his target to the ground (the equivalent of a trip
attack, though no attack roll is necessary).

The sasumata has reach and cannot be used against adjacent

opponents.
. Shikomi-zue: This ninja weapon appears to be a stout bamboo
or wooden staff, but a quick twist or press of a button causes a
gépear head to spring from one end. Without the blade, the
*shikomi-zue deals the same damage as a quarterstaff (1ds, %2 crit-
ical), and can even be used as a double weapon, like a quarterstaff.
With the blade out, it has the statistics shown on Table 5-7.

Sodegarami: The sodegarami, or sleeve-tangler, is a highly
specialized weapon, used to catch and entangle an opponent
without causing great harm, It is normally used to hook and
catch the clothing of an opponent. When you use a sodegarami
in this way, you make a grapple attack, without provoking

an attack of opportunity. You make a melee touch attack

'
g

with the weapon to “grab” the target's clothing. This attack does
not work against a character in heavy armor, or against most
monsters that do not wear clothing. If the touch arttack is suc-
cessful, you make an opposed grapple check, using the size
modifier for the sodegarami (+4 for a Large weapon) instead of
your own size. If you win the opposed check, you have a hold
on the target, but you do not deal any damage. If you lose, you
fail to start the grapple.

To maintain the grapple, you do not need to move into your
opponent's space. The sodegarami holds your opponent 10 feet
away from you. While you maintain the grapple, you do not
have the option to damage or pin your opponent. Your oppo-
nent can try to escape or wriggle free, attack with a light
weapon, or cast a spell with no somatic components and a cast-
ing time of 1 action.

A sodegarami can also be used as a normal weapon, dealing the
damage shown on Table 5-7 but not entangling the opponent.

A sodegarami has reach. You can strike opponents 10 feet
away with it, but you can't use it against an adjacent foe.

Tail Spikes, Ratling: A nezumi or vanara character who has
proficiency with tail spikes can use them to make one extra
attack in a round at her highest base attack, in addition to all
attacks with a hand-held weapon (or a ratling’s natural
weapons). The tail spike attack and each other attack made that
round suffer a -2 penalty apiece.

For example, at 6th level, Min'tchap gets two attacks with her
nagamaki at +8 and 43 (including her strength bonus and
Weapon Focus feat). If she uses tail spikes in addition, she gets
three attacks: two with the nagamaki at +6 and +1, and one with
the tail spikes at +6. This penalty applies for 1 round, so it
affects attacks of opportunity the ratling might make before
her next action.

Three-Section Staff: Originally a farm implement for thresh-
ing grain, this weapon is composed of three sections of wood of
equal lengths, joined at the ends by chain, leather, or rope.

A monk using a three-section staff (for which she must take
an Exotic Weapon Proficiency feat due to the weapon's Large
size) fights with her unarmed base attack bonus and her more
favorable number of attacks per round, along with other appli-
cable attack modifiers. The three-section staff requires two
hands to use.

Tonfa: A monk using a tonfa can strike with her unarmed
base attack bonus, including her more favorable number of
attacks per round, along with other applicable modifiers.

Wakizashi: The wakizashi is a masterwork short sword, grant-
ing a +1 bonus on your attack rolls. A masterwork weapon’s bonus
to attack does not stack with an enhancement bonus to attack.

A samurai's wakizashi is part of a matched pair with his
katana, and—like the katana—is an important part of his
honor. Samurai rarely use it in combat, except among the
Dragon clan, whose members have developed a style of two-
weapon fighting. Its most prominent use is in the ritual suicide
called seppuku. Nonsamurai characters of the noble caste (pri-
marily shugenjas) may carry a wakizashi without a katana, and
often use it when pressed into combat.

War Fan: Favored by certain Scorpions, this weapon appears
to the untrained eye as nothing more than a beautifully crafted
lady’s fan. In fact, the vanes of the fan are crafted from steel, and
the tips are needle-sharp. When the fan is first brought into
melee, the wielder may attempt a Bluff check against an oppo-
nent's Sense Motive check. If the wielder wins the contest, he
adds a +4 bonus to the attack roll for his first round's attack(s).
This weapon should not be confused with the tessen, a metal
“fan” that serves as a shield.
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Characters in Oriental Adventures have a large number of armor
choices. Table 5-8: Armor from the Player's Handbook lists the
Player’s Handbook armor available in Rokugan and in other Ori-
ental Adventures campaigns, including those influenced by Chi-
nese, Indian, Korean, and Southeast Asian cultures. Table 5-9:
New Armor details new armor available in Oriental Adventures.

ARMOR DESCRIPTIONS

The types of armor found on Table 5-9: New Armor are
described below (in alphabetical order).

Ashigaru Armor: Ashigaru armor is a light and inexpensive
armor worn by farmers conscripted into a daimyo’s army. It con-
sists of a light breastplate and thigh protectors made of laced
metal plates (hara-ate), shin guards (sune-ate), and a light
helmet resembling a round straw hat (jingasa).

Bone Armor: Bone armor is sometimes worn by nezumi
or barbarian soldiers or sorcerers. The armor consists of a
cloth or leather coat reinforced with strips of bone, and
leaves the limbs free.

Brigandine: Brigandine armor consists of a coat of leather
plates, each plate consisting of leather with a strip of steel

TABLE 5—8: ARMOR FROM THE PLAYER'’S HANDBOOK
Player's Handbook Armor
Available in Rokugan
Chain shirt
Padded

Banded mail
Chainmail
Chain shirt
Hide

Leather

Padded

Scale mail
Shields (all)
Splint mail
Studded leather

Great Armor

Player's Handbook Armor Available in Other
Oriental Adventures Campaigns

Cord Armor

Partial Armor

inside it. It is essentially a light form of splint mail, and is
common in many cultures in Oriental Adventures.

Chahar-Aina: This “four mirror armor” can be worn over
certain other types of armor to provide an additional armor
bonus that stacks with both the foundation armor and any
shield worn. A character can wear a chahar-aina effectively
over padded, leather, or chain shirt armor. A character
needs Armor Proficiency (medium) to wear a chahar-aina
without penalty.

Cord Armor: Cord armor consists of ropelike fibers d

woven and knotted into a thick, tough fabric. It is typically
found among more barbaric cultures or in places where
leather is scarce.

Dastana: These large metal bracers can be worn in addition
to some other types of armor to provide an additional armor
bonus that stacks with both the foundation armor and any
shield worn. A character can wear dastana with padded, leather,
or chain shirt armor. A character needs Armor Proficiency
(light) to wear dastana without penalty.

Dhenuka: This heavy hide armor is made from the skin of a

rhinoceros. It is more commonly enhanced by magic than reg- /|

ular hide armor, and often carries magic related to the strength!
of the rhino.

Great Armor: Great armor, called o-yoroi, is a full suit of
armor formed from small metal plates tied together with col-
ored leather lacings and lacquered to
seal them from moisture. The full suit
consists of a corselet (do-maru, covering
the stomach, chest, shoulders, and
back), large rectangular shoulder pieces
(sode), an apron of large plates to cover
the thighs and knees (haidate), a great
helmet with a face mask (kabuto), and
shin guards made of metal splints (sune-

ate). Wearing great armor is a badge of
honor for samurai of the noble caste,
and they frown on anyone else wear-
ing a suit—including shugenjas.

£
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Dhenuka

Bone Armor

Chahar-Aina

Ashigaru Armor
Kappa Shell Tessen Dastana
| Kappa Shell: Nezumi soldiers occasionally use kappa ratling sheds the shell entirely. Humans can use kappa
4 shells for protection, strapping the hard shell to their backs shells as well, but generally find the concept demeaning. A
1 and crawling on all fours to advance their position. Used this character needs Shield Proficiency to use a kappa shell with-
way, a kappa shell functions much like a tower shield, pro- out penalty.
viding nine-tenths cover (+10 to AC, +4 on Reflex saves, Lamellar: Similar to splint and brigandine armor, lamellar
with half damage on a failed save and none on a successful lies between the two in protective value. 1t consists of small,
save) as long as the covered nezumi remains on all fours, overlapping plates of metal sewn together or stitched to a back:
moving at half his speed. Once engaged in melee, a sensible ing of leather or cloth.
\\ TABLE 5-9: NEw ARMOR
Armor  Maximum Armor Arcane —Speed——
Armor Cost Bonus Dex Bonus Check Penalty Spell Failure (20 ft.) (30ft) (40ft) Weighty
Light armor
Cord armor A 15 gp +2 +5 -1 5% 20 ft. 30 ft. 40 ft. 15 Ib.
Bone armor 20gp  +3 +4 -3 15% 20 ft. 30 ft. 40ft.  201b.
Ashigaru armor 25gp 43 +5 -1 15% 20 ft. 30 ft. 40 ft. 20 Ib.
Leather scale A 35gp 43 +6 -2 15% 20 ft. 30 ft. 40 ft. 20 |b.
Medium armor
Dhenuka A 30gp +4 +1 -5 25% 15 ft. 20 ft. 30 ft. 25 Ib.
Brigandine A 30gp +4 +2 -5 30% 15 ft. 20 ft. 30 fi. 40 Ib.
Partial armor 50gp +4 +4 -3 25% 15 ft. 20 ft. 30ft.  301b.
Lamellar A 150gp 45 +3 —4 30% 15 ft. 20 ft. 30 ft. 35 Ib.
 Heavy armor
7 Great armor 1,000gp +7 +2 -5 40% 15 ft.* 20 ft.* 30ft*  451b.
8. Shields and Other Additions
- Chahar-aina A 75gp  +1 — -1 5% - — — 10 1b.
Dastana A 25gp  +] — -1 5% — — — 5 |b.
Tessen 12gp  +1 S -1 5% — - — 11b.
Kappa shell 30gp  ** — -10 50% — — — 45 |b.

* When running in heavy armor, you move only triple your speed, not quadruple.
** The kappa shell grants you cover. See the description.
1 Armor fitted for Small characters weighs half as much.
AThis armor is not commonly found in Rokugan.



Leather Scale: Leather scale armor is just like the scale mail
described in the Player's Handbook, except that the scales are
made of cured leather instead of metal.

Partial Armor: A light suit of armor for samurai who do not
wish to be heavily burdened, partial armor consists of a breast-
plate protecting the chest, stomach, and back (haramaki-do),
thigh covering (haidate), and shin guards (sune-ate).

Tessen: A tessen acts much like a buckler, though you
cannot wield a weapon in the same hand as the tessen. How-
ever, you can use the tessen as an off-hand weapon, dealing 1d3
points of damage (%2 crit). Used this way, the tessen is a martial
bludgeoning weapon. For purposes of attack penalties, treat a
tessen as a light weapon. If you use a tessen as a weapon, you
lose its AC bonus until your next action (usually until the next
round). A character needs Shield Proficiency to use a tessen
without penalty.

ROVENTURING GEAR

Adventurers in Oriental Adventures require much the same
types of equipment as their counterparts in the Player’s Hand-
book. In most cases, the specific form of items may vary, but the
function remains the same—as do price and weight.

Backpack: Two forms of backpacks are available in Oriental
Adventures: a wicker basket with shoulder straps or a furoshiki
sack, a bundle of fabric folded and thrown over the shoulder.

Blanket, Winter: Use the same price and weight for a
straw mat,

Bottle, Wine, Glass: The lands of Oriental Adventures typi-
cally use ceramics rather than glass. In Rokugan, the Unicorn
clan is a notable exception.

Caltrops: Caltrops are also called shaken.

Inkpen: Use this price and weight for a calligraphy brush
and inking stone.

Lamp, Common: A common lamp in Oriental Adventures is
apaper lantern, which shares one of the drawbacks of the lamp
described in the Player's Handbook, in that it can easily catch on
fire if carried around.

Paper: Paper is commonly made from rice pulp rather than
cloth fibers in the lands of Oriental Adventures. Parchment is
not used.

Rations, Trail: Trail rations typically consist of rice cakes.

CLASS TOOLS AND SKILL
KITS

Holy Symbol, Wooden: Use this price and weight for items
such as prayer beads, small bells, or gongs, which shamans may
use when casting spells.

Holy Symbol, Silver: Use this price and weight for items
such as prayer wheels or larger bells.

Musical Instrument, Common or Masterwork: Popu-
lar instruments in Rokugan include the samisen (plucked
lute), the biwa (plucked lute), the koto (zither), the kokyu
(bowed lute), and the shakuhachi (bamboo flute). Instru-
ments of other cultures in Oriental Adventures include the dan
tinh (2-stringed plucked lute), dizi (bamboo flute), er-hu
(two-stringed bowed lute covered with snakeskin), kaen
(bamboo reed instrument), kenbau (double reed), khenthai
(wooden flute), pipa (large plucked lute), salaw (a bowed lute
made from a coconut shell), sarod (large plucked or bowed
lute), sitar (large plucked lute), soong (lute), suling (flute),
tambura (large bowed lute used to provide a drone), t'rung
(bamboo xylophone), yang chin (hammer dulcimer), zheng
(zither), and the various gongs and metallophones that make

up the gamelan (kenong, bonang, slenthem, saron, gambang,
and others).

Spellbook, Wizard's: Shugenjas do not use holy symbols to
cast their spells, although they are divine spellcasters. Instead,
they use ofudas as focus items. A set of ofudas costs 15 gp and
weighs 3 pounds, just like a wizard’s spellbook.

CLOTHING

The basic types of outfits in Oriental Adventures are the same as ||}
described in the Player’s Handbook, but their composition and |
style varies widely among different cultures. These descrip- |
tions include common outfits in the featured campaign setting |
of Rokugan.

Artisan’s Outfit: A pullover shirt, a thigh-length cotton Ll

robe (happi), loose knee-length trousers with a drawstring, a
simple sash (obi), and sandals.

Cold Weather Outfit: A heavy robe (kimono), padded with
cotton, worn over several other layers: knee-length trousers
(hakama), pullover shirt, thigh-length outer robe, and sleeved §
jacket (haori).

Courtier’s Outfit: A noble’s outfit in the finest silks. Jewelry
is not necessary to complete this outfit.

Entertainer’s Outfit: A light kimono with an embroidered
obi (sash).

Monk’s Outfit: As described in the Player's Handbook.

Noble’s Outfit: An elaborate silk or fine linen robe
(kimono) with exaggerated sleeves, an enlarged sash (obi),
and a sleeveless outer jacket (kataginu) that emphasizes the
shoulders, bearing the mark of the wearer’s family.

Peasant’s Outfit: A pullover shirt and loose, knee-length
trousers with a drawstring.

Royal Outfit: The emperor’s court wear is extremely elabo-
rate, with a long train and many layers.

Scholar’s Outfit: A long silk kimono with a simple obi
(sash), a thigh-length robe (kimono) to serve as a jacket, and
sandals. -

Traveler’s Outfit: As artisan’s outfit, plus a large straw hat.

FOOD, DRINK, AND LODGING

Ale: Use this listed price for tea, fruit brandy, beer, or mead—
all less expensive alternatives to sake.

Meat, Chunk of: In most lands of Oriental Adventures,
seafood, chicken, and pork are the only common meats. Cows
are rare (or sacred) and valued more for their milk than for their
meat. Fish is boiled, broiled, fried, stewed, or served raw on
vinegar-treated rice. Nobles tend to avoid eating meat, since
they believe it makes them smell dirty. Monks do not eat meat
for religious reasons.

Vinegar: This costs 1 cp. It is primarily used as a cooking
ingredient.

Wine, Common: This is sake, the popular rice wine of Roku-
gan. It is normally served warm in a small cup.

Wine, Fine: A more potent version of sake is called shochu.
Only very serious drinkers partake of shochu.

MOVUNTS AND R=LAT=D
G=AR

Elephant: In some lands of Oriental Adventures, members
of the noble classes commonly ride elephants (the smaller
Indian variety) and train them for war. A work elephant
(suitable for riding and carrying heavy loads, either on its 4
back or in its tusks) costs 2,000 gp, while a war elephant
costs 4,000 gp.




Since elephants are Huge, barding for an elephant costs
eight times what a human’s armor costs and weighs five times
as much. An elephant in medium or heavy barding moves at a
speed of 30 feet; in heavy barding it moves at only triple normal
rate when running instead of quadruple.

A howdah (a platform for riders on an elephant’s back) costs
200 gp and weighs 100 pounds, Four Medium-size riders can
fit on a howdah. This typically includes a noncombatant
animal handler.

Horse: The three breeds of horse used in Rokugan include
the Rokugan pony (pony), the gaijin riding horse (light horse,
light warhorse if trained for battle), and the Utaku warhorse
(heavy warhorse). Utaku warhorses are used exclusively by the
battle maidens of the Unicorn clan.

In other campaign settings, the normal varieties of horses
may be available.

»=CIAL AND SUPERIOR
=MS

Eggshell Grenades: A favorite tool of ninja, used to create
distractions, eggshell grenades are emptied eggshells carefully
packed with various alchemical substances. Common grenade
types include dust, flashpowder, pepper, and poison smoke. All
use the grenadelike weapons rules explained in the Player's
Handbook: The thrower makes a ranged touch attack roll to hit
the target.

Naturally, eggshell grenades are very fragile and must be
stowed carefully to avoid breakage. If a character carrying these
~items suffers damage from falling, each eggshell grenade must
make a Fortitude save (as if the character were making the saving
. throw) against a DC of 10 + the amount of damage suffered.
An eggshell grenade’s light weight makes it very difficult to
| throw far. All eggshell grenades have a range increment of 5 feet.
|  Making an eggshell grenade requires the Alchemy skill (DC
= 20 for dust and pepper, DC 25 for flashpowder and poison
. smoke) and follows the rules for making things found in the
Craft skill description in the Player's Handbook.

Dust: A dust grenade that hits its target directly blinds the
target for 1d4 rounds. A creature within the “splash” radius of
the dust cloud (5 feet) must make a Fortitude save (DC 10) or be
blinded for 1 round.

Flashpowder: A flashpowder grenade is effective only when
thrown into a fire source, where it explodes in a brilliant flash of
light. Any creature within 10 feet must make a successful Forti-
tude save (DC 10) or be blinded for 1d4 rounds. There is no effect
if the grenade misses the fire (though the grenade is ruined).

Pepper: A pepper grenade that hits its target directly incapaci-
tates the target for 1 round unless he makes a successful Forti-
tude save (DC 10). The target is treated as stunned: He loses his
Dexterity bonus to AC and can take no actions, while enemies
gain a +2 bonus to hit him. There is no “splash” effect.

Poison Smoke: A poison smoke grenade is effective only when
~ thrown into a fire source, where it bursts into a cloud of vile,
- tf_tinki_ng smoke. The cloud spreads to a radius of 10 feet from the
~ fire source, and has the effect of a stinking cloud spell: Creatures
" within the cloud must make a successful Fortitude save each
round (DC 13) or become nauseated. The only action a nause-
(ated character can take is a single move (or move-equivalent)
action per turn. The effect lasts for 1d4+1 rounds after the char-
acter leaves the cloud. There is no effect if the grenade misses
the fire (though the grenade is ruined).

Flash Paper (Moeragaru): Flash paper is thin rice paper that
has been treated with a chemical that ignites upon friction.

When a character rubs the paper, it ignites and burns with a
bright flash equivalent to a flare cantrip. If the paper is held close
to the eyes of another creature, that creature is dazzled unless it
makes a successful Fortitude save (DC 10). A dazzled creature
suffers a —1 penalty on attack rolls. The creature recovers in 1
minute. Sightless creatures are not affected by flash paper.

Jade Powder: Jade powder is a mixture of viscous oil and
ground jade used to coat blades for combat with Shadowlands
creatures, which are vulnerable to jade. A weapon coated with
jade powder deals normal damage to oni, and can penetrate their
damage reduction, but the powder wears off after one successful
strike. Applying jade powder to a weapon is a full-round action
that provokes an attack of opportunity. Jade powder may not be
available in campaign settings other than the featured setting of
Rokugan. Making jade powder follows the rules for making
things found in the Craft skill description in the Player’s Handbook.

Liquid Smoke (Ekitai Kemuri): Liquid smoke creates thick,
opaque smoke when exposed to air. The smoke fills a 10-foot
cube. The smoke dissipates naturally after 1 round. The smoke
obscures all sight, including darkvision, beyond 5 feet. A creature
5 feet away has one-half concealment (attacks have a 20% miss
chance). Creatures separated by 10 feet of smoke have total con-
cealment (50% miss chance, and the attacker cannot use sight to
locate the target). Making liquid smoke requires the Alchemy
skill (DC 20) and follows the rules for making things found in
the Craft skill description in the Player's Handbook.

Sleeping Fire (Hinemuri): Sleeping fire is a special form of
alchemical fire that ignites when its temperature changes even
slightly. It is often painted thinly on items as a trap; a creature
touching or even breathing on an area so coated triggers a blast
of fire that causes 1d3 points of damage, with an additional 1d3
points of damage in the following round. Burning characters
can use a full-round action to extinguish the flame, as described
for alchemical fire in the Player’s Handbook. Making sleeping
fire requires the Alchemy skill (DC 20) and follows the rules for
making things found in the Craft skill description in the
Player’s Handbook.

TaBLE 5—10: SPECIAL AND SUPERIOR ITEMS

Special Substances and Items Cost
Eggshell grenade, dust 10 gp
Eggshell grenade, flashpowder 60 gp
Eggshell grenade, pepper 10 gp
Eggshell grenade, poison smoke 150 gp
Flash paper (square) 5 gp
Jade powder (flask) 100 gp
Liquid smoke (flask) 20 gp
Sleeping fire (flask) 40 gp
TasLE 5-11: GRENADELIKE WEAPONS
Damage Range
Weapon* Cost Direct Hit Splash Inc. Weight
Eggshell grenade,
dust 10gp blinded blinded 5ft.
1d4rd. 1 rd.**
flashpowder 60 gp blinded  — SHEL=
pepper 10gp stunned  — 5% ¥
1d4 rd.
poison smoke 150 gp stinking — — S E
cloud
Liquid smoke 20gp  Smoke — 10ft.11/41b.

*Grenadelike weapons require no proficiency to use.

**CGrenadelike weapons deal splash damage to all creatures
within 5 feet of where they land.

7No weight worth noting.
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Similarly, schools of unarmed combat have certain styles
reflected in the specific feats they teach. One fundamental
difference between styles is the distinction between hard
forms and soft forms. Hard forms emphasize the use of mus-
cles and bones for power, relying on direct movements and
offensive focus. Hard styles often build on the Power Attack
feat. Soft forms rely more on inner power, utilizing fluid and
circular motions and redirecting an attacker's movements
with a more defensive approach. Soft styles often build on
the Expertise feat. Many styles use a combination of hard
and soft forms, and may or may not make use of Power
Attack and Expertise.

Within each form, styles make use of certain methods of
attack and defense. These methods, and the feats associated
with them, are listed in Table 6—1: Martial Arts Feats.

No style makes use of only one method. Table 6-2: Martial
Arts Styles illustrates sample styles for the world of Oriental

TABLE 6-2: MARTIAL ARTS STYLES

Style
Empty Hand

Other
Bluff skill
(for feinting)

Feats

Improved Unarmed
Strike

Power Attack

Fists of Iron

Sunder

Eagle Claw Attack

Roundabout Kick

Improved Unarmed Strike

Improved Grapple

Expertise

Choke Hold

Earth's Embrace

Deflect Arrows

Improved Disarm

Combat Reflexes

Grappling Block

Power Attack

Mighty Works

Fists of Iron
Eagle Claw Attack
Flying Kick
Foot and Fist Improved Unarmed  Jump skill
Strike Tumble skill
Power Attack
Roundabout Kick
Flying Kick
Fists of Iron
Great Throw
The Gentle Way ~ Expertise Tumble skill
' Improved Trip Bluff skill
Defensive Throw (for feinting)
Dodge
Combat Reflexes
Great Throw
Prone Attack
Pain Touch
Stunning Fist
' Iron Will
*_* Meditation of War Improved Unarmed  Weapon
Strike Proficiency:
Power Attack bastard sword
Fists of Iron dagger
Stunning Fist short sword
Pain Touch spear
Freezing the Lifeblood  quarterstaff
Falling Star Strike heavy mace
Blind Fight Tumble skill
Iron Will Jump skill

Adventures. The feats of a style can be learned in any order,
except in the case of feats with prerequisites.

Following the path of a martial arts style has certain bene-
fits. A character who masters the feats within a style gains 2
mastery ability related to the techniques of that style. Some
styles have one mastery ability; others have multiple abilities
that a character gains as she masters different aspects of the
style. Mastery abilities are a bit like the synergy bonuses a
character gains if she has several ranks in certain skills: char-
acters who learn certain combinations of feats gain an extra
edge for doing so.

Sample mastery abilities, linked to the sample martial arts
styles listed on Table 6-2, are described here in the following
format:

MAST=ERY ABILITY A=

Basic description of the style.
Prerequisites: Feats and (in some cases) skills or other
abilities required for a character to master the style.

Benefit: The benefit a character gains for mastering the

style.

EM?TY HAND MASTERY

You have mastered the martial arts style of “Empty Hand"—a
hard form emphasizing strikes with the hand.

Prerequisites: Improved Unarmed Strike, Power Attack,
Fists of Iron, Sunder, Eagle Claw Attack, Ki Shout, 4 or more
ranks in Bluff.

Benefit: Your unarmed damage increases by one die type, as
if you were one size category larger than you are.

Old Damage (each) New Damage
1d2 1d3
1d3 1d4
1d4 1d6
1d6 1d8
1d8 or 1d10 2d6
1d12 2d8
1d20 4d6

MIGHTY WORKS MAST=RY |

You have mastered the initial secrets of the “Mighty Works'"
martial arts style—a hard/soft form emphasizing locks and
hand strikes.

Prerequisites: Improved Unarmed Strike, Improved Grap-
ple, Stunning Fist (or monk’s stunning attack), Choke Hold,
Fists of Iron, Deflect Arrows.

Benefit: When you make an attack or full attack action
using an unarmed strike, you gain a +2 dodge bonus to your AC
for that round.

RMIGHTY WORKS MAST=RY 1

You have mastered the deeper secrets of the “Mighty Works"
martial arts style,

Prerequisites: Mighty Works Mastery I, Improved Trip,
Earth's Embrace, Ki Shout, Iron Will.

Benefit: When you make a stunning attack, you may choose
to inflict 1d4 points of temporary Strength damage instead of
stunning your target.

FOOT AND ¥IST MAST=RY

You have mastered the martial arts style of “Foot and Fist"—
a hard form emphasizing strikes with the hands and feet.



Prerequisites: Improved Unarmed Strike, Power Attack,
Roundabout Kick, Flying Kick, Fists of Iron, Deflect Arrows, 5
or more ranks in Jump and Tumble.

Benefit: You gain a +10 competence bonus on Balance,
Jump, and Tumble checks.

THZ GENTLE WAY RMAST=RY
You have mastered the martial arts style of “The Gentle Way"—
asoft form emphasizing throws and movement.

Prerequisites: Improved Unarmed Strike, Dodge, Improved
Trip, Defensive Throw, Combat Reflexes, Great Throw, 6 or more
ranks in Tumble

Benefits: Once
per day, you can
make yourself un-
movable. You
automatically
win an opposed Strength
check when an opponent
attempts to bull rush
JOU. A Creature L REui i
with the im-
proved grab
ability must
move into
your space
to grapple
you, since it
cannot pull
you into its space.
No spell or other
effect can force
you to move, If
you become
frightened or
panicked, you suffer the full effect
of the fear but do not run away. You
cannot move, even to make a 5-foot step, while
this ability is in effect. This ability lasts for 1 round per level,
but you can end it at any time.

MR=DITATION OF WAR
MAST=ERY

You have mastered the martial arts style of “Meditation of
War"—a hard/soft form emphasizing weapon use and strikes
to pressure points.

Prerequisites: Improved Unarmed Strike, Stunning Fist (or
monk’s stunning attack ability), Fists of Iron, Freezing the
Lifeblood, Falling Star Strike, 6 or more ranks in Jump and Tumble

Benefits: The saving throw DC of your stunning attack and
other pressure-point attacks is increased by 2. You also gain
Weapon Focus as a bonus feat; you must already have profi-
ciency with the weapon and you must select one of the follow-
ing weapons for the feat to apply to: bastard sword, dagger,
shortsword, spear, quarterstaff, or heavy mace,

IRITVUTSV DVELS

Samurai believe the greatest honor and the truest expression of
their training is their expertise with the katana. The pinnacle of
this armed martial art is the iaijutsu (“fast-draw”) duel: a dra-
matic face-to-face confrontation in which each samurai focuses

his ki, then attempts to strike his opponent while drawing his
blade in a single, smooth motion.

The process of conducting an iaijutsu duel is highly formal-
ized. Since iaijutsu duels are often fatal to one or even both
duelists, they are never provoked by minor insults or passing
arguments. When a samurai has been deeply wronged and
decides to challenge his enemy to an iaijutsu duel, he must first
get his lord’s permission to issue the challenge. Since his life and
body belong to his lord, the lord must consent to a duel that could
mean the loss of this property. If his lord agrees, the samurai seeks
out his enemy and formally requests a duel, S,

i
stating the reason for the challenge and pre- [
cisely naming the terms of victory. &

If the second samurai is willing to fight
the duel, he must ask his lord’s permission to |8
accept. The challenged samurai may him- _/&
self refuse ro accept the duel, though -
this is not a particularly honor-
able course of action. His
lord may refuse

permission, or may
name another samurai
to accept the duel in
place of the challenged
samurai. Assuming per-
mission is granted, the chal-
lenged samurai has the right to name the
place where the duel will occur (always a
public place, with witnesses from both sides), as
well as the time (no more than one year in the
future), If circumstances prevent one samurai
from appearing at the appointed time for the duel,
his lord may name a samurai to fight in his place.

Once this formal process has been followed, the actual
duel can occur. An iaijutsu duel has three phases: stance,
focus, and strike. During the stance, the duelists face each
other and study each other’s stance to assess their opponent’s!
skill. During the focus, the samurai gather their energies and

first and the other loses the duel.

In order to participate meaningfully in an iaijutsu duel, both
samurai must have the Quick Draw feat. Spending a move-
equivalent action to draw a katana in the strike phase of a duel
would almost certainly be fatal. Specialized duelists master the
laijutsu Focus skill as well.

Stance: In the first round of an iaijutsu duel, the two samu- |
rai stand a few steps apart and appraise each other, looking for //
signs of their opponent’s skill, training, and reflex in the samu-/
rai's ready posture. Many duels go no further: One samurai con-
cedes victory to the other, recognizing a clearly superior oppo-
nent. Such duels are the only bloodless iaijutsu duels.
Conceding in this manner is not dishonorable.

When the duelists assume their stance, they each make a
Sense Motive check. The check result determines how much
information they discern about the other samurai:

b |

Check Result Information Gleaned

15 or higher Opposing samurai's character level
20 or higher Opposing samurai’s ranks in laijutsu Focus
25 or higher Opposing samurai's total attack and damage

bonus with his primary weapon



to use the skill untrained by making a Charisma check (and you
shouldn be in an iaijutsu duel).
Strike: After both duelists attempt Iaijutsu Focus checks,
they draw their katanas and strike. The result of the skill check
replaces each character’s normal initiative roll unless the char-
acter’s normal initiative modifier (Dexterity modifier plus feat
bonuses) is better than his Iaijutsu Focus check modifier (ranks
in Iaijutsu Focus plus Charisma modifier), in which case he
makes a normal initiative check.
The first round of an iaijutsu duel’s strike phase is essentially a
surprise round: Each combatant can take only a partial action
(usually a single attack) in addition to drawing the weapon (a free
action, assuming each duelist has the Quick Draw feat). With a
successful hit, a duelist deals the bonus damage achieved through
his Taijutsu Focus check in addition to normal (or critical) weapon
damage. The initiative winner strikes first, naturally. The initiative
loser, if he survives, must attack on his action as well—he cannot
- hold back the ki he has focused. Note that since the loser is not
attacking a flat-footed foe, he does not get the opportunity to
strike with his bonus damage dice from laijutsu Focus.
If the initiative check is a tie, the attacks actually occur
 simultaneously, with both samurai considered to be flat-footed.
. On rare occasions, two samurai have been known to strike each
other down in the same instant in what is called a karmic strike.
After the initial round of the duel, the two samurai can con-
tinue fighting in normal combat, if both survive. They no longer
receive any bonus damage dice to their attack rolls unless the cir-
cumstances under which Iaijutsu Focus checks may be attempted
somehow arise again in the course of the fight (the combat ends
‘and one or the other returns his weapon to its sheath).
' Example: Hida Tamoro faces the iaijutsu master Kakita
. Kudako in an iaijutsu duel. Both samurai assume their stance
- and size each other up. Tamoro rolls an 18 on his Sense Motive
check—enough to discern only that the Crane is 12th level, the
ame as he is. Without more information, the proud Crab is not
about to yield. Kudako rolls a 33, and notes that she is the same
- level as he is, that he has 15 ranks in Iaijutsu Focus, and that his
total attack and damage is +19/+14/+9 melee (1d10+8, katana).
Weighing what she has learned, Kudako feels confident that
she will get the first strike.
The duel begins, and the samurai begin focusing their ki. Kudako
gets a check result of 28 and gets +4dé to her damage. Tamoro's
“result was only a 24, gaining him +3dé to his damage. Kudako's
initiative becomes 28 and she goes first. Kudako strikes, her blade
springing from its scabbard like lightning toward the Crab.
Kudakos damage, assuming she hits, is increased by +4ds,
with an additional +8 because she is an iaijutsu master and adds
her Charisma modifier to each bonus die. She rolls a miserable
6, adds her attack bonus of +20, and hits Tamoro with a 26. Her
damage is 1d10+5 (her normal damage with a katana) plus
4de+8. She rolls 30, bringing Tamoro down to 71 hit points.

_IAITUTSY STRIKES I NORMAL COMBAT
You can use your laijutsu Focus bonus damage in normal
combat too, but only when you are attacking a flat-footed oppo-
nent and you draw your weapon in the same round you strike.
This means that a character with Quick Draw can use
laijutsu Focus in a surprise round, either to strike someone
standing within sword reach, or to strike an opponent at the
end of a partial charge (using Quick Draw to draw her weapon

Tamoro strikes when it's his turn with his initiative of 24.
Since Kudako is not flat-footed, Tamoro gets no bonus damage
dice. He rolls even more pathetically than Kudako: a §, plus his
attack bonus of +19 for a 24, His damage is 1d10+8. He rolls a
13, bringing Kudako to 69 hit points.

If the combatants agreed on a duel to first blood, the duel is
over and Kudako has won. If this is a duel to the death, combat
continues as normal, with Kudako holding her lead in initia-
tive. After the critical first round, Kudako loses much of her
advantage against the stronger Crab.

4 Hida Tamoro: Male human (Crab) Sams/Hida defender
7; hp 101; AC 22 (touch 12, flat-footed 20); Atk +19/+14/+9
melee (1d10+8/19-20, +4 katana).

Skills: 1aijutsu Focus +16, Sense Motive +8.

9 Kakita Kudako: Female human (Crane) Sams/Iaijutsu
master 7; hp 82; AC 20 (touch 18, flat-footed 16); Atk
+20/+15/+10 melee (1d10+5/19-20, +4 katana).

Skills: Iaijutsu Focus +19, Sense Motive +14.

rSYCHIC DUZLS

Far less lethal than an iaijutsu duel, a psychic duel involves two
samurai staring each other down—focusing their energy until
one decides to yield to a superior opponent. Such a duel usually
occurs under much less formal circumstances than an iaijutsu
duel—for example, when a noble samurai forces a teahouse
bully to recognize his superiority and skulk away. Like an iai-
jutsu duel, a psychic duel is strictly a one-on-one confrontation.
Only intelligent humanoids, monstrous humanoids, and giants
can participate in a psychic duel. The participants cannot have
crossed swords already during the encounter, and they cannot
duel in the middle of a raging battle. If either character is
attacked during the psychic duel, the duel ends with no victor.

To resolve a psychic duel, the characters spend a full round
facing each other, within 10 feet of each other. Each character
then rolls a Will save against DC 10. If one character succeeds
and the other does not, the successful character has won the
duel. 1f both characters fail the saving throw, the duel is incon-
clusive and neither wins. If both characters succeed, they are
locked in the mental battle and the duel continues for another
round, with the DC rising to 15. The DC rises by 5 each round
the duel continues. Should one character break off the duel and
attack before it is resolved, he is the loser.

The loser of a psychic duel has two options. He may either
retreat or attack, but if he attacks he acts as if under the effect of
a bane spell for the duration of the encounter: He suffers a —1
morale penalty on attack rolls and saving throws against fear
effects, If he retreats, he must avoid the winner of the duel for
at least one day or suffer the bane effect.

first). A character without Quick Draw cannot strike an oppo-
nent in a surprise round if he begins the round with his
weapon sheathed.

In a normal first round of combat, a character whose initia-
tive is higher than his opponent’s can draw a weapon, move to
the opponent, and attack using laijutsu Focus, as long as he
has either Quick Draw or a base attack bonus of +1 or higher
(so that he can draw his weapon while he moves).
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The new spells described in this chaprer follow the same

inchides an abbreviation for each class that can cast the spell, and
indicates if it is 2 domain spell for shamans and, if so, whar its level
is This entry also indicates the element for all shugenja spells and
for those wu jen epells that are associated with an clement, T2
epell is on the list for a shugenja school but not on the notmal
shuganja spell list, thatis inficared as well. For example, the level
entry for horse’s nose is “Shu 2 (Water)—Tuchi School! That means
it iz a 2nd-level spell for shugenias, in the water element, bue it is
only available to shugenjas of the Unicorn clans Tuchi school,

Class Abbreviatious: Sha (shaman), Shu (shugenja), Soh
{sohed}, Wuj (wu jen).

Shaman Domains: Ancestor, Celestlal, Community, Div-
ination, Flame, Forrune, Fury, Grave, Guardian, Healing,
Hero, Knowledge, Metal, Nature, River, Stone, Travel, Trick-
L Bry, War, Wood,

. Shugenja Schools: Agasha (Phoenix), Asahina (Crane),
\ Tuchi (Unicorn), Kitsu {Lion), Kuni (Crab), Soshi [Scorpion),
*Tamari (Dragon), Yogo (Seorpion),

SHARAN SPELLS

0-LEVEL SHAMAN SPELLS
HINORD

| Cure Minor Wounds. Cures 1 point of damage.
- Detect NHsease”. Detects disease in one craature or object,
Detact Mapic. Detects epells and magic items within 60 ft.
| Detect Poison. Detects poison in one ereature or object,
' Cuidance, +1 on one roll, save, or check
i Inflict Minor Wounds, Touch arrack, 1 point of damage.
Mending. Makes minor repales on an object.
Purify Food and Drink. Purifies 1 cu. fr./level of [ood or water.
| Read Magic. Read scrolls and spelllooks,

Besistance, Subject gains +1 on saving throws,
Virtue. Subject gains 1 wmporary hp.

Attraction®, Attacks are drawn to the subject creaiure, dealing
more damage.
| Bane, Enemics suffer —t attack, =1 on seves aguinst fear,
" Bless. Allies gain +1 atack and +1 on saves against fear.
1l Bless Water, Makes holy water
| Calm Animals. Calms 2d4 +1/level HD of animals, beasts,
and magical beasts.
Cure Light Wounds. Cures 1d4 £1,leval damage (max +5),
Curse Wiarer. Makes unholy watar
Deathwatch. Sees how near death subjects within 30 f. are,
" Detect Chaos/Evil/Good/Law. Reveals creatures, spalle,
or abjects.
s tetect Undead. Beveals undead within 0 ft.
NI S Doom. One subject suffers -2 on attacks, damage, saves, and
L ﬂ Il 'H‘“ checks.
_ Endure Elements, Ignores § damage/round from one
i | energy type.
Entropic Shield, Ranged artacks against you suffer 20%
miss chance.
Inflict Light Wounds, Touch, 1d8 +1/level damupe (max +5).
Invisibility to Undead. Undead can't perceive one
subject/level,

farmar as the spells in the Player’s Handbook. The Level enery *

Obscuring Mist. Fog surrounds you.

Protection from Chaos/Evil/Good/Law. +2 AC and saves
counter mind control, hedge out elementals and outsiders.

Shicld of Faith. Aura grants +2 or higher deflection bunus,

Speals with Animals, You can communicate with natural
animals;

Summon Nature's Ally L Calls crearure to fight.

Trance®, Meditate to learn abour nearby spirirs.

Weapon Bless”, Prepare one weapon for combat againsta
particular foe.

2ND-LEVEL SHARAN SPaLLS

Aid. +1 attack, +1 on saves against fear, 1d8 temporary hit poinm

Ancestral Vengeance®, Ancestral spiric deals 1ds,/two
levels damage (maximum sde), 1dé/level (maximum 10dg)
(o undead,

Animal Messenger. Sends a Tiny animal to a specific place

Augury. Learns whether an action will he good or bad.

Bull’s Strength. Subject gains 1d4+1 Str for 1 hr Jevel.

Calm Ematians. Calms 1ds subjects/level, negating emotian
affsery,

Commune with Lesser Spirit®. Lescer spirit anewers ong.
quastion,/two levels,

Create Spring”. Creates a epring of fresh warter. _

Cure Moderate Wounds. Cures 2d2 11/level damage (ma +10),

Delay Poison. Stops poison from harming subject for 1
hour/level,

Enthrall. Captivates all within 100 &, + 10 ft,/Jevel.

Ghoul Touch. Paralyzes one subject, who exudes scenvh (=2
penalty) nearby,

Hold Person. Holds une person helpless; 1 round,/level,

Inflict Moderate Wounds. Touch amack, 2ds +1/level
Jamitge (Tax 107}

Invisibility to Spirics®. Spitits can't perceive 1 subjectJevel.

KEnow Mortivation®. Sense basic needs and emaotions of
Creatures.

Lesser Restoration. [hspels magic ability penalty or repairs
1d4 ahility damage.

Pratection from Spirits®. Keeps spirits at bay,

Hebuke®. Verbal rebuke stuns one creature for 1 round,

Remove Paralysis. Frees one or more creatures from parsly
iz, hold, ot elowe

Speals with Plants, You can talk to normal plants and plant
creatures,

Summeon Naturc's Ally I1. Calls creature o fight,

Warning® Subject gets +4 to Listen and Spot aind retains Dex’
bonus to AC when flarfooted.

SR0-LEVEL SHARMAN SPELLS

Bestow Curse, —& to an ability; 4 on sttacks, saves, and
checks; or 50% chance of losing cach action.

Blindness/Deafness, Makes subject blind or deaf.

Castigatc®. Crearures of different alipnment take 2ds or 5ds
damage and are deafened for 1d4 rounds,

Contagion. Infects subject with chusen disease,

Cure Serious Wouwnds, Cures 3d8 +1/level damage (max +15)

Detect Curse®. Delects curses on one person of object.

Dispel Magic, Cancels magical spells and effects.

Inflict Serious Wounds. Touch attack, 3ds +1/level damage
(max +15).

Invisibility to Enemies®. As invaahality to spivifs, but all hostils
creatures are affected.

Levitate. Subject moves up and down at your direction.

Loeate Object. Senses direction toward object (specific or type).




'*E![agic Circle against Chaos/Evil/Good/Law, As protection
dpells, but 10-f radius and 10 min.level,

Hagu‘ﬁ:snncnt. Armor or shield gains +1
enhancement/three levels,

Mental Strength®. Recipient gains +4 bonus on Will saves.

Hzntal Weakness®, Subject suffers -4 penalty on Will saves,

Rlssess Animal®. Your soul inhabits and conrrols an

~ animal’s body.

Prayer. Allies gain +1 on most rolls, and enemies suffer 1.

Protection from Elements. Absorb 12 damage/level from
ane kind of energy

Remove Blindness/Deafness. Cures normal or magical

~ conditions.

Remove Curse, Fraes object or person from curse,

Bemove Disease. Cures all diseases attecting subject.

Speal with Dead, Corpse answers one guestion,two levels,

Substitution®. Helf the demage you take is transferred to o
figure of a spirit or deity.

Summon Nature’s Ally I1T. Calls creature to fight,

Tongues. Speak any language.
(TH-L=EV=L SHARMAN SPELLS

Air Walle. Subject treads on air as if solid (climb at 45
degree angle).
~ Chaos Hammer, Damages and staggers lawful ereatures,
. Cure Critical Wounds. Cures 448 +1/level damage (max +20).
Discern Lics. Reveals deliberate falsehoods.
Discern Shapechanger®, Penetrates disguises and shape
chianges.
Dismissal. Forces s creature (o relurn, o native plane,
Divination. Provides useful advice for specific proposed actions.
Dream Sight®. Your spirit can hear and see at a distance for 1
min./level.
Fatigne*. Creature touched becomes fatigued.
Holy Smite. Damages and hlinds evil crearures.
Inflict Critical Wonnds. Touch attack, 4d& +1,level dam age
|may +20)
Lesser Spirit Ally”. Exchange services with an 8 HD spirit,
Neutralize Poison. Detoxifies veriom in or on subject
Order’s Weath, Damages and dazes chastic creatures.
Polymorph Self. You assume a new form,
Reanimation®. Dead creature restored to halflife with 1 hp.
Reincarnate, Brings dead subjeet back in s random body,
Remove Fatigue®, Removes effects of farigue a5 8 hours ofrest,
~ Restoration. Restores level and ability score drains
Bpake Barrvier®. Keeps reptilesat bay.
. Epell Immunity. Subject is iminune w one spell/four levels.
sSummon Nature's Ally IV, Calls creature 1o fight.
- Sustain®. Recipients need no food or drink for 6 hours/level.
Unholy Blight, Damages and sickens good creatures,

5TH-L=V=L SHAMANR S?PY=LLS

Advice®. Subject follows your advice, even if complex or self
destructive,

Atonement, Removes burden of misdeeds from subject,

Blood of Fire®, Four blood missiles deal 2d8 damage vach.

Break Enchantment. Frees subjects from enchantments,
alterations, curses, and perrificarion.

Circle of Doom. Deals 1d8 +1/level damage in all directions,

Commune with Greater Spivit*. Ask any spirit one
question/level.

Control Winds. Change wind direction and speed

Dispel Chaos/Evil/Good Law. +4 bonus against attacks.

Dream. Sends message to anyone sleeping,

6TH-L=VEL SHAMANR SP=ELLS

JTH-LEV=EL SHARMAN SY=LLS

‘Sunbeam. Beam blinds and deals 3dé damage,
“Word of Chaos. Kills, confuses, stuns, or deafens non-

8TH-LEVEL SHARMAN SP=LLS

9TH-L=VEL SHAMAN S?P=LLS

Ethereal Jaunt. You become ethereal for 1 round/level.

Healing Circle. Cures 1d8 +1/level damage in all directions.

Nightmare. Sends vision dealing 1d10 damage, fatigue.

Fossess®, As possess animal, but any crearure,

Raise Dead. Restores life to subject who died up to 1
day/level axo.

Scrying. Spies on subject from a distance.

Slay Living. Touch atrack kills subjecr,

Summon Nature's Ally V. Calls creature to fight.

True Seeing. See all things as they really are.

Animate Objects, Objects attack your foes,
Eiherealness, Travel to Ethereal Plane with companions,
Find the Path, Shows most direct way 1o a location. i
Force Shapechange®. Forces shapechangers into nanural form. ||
Geas,/Cest. As lesser geas, plus it affects any crearure.
Greater Thspelling. As dispel magic, but up to +20 on checle
Harm. Stihject Ioses all hut 1d4 hp,

Heal. Cures all damage, diseases, and mental conditions.
Plane Shift. Up to eight subjects travel to another plane.
Spirit Ally™. As lesserspivit ally, but up to 16 HIL

Stonegldn. Stope blews, cuts, erabs, and glashes.

Summon Nature’s Ally VI Calls creature to fight.
Vulnerability®. Beducés an opponent’s damage reduction,
Wind Walk. You and your allies turn vaporous and travel fast,

Blasphemy. Kills, paralyzes, weakens, or dazes nonevil subjects.

Control Weather. Changes weatherin local area.

Dictum, Kills, paralyzes, weakens, or dazes nonlawhul subjects,

Creater Restoration, As restoration, plus restores all levels
and ability scores. .

Greater Scrying, As scrying, but faster and longer. |

Holy Word. Kills, paralyzes, weakens, or dazes nongood subjects. il

Refuge. Alters item to transport 1t$-i;~ua$:$$crr o yoll, | :

Regenerate. Subject’s severed limbs grow back.

Repulsion. Creatures cunl approach you.

Resurrection. Fu!ly restore dead subject,

Summon Nature's Ally VI Calls crearure w fight

chaotic subjects.

Antimagic Field. Negates magic within 10 [t

Cloak of Chaos, +4 AC, +4 resistance, and SH 25 against
lavrful spells,

Compel”. Changes the alignment of one crearure,

Discern Location. Exact location of crearuire ot object.

Farthquale. Inrense tremor shakes 5-ft /level radius.

Creater Spirit Ally. As lescer qiint ally, but up to 24 HI

Holy Aura. +4 AT, +4 resistance, and S5H 25 agaimst evil spells

Mass Heal. As feal, but with several subjects.

Shield of Law. +4 AC, +4 resistance, and SR 25 against
chaotic spelle,

Summon Mature's Ally VIIL Calls creature to fighe,

Unholy Aura. +4 AC, ¢4 resistance, and 8B 25 against good
spells.

Astral Projection. Projects you and companions into
Agtral Plane or Spirit World.



Gate. Connects two filanes for travel or summoning,

Miracle. Requests a deity’s intercassion,

Soul Bind. Trape newly dead soul to prevent reairection,

Summen Nature's Ally IX. Calle crearure to fight.

True Resurrection. As resurrection, plus remains sren't
needead.

Grnnted Power: A number l.:rf thines per day equal w your
Charisma bonus {minimum vnce, even with a Charisma
penalty}, you can sumimon an ancestor and channel some of the
-~ ancestor'’s karmic power into yourself, This guidance grants you
, a+4 insight bonus on any skill check.

MANCESTOR POMAIN SPELLS
1 Detect Undead. Reveals undead within 60 fi.
|| 2 Ancestral Vengeance®. Ancestral spirir desls 1de/two
levels damage (maximum sde). 1ds/level (mavimum 10ds)
ro undead.
3 Speak with Dead. Corpse answers one question/two levels.
4 Divination. Provides useful advice for specific proposed
actong,
5 Atomement. Removes burden of misdeeds from subject.
& Geas/Qmiest. As lesser geas, plus it affects any creature,
7 Legend Lore. Learn tales sbout o person, place ot r]:j.n‘g
g
9

Compael®. Changes the ;thnm&nt of ot creature.
Foresight. "Sixth sense” warns nf:mpcﬁdmgdanger.

F=L=STIAL DORAIN

“Granted Power: Bebuke or command spirits as'an evil cleric
rebukes undead. Use this ability a number of times per day
aqual to 3 + your Charisma meditier,

ICELESTIAL DOMAIM SPELLS ;
| 1 Bless. Allies gain +1 artack and +1 on saves againse faar.
2 Commiune with Lesser Spirit*. Lesser spirit answers one
4 questiontwo levels.
3 Substitution®. Half the damage vou eake is traneferred to a
. figure of & spirit or deiry
| | 4 Lesser Spirit Ally® Exchange services with an & HD spirit.
5 Commune with Creater Spirit*. Ask any spirit 1 ques-
tion,/Tevel.
' & Spirit Ally®, As lesser spivit ally, but up to 15 TIT,
7 Dictum. Kills, paralyres, weakens, or dazes nonlawiul
subjects. '
8 Greater Spirit Ally*, As lesser spiril wlly, bur up o 24 HDU
.8 Gate. Connects two planes for wavel or summoning,

EORMUIUTY DORAIN

k! “Granre-:i Power: Use calm emotions as a spell-like ability once
| L] !!l_’-:ﬁ' |,E “ per day. Gain +2 competence bonus on Diplomacy checks,
B AE
‘:Dm MUNITY DORAIN SPELLS
¢ 1 Bless, Allies gain +1 attack and +1 on saves agsinse feer.
2 Shield Other. You take half of subject’s damage.
3 Prayer. Allies gain 11 on most rolls, and enemics suffer -1,
4 Status. Moniters condition, position of allies,

5 RarysTelepathic Bond. Link lets allics communicare,

& Heroes' Feast. Food for one creature/level cures and bles
7 Refuge. Alters irem to transport its possessor to you.

& Mass Heal, As heal, bur with several subjects.

2 Miracle. Request a deity’s intercession.

DIVINATION DORAIN

Granted Power: You cast divination spells st +2 caster levels

DIVINATION DORMMAIN S?PELLS

1 Tdentify. Determines single feature of magic item,

2 Angury. Learns whether an action will be good or bad.

3 Divination. Provides useful advice for specific proposed
actions,

4 Scrying, Spiee on subject from a distance.

5 Commune with Creater Spirit®, Ask any spirit 1 ques
tion/level.

¢ Legend Lore, Learn tales about # person, place, ov thing,

7 Greater Scrying, As sorying but faster and longer,

& Discern Location. Exact location ol creature ur object,

9 Foresight. "Sixth sense” warns of impending danger.

FLAME DORAIMN

Cranted Power: You can generate a flame wand, 2 spell-like abil
ity to grant yourself or someone you touch a resistance bonns
equal to your shaman level on all saving throws apainst & fL[e:.
ap;lls and effects. Activaing this power is a standard acrion.
The flame ward is an abjuration effect with a duration of
minute + 1 minute/level that is usable once per day.

FLARME DOMAIN SPELLS
- 1 Burning Hands, 1d4 fire damage/level (max 5d4).

2 Produce Flame: 1d4 +1/two levels damage, woch ur thoown,

3 Animate Fire®. Turwa Swall op smaller quanticy of fire ing
ananlmated olject,

4 Wall of Fire, Deals 2d+4 fire damage our ro 10 ft. and 1d4 ot
1o 20'fr, Passing through wall deals 2des +1/level,

5 Fire Breach®, You can breathe fire onee/round: flame daale
Ada/owo levels (maximum 10d8) damage to ane target
within 15 fi.

6 Fire Seeds. Acorns and berries become gronades and bombs,

7 Fire Storm. Deals 1d6 five damage/level,

& Incendiary Cloud. Cloud deals 4dé fire damage/round,

9 Internal Fire®. Subjects burst into Hlame from the inside our,

FORTUNE DOMAIN

Granted Power: You gain the power of good fortune, whichis
usahle once per day. This extraordinary ability allows vouta
rerall ome roll thar you have just made. You must take the result
of the reroll, even if its worse than the original roll.

FORTUNE DOMAIN STELLS

1 Entropic Shield, Ranged attacks against you suffer 205
miss chanee,

2 Aid. +1 artack, +1 on saves against fear, 1d8 temporary hit
poines,

3 Substitution®. Half the damage vou take is transterred tog
figure of & spirit or deity

+ Freedom of Movement, Subject moves normally despite
impediments.

5 Break Enchantment. Frees subjects from enchanements,
alterations, curses, ¢nd pctrificariun.

& Mislead. Turns you invisible and creates illusory double,



ell Tarning, Reflect 1d4+6 spell levels back at caster.

ife®. Protects you [rom vne kind of certain death.
. Bequests 3 deity’s intercession.

DORAIN

ed Powers You gain the smire power, the supernarural abilicy
asingle melee attack with a +4 attack bonus and a damage
qual to your shaman level (if vou hit). You must declare

PORMAIN SP=LLS

eapon Bless®, Prepare one weapon for combat against a
particular foe.

2 Shatter. Sonic vibration damages objects or crystalline
| Creatures.

3 Castigate®. Creatures of different alignment take 2d6 or
il damagc andd aee dealened for Ld4 pounds.

4 Shout. Deafens all within cone and deals 2de damage.

5 Circle of Doom. Deals 1d8 +1/level damage in all directions,
& Harm. Subject loses all but 1d4 hp.

i Destruction. Kills subject and destroys remains.
\Earthunlm Tntenge rremor shakes S-flevel radius,
ll.m.piﬂswn Killz ane creature/ronnd,

:'ﬁ‘ AV= DOMAIN

ed Power: You may use a death rouch once per day. Your
totich s 4 spell-like ability thar is a death effect. You must
eed at a melee touch attack againse a living creature (using
(the rules for touch spells). Whan you touch, roll 1da per your
shaman level [F tha tatal at Teast equals the ereatnre currant

'_J.. ‘poings, it dies.

RAVE DORMAIN SPELLS

1 Ghost Light®, Ghostly preen radlance causes fear.

eath Knell. Kill dying creature and gain 1d8 temporary
hp, +2 Str and £1 caster level

Animate Dead. Craates undead skeletons and zombies.

4 Wall of Bonies™. Creates a bone wall that can bie shaped.

it :.Slny Living. Touch atrack kills subject.

Create Undead. Chouls, shadowrs, ghasts, vnghts, or wraiths.
Destruction. Kills subject and destroys remains,

Create Creater Undead. Mummies, epectree, vampireg,
or ghosts.

VWil of the Banshee. Kills one mnturcﬂcwl.

URRDIAN. DORAIN

Cranted Power: Once per day, you can add your shaman level
2 sinple saving throw you make.

GUARDIAMN DORAIN SP=LLS

1 Shield of Faith. Aura grants +7 or higher deflection honus.

'3 Warning”. Subject gets +4 to Listen and Spot and retains

Dy bonus to AC when flat-footed.

3 Substitution® Half the damage you take is transferred to s
- liptirs of a spirit or deiry

| Enake Barrier®. Keepe reptiles at bay.

& Dispel Chaos/Evil/Cood/Law. +4 bonus against attacks,

& Stoneskin, Stops blows, cuts, stabs, and slashes,

7 Depulsion, Creaturcs can't approach you,

& Surelife®. Protects you from one kind of certain death,

3 Antipathy. Object or location affected by spell repels certain

| creatures.

H=ZALING DOMAIN

Cranted Power: You cast healing spells at w1 caster level

HEALING DORMAIN SPELLS

1 Cure Light Wounds, Cures 1ds +1/level damage (max +5),

2 Cure Moderare Wounds. Cures 2ds +1/level damage
[Ty +10].

3 Core Serious Wounds. Cires 1d8 +1/level damage (max +15).

4 Cure Critical Wounds, Cures #408 <1 level damage (mas +200.

£ Healing Circle. Cuves 1d8 +1/level damage in all divections,

& Heal Cures all damage, disesses, and mental conditions,

7 Repenerate, Subject’s severed limbs grow bacls,

8 Masge Heal. Ac heal, but with several subjects,

9 True Resurrection. As resurrection, plus remains aren't
necded.

H=RO DOH llll'l

tora single arracl'; roll,

HERO DOMAIN SPELLS

1 Divine Favor. You gain attack, damage bonus, +1/three levels.

7 Bulls Strength. Subject gains 1dd4+1 Str for | heJevel.

3 Protection from Elements. Ahsorh 12 damage/fevel from
one kind of energy

4 Divine Power. You gain attack bonug, 18 Str, and 1 hp/level.

5 Righteous Might. Your size increases, and you gain +4 Str,

& Stoneskin. Stops blows, cute, etabs, and slaghes.

7 Tenser's Transformation. You gain combat bonuses,

8 Giant Size®. You become Huge or larger.

9 Shapechange. Transforms you into any creature, and
change forms onee per round,

KNOWLEDGE DOMAIN E:
Cranted Power; All Knowledge skills are clacs ghills, 3
You cast divinations at +1 caster level.

KNOWLEDGE DOMAINL SPELLS
1 Detect Secret Doors. Heveals hidden doors within &0 ff
2 Detect Thoughts. Allows "listening” to surface thoughts,
3 Clairandience/Clairveyance. Hear or see at a distance for
1 min,lovel,
4 Divination. Provides useful advice for specific proposed
actiens,
Truc Sceing. Sce all things as they really are.
Find the Path. Shows most direct way to a location.
Legend Lore, Learn tales about a person, place; or thing,
Discern Location. Exact location of creature or object.
Foresight. “Sixth sense” warns of impending danger.

METAL DOMAIN

Granted Povwer: You can generate a melal ward, o spell-lile abil-
ity to grant yourself or someone you touch damage reduction
1/— against attacks from metal weapons or spell effects, This
reduces the damage taken from such attacks by 1 cach time
darage is dealt. Activating this power is a standard action. The
metal ward is an abjuration effect with a duration of 1 minute +
1 minute/level tha is usable once mer da ¥

B Ry Bt B o

RMETAL DORAIN SPELLS
1 Iron Scarf®. Silk scarf becomes ranged weapon deal-
ing 1da+1level damage.




2 Heat Metal, Hot metal damages those who touch ir.
3 Magnetism®, Draw iron or stecl objects to yourself.
4 Busting Grasp. Your touch corredesiron and alloys,
5 Wall of Iron. 30 hp/four levels; can topple onre foes.
6 Blade Bazgier. Blades encircling youdeal 1de

damage/level

7 Move Earth. Digs wénches and builds ]11]15.

| & Repel Metal or Stone. Pushes away meral and stone.
W ¢ Iron Body. Your body becomes living iron.

 MATURE DOMAIN

Granted Power: Rebuke or command normal animals or
plant creatures as an evil cleric rebules or commands undead.,
Use this ability u total number of times per day equal o 5 +
your Charisma modifier,

INMATURE DORMAIN SPELLS

1 Trancc®. Meditate to learn aboue nearby spirits,

| 2 Commune with Lesser Spirit®, Lesser spirit answess une
question;2 levels,

3 Possess Auimal®, Your soul inhabits and controls an
iwnimal’y budy

| 4 Flemental Ward®, Drive elementals AW,

| s Commune with Greater Spirir®. Ask any spirit 1 ques-
tlon/level, :

| & Transportvia Plants: Move instantly from one plant to

1l another of the same species.

7 Control Weather. Changes weather in local area.

.8 Animal Shapes. One ally/level polymorphs into chosen
ahimal.

9 Shapechange. Transtorms you into any creatitee, and
change forms once perzound.

B RIV=ER DORMAIN
' & Granted Power: You can swim with grear skill (though you
cannot hreathe water withour further magical assistance’. You
| have a base swimming speed of 30 feet, You do not need to
| make Swim checks to swim normally, You gain 2 +8 bonus on
any Swim check to perform some epecial action or avoid a
hazard, and you can always choose o toke 10 on these checks,
even if rushed or threatened when swimming. You can use
“the run action while swimming, provided you swim ina
straight line,

f RZIW=ER DOMAIN 5P=ELLS )

'“ | ¢ Qbscuring Mist, Fog surrounds you. . .

0 2 Animate Water®, Turn a Small or smaller quanrity of wa,ter.,

into an animated object.

3 Water Breathing, Subjects can breathe underwarer,

4 Control Water. Raises or lowers bodies ofwater,

5 Tce Storm. Hail deals 5ds damage in cylinder 40 ft. across.
. 6 Master of the Rolling River®. Wave o waler deals

= t1ds/owo levels damage and bull cush,

oF Acid Fog. Fog deals acid damage. _

8 Horrid Wilting, Deals 148 damage/level within 30 ft.

" -9 Elemental Swarm!. Summons multple elementals,

| Cast as 2 warer spell only. -

)
 STONE DOMAIN
Granted Power: You can generate @ storie ward, a spell-like abil:
ity to grant vourself or swineune you wuch demage reducton
5¢— against accks from stone weapons, creatures (sgqh a5
carch elemenuals, gargovles, clay golems, and H 4]z

golems), or spell effects, or againist damage from falling uilf
carth or stone. This reducesilie dunage when {rom such auacks
Ly 5 each time damage is Jealt. Actvating this power is 2 sun
dirtel activn, The stone ward is an abjuration effect with a d
uf 1 minute + 1 minure/level thar is usable once per day,

STON=E DOMAIN SPELLS
1 Magic Stone, Three stones become +1 projectiles, 1ds+
damage,
2 Hail of Stone®, Rain uf stwne makes ranged arack dea]mg
L3/ level,
3 Stome Shdpe. Sculprs scone into any shape.
Spike Stones. Creatures in area take 1d8 damage, may he
slowsed.
Wall of Stone. Creates a stone wall that can be shaped,
Stomeskin. Stops hlows, cuts, stabs, and slashes.
Statue. Subject can hecome a statue ar will.
8 Earthquake. Intense tremor shabees 5-ft./level radius,
& Elemental Swarm'. Summons multiple elemantals.
T Cast ag an earch spell only

TRAV=ZL DORAIM

Granted Powers: For i total time per day of 1 round per vour
shamnan level, you can act normally regardless of magical effects
that impede movement (similar to the effect of the spell freadom
af moverment). This effect occurs automatically e soon asif
applies, lasts undl it runs out or is no longer needed, and can
operate multiple times per day {up to the total daily limit of
rounds}). Thie iz a supernarural ability,
Wilderness Lore iz o cluss skill.

=

B I~ LR

TRAVEL DOMAIN SPELLS

1 Expeditious Retreat. Doubles vour speed.

2 Locate Object. Senses direction toward object (specific
or type)
Ely. Subject flies at speed of 90 ft.
Dimension Door. Teleperts you and up to 500 |b.
Teleport. Instantly trensports you anywhere,
Find the Path. Shows most direct way to a Jocation,
Teleport without Ervor, As teleport, but no off-tacget anival
Phase Door, Invisible passage througl wowl ur stone,

@ Astral Projection, Projecis you sl companions into
Asteal Plane ur Spirit World

TRICKERY DOMAIN

Granted Power; Bluff, Disguisze, and 11de ave class skills.

L= e T

TRICKERY DORAIN SPELLS
i Change Self Chanpe own appearance,

Invigibility. Subject invisible 10 min,Jevel or undl it smd‘i
Mondetection. Hides subject from divination, serving, %
Confusion, Mekes subjects behave oddly for 1 roundlevel
Ealse Vision, Fools scrying with an illusion.

Mislead. Turns you invisible and creares illusory double.
Sereen. Hlusion hides arca from vision, scu ying,
Polymorph Any Object. Changes any subject inio
anvthing else.

9 Time Stop. You set freely for 1d4+1 rounds,

WAR DOMAIN

Grantcd Power: Free Martal Wedpon Proficiency (if neces
sary) and Weapon Focus with 2 Small or Medium-size simple or
martial meles weapen of vour choice.

L B o T I



iR POMAIN SPELLS

Hapic Weapon, Weapon gaing +1 bonus,

Eiﬂph-itnn] Weapon. Magical weapon attacke on its own,

3 Magic Vestment. Armor or shield gains 11
ehancement/theee levels,

% Divine Power. You gain attack bonus, 18 Stry and 1 hpflevel
.'Elame Strikee. Smite foes with divine fre (1d6 damage/level)
Blade Barrier. Blades encircling you deal 1ds damage fevel.
f Power Word, Stun. Stuns creature with up to 150 hyp.

i Power Word, Blind. Blinds 200 hp wouth ol creatures,

- 9 Power Word, Kill. Kills one twwuph subject or many weak
QIEs.

WoOD DOMAIN

- Granted Power: Move thmugh natural thorns, briars, over-
- prowen areas, and similar terrain at your normal speed and with-
gt kit damage or other impaivment. Auy such tecrain that
s magically manipulated w impede moton sull mpedes
 anyone with this granred power,

USoD PORAIN SPELLS

| Animate Wood®, As animale objects; but Small or smaller
wooden abject.

2 Tree Shape. You look exacily like a wee for 4 hourflevel.

3 Sprak with Plants. You can talk o normal plaots sl plat
Creatures.

4 Control Plants. Talk to and control plants and fungi.

&y Tree Stride. Step from one wes (o another far away,

i Repel Wood. Pushes away wooden objects.

7 Iranwond. Mapical wood is a5 strong as steel,

§ Changestaff. Your staff becomes a treant on commatid,

4 Command Plants. Flants animate and vegetation
entangles,

SHUGENT A
SPELLS

0-LEVEL SHUGENTA SPELLS
IIRO?]]

Daze. Crosture loces next action

Chost Sound. Figment sounds.

Guidance, +1 on one rell, save, or checlk,
Enow Direction. You discern north,

Mage Hand. 5-pound telekinasis.

Mending, Makes minor repairs on an chject,
Resistance, Subject gains +1 on saving throws,
Virtue, Subject gains 1 temporary hp.

Fir  Dancing Lights, Creates torches or other lights,
~ Disrupt Undead. Deals 1d6 damage to one undead.
Flare. Dureles one creative (-1 auack),

Light. Object shines like a wrch.

Eurth

. Warer

Cure Minor Wounds. Cures 1 point of damage,

Detect Poison. Detects poison (n one creature or object,

Purify Food and Drink. Purifies 1 cu. fi./level of food
Or warer.

Al Detect Magic, Detects spells and magic items wirhin
60 ft.

Read Magic. Read serolls and spellbooks.

Create Water, Creares 2 gallons/level of pure water,

1ST-LEV=EL SHUGENTA

Adr

Esrth

Fire

VWiater

all

SPELLS

Change Self. Changes your appeatance,

Detect Snares and Pits, Reveals natural or primitive
traps.

Expeditions Retreat Touhles your speed.

Feather Fall. (Ohjects or creatnres fall slowly

Silent Image. Creates minor illusion of vour design.

Sleep. Put 2d4 HD of creatures into comatose slumber.

Magpic Stone. Three stones pain +1 attack, deal 1ds41
damage.

Magic Weapon. Weapon gains +1 bonus, \h

Pass without Trace. One subject/level leaves no tracks. [}

Protcction from Taint®, +2 AGand saves, counter [§
mind contral, hedge out oni,

Sanctuary. Opponents can't attack vou, and you can't |
attack.

Shield of Faith. Adra grants +2 o higher deflection
bomus, \

Burning Hands. 1d4 fire damage Tevel (max 5d4).

Cause Fear, One crearure flees for 1d4 rounds,

Faerie Fire. Qutlines subjects with light, canceling
blur, concealment, etc,

Hypnotism. Fascinates 2d4 HO of creatures,

Shocking Grasp. Touch delivers 1d8 +1 level elecericity,

Animal Friendship Gaing permanent animal
companions.

Blage, &llics gain +1 attack and +1 on saves against Fear,

Cure Light Wounds. Cures 1d8 +1/levél damage
(mok 150

Detect Taint™. Reveals Shadowlands Taint in creatures
or objects,

Obscuring Mist, Tog surrounds you.

Remove Fear. <4 on saves against fear for one subject
+1/four levels.

Endure Elements, Ignores 5 dunagefround lrom one
ENETEY EVPE.

2ND-LEV=L SHUGENLT A

Air

Earth:

Fire

Sr=LLS

Detect Thoughts. Allows "listening” to surface
thoughts.

Know the Shi&n@”ﬁs* E2ﬂ to Hide checks in dark-
ened aress

Levitate. Sﬁbjﬁm MEyes | down at your direction.
Mmggamag&ﬁsﬁkn us some sound.
Silence. Hcgﬁtn:s at}un& in 1.5-57 radius..

Ym:i*ufﬁit‘ Melee attack deals tda+1/twolevels damage.
Barkskin, Grants +3 natual 2rmor bonus (or higher).

‘Bull’s Strength. Subject gains 1d4+1 Str for 1 hr./level.

Endurance. Subject gains 1d4+1 Con for 1 hr./level.

“Hold Person. Holds one person helpless; 1 round/level

Malke Whole. Répairs an object,

Tetsuho of Earth® Melee artack deals 1d104+1/two
lewels damage.

Cat's Grace. Subject paing 1dd+1 Dex for 1 hr flevel

Flame Blade. Touch attack deals 148 <1 ftwo levels
damage,

Elaming Sphere. Rolling ball of five, 2dé damage, lasts
1 round level.

Heat Metal. Hot metal damages those who touch it

Produce Flame. 1d4 +1/two levels damage, touch :
or thrown,




Watcr

All

Bo of Water®, Melee attack deals 1dg+1 /two lovels

damage.

Cure Moderate Wounds. Cures 2d +1/level damage
s +1100),

Delay Puisun. Siops poison frum harming subjecr for
1 hour/level.

Lesser Resrorarion. Dispels magic abiliry penaley or
repairs 1d+ ability damage.

Locate Object. Senses direction toward object (spe-
cific or type).

Remowve Paralysis. Frees 1 or more creatures from
paralvsis, hald, or o

Resist Elements. Ignores 12 damage,/round trom one

EMETEY tVpe.

 3RP-LEVEL SHUGENTA

SYELLS

Clairaudience/Clairvovance, Hear or see ara distange
for 1 min./Jevel,

Gust of Wind, Blows away or knocks down smaller
creatures.

Haste. Extra partial action and +4 AC.

Invisihility. Subject is invisihle for 10 min /level or
until it atracks,

Major Image. As silent image, plus sound, smell and
thermal effects.

Wind Wall. Detlects arrows, smaller creatures, and gases.

Greater Magic Weapon. +1 bonus/three levels (max +5).

Magic Circle against Taint®, As protection fram Taint,
but 10-f¢. redius and 10 min,level

Meld into Stone. You and your gear merge with stone.

Plant Growth, Grows vegetation, improves crops.

Prayer. Allies gain +1 on most rolls, and eneinies
suffer —1.

Stone Shape. Sculpis sione inw any form,

Call Lightning. Directs lightning holts (1d10/level)
during seorms,

Daylight, s0-ft, radius of bright light

Fire Wings®. Your arms become flaming wings, you
can fly or burn things.

Keen Edge. Dovhles normal weapon's theeat ringe.

Searing Light. Kay deals 148/ two levels, more againse
undead.

Cure Sevious Wounds. Cures 3d§ +1/level damage
[max =157,

Remove Blindness/Deafness. Cures normal or mag
ical conditions.

Bemeove Cuarse. Frees objeer or person from curse,

Remove Discase. Cures all diseases affecting subjecr,

Water Dreathing, Subjects can breathe underwarer,

Water Walk. Subject treads on water as il sulid,

Dispel Magic, Cancels magical spells and effects,

Glyph of Wanling, Inscriprion harms those who pass It

Protection from Elements. Absorb 12 damage/level
from one kind of energy.

Summon Nature’s Ally IT1. Calls creatore o fight.
Shugenjas can use this spell only to cummoan a Small
elemental.

YTH-LEV=L SHUGENTA

SPELLS
Adr Walk., Subject treads on air as if solid (climb at 45-
degree angle).

Earth

Fire

Whater

Detect Scrying. Alerts you of magical eavesdroppin

Discern Lies, Reveals deliberare falsehoods,

Hallucinatory Terrain, Makes one vpe of terraite
appear llke another {field into forest, etc.). _

Hlusery Wall. wall, floor, or ceiling looks real, but
anything can pass through.

Death Ward. Grants tmmunity to death spells and
efferrs

Dismissal. Forces a creature to return to native plang

Jade Strile® Damages and blinde Shadowlands
Creatiees, _

Spell Immunity. Subject is immune to one spell/four
levels.

Spile Stones, Creaturcs in arca take 1d8 damage, maﬁ
be slowed,

Fire Shield. Creatures attacking you take fire damagﬁ;
you're protected from heat or celd.

Flame Avrow. Shoots (aining projeciiles (extra
datape’ or fiery bolls (4ds damage).

Lightning Bolt, Electricity deals 1ds damage/level.

Quench. Extinguishes nonmagical fires or one
magic iterm.

Wall of Fire. Deals 2d4 fire damage out to 10 ftand: 1d4
out to 24 fr. Passing thremngh wall deals 2de +IﬂtvEL

Contral Water, Raises or lowers bodies of water.

Cure Critical Wounds. Cures 448 +1/leve] damage
{rmme +20).

Locate Creature, Indicates direction to familiar
creatuire, '

Meutralize Poison, Detoxifies venom in or on subjecr

Restoration. Restores level and ability score draing

5TH-LEVZL SHUGENTA

Adr

Barth

Fire

Water

SPELLS

Conrrol Winds. Change wind direction and speed.

Dimension Door. Telepores you and 506 1h

Improved Invisihilif;r. Ag mmusthility, bt subject can
attack and stay invisible,

Mirage Arvcana. As hallucinalory terrain, plus structures

Persistent Image. As major image, but ne concentrs
tion required.

Diepel Taint® +4 bonus againse attechs,

Passwall. Breaches walls 1 £ thicle/lowel,

Spell Resistance. Subject gains 12 +1/level SI.

Wall of Iron, 30 hpﬂ)nur levels; can topple onto foes,

Wall of Stone. Creates a stone wall that can be shaped

Circle of Flame®, Flames deal 1ds+1/level le.l]ld.gl: in
all direcrions.

Conflusion. Makes subject behave oddly for 1
round fewel,

Feeblemind, Subject’s Tnt drops 1o 1.

Fire Breath®. You can breathe fire once/round; flame
deals 1ds/2 levels imaximum 10d8) damage to one.
target within 15 f1.

Flame Strike. Smites foes with divine fire {1dé/level),

Atonement. Hemoves burden of misdeads from
subject.

Healing Cirvele, Cures 148 +1/level damage in all
directions.

Rightecus Might, Your size incresses, and you gain
+1 Str,

Berying, Spics on subject from a distance.

Wall of Ice. Ice plane creates wall with 15 hp +1,-’l+a1ntﬂ.|1

or F’tﬂm”}lhfﬁﬂ Can Trap creatires inside,




Water

6TH-LE

Commune With Nature, Learn about tervain for one
mile/level.

Summoen Nature's Ally V. Calls creaiure w fight,
Shugenjos con use this spell only o summon o Medium-
size elernental,

=ZVEL SHUGENLT A
Sr=LLS

Cloudkill. Kills 3 HD or less; 4—¢ HD save or die.

Permanent Image. Includes sight, sound, and smell,

Teleport. Instantly transports you anywhere,

Veil. Changes appearance of group of creatures.

Wind Walk. You and your allies turn vaporous and
travel fast,

Autimagic Fleld. Negares wagic within 10 {i.

Banishment. Banishes 2 HD/level extraplanar
CIEarures.

Move Earth. Dilgs wrenches and builds hills.

Stone Tell. Talk 1o natural or worked stone.

Stoneskin. Stops blows, cuts, and slashes.

Fire Seeds. Acorns and herries become grenades and
bombs.

Fires of Purity*. Target bursts into magical flame,
bacoming a dangerous weapon,

Creater Clyph of Warding. As glyph of wanding, but up
to 10d8 damage or éth-level epell.

Yalamo's Anpger®. Blinds crestures within 10 ft.

Contingeney. Scts trigger condition for anather spell

Control Weather. Changes weather in local area,

IMeal. Cures all damage, diseas:es, and mental eonditions.

Master of the Rolling River®. Wave of water deals
1d8/two levels damage and bull rush,

True Secing, See all things as they rca].l'f' FTi= .

Greater Dispelling, As dispel mapic, but up to+20 on
check.

Summaon Nature’s Ally VI Calls creature o fight
Shugenjas can use this spell only 1, summon a Large
elemental.

ITH-LEVEL SHUG:M.EL

SYELLS

Mass Invisibility. Az tnvisibility, bur aﬂ%crs a]lm raﬁgc

Mislead, Turns you invisible and ttcatcs illusory ¢ deuble;

Programmed Image. As major ETHIEE,) plus i'fi,ggcrcd
Ly event.

Vanish. As leleporl, but affects 2 touched vbject.

Disintegrate. Makes one creature or object vanish,

Spell Turning. Reflect 1d4+6 spell levels bacloar caster,

Statue. Subject can become a statue ar will

Tomb of Jade*. Entraps and harms Shadowlands
Crearras,

Chain Lightning,. 1dé& damage/level; secandary balrs,

Fite Storm Doszle 144 fire darmage/level.

Sunbeam. Beam blinds and deals 3d4 damage.

Creater Restoration. As rectoration, plus restores all
levels and ability scores.

Greater Serying. As srying, but faster and longer.

Resurrection. Fully restore dead subject.

Words of the Kami® Kills, paralyzes, weakens, or
dazes Tainted subjects.

Summeon Natare's Ally VIL Calls creature to fight.
Shugenjas can use this spell only lo summon o Huge
elemental,

8TH-LEVEL SHUGENTAR
SP3LLS

Screen. Hlusion hides area from vision, serying.
Teleport without Error, As teleport, but no off-target
arrival,
Whirlwind, Cyclone deals damage and can pick up
Creatures.
Binding. Array of techniques to imprison a creature, [§
Earthqualre. Intense tremor shalkes 5-ft flevel radius.
Protection from Spells. Confers +& resistance bonus. |8
Incendiary Cloud. Cloud daals 446 five damage/round.
Power Word, Blind. Blinds 200 hp worth of creatures,
Sunburst. Blinds all within 10-ft., deals 3dé damage. ||
Discern Location. Exact location of creature or object,
Mass Heal. A5 heal, but with several subjects,
Regenerate. Subject’s severed limbs grow back. |
Summon Nature's Ally VIIL Calls creature to fight. §
Shugenjas can wse this spell only to summen a greater 4§
elereniul,

9TH-LEVEL SHUGENTA
SYELLS

Water

All

Air Teleportation Circle, Circle teleports any creature
ingide rodesignated spot

Earth  Antipathy. Object or location sffecred by spell repels
certaits crentures,

Fire  Moteor Swarm., Deals 24d6 fire damage, plus bursts,

Water Truc Resurrcction. As resurrection, phus remains aren't
needed.

All Elemental Swarm. Summons multiple clementals,

Summicn Nature’s Ally IX. Calls creature 1o light
Shupergos ten wse (hiy spell only o swmmon an elder
elemental,

SHUGENTA |
| SCHOOL SP=LLS’

AGASHA SCHOOL (PHOZENIX

CLAN) S7PELLS

Flare. Dugzles one creature (1 attack),

Burning Hands. 1d+ fire damage/level {minc: 5d4}.

Produce Flame. 1d4 +1/two levels damage, touch or thrown,

Searing Ray deals 1da/moo levels, more againstundead.

Fireballl. 1da damage per level, 20-ft. radius.

Flame Strike Smites foes with divine fire (1de/level).

Fires of Purity®, Target hursts inta magical flame, hecoming

a dangerous weapon.

7 Fire Storm. Deals 1dé Hre damage leval

& Delaved Blast Fireballf. 1d¢ fire damage/level; vou can
delay blast for 5 rounde

o Meteor Swarm. Deals 24d6 fire damage, plus burste,

§Thiz spell is not on the normal shugenja spell list,

ASAHINA SCHOOL (CRANE
CLAN) S57=LLS

0 Guidance. +1 on one roll, save, or check, _
{ Detect Snares and Pits. Reveals natural or primitive
TrAps.

bR B T R S



2 Detect Thoughts, Allows "listening” to surface thoughts.

3 Clairpudience/Clairvoyance. Hear or see at a distance for
1 min./level.

4 Divinationt. Provides uschul advice for specific proposed
actions.

5 Commune With Nature. Learn sboul terrain for one
mile/level,

& Find the Patht. Shows most direct way 1oa location,

7 Legend Lore}. Learn tales about a person, place, or thing.

8 Vislont. As legend lore, but quicker and streruons.

9 Foresightt. "Sixth sense” warns of impending danger

1This spell is not on the normal shugenja spell list.

I
IVCHI SCHOOL (VIUCORN
;]cmm SPELLS

0 Detect Magic. Detects spells and magic items within 60 ft.

1 Remave Fear. +4 on saves against fear for one subject
+1/four levels.

| 2 Horse's Nose}, Grants the scent special abilio

" 3 When Two Become One*. Your spirit merges with
your horses.
4 Remove Farigue'f. Removes effects of fatigue as 8 haurs
of rest.
5 Dance of the Unicorn™f. Purifying mist was‘hes the air
clean af smoke, dusr, and poisons, |
& Comntrol Weather. Changes weathet inilocal area.
7 Creater Scrying As scrying, but faster and longer.
8
g

. Horrid Wiltingf, Deals 1d8 damage//level sithin 30 .
8 Shambler?, Summons 4d4+2 shambling mounds to Aght.
! for you.

§This spell is not en the normal shugenja spell list, 3

ITSU SCHOOL (LIOR CLAR)
=LLS A
0 Cure Minor Wounds. Cures 1 point of damage.
. 1 Cure Light Wounds. Cures 1d% +1/level damage (max +5}
| 2 Commune with Lesser ‘iplﬁt*‘i‘ Lesser spirit answers one
questinn/? leveals,
3 Cure Serious Wounds. Cures 3d8 +1/level damage
[rmax +15):
4 Cure Critical Wounds. Cures 4d2 +1 /level damage
[max +20).
5 Commune with Greater Spirit™. Ask any spirit 1 ques-
tion/level.
' & Heal. Curcs all damage, discases, and mental condidons,
il 7 Resurrcction. Fully restores dead subject.

| 8 Mass Heal. As heal, but with several subjects.

9 Soul Bindt, Traps newly dead soul 10 prevent resurrection,
1This spell is not on the nonnal shupenia spell list,

R.enstanr:e. Subject gaing +1 on saving throws.
* 1 Magic Weapon, Weapon gains +1 bonus.

"2 Tetsubo of Earth®, Melee attack deals 1d1011/two levels
damage.
i3 Creater Magic Weapon. +1 bonus/three levels {max +5).
4 Dismissal. Forces a creature to return to native plane.
5 Dispel Taint™. +4 bonus against attacks,
¢ Banishment. Banishes 2 HD/level extraplanar creatues,
7 Tomb of Jade®. Entraps and harins Shadowlands crestures,
& Binding. Array of techniques to imprison a creature.

% Imprisonmentf. Entombs subject beneath the earth,
'f’Tlus spell is not on the normal eshug.tn_].i 5peil list,

SOSH] SCHOOL (SCORTION
CLAN) S?PELLS

0 IMaze. Creaturs loges next action,
1 Change Self. Changes your appeatance,

2 Know the Shadows®. +10 to Hide checks in darkened arcas.
3 Invisibility. Subject is invisible for 10 min, level or until

it attocls.
4 Adr Walk, Subject treads on air asif solid (climb at 45-
degree angle).
5 Improved Invisibility. As invisibility, but subject canauack
and stay invisible.
Veil. Changes appesrance of group of crearures,
Mislead. Tuens you invisible and creates illusory double.
Screen. Hlusion hides area from vislon, scrying.
2 Foresighti. "Shah sense” warns of impending danger.
#This spell is net on the normal shugenja spell lise,

TAMOR) SCHOOL (DRAGON
CLAM) SPELLS

0 Meudlng. Makes minor repairs on an object.

'-t ‘Magic Stone, Three stones gain +1 attack, deal 1d6+1 damage.
-H-thﬂn Earth and Stonet, Turns stone to clay or dirt to

! ».&and or mud,

3 Stone S]_Japq. Seulptsstone ingw any form.

#+ Holy Smitet, Dymages and blinds evil crearures.

5 Transmuic Ru:l:tuMnd’ﬁmfamw wo 10-fi.
“cubes/level.

& Fleshto S‘l:nntT Tu:ns Subjeﬂ greature into statue.

7 -Sl:amefSquect ?_';m ba‘-_'cnmfl a'starue at will.

5 Eart {8 ‘Innﬁnsa rremot shakes 5-ft flevel radius.

5 ﬁnhp«ar’h}r ibject or location affected by spell repels

 CeTiain creatures.

F1hiz spell is net ot the normal shugenja spell liet,

YOGO SCHOOL (SCOR?PION
CLAT) SPELLS

i Rf:slsl:auce Subject pains 1 on saving throws,

t Protection from Taint®. +2 AC and saves, counter mind
concml, hedge our oni,

2 Obscure Objecrf. Masks object against divination.

3 Magic Circle against Taint™ As protection from Tawt, bue
10-ft. radins and 10 min.level.

4 Spell Immunity. Subject 15 immune to one spell/four
lewels

5 Spell Hesistance. Subject gains 12 +1/|evel SR,

& Antimagic Fleld. Negates magic within 10 fe,

7 Spell Turning, Retlect 1d4+6 spell levels back at caster.

& Protection from Spells. Confers 18 resistance bonus,

o Jade Auraf. +4 AC, 14 resistance, and 25 SR against evil spells

FThis spell is net on the normal shugenja spell lst.

SOHZ1 SP=ELLS

L= N+ 1Y

1ST-L=2VEL SOHEI SPELLS

Attraction®, Attacks arc drawn to the subject crearure, dealing

more damage.




. Enemies suffer —1 attack, -1 on saves against fear.
. Allies gain +1 attack and +1 againse fear.
Chaos/Law, Reveals creatures, spells, or objects.
ne Favor, You gain artack, damage bonus, +1,/three levels.
m. One subject suffers —2 on attacks, damage, saves,
and checks,
‘Endure Elements. Ignores 5 damage/round from one
. EDETEY TVPE.
: Weapon. Weapon gains +1 bonus,
tion from Chaos. +2 AC and saves, counter mind
eontral, hedge ane alementals and nutiders.
tance, Subject gains +1 on saving throws,
feld of Faith. Aur grants +2 or higher deflection bonus.
e, Subject gains 1 temporary hp.
apon Blese®. Propare one weapon for combat apaitst a
- particular foe.

J-L=V=L SOHZ=I1 S7Y=LLS

imal Megsenger. Sends a liny anitmal to a specific place,
fulls Strength. Sub;cct gains 1d4+1 Ser for 1 hr/level,

r Bestoration, Dispels magic ability penalty o repaire
14 ability damage.

ove Paralysis, Frees 1 or more creature.

t Elements, Ignores 12/round damage from one energy

Shield Other, You take half of subject's damage.
Warning®. Subject gets +4 to Listen and Spot and retains Dex
"hmub 1w AC when Ha-looted,

D-L=V=]L SOHE] S? LLS

tlgate* Creatures of different ahgnmcm take 2d6 or 5do
_ ﬂa.mage and are deafened for 1d+ rounds.

s crn Lics, Reveals deliberate falschoods.

el Mapic. Cancels magical spells and elfeces.

ter Magic Weapon. +1 bonus/three levels (nax +5),

¢ Circle against Chaos. As protection from chaos, but 10-

radius and 10 min /level.

ntal Strength. Reciplent gains +4 bonus on Will saves.

er. Allies gain +1 on most tolls, and enemies suffer —1.

Protection from Elements. Ahsorh 12 damage/level from
“one kind of energy.

TH-L=EV=L SOH=1 SY=LLS
eath Ward, Grants immunity to death spells and effecis.
Discern Shapechanger®. Penetrates dispuises and shape
 changes.
ol Chans. +4 bonus againse attacks.
ne Power. You gain attack honus, 18 Str, and 1 hp/leval.
igue®. Creature touched becomes fatigued.
om of Movement. Subject moves normally despite
impediments.
tralize Poicon. Detoxities venom in or on subject,
rder's Wrath. Damages and dazes chaotic creatures.
i [wc Batiguc®, Removes cffects of fatigue as 8 hours
_ﬂ TSt
estoration. Ilestores level and ability score drains,
Immunity. Subject is immune to one spell/four

ain® Recipients need 1o food or delnk for &

WU J=R S¥P=ELLS

O-LEVEL WU JT=N SPELLS
(CARTRI?PS)

Fire
Fire
WaLer

Arcane Mark. Inscribes s personal rune {visible o (i

Daze. Crearure loses next action,

Netect Poison. Tletects poison in one creature ar small

Disrupt Undead. Deals 1dé damage to one undead.
Chost Sound. Figment sounds,

Light. Object shines lile a torch.

Mage Hand. S-pound relekinesis,

Mending. Makes minor repairs on an object.
Open/Close. Opens or closes smell or light things.
Prestidigitation, Poerforms minor tricks,

Read Magic, Lead serolls and spellbooks,
Resistance: Subject gains +1 on saving throws,

1ST-LEVEL WU TJTE=EN S?PELLS

All
All
Earth
Fire
Fire
Fire
WMeral

Moeotal
Water

Water
Wood

Waod

Accuracy®, Doubles weapon's range increment,

Animate Rope. Makes 2 rope move at your command,
Change Self. Changes your appearance,

Charm Person. Makes one person your friend.
Comprehend Languages, Understands all spoken and

Detect Chaos,/Evil/Good,/Law. Reveals creatures, spells, or

Chost Light*. Ghostly green madiance causes fear,

Hold Portal. Holds door shut.

Hypnotism, Fascinates 2d4 HD of creatures,

Jump. Subject gets +30 on Tump checls.

Magic Missile, 1d4+1 damage, +1 missile/two levels above

Message. Whispered conversation at distance.

Dancing Lights. Creates torches or other lights,
Flare, Dazzles one creature {—1 attack),
Ray of Frost. Ray deals 1d3 cold damage.

invisihle),

ohject,

Elemental Buxst®, Target explodes in a burst of pure
element {wood, metal, stone, fire, or water).

Endurc Elements. Ignores 5 damage/round from
ONE CHEIEy type.

Hail of Stone®. Rain of stone makes ranged attack
dealing 1d3/level.

Fiery Eves®. Your eyes glow, illuminating area;
focusing beams causes ignitivn.

Melt*, Melt ice and snow or deal 2 points of
damage/level 1o cold creatures,

Smoke Ladder”. Smoke rransforms inro ladder up 1o
10t longflevel.

Trom Searf® Silk scarf hacomes ranged weapon deal-
ing 1d8+1level damage.

Magic Weapon, Weapon gains +1 bonus.

Cobra's Breath®, Spit poison in 10-fi. cone for 143
Con damage.

Obscuring Mist. Fog surrounds vou,

Animate Wood®. As animate abjects, bur Small or
smaller wooden object.

Backbiter®, Large wooden-hafted weapon strikes
wielder,

wrirten languages,

ohjacts.

L5t (max+5}




Protection from Chnﬁsfﬂvilfﬁondflaw. +2 AC and
gaves, cm:.'lg.ig‘--uﬁnd control, hedge out elementals
and uut&;&érs}'

Scales of the *, Scaly skin grants +2 natural armor
bonts bcL,ELG.

Sccret Signs*. Target understands your ngnverbal message,

Shield. Invisible disc gives cover, blocks magic missiles.

Silent Image, Creates minow illusion of your design.

Rope Trick, Up to tiﬁht créatures hide in exrradim
sional apace.

See Invisibility. Reveals mﬂslblc creatures or objects.

Summon Monster IL Calls cutsiderto fight for you,

Whip*, Creates force whip; crack to keep animals ar bay
strike animals to frighten them, or wield like a whip.

Whispering Wind. Sends a shnnlume,ssagv; one mile/Tevel

Sleep. Put 2d4 HD uf ceeatures into comatose slumber,
Spider Climb. Grants ability to walk on walls and cetlings.
Summon Monster I Calls oursider 1o fight for veu.

IRD-LEVEL WU T=N SP=L

Al Protection from Llements. Absorb 12 damage /level

Alter Self. Az change self, plus more drastic changes.

True Strike. Adds +2_D_h-|:-nus To your next attack roll. Earth Earthbolt®, Flying earth deals 1d6/level to crearumes
Unseen Servant. Invisible force obeys your commands, along its path.
Ventriloquism. Throws voice far § min. /level, Earth Terra Cotta Warrior®, Enlarges and animates a sut
X uerte a5 a Medium-size animared object o fi L
2ND-LEVEL WY TSN SPELLS b e
| Resist Elements. Ignores 12 damage/round from one Fire  Animate Fire® Turn a Small or smaller quantity of fire
/ EDIEIEY Type. into an animared oy pet.
EBarth  Bull's Strength. Subje::[gains 1d4+1 5tr for 1 he flevel. Fire  Fire Wings* Your arms become flaming wings; you
Earth Endurance. Subjeet gains 1d4+1 Con for 1 b /level can fly or burn things.
Fire  Cat's Grace! Subject gains 1d4+1 Dex for 1 hr/level Fire  Fireball 1dé damage per level, 20-ft. radius.
Fire  Fire Shuriken®. Throwt 3 61 more shurilten formed of Metal Creater Magic Weapon. +1/three levels (max, 15}
fireeach deals 1 point of damage + 144 fire damage, Metal Keen Edge. Doubles normal weapon’s threat range
Fire  Pyrotechnics Turns fire inte blinding light or chols Metal Magnetism® Draw iron or steel objects to yours
ing smoke. Water Caseous Form, Subject becomes insubstantal and can
Metal Entangling Scarl®, Scarf entangles a foe. fy slowly.
Metal: Protection from Arrows, Subject immune to most Water Steam Dreath®. 1ds damage per level, 30-f1. cone
| ranged attaclks. Water Stinking Cloud. Nauscating vapors, 1 tuuul.l,fln:?d.
 Metal Pain of Needles®. Ranged artacks deal 1d4 damage/level Water  Water Breathing, Subjects can breathe underwates
| to.a number of targets up to your level, Wood Blant Growth, Grows vegetation, improves crops
Water Animate Water®, Torn & Small or smaller quantity of Woud Thurnskin®. You grow thoms; vour unarmed amacks
' watcr into an animared object. deal 1ds damage and creatures hirring you with nar
I Water Fog Cloud, Fog obscures vision. ural weapons or unarmed attacks take 1d4 damage.
Sl Water Ice Blast®™ Cone of ice deals 1ds points of subdual Commune with Lesser Spirit*. Lesser spirit answers one
| damagetwo levels and frosthire, question;2 levels.
. Water Ice Knife”, Dagger made of fce deals 1d8 damage plus Discern Shapechanger”. Venetrates disguises and shape
1d8 cold damage and 2 Dexterity damage. changes,
Water Swim®, Subject can swim like a marive swimmer Dispel Magic. Caneels magical spells and effects.
Wood  Warp Wood. Rends wond (shaft, handle, doar, plank). Displacement, Attacks miss subject 50% of the time,
Wood Wood Shape. Rearranges wooden objects to suit you. Haste. Extra partial action and +4 AC,

Ilugory Seript. Only intended reader can decipher

from one kind of energy.

;
4
']
[
H
i
.'
|

Apparition®. Subject’s face locks territying; viewers may
become shalten.
Arcane Lock. Magically locks a portal or chest.
Blur. Attacks miss the subject 20% of the time,
Chameleon®. Subject gets +10 to Hide c:hc{:kﬂ
Detect Thoughts. Allows “listening? to surface thﬁug‘ilts
Hold Person. Holds one person:helpless; 1 round/lewél:
Hypnotic Pattern. Fascinates 2d4+1 HDﬂevel of crediires,
Invisibility. Subject is invisible for 10 min./level ur uniil

]

Magic Circle against Chaos/Evil/Good/Law. As profection
spells, but 10-ft, radius and 10 min level.

Major Image. As silent image, plus sound, smell and
thermal effects.

Remove Curse. Freesobject ot person [iom curse,

Suggestion. Compels subject 1o follow stared course gf
action,

Summon Monster 11T, Calls oursider o fight for vou.

Tongues. Speak any language.,

it attacks.
*  Kiss of the Toad®. Poisonous touch deals 1d6'Con demage.  YTH=LZVEL WU TE=EN SPELLS
- repeats in 4 min, : Al Elemental Ward®, Drive elementals awar. .
Knock. Opens locked or mag'll:all}r sealed door. All  Scrying, Spies on subject from a distance.
7 4 Lighrning Blade*. Creates sword blade of crackling energy; Earth  Dimensivn Door Teleports you and soo lb f
; deals total 1dé damage lavel. Earth  Stoneskin. Stops blows, curs, stebs, and slashes.
Locate Object. Senses direction toward ohject (specifie Fire  Fire Shield. Crearures arracking vou take fire dﬂm*ﬂﬂ}
or type). - vou're protected fram heat or cold.
Minor Image. As silent image, plus some sound, Fire  Fire Trap. Opened object deals 1d4+1/level damage.
Mlsdlteﬂtibh Misleads ﬂwmatmns for one creature or Firer Wall of Fire. Deals 244 fire damage out to 10 fr ani‘f
object. '. 144 ont to 20 ft qusmg threugh wall deals 2d¢

Protection from Charm® +1,/2 levels borug on Will saves

against charm and compulsion. i

Metal

+1/level,
Dancing Blade”. Targe{ sword tghts mdependend?&



fital - Poison Needles®. Hail of needles deal poison damage:

1d# Con{repeats in 1 mins), paralysic for 2d€ minutes,

or 1d10 Dex (repeats in 1 min.),

iil Busting Crasp. Your touch corrodes iron and alloye.

ter Ice Storm. Hail deals 5dé damage in cylinder 40 ft. across,

Solid Fog, Blocks vision and slows movement,

Wall of Ice. Ive plane creates wall with 3 hpflevel, or

hemisphere can trap creatures inside.

Water to Poison®, Transform water into inpested poison.

Antiplant Shell: Keeps animaced plats at bay.

Control Plants. Telk w and control plants and {ungl,

Charm Monster. Makes monseer believe it is your ally.

Confusion. Makes subject behave oddly for 1 round/level.

[Jreeplng Trarkness®. Cloud of inky blackness mowves at

your command.

Dismissal. Forces a cresture to teturn to native plﬂn?.

Emotion. Arouses strong emotion in subject

Heart Ripper®. Kills 1d4 living creatires with less than 2 HIL

Improved Invisibility, As invisibility, but subject can attack
and stay invizible.

Lesser Spirit Binding®. Traps spivit until it performe a tack

Locate Creature, Indicates direcrion to familiar creature,

Minor Creation. Creates one cloth or wood ohjeet:

Minor Globe of Invulnerability. Stops 15t- through rd-
level spell effects.

Pain®, Inflict paiu on tatgets, whe suffer —4 on attack rolls,
skill aned abilivy cliecks.

Polymorph Other. Gives une subject & new foom,

Folymorph Self. You assume a new form.

shout. Deafens all within cone and deals 2ds damage.

Snake Darts*, Two snakes hit one or twe targes, dealing
2d6 damage each and injecting poison (1dé Con
damage, repaats in 1 min.)

Summon Monster LV, Calls outsider to fight fir you.

Wall of Bones® Creates 2 bone wall that can be shaped.

H-LEVEL WU TEN SPELLS

th Stone Shape. Sculpts stone inro any form.

Terra Cotta Lion®. As term cotto warrior, bur creates a
Huge animared abject.

Wall of Stone. Creates a stone wall that ean be shaped.

Fire Breath®. You can breathe fire once/ronnd; fame
deals 1d8/twro levels (maximum 1048} damage to
one tarpet within 15 ft. :

Metal Skin®. Crants 46 natural armor bonus, —2 to Dex

Wall of Iron. 20 hp/four levels; con topple onto foes.

Conc of Cold. 1d6 cold damage/level.

Wood Rot*. Wood item or plant ercaturc rots and
becomes worthless.

Alming at the Target®. Cast while concentrating on another
spell fur +10 bonus on Concentration checks.
Animal Growth, One animalfowo levels doubles in size, HD
Animate Dead. Creates undead skelelons and woinbies,

Dominare Person. Controls humanoid relepathically,
Dream. Sends message 1o anyone sleeping.

Fahricate. Transforms raw materials into finished lrems.
Feehlemind. Subject’s Intdrops fo 1.

Hold Monster. Az hald perion, but any craatite.

Major Creation. As minoy creation, plus stone and metal.
Nightmare. Sends vision dealing 1d10 damage, fatigne,
Pasewall. Braacheswalls 1 ft. thick/level

Permanency. Makes certain spells permanent; costs XP,
Persistent Image. As major image, but no concentration
required,

Servant Horde®, Create 2ds+1,/level (max, +15) unseen servanis,

Spirit Self* Your incorpateal spitit separates from your body

Surnmon Monster V. Calls outsider to fight for you,

Summening Wind®, Send a short message 10 miles/level to
ten creatures/level,

Bword of Deception®. Blade of enerpy attacks your oppo-
nents and reduges their next saving throw rolls.

Telekinesis, Lifts or moves 25 1b. /level at long range.

Teleport. Instantly transports you anywhere.

Wall of Force, Wall is immune o damage.

cTH-LEVEL WU TJTE=N SP=ELLS
Earth  Flesh to Stone, Turns subject creature into statue.
Earth Move Earth. Digs trenches and builds hills, i
Larth  Stone to Flesh. Teatores petrificd ereature, (h
Fire  Tire Seeds. Acorns and berties become grenades il
and bombs,
Meial Spirit Needle®, Heedle pins spirit in place, in cor- {4
puLL il form, |
Water Comtrol Water. Raises or lowers bodies of water
Wood Iromwood. Magical wood is strong as steel.
Wood Repel Wood. Pushes away wooden objects,
Control Weather. Changes weather in local area.
Geas/Quest, As lesier geas, plus it affects any creature.
Clobe of Invulnerahility. As mutovglohe, plus dth level.
Greater Dispelling Az dispel magic, but up to +20 en check.
Mass Suggestion, As suggestion, plus one/level subjects.
Permanent Image. Includes sight, sound, and smell,
Programmed Image. Az tajor image, plus triggered by event,
Bepulsion, Creatures can't approach you,
Speak with Dead. Corpse answers one guestion/two levels.
Spirit Binding®. As [esser spirit binding, but up to 16 HD.
Summeon Monster VI Calls outsider to fight for you
Transfiz® Humanoids freeze in place unril conditien you _
specily is mer, |
True Seeing, See all things as they really are,
veil. Changes appearance of proup of crestures.

JTH=-LEVEL WU JTEN SPYELLS
All Greater Scrying. As serying, but faster and longer,
Larth - Statue. Subject can become a statuc at will,

Fire  Delayed Blast Fireball. 1ds fire damage/level; you

can delay bla;; ﬂ-lrj mrl.mdﬁ
Meta]  Decapitat cael -n:gsiful ranpged attack decapi-
Tares
Wood 'Itan@;nﬁme Mp:t’al‘"ﬁu %uﬂ, Metal within 40 {1,
becoties wo 1
Baody Dmlﬂe Bnd‘g* Createone. riup]icarﬁ of yourself per
5 levels.
Commune with Greater Spirit. Ask any spirit one ques-
- tion/level.

Digintegrate. Malcas nne creature or object vanish.

Ethereal Jaunt. You become ethereal for1 round/level.

Ciant Size®, You become Hupe or larger,

Limited Wish. Alters reality—within spell limits,

Power Word, Stun. Stuns creature with up to 150 hp.

Reanimation® Dead creature restored to half-life with 1 hp,

Summeon Monster V1L Calls outsider to fight far you,

Sword of Darkness*. Blade of negative energy attacks your
OPpOnEnts.

Teleport Without Error. As teleport, but no off-target arrival.

Vamish. As (eleporl, but allfects @ wuched object,

' Withering Palm®. Touch artack deals 1 point Strand 1

polnr Con damage per two caster levels:
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Earth Enrthqunlm Intense tremor 5haif.c3 50t flew.-l radius,

Eire  Imcendiary Clond. Cloud deals 4dé fire damage/round.

Metal Repel Metal or Stone, Pushes away mertal and stone,

Water Cloud Chariot®. You and allies fly 100 miles in 10

Tminutes,

Water  Howvid Wilting, Deals 18 damage/level wichin 3o ft.

Wood Commanid Plants. Flants animare and veperarion
entangles,

Antipathy, Oblecrt or location affected by spell repels certain
Creatures.

Etherealness. Travel to Etheresl Pline with companions,

Finding the Centér®. Cast to maintain concentration with-
it concentrating.

Creater Spirit Binding™ As lesser spirit binding, but up to
24 HD:

Mind Blank. Subject is immune to mental/emotional magic
and serying,

Minute Form® You become Tiny or smaller.

Polymorph Any Object, Changes any subject into any-
thing clac.

Power Word, Blind. Blinds 200 hp worth of creatures,

Summon Monster VIIL Calls ousider w0 fght for you.

Surclife®. Protects you from one king of cereain death.

Symbol. Triggered runes have armay of effects.

Sympathy, Object or locarion arrraces certaln creatures.

Whirlwind, Cyclone deals damage and can pick up creatures.

IOTH-LEZVEL WU TEN SPELLS

Fire  Internal Fire®. Targers burst lote Jame (rom che

inside out.

Astral Projection, Projects you and companions into Astral
Plane ur Spirit World.

Dominate Monster. As dominate person, but any creature.

Freedom, Releases creature suffering imprisanment.

Gate. Connects two planes for travel or summaning

Imprisonment. Entombs subject heneath the earth

Power Word, Kill. Kills one tough subject or many weak ones.

Shapechange, Itansforms vou into any creature, and
change forms onee per round,

Summaon Monster IN. Calls outsider to Hight for you,

Teleportation Citcle. Circle teleporrs any cresture inside to
designated spot.

Time Stop. You act freely for 1d44 1 rounds,

Wish. As lintibed wish, but with fewer limits,

SrP=LL
DESCRI?TIONS

Components: W, 3, M
( Gasting Time; 1 round + 1 round/Jeve]
- Range: Touch
Target: One thrown weapen/level, all of which much ke in
conract with one another at the time of easting; ora single
projectile weapon

Duration: 10 minutes,level

ADVICE

RIMING AT THE TARGET

ANCESTRAL VENGEANCE

Saving Theow: Will negates (harmless, object)
Spell Resistance: Yee (harmless, object)

When you cest this spell, you enchant one or more th
weapons ot one projectile weapon (bow, crossbow, sling, or thie
like) to imnprove the chance of hitting distant targets. For gl
duration of the spell, the range increment o the aflecisd
thrown weapons or single projectile weapon is doubled.

Muaterial Compongnl: Ink, writien in a mystical characeeran
each weapon allected by the spell.

Enchantment {Compulsion) [Mind-Affecting, Language-
Dependent]

Level: Sha 5 @

Components: v

Casting Time: 1 round

Range: Close (25 fr. + 5 1.2 levels)

Target: One living creature

Durardon: 1 hour/level or until completad

Saving Throw: Will negares

Spell Resistance: Yoo

Yon influence the actions of the targeted creature by offerng
profound and thoughtful advice prounded in your wisdom a i
experience, You must word your advice in such 1 manner ss i)
make it sound reasonable, even ifitis not, but you are not limited
to a tew sentences, If the target creature fails its saving theow it
does its best to follow your advice, carrying out the sugges Wil
coutse of setion to the best of its ability. If the action would place:
the creature in great peril or cause its death, the victim i
attempt a second saving throw—this tine -.-.ru]; 4 +4 circum

stance bonus—ijust before tahing the final plunge o its doom,

Abjuration

Level: Whj 5

Componcnts: 5

Casting Time: See text

Range: Personal

Targers You

Duration: Concentrition, up to 20 minues (T

When vou cast this spell, vou increase your abtlity to concentrats
on a spell vou have already cast. This spell is one of nnly fag spells”
that you can cast while maintaining concantration on anoths
spell (the other heing finding the renter). This spell gives you 2 4400
cirenmstates honns on Concentration checks vou malke to main
tain concentration on another spell, and lasts az long ag your con
centration on the other spell. Casting aiming af the tavget i5 o free
action, liks casting a quickened spell, and it counts toward r|1 2
normal limit of one quickened spell per round.

Conjuration {Summoning)

Level: Ancestar 2, 5ha 2
Components: ¥, & DF

Casting Time: 1 action

Range: Close (25 It + § ft./7 levels)
Taxget: One creature

Duration; Instantancous

Saving Throw: Fortitude half
Spell Resistance; Yes



When you cast this spell, you call out to an ancestral spirir, list-
lﬁg the crimes of your targer and urging vour ancestor to
tish the misereant. (The target's a.hgnmcnt is frrelevant w

the success of the spell.) The ancestral spicit imposes this pu-
shrment in the form of a sharp blow to the target, This atrack
iits automatically and deals 1ds puints of damage per two
Etm:r luvcl&- fma}umum sde}. or 1de poines per caster level

i Flaiue 3, Wuj 3 {Fire)

anies Close (25 fi. + 5 fi./2 levels)

- Target: Up toa 31 cube of five

' Duratlon: Concentration, up to 1 tound level (D)

As anitmate wond, but vou can only animate 2 Small or smaller
quantity of fire. Amimated fire deals fire damage equal taits
' slim damage (with no Strength penalty), has the burh special
attack of a fire elemental (save DC 11}, and the fire subtype.
~ Mrterial Component: A handful of charcoal, sulfur, and

‘Ij'grnmmm tn

lievel Hiver 3, Whij 2 (Water)

. Eange Close (25 £t + 5 ft./2 lavels)

Target: Up to a 5-ft. cube of water

Duration; Cnncem-ratmn, tp to 1 round/level {'D‘}

- As animate wood, but you can only anitmate aSmnllJar smaller
- quantity of water,
 Material Component: A small vial of pure spring water mixed
"mT]:L cinnabar oil.

MURATE WOOD

Transmutation

evel: Wood 1, Wuj 1 Wnnd:[

; Emponcnts. ViEM

Casting Time: 1 round

] e Touch

: One Small or smaller wooden object
mliun. Concentration, up fo 1 luullﬂﬂe'ﬂﬂ {D}

Saving Throw: None

1l Resistance: No

Yo imbue a Small or smaller object made of wood with mobil-
iy and 2 semblance of life. The animared wood then attacks
omever nr whatever you indtally desighate. Statisties for
imated ohjects are found in the Mowster Manual, The spell
“eannot animate objects carried or worn by 8 creature.

Material Component: A mixture of powdered cinnabar and

-I||!Ilmnn (Fhantasm) [ Fear, Mind-Afferting]
.Il.we] Maho 2, Wuj 2

Components: V8 M

Casting Time: 1 round

Range: Touch

Target: Creature touched

Duration: 1 round/level

Saving Throw: Will negates
Spell Resistance: Yes

Thiis spell causes the subject’s face w appear horrible and e
rifying You can create nearly anv combination of hideous
features—blue skin, parror face, elephantine nose, rorring
tusks, or anyehing else vou can imagine, You can not dupli-
care the appeacance of any known creature, however.
Creatures—excluding you and your allies—whn view the |
recipient musr make successful WAl saving throws ar become |||
shaleen. Shaken creatures suffer a =2 morale penalty on attack |18
rolls, weapon damage rolls, and saving throws, |
Material Component: A miniature palette doteed with paints of
agzorted colors,

RTTRACTION

Tranamurarion

Level: sha1, 5oh 1

Components: v, 5

Casting Time: 1 action

Range: Cloge (25 fr. + 5 fr./2 levels)
Tarpet: One creatirs

Duration: 2 roundsTevel

Saving Throw: Will negates

Spcﬂ Resistance: Yoa

When you cast this spell, a mystical aura surrounds the subject
creature, drawing artacks to the creature and making successful
attacks move ellective: The subject takes an additiomal +1 poine
ol Jamage per custer lovel (max £5} [rom cach melee or ranged
attack that deals damage to it, This spell does nor increase

damage from spells.
BACKBITER

Abjuration
Level Wuj 1 (Wood)
Components: ¥V, 3 F
: 'Cast:ing_Time:__i_'a{;Liun
Range: Close (25 fr + 5 ft./2 levels)
Targer: One Large or larger wooden-hafred weapon
Duration: 1 roundlevel or until discharged
Saving Throw: Will negates
spell Resistance: Yes [object)

Whgn yotcast this spell, you place an enchanttment on g Large or
larger wooden-hafted weapon {such as a bo, naginara, nunchalm,
three-section statt, or similar weapon). The next time that weapon
iz used to make o melee attack, its shaft twists around so that the
weapon strilees the wielder instead. The weapons wiclder malkes a
normel attack roll upon himself and deals normal damage if he
hits. He cannot choose to deal subdual damage or otherwise
reduce the damage he deals, although any damage reduction he
has still applies. Once the attacker damages himself with the
affected weapony, e spell is discharged.

Unarrended magic weapons targeted by this spell receive a
Will save; if successful, the spell has no effect. See Arrack an
Object in the Elayers Handbook for informarion concerning
object saving throws.

Focus: A dagger.

BLOOD OF FIRr=

. Hecmumancy
Level: Maho 5, 5ha 5



Components: V| 5 M

Casting Time; 1 action

Range: Medium (100 fi. + 10 [r./level)
Targets: Up o lous ceealures
Duration: Instantaneous

| Saving Throw: Reflex negates (see rext)
| Spell Resisrance; Yes

| ‘When you cast this spell, you cut a mystic pattern into one
palm with a kmfe and enchant your own blood. ‘Lhe spell cre-
ares one missile of blood per three caster levels (mavimum of
five missiles). You can then send these missiles of blood streak-
ing From the upturned palm, which explode on impact. You can
choose a separate targer bor each missile, but you must make a
ranged touch attack for each missile. & dirvect hit deals 242
points of damage with no saving throw sllowed. Creatures
~within 5 feet of a creature struck by a missile must make suc-
cessful Reflex saves or take the same damage. (Missﬂes that
miss their target do not cause damage to any creature,}
| Muterial Cemponent: Your blood. Curting the pattern i vour
l palm deals 2 points of damage to you.

| Evocation [Water]
Level: Shu 2 (Water)
Components: 5 DI
| Casting Time; 1 action
H Range: Touch
|| Effect: Bolike beam
|| Duration: { minute/level (D}
. Saving Throw: None
. Spell Resistance: Yes

WA e-font-long staff formed of water, which vou ean nse with
“proficiency, springs forth from your hands. You wisld this staff
as if it were a quarterstaff Attacks with the bo of water are regu-
lar melee attacks The ba deals 1d8 points of damage +1 point
| per two caster levels (maximum +10), The bo iz considered 4 +1
|| weapon for purposes of overcoming damage reduction,

'BODY OVUTSID= BODY
s Conjuration [Creation)
Level: Wuj 7
Components: V, 8, M
Cagting Time: 1 action
Ranpge: 10 i1,
i Effect: 1 duplicate/s levels
| Duration: 1 round/2 levels
Saving Throw: Monc
Spcll Resistance: No

.

el e e

T —=— sy ey

'I'hus spell creates one or move duplicares of vou. These dupli-
o cates shave all your ability scotes, persomlivg, cliss levels, skills,
éﬁlb' and memories. They carry the same srms, armor, and
‘equipment as you de{but only have mundane versions of your

: magical gear), and they cannot cast spells. The duplicates vou
create have one-guarter of your hit point total at the time of
(casting. They are obedient to you and friendly toward one
another and your companions. You may order them to take any
actinng, even ones that you wonld normally not take (such as
charging the dragon or jumping off 4 cliff). They can do any-
thing you can, except cast spells or use spell-completion or
spell-trigger items. They take damage as normal, but it ene

is slain, it disappears and you instantly take 10 pol
damage. At the end of the spell dutation, all die duplicaes
any eyuipment created with them) disappear withour caus
dumage to you. The duplicates are completely indistinguish
able from you, _

Material Component: A few hairs from your head or beand

CASTIGAT=

Evocation [Sonic]

Level: Fury 3, 3hw 3, Suh 3

Components: Y, & DF

Casring Time: 1 actlon

Range: 20 ft,

Area: Creatures in a 20-ft. spread centered on you
Duration: Instantanents

Saving Throw: Fortitiide half

Spell Resistance: Yes

"By means of this spell, vou deliver a blasting rebuke
your fode, Creaturee within the area are affected base
their alignment in relation to yours, Creatures whose al
ment differs from yours in one component (lawful-neut
chaotic or good-neutral evil) take 2dé points of da
Those whose alignment differs from yours in both comps
nents (both lawful-neutral-chaotic and good-neutral-es
take 5d6 points of damage. Thus, if you are lawlul good,
cdeal 2de poincs of dawage @ hose ol lawlul newiral, ki
evil, neatral good, or chaotic gued alignment, and 5dé
of damage to those of neurral, chaotic neurral, neur
and chaoric evil allgnment. & successiul Forritude
reduces damage in either case by half Creatures of anyali
ment different from the caster's who fail their saving
are deafened for 1d4 rounds. A deafened character, in ad
tion to the obvious effects, automatically fails Listen chee
suffers a —4 penalty on initiative, snd has o 20% chance tor
cast and lose any spell with a verbal (V) component thit b
tries to cast,

CHARMZELZON
Musion (Glamer)
Lewel: Wi 7
Components: V. 5 M
Casting Time: 1 round
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: None
Spcll Resistance: Yes (harmless)

This spell alters the colovation of the recipicnt to march tharg
the surrounding background. The creature gaing a +10 circu
statice bonus on i Hide check, When moving thoough
where the backpround changes gradually (such as ste
from the edge of a forest Into a green fleld), the color
changes immediarely. When the background changes ab
(from forest to gray stone wall}, 1 round is requived toeffectil
change in coloration. '

Material Companent The shed skin of a srall lizard

CIRCL= OF FLAM=
Evocation [Fire]
Level; Shu 5 (Flre)
Components: V. 5



ng Time: 1 acrion

s 20

= All creatures within a 20-ft-radius burst centered on you
on: [nstantaneous

Resistance: Yoo

_ bursts in all directions from the point of ovigin, Jealing
116 points of damage +1 point per caster level (maximum +20)
tonearby creatures,

fLOUD CHARIOT

Alteration

Level: W & (Watcr)

Components: V 5, M

 Casting Tizne: 1 action

" Range: Personal and rouch

arget: You and one other Medium-size or smaller willing

- creatures Tour levels

Durativm: 10 minutes ()

ing Throw: None

ell Besistance: No

| This spell allows you to soar on a magic chariot formed of cloud,
Wher yon cast the spell, you and any willing allies vou are touch-
lift into the air on a small cloud and then fly away in what-
or direction you desire. You tly at the incredible speed of 10
5 per minute, so that over the spells duration you can cover
distanice of 100 miles. You and your passengers fécl none of the
elfects of this swift movement, snd the ride is perfectly steady
‘indcalm  even in the worstweather At the end of the spell, the
- tloud settles gently to the ground and disappears.

Materizl Component: A small ball of cotton.

OBRA'S BRSATH
Transmutation
Lavel: Maho 1, Wj 1 {Water}
Components: 5 M
sting Time: T action
ge: Personal
Target: You
uratiom: Instantaneous

Jous suliva changes into a virulent polson thar you then spit
jprth in a 10-foot cone. Crearures within the cona must make a
successful Fortirude saving throw or take 1d3 points of tempo-
ary Constitution damage, (There is no secondary damage.) The
paison does not affect yon,

* Matevial Comporent: A cobras fang,

COMMUNE WITH GREATER
oriRIT
Divination
Level: Celestial 5, Divination 5, Natuie 5, 3ha 5, Shu 5
[Water)—Kitsu Schoul, Wuj 7
Components: V, 3, M, XP
:rll'a'rgct: One spirit
s carratie with lesser spivit, but this spell can enmtact any spivit
treature, whatever its Hit Dice. You can ask one question pet
level, bur you must agk questions that can be answered by a
sitple yes or no. The answers given are correct within the
imits of the spirit's knowledge, *Unclear” iz 5 legitimate

aniswer, because even the greatest spirits are not necessarily

omniscient. In cases where a one-word answer would be mis-

leading or contrary to the spirit’s interests, the DM should give

a short phrase (Tive words ur less) a5 an answer instead.
Material Component: Incense and a small offering worth 25 gp.
HF Cinl: LO0XE

COMMUNE WITH LESSER
SPIRIT

Divination

Level: Celastial 2, Marare 2, Sha 2, Shu 2 (Water)—Kitsu
School, Wuj 3

Components: ¥, 5 M

Casting Time: 10 minutes

Range: 10 £,

Target: One lesser spirit

Duration: { minute/level

Saving Throw: Will negaces (see rext)

Spell Resistance: No

fou contact 4 local spirit—any spivit crearure with 4 or Fawer
HD, You must know the identity of the spirit (which you can
learn through the tranee spell), and you muse be within 10 feet
of the spirits location. You may ask up to one question per 2
caster levels. Linasked guestions are wasted if the duration
expires. The spiriths knowledge ic limited to matters within itz
immediate areq, so the spitit of o great tree in the village could
not angwer questions about events outside the village. Spirits
usually answer questions literally and do not volunteer any
informarion. If the spirits alignment is different from yours,
the spirit gets & Will save to resist the spell,

1f the spirit has been subject to commune with lesser spirit
within the past week, the new spell Guils. Good spirits generally
try to be helpful in answering questions, while evil spirirs

always ty to distort the information they give (though they _

genetally give literally truthful answers),

Mirlerinl Component: Incense and a small offeting worth 10 gp.

COMPEL

Enchantment (Compulsion) [Mind-Affecting]
Level: Ancestor 8, Sha 8

Components: V, 5, DF

Casting Time: 1 round

Range: Close (25 fr. + 5 fr./2 levels)

Target: One cregrure

Duration: Permanent

Saving Throw: Will negates

Spell Resizstance: Yoq

¥our force the subject of the spell to change alignment, specify-
ing the creature's new alignment. Creatures whose alignments
are listed ag "always" a specific alipnment, and characters who
would lose class abilities if they changed to the alignment you
specity, gain 2 +4 bonus on their saving throws against the spell.
Outsiders with an alignment based type modifier (Chaotic,
Evil, Good, or Lawful} are immune to the effeces of this spell.
Altcration in alignment is mental as well as moral, and tie indi-
vidual changed by the spell thoroughly enjoys his new vutlouk,
Ifthe subject’s comrades have an alignment vutlook thar differs
significantly from his, he may abandon them or even take
activis against them. This is up ro the discretion of the DM; the
spell has no effect on determining this, as it is more a marter

of conscience,




el
Another compel spall, o 54.&?31, or a mivacleds required to reverse

to the former alignment. In fact; he views the prospect with
herror and aveids ét ini any way puﬁaﬂ:rlt Thus, if a spellcaater
were to cast campel uporn him again, causing him to revert to his
former alignment or following 2 new onéjhic would again
receive a saving throw as outlined above,

\CREATE SPRING
Transmuration
Level: Sha2
Components: V| 5, T
Casting Time; 1 round
BRange: Touch
\ Effect: A spritig of water
_Duration: Fermansnt
! Saving Throw: None
. Spell Resistance: No

" & spring of water bubbles forth from the ratural rock or earth
you tonich. The spring eannot arise from creatures, plants, or
artificial constructions such asbuildings The spring puts forth

| six gallons of water per hour Thea water is fresh, clear (at the

source), and cool. No more than one spring may be created
every 100 ?nrds,
Focus: A bamboo eane,

W Euneation [F.!ark'ﬂess]

Lewvel: Maho, Wj 4

Components: V5, M

- Casting Time: 1 action |

i Range: Medium {100 £t + 10 ft./level}

ot Effect: Cloud spreads 30 fr. wide and 20 ft. hizgh (8)
! Duration: 3 rounds/Tevel

| Saving Throw: None

|| Spell Resistance: Mo

This spell creates an amerphous cloud of inky blackness, You
can shape and move the cloud as you desive during the duration
of the spell if you mauinin concentration on it and it Temains
[ within the range of the spell. You can move it up to 20 feet per
round. It can seep through the smallest cracks and flear

| are within the cloud cannot see by normal vistanor darks ision.
whose voral organs are within the cland from spenl:mgﬁir c‘ast—
ing spells; and those whose auditory organs ate. within
eloud from hearing,

A moderate wind {11+ mph) disperses the cloud in & rounds;
_astrong wind (21+ mph) disperses itin 2 rounds,

Material Componitit: A whisher Emrn an old black cat and &
& tiny bottle of smok¢ capturcd on 2 moonless night,

'DANCE OF TH= UNICORN

iy """Abjur:lt!.on

Level: Shu § {Water)—Tuchi Scheol

j COumWE_ESrDF

Casting Time: 1 action -
Bange: Personal

Target: You

Duration: 1 minute/level (D)

the effects of the spell; the subject makes noattempt to return

t].'iIEI'LIgh ﬂ'.l.E air, as you IZI.ESIIE Creatures ".-'i.’hl:ISE "-".I.Si.'l.ﬂ]. m'gans-

The cloud also engnlfe all sound wathin it Frév.enﬂng 1_2 ag

You surreund yoursellwith-a purifying ewitling mistswith s
radius of § feer per costerlevelithat washes the sir cleangd
smolse, dust, and poisons. Nunmagmal contaminants, incl 'j
ing 1nha1{:& poisona, are au’f‘oma’nnafllfr ﬂe‘gated wuhin he

offending spell's caster level {or the dragun‘s HD). IE' yout le i
is lower than the caster level, the dinee of the wnicorn grans
everyone within the mist a +4 bonus on their saving throng
against the effect,

The cloud of mise leaves everything within its area damp.

DANCING BLAD=

Transmuration
Level: Wuj 4 (Metal)
Components: V, 5 M
Casting Time: 1 round
Range: Close (25 ft. + 5 f./2 levels)
Target: Cme sword
Daration: 1 roundTevel
' Saving Throw: None
Spell Resistance: Mo

When you cast this spell, you cause the target sword to hovet
and fight in thae air, defending the character you designate. The
gword must be either unattended or in the possession of the
willing ally whe will benefit from the spell. The sword Fghts

using that charecter's base attack bonus and its base damage,

with no adjustment for Strength or other ability scores. IF f' :
character is not proficient with the sword, the sword suffersi

—+ penalty on its attack rolls. The sword stays within 5 feet ol
the cliaracier you designace, and drops w the ground Lflhﬂ
character is dying or dead. Conrrolling the sword requires T
concentration, and the character can fighr with anorhess
weapon at the same rime, The dancing blade prevents two opy |.| 1
nents from recelving a flanking bonus against the characts
though additional opponents can still gain a flanking honis

Materal Companent: A Hiny srick puppet.

DECA?PITATING SCARF

Tramsmmutation
Level: W) 7 (Meral)
Saving Throw: Fortitude partial

As trom seatf, bt if you succeed with your ranged attack roll, th
scarf wraps around the target’s neclk. The target may ther
attempt a Fortitude saving throv, failure indicates that you e
able to yanle the scarf and decapirate the victim, This gp '_
works only apsinet creatures with heads, and decapitation
anly sffective againet living creatures (axcept vampires), Cog
and many dberrations have no heads and are thus immune
this spell. Constructs end most undead are not harmed by the
removal of their heads, so the spell is ineffective against them

Living creatures that male successful Fortitude saves take
1d4 points of damage per caster level (maximum 2044} beloe
{reeing themselves fiom the decupituling sourf,

DETECT CURSE
Divitation
Lcﬂ:l Sha 3
Com;:dnenl:s A -
Casting Time: 1 round N
Range: Close (25 Ft. + 5 ft./2 levels)



hre.a Une creature; one object, or a 5+, cube

determine whether a creature, object, or arca has been
oF carries & curce, You can determine the general nature
urse with a successful Spelleraft check (DC 200, In scan-
agursed scroll, you could learn that the curse causes mis-
tathe n:au:h::;.-J but you could not tell the specific effects,
you succeed at the Spelleraft checl, you receive 3 +4 bonus
ot effective level when casting remove cume on the item or
eson analyzed with this spell,
ote: The spell ¢an penetrate barders, bur 1 foor of stone, 1
uf common metal, a thin sheer of lead, or 3 feet of woad or

!J].Ul:iih 1L
Miterial Component: A small gem worth at least 10 gp.

1=2CT Dis=As=
Drdination

Level: Sha 0

Components: V, 5

Close (25 fr. + 5 {1./2 levels)
or Area: One creature, one obyect, or a 5-ft cube
: Instantanemis

Hou determine whether a creature, object, or aven is infected

with disease or carries dicease, You can determine the exact

wpe of disease with a successful Wisdom check (DC 20). A
ter with the Heal skill may try a Heal check {DC 20 if

s Wisdem eheck fails, or may rey the Heal check prior to the

sdom check.,

Na!e The spell can penetrate barriers, but 1 foot of stone, 1

nch of common metal; a thin sheet uf lead, or 3 feet of wood or
it blocks ir.

T=CT TAINT

[Fatesa

evel: Shu 1 (Water)

Components: V, 5, DT

{ ng Time; 1 action

e: 60 Fr.

a: Quarier circle emanating from you to the éxrremes of
r]u: runge

ation: Concentratlon, up to 10 minuteslevel (1)
g Throw: None
Resistance: No

Jnican sense the presence of the Shadowlands Taint, The
nint of information revealed depends.on how long you
diy a particular area or subject:

it Rownd: Presence or absence of the Taint within the area;
nd Round: Number of Tainted creatures in the arca and the
srength of the strongest Tainted aura present. If you are free
o Taint, the strongest Tainted aurafs “everwhelming” (see
o, and the strength of the Tainted aura is ar least twice
jour characrer level, you are stunned for t round wnd the
pell-like ability ends. While stunied, you can't ace, you lose
oy Dexcterity bonus (o AC, and attackers gain 2 +2 bonus on
k& dgainst vou,

3rd Round: The strength and location of each Tainted aura, If
a Tainted aurads outside your line of sight, you discern its direc-
tion but not its cxact location.

Aura Strength: The strength of a Tainted aurs depends on
the Taint seore of the creature you are detecting. (A Shaduw-
lands creature has a Taint séore equal to half its Charisma

score, +1 for undead and +2 for outsiders, such a5 Shadow-
lands oni)

Taint Score Aura Strength
Lingering: Dim

1 Faint

2-4 Moderate
5-10 Strong

1M+ Creerwhelmin g

If an aura falls into more than one strength category, vou learn |
the stronger of the tvwo. -

Length Aura Lingers: How long the aura lingers depends i
on irs original strength:

Original Strength Duration

Faint Td6 minutes
haiclerate 1dex10 minutes
strong 1d6 hours
Overwhelming 1dE days

Each round, you can turn to detece things ina new area. The
spell can penetrate bartiers, but 1 foot of stone, 1 inch of
common metdl, 3 thin sheet of lead, or 3 feet of wood or dire
Blocks it

DISCERN SHAPE=CHANGER
DMvination
Level: Sha 4, Soh & W 3
Components: V5 M
Casting Time: 1 reund
Range: Persanal
Target: You
Duzation: 1 round lewvel

With a standard setion spent in concentration, you can see the )

true form of polymerphed, disguised, or transniuted creatuses
within 60 feet. Iaci:- ra}.‘wéi Y Can examile one Credture you
i -ltlﬁ‘pulyluurphcd disguised, or

i _' (= true form, you know that
it s :-ls.ap ait il termine whar other forms it |
might be Cﬁpﬂiﬂa -assumlng For purposes of this spell, 2
shapechanper {s any creatiire with the shapechanger type or a
sup&mamral or extraordinary ahility that allowes it to assume an
alrernate form, A wu jen who knows polymorph selfis not a shape-
changer (since 4 spell is not 2 supernatural or extragrdinary abil-
ity), buta spirit centipede is (since it has the exceptional ability
tovassume altarniate forms, though its type is cutsider),

Material Component: A balm of honey and lotus flower,
smeared on your evelids.

PISP=L TRINT

Abjuration [Gond]
Level: Shn 5 (Earth)
Components: ¥, 5 TF
Cagting Time: 1 action
Range: Touch




Targets: You and 2 touched evil creature from another plane
ot you and an enchantment or evil spell on 2 touched crea-
ture or object

Duration: 1 round,/level or unril discharged, whichever
comes first

Saving Throw: Sec text

Spell Resistance: See text

Shimmering, white, holy energy surtvunds you, This power
hias three effects:

1. You pain @ +4 deflection bonus to AC against amacks by
Shadowlands crearures and crearures with a Tainr score,

2. On making a successful melee rouch attack against an oni
or another outsider or elemental with the Shadowlands sih-
type, you can choose to drive that crearore back to its home
|| plane. The crearure negates the effects with a Will save (SR

. applies). This use discharges and ends the spell.
b 3 With a touch, you can antomatically dispel any one spell
cast by 2 Tainted creature or any one maho spell. Exception:
Spells that can't be dispelled by dispel magic also car't be dis-
pelled by dispel Taint, Saving throws and spell resistance do not
| apply to this effect. This use discharges and ends-the spell.

DREAR SIGHT
TMhvingtion
(1| Level: 5ha4
L Components: 5, M
- Casting Time: 1 round
Bange: See text
Target: You
Duration; 1 minute/level (I}

" You fall inte a deep sleep while your spicit leaves your budy in
b incorporeal form and travels to distant lucations, Your spirit can
ove 100 feer per found, and can see and hear anything you
| could il you were in the same location, The spiritcan be
blocked by any spell thar wards incorporeal creatures, and it
| cen be derecred and artacked in the same way as incorporeal
creatures can. A shaman can use commune with lesser sprvt or
commune with greater spirit (if you are.over 4th level) to contact
YOU, YU Cannot see creatiimes protectad b}rf{_quis;l'_hﬂﬁy ta spirits,
. anel yon are warded by a protection from spirits spelli Your spirit
" can do nothing but meve and observe—it cantiot speaks, attack;
cast spells, or perform any other action, :
| Atthe end of the spall, your spirit instantaneously returns to

your bedy and you wake up. If your body is disturbed while
your spirit is wandering, the spell ends immediatcly:

Material Component: A stick of incense worth at least 5 gp.

SARTHBOLT
Evocation
L Level: Wj 3 (Earth)
- Components: V| 5
asting Time: 1 action
“Range: Close (25 ft. + 5 ft./2 levels)
Arca: 5 ft. wide path 1o close range (25 ft v 5 £i./2 levels)
Duration; Instantaneous
Saving Throw: Reflex half
; Spell Resistance: Yes

T Witk g shout, you seeike the ground ar vour feer and create a
| bolt of geomanric force, This bolt travels through the earth,
causing the earth, tock, or sand to fly into the air, striking

creatures along its path. A creature caught in the area takes 180
points of damage per caster level {masdmum 10d¢), i

This Sp:’.ﬂ functions any if].rou are standing on dic, i
stone, or sand. It does not function if you are o # wouwlen g

or 'J‘tl'-l.'CI aurfag:c.
ELEMENTAL BURST

Evocation

Level: Wuj 1 (All)

Components: V| 5

Casting Time: 1 action

Range: Close (25 fr, + 5 {t./2 levels)

Effect: 10-ft. burst

Duration: Insantaneous

Saving Throw: Reflex half or negates (see text)
Spell Resistance: Yes

"ﬁ?]le‘ﬁ you cast this spell, you desighate a target point—an i
. composad af one of the five elements (waood, fire, water, st 4
_orar) The item then releases the magical energy within iting

sfidden, explosive burst, The effacts of the burst depend on fhe

element thit maltes tp the target item: 1

Wood, Metal;-or-Stone: The item throws off sharp slivers. Croe

[ures Dt;ithln_ the burst take 1d8 points of damage (half with

euccershul Rellersove), |
 Fire: The fire shoots out glowing sparks, causing 1d4 poinfy

of damage (ne damage with 4 successful Reflex save). This is
hixe effect., ; 9

. Waber Water pushes outina sharp wave, knocking creaturs
within the burst prone. A successful Reflex save allowsan

-affected creature (0 remain smnding. Grearures add a +4 bont

un theirsaving throws for each size caregory they are Larger tap

Medium-size, or @ =4 penalty for each size category they an
“smallerthan Medinm-size. Creatures with more than rwn legs i
 otherwise exceptionally stahle crearures, get » +4 stahility bonug

The spell does not noticeably affect the structure of the,
taTper item.

SLEMENTAL WARD
Abjuration
Level: Narure 4, Wu + (All}
Components: V5 M
Casting Time 1 action
Range s fr.
Avea: 60-ft emanarion, centerad on vou
Duiration: 1 minuta
‘Baving Throw: Will negares
Spell Resistance: Yes

This spell allows you to drive off clementals of a specific typely
urtering a fearsome cry. When you cast the spell, all elementls
within the spells area flee the area unless they make successful
Will saving throws, The spell ends if you wy w lorce the ban
against an elemental that has Giled i saving chrow 4

Materinl Componenl: A small quantity of the element opposal’
t the 1ype being warded againse—fire for water elementals’
earth for air elemenrals, alt for earth elementals, or water for
fire elemenrals.

ENTANGLING SCARF

Transmutation
Level: Wuj 2 (Mewl)
Components: V, 5, F



Casting Time: 1 action
nge: Touch
e creature
uration: 2 rounds,level
ng Throw: Reflex negates
oll Resistance: Mo

_' spall is similar to tron searf, but you use the searf to entangle
einstead of dealing damage. As with iron seavf, vou selze a silk
and lash it toward one creature within range, and the scart
ically extends to veach the targer and weap around it You
thave o line of sight to the target. You meke a ranged attack
on the targer, If vou hir, the target must make a successful
i throw or become entangled. An entangled creature suf-
ersa ~2 penaltyon attack rolls and & — penalty to effective Dex-
terity. The entangled creature cannot move. A creatuce capalle
! _!_ipe_]]x:asi[ug trar is bowad by s spell must make 8 Concen
irativn check (DG 15) o cast a spell. An entangled crearure can
dlip free with an Bscape Artist check (DC 20), or the scarf can be
burstwith a Steength check (DC 28).
 Focus; A silk searf,

FATIGUE :

Irnsmutition

Level: Muho 4, Sha 4, Suh 4

.|| PONENTS: =

Casting Time: | acrion

Range: Touch

arget: Creature touched
Anration: See texr

Saving Throw: Fortitude negates
Spell Resisrance: Yes

The subject becomes katigued, subtering an elfective penalty of
to Strength and Dexterity A fatigued character connot run
“or charge and becomes exhausted by doing something that
ould nnrrnally CaUSE fatigu.c. If the su[;lj cot is almad}r faﬁgucd
when you cast the spell, it becomes exhausted, moving ae half
wrtnal speed and suffering an effective penaley of =6 1o
1 'ngth and Dexterioy
 The subject can negate the effects of the spell theough normal
st The ceeatuee 1nust cest Tor 8 hours 1o remove the Gadpue,

fIERY EVES
‘Erocation [Firc)

Level: Wuj 1 {Tire)
ymponents: ¥ 5
:_Eag;mg'ﬂme: 1 action
Range: Personal

TR t: You

DPuration: 3 rounds, level

 This spell causes your eyes to glow with an unnatural fire. You
ean determine the color of the light, fram 2 reddish glow ta
hrilliant yellowe

Your eyes praject beams of bright light to 2 range of 3 feat,
clearly illurminating the area. By fxing vour sight on one spot
within 3 feet of your eyes for 3 rounds, you can cause com-
stible materdals, but not other creatures, to burst into flames,
Ifother creatures carry or wear the affected items, however,
these flames cause 1dé points of damege to the ereature imme
diately and may cause further damage (scc Catching on Firc in
 Chapter 3 of the Duncron Mastes's Guide).

FIR=E SHURIKEN

FIMDING TH=E CENT=ER
Abjuration
I.airel: E.:t?uj B
Duration: 10 minures (1)

Az eiming at the target, cxcept that vou no longer need to main-
tain conscious concentration on the spell vou cast before this
one. Your unconscious mind maintains the concentration
required for the spell. You can take other actions, including
movernent dltacks, and even spelleasting, as nonmal. The only
way to distupr your concentration on the ocher spell while |18
finding the center is still in effect is to kill you or hamper your [}
mind it some way (as through feebleming, confusion, insanity, or ; ll

datrinats persamn). i

FIR= BR=ATH

Evocation [Fire]

Level: Flame 5, Shu 5 (Fire), Wuj 5 (Fire)
Components: V. 5 DF

Casring Time: 1 action

Range: Personal

Target: You

Duration; 1 round/level

¥ou gain the abilicy to breathe 2 gout of Flame as a standard
action, once per round tor the duration of the spell. The tHame
targets one creature within 15 feet of you, and you must suc-
ceed at a ranged touch attack to affect the rarger, I vou succeed,
the target takes 1d8 points of fire damage per two caster levels
{maximum 10d8). Combustible objects may be ignited—
attended or magic items must make saving throws or burst
into flames.

Evocation [Fire]

Level: Whj 2 (Fire)
Components; V[ 5 M
Casting Time: 1 action
Bange: 50 ft,

Effect: Up to 9 five shuriken
Duration: Instantanegus
Saving Throw: None

Spell Resistance: Yes

This spell creates shuriken formed of magical fire that you
can throw like normal shuriken (they do not burn your
hands). ¥ou are auramanically considered proficient with the
five shutiken. You create three fire shuriken if you are 15t to 6th
level, six if you are 7th to 12th lewvel, and nine if you are 13th
level or higher. You can throw three fire shuriken as a standard
action, but all three must tarpet the same creature. If you
create more than three ehuriken, you can throw the remain-
ing shuriken on subsequent rounds. They have & range incre-
ment of 10 feet,

Asingle five shuriken deals 1 point of normal damage and an
additional 1d4 points of fire damage. If you score a critical hir,
the shuriken damage is doubled and the fire damage increases
to 1d8. Do not apply vour Strength modifier to the shuriken
damage: I you are making a sneak attack, add the exeea
damage only to the damage of the first shuriken you throw in
a round,

Material Component: A shuriken coated with pine sip and
sulfir



Transmutatmn | Fire]

Level: Shu 3 (Fire), Whj 3 (Fire)
Components: V5, M, F
Casting Time: 1 round

|| Range: Personal

| Target: You

l Duration; 10 minutes/level

This spell translonms your arms into wings of brilliant fire,
resembling those of 4 phoenix: The flame does not damage you
o any items you carry. Since your arms are rransformed, you
cannot hold frems In your hands or cast spells while using the
fire wings, bur rings, bracers, and other items worn on your arms
when you cast the spell still function narmally
.. The wings allow you to fly at a speed of 60 feer, with good
maneuverability You can charge but not rith while flying, and
| you cannot carty mare than.a light load aloft. If the spell dura-
| tiom axpires while you are aloft, you fall nermally
You can make unarmed attacks with the fire wings, but you are
| notconsidered proficient with them and thus suffer a 4 penalty
on your atteck rolls, A suecessful unarmed strike deals 2d6 poines
of fire damage in sddition
to your normal unarmed
attack damage.
i The wings can be
1 | extinguished (and
the spell canceled)
- by & quench spell,
\8 immersion  in

8 of hurricane or
[ preater force.
L=) Material Cam-
| ponent: The feather
| ofa bird, which you
| must buen when you
. cast the spell.
Focus: A golden amulet
shaped like o phoenix.

FIRSS OF
PURITY

Evocatlon [Fire]

! Level: shu & (Fire)
Components: V, 5 TIF
Casting Time: 1 action
Hange: Tonch

Target: Creaturs touched
Duration: 1 round/leval

. magical flames that do not harm the
Starget, but are guite capable of harming
anyone tlse whe comes ineo contace witl e,

The targer deals an additivnal 1ds poines of fire
damnage with o successful melee amack,

Crearures hitting the targer with natural weapons ot
unarmed artacks take 1de polnis of fire damage, and must suc-
ceed ata Reflex save (the same DC as the spell) or catch fire,

The flame burns for 1d4 rounds (see Carching on Fire in

Chapter 3 of the DuncEoy MasTERS Guide). A burning cres
can take a move-equivalent action to pit ont the flame

The target gains five immunity for the duration of the gl
but takes double damage from cold except on a2 successful's

FORCE SHAP=CHANG=
Abjuration
Level: she e
Components: V. 5 DF
Cagting Time: 1 action
Range: Medinm (100 £t + 10 fe Tevel)
Target: One creatureTevel
Duration: 1 round,level
Saving Throw: Will partial
Spell Resistance: Yes

With this spell, you force any shapechanger to revert into it
truc form. When you cast the spell, you specify the targets i
know or believe to be shapechangers, Any slmpechangem [l
geted by the spell must ateempt Will saving throws. 17 they il

their suves, they revert 1o their mue fom

saving throw is successful, the
retain their current form, hutsall

deals the Sdiﬂ pomts ol
damage only when the
change first acours.
For purposes of ths spel

alternate fﬂrm A vt jeg
who knows polymarh!
slf is not a shapechanpsr)
{since a spell is nat el
supernatural or extrast
dinary shiliey), but &
spirit centipede is [ﬂ.n 3

it hag the exceptional abil
ity to aEsume alterm_
forms, though its typeis
outsider). This spell hasnio
cffect on creatures under th

effect of alter self, polymorph sl
or other spell effects,

GHOST LIGHT
Mecromancy [Fear, Mind-Affecring)
Level: Crave 1, Maho 1, Wuj 1

Components: V5 M
Casting Time: 1 action
Range: Medium (100 fr. + 10 f./level)

Effect: One Medium-size or smaller ghostly light
Duration; Concentration

Saving Throw: Will negates

Spell Resistance; Yex



With this spell, you create a ghostly green radiance any-
re within range that shines with the brightness of 2
oucan use the light to illuminare some objecr, or you
hape it in any form of Medium-size or smaller. You can
mtrol the movement of the lisht as long as vou maintain
ntrition on the spell Thos, you can shape the light into
i iuman form and make it seem w walk or [y, foe example.
g can also change the shape of the lighe st any time during
the spell’s ducation,

helight is imbued with unearthly power, and causes fear in
ures wirthin 36 feet of its location. Creatures in this area
‘malee snocessful Wl saving throws or bacome shalen,
ring 2 —2 morale penalt}r on attack rolls, weation damage
wolle; and saving throws.

. Mulerial Component: A bit of phosphorus.

GANT SIZ=

ansmATinn
I Harn 8, Whij 7

iration: 1 minute

en you cast this spell, your body assumes teuly gigantic
ortions. The apell causes you to grow to Huge or larger
size; depending on your caster level. Your Strength, Dexter-
iy, Constitution, natural armor and size medifier to AC and
aitachs all cliange based on your new size, as shown on the

1 ble below.

Caster Matural AC/Attack
Level Size Str Dex Con Armor  Modifier
15=16 201 (Huge) 16 =2 +4  +3 =2
40 ft. (Gargantuan) +24 -2 +8 47 ~4

0 TE R, (Colossall ™ +32 -2 +12  +12 =g

The only eyuipment that changes size with you is ordinary,
- mundane clothing, so you may not be able to use weapons or
¢ lrems effectively in your giant form.

M aterial Component: The scale of a dragon or haies from the
nezd of 2 giant.

EATER SPIRIT ALLY

q ue:l;umllun {Calling) [see text]

Level: Celestial 8, Sha 3
farger: Up to 24 HD worth of spirits, no two ol which can be
~ mote than 30 fr, apart when they appear

fis lesser sprvat ally, except you may call 4 single spivit of up to 24
Hitor a number of spirits of the same type whose HD total no

more than 24. The spirits agree to help you and request your
return favor together.

GR=AT=R S7IRIT BINDING

: .;?k}n_]uratmn {Calling) [see text]

| evel: W | #

| Components: V. §

Target: Up to 24 H1D worth of spirits, no two of which can be
more than 30 £t apare when they appear

- As lesser spivit binding, except you may eall 2 single spiric of up
o 24 HD or o number of spirits of the same type whose HD

HAIL OF STON=

HEART RIPPER

HORSZE'S NOSE

toesl o more than 24, Each spirit gets a saving throw, makes
independent attempts to escape, and must be persuaded to
aid you individually,

Conjuration (Creation)

Level: Stone 2, Wisj 1 (Barth)
Components: V[, 5 M

Casting Time: 1 round

Range: Medium (100 fr. + 10 t1./level}
Arca: Cylinder {5-ft. vadius, 10 £, high)
Duration: Instantancous

Saving Throw: None

Spell Resistance: Yes

uh]en; 5 wnhm the area, Ma E-u: 3 uug::d attack roll (ot 2 touch [H
anack roll) on every creature and relevant olject in the agea,
A suceessful hit deals 1d3 poincs of damage per level (maxi- 1§
mum 5d3). !

Matevial Cormponent: & piece of jade worth ar least 5 gp.

Mecromancy

Level: Maho +, Wuj 4

Components; v, 5

Casting Timne: 1 actioh

Range: Close (25 ft.+ 5 ft./2 levels)

Targets: 1d4 +1 Jevel living creatures in a 20-ft. cube
Duaration: Instantaneoiis

Saving Throw: Fortitude negates

Spell Resistance: Yes

With the sweep of 2 hand, you send invisible bolts of force
surging toward the targets. IFa target has fewer than § Hit Dicefill
and it fails its seving throw, the unlaashed power caves in the !
ercature’s chest and drives its hesrt from the body, instantly
killing the creature. This spell affeces creatures with the feweast
Hit Dice fitst and then affects those with the next lowest Hit
Dice, 2id 5o on, until reaching the masimum given above or
until i lias targeted all creatures within the 20-foot cube. |
Undead, cunstructs, vozes, and other creatures with no
anaromy or no heart are unaffected by the spell, as-are all crea-
tutes with more than 5 Hit Dice.

Transtmutation

Level: shu 2 (Water)—Iuchi School
Components: ¥, 3, DF

Casting Time: | acrion

Range; Personal

Target: You

Duration: 1 hour/level (I

Your gain the Scent special ahility {fully described in Chapter
3 of the Dimgeon Masters Giide). You can derect approaching
enemies; sniff out hidden foec, and rrack by sense of smell.
¥ou can detect opponents by sense of smell wirhin 20 feer 1f
the opponent is upwind, the range is 40 feet; if it is down-
wind, the range is only 15 teet, Stronp and overpowering
scents increase the range (as noted in the DMG). You can
note a creature’s presence; determining the direction of the |
acent rtqui.rca q Tove ¢quivnlent actiom, nnd Fou an ;



pinpoint the creatures lncation if you move to within 5 feet
of it 4

You ean make a Wisdom check to findar follow a teack by
seent Uhe typical DC fora fresh trail is 10. Modifiers to the DG
are listed in the DMGWater ruins the trail

You can identify familiar oders just like yowidentify familiar
sights. Howewver, an odor is net nigccssarily familiar to you if
your only previous exposure to it was while youwere not under
the influence of horse’s ose. You only recopnize odors (hat you
could detcet normally {(withour the aid of (s spell).

|

IC= BLAST

. Evocation |Cold]

' Level: Wuj 2 (Water)

i i Components: 5, M

Casting Time: 1 sction

- Range: Close (25 fr. + 5 fr./2]evels)
. ‘Area: Cong

| Duration; Instantancous

Saving Throw: Fortitude ACgates

Spell Resistance: Yes

| i When you cast this spell, vou spit forth a cone of iey crystals,
engulfing crearures within a cone ares. Affected creatures
are covered with a thin layer ofice, taking 1ds points of sub-
dual damage per rwo caster levels (maximum of 10d6). In
addition, ereatures suffer from a temporary Frestbite condi-
I tion, making them Fatigued. Fatigued creatures cannot run
or charge and suffer 2 -2 sffective ‘penalty to Strength and
W+ Dexterity. The frostbite eftect lasts 3 rounds, A successful
| Fortitude save negates both the subdual damage and the
| frostbite ettece.
Material Compotent: A mouthful of water.

IC= KIUF=

|| Conjuration (Creation) | Cold|

| Lewvel: Wuj 2 { Water)
Components; ¥ 5, M

Casting Time: L action

Range: Long (400 ft. + 40 fr./level)
Effect: One iey missile

Duration: Instantaneous

Saving Throw: See text

Spell Resistance: Yes

A

- Amagical shard of ive springs from your ha: d,a_i:uiaip-.‘fp 5t i1
rarget. You must succeed ar 4 normalranged atack roy hit &
every two caster levels, you gain 242 banus on the range
atlack roll. The shard deals 1ds points of prercing damage, plus
Lds poinrs of cold damage and 2 paints of Dexterity damage.
(Crearures that are immune to cold damage take no Desterity
. damage.) A successful Fortitude save reduces the cold damage
= by half and negates the Dexterity damaga, b
A miss creates 2 shower of ice erystals in 4 10 foot radius
. Fhurst centered where the shard lands (see Grenadelike Weapon
i Artacks in the Players Handbook), The icy burst deals 1ds
o points of eplach damage, A ereature within the burst arca can
 make a Reflex save ro take half damage.
Material Component: A drop of wateror piece ol ice,

TINTERNAL FIRE

Fincarion [ Fire)
Level: Flame 2 Wuj 2 (Fire)

Componentsi V5, T
Casting Time: 1 tound o R
Range: Medium {100 f, + 10 [i.evel)
Targets: Creatures with wial HD not exceeding your level, ng

two of which may be more than 20 fr. apare
Duration; Instananecus
Saving Throw: Forrlmde partial
Spell Resisrance: Yes

Iy -

This spell creates a deadly raging heatin the internal otg
the targers, causing them to burst into Hame from the insi it
Dieath oreors instantly. A successful Fortitude save instead)
deals &dé points of damage, +1 point per caster level,

Focus: An dvon brazier filled with red-hot charcoal.

IMVISIBILITY TO ENERI=ES
Abjuration
Level: Shaz
Components: ¥V 5 F
Casting Time: 1 round
Target: Creature touched
Duration: 3 roundslevel

A dnvisibility bo spirils, but the warded ereature is invisible wall
creatures who may have hostile intentions against it, Mindl
creatures are not affected by the spell and can see the wardal
creature normally, since they are incapable of forming hostle
intentions. Animals and other creatures with Intellige
seores lower than 5 are also not affecred, stnce their motive
tions ave based on survival, not on hostile intenc:

Fovas: & white robe covered with handwritten symhbals and
vErses,

IMVISIBILITY TO S?PIRITS
Abjuration
Level: Sha 2
Components; ¥, 5, M
Casting Time: 10 minutes
Range: Touch
Target: One touched creature/level
Durarion: 10 minutes/level (11
Saving Throw: Will negates
Spell Resistance: Yes (harmless)

1 2 spirie fails itz saving throw, it can't perceive the warded cres
tures and acts as though the warded ercatures are not there, The
warded creatures can move freely among spirits withoue belng
noticed, although they are perfectly visible to all other typese
creatures. If a warded creature touches or atracks a spirit (even
with u spell) the spell ends for all recipiencs.

Note: A spirit gets one saving throw against the spell It
either sees all the warded crewures or none of them.

Material Componenl: Red ink, with which you write p
and sceiptures un each warded coeature.

IRON SCARF
Treanstnutation
Level: Metal 1, Waj 1 {3deral)
Components: V. 5, F
Casting Time: 1 action
Range: Close (25 [1:+ 5 f1./2 levels)
Target: Chie cresture v
Duration: Instantaneous



ag Throw: None
Resistance: Mo

nyom cast this spell, vou seizea silk scarfand lash it toward
e creatire within tange. You must have a line of sight to the
lirget You make 2 ranged artack moll on the target as the scarf
agically extends and becomes as hard as iron on impact. 1f
the target tales 1d8 points of damage +1 per caster level

+50

ation [ood]

pel: Shi 4 (Earth)—Yogo schaool

cnents: V. 5, F

ng Time: 1 action

a0 fi.

+ Dne creature/level in o 20-ft-radiug buret centered

et yau

Tration: 1 round,/level (T
| Baving Throw: See text
‘Bpell Resistance: Yos (harmless)
A radiance of shimmering jade color surrounds the subjects,
‘protecting them from attacks, granting them resistance 1o
msho and other evil magic, and blinding Tainted and Shadow-
lands creatures when they sirike the subjects, This abjuration
" fits fenur effects.
~ pirst, the warded crearures gain a +4 deflection bonus to AC
and 3 44 resistance honus on saves. Tnlile protection from Taint,
) ﬂﬁshena[“t applies against all attacks, notjnst against arracks by
Thintad craatures.
' Second, the warded creatures gain SB 25 against evil spells
spells cast by maho-tsukai, oni, or other Tainted or Shad-
Celands creatures.

"'Th:r& the abjuration blocks possession and mental influ-

nce, just a3 profection from Taint does.

I'in.ally. if a creature with a Taint score or the Shadowlands
subtype succeeds at a melee attack against a warded creature,
ﬂ]’t_uﬂ"ending attacker is blinded {Fortitude save negates, as
limtnessdeafness, but against jude aund’s save THG),
" Foous A tiny statue carved [vow [ade; representing one of the
Seven Fortunes. The starue costs at least 500 gp,

AD= STRIKE=E
pcation [Good]
el: Shu 4 (Earth)
mponeils: ¥ 3
Casting Time: 1 activn
Range: Medium {100 fr. + 10 fi./level}
‘Area: 20-ft.-radius burst
I‘[_H.I.l‘ﬂliﬂl]: Instantaneous
Saving Throw: Reflex half
Spell Resistance: Yes

You call up holy jade power to smite your enemias. Only Tainted
reatures, undead, and crearures with the Shadewlands subtype
are harmed by the spell; other creatures are unaffected.

The spell deale 148 points of damage per two caster levals
wimum 5d8% to undead and creatures with the Shadow-
a nds subtype, and Blinds them for 1 round. A suceesstul
'f[tgﬂe:x save reduces damage to half and negates the blinding
-. ECL.

KISS OF TH= TOAD

KNOW MOTIVATION

KNOW THE SHADOWS

. You bend surrounding shadows and blend them v yourself, |

The spell deals only half damage against creatures with a
Taint scoce Gand withiout e Shadowlinds subtype), and they
are not blinded. They can reduce the damage in hall again
tdown 1o one-guarter of the roll} with a successful Rellex save,

In addition to the obvious effects, a blinded creature suffers
a 51% miss chance in combat (all opponents have full conceal-
ment), lnses any Dexterity honus to AC, grants a +2 bonus on
attackers’ attack rolle (they are effectively invisible), moves at
half speed, and suffers a =4 penalty on most Strength-and |
Dexterity-based gkills:

Mecromancy

Level: Maha 2, Wy 2

Components: V5, F

Casting lime: 1 action

Range: Touch

Target: Living creature touched

Duration: Instantaneous (see text)

Saving Throw: Fortitude negates (see text}
Spell Resistance: Yes

Your touch becomes poisonous, inflicting poison upon a erea-
ture you touch with a successful melee touch attack. The
poison deals 1dé points of temporary Constitution damage
imnediately and another 146 points of temporary Constitution
damape 1 minute kater. Bacly instance of damage can be negated
by a Fortitude save (D 10 + 1/2 caster’s level + caster’s Inrelli-
gence modifier).

Focus: A rareoo of a toad on your skin.

Divination [Mind-Affecting]

Level: Sha 2

Components: V) 5, F

Casting Time; 1 action

Range: 60 fr,

Area: Quarter circle emanaring from you to the extreme of
the range

Duration: Concentration, upto 1 minure/level (I1)

Saving Throw: Will negates [see text)

Spell Resistance: No

and emotions of creatires
wcan focus your attention
d laarn what is currently

e"'jiunger thirst, tear, /
] Iintf‘ed curiosity, hostility,

Youcan sence the basic

TI]UUWTII‘IE i

fatigue, paﬂ,
fn.:ndunm-, lave,

your forehead.

Hlusion (Glamer}

Level: Shu 2 {Air)
Components: 5 DF

Casting Time;: 1 action
Range: Personal

Target: You

Duration: | minute/level (D)

making yourself one with the darkness. As long as you



i
' warth, evil, fire, good, lawful, or water creature, it is a spell of

|

i SPFI!T may recquest some gELVICE in returt.

remain within 10 feet of some kind of shadow {except yuur
own shadew) o within at least moderate darkness, your abil-
ity o hide is greatly enhanced. You can hide yourself from
view in the open withour anything 1o hide behind, even
while being observed, and you giin a +20 circumstance
bonus on Hide checks,

Unlike invisibility, this spells effects do not end when yon
attack, though you cannot hide and attack at the same time,
You are clearly visible while attacking (and thus do not gain 1
+2 honus on your areack for being invisible; not is your targat
denied its Dexterity bonus to AC), but you can use & move-
equivalent action to hide apain after attacking (or hide as pare
of 4 move action], and you still gain the +20 circumstance
bonus on your Hide check. Your epponent can ready an action
toattack you when you come into vicw to attack.

LESSER SPIRIT ALLY

. Conjuration (Calling) |see text|
| Level: Celestial 4, Sha 4 =i I

Components: V&, DF Tl
Casting Time: 10 minutes 4 _‘h}-
Range: Cloge (25 . + 5 ft./2 levels) '
Target: Onc summoned spirit of up to 8 HD

Duration: [nstantaneous

Saving Throw: None

Spell Resistance: No

\ By casting this spell, you reguest the bﬂﬁ"l‘.’,‘ﬁs ot spirit{ofupro
8 HD) that shares vour philosophical an,gnmem If vou kriow
an individual spirits name, you may request thae individual by
speaking the name during the casting of the spell (though you

0 might get a different creature anyway).

¥ors may agk the spirit to perform one task for yoi, and the
'Ii:fe thore demanding
“your request, the greater return favor the yp:.m asls for. 'l'l-us

| begin in the round atrer it artives. 1t you agree to the service;
the epirit performs the task you requested, reports back to you
afterward (if possible), and returns to its home. You are honor
bound to perform the return favor.

A spirit may accept some form of payment, such as 4 magic
item, in return for its service. The spirit may keep itormay
" deliver the item to another shaman somewhere else, wla.g:w it
can help the spirits cause.

Mote: When you use i calling spell thar calls an air, chaotic,

thae type. For example, lesser spirit ally is a fire spell when it calls
a fire elemental.

| LESS=R SPIRIT BINMDING

Conjuration [Calling) [see text)

- Level: Wuj4
¢ Components: ¥, 3

sting Time: 10 minures
ange: Close {25 fr. + 5 fr./2 levels) (see texr)

- Targer: One spirit of up to 8 HD

Duration: Instantaneous
Saving Theow: Will negates

" Spell Resistance: Yes

Casting this spell attempts 2 dangerous act: to lure 4 epirit to s

specifically prepared trap, which must lie within the spells

range, The called spirit is held in the trap until it agrees to
perform one service in return for its freedom,

check opposed by the spirits Charisma checl. The DM

d _E'_ﬂﬂi’ﬂ watar elamental

LIGHTIUNG BLAD=

To create the trp, you must use a magic cirele spell, fo
inward. The type of spirit 1o be bound must be know
seated. If it has a specific, proper, or given name, rthis il
used In casting the spell. ]

The targer spirit must actempt a Will saving throw, I
saving throw succeeds, the creature resists the spell lfr
aving throw fails, the spirit is immediately drawn to the
(spell resistance does not keep the ereature from b
called). The spirit can escape from the trap with a success
SE roll, ditensional travel, or a successful Charisma che
(DC 15 + 1,2 the caster’s level + the caster's Charisma mo
fier), It can try each method onee per day If it breaks
can flee or attack you. A dimensional anchor cast on the spil
proventa ita cscape via dimensional travel. You can
employ a calling diagram {sec Calling in the Flayer’s Hand
tomake the trap more secure.

If the spirit does not break free of the trap, you can keepll
bound for as lung a5 you dare, You can attempt 1o compe
pirit to perform a service by describing the service and
haps offering some sort of reward, You make 2 Cha

assignsa bonus based an the service and rewsard, from
+5. This hanus applies to your Chanisma check, If thesp
wing the appnsed check, it refuses service. You can make
bff&xs?_.lﬁ;ﬂ;les, and the like or nffer again the old ones eve
higurs You can repeat this until the spirit promiszes o
until it breaks free, or until you decide to get rid ofitby
of some other epell. Impossible demands o1 unreaso
commands are never agreed to, If you roll a 1 on the Cha
checl, the spirit brealks free of the binding and can cscape
attack you,

Once the requested service is completed, the spirit need
so inform you to be instantly sent back whence it came, T
spirit might later seck revenge. If you assign some open-e
task that the spicit canuet complete though its ownoac
(such as “Wait here” or “Defend this area against arrack
spell remains in effece for a maximum of one day per
level, and the spirir gains an immediate chance to hreak f
More thar a clever recipient can subvert some instroct

When youuse a calling spell to call an air, chaotic, earth, eyl
firg, good, lawful, or water creatire, it 15 a spell of that type ko
example, lesser spirif binding is 2 water spell when you :nsrit iy

Evocarion [Elecrricity]

Level: Wj 2

Components: V[ 5 M

Casting Time: 10 minmuites

Hange: Touch

Eftoct: Swordlilee blade

Dration: 1 minute or until discharped
Saving Throw: Mone

Spell Resistance: Yes

When you cast this spell, a sword blade of crackling electsis il
encrgy appears in the hand of the ereature you tcruch{
must be a willing recipient). It is the size of a normal lon
sword, but is vivrually weightless. It is treated as @ mami
weapol for purposes of determining who iy proficient with
its use, The wielder can use the blade in two ways—10 ma
a melee touch arrack to deliver electrical damage, or o fiee
bolr of lightning as a ranged rouch arrack with an absoliiE
range of 30 feer,



Over the entire duration of the spell, the blade can deliver
age up to 1dé per caster level (maximum 10d6). Foe any
n attack, the blade’s wielder decides (before making an
ek roll) how many dice the blade deals with a successful
bit, up to the maximum damage potential remaining in the
1f the attack roll is successfill, the blade deals the speci-
damage to the target. I the attack roll misses, those dice of
image ave lost,

. Since the blade iz immaterial, the wislder's Strength modi-
fier does not apply to the damage, which is all electricity
dimage. It con harm any creature that is harmed by electriciry

The spell docs not function underwater.

GIC CIRCLE AGAINST
nT

Whjuration [Good]
Tevel: Shir 3 (Farth)
imanates 10 ftr from toiched creature
or: 10 minutes,level
Resistance: Mo (oo toxt)

s-:pmtecﬁon j’mm Taint, except that it encompaises a much
larger ates and its duration is longer, g

. Unlike protection from Taint, this spell has a special function
that you may choose when casting the spell. A magic circle can
be focused inward rather than ourward. In this case, it serves s
a1 immobile, temporary magical prison for a called creature.
Th: crealure cannot cross the circles boundaties. (See Calling
in the Flayers Humdbook for more information on using this
spell in conjunction with calling spells.)

You must bear a crearure’s spell resistance in order wo keep it
at bay (as in the third funcrion of protection from evil), but the
deflection and resistance bonuses and the protection from
mental control apply regardless of enemies” spell resistance.
U_lt‘ a creature too large to fir into the spell’s area is the subject

the spell, the spell acts a5 a normal peotection from Taint spell
or that creature only
TEus spel.l iz not cumulative with protection from Tamt and

MAGNETISR
Eansmutation

Level: Metal 3, Wij 2 (Meral)

Qumpments V.5 M

Csstmngle 1 action

B“E*' Clage (25 £t + 5 ft./2 levels)

Effect: Ray

Duration: 1 roundTevel

Saving Throw: See text

Spell Resistance: Mo

This spell allows you to draw iron or steel objects to yourself by
pIUJELLJug a 1nagnetic tay at any objsct within ranpe, The mag-
netic ray draws ubjects toward you with an effective Strength
score of 30. Bach round the spell lusts, you can tarpet one item
with 2 ranged rouch amack.

Tf you hir an item thar another crearure is holding (such as
1 yreapon), you and the crearure holding the item must make
opposed rolls, as if you were making a normal disarm attempr.
Yo add your base attack bonus and the ray's Strength bonus
1410} to your roll. Your opponent uses a melee attack roll,
modified by +4 if she is using a weapon in two hands. If the

weapon is larger or smaller than vour size, your opponent gets

RASTER OF TH=E ROLLING
RIVER

RELT

art additional +/~4 per size category difference. If you win the
upposed roll, the weapon flies from your opponent’s hand to
your own. If you hir an artended item, such as a weapon at
someones belt, the crenture wearing the item can make 2
Reflex save to keep hold of the item,

£f vou hiran unarended item thar is oot securesd v wo
heavy for the ray to lift, It flies 1o your hand, If the item is
secured in some way, you can make a Swengrh check fusing
the Strength hanus of the ray) to break or burst whatever is
securing it

Material Component: A piece of lodestane.

Evocation [Water]

Level: River &, Shu 6 (Water)

Components: ¥, 3, DF

Casring Time: 1 action

Range: Medium (Lo fr + 10 fr/level)

Targets: One or more creatures in a 20-ft-radius burst
Thiration: Instantaneous

Saving Throw: Reflex half

Spell Besistance: No

When vou cast this spell, you create 2 huge wave afwater that
slame inte ene of more targets within range. IF there iz no large,
natural source of water (a river, lake, or ocean) within the spell
tange, you can affect only one target. If such a source of water
exista within the range of the spell, the spell creates s burst cen-
teted on a locarion vou designate, In either case, the water deals
1d8 points of damage per two caster levels (meximum 7d8) to
the target or to creatures within the area,

Tir addition, all affected crearures suffer a bull rush attack,
forcing them w make opposed Strengeh checks against the
wave of water. The water has an effective Strength of 16 and
{5 considered Medium-size {or 20 and Large il cast near
water). You designare the direction the wave pushies when
vou cast the spell; creatures who lose the opposed Strength o8
check are pushed s feet, plus 1 foor for every point by which
the wave heats their Strength checks, in thar directlon. Itis gl
possible for 2 wave ariging from a hody of water to push char- &
acters into the water.

The wave puts out torches, campfires, exposed lanterns,
and other open Hames if th.nzg,T are carried by the target or
located within the area and they are of Large size or smaller.
Magical fires are targeted by a dispel magic effect as if you had
cast that spell.

Evocation

Level: Whj 1 (Fire)

Components: V| 5 M

Casting Time: 1 action

Range: Close (25 £ 1 5 £./2 levels)

Target: A 5-ft. cube of ice or a 10-ft. cube of snow/level, or one
cold creature level

Duration: 1 minute/level or instantancous {sce text)

Saving Throw: Hone or Fortitude half (see text)

Spell Resistance: Ho ot yes (see text)

This spell allows you o melt ice and show or deal damage to cold
, creatures. You can melt ice or snow s specified above, with
no saving throw ot spell resistance applicable. Turgeted



cold creatures take 2 points of damage per caster level (maxi-
mum 10 points), half with a successful saving throw. A crea-
ture’s spell resietance applies,

Material Component: A few crystals of rock salt and a pinch
of soot,

L

| MENTAL STRENGTH

. Enchantment (Compulsion) [Mind-Affecting]
Level: Sha 3, Soh 3

Components: V| 5, F

Casting Time: 1 action

Range: Touch

Target: Living creature touched

Duration; 1 round,/leve]

Saving Throw: Will negates (Larimless)
_Spell Resistance: Yes (lurmless)

. You imbue the recipient with magical energy thar fortifies her
will, granting her a +8 resistance bonus on all Wil spves,
Feeus: The rail of 3 white fox.

'MENTAL WEAKNESS

] Enchantment (Compulsion) [Mind-Affecting]
Level: Maho 3, Sha 3

| Components: V.5, F

i Casting Time: 1 action

|1 Bange: Touch

| Target: Living creature touched

|| Duration: 1 round,/level

| Saving Throw: Will negatcs

| Spell Resistance; Yes

- This spell weakens the subject'’s mental resistance, yiving hima
SN —4 penalty on all Will saves.
Focus: The tall ola red fox

METAL SKIN

8 Transmutstion

| Level: Wuj 5 (Metal)

Components: V| 5 M

Casting Time: 1 action

M Bange: Touch

Target: Creature (ouched

Duration: | minue,level
| Saving Throw: None

| Spell Resistance: Yos

- This spell transforms the skin of the recipient into = gleaming
metallic surface, The recipient's namral armor bonus becomes
+i (1mless it was alveady betrer than +8), but the creaturs aleo

_becomes somewhat slow and stiff, sutfering a -2 penalty to

b effactive Dexterity for the duration of the spell,

' Material Component: & small piece of rhinoceras hide.

Tansmuration
Level: Wiy B
| Components: V.5 M

Casting Time: 1 round

Range: Personal

Target: You
Duration: 1 minute

When you cast his spell, your body becomes very small. The
causes you (w shrink w Tiny or smaller size, depending on
caster level. Your Smength, Dexterity, Constitution, and size
ifier to AC and attacks all change hased on your newsi
shown on the table below,

Caster

Level  Size Str  Dex Con
IRESISRRBIn Ty T 2
17-18  9in, (Ciminutive] -10 +& -2
18=20 3in/(Fine) 0 +& -2

None of your ability scores can be reduced below 1 by this
The only equipment that changes size with you is ordi

mundane clothing, so you may nat he able to use weapons ar

magic items effectively in your minute form,
Material Component; A flea,

P A% LS

Wecinmancy

Level: Maho 4, Wuj 4

Components: \; 5, M

Casting Time: 1 acrion

Bange: Medium (100 ft. + 10 ft./level) _

Targets: Creatures with total HD not exceeding your level, ng
two of which may be more than 20 ft. apart

Duration: 1 round;/2 levels

Saving Throw: Fortitude partial

Spell Resistance: Yes

The tatget creatures are struck by wracking pains and agong
While the spell lasts, allecied creatures suffer a —4 penalry
attack rolls, skill checks, and ability checks, A successful For
tude save reduces this penalry o -2, [
Material Component: A liye leech.

TOISON NE=EDLES
Transmutation
Level: Wuj 4 (Meral)
Target: One creature
Saviig Throw: Fortitude negares {5ee text)

As rairof needles, bur the needles drip with poison. You can ot
only one target, and you must surceed on 2 normal ranged a
1o harm the target. Tf you hit, the target suffers the effect of the
poison needles You ean chaoose one of the following effects

dr

* 148 points of temporary Constitution damage immadi
and another 1d8 points of temporary Constitution dam
minute later. Each instance of damage can be negated
successtul Fortitude save (DC 10 + 1/2 caster’s level 4
Intellipence modifiar).

* Paralysis for 2d¢ minutes, negated by a successful T
sove (DG A0 1 1/2 caster’s level + caster’s Intelligence modi

* 1d10 points of temporary Dexterity damage immediad
and another 1d10 points of temporary Dexterity
minute later, Bach instance of datvage can be negat
successful Fortitude save (DC 10 + 1/2 caster's level + g
Intelligence modifier),

rOSSES5

Mecremancy

Level: Sha s
Casting Time: 1 round



Hange: Medium (100 1¢. + 10 Fr./level)
pet: One creature

ssess animal, but you can talee ever the body of any crea-
The possessed creature retains no memory of actions
tformed during the possession or knowledge of who pes
stssed it.

Mulerial Component: & bowl of incense.

{0SSESS ATNUMAL

Nectomancy
s Matuee 3, Sha 3

ges Close (25 L+ 5 [6/2 levels)
Target: Ome animl

Dnrarion: 1 round,/level (D]
Siving Throw: Will negares

spell Resistance: Yes

fiycasting this apell, vou project your spirit into the body of an
animal, forcing the antmal tohahave as you direct it Your own
bady lies lifeless for the duration of the spell "1/ he anirmal muse
bes normal animal (not 4 beast, magical beast, vermin, or other
monster type) and must have fewer Hit Dica than your level.
The animals soul remaing in its body, but it his mo control over
that bedy while your spirit is there,

- While in the animal's body, you keep your Intelligence,
T[sdofm, Charisma, level; class, base attack bonus; bose save
bonuses, alignment, and mental abilitics, The body retaing its
4 E't[mg‘[h Dd:xrcr:nr, Consntutlon, kit pm.nl:a, natural ahxlmcs.
anil automatic abilities. You can't choose to activate the body's
priraordinary or supeniaiusal abilities, For every 2 points of
damage taken by the animal body while you are possessing ir,
ol take 1 poine of damage s well. 1f the unimal body is killed
while you are possessing it, you.must make a Fortitude save
iﬂ" 10 or die as well.

Ifyour hady is destroyed: whll&]!m.[r spirit {5 in the animal’s
bady, o die at the end of the spells dumtmn

Material Component: A bowl ofincense at:ul 4 m-;am! of fond
mﬂhng to the animal. o J

&DT-CT]OR FROM Cl"l'ﬂ?n
E-.

Uomponents: V, 5, M

Casting Time: 1 action

nge s Touch

larpet: Creaturs touched

Dutation: 1 round /level

Saving Throw: Will negates (harmless)
Ercll RBesistance: Yes (harmless)

The recipient of this spell gains a +1 resistance botus for every
theee caster levels (maximum +5) on any Will saving throw
against cliarm o compulsion effects.

* Mulerinl Component: A plece or hair ot other item from the

ity such as a succubus or vampire,

PROTECTION FROM SPIRITS
g

PROTECTION FROM TAINT

bud!,.r of 2 creature with an innate chorm or donimate persen abil-

Components: ¥, 5, F

Casting Time: 1 reund

Bange: Touch

Avea: Emanates § e, drom touched creatura
Duration; 1 minute/level (I}

Saving Throw: Will negates (harmless)
Spcll Resistance: Mo (see text)

This spell creates a magical barrier around the subject at a dis-
tance of 5 feet, The barrier moves with the subject and has two
major ellects, 1

First, the subject gets 1 +2 deflection bonus to AC and a +2 I}
resistance bonus on saves againsr artacks made by spirits,

This pmtectmn ends if the warded crearure makea an atLaLli
4 gzmq'r artries to force the ban—ier againsea blucked spirit. Spell |

_a_nter the cirele.
Foctis: A ginplowand with paper prayer strips attachad.

Abjuration|[Good]

Level:Shut (Earth)

Components: V, 5, DF

Casting Time: 1 acrion

Range: Touch

Tazrget; Creature touched

Duration: 1 minute/level (D)

Saving Throw: Will negates (harmless)
Spell Besistance: Mo {see texr)

This spell wards a creature from attacks by Shadowlands
creatures and creatures with the Shedewlands Teint, from
mental control, and from summoned or conjured ercatures.
It creares 4 machal barrier around the subject at a distanco '_
of 1 foor, The barrier moves with the subject and has three ‘E
major effects:

First, the subject getsa +2 deflection bonus 1o AC and 2 +2
resistance bonus on'saves, Both these bonuses apply against
attacks made by creatures with the Shadowlands subtype and
creatures with a Taint score,

becqnd rhe barrier blocks any attempt ro possess the
warded creatira (s by a magic jar attack) or to exercise mental
contral over the creature (as by 2 vampire's supernatural domi-
nation ability, which worke similar to dominate persan). The
protection does not prevent a vampires domination itself, but
it prevents the vampire from mentally commanding the pro-
tected crenture, If the protection from Taint effect ends before
the domination effect does, the vampire would then be able to
mentally command the contrelled ereature, Likewise, the bar-
rier keeps out a possessing life force but does not expel one if
it is in place before the spell is cast. This sccond effect warks
regrdless of alignment.

Third, the spell prevents bodily contact by summoned or
conjured creatures (see the Monsler Manual), This causes the
narural weapon attecks of such creatures w fuil and the crea-
tures to recoil if such arracks require wouching the warded
creature, Good elementals and oursiders are immune o this
effect, The protection against contact by summoned or con-
jured ereatires ends if the warded creature makes an auack
against or tries to force the harrier against the blocked crea-
ture: Spell resistance can allow a creature to overcome this g
protection and touch the warded creature.




Trenstmutation _

Level: Wuj 2 (Meral)
Components: V, 5 hi

Casting Time: 1 action

Range: Close (25 [il+ 5 [1/2 levels)
Target: Up 1o one creature/level
Dwuration: Instantaneous

Saving Throw; Nene

Spell Resisrance: Yes

| When you cast this spell, you hurl a needle in the divsction of
one rarget. The spell multiplies this single needle inte a hail
of needles that deal damage to the targers you select. You
make 3 normal ranged attack against each target separately,
il - suffering no penalty for lack of proficiency. The necdles,
. combined, do 1d4 points of damage per caster level (maxi-
- mum 5d4), but you can divide this damagc up atong the tar-
 gets you select. Thus, a 4th-level wu jen can target a single
creature with an attack that deals 4d4 points of damage il suc-
cessful, two creaturss rcr: 2d4 points of damage vach, four
creatutes for 1d4 points of &nmage each, ur some other divi-
| sion of the damage dice.
Muterial Component: A long metal needle.

ZANIMATION
| Conjuration {Healing)
Level: Sha 4, Wuj 7
- Components: V, S, M, T/DF
- Casting Time; 1 round
| Range: Touch
§ Target: Creature rouched
- Duration: 1 day/level
Saving Throw: Mone (see text)
Spell Resistance: Yes tharmless)

| You restore a semhlance of life to a deceased creature, You can
reatitnate creatures that have been dead up to one day per
easter level. In addition, the subject’s soul must be free and
willing to return {see Bringing Back the Dead in the Player’s
Handbook), If the subject's soul is not willing to return, the
“spell does not work. This spell cannot fully bind the soul back
into the body and the reanimated aubject is in a state of half
I life—neither dead nor fully alive, The reanimated ceeature
' has 1 hit poine and can take only a single'move- equivalent
| sction cach round, It cannot artack, use spells, or activace
magic items, It can speak (if it could while fully alive), hugi{g

and confused, and it has trouble remembering even the basic
| details ol it pase life and friends. 1f left unwarched, the cres-
. lure is prone o wander off randomly with no conception of
o where it 15 going o where it has been. If wonnded again, the
. creature can be healed, but eannot rise ahove 1 hir poine. It
" jcan gain temporary hit points, but cannot increase its hit
~ point total through Constitution increase orany other means.
| The creature can be killed agsin (and reanimated again), and it
can be restorad to Full life chrough any spell that would
jrestote a fully n:lead creature to life (such as raise dead). As with
gentle repose, time spent reanimated does not count against the
time limit on raising the creature from the dead, The body
does not decay while it is reanimarcd,
A reanimated creature is not undead, and cannot be
turned, harmed by positive energy or haly water, or

I speech is slow and slucved, The LEEHtUTES Memary is. Clﬂllﬁj":

healed by negative energy Agreater restoration spell ful
restores the creatures memory but does not improve its phip
cal state, j
Avcane Material Component: A white shawland incense,
Divine Material Component: A suip of white cloth inscribe
with prayvers and a stck ol incense,
Arcarie Focws: A golden amuler shaped like a phoenisx;
o 2 -

REBUKE
Conjuration {Creation) [Sonic]
Level: Sha 2
Components; V, DT
Casting Time; 1 action
Range: Medium (100 {t, + 10 1./ level)
Target: Ooe creature
Duration: Ld4+1 rounds
Saving Throw; Will negares
Spell Resistance: Yes

With a thunderaus rebuke, you stun one craature &f}rq_ it
choice within range. If the target crearure fails 2 Will &

throw, it is stunned for 1d4+1 rounds, A stunned creature ca
act and loses any Dexterity bonus to AC. Attackers gaing 2
bonug to attack it

R=MOVE FRATIGUE
Transmutation
Level: Sha 4, Soh 4
Components: 5
Casting Time: 10 minutes
Rangre: Touch
Target: Up to one living creature touched per two levels
Duration: Instantaneous
Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)

The creatures you touch gain the benelits uf 8 hours of restful
sleep. If a subject was fatigued, the fatigue and s penalties i
remeved, [asulject was already well rested, I does not need
rest or sleep during the next 24 hours, Arcane spellcasters mu

still rest their minds for 8 hours in order to prepate or rea
their spells,

SCAL=S OF TH= LIZARD
Transmutation
Level: Wuj 1
Components: ¥, 5 F
Casting Time; 1 gction
Range: Fersonal
Target; ¥ou
Duration: 2 rounds/level

When yon cast this spell, your skin toughens and shimmers

ifeovered with seales. You gain a +2 natural srmor bonus to AC

Ihis bonus increases to +3 at 3rd level, +4 at 6th level, and +5ap

12th leve] and up,
Since the AC bonus iz g notural ermor bonus, it does ngt

stack with any natural srmer you may already have,
Focus: A tattoo of a lizard on your skin,

SZCRET SIGNS.

Enchantment | Mind- A:Efectlng]
Level: Warj 1



C].qsc (25 ft. 1 5 ft./2 levels)
Ong 1111:1::1|.1gcnt creature
ation: 1 round

aving Throw: Hone

pell Resistance: Yes (harmless)

hits spell allows you to communigate a simple message to one
ther intelligent creature within range; using nonverbal
s, You can wave a hand, place a scroll on a table, wise an
ow; or make any other sign, and the spell allows the target
tnnderstand your message. You can communicate a complete
thonght of twenty-five words or less by means of this spell, and

8 rrget undersmnds your message despite any harrier of lan-

t’.amnngme 1 acton

Range: Cloge (35 Fr. + 5 ft./2 levels)

Effect: 2ds invisible, mindless, shapeless servants, +1
servant/level {maximum +15)

Duration: 1 hour,level

Siving Throw: None

Spell Resistance: No

This spell creates a number of invisible, mindless, shapeless
ﬁ;ln:es that pecform sitnple tasks at your wmmand They can
run and ferch things, open unstuck douors, and held chairs, as
well 35 clean and mend, They can also be wsed for common
!ﬂ:nnng tasks, provided that vou carefully direet them, They
Em:fd serve at 2 banquet, help dig earthworks, Tow a ship, ace
g6 iorters, or assist in a farmer's fields. Bach servant can per-
form only one activity at a time, but it repeats the same aceiv-
ity over and overagain if told to do o, thus allowing you to
command one servant to clean the floor and rhen turn your
duentmn elsewhere a5 long 25 you remain within range. Ser-
vants cin open only nermal doors, drawers, lids, and so forth,
I]:m',r have an effective Strength scoreof 2 (50 the';r can lift 20

nds or drag 100 pounds). They can trigger traps and such,
E:utheg,r can cxert only 20 pounds of force, and that is not
enough to activate certain pressure platcs and other devices.
Their speed is 15 feet.

The servants cannot artack in any way; they are never allowed
an attack roll, They cannot be killed, but chey dissipate if they
1ake 6 points of dumage [tom aies attacks. (They get no saves
aoainst artacks.) If vou attempt to send a sevvant bevond the
é'pellﬂs ratge (measured from your curcent position), that ser-
VANE ceases to exist.

Materigl Component: A small stick crossbar o which many
lengths of knatted rhread are artached. '

SMOK= LADD=ER

Transmutation

Level: W) 1 (Flre)

Components: ¥, 5 F

Uasting Time: 1 round

Range: Touch

Effact: A ladder of smnke, 1up to 10 fr. long/level

Duration: 1 minute/level (1)
Saving Throw: Mone
Spell Resistance: Mo

Using this spell, you can mold and shape ordinary smoke into
a misty ladder. Reaching inte the smoke given off by a fire,
you cast the spell while shaping the ladder. The ladder weighs
virtually nothing, snd you can easily Kandle a smohe ladder of
any length. Furthermore, the ladder is always steady and
rgid; it need not be supported or leancd against an object. You
simply place it in the desired position and climb, You can
extemd the spell's duration by casting the spell again on the
smoke ladder.
Foews: A Jarge fire of green wood,

SNMAKE BARRIER
Abjuration
Level: Guardian 4, Sha 4
Components: ¥, 3 M
Casting Time: L action
Range: Medium (100 fi.+ 10 fiflevel)
Effecr: Invisible barrier whose area is up (w pne 54,
siquare/leval (8
Duration: 5 rounds/level
saving Throw: Will nepates or Forritude half (see rexr)
Spell Besistance: Yes

This spell creates an inyisible barrier that prevents reptiles,
reptilian creaturss, and dragons from crossing it Affectad
creatures are aware of the barriers presence and purpose, and
reptiles that are not overtly hostileavoid the barrier and
those protected by it. Reptilian creatures with hostile intent
may try to penetrate the bareier, Affected creatures with 4 or
fewer 11it Dice must make a successful Will saving throw to
cross at all. Any affected creature that crosscs the barriers,
takes 1d4 points of damage per caster level (maximum 10d4), {2
with a successlul Fortitude saving throw reducing the
damage by half, Intelligent reptilian crearures that encounter
the barrier usually find it infudating and ace puch less likely
to befriend and aid the caster.
Material Component; A shed snakeskin,

SIAK= DRR‘FS

Transmutalion P d

Level Wuj+ r-‘:f' : ';:7}
Components ¥ &F - 4‘3 e
Casringl‘hnw{fﬂc{tfan S, 5 T

Range: Medinm (100 fr. + lﬁ'f[ fevel)
Targets: FINe or two creatires
Dration: Insmhmnmurc

Saving Lhrow: Fortitude partial
Spell Resistance: Yes

When you cast this spell, your snake tateoos (the spell's focus)
transform into real snakes that tly from vou to the target or
targets you select, striking like darte and injecting poison
into the victims. The snakes always hit, and deal 2dé points of
damage from the impact alone. The peison deals 1dé points
of temporary Constitution damage immediately and another
1dé points of temporary Constitution damage 1 minute laten.
Euchi instance of ability damage can be negated by a success-
ful Fortituie save (DC 10 + 1/2 caster's level + caster's Ineelli- §
‘rence modifier), '

Afrer striking the targers, the snakes Iy lack w you,




You must swallow the living snakes before you can case the
spell again; doing so is 2 standard action that causes you no
harm. When you swallow the snakes, the tattoos reappear on
your arms

Focus: Two snake tattoos on your skin, usually one coiled
’ around each forearm.

| SPIRIT ALLY
' | Conjuration (Calling) [sce text]
Lewel: Celestial 6, Sha ¢
Targets: Up to 16 HD wouth of summoned spirits, no two of
which can be more than 30 fr. aparc when they appear

W s lesser spiril ally, excepr vou may call a single spirit of up to
. L6 HD or a number of spirits of the same tvpe whose HI total
‘no more than 16, The spirits, as 2 group, agree to perform one
task for you and request one favor in return.

S7IRIT BINDING

1 Conjuration (Calling) [see text]

|| Level: Wuis

Components: V, §

Targers: Up 1o 16 HD worth of spirits, no-two of which can be
mote than 40 ft. apart when they appear

|| As lesser spivit binding, excepryou may call 2 single spirit of up
fo 16 HI or 2 number of spivits of the same type whose HD
tatal no more than 16, Each spirit gets a save, makes an inde
|| pendent attempt to escape, and must be individually per-
| suaded to aid you.

=7IRIT NE=Z0DLE

4 Transmutatinn

" Level: Whj & (Meral)
Components: ¥ 5 F

Casting Time: 1 action

Range: Close (25 F. + 5 fr./2 levels)
Target: One spirit creature
TDharation: 1 round/level

¥ . Saving Throw: None

¥ (| Spell Resistance: Yes

When you cast this spell, you lutl 2 long needle at a spirit cres-
ture, making 2 normal ranged atrack against the spirie. The
needle can hit incorporeal and even ethereal creatures, though
it lias no enhancement bonus, If you hit, the spirit becomes cor-

poreal and is held in place, unable to move for the duration of
- the spell (though it can still take nonmovement actions, inelud-
"ing attacks). The spirit takes no damage from the needls, but it
becomes much more viilnerable to further setacks, losing any
L “Dexterity hanns to AC and giving attackers a +4 bonue on

« attack rolls, in addition to losing the protective benefits of
' incorporeality The spirit cannot remove the needle that pins it
in place, but another creature can remove it by using the aid
‘another scrion. A pinned spirit is unable to usc any super-
natural or spell-like ability to alter its substance (such as paseous
Jerm, etheveal jaunt, or becoming incorporeal again} or transport
itself {including direension door and teleport),

Focus: A long metal needle,

SYIRIT S=EL¥
MNecromancy

Level: Wuj 5
Compnnents: V5,
Casting Time: 1 action
Range: Porsonal

Tatget: You

Duration: 1 round/2 levals (I

This spell allovws you to send vour spirit outside your body in il
incerporeal form, while maintaining some semblance of lifeis
your physical body. Your spirit has a speed of 90 leer, burit
cannot move more than 200 feet Liom yuur budy. Your spiritcan
be blocked by any spell that wards incorporeal crearures, and it
can be detected and attacked in the same way as incorpo
creatuces can, A shaman can use commiine with lesser spivitar
wwmmune with greater spirit (If you are higher than 4th leveljfn
CONTACT VO, YO CANKOL 508 creaturas pTﬁlN’fi‘!‘-‘.d 1‘)}" 1}1[,I:|sr'|;:tj!i|:]." .
spivits, and you are warded by a pratestion from spirits spell Yaues
spitit can cast spelis that have only verbal components, butit
cannot otherwise attack or affect the physical world,

¥ourr hody, meanwhile, assumes a half-avake state, Inyour .
spirit form, you can issue commands to your body s longas
vou ate within 5 feet ol it It can take only simple acons—
walking, talking {in a slow, shurred fashion), or eating, It is nof
helpless, but it can only tale partiol actions, It loses its Dexter
ity bonus to AC (if any), and focs gain a <2 bonus on artack roll
against it, 3

Damage raken by either your spirit or your body is subt
tracted from your hit point total. If either your spirit or you
body is destroyed, vou die. Il your budy moves more than 20
feet from you, and your spirit is unable to follow (because ofs
protection from spirits spell or some other reason), you die. 1fyou



otherwise prevented from returning to your body at the

s Wj 3 (Warer)
ApOTEnts: W 5,
g Time: 1 round

This spell allows you to expel a powertul breath of super-
niﬁtcd steatn, which billows forth from your mouth and Hlle
|cunc with scalding clouds of mist, Crestures within the
cone take 146 points of fire damage por caster level (maxi-
mum 10dé). The steam clouds dissipate instandly after their
damage is done,

Malerinl Component. & glowing picce of charcoal doused
with water, .

SUBSTITUTION
Abjuration
Level: Celestial 3, Fortune 3, Guardian 3, Sha 3
Components: V, 5, M, T
Casting Time: 30 minutes
Ramge: Personal

;ﬁ:get You
Durarion: 1 hour/level or unril discharged (D)

T!m: spell creates a mystic connection berween you and a spe-
;lally prepared figure representing your deity or a spirit you
revere. For the duratioh of the spell, yon take only hslfdamage
From all wounds and artacks (including those inflicted by spe-
cial abilities) that deal you hit point damage. The amount of
damage not taken by you is taken by the figure instead. Forms
of harm that do not involve hit points, such as charm effects,
emporery ability damage, level draining, and disintegration, ave
- notaffected. If you suffer a reduction of hit points from a lowe
tred Constitution score, the reduction is not split with the
Bgure because it is not hir point damage. The spell is discharged
when the fizure runs out of hit points (e, when they reach
o). When the spell ends, subsequent damage 1s no longer
divided between you and the figure, but damage already splitis
nnt reassigned w you,

Material Component; Offerings 1o 4 spirit you revere wortl
10 gp.

Focus: A figure of a spirit you revere, made of glass, woad,
stane, ot iron. The statuek hit points and cost depend on the sub-
stanee of which it 15 made. A glass figure has 10 hit points and
eosts 25 gp, a wood fignee has 25 hit points and costs 250 gp, a
stone figure has 50 hit pointe and costs 375 gp, and an iron figure
hag 100 hit points and costs 750 gp. You may use this figure for
multiple castings of this spell, but you cannet repair it or restore
itz lost hir points,

UVRMOMING WINRD

- Transmutation
Level: Wj 5
Components: V, 8

Casting Time: 10 minutes
Range: Ten miles/leve]

Targer: Up to ten creatures/level
Duration: Inscantaneous
Saving Throw: None

Spell Resistance: No

¥ou send 2 message or sound on the wind to s number of spe-
cific creatures that you identify while casting the spell. The [
specitic identity of 2ach recipient need not be known, but you [|[|§
mugt be able te disrinpuish them by their position or some [
feature other than race or character clage. For example, vou .I
could send the message ro the soldiers of your pnlnce guard or I
to the governors of all the provinees in the empire, The sum- Il
mening wind travels to cach recipicnt, provided thatitean find |
a way from you to their locations. (It can't pass through walls, §
for tnstance.) The summoning wind is as gentle and unnoriced
as @ zephyr winil it reaches the recipients, It then delivers its
whisper-quict message ve other sound and dissipates, You can .'|
prepare the spell to bear a message of up 1 twenty-live words,
cause the spell 1o deliver other sounds for 1 round, or merely
have the summoning wind seem 1o be a fain stirring of the air
Yo can likewise cause the nommoning wind to move s slowly
as one mile per hour or s quickly as one mile per 10 minutes,
When the spell reaches irs ohjective, 1t swirls and remaing
until the message is delivered. As with magic mauth, turemon-
ing wind cannot speak verbal components, use command
wotds, or activate magical effects.

This spell is commenly uged to rally troops, send warnings,
or disseminare proclamations.

SURELIF=
Abjuration
Level: Fortune 2, Cuardian 8, Wuj 8
Components: V, 5, M
Casting Time: 1 round
Range: Personal
Target: You
Duration: 1 minure/2 levels

This spell allows you to proteet yourself against some condi.
tion—such as being immersed in boiling oil or being buried
under an avalanche—diae would ordinarily cause certain death.
You can only prowect yoursell against 2 tatural occurrence or
conditon, nor against a spell or the action of @ creature (such as
the breath of a dragon or the swords of a group of bandits). You
must specify the condition against which you wish to protect
yourself, and the spell is effective only against thar condition,
Shenld yon he subjected to that condition during the duration of
the spell, you feel na discomfart and take no damage from the
condition. However, the spell does not protect any items carried
on your person. At the end of the spells duration, the condition
hag tull normal effects on you if you are still subjected to it.
Material Component: An ointment of peach syrup and
cinnabar.

SUSTAIN
Transtnutation
Level: 5ha 4, Sch 4
Components: V, 5, b
Casting Time: 1 round
Range: Touch
Target: Up to one living creature touched/two levels
Duration; ¢ hours/level



Saving Throw: None
Spell Resistance: Yes (harmless)

The recipients of the spell can go withour food or warter for the
duration of the spell, feeling no hunger and suffering no ill
effects from the deprivation. An affected creature can eat or
drink normally withour difficuley. When the spell ands, the
creatires mist resume normal eating and drnking hgbim, bt
do not feel any adyerse effects from the missed meals, The size
of the creature 1s not a factor; a tiny lizard and & dragon ave both
fully nourished by the spall

1f a target of the spell is suffering from hunger and thiret, the
spell relieves the creature as if it had eaten one healthy meal for
every & hours of the epellts duration,

Material Component: A flask of werm sake and a rice cake,

Alteration

| Lewel: W 2 (Watar)

- Components: V[ 5, M

Casting Time: 1 round

| Range: Medium (100 ft. + 10 fr./Tevel)
| Target: One creature

Duration: 3 rounds/level

Saving Throw: None

Spell Resistance: Yes (harmless)

M This spell gives the tecipient the ability o swim with the ease
rru:ut" a fishy, though it does not impart the ability 1o breathe water,
‘The creature can swim at its normal (land) speed without
making Swim checks, so long 4s it is not carrying more than s
. light load. It gains a +& competence bonus on any Swim checks
| to perform some special action ar avaid a hazard, thongh it still
| suffers the normal penalty for weight carried (-1 per § pounds
“earried) It can always choose to take 10, even if rushed o

| action while swimming, provided it swims in a straight line.
| Ifthe creature is carrying more than a light load, it still geins
the +8 competence bonus on Swim checks, but it must make
Swim checks to move {including the nocmal penalty for weight
carried). The other benefits of the spell still apply.

Malevial Component: A goldfish seale,

ISWORD OF DARKNESS
| Mectomancy [Evil|

| Level: Maho 7, Waj 7

Components: V| 5, M

Cacting Time: {action

Range: Medium (100 ft. + 10 ft./level)

Effect: Blede of negative energy

. Duration: 1 round/level (D)

. Saving Throw: None

“Spell Resistance: Yes

'gz'*; blade made of pure negartive energy appears and attacks
-UppUnents at a distance, as vou direct it It striles the opponent
you designare, starding with one attack in the round when the
-spell is cast and continuing each round thereafter 1t strikes as 2
spell, not a weapon, so, for example, it can strike incorporeal
creatures. The blade atracks with your bace dttack bonus and
hestows one negative level per hit. It threatens 1 crirical hit on
a 18-20 and bestows two negative levels with a eritical hir,

If the subject has at least as many negative levels as
HD, he dies. Bach negative level gives a creature the

following penalties; —1 competence penalty on attack roll
saving throws. skill checks, ability checks, and effertive level
derermining the power, duration, 10, and other details of
ar special ahilities). Additionally, a spellcaster loses one spellor
spell slot from her highest available level. Negative levels sta

Assuming the subject survives, he regains lost levels g
a number of hours equal to your caster level, Usually, ne:
tive levels have a chance of permanently draining the subje
levels, but the negative levels from the sword of darhness don
last long encugh to do o,

If the sword strikes an undead creature, it gives that creature
5 temporary hit points per two caster levels {maximum 25 (enr
porary hit points) for 1 hour.

The weapon always strikes [rom your direction, It doe
get a flanking bonus o1 belp a combatant ger one. Your f
{such us Weapon Focus) or combar actions (such as charg
not affect the weapon, but your lack of proficiency doe
hinder it either, If the weapon goes bevond the spell range, i
goes ourt of your sighr, or if you are nat directing it, the weap
rerurns to you and hovers.

Each round after the first, you can use a standard actio
switeh rhesveapon to a new target If vou do not, the
continues to attack the previous round's targer. On any
that the weapon switches targers, it pots one attack (as it do
the round when the spell is caet). Subsequent rounds of att
ing the same target allow the weapon to make multiple at
it ite bage attack bonus would allew it to. The sword of dardi
cannot be attacked or demaged. 3

If an sttacked creature has spell cesistance, the resistance fs
checked the fiest time the sword of darkness strikes i I
weapen is successfully resisted, the spell is dispelled. If no
the weapon has its novmal [ull efTect on that creature for g
duration of the spell,

Mulerinl Component: A karana or long sword worth at least 00
gp, which is sharrered against a stone while casting the spell®

SWORD OF DECE?PTION
Evocation
Level: Wuj 5
Components: V.5 F
Casthig Time; 1 action
Bange: Medivm (100 fr, + 10 fT./level)
Effect: Fale green blade of force
Duration: 1 round/Qevel (D)
Saving Throw: None
Spell Resistance: Yes

A hlade made of pale green force appears and attacks opponeniy
at & distance, as you direct it, It strikes the opponent you desi
nate, starting with one aresck in the round when the spell s
cast and continuing each round thereafter. It serikes a5 a spll]
not 3 weapon, 50, for example, it can strike incorporeal ¢
tures. The blade attacls w:t]Pthc base attack bonus of a
whose level 15 equal to your caster level, and it deals 1d4 pofi
of damage per hir. It threatens a critical hit oura 19-20 and dedly)
double damage with a critical hit. In additiun, cach hitong
single creature inflicts ¢ —1 luck penaliy on thar crearures
saving throw toll (-2 with s critical hit), Successive
increase this penalty, tw s maximum of -5 on a single cres
This saving throw penalty lasts unril the creature is forced
make a saving throw in 2 dangerous situation. Remave curse and
similar spells can cancel the penalmy: '
The weapon always strikes from your direction. It d
get a flanking honus or help a combatane get one. Your s



such 25 Weapon Focus) or combat actions (such as charge) do
-~ not affect the weapon. If the weapon goes beyond the spell
Cpange, if it poes oot of wour sight, or if vou are not directing it
the weapon returns toyon and hovers,

Each round afeer the first, you can use a standard artion to
4 guitch the weapon to 2 new target. If you do not, the weapon
continues to artack the previous round’s target, On any round
 fhat the weapon switches tarpets, it gets one attack (as it does in
the round when the spell is cast), Subsequent rounds of sttack-
g the same wrget allow the weapen to male multiple ateacks
lf|.t3 basc artack bonus would allow it to. The swond ﬂfde:{!phoﬂ
-ﬂn.mt be attacked or damaged.
Ifan attacked creature has spell resistance, the tesistance is
thecked che fiest time the sword of deception strikes it. If the
weapon 1y successTully resisted, the spell is dispelled. 1 not,
 the weapon has its normal full elfect on dhat creature for e
 turarion of the spell.
Foctis: A mintarure replica of a sword and a set of loaded dice.

TERRA COTTA LION

Transmutation
| Level: Wuj 5 (Earth)

ks ey cotta warrior, but the spell animates a‘statuette of a foo
 lon (a celesttal dire lon) into & Huge animared object. Like a
‘terra cotta warrior, a terea cotta lion has improved speed {30
_EFM:I and a hardness of &. It has none of the special attack forms
escribed in the Monster Manual.

ithe: spell, the statuette can be reused, Ortherwise, it must be
' rpaired or replaced.

I=RRA COTTR URARRIOR
mnsmutation

_ I.‘El.eveI W 3 (Earth)

- Components: V, 5, F

- Casting Time: 1 action

'Bange Touch

apget; One statuette

i'}u:nt:un 1 round/level

Ep.ﬁngﬂ:umw Mone

| Spell Resistance: No

T_cm cotta statues are popular items of decoration and deveo-
o tion. This spell turns an innocuous statuctte, no more than &
inches tall, into a full-sized warrior, ready to fight your foes. The
| smatuetce becomes 2 Mediumesize animated vbject, as descriled
! {nthe Monster Manual, The seatuerce has 2 speed of 40 feetand a
 hardness of 6. It has none of the special amack forms described
in the Monster Manual,

. Hocus A terra cotta statue of a wartior; up to 6 inches gall and
sting 1 gp. TF thie terra corta warrior remains intact at the end
of the spell, the statuette can he reused. Otherwise, it must he

- Eyocation [Earth)

" Level: Shu 2 (Earth)

i 'g‘gmprmems: V5, TIF
Casting Time: 1 action

- Range: Touch
:EEect'TetsubnhltE beam

THORNSKIN

Focus: A& terra cotta statne of a foo lion, ipto 1 foor tall and
costing 10 gp 1E the terra cotra lion remains intactat the endaf

Duration: 1 minute/level (D)
Saving Throw: MNone
Spell Resistance: Yes

A a-footlong retaiho farmed of earth springs forth from your i
hands. You wield this weapon with proficiency as of it were a
greatclub, Attacks with the fetsubo of eavih are regular melee
attacls. The tetsubo deals 1d10 points of damage +1 point per |18
two cacter levels (maximum +10), The tetsubo is considered 5 |0
+1 weapon for purpoees of overcoming damage reduction,

Aransmutation

Lewvel: Wiy 3 {Wood)
Components: ¥, &, M
Casting Time: 1 action
Range: Personal

Taxget: You

Duration: 1 reundlevel

When fou cast this spell, you become so completely attuncd to
the clement of Wood that your skin sprouts thorns all over.
These therns do not damage you, but they both increase the
damage you can deal with an unarmed attack and make you a
dangerous person to grab. When you make @ successful
unarmed atrack, you deal {d6 poines of normal, not subdual,
plercing damage.1f you already deal extra damage, because you
are 2 multiclassed monk or for any other reason, your damage
increases by one die type: 1ds to 1d8, 1da to 1d10, 1d10 0 1d12,
1d12.00 1620, 1420 t0 2012, 1Fyon e ericher Eareiaf fatiiral
atrack, such as a.claw artack, ugé 1dé ar your claw damage,
whizhaver iz botter

- creature that hits vou with 2 natural weapon or unarmed
attaek, including an attempt to grapple; takes 1d4 points of
piercing damage
 Matetial Component: A thorn.

TOMBE OF TAD=
Transmutatiorn
Level: Shu' WiEarth) &
Components: V, §, M, DF
Casting Time: 1.ﬂ:-u.ﬂd
Range: Touch
Target: Shadowlends creature touched
Dharation: Concentration
Saving Throw: Fortitude partial
Spell Resistance: Yes

When vou cast this spell, you atterpt to draw out the tmpure
substzance of a Tainted creaire and replace i with your own pure
substance. The spell is draining for you to cast, but it is deadly to
crearures thar are Infecred with the Shadowlands Taint.

You can only cast this spell on a Shadowlands crearure (2
creature with the Shadowlands subrype or with a Taing score).
When you touch rthe creature, it must make 2 Fortitude saving
throw 1f it succeeds; it is nnaffected by the spell. 15t fails, its
skin turns to jade and it is immebilized, standing helpless The
creature is aware and breathes normally, but cannot takee any
physical actions, even speech. It can, however, execute purely
mental actions (such as using a spell-like ability), The effect is
similar to that of held person.

Each round you meintain the spell, the creature must :i
attemnpt another Fortitude save, IE it fails the save, it takes '
1d6 points of permanent Constitution drain. Each



round you maintain the spell, however, you take 16 points of
subdual damage, Il you &l unconscious, or if the crearme suc-
ceedsat ity Fortitude save, the spell ends,

Malerial Component: A finger of jade worth at least 50 gp.

TRANCE

. Divination

Level; Mature 1, 5ha 1
Components: ¥, S

Casting Time: 1 moumld

Range: 120 fi.

Area: 120 fT spread, centered on you
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: Mo

| You place yourself in a deep trance, during which you cannot
. move, speak, or take any action. In the trance, you are hlghi}"
- attuned to the powers and forces in the immediate areal ¥on can
¥ sense certain magical creatures and effects,witl?inﬁthc apcﬂ%
areq. Each round Fou remain in the trym:, ’j:‘orurfccl thﬁ f.u:\ea-
ence of any one lesscr spirit, greater apirit,
_magical cffcct, or haunting within the spel
‘determine the general type of rh.i:h:g%‘t"o‘ﬁﬁﬂﬁ"
spirity evil haunting), bur cannetednmmunica i:*fwiih o Ay
way or gain any other inlognution uhuuu:. sing this spe,]l
L does give you envugh information fo h‘ubﬂe'quent]ﬁ‘l;aﬂ Eom-
- mune wilh lesser spiril ora bu:uﬂzmspellm uurrfmuﬂl{:arﬁ wirh the
. spirit you desire 1o conract,

' Enchantment Gmnpulsmn}"[M!nd ﬁﬂ'ecﬁng]

M Lcvel: Wuj e
4 Components: ¥V, 5, b

| Range: Medium (100 ft. + 10t /leve])
Area: 10-T. burst

Durarlon: See text

Saving Throw: Will negates

Spell Resistance: Yos

This spell causes humancids of Mediume-size or smaller within
the ares to freeze in place, standing helpless a5 if attecred by the
hold person spell. When casting the spell, vou must specify some
| | condition that must be met to release the victims " Wait hore
until I return,” or "Stay here for all eterniey! for example: You
muy specify any condition, howewver implausible, but the spell
ends as soom a5 that condition is met. For every hour the crea-
turcs are transfixed, they can attempt another saving ticow,
The spell affects an area, not (divectly) the creatures in il so
creatures that are removed from the wreaare freed from the spells
e’ITEBC.IS, and hiumanoids of Mediume-size or smaller thar enrer the
fait:d miust make a successful saving throw or become rransfixed.
all affecred crearures are freed from the spell, the spell ends
~and additlonal creatures entering the area are not affecred.
- o Materfal Component: A drop of pine resin,

UVLN=ERABILITY
Transmutation
Level; Sha s
Compoenents: v, §
Casring Time: | action
Range: Touch

, Target: Crearure rouched
Duraron: 1 round/level
Saving Throw: Will negates
Spell Resistance: Yos

Uhis spell lowers the subject’s damage reduction value by S/
Thus, if you suecessfully case vulnerability on a dragon wi
damage reduction 15/+2, it damage reduction becomes 10/i
For every three caster levels beyond 11th, the damage redy
tion decreases by an addirienal 5/+1: 1uf+2 at 14th, 15/:38f
17th, and 20,14 at 20th. i

WALL OF BON=sS
Conjuration {Creation)
Level: Crave 4, Maho 4, Whyj 4
Components: V, 5 M
Casting Time: 1 round
s Medium (100 fe 10 £t /level)
Effeet: Wall of bones whose area is up to one 10-f,
squazelevel (5)
Durancrq. i{‘.t ni‘muﬁcs
\'m;T]mehNuue
S p-e]l Rﬁaiﬁm&’ o

i spell causes a wall of bones 1o erupt from the earthin
whatever shape you destre, as Iong as it is solidly hased.on the
‘ground: You cannot CDITJuT,E the wall so that it necupies the
same space asa. cr&atumnr anﬂﬂier object. 'Lhe wall is not s
having many small ﬂﬁ@uugs and gaps. Creatures behind
“wall have three-quarters cover against attacks from the other
‘side of tha'wall Creatumes of Small size or smallar can elip ant
wﬂggle through thewallara rate of 10 feet per round. Mediume
size creaturas cat move through it with the Escope Artis
Ekﬂ.l—ﬂ Euﬂc%sﬂ.ﬂ ;hgck {DC Z\U} EIH{:-WS the creature to mo -'-_'
10 feet, A creature of any size that moves through the wallis
this fashion takes 1d8 points of damage for every 10 feet map
‘eled becausc of the shatp spikes and edges within the wali

The wall is ¢ inches thick per caster level. Each 5-fout SguaE
has 10 hit points peré inches of thickness, The wall mkes oaly
half damage from slashing and piercing weapons, If a creature.
teles wbieak through the wall with a single atrack, the DC for
the Strength check is 15 +2 per caster level, _

The wall is composed of bones of many different typis of
creatures, fused in bizarre angles. It cannot he animated byan
atimate dead spell, nor communicated with via speak with denl

Mﬂrmr:i Component: A withered peach branch taken froma.
cemetery

WARNING
Dhivination
Level: Guardian 2, Sha 2, Soh 2
Components: V, §
Casting Time: 1 action
Range: Tonch
Larget: Creature touched
Dpration: 10 minutes/level
Saving Throw: Will negares (harmless)
Spell Resistance: Yoo (harmless)

This spell heightens the subject's senses and awareness of
danger. The subject gains a +4 insight bonus on Listen and Spot
checks and retains his Dexterity bonus to AC (if any) regard
of being caught flat-footed or steuck by an invisible atta
(I1e still loses his Dexterity bonus w AC il 1mmub|1u.e;!'1



UATER TO POISON
Aransmirtation

Level: Maho 4, Wj 4 (Water)
Components: V, 5, M

Casting Time: 1 round

Range: Touch

Torget: | pint of water/three levels
Turation: Instantaneous
'Sa?uyg'l']:lrcw Mone

s Spcllllcsmrancc Mo

 This spell transforms a volume of water inro an equal volume of
ingested poisun. The saving tuow DC of the poison is the same
g the spells DG would be (15 + your Intelligence muodifier),
 The poison’s initial damapge is { point of temporary Constitu-
fion damage, and its secondary damage is 1d8 points of tempo-
- rary Constitutionh damage. A single swallow of polson s
enough to cause this effect, but drinking more does not
dncrease the effect.

~ Material Carﬁpnnmf"'l'i‘le Fﬂng nfa poisononsg arake
W=APON BLESS :
- Trnsmumation

Level: Fury 1, 5ha 1, Soh 1

| Components: V[ 5, F

Casting Time: 10 minties

HRange: Touch

Target: Weapon touched

- Duration: Permanent until dischargad

' Saving Throw: Will negates {harmless, object)

.-Spe]l Resistance: Yes (harmless, object)

L{:n_;mrc one weapon for combet against o particular foe.
e casting the spell, you write the identity of the for on the
“weapon, along with spirit invocations to give the weapon
power. Although you do not need to know the exact name of
- the incended victim, you must still identify the crearure specif
ially, You canaot, for exaimple, bless 2 weapon for use against 2
lappa" but you can bless it for nse against “the kappa who lives
InChi Sheng’s pond.”

The first time the blessed weapon is used against the rarger
. creature, its wielder gaing a +5 enhancement bonus on the flrst
attack oll and a +5 bonos on damage if the first ateack is suc-
cessfiul. After the first attack, or if the weapon is used against
ahother foe before it is used against the target creatore, the
yritings on the blade disappear and the spell effect ends.

Focus: A writing brush and inlk,

UHEN TWO B=COM= ON=
- Mecromancy

Tevel: Shu 3 (Water)l—Tuchi Sehool

Lomponents: ¥, 5 LF

Casting Titne: 1 sction

- Range: Personal

- Target: You

- Duration: 1 round/level (D)

' When you cast this spell, your spirit enters the body of your
' horse (which you musat be riding when you cast the spell) and
| merges with the horse’s own. Your own body hunkers low on
. the horse’s back and holds on tight for the duration of the spell;
tis a part of the body you and your steed share, but not a par-
ticularky wselul pare,

WHI?

WITHaRING ?ALM

As a joint creature, you and your mount share all your
skills, feats, and abilities. You make all checks, saves, and
attack rolls using the betrer base number {vours or your
horseshand the bewer ability score modilier, You retain yow
own Intellizence, Wisdom, Charisma, memory, personality,
level and class, alignment, and extraordinary and supernaru- [
ral abilirles; You galn vour horse’s Strengrh, Dexteriey, Con- || [l
stitution, speed, natural armor and weapons, and exiraordi-
nary ahilities.

Uinponents can artack either yourhody or }rnurmnum's.‘mur
body uszes the mounts Dexterity bonus to AC, not subject to the
maximun Desterity bonus for your armor type, with your own
size modifier, srmor bonus, and magical bonuses: Your mount's |||
body usee ite gwn Dexterity bonus, size moditier, atmor bonus, NI
natural armer bonus, and any magitnl bonuses derived from {1
items on your body other than armor {such as an ameulet of natu-
val arneor ot ring of profection ), I

You and your mount sharc a pool of hit points equal to your I
combined total hit points. When an opponent hits either your
body o your mount’s, the damage is subtracted from this com- |1}
bined pool, Neither you nor your mount becomes disabled or |
dylng il all these combined i s die exhausted. When
the spell ends, you divide the hit poins remaining in the pool
as you choose berween you and your mounr,

Evocation

Level: Whj 2
Compuonents: W, 3, M
Casting Time: 1 aciicen
Range: Touch

Effect: A whip of force
Drration: 1 round/Jevel
Saving Throw: See fext
spell Resistance: Mo

This spell ereates @ whip formed of magical foree; the spell
alzo grancs you the ability to wield this whip with profi-
cieney Sitmply cracking the whip creates a sonic, mind-
affecting effect that keeps normal animals (not bessts, mapi- £
cal bessts, or vermin} at bay unless they succesd at a WiHll "5
saving throw, Affected animals stay at least 30 feet pway from
you for the durarion of the spell. T you succeed at & normal
ranged attack with the whip againast any normal animal, the
rzrget animal must succeed at a Will saving throw or become
(tightened, Frightened creatures suffer a —2 morale penalty
on attack rolls, weapon damage rolls, aod seving theows, and
flee from vou as well as they can. If unable to flee, creatures
may fghr,

You can use the whip in combar against other opponents as if
it were @ normal whip,

Matertal Covponent: A small sillc whip

Mecromancy

Level: Maho 7, Wuj 7
Components: V. 5

Casting Time: 1 action

Range: Touch

Target: Living creatute touched
Diration: [nsrantaneous
Swﬁ:g]‘hmw Fortirude negates
Spell Resistance: Yes



A touch from your hand can cause the target’s body to weaken
and wither, With a successful melee touch areack; you deal 1
point of temporary Strength damage and 4 point of temporary
Constitution damage per two caster levels to the targer. 1 you
score a critical hit, the damage from the hit is actually perma-
nent abilicy drain.

WOOD ROT

l Transmutation
Level: Maho 5, Wuj 5 (Wood)

Components: V| 5 M

Casting Time; 1 action

Range: Touch

Target: Oue nommagical wooden object {or the volume of the
ubject within 3 fe. of the rouched point) or one planr crearure

| Duration: See text

“Saving Throw: None

. Spell Resistance: No

Any wond stem or plant creature you touch becomes ingtan-
taneously rotted, decayed, and worthless, effectively
destroyed. IF the item is so large that it cannot fit within a 3-
toot radius (2 large wooden door), a 3-foot-radiug valume of

the wood is retten and destroyed. Wooden magic items are
| immune to this spell.

You may employ weed rof in cambat with & successful melee
\ touch sttack. Wood rot used in this way instantanecusly

destroys 1d¢ points of Armer Class gained from wooden
- armor or shields (up to the maximum amount of protection
‘the armor offered),
| Weapons in use by an uppunent largeted by the spell are more
difficult o grasp, You must succeed ac a melee touch amack
| apainst the weapon. A wooden or wooden-hafted weapon that is
| hiris destroved, Note: Striking at an opponents weapon pro-
#vokes an atrack of opportunity. Also, you must touch the
weapon and not the other way around,

Against plant cveatires, moad ot instantaneously deals 3da
| pointg of damage +1 per caster level (mavimum +15) per suc-
cessful attack. The spell lasts for 1 round per level, and vou can
make one melee touch attack per round,

Matevial Component: A live termite.

(WORDS OF TH=E KAMI
Evocation [Sonic)
Level: Shu 7 (Water)
Components: ¥
Casting Time: 1 sction
Range: 30 ft,
Area: Creatures in a 30-fr-radiuz spread centered on you
Duration: Instantaneous
Saving Throw: Mone
$_pell Resistance: Yes

‘éﬂa utter the holy words of the kami is to bring forth magic of
- aweseme power Creatures with the Shaduwlands subtype ur
“with a Taint score suller the following ill elfects:

T
HD Effect

' 12 or more Deafened
Less than 12 Blinded, deafered
Less than 8 Paralyzed, blinded, deafened
Less than 4 Killed, paralyzed, blinded, deafened

The effects are cumulative,

Deatened: The creature is dealened for 1d4 wunds, A
ened creature; in addition w the obvious effeces, sutomatics
{uils Listen checks, suffers a — penalry on inidarive, and
20% chance eo miscast and lose any spell with a verbal (V) com:
ponent tha it irles o cas,

Blinded: The creature is blinded for 2d4 rounds. Tn additi
the abvious effects, 2 blinded crearure suffers & 508 miss ch
inn combat (all opponents have full concealment}, loses any
terity bonus to AL, grants 3 +2 bonus on sttackers' attack
[rhev are effectively invisible), moves at half speed, and s
—4 penalty on most Strenpth- and Dexterity-based skill che

Paralyzed: The creature is paralyzed and helpless for 1
minutes, unable to move or act in any way ).

Killed: Living creatures die. Undead ereatures are destroyed

Creatures free of Taint and without the Shadowlands subtype
including the spellcaster, are deafencd for 144 rounds, regan
less of their it Dice,

YAKARO'S ANGER
Evacation [Light]
Level: Shu & [Fize)
Components: V5, DF
Casting Time: 1 action
Range: 10 feet
Axen: All sighred creatures within 2 10-0-sodius burst cen-

reved onyou

Durativn: Insiantaneous
Saving Throw: Reflex negares
Spell Reslstance: Mo

This spell unleashes the anger of the sun deity in 2 blinding!
flash ariginaring with you and expanding ourward. Any cre
ture within the area of the spell that can see you must malks
saving throw or be temporarily blinded. The blindness lasts for:
1 minuta per caster level,

In addition to the obvious effects, a blinded creature sufferss
50% tnigs chance in combat (all spponents have full concea
ment), loses any Dexterity bonus to AC, grants 2 +2 bonusg
atteckers' attack rolls {they are cffectively invisible), moves
half apced, and suffers a —4 penalty on Search checks and mos
Strength- and Dexterity-based skill checks,

Sightless creatures are not affected by Yakamo's anger.

YARI OF AIR

Evocation [Air]

Lewvel: Shu 2 {Air)
Componecnts: ¥ 5, DF
Casting Time: 1 action
Range: Touch

Effect: Yarilike beam
Duration: 1 minueelevel (DY
Saving Throw: None

Spell Resistance: Yes

Ae-foot-long shaft formed of air springs forth from your hands
You wield this shaft as ifit were 2 yan (shorrspear). Ateacks wit
the yartof arr are regular melee attacks. The vari deals 1d8 poin
of damage .1 point per two caster levals {maximum +mj|.
vari is considered o +1 weapon for purposes of overcoming
damage reduction, ]
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- 58—65 SH} ‘Specific armor or shigld®s  —
38-100 64-100 64-100 Special ability and roll againt—
*Armeor can’t actually have bonuses this high, Use these lines

to determine price when special abilities are added in,
**Roll on Table 8-7: Specific Armars and Shields.

| tRell on Table 8-5; Armor Special Abilities or Table 8-6:

|| Shield and Tessen Special Abilities,

18-3: Random Armeor Type and Table 8 Random Shield Type
| “contain separate columns for random genesation of armor and

| shields in & Rokupgan campaign or ina Jifferent sore of Oriental
L Adverthives setting,

A Most magic armor and shields only have enhancement bo-
| muses, Such lrems can also have the special abilities detailed in
the DUNGEOY MASTERS Guide and here. Avmor or a shiald with 2
special ability must have at least a +1 enhancement bonus.
{ Agility: This armor gives its wielder 4 +2, +4, or +6 resistance

bonus on all Reflex saving throws made while wearing the armot.
" Caster Level: sthy Prevequisites: Craft Magic Arms and Armor,
tesistance, caster level must be three times armor's bonus; Market
Price: +2,000 gp {22}, +8,000 gp (+4), or 15,000 {16},

Balanee: This armor gives its wiclder a +8 competence
bonus on all Balance cheels while wearing the armer,

Caster Level: Sth; Prerequisites: Craft Magic Arms and Armor,
eal’s grace; Marhet Price: +1,280 gp.

Blurring: This armor makes its wearer appear Blucred and iy,
just like the bl spell. Ir functions whieneyver the ammor is wormn.

Caster Level: 3rd; Prevequisites: Craft Magic Arms and Armor,
- blur; Murkel Price: +50,000 gp.

Displacement: This armor makes 11s wearer appear to he
" sstanding right next o his actual location, just like the displaze-
“ment spell. It functions whenever the armar is worn,

- Custer Level: sth; Prerequisites: Crafr Magic Arms and Armor,
displacement; Market Prce: +100,000 gp.

Fear: Three times per day, this armor allows the wearer o
radiate an aura of fear to 3 radius of 30 feet, All creatures
within this radius must make a successtul Will save (DC 14}
ot become panicked. They sutfer 1 —2 morale penalty on

saving throws, and they flee from you, A panicked crea-
ture hasa 50% chance to drop what it's holding, chooses

. TaBLE 8-3: RanooM ArmOR TYPE

Minaor Medlurn Major Item Market Price
O1E20 10103 It ahla H1,0008
21-80 0470 — +1 armor +1.000 zp
81°82 N1 18— {Zshield 4,000 gp
83-27 19-30 12 armor +4,000 gp
— 3133 01-05 42 shiald £9,000 gp
— 3950 06-16 +3 armor 5,000 gp
— 5125201725 4 shisld 116,000 g
—  53-57 26-3% 4 armor +16,000 gp
— —  3ECAR LEshield 25000 ap
— — 45—5? +5 armor +25,000 gp
— —_ —  +Gshigld® 436000 pp
— — —  +Gamort +36,000 EP
— == s 49,000 gp-
— — — 47 armar® +48,000 2p
— = = el +B4000 gp
= — — —  +&armark +64,000 gp
— = = s9shida 81,000 g
=1 = —  +2anmert +41,000 gp
— — —  +10shigld* 100,000 gp
— +10 armart +100, {JDU gp

TaBLE 8—4: RaANDOM SHIELD TYPE

Rokugan Mon-Rokugan®

d% ¥ Armor
{2 1§ B1-03 Padded
— 04-07 Chd.hdr—dlﬂd‘i
- 08 Dastanaf
— l'.'|9~l2 Leather
— 14-17 [Hide
— 18-23 Studded leather
02 24 Eonet
0392 2508 AsHigarut
— 30-15 Leather scalcf‘
— 340 Dhenukaf
— 4148 Brigandinet
13=25" 4752 Chajn shirt
- 53-54 Scale mail
2658 6065 Partialarmort
- RB—731 Chainmail
— J4-20" Lamellar)
— R1-R5 Splint rail
— 882 Randed mail
56-100 93-100 Graat armary :

“Maot all the listed armor types are necessarily availablein g
particular non-Rekugan Criental Adventures campaign. Rerall
inappropriate results, or choose the nearest appropriate armoe

TArmor type described in this book. Others are described in
the Pluyer's Handbook.

Rokugan MNon-Rohkugan®™

dv d3% Shield
0780 01-06 Tessent
—_ 07-12 Buckler
= 13-18 Shield, small, wooden
17-20 Shield, small, steel
— 21 40 ‘Shield, |arge, wooden
- 41-90 Shield, large, steel

— 9195 Shicld, fower
21-100 96-100 Kappa shellf 1180 2
*Maot all the listed shield types are necessarily available ina.
particular non-Rokugan Oriental Adventures campaign. Rerall
inappropriate results, or choase the nearest appropriate shisld
Tahield type described in this book, Others are described in,
the Player's Handhaok.

its path randemly (a5 long as it is gerting avray from immedis
ate danger), and flees any other dangers that confront it I
cornered, 4 panicked ereature cowers,

Caster Level: 7th; Prerequisites: Craft Magic Arms and Armog
fear; Marhet Price: 13 bonus,

Healing: Once per day, this armor heals the wearerasif s
ing cure moderate wounds on him (healing 2da+3 hit poins),
occurs automatically the first time in a day the wearer has been’
wounded to 20 points below Lis masimum hit poinsorlo e

Custer Level 3vd; Prevesisites; Craft Magic Arms and Armon
cuere mroderate wownds, deathwatch; Marfaet Price: +2 bonus,

Presence: This armor provides the wearer with 2 +
enhancement bonus 1o Chatisma,

Cester Level: 12th; Prerequisites: Craft Magic Arms and Armar
creator must be 12th level; Marbet Price: +7 homus,

Shapeshifting: This armar’s enhancement banus becomess:
deflectinn hionos when the wearer changes shape by me,gpu i
morph self or other magie. Thus, 2 hengevokai wearing +2
shapeshifting brignndine armor would gain a +2 deflection bonug
to her AC in her animal form.



[ABLE 8~5: ARMOR SPECIAL ABILITIES

. Market Price
_ Innr Medium Major Spacial Ability Madifiert
] 0102 —  Balanzet} +1,280 gp
03-05  —  Agility (+2)F +2,000 gp

0508  —  Stamina (+2)F 42,000 gp

0g-11 af Fortification, light +1 honis

12=17% [ Shadew +1 honls

18-23 03 Shapeshifiing? +1 bonus

74-31  04-05  Silent moves +1 bonus

32-35  06-07 Agllity (+4)7 +8,000 gp

3945 08-0% Stamina (+4)f +8.000 gp

46 10-11  Spell resistance (13)  +2 bonus

47-45 12-14 Healingf} 42 bonus

50-52  15-16  Presence] +2 bonus

53-54  17-18  Wild] +2 bonts

53-38 19-20 Fearf +3 banus

55-61 21-23  Ghoest touch +3 bonus

— 24-25  Invulnerability +3 bonus

62-66 26-28  Fortification, moderate +3 bonus

&7 29-30  Spell resistance (15)  +3 bonus

6871 31-35  Acid resistance +3 bonus
72-75 2640 Cold resistance 13 bonus

7679 4145  Fire resistance +3 bonus

2083 46 50 Lightning resistance  +3 bonus
84-87 51-55 Sonic resistance +3 bonus

2890 56-58  Agility (+8)f +18,000 gp

91293 5061 Stamina [+6)F | +18,000gp

9405 G2-64 Spell resistance {17}  +4 banus

96 B5-65 Etharealnecs +5 bonus

97-98 67-68 Fortification, heavy +45 bhanus

—_ I0=31  Spell resistance (19)  +5 bonus

- F2-1%  Blurring| +50,000 gp

e 74  Displacementf 100,000 gp

99100 99-100 75-100 Roll twice again®™* =

~*Many of these special abilities, |lke those In the Dunceon
WMASTER'S Guide, have a market price |Isted as an addition to
the armor’s effective bonus. Others, however, simply list a
price addition. These enchantments do not increase the
ammor's effectiveness, bul bestow other abilities un the
armor's wearer. The cost fur these enchantments is deter-
“mined using the guidelines in the Dunceon Master's Guide.,
i fyou roll a special ability twice, enly ane counts, If you rall
o versions of the same special ability, use the better

' {5pecial ability described in this book. Others are described
in the Dunceon Master's Guide.

Caster Level: 7th; Prevequisites: Craft Magic Arms and Armor,
pilymorph self; Market Price: +1 bonus.

' Rignaling: The bearer of this shield can cast whispering wind
three times per day

- Caster Lewel: 3rd; Prerequisttes: Craft Magic Arms and Armor,
Auhiispering wrind; Market Price: +12,960 gp,

Stamina: This armor gives its wielder a +2, +4, o1 +6 resist-
(unee bonus on all Fortitude saving throws made while wear-
ing the armor,

Caster Level: Sthy Prevequisites: Craft Magic Arms and Armor,
‘wsistarce, caster lovel must be three times armor's bonus; Market
| Brive: +2,000 gp (+2), +8,000 gp (+4), or +18,000 (+6).

Wild: The wearer of a suit of armer or a shield with thia
eiichantment preserves his atmor bonus (and any enhance-
‘ment bonus) while in Ler wild shape. Armer and shiclds with
this ability usually appear 1w be made covered in leal patrerns,
hile the wearer is in a wild shape, the armor cannol be seen,
Gaster Level: 7th; Prerequisites: Craft Magic Arms and Ammor,
eld into stone; Market Frice: +2 bonus.

TABLE 8—6: SHIELD AND TESSEN SPECIAL ABILITIES

Market Prica
Minor Medium  Major  Spacial Ability Modifier®
0130 = —  Bashing: +| bants
31=50 - —  Blinding +1 bonus
5 =& == —  Fonification, lighty  +1 boniis
R1-99  01-10 — Arrow deflection +2 bonus
— 1= 01-100 Animated _ +2 bonus
— 17-20 1115 Spell resistance (13)  +2 bonus
— 21=25  16-20° Signalingt +12,960 gp
—-_ 26-30  21-25 Ghost touch +3 bonus
— 31-35 26-35 Fortification, +3 bonus
N - moderated
- 36-44 3638 Acid resistancel +3 bonus
—_ 45-53 3941 Cold resistanced +3 bonus
— 54-62  42-44  Fire resistanced +3 bonus
— 6371 45-47 Lightning resistancet +3 bonus
—_ 72-30 4550 Senic resistancef +3 bonus
= = §1-55 Spell resistance (15)  +3 benus
— — 56-60  Spell resistance (17) 14 bonus
B —— BT 65 Fortification, heawy®  +5 bonus
£81-90 6670 Reflecting +5 bonus
= — 7180 Spell resistance (19)  +5 bonus
100 21100 21100 Roll twice againk® —

*Many of these special abilities, like those in the DuNCEoN
Master's Guide, have a market price listed as an addition to the
shield’s effective banus. Others, however, simply list a price
addition. Thage enchantments do not increase the shield's
effectiveness, but bestow other abilities an the shield's hearer.
The eost for these pnchantments iz determined using the
guidelines in the DUNGFON MASTER'S Guide.
wk|fyou roll a special ability twice, only one counts. If vou roll
twa versions of the same speclal ablliity, use the better.

+Special ability described in this book. Others are described
In the Dunceon Masreir's Guide.

#This enhancement cannot be placed on & tessen.

SP=CIFIC ARMORS AND
SHIELDS

The following suits of armor and shields are usually precen- L2
seructed with exoctly the qualities described hare, Specific J
armor and shiclds shown on the table and not described below
can be found in the Dunceon Masrre's Guide. Some items in the
Dunceon Masters Guide appear in Oviental Advertures with dif
Ferent armor types {and thus slightly different prices) but oth-
erwise identical abilities. Rhiro dhenika is identical vo thing hide
except fur the base acmor Ly pe, great armor of lueck is the same as
banded mail of luck, and a chahar-aina of command is the sane 252
breastplate of command,

TaBLE &-7: SPECIFIC ARMORS AND SHIELDS

Medium  Major ecific Armor Market Price
01-22 = “Rhino dhenuka 5,180 gp
2342 —  Lion's shield 9,170 gp
43-59 = SHaman's bonest 12,,'(?0 Zp
G0-76 0117 Celestial bessent 14,962 gp
T8989 1841 Great armor of luck 19,650 gp.
90-1 00 42-63 Chahar-gina of cormmand 21,475 gp

- G4.81  Devata armory 25,300 gp
- 23100 Oni armorf 42 350 gp

1S5pecific armor or shield described in this book, Others are
deseribed in the Dunceon Master's Guide.

. Celestial Tessen: This 1 1 tessen of blinding can create aray of i
searing light once per day inaddition to its blinding ability




Caster Tevel: Sth; Prevequisites: Craft Magic Arms and Armer,
seaving light; Mavket Price; 14,962 gp; Cost to Creatu: 7,562 + 296 XB
Devata Armor: This bright eilver or gold +1 chainmail is 50
fine and light that it can be worn under normal clothing with
out revealing itz presence. It can also be worn under 3 chahar
aina or with dastana. It has a madmum Dexteriry bonus of +8,
an armor check penalty of -2, and an arcane spell failure
. chanee of 15%. It is considered Kight amon, and it allows the
| wearer to fly on command (as the spell) once per day,
Caster Level: 5th, Prereguisiles: Cralt Magic Atmy and Armor,
W | credtor myst be good; Murhe! Price; 25,300 Ep; Cost to Create;
12,800 gp + 1,000 XE
Oni Armor: This grear armor s fashioned o make the wearer
appear ke an oni. The helmet is shaped to resemble a horned
oni’s head, while the mempo (face mask) carrisas 2 hideans
demonic visape: This +§ great armor allows the wearer to make
“elaw attacks that deal 1d10 points of damage, strike as +1
weapons, and increase the target’s Taint seore by 1. The "claws”
are built into the armer's lote,

The armor bestows one negative level on any untainted
creature wearing it, This negative level persists az long a3 the
| armoris worn and disappears when the armor is removed.
| The negative level never results in actual level loss, but it
| cannot be overcome in any way (including restorafion spells)
while the armer is worn.

Caster Level: 13th; Prevequisites; Craft Magic Avms and Annor,
o cloud of Tuint; Market Price: 42,350 gp; Cosl o Crenle; 22,350 pp +

1,600 XE
_ Shaman's Bones: This +2 bone armor has a protective spirit
‘bound to ir. It grants the wearer a +2 resistance bonus on all
saving throws.

. Caster Level: 5thy Prevequisites: Craft Magic Arms and Armeor,
| resistartee, creator munst be at leasr Ath lowvel, Market Price: 12,170
b oy Cinst to Creale: 6,170 gp + 240 X1

MAGIC WEAPONS

| The following tables are used in the same way as the wables in the
Weapons section of Chapter 8 Magic Items in the Dungeow
Masters Guide, Roll on each table as appropriate o generare a
&« specific type of atmor or shield. Table 8~10; Cominon Melee
Weapons, Table 8<11: Uncommon Weapons, and Table g—12:
Common Ranged Weapons contain separate columns for

i ! TABI.E 8-8: Wearons

Minor Medium Mnlnr Weapon Bonus Base Price”

0= 010 — +] +2,000 2p
71-85  11-20 - 12 +2,000 zp
—  11-58 0-20. 3 118,000 zp

— E0e2 21-3% +4 +32,000 gp

- = 394 +5 +50,000 gp

§ — — — +BH +72,000 gp
T +7% +98,000 gp

g — — —: + R +128,000 gp
B — = = R +162,000 gp
" - — — + [ +2{J[J uoo gp
— ﬁ?.—&ﬂ 5063 Specific weapont -

. B6-100 69-100 64-100 ‘Sperial ability and rall agam_‘g: —
“#This price Is for 50 arrows, crossbow bolts, or sling bullets,
**Weapons can't actually have bonuses this high. Use these
lines to determine price when speclal abilitles are added in.
TRoll on Table §-15: Specific Weapans,

TRull on Table 8-13: Melee Weapon Special Abilities or
Table 8=14: Ranged Weapon Special Abilities,

randem generation of weapons in o Rolugan campaign oring
* different sort of Oriental Adventures setting.

TapLE 3=59: WEAPOM TyrE DETERMINATION
d Weapon Typa

M- Comman melee weapon (zee Tabla 8-10)
?i_—u{l_ Uncammaon weapcn [see Table 8- 'J'I]
R1=100 Cammon ranged Weapen (see Table 8-12)

Tagie 8=10: CoMmon MELEE WEAPONS
Rokugan Non-Rokugan®

d% d3 Weapan
0109 01-06 Battleaxe (onn)
10-14 07-11 Dagger (aiguchi)
L feEl 1207 Greatelub (tetsuba)
24-31 18-23 Greatsword (ne-dachl)
3235 2427 AR il
3685 28-34 Hatana'i'
= 3540 Longsword
= 4145 Mace, light
—_ 46-49  Mace, heavy
6668 50-52 Magamakit
6973 53-56  Naginatat
4-37 57-60°  Munchaku
7881 81264  Quarterstaff (belt
— 65-69 Scimitar
8286 70-75 Shortspear {yari)
£ T6-T78 Siangham
— TH-86 Sward, bastard
= 87-04 Sword, short
A7-a7 — -Waklﬂﬁhi?
Y2100 05100 Warhammer (dai tsuchlj g

*Consult Table T0-2: Weapan Mamaes for appropriate names
for weapons in non-Rokugan campaigns. |
*=hdd to enhancement hanus on lable &=%: Weapons to dater
mine total market price. N

TWeapon type described in this boak. Others are dqu‘nhed
in the Player's Handbaok,

FMasterwork double weapons Incur double the mastenwark
cost to account for each head. Double weapons have separae
magical bonuses for their different heads, If randomly deter
wmined, the sevund head of a double weapeon has the same
enhancement bonus as the main head (01-50 on d%),
doubling the cost of the bonus, or its enhancement bonusis
ane less (51-100 on d%) and it has no special alilities,

RAGIC WERPON SPECIAL
ABILITIZS D=SCRIPTIONS

Maost magic weapons have only enhancement bonuses. Thiy
can aleo have the spacial abilities detailed here, A weapon wi
w special ability must have st least 2 +1 enhancement bong;
Special abilitiee shown on the table and nor deseribed belom
can be found in the Durccon Mastoas Guide.

Agility: An sgility weapon gives its wiclder a +2, 4, or
resistance bonus on all Reflex saving threws made while holds
ing the weapon.

Caster Level: Sthy Frerequisites: Craft Magic Acins and Armey
resistanice, caster level must be dhivee times weapon's ben
Murkel Price: 42,000 gp (+2), +8,000 gp (=4), or +18,000 (+]

Balance: A balance weapon gives its Wtelder a +8 comy

CAts ghace; Markst Pm:u +1, 280 Ep

Bhurring: This weapnt makes its wielder appear blurred and
hazy, just like the blur spell. It functions whenever the weapon:
iz held.



TIBLE8-11: UNCOMMON WEAPONS
Rekugan Mon-Rokugan™

- d% d% Weapon Weapon Costrs
m i Blawgun dartsf (50) +305 gp
0z Blowgun needles| (30}  +302 gp
5sp

03 Blowguni +302 gp
04 Blowgun, greaterf +310 gp
05-07 Butterfly swordt +310 gp
03-03 Chainfl +605 gp
10-11 Chain, spiked +325 gp
12=13 Chakramt +300 gp
dsp

14-15 Chijirileit £ +G08 gp
16-17 Club +300 gp
18-19  Crosshow hand +400 gp
20-21 Crossbow, repeating +550 gp
2224 Dagger, punching +302 gp
25-26 Fukirmi-bari 1300 gp
2728 Gauntlet {kote) +302 zp
29-32 Guisarrne (kamayari) +309 ap
33-35 Halberd +310gp
36-37 Handaxe +306 gp
37-38 Jittet +301 gp
38-47 Kau sin kef +315 gp
43-44 Kawanagafs +610 gp
4445 Kuileri +308 gp
4743 Kiisari-gamaty +610 gp
S0-51 Lajatangis +690 gp
5253 Lajatanp, korohokurutt  +680 gp
S4-55 Lance, heavy (urma-vari)  +310 gp
5658 Longspear +305 gp
58-60 Mornlingsiar +308 gp
61-62  Nekodef +305 gp

- Casber Level: 3rl; Prereguisiles: Crall Magic Acms and Avmeor,
| blur; Marfeet Price: +50,000 gp.

isplacement: This weapon makes its wielder appear to be
ding rght next to his acrual locarton, just ke the displace-
et spell. Tt functions whenever the weapon is held,

* Caster Level: Sth: Prevequisites: Craft Magic Arms and Armor,
displacement; Market Price: +100,000 gp.

Flying: Up to three times a day, by holding the weapon alaft
none hand and spenlung the command word, the wislder can
My for up to 50 minures, almost as if using the fly spell The
greapon pulls the character through the air, so the character
eannot use the arm holding the weapon while Hying The char-
“acter necd not hold the wespon in his primary hand, and can
s his free hand to attack or perform other actions.

Caster Levels 5thy Prerequisites: Craft Magic Arms and Armor,
Fr Muarket Price: +16,200 gp.

Focus: This emhanuncnr can only be placed on a katana. A
locus weapon adds a +4 Losight bonus o the wielder's Laijutsu
Focus checks while carrying the weapon, even i the weapon
ssheathed,

Caster Level: sth; Prereguisites: Craft Magic Arms and Armor,
e striler; Market Price: +640 gp.
Furinus: A furious weapon enhances the rage of a chatacrer
“with that class ability (:inu:lnfling a harharian, a Hida defender, a
singh rager, or a Moto avenger). When raging and wielding the
furious weapon, the bonuses granted by the rage increase to +6
Sumgrh, =5 Constitution, and +3 on Will saves. If the character
hasthe greater rage ability (or its equivalent), these bonuses rise
10 18 Seenpth, 18 Constitution, and +4 on Will saves.

Caster Level: 5th; Prevequisites: Craft Magic Arms and Armor,
- etintion; Market Price: +2 bonus.

TabLe 8-12: Common RanceDr WeEaPONS

,=tAdd to enhancement banus on Table 2-8: Weapons to deter-

Raokugan Mon-Rokugan®

d3a d% Weapon Weapon Cost™*
55-53 B4-—65 Ninja-toT +310gp
- 6667 Plck, heavy +308 gp
— 6869 Pick; light +304 gp
55-53 FO=71 Sait +301 gp
= 72-73 Sang kauwl| L +535 gp
6469 74-73 Susurnatat +308 gp
— 7677 Shikomi-zie: 32 ep
70-73 7E-75 Shuriken +30 gp
7475 80-81  Sling bullets {50) +350 gp
76=758 B2-83 Sling +300 gp
79-84 84-86  Sodegaramif +304 gp
B5-86 5788 Tall spikes, ratlin +301 gp
— 80800 Threesection sﬁ?‘i’ 1304 gp
8791 9153 Tonfat 301 gp
9456  Trident +315 gp

92-06 07-0% War fany +330 gp
97-100 Qo100 Whip +307 gp

*Consult Table 10-2: Weapon Names tor appropriate names
for weapons in non-Rokugan campaigns.
#HAdd te enhancerment banus on Table -4 Weapons to deter.
rrine total rarket price.

TWeapan type described in this boak, Others are deseribed in
the Player's Handhook,

thasterwark double weapans incur double the masterwork
cost to account for each head. Double weapons have separate
magical banuses for their different heads. If randomly deter-
mined, the second head of a double weapeon has the same
enhancement bonus as the main head {01-50 on d38),
doubling the cost of the bonus, or its enhancernent bonus is
one less (31-100 on d%8) and it has no special abilities.

Rokugan Mon-Rokugan®

d% d% Weapon Weapon Cost** 'Y
0110 0110 Ammunition R '
01-60  Arrows [50) 1350 gp
B1-100 Bolts, crossbow (50) S 4350gEp
11-20 11-20 Crossbow, heavy +350 gp
2130 21-30 Crossbow, light  +3353p
31-37 31-3§ Dart b +300 gp & SR
3845 3640 Javelin (nageyari) +30Tgp
— 41-45 Shortbow +330 gp
4655 4555 Slwqum?mmpmﬂe i-l?ﬁgp
56-6() 56-60 ‘_-hortbﬂw mighty +450) gp
composite (+1 Str bonus)
BI=65 A1 -5 Shorthow, mighty 4525 gp
composite (+2 Str bonus)

— 6670 Longbmr.' +375 gp
BE-B0 71-30°  Longbow, composite’  +400 gp
Y (daikyu) I\t
B1-35 51-83 Lnngbrarw. mtghl:_yr +500 gp

compusile (+1 5ir bonus)
8690 E6-90° Lorigbow, mightr 4600 gp
W i TSl ‘composite (+2 Str bonus)
91-45 97-95 Langbow, mighty +700 gp

compesite (+3 Str bonus)
56-100 96-100.  Longbow, mighty ~ +800 gp

__composite (+4 Str bonus)
#Consult Table 10-2: Weapon Names for appropriate names
for wespens in non-Rekugan campaigns.

mine total market price.



TapLe 8—13: MeLee WEAPON SPECIAL ABILITIES

100 965-100  E1-100  Roll apain twicek*
*Many of these special abilities, like thoze in the Duvceey
| Master's Guide, have a market price listed as an addition to the
weapon's effective banus. Others, however, simply list a price
- addition. These enchantrments do not increase a weapon's
effectiveness, but bestow other ahilities on the weapen's
bearer, either when held or when simply carried an the persan,
" mmuch like a ring or other magic item. The enst for these
W enchantments is determined using the guidelines in the
Durceon Master's Guide,
**Reroll if you get a duplicate special ability, an ability ineorm.
| patible with an ability thal you've already rolled, or if the extra
ability puts you over the +10 limit. A weapon's enhancement
benus and special ability bonus equivalents can't togal more
than +10.
TEpecial ability deseribed in this book. Others are described
inthe DunceoN Master's Guide,
}Bludgeoning weapens only. Rerall if randamly generated for
. a'slashing or piercing weapon,
:ii::i_;SIashing or piercing weapons enly. Revall if randomly gener
“ ated for a bludgeoning weapen,
el Slashing weapons only. Reroll if randomly generated for a
FI n;" ;!. ' __?piercing or bludgeoning weapon.
.|. + '|'I b
14 i » Honorable: An honorable weapon is imbued with the spirl-
'tual essence of a samurais Lonur, Tt deals +2ds bonus poln of
damage against dishonorable characters and creatures, including
all the following: creatures of nongood and nonlawful align-
tnent, realures with the Shadowlands Taint or the Shadewlands
subrype, and samural who have violared their code of con-
duct and lost their class shilities. Tt hestows one negative

i

Market Price
Minor Medium Major  Special Ability Modifier*
01e — —  Focust! : +640 gp
11-19 = —  Balancej 1,280 gp
20-28 0102 —  Agility (+2)t  +2,000gp
2837 03-04 Silent movest +4,000 gp
3846 0507 —  Defending +1 bonus.
47-54  08-11 0103 Flaming +1 bonus.
55-62. 1215 (04-06 Frost +1 bonus
£3-70 16-19 0700  Shock +1 bonus
N=17 2021 70-11  Ghost touch 11 berlis
IEES 224 —  Keeni: +1 bonus
86-92 25-28 1214 Mighty cleaving  #1 bonus
93-99 2032 15-17  Mighty smiting} +1 banus
— 3336 1830 Agiity (483 +3,000gp
L— 37-33  21-23%  Taint resistant] +&,000 gp
— 4043 24-26. Bame | +2 bonus
— 44-47  27-29°  Disruptiond +2 bonus
) — 4851 3032 Flaming burst. +2 bonus
— 92-55  33-35  |cy burst +2 hanus
H= 36-59  36-38  Shocking burst +2 bonus
= 60-63 3541  Thundering +2 bonirs
— 6467 4244 ‘Wounding +2 banus
— G871 4547 Honorablef +2 bonus
— 7275 4851 Tained] +2 bonus
— 7678 5255  Flyingf +16,200 gp
70-81  56-59  Agility (+6)f +18,000 gp
8285 6063  |nitiativet +20,000 gp
— %688 6466  Kunicrystalf +3 bonus
- - £9-91 €769 DPassagei +32,400 gp
— 8293 7072 Dancing w4 bonius
—_ 0485 7375 Speed +4 bonus
— — TELIT T Worpal- +5 bonus
— - T879  Blurrin +50,000 gp
_ - 20 Displacementt 100,000 gp

TABLE 8-14: RANGED WEAPON SPECIAL ABILITIES

Market Pric

Minor  Medium Major  Special Ability
01=20. 01-15  —  Retirning
21-40 1630 — Distance
4160 3140 010 Flaming
61-80. 4150 17-20 Shock
81-100  51-60 21-30 Frost
— §1-65 3140  Flaming burst
—  66-70 4150 ey burst
— 71-75  51-60  Shocking burst
===t 76-81  61-68  Bane
— 42-80  69-77  Honorable|
=  91-98 7885 Tainted}
- 86-91  Passagef
—_ SRR T
09 100 58-100 Roll again twice™

*Many of these special abilities, like those in the Dunceon
Master's Cuide, have a market price listed as an addition t
weapon's effactive bonus. Othiers, however, simply list a price
additisn. These enchantments do not increasc a weapon’s
effectiveness, but bestow other abilities on the weapon's. &
bearer, either when held or when simply carried on the persan,
much like a ring or ather magic itam. The cost for these
enchantments is determined using the guidelines In the
DUNGECH MASTER'S Guide, |
##Reroll if you get a duplicate special ability, an ability incom:
patible with an ability that yeu've aTread}r rolled, or if the exdra
ability puts you over the 410 limit. & weapon's enhancemant
bonus and special ability bonus equivalents can't total more.
than +10.

T5pecial ability described In this book. Others ars describad
in the Dunceon Masiex's Guide,

level on any dishonowble cresture acempring 1o wield it The.
negative level semains a5 long as the weapon is in hand and i
appears when the weapon is no longer wielded. This negative
level never resules in acrual level loss, but it cannot be overcor 5
in any way (Including restoration spells) while the weapsn s
wielded. Bows, crosshows, and slings so enchanted bestow U
honotable power npon their smmunition.

Caster Level: 7th; Prevequisites: Craft Magic Arms and Armor |
castigafe, creator must be lawful neutral or lawful goad; Markd
PBrice: 42 bonus.

Initiative: An initiative weapon gives its bearer a +2 lu
bonus on initiative checks made while carrying the weapan,

Caster Level: Eth; Prevequisites: Craft Magic Arms and Armoy,
haste; Market Price: 120,000 gp.

Euni Crystal: Made by the Kuni family of the Crab clan
crystal weapons are powerfully enchanted against Shados
lands creatures. When a creature with the Shadowlands Taint.
is within 30 feet of a Kuni crystal weapon, the weapon glaws
with a powerlul white aura ouc to a radius of 5 feet x the
weapons enhancement bonus. This aura illuminates the ares
as bright as a daylight spell, and can keep Shadrwlands e
tures (including monsters with the Shadowdlands deseriptar’
and characters infected with rhe Shadowlands Teint) at bapTa
eniter the area of the sura, » Shadowlands ereature must vrin
an opposed level checl (1420 + level) against the weapon
wielder. Ta this special level check, the Shadowlands crearute
adds its Laint score, and the wielder adds the WeApGNE
enhancement bonus, If the weapon's bearer moves so that the
Shadowlands creature is within the aura, the ereaturciy
unharmed and no die roll is required,

A erystal weapen deals +2dé benus points of holy (gued)
damage ageinst Shadowlands creatures. It also deals 2d6



pines of holy damage to any Shadowlands creature attempt-
ing te wield it.
. Oni cannot regenerate damage dealt by a eoystal wespon, end
it domage reduction does not apply to crystal weapons, even
the weapon's enhancement bonus is lower than would ner-
ally be required to kit the oni.
is ability cannot be added to an existing weapon (such asa
rais katana) that is not made of crysal
Caster Level: 7th; Prerequisiter: Craft Magic Arms and Armor,
all Crystal Weapon, hely smile oz jade sirike, daplight, crearor
gannot have any Shadowlands Taine Market Price: +3 bonus,
~ dpte: Mundane weapons made out of crvsral, or cryseal
weapons encharted (magically or psionically) by means other
then the Craft Crystal Weapon feat, have to special properties
szainst Shadowlands crearires
. Mighty Smiting: A mighty smiting weapon allows a
uielder with 2 smite ability (such us smite, smite evil, or smite
Shadowlands) to use that ability one extra time per day, 15 long
athe mighty smiting weapon is used tor all smite attacks,
' Cagler Level: 8thy Prevequisitess Craft Magic Arms and Armor,
I#l.guw powier; Market Prico: 11 bonus,
Passage: Onee per day, a passage weapon can slice open a
partal inito the Spirit World. This works as the plane shift spell, bur
Cereates a portal that remains open for 1d4 minutes and then
thoses. Any creamure can pass through the poreal, in either divec-
,ﬁgmwhl.fe it is oper, Lruet wunce it cluses it cannot be upcm:d dpain,
Cosler Level: 15¢h; Prevequisiles: Craft Magic Arms and Armor,
plane shift; Murkel Price: +32,400 gp.
- Silent Moves: A sllent moves weapon glves a +10 citcum-
stance bonus on its owner'’s Move Silently checks when it is
carried.

Armr:r slence; Market Price: +4,000 gp.

Tainted: A Tainted weapon is corrupted with the
Shadowlands Taint. It deals +1dé bonus points of
‘damage against honorable characters and creatures,
ncluding all creatures of lawiul good, lawful neu- g,
i), or neutral good alignment, Each time it deals |
this eutra damage, the wiclder must make a For-
titude save (DC 15 + bonus damage dealt) or
increase his Taint score by 1, Dows, crossbows, |
and slings so enchanted bestow the Tainted /4
power upen their ammuniton,

. Caster Level: 7th; Prevequisites: Craft Magic J
Arms and Atmor, costipale, creator must be |
lawiul neurral or lawful good; Market Price:
+2 bonus,

 Taint Resistant: A Taint resistant weapon usu-
alby has jade inlay on the hilt, blade, ar ather part of
thewsapan This jade does not decay in the presence
i}fr]:le Shadowlands Taine, and gives ite wielder a +4
meistance bonus on Fortitude saves made to resist the
Taint while carrying the weapon,

Caster Level: 7thy Prevequisiles: Craft Magic Armas and Armor,
msistance, creator cannot have any Shadowlands Taing Market
Brice: 18,000 gp.

SPECIFIC WEAPONS

The following specific weapons usually are preconstructed
with exactly the qualities described here. Specilic weapone
shown on the table and not described below can be found in
the Dunceon Masrer’s Cuide. Some items in the Duxcron
MasteR's Guide appear in Otiental Advenlurves with different
WeApon types fand thus slightl}' different prices) but otheraise

TaBLE 8-15; SPECIFIC WEAPONS

Caster Level: 5th; Prevequisites: Craft Magic Arms and 4 :

tar ourshines any other in the Empire. A Kakita blade is distin-/
puished by its Beht weight and fexibilivy, and by the fine lines of

identical abilities. In these cases, the appropriate weapon type
is shown on the table in parentheses. Armors eand shiclds de
scribed in this book arc marked on Table 6-15 with a dagger (1),

Market
Medium  Major  Specific Waapon Price
01-20 — Sleep amrow 132 pp
21-40 —  Screaming bolt 257 gp
41-55 0110 Javelin af lightning 751 gp
Sh-Bd =20 Sloying arrow 2,282 Ep
— =25 Slaying arrow gredter) 4057 gp
65-72  26-32  Nekode of spjdarﬂnmﬂmg'j' 8,610 Ep
Ti=75 33-38  Daggerof venom W30 gp
TE-78 38-44  Kakita katanaf 9,400 gp
79-82 4550  Assassin’s dogger (ninja-to) 10.310gp
83-86  51-36  Sword of subtlety (ninja-te) 15,310 gp
8§7-80  57-62  Mace gftemor 17812 ¢p
91-94  63-68  Mine lives stealer {katana) 25400 gp
9597 6874 Abbuls siff] 26,850 gp
98-100  75-80  Swond of life stealing {kalana} 30,400 gp
— B1-86  Serpent’s footht 33-,3_02-;;:
- B7-51  Sun blade (katana) 50,400 gp
= 92-94  Spirit swerdy 52,215 gp
— 9597  Flying phoetix sword 64,315 gp
98100 Luck blade (wakizashi) 170,550 gp

TEFH:CIFC weapen described in this book. Others are de:
scribed in the Dunceon Mastor's Cuide.

Abbot's Staff: This is a laequered quarterstaff of exceptional
beauty, ropped with a golden dragon head. It is @ double weapon
of +3/+1 quality, wod all shaman spells
cast by it wielder are treated as if che
cascer were one level higher,
Caster Level: 17th; Prevequisites: Craft Magic
Arms and Armor, Heighten Spell; Market Brice:
26,850 gp; Cost 1o Creates 13,725 gp + 1,050 XF
Flying Phoenix Sword: This 47 fheowing and returning
lapgsword grants a +4 enhancement bonus to its wielders
Strengrh while it is in hand.

Caster Level: 10th; Prevequisites: Craft Magic Arms and Armor,
magic stone, telekinesis, bull's stvength; Mavkel Price: 64,315 gp; Cost
to Create: 32,315 gp + 2,560 XE

Kalita Kotana: The master smiths of the Kaldta family clasim
that they produce the finest blades in the Empire. A Kakita
katanz is made of exceptionally fine steel, durable and fexible,
and is able to withstand the passage of a thousand vears, The
master srniths use only Hida steel in their blades, claiming, that ic

bluish damask running down the cuming edge. causing the
entire blade 1o shine with a slight rinr, These blades are usu-
ally bestowed only upon samurai who have proven

their honor and courage, and only very rarely
) upon samural who are ot of the Crane clan,
: A nonmagical Kakita katana has 2 natural
+2 erhancement bonus.

Caster Level: —; Prevequisites: —; Market
Price: 8,400 gp.
Melzode of Spider Climbing: When

worm, this pair of +1 nekodes enables maove-
ment on vertical suefaces or even upside down, though both the
wearer’s hands must be used for climbing, The wearers specd is
15 fect. Because of the nekede’s sharp claws, even extremely §
alippery surfaces can be negotiated with case,
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_l'r.l.ﬂl.l:‘ 2-16: PoTions

Coster Level:4th; Prerequisites: Craft Magic Arms and Armor,
spider climb; Market Price: 8,610 gp; Cost fo Create: 4,610 ap -+ 320 XB

Serpent’s Tooth: This +2 wifiafiue yati is made of an unusual
green wand, and its blade is shaped such that it makes 3 hissing
noise as 1t moves through the air Az 3 full setion, the wielder of
srpent’s toath can artack with 2 flurry of blows, making one exrs
attack at her highest attack bonus, All the wielder's sttacks in that
round suffer 2 -2 penalty, however, including the cxrra attack.

Caster Level: Sthy Prevequisifes: Craft Magic Arms and Armor,
haste; Market Price: 38,302 gp; Cost fo Creale: 13,302 gp + 1520 XP

8pirit Sword: This passage scimitar has nine rings set into the
back edge of the blade. It has an enhancemen bunus of +1 on
the Material Plane, bur in the Spiclt World, the Shadowlands, or
any other plane its enhancement bonus increases 1o <3, (The +3

\ Market
Minor Medium Major Potian Price
L0105 — Cura light wounds 50°gp
| 0608 — Cobra's breath 50 gp
e = Endure elenents {acid) 50gp
=12 — —  Endure elements (cold) 50 gp
B=14 —  —  Endure eloments (electricity) 50 gp
15-16 — —  Endure slaments (fire) 50 g
=18 —  —  Endure elemenis {sonic) 50 gp
1520 — —  Entropic chield 50 gp
N33 — — Eypeditious retrent 58P,
24-75 — ~—  Fiery eyesy 50 zp
IR T = dump: - S0gp
30-32 — —  Senles of the lizard S0pp
3335 —  —  Spiderclimb S0gp.
36-38 2 — —  Protectian fram laint} g

3941 —  —  Remow fear 50gp.
L —  Sanctuary 50 gp
45-47 — —  Shield'of faith S0gp
48-50 — —  Speak with animals 50 gp
5153 . — = Tiomees S0igp
54-55 — —  Divine favor 100 gp
R A 150 gp
57-58 02  — Vision 150 gp
5060 03 —  Sneaking. 150 gp
61-62 04 —  Reduce (at Sth level) 250 gp
6364 05 —  Enlarge (at 5th level} 250 gp
65 0607 01 Aid 300 gp

66 0300 02 Alierself 300 gp

67 10-11 03 Apparitiont 300 ap

62 1213 04 Barkskin 300 gp

69  14-15 05 Blur 300 gp

J0 1817 06 Bulls strength 300 gp
/11819 07 Cat's grace 300 gp

Ti M=Z1 0B Chomeleont 300 gp

3 2303 00 Chantma W0 gp
4SO Cire moderate whlinds 300 zp

b 75 2627 1 Delay poisen 100 gp
76 2829 12 Detect thoughts 300 gp
' 77 303 13 Endurance 300 gp
"y 78 3233 14 Ghoul touch 300 gp
S 79 3435 15 Horse's oset 300 gp
80 3637 16 [Inielligence 300 gp

81 3838 17 (ewisibility 500 gp

B2 4041 18 Inwisibility to spiritsT 300 gp

B3 4243 19 Kps of the tood 300 gp

B4 44-45 20 Lessér resturation 300 gp

85  46-47 21 Levitate 300 gp

26 4849 22 Profection from arrows 300 gp

27 50-51 23 Protection from charr] 300 gp

enhancement bonus also applics on the Material Plane whei
the weapon is used againat elementals, outsiders, or sp

Caster Level: 15th; Prevequisites: Craft Magic Avins and
plane shift; Marlet Price: 52,215 gp; Cosl lo Crenle: 26,26 ;
2,07¢ MI (

Pitions follow the rules detailed in the Player’s Handbosk and th
Duvceen Masties Cuide. The caster level for a standard po
the minimum caster level needed to cast the spell (unless
wise specified). Potions based on spells deseribed in this ook
marked with a dagger (1) on Table 8-16: Potions,

Minor Medium Major Potion
88 52-53 24 Protection from spiritsf
B9 5455 25 Resist elements (acid)
80 56-57 26 Resist elements {cold)
31 3858 37 Resist elements (electricity)
52 B0-61 28 Resist elements (fire)
83 62-63 29  Resist elemnents (sonic)
M 6465 30 Swiml -
95 G 31 Warming]
96 67-68. 32 Wisdum
97 69 33 Know the shoduws |
98 70 34 Glibress '
89 71 35 Truth
72 36-37 Clairaudience.
73 38-35 Clainvdyance
M ADTHT Curs serious wounds
75 4849 Discern shapechangert
76 5051 Fire wingst
77 52-53 Fly
JB 54=55 Gaseous form
79 5857 Haste
B0 5859 muisibility to enemiiest
A1 BO-B1  Magretisnri
B2 BI-BY Meld info stone
83 6455 Mental sirength
= 24 B6-67 Neutralize poison
85  BA-69  MNondetection
B8 T0-7T1 Remove hiindness
B7  T1-73 Remove deafress
B8 Td=75 Remiove disease
83 T6-77 Remowe paralysts
B0 7873 Protection from elements
(cold) ;
== 91 BO-81  Proleckiun from elements
(efectricity)
— 92 B2-B3 Frotection fromr elerments
o e}
B3 B4-8E  Protection from elements
{waid)
- 94 86 87 Protection from elements
{sanit,
— 95 8880 Speam brecthi
— 96 8091 Thorhskingt
U] 87 93-91 Tomgues
— 98 94-95  \Water breathing
— S8 0687 \Waterwalk
— 100 ga’ Heroism aep
— —  99-100 Fire breath (as the potion,  900gp
not the spell)
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TaBLE 8-19;: NUMBER OF SPELLS ON A SCROLL
=g nG 5 Scroll Type Number of Spells
==Lt Minor seroll 1d3 spells
follow the rules detailed in the I-"Ea}rer’s Hapdbosk and |"-"|¢:_F|iurr1 scroll 1d4 spells
crow Mastoe’s Cuide. A few of the vinge licted in the Major scroll 1d6 spells
oot MasTERS Criide are not svailable in the world of Ori-
Advenbures, but no new rings are available,

TapLe 8-20: ScroLL SPeLL LevELs

Shaman/
' Wujen Shugenja
17 Rincs ol Spijls' Spﬂgﬁlsj
a
Ly . . . ; Spell Caster Caster
fedium Mij_m E:’:Ebr IDDTJHQG Minor  Medium  Major  Lewvel Level® Lewel
imps z'nnn'gs S E SIS s
= g ek §1-95 {1105 — Znd 3rd 4th
= O] 2D 95-100 05-65  —  ard  Sth 6th
- : Hatdr 2 — E6-95 01-05  4th 7th &th
— L LI ER — 95100 0650 Sth 9th 10t
—  Swimnting 2.300 gp — — 5170 6th  1th  1zth
—  Sustenance 2,500gp = i 71-85 7th 13th T4th
—,  Cournerspels 4,000 gp = —  8-35  8h  1isth  Teth
—  Mind shislding 8000 gp _ — 8621000 Sih 17th 14th
—- ﬁ;ﬂfﬁ:ﬁ;—z g'ggg gF_J *These nurmbers assurne thal the crealor is 8 sharman or wu
01-02 féarm e E:ﬁﬂbﬂ :ﬂ jen. The tables for random generation of scrolls likewise

: L g o et assume that the scroll was prepared by a member of one of
SRR AR JUCRaT 9,300 £p those classes. For other classes that cast spells (sohei and

ggﬁg ﬁiﬂmalﬂﬁg e lg'ggg &p sorcerer), the experience level at which certain spells become
. e Ef:m;np:rgf ;‘;ﬂmml s 'IIEJ.Di}D_EE available, and sometimes the level of the spell itself, differs,
13-18' Protection +3 18.0008P 1,5, 8 21: ARcANE SPELL SCROLLS
19-24 _nvisibility 20,000 &P Tst-Level Arcane Spells
2520 Wizardry (1) 20,000 gp d%  Spell Market Price
30-34  Elemental resistance, major 24,000 gp 0102 Accuracyt 25 gp
ig:i: ?ﬁjﬂﬁm %g Egg 8P 'Uja-_-ﬂl_i Animate rope 25 EP
T R R 32,000/¢p 07-0%  Backbitert 25 gp
51-55 uﬂmrdr}rf{uj_ : = 4D.W_gp a0 Ebang&s&{f IEEF" I
5650 Freedom :nfmwaﬁfanf- 40,000 sp 11=12- Charm person 75 gp il
61-65 Friend shrerd_ 50,000 gp TAZT4 (Cobta's braath SEE |
b6-71 . Protection +5 50,000 gp 1516 Comprehend Jongunges 75 gp
12 i5 5;@?”3_“” 30,000 gp 17=18  Detect choos 25 pp
781 “elehinesis | 75,000 gp 19—20 Detect evil 25 gp
100 Spellstarlng S 000080 3304 Deses 25 gp
91-93  Regenerarion 90,000 zp 2526 Elemenial burstt 25 p
g;:gg E‘:frrmﬁ’ 135 ggg 2p 27-28  Enmdlure elernenbs (usid) Eigp
gl TS0000y 29301 Endie'elements (cold) 25¢9p
. e RIS &P 3132 Endure elerments feleciricily) 23gp
3334 Endire clements (fire] 25gp
35=36  Endure elements (sonic) 25gp 4
SCROLLS il 5o
: 1 el 3040 Ghost light{ 25 gp
trolls follow the rules detailed in the Player's Handbook and j;_;ﬁ ﬂa}fdafs;u?s‘i' 32 BP
he Dureron Mastor's Guide, Table 8 21: Arcane Spell 4546 Hﬂ ni:ll:‘:.iﬂ; 35 EP
erolls, Table 8-22: Divine (Shaman or Sohei) Spell Scrolls, 4718 Irgﬁ'smﬁ 2t EP
“and Table 6—23: Divine (Shugenja) Spell Scrolls show all the 49500 fimp 75 E,p
pells from the lists in Chapter 7; Magic and Spells. On these .69 Il;-iliagfc T 25 s;
ree tables; spells described in this book are marked with a 5354 Mégic wedpon 25gp
paer (1), 5556 Melty 25 gp
57-581 Message 25gp
LE 8-18: ScroLL Tyees ’ 5960 Obscuring mist 25 gp
Rokugan  Non-Rokugan 6162 Protection from chiags 25gp
d% Type et 63-h4 Pmmrtmnﬁnm awil I gp
01-50  Arcane (sorcerer ot wu jer i g

5185 Divine (shaman or sohci) 67-68  Protection from low 25 gp
26100 Bivine [shugenja)




d%a Spell Market Price
69-T0  Scales of the lizardT 25 ap
71-72 Ssms_t sign 25 gp
7374 Shigld 25gp
75-76  Silent image 2igp
T1=78 Sleep 2igp
7080 Smu.fca J’aa’a’sr'i' 23 gp
81-82  Spider climb 25 gp
B3i-84 S'q_,rmmﬂn mopnster | 25 gp
85-86  True strike: 25gp
B/-88  Unseen servant 25 pp
B9-80  Ventriloquism 25gp
91-100  DM's choice of any Tst-level arcane spell -

2nd-Level Arcane Spelis

d%  Spell Market Price
M=62  Alter self 150 gp

W3-05  Animaie water] 150 Ep
O6=08"  Appantiont 150 gp
09-10  Arcane fock 175 gp
11-12  Blir 150°gp
13-15  Bull's strength 150 gp
1618 Cat's grace: 150°gp
19-21  Chameleont 150 zp
22-23  Detect thoiughts 150 gp
24-26  Endurance 150 gp
2729 Entangling scarft 150 gp
30-32  Fire shurikent 150 gp
3334 Fagcloud 130 2p
33-36  Hold parson 150 gp

| 37238 Hypnotic pattern 150 gp

30-41  ice blasty 150 EP
4244 fee knifet 150 gp

C Bh=Ah Imisibifity 150 gp
47-49°  Kiss of the foadf 150 gp
Bl 50-51  Knock 150 gp
* 52-54  Lighthing bladet 150 gp
3336 Locoie ahject 150 gp
27=58  Minorimage 150'gp
59-60  Misdirection 150 gp
61-62 Protection from arrows 150 gp
03-63  Protection from charmy 150 gp
66-67  Pyrotechnics 150 gp
GE-70  Rain of neediest 150 gp

71 Resist efernents {acid) 150 gp

72 Resist elernents {vold) 150 gp

73 Resist elements (electrizity) 150.ap

74 Resist elernents (fire) 150 pp

75 Rastst elements (sonic) 150 gp
76-77  Rope trick 150 gp
7879 See invisibility 150 g8
B0-81  Sumiemon monster | 150 gp
32-84  Swimt 150 gp
85-B6  Warp wood 130 gp
8789 Whipt 150 gp
BO-91  Whispering wing 150 gp
9281 Wood shape 150 gp

#94.100  M's choice of any 2nd-level arcane spell LT
I ”-|” U 3rd-Level Arcane Spells
Fibs : d%  Spell Market Price
=04 Anfrnate firef 375 gp

0508 Commune with lesser spiritT 385 gp
09-12  Discern shapechangert 375 gp
13-15  Dispel magic 375 gp
118 Displucement 375 gp

d%  Spell Marlket Pric
19-22  Farthbolt}
23-2b FIJ:E wfngs'i‘
27=29  Firstialf
30-32  Gaseaus ﬁ'er
33-35  Greater magic weapan
36-38  Huoste
3541 fllusory scripr
42-44  Keen edge )
45-46  Magic circle against chaos
4748 Magic circle agoinst eml
49-50  Muagic virele against good
51-52  Magic circle aguingt luw
5356 Magnetism
5759 Mafor image
6062 Plank growth
b3 Protection from elements {asrdj
64 Protection from elements (cold)
65 Drotection from elements (electriity)
66 Pretection fram eldiments (fire)
67 Protection from alements {soric)
BE-70  Remave clirse’
T1-T4  Steam brea:h'j'
1577 Stinking elaud
FR-BO  Suggestion
81-83  Summah monster (If
8486 Terer cotta warmarf
87-89°  Thormskinf
90-92  Tongues =
93-95  Water bregthing
96-100  DM's cholce of any 3rd-level arcane spall
dth-Level Arcane Spells \
d%  Spell Market Price
01-03 Antiplont shell
04-06  Charm rronster
07-09  Confusion
10-12  Control plants
1315 Creeping dacknesst
16 18 Dancing bladet
19-21  Dirtension doar
22-24  Disewvissal
a5 Elsmental ward (airit
26" Elernantal ward (earth]t
27 Elemental ward (fire]t
2% Elemental ward (watar)y
28-31  Emotion
i—34  Fire chigld
35-37 Firetrap
38-40  Heart rippery
4143 leestarm
44-46  Improved invisihility
4748 Lesser spirtt bindingt
4%-50  Locate cresture
51=52  Minor creation
33=03  Minor globe of invulnerahility
56-58  Pain}
3961 FPoison nesdlest
62-64  Polvmorph other
65-67  Polymorph self
68=70  Rusting grasp
7173 Sorying
T4-76  Shout
77-79  Snake dartst
8082 Solid fog
B3-85  Stoneskin
B6-BT  Summon monster |V




d%  Spell Market Price
SRS Wl of banast 700 gp
091 Wl of fire 700 gp
993 Wall of jce 700 gp
-85 Water to poisont 700 gp

B6-100 M's chaice of any 4thilevel arcare zpell

DM's cholce of any Sth-level arcane spell

h-Level Arcane Spells

Spell Market Price
Control water T:,ﬁsﬂ gp
Control weather 1,650 gp
Fire seeds 1,650 gp.
Flesh to stone 1,650 gp
Ceasfguest 1650 gp
Globe of mvulnerability 1,650 gp
Greaiar dispelling T.650gp
fronwood 1,650 gp
Mazs suggestion 1,650 gp
Nove earth 1,650 gp
Permanent image’ 1,6500gp
8 Programmed image 1,650 gp
~ Repelvood ' 11650°gp
Repulsion 1,650 gp
- Speak with dend 1,650 gp
~ Spirtt binding T 1,650 gp
. Spirit needlef 1,650 gp
Stone to flesh 1,650 gp
Summman manster 1 1,650 gp
Transfixy 1,650 gp
T Thie seeing 1,900 gp
Vel 1,650 gp

- DM's choice of any &th-level arcana spall.

Sth-Level Arcane Spells

d%  Spell Matket Price
WI=05  Aiming at the targety 125 zp
003 Anfmal growth 1,125 gp
U2 Animate dead 1,125 gp
13-13  Cone of cold 1,125 gp
He=18"  Dominate person 1,125 gp
1321 Dreom 1,125 pe
BE Fabricate 1,125 gp
- 527 Feeblernind 1,125 gp
B3 Fire breath| 1,125 gp
33 Hold monster 1,125 gp
537 Major creation 1125 gp
Metal skin 1,125 gp
Nightrmiare 1125 gp

Passwall 1,125 gp
Permansncy 1,12 gp
Persistent image 1125 gp

Servant bhordet 1,125 gp

Spintt celfy 1,025 gp

Stone shape : 1,125 ep
Sumimon monster 1125 gp
Summoning windf 1,125 gp

Sword of deception| 1,125 gp
Telakiniesis 1,125 gp

Telepart 1,125 gp

Terra cotta liont 1,135 gp

Wall of force 1,125 gp

Wall of iran 1,175 gp

Wil of srone 1,125 gp

Wood rott 1125 ¢p

Tih.Level
d%
01=05
Q610
11=1&
17-21
2226
27=3]
32-35
3741
#7-51
52-5h
5741
BZ-E6
&7 72
:"_3-_?'?
R-_82
2337
2803
94100

fAssumes no material component cost in excess of 1,000 zp

Arcane Spells
Spell Market Price
Hody outside bodyt 2275 gp
Commune wWith greater spiritt 2,800 gp
Decapitating Scarfy 2,275 gp
Delayed hiast firshall 2,275 gp
Cisfnzegrate 2,275 gp
Ethereal faunt 2275 ap
Giaht sfzet 2,275 gp
Grewber sErying 2,275 gp
Linited wish 3,775 gpt
Power word, stun 2275 gp
Reanimationt 1275 gp
Statue 2475 gp
Summon monster Vil 2278 ep
Sword of darknesst 2375 gp
Teleport without érror 22758 |
Transmute mietal to wood 2,275 gp
Vanish 2i75'gp
Withering palm 2,275 gp
DM’s choice of any Tth-level arcane spéll —

and no XP cost in excess of 300 ¥P.

th-Level Arcane Spells
di  Spell Market Price
=05 Antipathy 3,000 g
06-11  Cloud charot} 3,000 gp
12-16  Command plants 3,000 gp
17=21  Enrthguake 3,000 gp
2226 Etherealness 3,000z
27-29  Finding the cerntert 3,000 gp
30-33  Greater spinis binding 3,000 2p
-3 Hurrid wilting 3,000 gp
3543 Incendiary cloud 300050
4448 Mind blunk 3,000 gp
43=34  Minute form 3.000gp oo
3550 Polymorsh any object 3,000 gp [ESNN
6065 Power word, blind 3,000.gp.
66-70  Repel metal or stone 3,000 gp
715750 Summon morister VIl 3,000gp"
76-81  Suralife 3.000 gp
%286 Symbol. 3000 gp.
37-81  Spmpathy 4,500 gp
92-96 " Whirliind : 3,000 gp
97-100  DM's choice of any Sth-level arcane spell —
gth-Level Arcane Spells
d¥%  Spell Market Price
01-08 Astral projection 3325 gp

05-16
7=z8
25-32
33400
4149
50-57
58-65
66-73
74-81
82-89
9095

FAssumes no material component cost in excess of 10,000

ge and na

Dowinate monster 3,825 gp
Freedom T 3825 zp
e _ 3,825 gp
Imprisaniment 3,825 gp
{nternal firet 3,825 gp
Power ward, kil 3,825 gp
Shupeshange 3835 gp
‘SUmrmon monster 1X 3,825 gp
Teleportation circle 4 835 gn
Tiosip 1525 gp
Wish 28,825 gpy

DM's choice of any 9th-level arcane spell

KPP cost in excess of 5,000 XP,




Tst-Level Divine (Shaman or Sohei) Spells

| 2nd-Level Divine (Shaman or Sohei) Spells

| ..1.-. '\ TabLE 8-22: Diving (SHAMAM OR SOHEI) SPELL SCROLLS

d%  Spell Market Price
Wi=03  Animal friendskig’ 25 pp
D4~k Attmdmni‘ 2% gp
07-09  Bane. 25gp
10-12  Bless 5 gp
13=15  Bless water Iep
16-18  Caim animals 75 gp
19-21 Cuire light wounds 25 gpe
12-24  Curse water 25 pp
2527 25pp
28-29 Dsim chaos 25 gp
30-31  Detect evil 25gp
32-33  Detect good I3 gp
3435  Deiecs fow 25 gp
36-37 Ez#sc&__undz—ad 25 gp
3840 Divine favor 50gp

| 41-43 _ Doom 25 gp
4445 Endure clements (aoid) e
¢ 4647 Endure slements (vold) 25 gp
4849 Endure elements (electricity) Bgp
S0-51  Endure slaments (fire) a5 gp
5253 Endire elemients (Gonic] 25gp
54-56  Entropic shield 25 gp
57=59"  Inflict light wounds gp
6062 {nwvisibility to undead a5 Bp
B3-65  Magic weagen 50 pp
BE-BE  Dbscuring mict 15 pp
6910 Protection from chaos 25gp

£ 7192 Peotectian from ewil 25 gp
73574 Protection from good 25'gp
75-78  Protection from law 5 gp
77-79.  Shield of faith Zigp
80-52  Speak with animals 25 gp
83-85  Summon nature’s ally | 25 gp

T 8608  Troncet 25 gp
89-91  Weapon bless| 25gp
92-100  DM's choice of any 1st-level divine spell —_

d3  Spell Market Price
0103 A 15020
0407 Ancestral vengeanceT 150 zp
08-10  Animal messenger 150 ap-
11-12 Augury 150 gp
416 Bull's strength 150 gp
| 17-10  Calm emotions 150 gp
20-23°  Commune with lesser spirity 160 gp
2427 Create cpringt 150 Ep
28-31  Cure moderate wounds 150gp
32-34  Delay paison 150 Ep
35-37  Enthrall 150 gp
i8-40  Choul touch 150 gp
4143 Hold person 150 gp
4446 Inflict modarote wounds 150 gp
- 47=500 Invisibility vo spirits 150 gp
#51-54  Know motivation 150 gp
55-57  Lesser restoration 150 gp
"% 58-61  Protection from spiritsT 150 gp
62-65  Rebukef 150 gp

I Go-68 Rzrnu_wz_p_r;:_‘qﬂy;r's 130 gp
69-70  Resist elements {asid) 200 gp
7172 Resist elements [cold) 200 gp
73=74  Resist elements (eleciricity) 200 gp

d
7576
JI-T8
8]
B1-84
85287
BE-91

92-700

3rd-Level Divine (Shaman or Sohei) Spells

d%
=03
0406
0710
11=13
14-16
17-20
2426
2729
30-32
3335
36 37
3839
4041
42-43
44-45
4647
4850
51-54
5554
59-62
G3-65
66~67
6869
70=71
TI=73
Fd—75
76-75
79-81
82-84
§5—87
83-91
92-04
95-97
95100

dth-Level Divine {Shaman or Schei) Spells

Resist elements (fire)

DM’ choice of any 2nd-level divine spell

Discern lies

Spall

Resist elements {sanic}

Shield ather
5pe.ak with Iph'mts

Summon nature's ally |1
Warrning |

Spel

‘Bestolicurse
Birndnass,-"dzaﬂlm
Castigatet
Sontagion

CUFE SEous wonrds
Detect curset

Dispel magic

Greater | jrﬂdgfc Weapon
_fn_ﬂmt serious wourds
Invisibility to enemiest
Levitate

Locata objact

Magic circle against chaos
Magic circle against evil
Magie circle againet good
Magic eircle apainst law:
Magic vestmernt
Mental strength
Menta! weaknessT
Pogsess anfmalf
Prayer

Pratection from elements (acid)
Proection from elements (cald)
Protection from elements {electricity)
Protection from elements (fire)
Pratection from elemients {sonlc)
Rermove blindness/deafiess

Rerruve e

Rerrtove disease

Speak with dead

Substitutiont

Sumimon nature’s ally 11

Tonguies

DM's choice of ary 3rd-level divine spell

Al

d%  Spell Market Price.
01-03°  Airwalk
04-06  Chaos hammer 700 g
07-08  Cure crtical wotnds
10-12  Death ward
1315 Discern lies
16=10  Discern shapechange
222 Dismiissal el
2325 Djtprf ihoos
Za=18 Duwnafinn
29-31  Divine power lap.
32-35  Dream sighty 105 g
3633 Fatiguet
4042 Freedom of moverent
4345  Holy smite
46-48  Inflict eriticel wounds 7
45-52  Lesser spirit ally|
53-55  Neutralize poison
56-58  Order's wrath




di  Spell Market Price
8861 Polymorph self 700 gp
6I-B5  Reanimationt 700 gp
HE=b%  Reincamate 700 gp
09-72  Remove fatiguet /00 gp
WITS. Restoration 800 gp
JB=73  Snake harrierf 700 gp
W0-82  Spell immunity 700 gp
B-R5 Summon nature’s ally (v 700 gp
B30 SustainT 700 gp
8092 Unholy blight 00 gp
#3900 DM's choice of any dth-level divine spell —
Sth-Level Divine (Sharmon) Spells
d%  Spell Market Price
=06 Advice 1,125 gp
A7-11  Atorement 1125 gp
M7 Blood of firet 1,125 gp
15-23  Break enchantment 1,125 gp
TS Circle of doom 1,125 gp-
1031 Comrmune with greater spirity 1,650 gp
%!E Control winds 1125 gp
Dispel chaes 1,125 gp
Dispel evif 1,125 gp
49—53 Dispel pood 1,125 gp
15458 Dispel law 1025 gp
$9-£1  Dream 'I.'I 25 gp
64 Ethereal jount 125 gp
B5-b8  Healing circle 1,125 gp
=1 Nightmare. 1,125 gp
SIS Possesst 1,125 gp
1879 Raise dead 1,625 gp
| 10-83 Serying 1,125 gp
W87 Slay living 1,125 gp
| 88-91  Sumenon nature’s ally v 1,125 gp
ﬁ-’ﬁﬁ Triig seging 1125 gp
$6-100  DM's choice of any Sth-level divine spell —
fGih-Level Divine (Shoman) Spells
Spell Market Price
Animate objects 1,650 ap
Etherealness 1,650 gp
Find the path 1,650 g
Feree shapechanget 1,650 gp
Geas/quest 1 659 Ep
Greater dispelling 1 .ESG gp
Harm 1,650 gp!
Heal 1,650 gp
Plane chift 1 ,650 Ep.
Spirit allyy 1,650 gp
Stoneskin ¥ 1,900 gp
Summon noture's ally Vi 1 650 Bp
Vilnerabilityf 1650 gp
Wind walk 1,650 gp
‘s ehalce af any Bth-level divine spell e
Tth-Leve! Divine (Shaman) Spells
-:ﬂﬁ Spell Market Price
(0107 Biasphemy. 2,275 gp
Control weather 2,275 gp
Dicttim 2275gp
Greater restoration 4,775 BP
Grealer srying 2,275 gp
Holy word 2,275 gp
Refuge 3775 8p
Regeneraie 2,275 gp
Repulsion 2275 ¢p

Market Price

2,275 gp

2,275 gp
2,275 gp
2,275 gp

[30's chalce of apy 7th-level divine spell —

Market Price

3,000 gp

3,000 gp
3000 gp
5,000 gp
3,000 gp
3,000 gp

3,000 gp

3,000 gzp
3,000 gp

3,000 gp

EiM's chioice of any Sth-level divine spell —

di%  Spell
6470  Resurrection
=77 Swmon noture's alfy VI
TB-B4  Sunbeam
85-91  Word of chaos
S2=100
Sth-Level Divine (Shaman) Spelfs
d%  Spell
01-08  Antimaglc field
10-18  Cloak of chaos
19-28  Compelf
29-37  Earthguoke
3847 Grewier smnk ally|
d8=36  Helpaura
57-65  Mass heal
G6-74  Shisld of law
7583 Summon nature’s ally Vill
84-92  Unholy aura
03100
Bth-Level Divine {Shaman) Spells
di:  Spell
O1=15"  Astral projection
16-30 Cate
3145 Miracle
4660  Soul bind
6175 Summon naturesally 1X
7690 True resurrection
91-100

thssumes powerful request but no expensive material campo.

Market Price
3,825 gp
3,895 gp

28,825 gpi:
3,825 gp
3,825 gp
%235 gp

EiM's chinice'of any Sth-level divine spell _

nents in excess of 100 gp and no additional XP cost.

TasLe 8-23: DiviNE [SHUGEN)A) SPELL SCROLLS

1st-Level Divine (Shugenja} Spells
d  Spell Market Price
01-04  Animal friendship. 25gp g
05-08  Bless 25 gp {5
08=17 " Blirtiing il 25'pp
12-14  Cause fear 25 gp
15-17  Change self ——2gp
18-20  Cure light wounds 25 gp
21-23  Detect snares and pits. i 25gp
24-27  Detect Tainky 25 gp
2531 Endure elements’ faaf? 25gp
12-35  Endure elements (col 25 gp
367307 Endro elekionis ﬁfﬁﬂnﬂ#ﬂ 25gp
A0-43  Endure elements ire) 25 Zp
44T Endire slements (sanic) 25ep.
48-50  Expeditious mtreat 25gp |
5153 Faerié fire 25gp
54-56  Fenther fall 25 ap
57-58  Hyphotism 25gp
BU-62  Magic stane 25 gp
BI-B5  Magic weapon 25gp
FB-68 Crscuring mist 25 n
BA=FT  Pass witholt trace 25gp
72-75  Protection Jfrom ﬁmm:'i- 25 gp
76-78  Remove fear Z5gp
79-81  Sanctuary 23 gp
8284 Shield of faith: 5gp
8587  Shocking grasp 23 BP
BE-80 Silenlimuge 25pp
91-93  Sleep ; 25 gp
94100 DM!s choice of any 1st-level shiugenja spell —

(5




Znd-Level Divine {Shugenja) Spells

d¥  Spell Market Prica
01=03  Barkskin 200¢gp
04-06  Ha of watert 200 gp
07-09  Bull'sctrength 200 gp
10-12  Cat's grace 00 gp
13-15  Commune with lesser spirity 2logp
16-18 Cure moderate wounds 200 gp
19-21  Delay poison 200 gp
22-24  Detect thoughts 200 gp
25-27  Endurance 200 gp
28-30  Flume blode 200 2p
31-33  Flaming sphere. 200 gp
34-36  Heat metal 200 gp
37-39  Hold person 200 gp
4042  Horse's noset 200 gp
43A5 Know the shadowst 200 gp
4647 Lesser restoration 200 gp
4850 Lovitate 200gp
51-53  Locate object 200 gp
54-56  Muake whala: 200 gp
57-59  Minor image 200 gp
G061  Obeciire object 00 gp
63-65  Produce flame 200 £p
65-68  Remove paralysis 200 gp
69-71  Resist elements (acid) 200 gp
Ti=T8 Resist elements (cold) 200gp
15-7F  Resist elements {electricity) 200 gp
TE-RD  Resist elements (fire} 200 gp
81-83  Resist elements (sonic) 20 gp
B4=86 Silence 200 gp
87-89  Soften earth and stone 200 gp
90=93  Tewsubo of eartht 200gp
- 9395 Yariofairf 200 gp
- 96100 EM's choice of any Znd-level shugenjaspell  —
4-drd-Level Divine (Shugeniu) Spells
di  Spell Market Frice
01-03  Call lightriing 450 gp
04-06 Clarawdierce 450 pp
07-09  Clainvoyance 450 gp
1012 Cure serious wounds 450 gp
1315 Daylicht 450 gp
1e- 12 Drspm' Hiage 450 gp
~19-31  Firg wrr?-rf 450 gp
22-24  Clyph of warding 450 gp
25-27  Greater miagic weapon 450 gp
2830 Gust of wind 450 gp
31233 Haste 150 gp
34-36  Invisibility 450 gp
37-38  Keenedge. 450 gp
4-4%  Magic circle against Taint{ 450 gp
43-45  Majorimnge 450 ap
46-4E  Meld into stone 450 gp
4551 Plant grawth 450 gp
- 52-54  Prayer i 450 gp
55 Protection from elements (air) 450 pp
,f 56 Prosection from elements (cold) 450 gp
57 Protection from elements (electricity) 450 gp
58 Fruiﬁt:trunfmm elements (firg) 450 gp
59 Proteckfon from elements (sonic) 450 gp
&0 Remove blindmess 450 gp
61-63  Remove deafriess 450 gp
G4-66  Remove curse 450 pp
6769  Remove disease 450 gp
F0-72  Searing light 450 gp

d%
7375
76738
79:3]
B1-E4
:EM?
RE~HI0)

-1
4th-Level Divine (Shugenja) Spells

d% -
01-04
05-08
09-12
13-16
17-20
21-24
25-28
29-32
33-36
3740
4144
4548
49:52
53-56
57:60
6164
6568
£9-72
73-76
TI-ED
H1=%a
£5-8%
8992
93-96
97-100

5th-Leve! Divine (Shugenja) Spells

d%
01-04
05-08
08-12
13-16
1720
21-24
25-28
29-32
33-36
37 40
4144
45-48
4952
53-56
5760
61-64
B5-6%
BU-rZ
73576
77-80
81-84
35-88
59-92
93-96
97-100

Alr walk

‘Cure crifical wounds

Spell

Stone shage

Sunmon neture's aiI'-FJH
WWater breathing

WWiater nalk

When two become onet
Vet weall

(s choice of afy 3rd-lavel shugsnja spell

spell Market Price
Control water

Cieath u['am’

Deiect scrying

Dasc:f.rn fles
Dismissal

Dw_mnﬂa_n

Fire shield -

Firetiall

Flame arrow

Ha‘chma#r}rrr berrain

Haly siike

Musary wall

Jade strike

Lightning

Locate creatire

MNeuvtralize poison

Quench

Remove fatigueT

Restorafion

Spell fempmuinity

Spfkﬂmﬂﬂs

Wil of fira

Dnd's chioice of any 4th-level shiigenja spell

spel Market
Circle of flamet

Cornrmune with greater spinity
Corrirrigrie with nature
Confuision

Control winds

Danee of the unicornt
Dimension door

Dhispel Taint|

Feetleming

Fire breathy

Flame srika

Healing circle

Iproved Tnvisibiliey

Mirage arcana

Passuiall

Persistent image

Righteous might

Serping

Spell resistance

Surmrman rature’s ally
Transmilte rock to mud

Wall af ice

Wall af fron

Wall of stone

DM's chaice of any Sth-level shugen|a spell



4%
10104
0508
12
13-1&
1720
L3124
1528
- -3
Hi-i6
1740

3;-#4

fth-Level Divine {Shugenja) Spells

Spell Market Price
Antimagic fisld 1,800 gp
Bawishement 1,800 gp
Cloudkill 1,300 gp
Contingency 1,800 ap
Contrel weather 1,200 gp
Find the path 1,200 gp
Fire sezds 1,800 gp
Fires of purityf 1,800 gp
Flash ta stane. 1,860 gp
Greater dispelling 1,800 gp
Greater glyph of warding 1,800 gp
Heal _ 1,200 gp
Iviaszer of the ralling rivert 1,800 gp
hove earth 1,800 gp
Permanent image 1,800 gp
Stone tell 1,800 gp
Stureskin 2050 g
Surrirrion robire's ally Y1 1,800 gp
Teleport 1,800 gp
True seeing 2,050 gp
Veil 1,800 gp
Witd walk 1,800 gp
Yakamo's anger| 1,800 gp

DM's choice of any Gth-level shugenja spell -

Spall Market Price
Chain lightning 2450 pp
Disintegrate 2,450 gp
Fire storm 2450 gp
Greater restoration 4,950 gn
Gregter scrying 2450 g0
Legend lore 2,000 gp
Mass irvisibifity 2450 gp
Mislead 2,450 gp
Programmed image 2450 gp
Resurrection 2,930 gp
Spell tirning 2450 p
Statue 2430 gp
Summon natire's ally Vil 2450 gp
Surnbeurn 2,450 gp
Tormb of jade} 2500 ep
Viariish 2,450 2p
Wards of the kamit 2450 ¢p

DM’s choice of any 7th-level shugenja spell —_

Spell Market Price
‘Binding 3200 gp
Dsﬂa}!sd Elastfmba it 3,200 gp
Discern location 3200 zp
Earthquake 3,200 gp
Harrid witting 3,200 gp
Incendiary cloud 2,200 EF
Mass heal 3,200 gp
Power word, blind 3,200 gp
Protection from spells 3000 gp
Regenarats 3,200 gp
Sereen 5I00gp
Summon hature's ally Vil 3,200 gp
‘Sunhiirst 3,200 gp
Tefeport without error 5,200 gp
Vision 3700 gp
Whirtwind 3,200 gp

I DM's choice of any 8th-level shugenja spell

TARLE 8—74: TALISMANS

Sth-Level Divine {Shugenja) Spells

d%  Spell Market Price
D09 Antipathy 4,050 gp
10-18  Elsemantal swarm 4,050 zp
18-27  |Imprisonmment 4,050 gp
28-16 J'ad? uura'i' 4,050 op
3745 Meteor avarm 4,050 pp
46=54  Shambler 4,050 gp
55-63  Soul bind 4,050 gp
64-72  Summan nature's ally X 4 050 gp
TA-B1 Teleportation cirle 4050 pp
Bi-90  Trua resurrection 9,050 gp

91-100 DM's choice of any Sth-level shugenja spell =~ —

TALISRANS !

\Vllnd It can b{: mggcrcd QICT chﬂl’l’.‘ it IDEL'S its mﬂg.l:ﬂl I,
but ir lasts indefinitely untl wiggered. A talisman can hold a |
spell of up to 3rd level, and any character ean activate the spell. |
Most talismans ate bcncﬁma.l tor the user, Talismans with offen-
sive capabilities ave all bur unheard of

Must talismans are made by shupenjas: in the featured cun-
paign setting of Rokugan they are manufactured exclusively by
shugenjas of the Crane clan’s Asahina school.

Physical Descriprion: A rypical ralisman s 2 small {rem of
jewelry made from various natural materials: bone, feathers,
shells, dried planes, and the like: Some talismans are made of

Market

Minor Medium Major Talisman Price
01=11 = —  Bowe shield fsahcruary) S0gp
2= — —  Feather of the crane 50 gp
; (feasher fatf)
21-30 — —  frightened crane S0gp

(expeditious retreat) _
-3 — —  Golden feaf (poss 50 gp

| without trace) |
40-51  —  —  Makeup kit (changeself)  50gp
he-oh  — —  Paper umbrella 5
_ {obscuring mist)

61-66 01-06 —  Brooch of plenty
67-72 07-12 —  Blackfan ;
7375 13-21 01-06. Bone key (knock) | 400 &
76-78 2230 07 11  Hawk's foather flﬂwtatﬂ}
79:83 3141 1218 Mirror of purity

{delay poison).
84-87 42-50 1924 Shadow mack

Iknnw the shadows)
BE-00 51-50 7530 Silent bell (silence]

91-94 60-68 31-38 Tortoise shell {protection
1 e
U500 BY-74 384X  Whits sheafaf grain (cure:
nderats waunds)
—  A-A? 4954 Acom af visions {clairnayance)
— 8385 'S5-60 Jade sofestone
" (meld into stone)
86-88 61-66 Goldfish scale
r breathing)
89-91 67-74 Lizard's tail (remove disease] 9
5294 75-82 Mr'rmrﬂdmu.'.-:k_{r'rwr'sr'br'l’ﬂv}rj
9597 83-83 Origar fon (must of wind)
EI'B:--'IGG' 90-%6  Soaring crane {haste] 00 gp  §
97100 Incense of concentration  1,000gp |

i | A |



folded paper (origami). Talismans are rarely larger than a Loy
symbol, and have no appreciable weight,

Identifying Talismans: The fonn of & walisiman is often a
clue to its function. A feather of the crune tlisman easily suggests
tha feather full is tie spell it cuntains, for example, while a tor-
tise shell is obviously protective in namre.,

Activation: Activaring a rallsman’s magie requires no special
skill or spellcasting abiliry. The user muse tonch the ralisman
and concentrate for a moment as a standard action that does not
provoke an attack of apportunity, 4 talisman disappears—
crumbling ro dust or ash—afeer it is used, usually at the expira-
tinn of its spell effect.

Random Generation: To generate talismans randomly, roll
on Table 8-24: Talismans.

ALISIMAN DESCRIPTIONS

' For those standard talismans thar are spells in talisman Form,
simply refer to the spell description in the Flayers Handbook
| for all pertinent details. The caster level for 2 standard ealic-
man iz the minimum caster level needed to cast the spell
{unless otherwise specified). Nonstandard talismans are
described belowr !

Black Fan: When activated, o black fan talisman surrounds
the uger in an aura of power and mystery, This aura gives the
uger 4 +10 circumstance bonus on Diplomacy checks for t
hour, because it tends to inspire a measure of fear and awe in

TasLE 8-25; WaNDs

Market
' Minor Medium Major Wand _ Price
0105 —  — Deiest maglc T gp
) 06-10 — —  Light 375gp
N5 01-02  —  Atractioht 750 ap
L 1620 — —  Burming hons 750 op
21=25 —  —  Chamm pensun 730 gp
26-30 0305  —  Cure light wourds 750 gp
3135 0607 —  Elemental burstt 750 gp
3640 0B-09 —  Magic missile 7530 gp
(1st-level caster)
AT=457 10T —  Shocking grasp TE0 e
46-50° 12-13  —  Summon monster | 750 gp
51-54 14-16 — Hail of stonet 1,000 gp
55-57 17-19  —  Magic missile 2,250 gp
{3rd-level caster)
5860 20-22 01  Magic missils 3,750 gp
X [Sth-leval caster) |
BI—hY F3-7% 0 Bull’s strength 4,500 gp
B466 J6-I8 D304 Chameleont 4,500 pp
B7-68 29-32 05 Cure moderate watings 4500 gp
g5-70° 33 06 Oarkness 4,500 gp
T-72 34-33 07  Caoylight 4,500 gp
73-74 36-37 08  Ghoultauch 4500 gp
75-76 38 09  Hold person 4500 gp
77-79 3540 1011 lce blasit 4,500 gp
80-81 4142 12-13 [z knifet 4,500 gp
*_&2-33 4344 14 [nwisitility 4,500°gp’
S8 B4-80 4546 1516 Inwistbility to spirits] 4,500 gp
b BG-BT7 4748 17 Knuck 4,500 gp
B8-80 4950 18 Levitale 4,500 gp
90-91 5152 1920 Lighining bladet 4,500 gp
8293 5154 2] Shatter 4,300 pp
9485 55-56 22 Silence 4,500 gp
0657 5758 21 Summon monster i 4,500 gp
9800 RO B0 2435 Wamingt 4,500 gp
100 61 26 27 Magis missile 5250 gp

{Tth-leve| caster)

(3th-lavel caster)

peuple the user inreraces with, The talisman must be won
bly on the user’ clothing for the duration of the effect. It
bles into ash ar the end of the hour, _

Casler Level: ind; Prevequisites: Ciraft'|alisman, spelicastar s
&the; Market Price: 150 gp.

Brooch of Planty: Thic talisman provides its user wi
ficient nourishment for one day’s sustenance. It also enhang
the user's rest, so that sleeping for 2 houre providesall|
benefits of 8 hours of sleep. It crumbles to dust 24 hours df
itig activatedy .

Caster Level: Sthy Provequisites: Craft Talisman, ereate food nl
water; Market Price: 100 gp, l

Incense of Concentration: A spellcaster who burns thi
incense while preparing or readying spells for the day wan :
one extra 1st-level spell that day. A

Caster Level: 3vd; Prerequisites: Crall Talisman; Market Prig
1,000 gp. |

the Dunceon Magren's Guide. Wands bascd on s
described in this book are marked with a dagger (1) on
825 Wands.

Minor Medium Major  Wand :
— G2 28 Magic missile:

A

63 29 11,25

s p_gl

Chanm persan
{heightened to 3rd-level

64 30 Contagion ar;
6366 31 Cure serious wolnds
Dispel magic

G970 33-34 Earlhbolii
T1=F2 35-36 Fire wingst

— b-65 12
—  73-74 37 Fireball (Sthelevel caster)

75-T6 38  Greater magic weapon
4 seaad) | {Gth-level caster)
J7-78 39 Haste

s 7950 40 fevisibility to enemiest

— Bl-82 41 Keenedoe

— B3-B4 42 Lightning bolt

{5th-level easter)
— 8536 43  Majorimaze

— B7-88 44 Steam breath
[Sth-level caster)t
— 8990 45  Sugpestion
—  WI-9% 46 Sumimon monster (If
— %334 4} Thomsking
— 95 48 Fireball (6th-level caster)
— 96 49 {ightning balt
{Bth-lavel caster)
— 9798 50  Searing light
] {Bth-level caster)
— 55100 37 Steam breath

(6th-level caster)f
Fireball {8th-level caster)

S T 18,0003

— — 53 Lightning bolt 18,000 g0
(Blh-level caster) i

L= = 54 Greoter magic weapon  20,250g0)
(Sth-level caster)

= b 55 Charm monster 21,000 gpi



Market
Minor Medium Major  Wand Price

= 56 Cure eritical wounds 21,000 gp
= — 57 Dancing bladey 21,000 gp
= — 58 Fotiguef 21,000 gp
- — 5080 Fear 21,000 gp

S — — 61-61 Head rippery 21,000 gp
- —  B3-B4  ge storm 21,000 gp
L— —  65-66 Improved invisibility 21,000 gp
— —  Bi-BE Inflict eritical wounds 1,000 op
L=  — 6970 Neutralize poisan 21,000 gp
— —  7V-72 Paisan 21,000 2p
L= — 73-74 Polymorph other 21,000°gp
- —  75-76 Polymorph self 21.000 zp

[ F —  77-7% Ray of enfeeblement 21,000 gp

(heightened to 4th level spell)

- — 7380 Remove fubigue| 21,000 gp
- —  81-82 Restorubion 21,100 gp
— —  B¥=B4 Supgestion 21,000 gp

{heightened to 4th level spell)
I — — B5-8G Summon manster [V 21,000 gp

WONDROUS ITEMNS

- Mozeof the wandrons ttems described inthe THINGEDN MASTERS
!'{_,‘i'pide appear in the lands of Ovental Adventures as wrell, though
oftan under a different narme or in a different form. Tables B=24,
§-27, and 8-28 show all the wondrous items wvailable in Crien-
Lol Advenluree, On these tables, wondrous items described in

-

UONDROUS ITEM
JISSCRIPTIONS

* Biwa of Calm: The biwa is a scoinged instrument similar o a
tite, When played, the clear and dulcer rones of the instrument

- produce an air of dignified calm if the performer can succeed at
i Perform check (DG 15). This has the effect of a calm emotions

E §-26: MINOR WONDROUS ITEMS
Item Market Price

|§ 3

1 Iaui stone {dull geay) 25¢p
02 Asohina's [Quaal's] feather token (anchor) sgp
 Asahina's [Quaal ] feather soken firee) 100 gp
04  Asahina’s [Quaal's] feather token (fan) 200 gp
05 Dust of tracelessness 250 ep
. Dust of immability| _ 300 gp
&{ \Asahing's [Quaal’s] feuther token (bird]  3007gp
06 Asahiro's [Quoal's] feather token (swan bomt] 450 gp
08 Dust of illusion : 500 zp
10 Necklace of prayer beads (blessing] 500 zp
1 Asahina's [Quaal's] feather token (whip) 500 gp
12 Dag of tricks (gray) 900 gp
115 Dust of dyness 500 gp
14 Bracers of aremer (+1) 1,000 gp
W5 Haori [elaak] of resistanca {11) 1,000 gp.
6 Eyes ?‘thﬂ eagls 1,000 gp
17 Gagglos of minits seélrg 1,000 gp
18 Hand of the mage 1,000 gp
ﬁa-_ Bearl of power (Tst-levef spell] 1,000 gp
20 Phylactery of foithfulness 1,000 gp
{1 Stane cf larm 11000 gp
32 Koen [pipes] of the sewers 1,150 gp
W3 Scarab, golembane (stone) 1,200gp
24 Amulet [hesoch) of shielding 1,500 gp
5 Srarah, galembane (iran) 1.600 gp

Market

Minger Medium Major Wand Prica
- — B BE Wall of bonert 21,000 gp
- —  B0-00  Wall of fire 21,000 gp

—  — 91-92 Wallofice
= = 93

Sy

21,000 gp

Fireball {10th-level caster) 22500 gp

Lightning fioft 27500 'gp
(10th-level caster)

= = 95 Stegen breath 22,500 op
{10th-level caster)
- — 95 Chaos hammer 24,000 gp

{(Bth-level caster)
Holy smite
{Bth-level casler)

- = 97 24,000 gp

— - 58  Oruder's wraih 24,000 gp
{#th-level caster) _

— — 99 Unholy blight 24,000 gp
(Bth-level caster)

— — 100 Sioneskin 37,700 gpt

§The cost to create a wand of stoneskin is 10,500 gp, 840 %P,
plus 12,500 gp for the material compenents.

spell withina 30-foot radius. The effect lasts as long as the player |
continues plaving: He muse make one Perform check each
minute. On a die roll of 5 natural 1, the music is exceptionally
peor and unhormonious, and the calming effect is immediately
broken for the remainder of the encounter. The instrument
cannot be used cffectively as long as hostile creatures are pres-
ent whe previously heard the musician’s musical butchery

Caster Level: 5thy Prevequisites: Craft Wondrous Lremy, calm eme-
tons, Perform skill, Market Price: 7,500 gp; Weight: 3 1b,

Biwa of Kalits: This fine plucked lute confers a +2 enhance-
ment bonus on s players Pecfonn checks, inaddition o the <2 cir
cumstance bonus conveved by a masterwork musical instoument

Caster Level; Sthy; Prerequisites: Craft Wondrous Item, crestor must
have s ranks of the Perform skill; Market Price; 4000 g Weightalb. [

Charm of Protection from Disease: This magic item isa long L8
strip of yellow nr red paper, inked with potent supplications to

{Toxt contines on page 140)

d% Item Market Price
26 Neckiace of firehalls (Type 1) 1,650 up
27 Koen [pipes] of souncling 1,500 go
28 Quiver of Tsuruchi [Ehlonna] 1,800 gp
29 Honeshoes of speed 1,900 gp
30 Amulet of natural armor (£1) 2,000 gp
31 Bead of forse 2,000 gp
32 Courtier's abit 2,000 gp
33 Hat of dissuise. 2,000 gp
3 Yesuks furoshiisack 2000 gp
_ [Heward's handy haversack] A,
35 HonvOfoR. 2,000 gp
36 Tabi :[:Jaﬁfﬁ%f of spider elimbing 2,000 gp
37 Twilight lantemT 2,000 gp
38 Universal solvent 2,000 gp
2o batogind fesstliobercape 2,000 gp
A0 Wendrous writing setf 2,060 gp
41 Dust of appearance 2,100 gp
43 Eight diagram cains, miinorf 2160gp
43 Sovereign glue i B At 2,400 gp
44 Furoshiki sack [hag] of halding (Bag 1) 2,500 gp
45  Sandals fhaots] of striding and springing 2,500 gp
48 Candleoftuth 2,500 gp
47 fingasa [helm] of comprehending 2,600 gp

languages and reading magic



ftem
Necklace of fireballs (Type 11)
Furoshiki sack [bag] of tricks {rust,l

Gong [chite] of opening
Harseshoes of o zephyr
Rope af climbing.

Dust of disappearance

Lens of detection

Figurine of wondraus power (silver raven)
Biwa of Kakitat

Bracers of armor (+2)

Bruters of health (+2)

Huorl ook Uffharr'sma {+2)
Haor [cloak] of resistance (+2)

Obi fbelt] of giant strenpth (+2)
Gloves of arow siaring

Gloves of Dexterity (+2)

Headband of intellect (+2)

lour: stone (dusty rose prism)
Hanasaku's [Keoghtom's] aintment
Pearl of power (2nd-level spell)
Periapt of proof against pefson
Periapt of Wisdem {1 2)

Stone safve

Wilding clasp

Necklace of fireballs (Type 1)
Kimono of storingf

Bracelet of friends

Cirlat of persuasion

Ihcense of meditaiion

Furashiki sack fhag| of kolding [Hag 2]
fatin sione {clear spindie)

Mecklace of praver beads (karrna)
Bracers of orchery

Eversmoking botile

Wecklace of fireballs (Tope ]

Dai's [Nolzur's] marnvelous plgmf:ms
Winid fan

Wings of flying

Shapeshifter's kataginu [vestment, druid's]
Kimeng [cloak] of arachnida

Cloves of swimming and climibing
Shakwhachi fhorn] of goadiess fevil
Neeklase of fireballs [Type V)
Furoshiki sack [bag] of tricks (tan)
Cirelet of blesting, minor

Kaen [pipes] of hawnting

Kimona frobe] ofuseful ftems

Hand of glory

Fuiroshiki sack [bag] of halding (Bag 3}
Biwa af cale

Sandals [hoats] af levitation

[nd's chaice

DiA's chaice

TasLe 8-27: MeEDium WoONDROUS ITEMS

ltem

Samisen fharp] of charming
Periagt of health

Candle of imvocation

Arriulet of rutural grmor (+3)

Sandals [boots] ulspeed

loun stone {dark blue rhomboid)
lowrn stone (desp red sphere)
laun stone {incandescent blue sphere)

loun stane (pale blue rhombaid)

Market Price
2,700 gp
3,000 gp
3000 gp
3,000 gp

Market Prica
F.500 gp
7,500 gp
7,800 £h
&.000 gp
F000ep
4,000 gp
000 zp
8,000 gp
8,000 pp

Item
loun stone (pink rhomboid)

loun stone {pink and green sphere)
ottt stone (rearlet and blue sphere)

Goggles of night

Necklace o fircballs (Tepe V1)

Belt, man,{
Bracers of armor (+3)

Haori [cloak] of resistance (+3)

Cecanter of endless water

Peorl of power (3rd-level spell)

Talisman of the cphere
Figurrnr af wondrous pouser
{serpantine auwl)

Necklace af firahalls [ Type VI

Dreck af illusions
[Boceah's] Blessed bonk

Furashiki sack [bag] of halding (Rag 4)
Figurine of wondrous power (ebony fly)
Necklace of prayer beads (healing)

Kimona [robe] of blending

Origami crane [stone] of good luck

Paper of farms|

Stone horse {owrser)

Eight diagnam ceins, majort
Boat, folding
Catiled of sk

Mirrar of curingt

Charm af pm«:hon fram spirits, DC 13%

Tabi [boots), win
Kanbau [horm] o Hﬂstm

loun stone (vibrant pursle prism)

Medallion of thoughts
Kaen [pipes] of pain

Keto [lyre] af buitding
Partable hale

Hattle ofair

Stone horse (destrier]
Mirrar af enlightenmentt

lour stone (iridescent spr'nd.’é;
Mecklace of praver heads (simiting)

Perigps of wound closure

. Scabbard of keen edges

Horn of the hai nu frions]
Gem of bnghmsss
Pewrl uf the ningya [sirines]

Figisririe of wondrmois power (onye dog)

Gong [chime] of interruption

Gbi [belt] of giant strerigth (4]

Bracers af armor (+4)
Bracsrs of health (+4)

Heaor [eloak] of Charisma (+4)
Haori feloak] of resistance (+4)

Gloves of Dexterity (+4)
Headband of intallact (+4)

Pearl of power (4th loval spell)

Periapt af Wisdom {+4)

Figurine of wondrous power
{eolden lions)

Figurine of wondralis paiser

_ [marble elephant)

Amlet of natural armor (+3)

Carpet of fyng (3ft by 511)

MNecklace af adaptation

loun stone (pale green prise)
foun stong (pole fovender ellipsnid)
loun stone (pearty white spindle)

10,000 )
10,000
10,0008
10,000 gp
10,0008
10,000 g0
10,5009
17,500
11,800 gp
12,000 gt
12,000 gp
12,000 gt
12,000 gp
12,0005
12,000
13,0007
14,000 25
14 ,_5m%
14,800 &
14,8505
15,000 gp.
iﬁ.ﬂﬂﬂg I
15,000 gp
15,00 gpl
15,100 pp.
15,2001
13,300 ¢p
15,500,
15,800 gp
16,000 g
16,000 gp
16,000:ep
16,000 gp:
16,000 gpit
16,000 g BP.
16,000 g5
16,000 gp
16,000 851
16,500 gp-

17,0007

1 E,HMEF_
1 s,ﬂm:ggﬂ
19,000 gp
20,000 gp
20,000 ga
20,0000



d%  Item Market Price d%  ltem Market Price
I Figurine of wondrous power (ivery goats) 21,000 zp 36 Necklace of prayer beads (sumnons) 50,000 zp
74 Rope of entanglement 21,000 gp 37 Pearl of the tidest 50,400 gp
U5 Cube of frost resistance 22,000 gp 38 Crystal ball with detsct thoughts 51,000 gp
6  Circlet of blasting, major 23,760 gp 39 Hwor feloak] of etherealness 52,000 gp
[l Diamond rodf 24,440 gp 40 Carpet ufﬂfr (6 ;‘S br’ afi) 53,000 gp
1% Eyes of doowm 24,500 gp 41 Manual ofbo ily heal 55,000 gp
8 Bracers of armor {+5) 25,000 zp 42 Manual of gairifil exsrcize +2 55,000 gp
80 Haori [cloak] of displocement, minor 25,000 gp 43 Manual of quickness in action +2 55,000 gp
{208 miss chance] 44 Tome of clear'thought 2 55,000 gp
|81 Haori [eloak] of resistance (+5) 25000 zp 45 Tome of leadership and influence +2 55,000 gp
82 Mask of the skull 25,000 gp 46 Tore af inderstanding +2 55,000 gp
B3 Pearl of power (5th-level spell) 25,000 gp 47 Charm of protection from spints, DC 167 56,000 gp
B4 Dimensional chackles 26,000 gp 4% Eyes of chamiing 56,000 gp
WS Kimono Jrobe] of scintillating calars 2000 gn 49 Miror of fearf 56,000 gp
B Porcelain masky 27,000 gp 50 Kimana [rabe] of stars 58000 gp
67 Sacred ofudat 27,000 gp 51 Ewerproducing rice mortar, commoeny 59,400 gp
- 88 Manual of bodily heatth +1 27,500 gp 52 Dorkskulfl /60,000 gp
88 Manual of gainful exercise +1 27,500 gp 53 Cubeofforce 652,000 gp
a0 Manual of quickness tn actlon +1 27500 gp 54 Brocers of armor (+8) 64,000 gp
I 9 Tome of clear thought +1 27,300 gp 55 Pearl of power (Sth-level spell) 64,000 pp
42 Tome of lendership and influence +1 27,500 gp 56 Crystal ball with telepathy 70,000 gp
B Tome of understonding +1 27,900 gp 57 Peord nfpr:lwm {twa spetls) 70,000 gp
34 Figurine of wondiows power 28,500 gp 58  Gernof secing: 75,000 gp
(ubsidian steed) 59  Kimono frobe] ::Ifthﬁ archmagi 75,000 gp
85 Carpet of flying (4 ft by G 1) 25,000 gp 60 Ketaginu [vestments] of faith 76,000 gp
96 Charm of protection from diseaset 30,000 gp 61 Amulet of the planes 80,000 gp
WT Paper lantemn [lantern] of revealing. 30,000 gp 62 Crystal ball with true seeing 80,000 gp
38 MNecklace of prayer beads (wind walking) 30,000 gp 62 Pearl of power (Sth-level spell 81,000 gp
89 DBM's choice - 64 Manual of bedily }m‘qfﬂi Sl 83500 gp
100 DM's choiee 65 Manwal of gainfiel exercice +3 82,500 gp
L 66 Manual of quicksess in action +3 BEE00gp
Tuole 3—28: Major WonDROUS ITEMS 67 Tome of clear thought +3 23,500 gp
d%  Item Markat Prica B8 Tome of lendership and influence +3 #3500 gp
=02 Drumis of panic 30,000 gp B3 Tome of understonding +3 2,500 gp
0304 Mempo of pure thoughtt 30,240 gp 70 Gong of dispellingt #4575 gp
{606 Knbutc [helm] of telepathy 31,000 gp 71 Haori [mantle) of spell resistance 90,000 £n izl
708 Amulet of natural armor (+4) 32,000 gp 72 Kimona frobe] of epes G000 en YA
L 08 Pegrl of protection fram fire, minort 32,000 gp 73 Mireor of oppnsition 92,000 gp
10 Amudet of proof against detection 35,000 gp 74 Choos diamond 93,000 gp
and fncation 75 Eyes of petrification 98,000 gp
"1 Bracers of armar (+6) 36,000 gp 76 Bowl of commanding water elementals 100,000 gp
12 Bracers of health {+6) 36,000 2p 77 Brazier of commanding fire elementals 100,000 gp
103 Charm of protection from theftt 36,000 2p 78 Censerof controlling wir elermenials. 100000 2
14 Gloves of Dexterity (+15) 36,000 gp 79 Stone of cuntrolling surth elemenials 100,000 gp
118 Haori [cloak] of Charisma {+6) 36,000 2p 80 Manual of bodily health +4 110,000 gp
16  Headbond of intellect (+6) 36,000 gp 81 Manua! of goinful exersise +4 110,000 zp
107 Obi [beli of giuni strength (+6) 36,000 2p 82 Manual of qiickness i citon +4 't'l!}ﬂ:!ﬁ'ﬂ
18 Pearl of power [Gth-level spefl) 36,000 gp 83 Tome of clear thought +4 110,000 gp
18 Periapt of Wisdom (+6) 36,000 gp 84 Tome of leadership dnd influence +4 110,000 gp [
20 Drums of thunder 36,750 gp 85 Tomteo undﬁrﬂandrrrg +4 110,000 gp
021 Obofstorms 36,000 gp 86 Cem of wishes 131,600°gp
22 Antulet [searab] of protection 35,000 gp 87 Charm of mm:hanﬁmﬂ spirits, ol ?91' 132,000 gp
"3 loun stone (lavender and gréen ellipsoid) — 40,000'gp 88 Manual of bodily health +5° 137,500 gp
‘24 Ring gates 40,000 gp 89 Manual of goinful exercice 15 127,500 gp
s -Gnrpbt-"gﬂﬁng (5 i by T 41,000 gp 800 Mandal of quickiess in action +5 137,500 gp
6 Crystal ball 42.QUD_gp 91 Tome of clear thoughi +5 137,500 gp
VA Mirror of spirt seefngy 45,000 gp 92 Tame of leadership and influence +5 137,500 gp
2% Flute of the snaket 45,360 pp 91 Tome of understanding +5 137,500 gp
V28 Pearl of protection from fire, majorf 45000 pp 94 Mirror of lif trapping 152,000 gp
30 Kobuio [helm] aftefeparfaﬁan 48,600 gp a5 !I__"ubrc_g_ai‘e J I 156,000 gp
31 Bracers of armor (+7) 49,000 gp 96 Kabuto [Helm| of brilliance 157,000 gp
37 Pearl of power (7th-level spell) 49,000 gp 47 Mirrar of mental prowess 175,000 gp
VA3 Amulet of natlral armor [+ 5) 50,000 gp 9% Everproducing rice mortan extroordingry 150,500 gp
4 Haar [elook] of displacement, major 50,000 gp 93  DM's choice =

(50% miss chance) . 160 OW's cholce —
V35 Crpstal ball with decece inuisibiliny 50,000 gp




one of various mejor spirits. When hung in 3 house or similar
building, it exerts its magical influence to protect the oecupanis
of the building from discase. Characters are inunune (o any dis-
eaze that might be transmitted o1 contacied while within the
building protected by the charm. The charm is effective so long as
it is hung in place, and wards an area up w a 30-foor radius, but
never larger than a single building. The charm is easily destroyed
| by fire and other disasters, and can be easily removed.
H Caster Level: sth; Prévequisites: Craft Wondrous Leem, remove
i
{
L

i

isense; Mathet Price: 30,000 gpy Weights —,

Charm of Protection from Spirits: This charm, on yellow or
red paper, is inked wirh powerful threats against spirits. Any spirit
|| | attempting to enter a house warded by this charm must malke a
successful Will saving throw: The DC is determined by the power
- of the charm, which comes in three varieties. If the spirit fails the
\| saving throw, it cannot enter the warded house, though it can use
o\ spells and ranged attacks to target those inside the building The

charm must be pasted to the lintel of the door to be effective, and
) it cannot be touched by a spirit creature. Irwards anarez up 1o a
! 50-foot radius, but never larger than a single building.
Caster Level: 3rd [DC 13], 7¢h [DC 16, or 11¢h [DIC 19]; Prereg-
wisites; Craft Wondrous Iiem, proteclion jrom spirits, Helghten
| Spell [for DCs above 13); Market Price: 12,000 gp [DC 13], 56,000
gp [DC 18], ur 132,000 gp [DC 19]; Weight: —,

Charm of Protection from Theft: This charm, on vellow ar
||| red paper, is wrinten with supplications ta various major spirits
(| 1o protect the building from rthievery. All creatures within the
4} building suffer a —10 penalty on all Hide, Move Silantly, and

i

i !
et | ‘the lintel of the door, clearly showing to all that the holse i
1 protected. Any person other than the owner of the building
I who attempts to remove the charm suffersablast from 2 glyph of
I warﬂl'ng{'.idﬂ points nfélecn'icit}' dﬂ.l:nnge:l._ o J
| Caster Lewel: 5thy Prevequisites; Craft Wondrous Ttem; see tvisibils

Courtier’s Obi: The wearcr of this fine silk sash gains a +10
I competence bonus on Diplomacy checks, A magic oli accupies
| the same space as, and cannot be worn with, a magic beli,
| Caster Level: 5th; Prevequisites: Cralt Wondrous Trem, crearor
must have 5 ranks of the Diplomacy skill; Market Price: 2,000 gp;
Weight: 1 Ik

Diamund Rod: This item {5 a small tron rod topped with a
U " large diamond. When a character points the rod and urters the
command word, a lightning bolt spell discharges from the gem,
- as If cast by 2 12th-level sorcerer. Each nse requiresd charge,
and the diamond rod has 30 charges when created. When the
charges are expendad, the diamond itself is still worth 5,000 gp.
. Laster Level: 12th; Prevequisiles: Craft Wondrous Item, lightning

bolt; Market Price: 24,440 gp; Cost fo Creater 14,720 gp + 389 NP,
Wieight: 2 1k

Drums of Thunder; This magic item iz a small pair of drums,
. adorned with rassels and a harness to fasten it to the waist. The

- drume have several uses requiring different numbers of charges.
& Only one use of the drums can be called on per round, When
“dbeat upon, they can cause the wearer to fly {oue cliarge),

“summon 4 cloud chaviot (two charges), create fear (2 charges), con-
| trol weather (1 charge); or cast a lightning boll (2 charges), The save

DC for the fear and lighining bull effects is 16, The drums have 20
scharges when created,

Caster Level: 20th; Prevequisites: Craft Wondrous Item, cloud
cheerivd, conlrod weather, fear, fly, Hehining bolt; Market Price: 36,750
e Weight: 5 1b,

Dusrt of Immobility: This dust s typically found in 2
hollow blowpipe. It can he blown § feet 25 2 standard action

Open Lock checks To he effective, the charm must be pasted to'

ity aveane lock, ghyph of warding Market Drice: 36,000 gp; Weight —, |

that does not provoke an auack of opporrunity. If the chas
using the dust makes a successful ranged touch artack ag4
opponent within 5 feet, the targer must male 3 successhil
saving throw (DC 13) or be affected by a hold person spell

Caster Level: 3td; Prerequisttes: Craft Wondrous Ttem, huld
peviom; Market Price: 300 gp; Weight: —.

Eight Diagram Coins: These coins are actually
disles, each engraved with a specitic eymbeol, Eight are ol
a set. Both minor and major varieties are used the sam
uger tosses the coins on the ground whilc asking 4 g
aloud. The minor variety grants the benefits of an augury
regarding the question, while the major variety grants the
efits of divination, Both kinds can be used only once pe [

Caster Level: 3rd [minor] or 7eh [major]; Previguisiles
Wondrous Item, augwry [minot] or divinalion [major}; b
Price: 2,160 gp [minot] or 10,080 gp [majorl; Weight —.

Everproducing Rice Mortar: This magic item appears tobe
a ormal rice mortar and maller. The magic of the everpmd
rice mortar is activared by rurning the mallet in the mortar
direcrion, and deactivated by turning it in the ather dips

Once per day, the rice movtar can produce any type of
drink for up to 100 people, as desired. The food spews from
mortar hot and fresh—rice, buns, sake, candies, tea, salt, and oth
fondsriffs can all be produced. The food is normal in all res

A fewr extraordinary everproducing rice mortars are also imbi
with theability to grant up to four wishes, Once all the wish
been pranted, these mortars still function as the common

- Caster Level: 14th [common] ar 17th [extraordinary: Prereql
sites: Craft Wondrous Item, create food and waler, wish [¢
nery only]; Matket Price: 59,400 gp [commeon] or 120,500 _
[extracidinaryl; Cost to Create [extrrordinary]: 45,250 pp + 23,610
XI5 Weight: 1.1k,

Flutc of the Snake: This simple bamboo flure allows it
player to stmbion venomous snakes thar follow the charse
tneltal commands, The character must make a successful
fugm check against DC 15, and the number of snakes sum
moned depends on the check resule. Tf the check resultis
15=19, the flure summonsone Small viper If the rasult -
2024, the flute summons 113 Small vipers. If the result is 154,
the flute summons 1d4+1 Small vipers or 1d3 Medium-sie
vipers, at the player's option. The snakes appear anywhere
within 40 feet of the player and remain for 7 rounds,

Caster Level: 7th: Prevequisites: Cratt Wondrous Item, surmon
tature’s ally IV, Market Price: 45,360 gp; Weight: 2 b

Cem of Wiches: This large gem looks like any ather fine
gemstone, and is typicelly worth 1,000 gp on its own merin.
magic is far nore valuable, however, for it holds four wishs
when first creqted. 3

Caster Level: 17th; Prevequisites: Craft Wondrous Trem, wish
Market Price: 134,600 gp; Cost te Creal; 16,300 gp + 21,224 XE
Weight: —, A

Gong of Dispelling: This magic item iz a large gong, 3 fes
in diameter, When hung from a frame and struck, the gonghis
the effeces of dispel evil and dispel magic within a 30-foot radi
Bach dme the gong is sounded, 1 charge 15 used, The gong hay
50 charges when created.

Caster Level: 15th; Frevequisites: Craft Wondrous Ttem, d-&ﬁ'i-.-
evil, dispel magee; Market Price: 84,378 gp: Weight: 10 b, i

Kimono of Storing: This fine silk kimono has large sleevesin
a formal style. On command, an item held in the wearers hand
disappears. The item can weight ne more than 20 pounds and
must be able to be held in one hand. With o snap of the fingers the-
item resppeats, Storing or retrieving en item is a free action. Bach
sleswvs stores one item in stesis, shrunk down so small within the
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i that it cannot be seen. Many owners of kimonos of storing
them to be useful and dramartic ways to store weapons, wands,
Lecause itews ate stored n stasis—even lit lanterns. If the
15 suppressed or dispelled, he swred diem appears instantly
Caster Level: 6th; Prevequisites: Craft Wondrous Irem, shrink
: Market Brice; 4,400 gp; Weight: 3 1b,

Mempo of Pure Thought: The wearer of this fron face mask
|y worn with great armor) can use discern lies, a8 4 standard
ot it three times per day. A character wearing a meempo of
thaught cannor also wear o pair of eye lenses or goggles.
Caster Level: Fthy Prevequisites: Craft Wondrous Item, discern
e Market Price: 30,240 gp; Weight: 2 [h,

\ Mirror of Curing: Looking like a normal mirror § feet tall
by 2 feet wide, this item hae special therspeuric properties.
en the command word is spolien, any crepture viewing the

charge; the mirror has 10 charges when ereated, When all
harges are spent, the mirror shatters,
Caster Level: 11th; Prevequisites: Craft
Wondious Ieenn, heal; Market Price: 14,500
a1 Wighl: 40 [,

Mirror of Enliphtenment:
This looks like a normal
mind mirror, 3 feer in
diameter, Wrhen a character
speakes the command word,
that character {only) can see
A colored qura surrounding
the reflection of any crea-
mre visible in the mirror, By
eoncentrating as a standard
iction, the character can use
detect chaos, detect evil, detec
good, detect laws or know mati-
lgfion on any ohe creature
wisible in the mirror,

Caster Level: 3ud; Preregui-
siles: Craft Wondious Trem,
ielect chaos, delect evil, detecl good,
detect law, know motivation: Markel
Priee; 14,650 gp; Wilght: 45 1b.

Mirror of Fear; This mirror looks the
ame a5 2 miveor of enlightenment. Any crea-
fire looking it the mirror sees o hideous and
distorted reflection of itself The wiewer must make o WAl save
{0C 15) or become panicked. A panicleed creature must drop
anything it holds and fee at top speed from the source of its fear,
st well a¢ any other danpers it encounters, along a random path,
In addition, the creature sufters 2 -2 morale penalty on saving
threws. If cornered, o panicked creature cowers and does not
sitack, typically using the totel defense action in combar,
 Caster Level: 7th; Prerequisites: Craft Wondrous Item, fear;
Market Price: 56,000 gp Weight: 45 1b,

- Mirror of Spirit Sceing: This small, round mirres, 1 foot in
dlamieter, looks ordinary enough, However, all spirits passing in
frontof it are revealed o it in thelr rue forms, even if these forms
gre invisible, etheresl, polymoerphed, or utherwise disguised,

Caster Level: oth; Frereguisites; Craft Wondrous Item, brue

@ring; Market Frice: 45,000 gp; Weight: 5 1b.
. Paper of Forms: This magic colored paper can be used by
thse with the Craft (origami) skill When such a charaeter folds
the paper o ereare an antmal ar abject (making a successful Craft
thieck against DC 200 then blows on the origami form and utters
the command word, the paper transforms into a life-sized, real

version of the form with all the normal properties of the item
created. The paper can only be used to make an animal {not any
other kind of creature) up to size Large, or @ nonmagical item up
tor 1,000 cubic feet lavge, Whatever the object or animal created,
it is highly susceptible to fire, raking double damage from fire
unbess it makes & successiul saving tuow

The paper remains in its transformed state untl the characier
who creared {rumers a second command word, causing it o tevert
back to its origami form. This origami form can be wansformed
again into the same form as long as it {s never unfolded; unfolding
the arigami shape ruins the paper and negates its magic.

Caster Level: 15th; Prevequisites: Craft Wondrous Trem, antrmuata
obijects, major creation; Mivket Price: 10,000 gp; Weight: —

Paarl of Protection from Fire: When carried, this pearl
protects its owner from damage trom fire. When the bearer
would normally take damage frem fire, subtrace 15 points
from the total to account for the pearl’s effect, Some pearls
subtract 30 points instead,

Caster Level: 5th [minor] or 7th [major]; Prerequisifes: Craft 43
Wondrous Item, protection from el |
ments; Markeet Price: 32,000 gp [minor] _
or 48,000 gp [major]; Weight: —. |

Pearl of the Tides; This
prarl allows @ characier w
cause water o recede or
rise a5 if using the contyal
water spell.

Caster Level: 7th; Prerequi-
sites: Craft Waondrous Lrem,
control water; Market Price:
50,400 gp; Weight: —

Porcelain Mask: When
placed on a corpse, this plain
white Porcclain mask ani
mates the body as though _ A8
with the animate dead spell I
The character who placed!
thie mask on the corpse controls
the new skeleton or zomble. A
character cannot control more than2 8
HD of undead creared with penceluin -§
tasks per characrer level Remoying the
mask from rhe animared undead ends rhe effecr,
though the same corpse can later be reanimated unless it is de-
stroved. A character can remove the mask by winning an opposed
grapple checl after getting a hald on the undead erearire.

Caster Level: Sthy Prevequisites: Craft Wondrous Lrem, animate |
dead; Market Price: 27 000 gp; Weight: 2 1k

Sacred Obuda: This small strip of paper has prayers written on
it that are powerbul against undead. When touched to the fore-
head of an undead creature, the sacved ofuda adheres to the crea-
ture and immcbilizes it, a5 the halt undead spell. The user of the
ofuds must make s successful melee touch artack against the crea-
ture, This provokes an attack of opportunity from the undead, If
the attack of eppertunity deals damage, the user fails to place the
ofuda. If the ofuda is successfully placed, the undead receives
nw saving thiow, The effect lasts as long as the ofuda remains
attached, but even 4 moderate wind can cause the ofuda o Gl
off the creature’s forehead. Any ateack on the undead creature
causes the ofuda o fall and the effect o end.

Caster Level: sthi Prevequisites: Craft Wondrous Irem, halt
undead; Mavket Price: 27,000 gp; Weight: —,

Twilight Lantern: This paper lantern contains a tiny fire
that burns without fuel and brightens or dirms in responze
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to verbal commands (when a command werd is used). It sheds
light in & radius from 5 feet to 30 feet, as commanded. Normal ©
conditions (wind or main) cannot extinguish a twilight lanlom,
though immersion in water or the use ol magic such as a quench
spell ends the lanterns magic.

Cusler Level: 1st; Prerequisites; Craft Wondrous Irem, antmate
[ive; Murkel Price: 2,000 gp; Weight: —

Wilding Clasp: Appearing as a 3-inch long gold chain, this
{rem only works when atached to an amulet (or sitnilar item)) ot
vest (or similar item). The clasp prevents its attached item from
melding infa the wearer's new form when transforming magic
(such as polymorph selfor a druid's wild shape ability) is used, allow-
ing the item to be used in the new form. For example, a druid
with a wilding clasp attached to her peviapt of wisdom could tale the
shape of 2 wolt (which normally doesn't use equipment) and
have the periapt remain in its normal form, fully functional.
Mote that some forms may be harmful to certain items (such as 2
fire elementel form when wearing a wecklace of mitsiiles),

Caster Level: 5th; Prevequisites: Craft Wondrous Item, polymorph

self or crestor must have wild shape ability; Market Price: 4,000
s Weight —
. Wondrous Writing Set; This writing set comes in a fine lac-
. quered box and containg a brush, inking stone, and (nkwell
| with ink. When used for writing, the ser gives & +2 bonus on
| Craft {calligraphy} checks and a +10 bonus on Forgery checks.

Caster Level: Sth; Prevequisites: Craft Wondrous Trem, crestor
| must have at least 5 ranks in both Forgery and Craft (calligra-
- phy); Market Price: 2,060 gp; Weight: 1 1h,

CR:HT ING MAGIC
IT=EMS

" The process afcmatmg tagic items worI-:s the same in Oriental
| Adventures as it does in any other DUNGEONS & DRAGONS game,
{1 according to the process described in the DunGEon Mastex’s
Guide, Orientul Advenlures introduces wo new special marerials—
fade and vhsidian—and vne new type of magic ltem with s
accompanying item creation feat, Craft Talisman.

ISP=CIAL RMATERIALS

While adamantine and darkwood are occasionally fowad in the
' lands of Oriental Adventwes, they ave so tace hat ftems crafted
I | from them do not appear on the whles in this chaprer. More
cominon, particularly in the featured campaign serting of
Rokugan, are items {particularly weapons) crafted from jade or
vbsidian, since these stones are effective against ghosts and
creatures of the Shadowlands.

Jade and obsidian are softer than the fine stesl of normal
weapons, and weapons made of these materials have a —1
- penalry on attack rolls {actually -2, offvet by the bonus for mas-
 terwork weapons) and 2 -2 penalty on damage, with 4 mini-
LR um damage of 1. Jade and obsidian have a hardness of 8 and
W T LS hit points per inch of thickness, compared to iron's hardness
K 1L Ihr P of 10and 30 hit points. The cost of jade and obsidien weapons is
:’ 1N g 1 . ghmvn ot Table B-29.

i Jade: Oni cannot regenerate damage deale by a jade
weapon, and their damage reduction does not apply to even
nenmagical jade weapons. Jade is also effective at staving ofl
the ¢ffects of the Shadowlands Taing, at harming ghosts, and at
binding other spirits. Jade weapous lave the properties of a

ghost touch weapon, except that incorporeal creatures

i, o e Ty s
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canuol use jade weapons themselves. A characrer who
sesses 4 jade weapon receives a +4 sacred bonus on For
saving throws made to resist the Shadowlands Taine
unworked jade is effective in staving off the Taint; sea Ch
12: The Shadowlands for details.) _

Ohbsidian: Chsidian is almest as effective as jade in cortalng
cumstances: Ckni cannot regenerate damage dealt by an
weapon, and their damage reduction does not apply to sven
magical obsidian weapons. It is not an effective substitute for
ather uses, howewer, and it carriee the danger of a deadly. :

A randomly generated obsidian weapon has a 308 chances
carrying the curse of the now-desd moon deity, Onnotang
fivst time a cursed obsidian weapon deals damage to a cre
with the Shadowlands Taint, the weapon's wielder mustm
Will savve (DG 10}, This saving throw must be repeared once
fall moen, and the DC of cach successive saving thoow i
by 5. When the character fails the save, he falls into a blind f
seeking to comimit bl atrocities apainst his closest f
anud kin. Believing that he has been berrayed, the characrer
the nearest ally and continues to fighr unril uneonscions o
or until no allies remain in his sight. If the character Fails fiy
saving throws in a tow, the madness hecomes permanent.

Dizgcarding the obgidian wespan reverses the curse. Each il
moon thereafter, the Will save's DC decreases by § undil -#
character is free of the wespont il effecrs.

TABLE 8—29: |aDE aND ORSIDIAN WEAPONS

Jade Ohsidian
Weapon Damage Price Maodifier~ Price Madifiart
décr [ower 6,500 gp +1,000 g’
1d8 or higher +7.000 gp +2,000gn

*Add these values to the price for a masterwork weapan of the
appropriate type to determine the total cost of the weapon.

CREATING TALISMANS
A shugenja who knows the Craft Talisman feat can imbue  spe
cial talizman with any spell the character kuows that is ol 3rd Lol

or lower. The creator must be i w hallowed site (a templer

libvary), and needs waredals w fumm the wlisman iself The coms
[or inatedals are subsumed in the cost for crearing the ralisman
50pp per level of the spell times the level of the caster. All m:m:l%
als used ro create a talisman must be fresh and unused. The chir
acter must pay the full cost for creating sach talisman,

The creator must provide any material components ot
focuses the spell requires. If casting the spell would reduce the
caster’s X¥ total, she pays the cost upon beginning the cratting
process in addition to the XP cost for making the talisman
itself, Likewise, marerial components are consumed when she
begins working, but focuses are not,

Cratting a talieman requires one day spent in prayer a.uﬂ
meditation as well os netual erefting. The character must makes
Craft check (DC 20 + the level of the spell used), The Craft skill
used is anything appropriate to the task of crearing the liemy
{calligraphy, gemeutting, locks, origami, painting, pottery, I:IJ.-
loring, tattoning, weaving, and so ou). The item must be of Tiny
size ot stmaller, and canniot be 2 weapon,

1 the check [ails, the talisman is imperfect and cannot hold
thie spell The act of crafting miggers the spell, whether ar not the
Craft check is successful, expending the spell slot from the char
acter’s spells per day, just as if she had actually cast the cpeﬂ.

The ralisman has a basa price of the spell level % caster levl
* 50 gp{a O-level spell conmits a5 1/2 level). You must spend 1;’2;
of its hase price tn X P and use up raw materials costing half this
hase price. A talisman's market value equals its base price.
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For purposes of detect Taint, spellcasting, and other effects, a
Shadewlands creatuze is considered to have a Taint score equal
to halt its Charisma E:E}é'{fﬂun& down). Unidead ercatures add
+1 to this number, while outsiders add 42,

Spirit: Spirit is enother type modifier, Spirit creatures
include some fey and elementals (nature spirits), oursiders
(celestial spirits), undead &;hasts and ancestors) and even drag-
ong. Spirit créatures are not necessardly incotpuoreal, despite
their name—in the wmlds ol Origntal Adventures, some spirits
are as much (esh and bore as humans are. The only game effect
of the spit ype muodifier is thar spirir creatures are all affected
by spells such as commume with greater spivil, invisibility to spirits,
and protection from spirils,

MAONST=ER
AAANTVAL
MONST=RS

@@ Many of the monsters described in the Manster

Manual fir easily into an Oriental Adventures

@ campaign. The following monsters are appro-

priatc for the Featured campaign sctiing of
Rokugan, with changes as noted.
I Aranea (Kumo): Kumo have all the charecrevistics ol aranes,
| as described in che Monster Muntal In-addivion, they can spic
their poison to 2 meximuwin mnge of 50 feet (range increment
W 10 [eet) Thisis a ranged wuch atack; 2 successful hir deals

' nurmal poisen damage to the targer. Thelr Taint score is 7, and
~they cast spells as maho-tsukai, not sorcerers (save DT 17 +
| spell level,

Demon, Behilith (Kiri no Oni): These spiderlike oni have
“the Shadewlands type modifier. Their Laint score is 8.

| Ghoul (Jikiniki}: Ghouls in Rekugan are the remains of
| shugenjas who die while Tainted. They have the Shadowlands
type moditier. In addition to paralysis, the touch of a jikiniki
spreads the Shadowlands Taint: A character wounded by a
jikiniki must succeed at a Fortitude save (DC 14} or gain 1 point
of Taint, A jilintlkis Taint score is &

Merfolk (Ningyo): Mingye arc a red-haired, peace-loving
variety of merfolk, Unlike their commen n:lamcs, ningye are
frequencly spelleasters (shugenjas, shamans, or wi jen). They
are otherwise identical o the meefolk desr.ulx:l in the Bomster
Manwal. In Rokugan, the ningyo are allies of the naga, though
they remain secluded in the waters ufiche eastern sea, Tales also
tell of ningyo inhabiting White Shore Lake (Shiroi Kishi Mz
umi} in the Unicorn lands far 1o the notth.

Octopus, Glant, Fiendish (Garegosu no Bakemona):
Garegosi no Bakemono, a creature often sutmmaoned by power-
~ ful maho-tsukai, isa giant actopus with the fiendish template
" and the Shadowlands type modifier. It also has the fead specil
“ability, similar to a barghese's ability: When it devours &
“numanoid corpse, it gaing 1 HD per HD of the vietim, Thie
I Fi[ - _ destroys the ho:]? and prevents any form of raising or resurrec-
”m t! " ‘tion that requires part of tha r:arrpse A garegosu no bokemone's
Taint score is 3.

Ogre (Shadowlands Ogre): The ogres of the Shadowlands
are both smatter and more thoroughly evil than their coun-
terparts deseribed in the Monster Manual, chough they are oth-
erwise very simifar, Typical ability scoves for a Shadowlands

ogre are 5tr 21, Dex 10, Con 15, Int 10, Wis 12, Cha 12,
and they have +6 patural anor, Their better Dexrerity

tips, long Aoppy ears, and broad noses. Their fur is t}lp:;tﬂp‘

and Wisdom scores give them initiative +2; Reflex save 1, and
Will save +2, Their higher Intelligence gives them more
tatiks; so they have Climb +9; Listen +3, and Spot +3. The
always chaotic evil, and frequently advinee as burbs
rangers, ot [ighiets. Ogres are often found leading bake
woops: Their Thinl svore is 6,

Ogre (Shadowlands Troll): These degenerate creatures
are equivalent 1o the ogres described in the Manster Mans
and are closely related to the smarter Shadowland
‘They have the Shadowlands ryrpe madifier and a Taint s
of 3.

Skeleton: Skeletons in Hokugan have the Shadowl
type modifier. Their Taint score is 6, regardless of the size
the skeletan, Qutside the Shadewlande, skeletons are fr
quently animated through use of o porcelain mask (sec Ch
8: Magic Irems), 1

Zombie: Zombies in Bokugan have the Shadowlands type
modifier, Their Taint scorc is 1 for all zombies of Gargantui
size or smaller and 2 for Colossal zombies. Cutside the Shada
lands, zombies are frequently animated through use u{',a a
lain mask (see Chapter 8 Magic Items).

L wther Oriental Advenhwes campaigns, addirional monser
iy be appropriate, depending on the flavor and culrural b .u
ground of the campaign:

Animared Object (Stone Spirit): Stone spiries are E!.'
spirits that inhabit stone statues and can animate them
when they desire. The animating spirits have Lnrelligent
scores of & o 10 and always have neutral evil nhgnme'
They have the spirit subtype, so they are susceprtible to spells
that rarget cpirits. |

Aranea (Spider Demon): A spider demon is a spiric - said
to be the spirit of an adulterer—wheose netural form is sim ik
to & drider; a humanlike torso mélding into the body of 2 spidess
Its face is human, except for the prominent fangs. It has the
spitit type modificr, but is otherwise identical to the Arined
described in the Monster Manual.

Celestial, Avoral (Gandharva): These winged creaiures
are sworn enemies of evil nagas. Svine are accomplished:
illusionists.

Diire Woll, Celestial and Dire Lion, Celesrial (Foo Cres
tures); Foo dogs and foo lions are powerful servanes of thes
celestial spirits thar sometimes serve or guard mortals of pool
alignment. Foo dogs, the more common creature, have leonine:
bodies with thick fur, larae, padded faet, share tails with bushp,

golden or black, bur may also be white, green, violet, or
Foo lions are rarer, and are highly regarded in some cultur
a symbol of courage and strength, They look like big foo dogi
with longer tails, lager mouths, and shaggy manes encire ng
their necls, 3

Locathah (Hai Nu): Hai nus are aquatic humanoids neaﬂ. i
identical in game statistics to the locathah described in the
Monster Manual, Unlike locathah, they are immune ol
water-based attacks; and they take double damage feom
attacks except with a successful saving throw for half (like
cold creature), Their lean, solidly muscled bodies are cov
with solt fut i slades ol green, blue, and yellow They b
webbed hands and feer, and bony ridges encircle their sunke
black eves.

Lycanthrope, Werchorse (Myin-Kawei): This unosul
Iycanthrope is known to entergraveyards and bk the corpses
of the dead for sustenance. A werehorse’s animal form isg
light warhnorse.



Iycanthrope, Wererat (Goblin Rat): Goblin rats are a race
mral lycanthropes distinguished by two tactors: they
t frepsmit their lycanthropy, and they ave deachly atraid
elines. Whenever it faces a eat or catlike creature, 2 goblin
must suceeed at a Will save (DIC 10 + 1/2 the feline’s HD +
cline’s Charisma modifier) or become panicked, In
wanoid form, poblin tats tend to be short, with wiry bodics,
mustachies, greasy skin, and darcing cves. They have the
d subtype,

anthrope, Weretizger (Thamin Kya): According Lo
lezends, people can become weretigers by drinking
tainted well, by earing certain parches of grass, or from
etfect of 2 spell or a potion. Also, some spirits are thought
pahle to possess Hgers and turn them into humans to lure
AR

netrous Spider, Large, Fiendish [Zohlin Spider):
5 spiders are excellent mimies, able to duplicate any
¢ ot sound they have heard, anvtime they like, Listeners
st succeed at a Will save (T 15) to derect the ruse. These
ures sometimes assemble in large groupe to worchip an
ity they call the Earth Spider —an evil spirit that locke
a gizantic black spider with the head of o screaming
n man.

Nymph (Apsara): These heavenly beings sing and dance
ﬁ.m: the rulers of the spiries, They have the spirit subtype,
are otherwise identical 1o the nymphs described in the
ey Manual,

lanerouched, Aasimar (Rishi): Great herves olien
the blood of celestlal beings in cheir veins. Rishi, ur
ones,” are humans who carey an aura of godliness
it themn, and manifest holy power as a resule. Rishil may
quite appropriate For plaer characters in certain Oviental
mitityes campaigns: Their favored clags 1in Ovental Adven-
b is samurai.

-o'-wisp (Phii Khamot, Thamop}: These crearures are
that cause people to lose their way in marshy aress. They
entical to the will-o-wiep deccribed in the Monster
fanual, but they have the spirit subtype.

The following Monster Manual monsters can be used in an Ori-
Adventures campaign without aleeration, with the possible
didition of the spiric type modifier

fal, astral deva®

imal (ape, badger, bat, bear, boar, tag, shadk, teer,
wolf)

[iron, stone}

wablin

hrope {wercrat)

Tuan-t

Zombie

*Cpeatures marlked with an asterisl (*) have the spirit type
modifier in Oviental Advenfures,

Animals: ape, baboon, badger bat, bear (black, brown), bison,
boar, camel, cat, crocedile (all}, dog (all), donkey, eagle, elephant,
hawk, horse (all), leopard, lizard (all}, monley, mule, octopus
{all), owl, pony (all), porpoise, tat, raven, thinoceros, shark (all),
snalee (all}, squid (all), tger, toad, weasel, whale (all), wolf

Vermin; all

The following monsrers from Monsler Cumnperilium: Morslers of |
Freriin are also appropriate for an Crricntal Advenlures campaign: |

Chosan ane

Lycanthmope (werehat, wereshark)

Myrlochar®

Revenant

Siv

Spider, subterranean (all}

Yuan-ti, tainted one (all)

*Creatures matked with an asterisk (%) haye the spirit type
modificr in Oriental Adveniures.

BAJTANG

small Fey (Spirit)

Hit Dice: adé+3 (24 hp)

Initiative: +2 {Dex]

Speed: 30 ft., climb 30 ft.

AC: 1841 size, +2 Dax, +5 natural)

Attacks: 2 claws +6 malee

Damage: Claw 1d241 plus poison

Face/Reach: 5 fe. by 5 f./5 fr.

Special Artacks: Poison, spell like ebilities

Special Qualities: Alternate form, symbiosis, SR 13

Saves: Forr +2, Ref 17, Will =7

Abilities; Str12, Dex 15, Con 10, Int 43, Wis 14, Cha 15

Skills: Climl +11, Hide +15, Listen +10, Move Silently +11,
Spor 13, Wﬂdcmﬂg&* pe 11

Fears; Alerimess, ﬂuﬂm}esm @uhnm: {claws)

Cllmﬂ&jﬁ%@w‘irﬁw
Lba]lengeﬁﬁ’ ng:t"s’

'H'easuﬂ*a&tnnﬂan:l

Alignment: Always chantic evil
Advancement: 7-2 HD (Small); 10-18 HD [Medium-size)

Living deep in cursed forests, bajangs grow in tree trunks like
pustules of evil, emerging to terrorize nearby settlements.

Evil nature spirits found in cortupted ropical jungles, bajangs
ate typically encountered near the site of o bloody battle, the
burial place of an evil wu jen, or the secret mecting place of an
evil cult, They look like stunted, stocky humans (averaging 3 fect
tall, 120 pounds) with blunt noses, wispy hair, and pale brown
skin, Their eyes are beady and orange, and their wide, lipless
mourhs are permanently creased in evil sneers, Their hands are
bonw claws, and their feer resemble the alons of a voliue,

Bajangs speak Common and the Spirit Tongue.



| BARZMONO

Small Humananid (Goblineid, Shadowlands)
Hit Dice: 1d8+1 (5 hp) @@
Initiative: +0 @ @
Speed: 30 ft. @
ACH 17 (41 size, 6 natural)

Attacks: Bite +3 melee, 2 claws —2 melae
Damage: Bire 1d212, elew 1d641
Face/Reach: & fr. by 5 fe./5 fr.

Saves: Fort +5, Ref +0, Will +0 1
Abilities: Str 14, Dex 10, Con 12, Int 3, Wis 11, Cha 7, Taint 3
Skills: Listen =4, Spot +2
Teats: Alertness

Climate/Terrain: Shadowlands

Organization: Gang (2-4). pack {16—43, usually with 1 wa
lord or 1-3 Shadewlands ogres), or army (51=100, led by
2§ Shadowlands npres)

Challenge Rating: 1,4

Treasure: Standard

Alignment: Always chaotic evil

Advancement: By character clags

Bakemonos ara the "gobling” of the Shadowlands—small]
powerfully muscled humoneids with the intelligence am-]t]::
temperament of vicious sttack doga. The bulk of the race e
much like hounds whose leashes are held by Shadowlindy
ogres. & fow—those gifted with extraordinary intelligence—
advance in levels (usually as wartivrs), use armor and.
weapons, and lead thelr kio as warlords,

- Bajangs are vicious and devious fighters, preferring wesk or The average bakemono is abour 4 feer rall, 150 pounds
B helpless prey. They prefer to attack sleeping victims or and rippling with powerful museles
" ambush single characrers from behind. Bakemonos speak their nwn f:ui-r'
' Poison(Ex): Claw, Fort save (DC 13); initial guage. Those with exceptionil
| and secondary damage 1d4 temporary Ser, intelligence also speak Rokus
Spell-Like Abilities: 3/day—bane, gani (Common).

| divivation, ghost light®, gust of wind,
CORMBAT

steam breath®, hransfix®. These abili- r.
Most bakemono are ton

ties ere as the spells cast by & (
&th-level sorcerer {save DC stupid to use weapans,
and they really have

12 1 spell lewel),
Alternate Form (Su): little need for them.
They leap into artack

At will, a bajang can as-
like bulldope

sume the form of a simall

| wildeat with liglt brown clenching their

' Fur and orange eyes, as if jaws around

using polymorph slf. The anything they
bajang’s abilities and can catch, and

characreristics are un-

changed in this form,

- Symbiosis (Su): A

g 'Eluzjahgi: life force is tied

T fo g single tree in the hrowing tieial

[‘1 '”" « forest where it dwells, 1 | ‘ . selves on ihai

"“‘ll‘ 1f the tree is de- - - e — R . ' W : vicrims withs

8l stroyed {chopped —— ! - ) [ : . our Fesrael

down, burned, or strategy,

rotted with magic),

the bajang dies
immediatcly,

raking with
their filthy
claws, They
attack in packs



‘Medium-Size Fey (Spirit)

Hit Dice: 10d6 (35 hp}

nitlative: +6 (+2 Do, +4 Improved Initistive)
Speed: 60.£t.

AC: 20 (+2 Dex, +8 natural)

Mtucks: Touch +7 melee touch

lamage: Touch 1d10

}'EﬁE,l"Rﬂa-::h 5fe. by s fi/5 e

Spectal Arracks: Spell-like abilities

special Oualities: Symblosls, SR 21

Baves: Fort +3, Ref +u, Will +9

“Ahilities: Str 11, Dex 14, Con 10, Int 13, Wis 15,
R Cha 15 '
Skills: Hide +18, Listen 413, Move Silently +15, Spot
#13, Wilderness Lore +15
Feats: Alertness, Dodge, Improved Initiative,
Weapon Finesse (rouch}

Climate/Terrnin: Temperate and warm forest
Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Always neutral

Advancerment: 11-30 HD (Medium-size)

belliperent—and dangerous—as a wasp: Su the tales depict
ﬂu bisan,
‘Bisans are nature spirits similar to devads or bajangs, in
that their 1ife forces are tied to 2 single tree. They are most
‘commonly associated with trees that are valued for their sap,
qum, oil, or wood—primarily camphor, sometimes teak. In
their natural form, bisans look like human women, with
ong, Hewing hair (dark brown, black, or white) and soft
‘preen eves. They typically wear blue or pale green silk robes,
Their apparent age depends on the age of the tree to which
their life force is bound, but has no bearing on their abilities.
hey tend to reflect their tree’s appearance in other ways as
'm:li,auds as by wearing the flowers of their tree it their hair,
grin the color of their skin. Bisans are rarely encountered in
heir natucal form, however, preferring to use their polymorph
glf ability to assume the form of & normal or glant insect,
uften 2 wasp.
| Bisans speak the Spirit Tongue.

H.Lghl\r intelligent and clever, a bisan can be & formidable

enemy when angered, particularly if someone threatens her
;lmuml tree. In general, however, these spirits try to aveid
tombat, and prefer w use thein spells o cause mischicf and
orief, If forced 1o fight, a bisan typically (ees at the fivst oppor-
tunity, unless she is defending her tree.

Spell-Like Abilities: Ar will—animate wood®, bare, bless,
falm emotions, castigate”, elemental ward, ethereal jaunt (self
olus 50 pounds of objects only), hold monster, invisibility, iron-
wood, plant growth, palymovph self, waod shape. These abilities
are a5 the spells cast by a 10th- level sorcarar (save TIC 13 +
spell level),

Symbiosis {Su) A bisank life force is tled to 2 single tree in
| the forest where it dwells, If the tree is destroyed (chopped
down, burned, or rotred with magic), the bisan dies immediately.

A beauriful woman, hard as teak, volutile as camphor; and

Medium-Size Shapechanger (Shadowlands)

Hit Dice: 2dA+4 {13 hp) @

Initiative: &1 (11&%) @

Speed: 30 ft., swim 30 ft. @

AC: 13 (+1 Dex; +2 natural)

Attacks: 2 claws +1 melae

Damage: Claw 1dé plus disease

Face/Peach: 5 fr. by 5 f1./5 fr.

Special Attacks: Disease, improved grab, drowning

Special Qualitics: Alternate form, fast healing, fire vulnerabiliry

Saves: Tort +5, Tef +4, Will +4 p

Abilities: Str 10, Dex 12, Con 15, Int 11, Wis 12, Che 13, Taint 5

Skills: Bluff +10, Disguise +10%, Listen +7, Sensc Motive +5,
SpoL +F

Feats: Aleriness

Climave,Terrain: Any aquatic
Organization: Solitary

Challenge Rating: 2

Treasure; Standard

Alignment: Usually chaotic evil
Advancement: 3—& HI (Medinm-size)

Hideous crearures draped in the pleasing skin of a familiar com-
panion, bog hags are vile shapechangers that prey on humans.

thrive in the fetid swampe and waterways of Rolougan.
Though rﬁ?:y originate in the Shadowlands, they are st their dead-
liest further north—where no one suspects their presence. A bog
hag's natural form is that of a loathsome green crone with sharp
nails and jagged teeth. It stands about 6 fsi:t tall and weighs 110
pounds o average. It thrives by stealing the skin of human vie-
tims, wearing the skin like a suit, altering its shape to mateh, and §
even masquetading s the victim for short stretches of time:

Bog hags speak Shadowlands and Bokugani (Conmmen),



Bog hags stake out a territory in a given body of water near a
human community and wair for porendal victims to approach
| the witer, A bog hag rarely anmacks unless its victim is alone, 0
which case it swims up behind its prey and attacks in the water,

Disease (Ex}: Bog rot—claws, Fort save {DC 13), incubation
¢ perlod 1d4 days; damage 1d4 temporary Con (see Disease in

Chapter 5 of the 1TvceoM Masters Guide),
~ Improved Grah (Ex): 1o use this ability, the bog hap must hit
with both claw attacks, If it gets a hold, it can drown the victim,

Drowning (Ex}: Once 2 bog hap has o held on g victim, it swims
undarwater and attempts to drown the charcter Sec Watcr Dan-
gers and The Drewning Bule in the Duvaron Mastess Gitde,

Alternate Form (Su}): A bog hag can alter its appearance as if
ueing the alter self spell. However, it can only take on the
appearance of specific individuals, and only by stealing and
then wearing their skin, When a bog hag dons @ vicdms skin,
'~ an innate supetnatural ability conforms its body to the shape

cind appearance of the victim, The skin, however, rors as the
b body decomposes (barring the application of a gentle vepose
N Spell), making it useless within 2 week of the victim' death.
#i ,,E::l'fj W Fast Healing (Ex}): A bog hag thar takes a new skin heals 2
i El It -l[_‘. 8 hic points per minure unril it reaches its maximum hit paints.
BLIES I Once fully healed, the bog hag does not hesl more quickly than
[ifae "normal unril it dons a new skin,

Fire Valnerahility: A bag hag takes double damage from
fire unless a saving throw for half damage is allowed, in which
case it takes half damage on 2 success and double damage ona
failure. A bog hag tends to Hee if an opponent brandishes
2 flame ae it

i, These bony, one cyed ghouls spread a hideous curse with the

gkills: A bog hag gains a +4 racial bonus un Bluff and Dis
checks, *When using its alternate form abiliry, the bog hag
an additional +10 circuwnstnce bonus on Disguise checks.

Medium-Size Monstrous Humanoid

Hit Dice: 8d8 (36 hp)

Initiative: +2 (Dex)

Speed: 30 fr.

AC: 17 (+2 Dex, +5 natural)

Attacks: 2 claws +10 melee, bite +5 melee
Damage: Claw tds plus curse, bite 1ds
Tace/Reach: 5 ft. by 5 [1./5 [L.

Special Attacks: Fear aurs, mgamaling curse
Saves: Fort +2, Ref+7, Will 45

Abilities: Str 11, Dex 14, Con 10, Int 2, Wis 11, Cha 9
Skills: Listen +2, Spot +9

Fears: Weapon Finesse (bite, claws)

Climate/Terrain: lemperate and varm forest and monntaing
Organization: Solitary or pack (2-6) !
Challenge Rating: 3

Treasure: Mone

Alignment: Always chaotic evil
Advancement: 511 HD (Medium-size); 1224 HD {Large)

unelean claws, causing their victims to wansfonn inw mind
savages at might,
Tighanua busos ate a degenerare humanoid species that we
once friendly and helpful, but have since become an
humanlty’s deadliest enemies, They ave rall and gaunt (7 feetts
140 pounds), with long, flextble necks. Their feer are homy and.
oversized, and their gnarled fingers end in sharp claws Thate
hair is curly and ditty, their noses are fat, and their mouths 3
lined with sharp fangs. They have a single ave, lurid red ¢
yellow in color. Filth and grime cakes their pale, leathery dhin
Busos speak their own language. i

COMBAT

Mot nored for their intelligence, tighanua buses make crude’
ateacks by leaping st lone travelars and helpless villagers under
the ¢cloak of night. Though hardly brave, they are extremely
ferocious and attack whenever the opportunity presents iteelf

Fear Aura (Su): A tigbanua buso is shrouded in 4 constant
aura of fear. Crearures within a 10-foot radius must succeed aty
Wil save (DC 13) or cower for as long se they remain in the surg
and for 1dd-+2 rounds thereatter. Cowering creatures are frozen
in fear, lose their Dexterity bonus to AC (if any), and can tkena
actions. Foes gain a 12 bonus on attack rolls against them.
Whether or not the save is successful, that creature cannat b
aftecred again by that busds fear aura for one day.

Tagamaling Curse (Su); A humanoid wounded by a tig
banua buse’s claw attack must succeed a1 a Fortitude saving:
throw (DC 14) or contract a tervible curse. Each nighr, thereisa
cumulative 1% chance (1% the firse nighr, 2% the second night,
3% the third night, and so on) that a cursed character undergos
2 hoteible transformation that lasts the duration of the night 4
iransfurmed vicrim becomes a tagamaling husn: Tes feat becoma !
long and bony, lts eyeballs fuse together into a single red gr
vellow eve, its hands sprout sharp claws, and its teeth enlarge



Tighantea buso

into horrible fangs. The ragamaling buso's Inrellipence score
mes 2 for the duration of the ransformation, and the crea-
attacks avery creatiure it sees.

1In tagamaling form, a character cannor use any exceptional,
uparnatieal, or spelllike abilitios, spells, dkills hased on 1ntel-
ence or Charisma, or class abilities. It attacks with claws and
ilee o tiphanua buso, using its normal attaclk bonus for the
v and the same bonus —§ for the bite attack, A Medium-
! tagamaling's claws deal 1d4 pointe of damage {plus any
|mn5|:i: modifier), and its bite deals 1d3 points of damage
folus 1,2 Strength modifier). A Small tagamaling’s claws deal
143 points of damage, and its bite deals 1d2 points. The Chal-
lenge Rating of a tagamaling buso is the same as the base erea-
e =3 {tnindum 1/2).

- When dawn arrives, the tanslocmed victim returns o its
mmural form and retains no memory of any aclivos comimilled
\furing the night. The character is fatigued the next day, suffer
Ing 1 -2 penalty on Strength and Dexterloy and being unable o
arge ot run. A cursed cheracter can be cured with remove dis-
sor vemove crid within the first ninety-nine days of infec-
When the chance of transformation reaches 100% (after
e hundred days), the victim can no langer he eored by any
‘means short of 2 with or mivacle.

‘This sample tagamaling buso uses # Sth-level human fighter
i the base creature,

AGRRALING BUSO

‘Medinm-Size Humanoid {Human)
£ Dice: sd10+10 {42 hp)
Hative: +5 (+1 Dex, +4 Improved Initiative)

CENTI?PEDE,

COMBAT

Speed: 30 ft.

AC: 17 {+1 Dhex)

Artacks: 2 claws +8 melee, bite +3 melee

Damage; Claw 1d4-3, bire 1d3+1

Face/Reach: § fr. by 5 ft./5 ft.

Saves: Fort +6, Ref +2, Will +2

Ahilities: Str 14, Dex 13, Con 14, Int 2 (10, Wis 12, Cha 8 “

Sleills: Climb 411, Jemp +11, Spat +5

Feats: Cleave, Exotic Weapon Proficiency (bastard sword),
Improved Indtiative, Power Attack, Weapon Forus (hastard
gorord), Weapon Specialization (bastard sword)

Challenge Rating: 2

SPIRIT

A giant monstrous centipede {5 faarmme enough; add a nine-
eyed human head, 2 black cloud of poisonous fog, and a divine |
mission to punish the unjust, and it becomes a creature of |
nightmare Uiz is the spirit centipede.

Spirit centipedes are poisonous shapeshifrers that fre-
quently administer punishments on behalf of greater spirits.
In their natural form, they resemble enormous centipedes, 4
feet long for the greater variety, 1 foot long for the lesser vari-
ety, and & inches long for the least variety They have cep-
mented bedies in bands of green, scorler and silver, many lage,
and two long feclers. Their heads are vaguely human in
appearance, with bald pates, bushy mustaches, and ninc
eyes distributed evenly around the skull.

Spirit centipedes speak Common and the Spirit Tongue.

All spirit centipedes share certain abilities in commen, In
melee, they attack with a bite or {in scorpion form) a sting.§
They t:."plc,nﬂ}r use their black fog clouds to soften up cnomies!
before biting, however, and if severely threatened use the
clowds exclusively.

Black Fog Cloud (Su): A spirit centipede can cough upa |
poisonous clowd of black fog as & standand action, The cloud 8
extends in a spread centered on the spiril centipede with a
radius that varles depending on the size of the centipede (sue
below). A centipede is immune to the effects of its own cloud,
Any creatire that comes in contact with a black fog cloud must
make a Fortittde saving throw (T varies by size of centipede)
or suffer the affects of the clond. The effects depend on the cen-
tipede’s current form. '

Centipede: Initial damage paralysis (for 2dé minutes); second-
ary damage 0,

Seorpion: Initial damage blurred vision (all opponents gain
the banefit of the blup spell —20% miss chance for 2dé min-
utca); accondary damage O

Srtake: Initial and sccondary damage 1d4 temporary Con,

Spider: Initial and secondary damage 1d4 temporary Dex.

Towd; Initial damage O; secondary damage unconsciousness
(1d3 hous).

The black fog cloud vbscures all sight, including dagkvision,
beyond 5 feer. Crearures within 5 feet of an enemy have one-luall
concealmenr, so aracks from that enemy have a 20% miss chance,
Creatures farther away from an enemy have ronal concealment,
imposinga 50% miss chance, and attackets can't use sight to locare
the target. Spirit centipedes have no sight advantage within
the clond. A black fog clouid disperses after 1d4 rounds.
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Spiritcontopeds

Least Spirit Centipede Lesser Spirit Centipede Greater Spirir Centipede
Diminutive l.'.}_utsldcr {Sphit} 'I'my Crutsider (Spirit]l Small Oursider (Spirit)
Hit Dice: ida+t (5 hp) 3dé+3 (lehp) sdaes (27 hp)
Initiative: +4 (Dex) +3 (Dex) +2 (Tlex)
Speed: 20 {1, (tentipede); 30 . (centipede); ST, (centipede or
j 10 ft. {twad} 20 fi. (snake or toad) spidet); 40 ft. (snake;
30 f, (scorpion); 20
. ] 1 . {toad)
AC: 19 (+¢ size, +4 Dex, 41 17 {22 size, +3 Dex, 16 [+1 size, +2 Dex,
natural) +3 natural) +3 natuzal)
Arracks: Rite +0 melee Bire +& melee Bite +8 mclce or sting +8 melee.
Damage: Hite 1d2-3 Bite 1d3—1 Bitc 1d4 or sting 1d4
Face/Reach: Lie By 1RO f. 24/2 4t by 2424 /0 fio shbysh/sh
Special Attacks: Black fog cloud Black fog cloud Black fog cloud
Special Qualities:  Alternare form, SR 10, ‘Alternare form, SR 44, Alternate [urm, SR 12,
poizon immunity peisondmmunity. poisen immunicy.
* Baves: Fort +3, Ref +6, Will +0 Fort +4, Ref +6, Will +2 Fort +5, Ref +6, Will 45
Abilities: Str &, Dex 19, Con' 12, Str 8, Dex wccun 12, St 10, Dex 15, Con 12,
: Int 5, Wise, Chas 1t 7, Wis 8 Cha 7 Int11, Wis 12,Cha 11
Skills: Hide +18, Hide +17, Escape Artist 11,
Move Silently +7 Intimidate +5, Hide +14,
Move Silently +u Intimidate +8, Move
Silently +10, Spot 49
Feats; Weapon Finesse (bite) Weapon Finesse (hite] Weapon Finsess (bite,
Climare/Terrain; Warm or temperate land Watm or temperate land Warm or temperate land
%' Organizarion: Solitary Solitary Solitary
|| Challenge Rating:  1/2 1 3
- Treasure: None Nena Mone
Alignment: Alwrivs neutral Alwavs neutral Alvays neutral
 Advancement: 2 HD (Diminative) LTHD Tiny) 6-9 HO (Small);
9—15 HD (Medinm-size) '

L=EAST S?PIRIT CENTIPEDE

Black Fog Cloud (Su): A least spirit cenripede’s black fog
cloud has o redius of 5 feet, and the saving throw against 5}
effects hesa DC of 11.

Alternate Form {Ex): A least spirit centipede is the smllest
variety. It can assume two different forms—centipede and
toad: Changing form is a fullround action.

LESSER SPIRIT
CENTIPED= .

Hlack Fog Cloud (Su): & lesser spirit centipedes black ' |
clouwd has 2 eadiug of 10 Eeet, and the saving throw againsti
effects hasa DC of 12,
b, Alternate Form (Ex): A lesser spirit centipede i:g
| crmaller version of the greater variery It can assume
different forms—centipede, snake, and toad, Changi i
form is o full-round action. '

round acrion.

¢ i GREATER S?PIRIT
== CENTI?PED=

Black Fog Clond (Su): A greater spirit cens
tipedes black fog cloud has a radius of 15 Fear, and
the saving throw against ite effects hasa DCof13,

Alternate Form (Ex): A greater spirit centipede can frealy
shift among fve different inrms—cent:pede, scorpion, snake
spider, and toad, In each form, it iz abour the same size ind
color, and its statistics are unchanged {excepr its speed and the

ettects of its fog cloud, as noted above), Changing form mfull-




- DOC CV'O'C

Medium - Size Outsider (Spirit)
it Dice: 10d8+10 {55 hp)
ative: +{

ages Hind axe tds+1 plus shouk
Ir'ﬂ»:m:l'l: sftbysft/sfo
eclal Artacks: Shock, spell-like abilitles

necial Qualities: Damage reduction 10/+2, SR 16
Emﬂ Fore +4, Ref+7, Will +11
ahilities: Str 13, Dex 11, Con 12, Tnr 17, Wis 18, Cha 18
\Skills: Bluff +14, Concentration +11, Lliplomacy +14, Hide
L 410, Intimidate +14, Intuir Direction +14, Knowledge
tlocal) +13, Knowledge tnature) +13, Listen +16, Spot
 +le, Wilderness Lore +14
Feats: Alertness, Blind-Fight, Expertise

[limate/Terrain: Warm and temperate plain, forest, hill, and
. mountain -
‘ﬂ]'gamzatxun Solitary

ﬂhﬁllmgc Rating; 6

sure: Double standard

CMlignment: Always neutral

Advancement: 11-30 HD (Medium-size)

Cdoc cu'o'c 15 4 spirir thar serves as a protector of sorts, when
ihe inhabitants of a region petition it for aid and give it
grayers and offerings. It appears as a human
male ot fernale) 5p1|.1' 1anﬂ':w!':i= devwn the
middle —standing on one leg and
olding 5 glowing axe in its single
hind. In physical features, it re-
mbles the inhabitants of the.
SMnd it protects,
Eome think of them as,
nevolent protectors, but
gitmportant to remerm-
et that the only matter
gflmpm.l:ance to doc
% i is the land l]:::y
@rl, not the people
iho live there,
& Doc cu'o’cs speak
tommon and the
irit Tongue.

(OMBAT

.:H. pugh not exactly
; H:J:E\rﬂ]enr, adoc cu'ocis
\noran ageressive or evil
Sepirit It takes its dury of
qratection seriously, and is a
Cmear enetny of evil sprrirs whin
maild threaten its territory Lo
tuncs protect their own regions
with o concern for other areas, and
i ot above encouraging a proup of ene:
mies to take their depredations eleewhera,
- Bhoclk (Su): When a doc cu'c'e hits with its axe, an

trical discharge deals 6dé points of additional electricity

dimage. The victitm can teduce this damage by half with a suc-
cessful Rellex saving tirow (DC 16). This elecuical discliagpe s
a properey of the doc cu'v'c, not the axe itselll In any viher
hands, 2 doc cu'o'c’s axe is a simple masterwork handaxe,

Spell-Like Abilities: At will—invisibility; 3/day—control
weather, plane shift; 1fday—oath®, remove blindness, vemove curse,
vemoue dicease, vemove pavalysic These abilities are as the spells
east by a1 2th-level sorcerer (zave THT 14 + spefl Tevel) Seeinwie-
thility is always active on a doc cn'd'e’s person

DOKV¥V

Huge/Mediwm-Size Shapechanger (Shadowlands)
Hit Dice: 1608+128 (200 hp)

Initiative: +8 (+4 Dex, +4 Improved Initiative) i
as splder; +6 (42 Dex, +4 Improved Inirtia- 1l
rive) a5 human @ ]

Speed: 10 ft, climb 20 fi.

AC: 22 (=2 gize; +4 Dex, 410 naturall: 12 (42 Dex) as human |

Attacks: ?claws +19 males as spuder

Damage: Claw 2d449,/19-20 as spider

Face/Reach: 15 ft. by 15 fr. /10 ft. a5 spider; 5 fr. by § fr./5 Froas
human

Special Attacks: Vomir spawn, web, implant egpe, swallow
whole, frightful presence

Special Qualities: Alternate form

Sawves: Fort +18, Ref +14, Will +14 a5 spider; Fort 411, Ref 412
a3 human

Abilities: St 28, Dex 19, Con 26 as spider; Str 14, Dex 15, Con

12 a5 hwman; Ine 15, Wis 18, Cha 15, Taine 7

Skills: Bluil +18, Climul +4, Intlmidate

+12, Spol +22

Feats: Alertness, Cleave, Combat \

Reflexes, Improved Crivical {clawEs8l

Improved Initiative, Powet Al

Climate/Terrain: Any land and
underground
Organization: Salitary
Challenge Rating: 19
Treasure: Standard
Alignment: Always chaotic
evil
Advancement: 17 32
HID (Gargantuan); 3348
HD (Colossal)

The dokufu, or mountain
spider, Is an evil shape-
changer that implants its
eggs into human bodies
provide food for ies young, °
then swallows the bodies
whole so the eggs can hatch in
it digestve fract.
In its natural form; a dokafinis a
monstrous spider abiour 15 feer in
diameter and 10 feet tall atop its thick
legs. It is covered with a heavy exoskele-
ton resembling the rocks of itg m{mntam

actual agc—usuali} impaossibly old for o human:
Dokufus speak Shadewlands and Reokugani {Commen).



In human form, 2 dokufu uses surprize ro entrap a solitary
victim in its web and force sggs down the victims throae, 1f at-
tacked in human form, it reverts oo its normal form or fees. In
spider form, it attacks with the razorlike claws of its front legs.

Vomit Spawn {Ex}: In its natural form, a dolofu can spit oue
1410 of its developing spawn from its digestive system, either
spewing them on the ground or hurling them directly ot oppo
nents up to 50 feet away (a successful ranged touch attack at
+14 puts up to four speven in the opponcnt’s space without
proveling en attack of opportunity), Dokufu spawn are Tiny
monstrous spiders. Once a dokufu uses this ability, it can'tuse it
agdin until 1d4 rounds later,

Web (Ex); In cither form, o dokufu can cast a webeight times
per day. This is similar 1o an attack with @ necbue has 2 maxi-
W Enge ol 50 {eet, with & range incremenc of 10 feer, and 15
| elfective against rargers of up o Medium-size (see Weapon

¢ Descriptions in Chaprer 7 of the Flayet’s Handbook for details on
A8 net amacks). The web anchors the target in place, allowing no

© movement. An entangled creature can escape with 2 successful
| Escape Artist check (T 28) or burst the web with a Strengrh

check (T 34) Both are standard actions.
| Implant Eggs {Ex): [n spider form, g dokufu thar hite
with & claw attack can inject an egg into the opponent’s body,
/!l The affected creature must succeed at a Forti-
il tude save (DC 17} to avold implantation. In
either form, the dokufu often im-
| plants an unconscious ot other-
- awise helpless creature (which
gets no saving throw), The
young hatch in four weeks,
literally devouring the ‘g
host from inside.
t  Swallow Whole I,!{
| (Ex): In its narural &
form, a dokufu
can iy o swal-
| low a grabbed
opponent of
Medium-zize
ar smaller by
making a sue-
cessful grapple
check. Ir can
gwallow a help-
less opponent,
such os one en.
tangled in its web,
autormatically, Once
inside, the opponent is birren by 1ds dokulu spawn per round,
A swallowed creature that manuges 1o escape from the dokufu’s
. web can cut its way our of the stomach by using claws or a
Small ur Tiny slashing weapon to deal 25 points of damage to
" i}ue stomach (AC 200, When the creature exits, 2d 10 spawn spill

~out with It; then muscular action closes the hole. Other swal-

W lowed creatures must then cur their own paths out,
; The dokufu's intetior can hald one Large, oo Meditm-size,
 four Small, srght Tiny, sixteen Diminutive, or thirty-twoe Fine
or smaller opponents,

Frightful Presence (Ex): A dokulu in ite natural form
unsettles Foes with its mere presence. The ability rales effece
automatically whenever the creature attacks, cherges, or

changes into its natural form. Creatures within a radius

of 50 feet are subject w the effect if they have fewer HD rhm
the dukufu.
A potentally affecred creature that succeeds ar a Will say
{DC 207 remalns tmmune to that dokufu's frightful presen
for one day. On a failure, creatures with 4 or fewer H D hecome
panicked for 4ds rounds and those with 5 or more HI become
shaken for 4da rounds,
Alternate Form (Su): Ac 2 standard action, 2 dokufy tan |
change between its two forms, In human form, its physical abal:lrp ]
seares are lower, it has no naturalarmor, and it has ne clow atracke S
It cannot vomit spawn, swallow whole, or use frightful presency S
but it can etill cast webs and implant eggs. This ebility is otherwise
similar to a shapechange spell cast by a 20th-level sorcerer

DRAGON, LUNG

Lung dragons are winged, reptilelike creatures of ancient line
age. They are knowh and feared for their size, physical prawr
and magical abilities. Lhe oldest dragons are among them
powerful creatures in the world, 1

Known varieties of lung deagons include the following et
species: chiang lung {river dragon), li lung {earth dragon),
wang (sea dragon), pan lung (coiled dragon), shen lung {
dragen), t'ien lung {celestinl drugon), tun mi lung {typ
dregon), and yu lung {carp dragen); Ui
their chromatic and metallic

menl, Most lung dmgu =
are wise and many am
benevolent, though same
L are ag mrruptsnﬂl
evil ag rthe wnm
of the chromatic
dragone.

All lung dnﬂ;
ons gain more abil
itieg and greqtef'
power as they age.
They range in
length from sey
eral feet upu:ﬂ:
hatcl'nng o mu:ri‘f.
than 100 feetalis
ateaiing the st
of great wyrm, The
; exact size varies according

1o age and variery.

Dracon AceE CATEGORIES

Category Age (Years)

1 Wyrmling 05

2 Very young 6=15

3 Woung, 16-25

4 Juvenile 2650

5 Young adult 51100

B Adult 101200

7 Mature adult 201400

g Old A01-600

g Very old 601800
10 Ancient 207-1,000
1 Wyrrm 1,007=1,200
17 Great wyrm 1,200+




Lung dragons primarily sub-
lst.on mineral fare, from ordinary stone to precions gems
Gime varieties have a taste for certain living erestures, how-
b —primarily tish ot cheep,
 All lung dragons have the spirit subtype, and most are offi-
el of the Celestial Bureaueracy a governing body of powertul
ts. Each varicty has its own role and task to perform;
inng lungs, for example, are charged with guarding rivers
od [akes and dispensing rain, while tien lungs have broader
witrol over weather,
A uny dragons speak Draconic and the Spirit Tongue.

(ONMBAT

dragon attacks with its powerful claws and bite. Certain vari-
ehies of lung dragon can also usc a breath weapon and special
yaical attacks, depending on their size. Dragons prefer to
itr the air (except for yu lungs and lung wangs, which
Gt ), staying our of reach until they have wormn down the
enemy with anged atacks, ©lder, move intelligent dragons
e adepr ar sizing up the opposition and eliminating the most
4 ng&mus foes first (o1 avoiding them while picking off
aker enemies),

IAGoN FACE AND REACH

Face Reach
TTEN by 212 St
5t by 5 5fi.

5 ft by 5 5H:

5 ft by 10 1, 10 fi.*
10f by 20 f. 10
20 ft. by 40 f, 15 f.
A0°f. by 80 15

$Creater than normmial reach for a creature of this size.

DRAGON ATTACKS

*Only I lungs {earth dragons) can use wing attacks.

g tany

1 Tall 1 Tail
Size 1 Bite 2 Claws 2 Wings® Slapt 1 Crush 5weep1
Tiny 1d4  1d3 - —_ =
small 1ds 1d4 - — — —
Mediurm-size 1d8  1dé Td4 - == —
Large P (1] 1d6 1dE — -—
Huge 243 2d6 148 2de 2d8 —
Gargantuan 4df  2d8 2d6 2dg  4d§  2d6
Colossal 4dB 4d6 2480 4dE 4dg 2

Tlung wangs (sea dragons) cannct make tail attacks.

Dite; Dite attacks deal the listed damage plus the dragon's
strength bonus. The dragon also can use its bite to snarch oppe-
nents (see the descriptions of feats below), Bite attacks use the
full steack bonus:

Claw: Claw artacks deal the listed damage plus ball the dragors
Srrength bonus (round down). Dragons (except for lung wangs)
alsa can use their claws o snatch opponents (see the descriprions
of feats belovw). Claw ateacks are at =5 o the amack bonus,

Wing: A li lung can slam opponents with its wings, even when
flying. Wing atticks deal the listed damage plus half the dragon's
Strength bonns (round down) and are at =5 to the arrack honus.

Tail Slap: The dragon can slap one opponent each round
writh ite tail. A tail slap deals the listed damage plus 1 1,/2 rimes
the dragonk Strength bonus (round down) and is at =5 o the
sttack bonus.

Crush: A flying or jumping dragon of at least Huge size can
land on opponents &s a standard setion, using its whole body
to crush them. Crush attacks arc effective only against oppo-

nents three or more sizes smaller than the dragon {though it §

can attempt normal overrun or grapple attacks against
liarger opponents).

i ———— i TG
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A crugh artack atfects as many creatures as can fit under the
dragon's body (see the Dragon Face and Reach table above), Crea-
tures in the affected ares must succeed at a Reflex save against
DC cqual to that of the dragon's breath weapon ar be pinned,
automatically taking bludgconing damage dutlug the next
round unless the dragon moves off ther, I (e dragon chooses
to maintain the ping teat ic as @ nurmal prapple amack, Finned
opponents take crush damage each round if they don'Tescape.

A crush attack deals the listed damage plus 1 1/2 times the
dragomns Strength bonus (round down).

Tail Sweep: A dragon of at least Garganruan size ean sweep
writh Irs rail as a standard action. The sweep affecrs 2 half circle
with 2 diameter of 30 feer, centered on the dragon's rear. A Colos-
sal drapon’s tail sweep has a 40-foot radius. Creatures within the
swept ared are affected if they are four or more sizes smaller than
the dragon. The sweep automatically deals the listed damage plus
14/2 times the dragon’s Strength bonus (round dewn), Affected

 creatures can attempt Retlex saves to tale half damage, against a
DC equal to that of the dragon’s breath weapon,
¥ Crappling: Dragons do not favor grapple atracks, though
their crush attack and Snatch feat (see the deseriprions of feats)
use normal grapple rules.
1f grappled by a creature the same size o1 latger, adragon can
return the artack with its bite and all four Jegs {the resr legs deal
claw damage). If snatched or crushed by a larger dragon.a
| dragon can respond only with grapple atracks 1o Ty winning
| [ree, or with bite or breath weapon atracks. If grappled by a
 creature smaller than trself, the dragon can respond with any of
its physical attacks other than a tail sweep.
~ The dragon can always useits hreath weapon while grap:
pling, as well as its spells and spell-like or supernatural abilities,
| prowvided i succeeds at Concentration chacles.
| Breath Weapon (Su): Most lung dragons do not have breath
- weapons, instead possessing a variety of spelllike abilities, Drag-
§-ons that do have breath weapons (the tien lungs and the lung
wangs) use it 45 ¢ standard action. Once a dregon breathes, it can't
- breathe again until 1d4 rounds later, A blast from a beeath
I weapon always sterts at the dragon’s meouth and extends in a
direction of the dragon’ choice, with an area as noted below. 1T
the breath weapon deals damage, creatures caughr in the aea can
artempt Reflex saves to take hall damage; die DC depends un the
dragon's age and type, listed in dae individual entry
A lung dragou’s breath weapun isa cone whose length varies
with the drgon’s stze,

II‘.’lucou BrEATH WEAPONS

Dragon Size Cone” (Length)
Tiny 15 ft
Srmall 20 ft.
Medivmsize 30 fi.
Large 40 fi.
Huge 50 ft,

. Cargantuan 60 ft,
Cologzal 701t

i.ﬁ. cone is as high and wide as its length.

ol ¢ Frightful Presence (Ex): A young adult or older lung
“dragon can unscrtle foes with its mere presence, The abilicy
i tales cffect automatically whenever the dragon atiachs,
'charges, or flies overhead. Crearures withii a radius of 30 feer =
the deagon’s age category are subject w the effect if they have
fewer HD than the dragon,
A potentally alfecied creature thar succeeds ara Will save (DC
10+ 1/2 dragon's HD + dragons Charlsta modifier) remaing
immune o thar dragons frightful presence for one day

On a failure, creatures with 4 or fewer HD become panicked
4dé rounds and those with 5 or more HD become shaken
rouds. Dragons ipnore the frighrful presence of other dr:
Spell-Like Abiliries: A dragon’s spell-like abilities depe
on irs age and varlery. It gains the abilities listed for 1ts age
all previous ones, using its age category or its soTcerer.
Ievel, whichever is higher, a5 the raster level, The save DC
+ dragon's Charizma modifier + spell level. All spellli
ties are usable once per day unless otherwise specitied.
Immunities (Ex): All dragons ave immune to deepand poral:
ysis effects. Some varieties of lung dragon are immune 1o addi’
tional forms of attack, as given in their descriptions.
Spell Resistance (Ex}: As dragons age, they become mote
registant to spells and spell like abilitics, as given in the vag
descriptions.
Blindsight (Ex): A dragon can ascertain creatures by

1
:

stie ﬁﬁn;(ﬂ;gﬁﬂ}{heaﬂng and scent, but also by noticis
vibratien and other environmental clues) with a range

feet » the dragorts age category,
Keen Senses (Ex): Admgon sees four rimes as well a humanin
low-light epnditions and twice as well in normal light. Tt alsa b
darkyision with a range of 100 feer % the dragon’s age earegarg
Detect Thoughts (Su): Tung dragons can use this ahility,
the spell of the same name, continuausly, with 2 range equal 8
5 feet the dragon's age caregory T
Invisibility (Su): Lung dragons can become invisibla o
ible at will ‘A with the invisibility spell, making any attack
canses the deagon to become visible.
Alternate Form {Su): Lung dragons can assume any.
humanoid torm of Small to Large size 15 a standard action. This
. ability is similar to the polymorph self spcll but allows on
humanoid forms. When using this ability, dragons gaina +10
circumstatice bonus on Disguise checks,
Plane Shift (Sp): All lung dragons can move between the
Spirit World and the Material Plane as often as they desi
Shifting planes is & standard action.
Skills: All deagons stare with 6 skill poines per Hir Die, plus
bonus peints eyual w Intelligence modifler x HI, and pi
vhase the following skills ar 1 rank per Hit Die: Listen, Spa
anil Search. The remalning skill points are generally spent ¢
Bluff, Concentration, Diplomacy, Bscape Artist, Knowledy 2
{any). and Scry ata cost of 1 skill point per rank. Dragoni
cannot purchase skills that ave exclusive to a class.
Diragons that can cast spells have the Spellcratt skill for free
at 1 rank per Hit Die, provided they have an Intelligence bonis’
of ar least +1 {Intelligence score 124}, A
Eeats: All dragons have one feat, plus an additional feat perd.
HD. Dragons favor Alertness, Cleave (claw or tail slap atta
only), Improved Initiative, Power Attack, Sunder, Weapon
Focus (claw or bite), and any metamagie feat thac is available
end useful to sorcerers. Dragons can also choose from the
dragon-specific feats described in the Dragon entry in the Mo
ster Manual: Flyby Attack, Hover, Quicken Spell-Like Abilim
Snatch, and Wingover
For infoumation about dragon overland movemenr, deagan’
society, and dragonhide armor, consult the Dragon entryin
Munsler Manual.

YW LUNG (CAR? DRAGOMN)
Dragon [Spitit, Water)
Climate/Terrain: Warm laud aid undergeoumnd
Organization: Solituy or cluch {2—5)
Challenge Rating: Wyrmling 2; very young 4; young &
Treasure: Standard




gnment: Usually neutral
Mdvancement: Wyrmling 7 & HD (Tiny); very young 1011
HD (Small); young 13-14 HD (Medium size).

i lungs are the infant form of all lung dragons. Much like tad-
poles transform into adult frogs, yu lungs matare into truc lung
lzagons. In contrast to a tadpole's gradual metarnorphosis, how-
er, &y lung'’s mansformarion ocours instantaneously, accom-
d by a loud crack of thunder, as soon as the young dragon
es the juvenile are catesory, Yo lungs are ceclusive and
by far the most docile of the lung dragons.
- iy lung has a large-mouthed reprilian head, fronc claws,
“ind the body and tail of 2 giane carp. Its scales are blue-gray
pith markings of various colors, and their eyes are bright
_ A long, wispy heard dangles from its chin,

Y lungs live in freshwater rivers and fakes They make their
s in small mansione of mud and srone located in the morlki-
st waters of their abodes. Though neat and well built, thege
mansions are crude by lung dragon standards. They are also rel-
ﬂh?ehbanen, gince yu lunge do not collect treasure. Yu lunge
ek Common, Aguan, Draconic, and the Spirit Tongue.
Vi lungs are scavengers, cating the orgenic and inorganic
matter they dig from the cozc at the bortom of their lake or
Tiver Yu lungs occasionally befriend humans, and these friend-
ships are notable for their longevity, A vu lung's bond with 2
hyman peisists eveu aller its ransformation into another
species of dragon, assuming the human lives that long,

BAT

timid yu lungs shun combat. If provoked or threatened,
v fight back with tooth and claw, and marely pursue flecing
nenents.

nferior Dragon Abilities: Yu hangs lack the standard lung
ClrEon abilities ol invisibility aod aliernate fogm,

Water Breathing (Ex}: Yu lungs breathe water. They are able
exist on land for only 1 hour before they begin to suffocate
uffocation in Chaprer 3 of the DUNGEON MASTERY Guide}

RIANG LUNG (RIVER

AGOT

on (Spirit, Water)

atc/Terrain: Warm aquatic

tganization: Juvenile and young adult: solitary or clutch (2-5);
adult, mature adult, old, very old, ancient, wyrm, or great

wyrm: solicay, pair, family (1-2 and 2-5 offspring), or court

(1 plus 1= Mediwn-size nature spirits and 1—6 shen lungs of
~ adult age or older, but always younger than the chiang lung)

‘adult 17; old 19; very old 20; anclent 22; wyrm 23; great
wyTIm XS

hLungs BY AGE

enge Rating: Tuvenile 9; younp adulr 12; adult 14 mature

EGH‘BR‘I‘

Attack Fort Ref Wwill  Fear
Size  HD {hp) AC Bonusz  Save Sa'u'a Save DC SR
T 6d12+6 (45) 20 (+2 size, #3 Dex; +5natural] 48 46 iE s
5 9d12+9 (67) 21 {+1 size, +2 Dex, +3 natural) +11 +7 |3 15 e -
M T2d12624 (102) 22 (&1 Dex, 411 natiral) L ——
NG ABILITIES BY AGE
Speed Str Dax Con Int Wis Cha Spacial Abilities
erriling 20 ft., swim S0, n Ta i i Inférior dragon abilities, water breathing
"g" g}l‘q'bung 20 f., swim 90 f. 13 14 13 & 9 2 A
foung 20 ft., swim S0 ft. b O DL T e L )

Treasure: Double standard

Alignment: Usually lawtul neutral

Advancement: Juvenile 17-18 HD (Large); young adult 20-21
HD (Hogeh; adult 2324 HD (Huge); moture adule 26 27
HD (Huge}; old 29-30 HD (Gargantuan}; very old 32-33
11D {Gargantuan}; ancient 25-36 HD (Gargantuan); wyrm |
38-39 HD (Gargantuan}; great wyrm 41+ HD (Colossal) .

A chiang lung lives in each river and lake in certain lands.
Chiang lungs are spirits of min and waten, patrons of theaces |
and scholarship, and among the most honerable and noble of |
spirirs. They are frequently encountered in human form,
often attended by lesser nature spirits (also in human form) or
shen lungs.

Inits natural form,  chisng lung has a long, serpentine body (B
with four short legs and wehhed feer. 113 scales are vartons [§
shades of seintillating blue and green, shifring to brilliant
vellow on the belly, It boasts 1 multicolored beard and o pair of
long, white horne.

Chiang lungs dwell in magical palaces located in the Spirit §
World beneath the waters they protect. Regavdless of the size
of the river or lake, the pelace iz alweys opulent and immense,
Unless freely given by the chiang lung, items taken from the
palace become worthless upon reaching the surface, Chiang
lungs sometimes entertain virtuous scheolars and artists on
lavishly decosated boats, posing as wealthy nobles or govern-
ment officials,

Young chiang lungs are often atraceed to humans, oeeasion-
ally resulting In secret love affairs and marriages. Such liaisons
usually end sadly, eften with the death of the human. Children
born of such marriages are river spirit folle

Chiang lungs can eat any type of mineral or gem, but they
afso have a taste for fish and sheep.

protect their domains. Since they spend so much time in
human form, they are usually well equipped, fighring with
magic weapnns and using a variety of magic items.

Fly (Su}: Though wingless, chiang lungs can fly magically
due toa magic blue pearl embedded in their brains. if removad
from the dragon, this pear] loses its magie but is still worth
1,000 pp. The drapon can cease or resume flight as a free action,

Water Breathing (Ex): Chiang lungs can breathe underwa-
ter indefinitely and can freely use all their abilitiee when sub-
metged, Any ereature in physical contact with o chiang lung
can also breathe and move underwater as if affected by the
spells water breathing and freedom of movenzent,

Causc Rain (Su); A chiang lung can breathe storm clouds, |
causing rain whenever and wherever it chooses. The rain



lasts for 2d4 hours and extends in a two-mile radius centerad
o the dragon.
Control Water (Sp): A chiang lung can use this epelllike abil-
ity to affect 2 radius of up to one mile per age category.
Tsunami (Su): Once per day, but only when commanded by
the officials of the Celestial Bursaucracy, 8 chiang lung can
cregte a tidal wave of water that causes wemendous devastation
on land and seq. On land, the wave has effects similar to a flash
flood: Creaturea caught in the water must make a Fortitude save
{DC 15). Large or smaller creatures who fail the save are swept
away, taking 1dé points of subdual Jamage per round (1d3
points on @ successful Swim check against DG 20). Huge crea-
tures that [uil are knocked down, while Garganruan and Colos-
sl creatures are checked. (See Weather Hazards in the Duneron
Masters Guide.) The wave destroyvs wooden buildings and 25% of
stone buldings, At sea, the tsunami capsizes ships and crushes
them ro splinters, The wave affects one mile of coastland.
. Other Spell-Like Ahilities: At will—augury; hane, bless, con-
 tral weathas, contvol wands, dispel evil, divination, master of the ralling
Lritter®, vemove curse; 3/ day—polymorph self; 1,/ day—miajor creation.

Ll LUNG (EARTH DRAGOMN)

Dragon (Earth, Spirit)

Climate/Terrain: Warm land and undergronnd

Organization: Juvenile and young adule: salitary or clutch

[2=5) adult, mature adult, old, very 61d, ancient, wyrm, or

i great wyrm: solitary, paiz, or Bamily {1-2 and 2-5 offspring)
- Challenge Rating: fuvenile 8 young adulr 10; adult 13; mature

adule 15; old 18; very old 19; ancient 213 wyrm 22 preat

wyrm 24

iEHIANG LuNGs By Ace

Treasure; Double standard
Alignment: Usually neutral e
Advancement: Juvenile 15-16 11D {(Large}; voung adull
18-12 HD (Huge); adult 21—22 HD (Huge); mature
24=25 11D (Huge), old 27-28 HD (Gargantuan}; very o
30-31 HD (Gatgantuan); ancient 33-34 HD (Garga
tuan}; wyrm 36-37 HD (Gargantuan); grear Wy
HD {Culossal) 9

Li lungs are spirits of the deep earth, masters of the earthg
and punishers of the wicked, On occasion they ara camma
10 reward needy communities by revealing treasure n
underground springs, but most often they lurk in their subg
ranean laivs, the farther from civilization the better,

A li Tung has the body and tail of a lion with & humanlike
face. Colorful quills lile the tail feathers of 2 peacock adom
wings (1i lungs are the only lung dragons with wings), and
eves look like melten gold with small black pupils
midst. When it Hrst transforms from & yu lung, a li lung
Hght green scales, but as the croature grows, the seales dak
and dark fur emerges from between them to form a thick, wis
coat. A great wyem is nearly black in colorn _

Li lungs make their lairs in deep caverns, avoiding cont
with other beings, They seldom leave these lairs unless
Celestial Bureaucracy sends them on missions, Earth dra
rarely interact with other deagons, cooperating with the
ey when vrdered o do so. They speak Comman, Draconie
and Terran, _

Li lungs mainly subsist on earth and seone, though they are
fond of eating gold, silver, and nther precious metals,

Attack  Fort Ref Wil  Fear
Size  HD (hp) : AC Bonus  Save Save Save OC
Juverile L 16d12+64 (168) 25 (1 Dex, =1 sice, 15 natural]  +20 T o LI
Young Adult H 19d12+76 (193) 26 (-2 size, +18 natural) +23 +15 +11 +16 24
Adule H T 22d1241101(253) 29 (=2 size, 421 natural e DS | L
Mature Adult  H 254124135 (287} 32 |2 size, +24 natural) +31 +1% +14 420 28
Old (G 28d121168(350) 33 (4 size, +27 natural) i, S RN | 7 5
Very Old G 31d12+186 (387) 36 {4 sizc, +30 natural) +39 +23 #1724 3z
Ancert G 34d124238 (459) 39 (-4 size, 433 natural) T e
Wyrm c 37d1222333 (573) 42 (-1 size, 136 natural) - +48 +29 +20.  +29 37
Great Wyrm 0 404124400 (6607 41 (-8 size, +39 natural) +48 +32 +22 +3 33
CHIANG LUNG ABILITIES BY AGE
Age Speed S5tr Dex Con Int Wis Cha  Special Abilities
|uvenile 60t fly 100/ (poor), 21 120 19 18 2T 200 Fly, polymorph self water breathing,
swim 120 ft. cause rain, control water, augury, divination!
NS : ‘bane, bless :
Toung Adult 60 fi., fly 100 f. (poor), 23w 1w 18 31 0 Darmage reduction 5/+1
swim 120 ft.
Adull 60 ft. fly 100 ft. (poot), 25 10 21 200 23 22 Dispelevil, control winds, remoe ciirss
L swim 120 ]
- Mature Adul 60 1L, fly 100 ft. (poor), 7 W o o @ 22 ramage reduction 10/+1 i
swim 120 M. ]
Old (GOfE Ay 1501 (clumsy), 31 10 23 22 25 24 Majorceetion, master of the rollig ot
] B awimidzof T : ’@!
Yery Old 60 ft., fly 150 fi. (clumsy), 35 10 23 22 25 24 Damage reduction 15/+7 '
swim 120 f,
Ancient GO, fly 1508, (clumsy), 37 10 25 24 27 26 Control wearher
_ swim 120 Al . 'l'
Whyrm 60 fe, fly 150 f (clumsy), 41 10 29 26 29 28 Dumage reduction 20/+3 '
swirn 120 fi. _ )
Graat Wirm 60, fly 150 (clumsy), 43 10 31 26 29 2B Tsunami I
swim 120/ i



Ll lungs prefer to avoid combar, hiding in shadows or under
‘ubble if their lairs are intruded upon. If cornered or attacked, 2
ilung's first ractic 15 to use its eavthquake ahility in an attempt
0 bury its cpponents. T this fails, the i lung is a vieious appo-
fent in meles, able to attack with its wings as it gets larger
- Earthquake Immunity (Su): Li lungs are never harmed by
an earthqualee, whether its origin is natural or magieal. If an
arthquake collapses a cavern around a li lung, it is merely
inconvenienced by having to dig its way our—it sutfers no
image from the falling stone.

Earthquake {Su); Once por day, a i lung een create an sarfh
ke in an arca with a radius equal to 15 fect times the dragon's
el In other respects, this ability duplicates the spell as cast
rasorcerer of a level equal to twice the li lung’s age level
Roat (Exk While engaged in melee combat, a li hung roars
seontinually. This sound, like the scraping of metal against
. is 50 loud thar crearures within 60 feer of the dragon
ot hear any orher sound, even thelr own voices. For all
ctical purposes, the creatures are consideted deafened while
ihe dragon continues to roar. In addition to the obvious effects,
adeafened crearure has 2 20% chanee ro miscast and lose any
‘mell with a verbal (V) component that he res to cast. &

‘Tunneling {Ex): Li lungs can burrow through solid stone at
aspeed of § faer.

- Other Spell-Lilee Abilities: 3/day—move earth, stone shape,
will of stone; 1/day—disintegrate, flesh to shone.
Bkills: Li lunps larger than Medium-size receive a racial
ponus on Hide chocks sufficient to negete their size penslw i
St young adult and adult age, +8 at mature adult to ancient, and
2 at wyrm and older),

ILuNGs BY AGE

Attack  Fort Ref will Fear
Size HE {hp) AC Bonus  Save Save  Save oC
M 4diZ+42(133) 23 (+13 niatural) AR 41E w8  h0 =
L 17d12+68 (178) 25 (=1 size, +16 nalural 22 +14 +10 +12 0
L Z0d12+7100(230) 28 (=1 size; #15 natural +27 17 12 +14 22
H 23124115 (264) 30 (-2 size, <22 natural} +30 +18 +13 +16 24
H 26d124156 (325) 33 (=2 size, +25 natural) A e
I 20d12+174 (362) 36 (—2 size, +28 natural) +38 +22 +16 +20 22
HE 32120 B B0 e Y atral) A2 2SI ARaTI0n
G 35d12+280 (507) 40 —4 size, +34 natural} +44 127 19 |24 a2
G EMTEQM%EE'I]‘ HH 4 slze, 137 natiiral) T TS R
NG ABILITIES BY ACE
Speed Str Dex Con Int Wis Cha Spn:lnl Ahll:tlu o e s
SO,y SOR: s T O T e mmni eangisk, o3
L o0 3 BN 45 RS e iurm‘}.il‘rﬁf ‘f: eshape
Noung Adult 60 ft,, fly 150 ft. {poor), P TR T T [ Damage reduction 5f+'l
_ swirm 40 ft., burraw 45 R.
it 6O, Y150 (poor), 27 10T 125 W
' swim 40 ft., burrow 5 /1. N [ IR e d LR o
- Mature Adult &0, fly 150 ft. [poot], 28 THG R AWAEEEERR Damage reduction 10/+1

swirm 40 ft., hurrow 45 ft.
60 fr, iy 150 ft (poor), 31 10
swirm 40 ft., burrow 45 ft. 18
601, fiy 150 ft. (poor), 33 10 23
swirn 40 fi., burrow 45 fi,

swim 40 f, burrow 45 .

60 ft., My 200 M. (clumsy), 37 10 27
swim 40 fi., burrow 45 ft. : —
G0 fE fly %ﬂﬂ'ﬂ“ {clumsy), 33 10 27
swim 40 ft., burrow 45 fi,

LUNG WANG (S=A DRAGON)

23
B0 f fly 150 7, (poer), 35 100 25

02

Dragon (Spirit, Water)

Climare/Terrain: Temperate and warm aguaric

Organization: Juvenile and young aduln solitary or cluich
[2=s} adult, matore aduly, old, very old, ancient, wyrm, or
areatwyrm: solitary, pair, or family (1-2 and 2-5 nffspring]

Challenge Hating: Juvenile 10; young adulr 13; adulr 15,
mature adult 18; old 20; very old 21; ancient 23; wyrm 24; |
freat wytin 26

Treasure: Double standard

Alipnment: Usually neucral

Advancement: Juvenile 18-19 HD (Large); young adult 21-22
HD (Large)yadule 24 25 HD (Huge); mature adule 27-28
HID (Huge); old 30-31 HD (Huge); very old 33-34 HD |
[Gargantuan); ancient 36—37 HD (Gargantuan; wyrm [
39-40 HD (Gargantuan}); great wyrm 42+ HD (Colossal) |8

Lung wangs ace the tulers of the sea, mighoy relatives of the |
dragon turte that demand iibute from passing ships. They are |8
protectors and allies of ocean creatures such as sharks, whales,
hal nu {locathah’ and ningyo (merfolk}, |

A lung wang has the body of a wrtle, its shell composed of
thick green scales with silver flecks. Tts hody is covered with
smaller, lighter green scales with golden flecks. Tts head is
lizardlile, with large eyes, long, golden whiskers, and small
black herns. A croct runs from the crown of its head down irs
neck. Tts hind legs are stumpy flippers, but its long front fip-
pers ate powerful for both swimming and combat.

Lung wange rarely remain in one place tor long, pliding
through the deep ocean waters like sharks, and shifting fre-
quently between the Spirit Weorld and the Material Blane. They

o7 s Moweh

R

16 19 18  Damage reduction 15/+2

16 19 18 Flesh i siore

18 21 20  Damage reduction 20/+3
22 Disintegrate



Lkeep their treasure, acquired from the tribute of passing ships,
in caches secreted throughout their territory. Lung wange
speak Common, Draconic, and Aguan,

Sea dragons, unlike other Iung dragons, are basically herbiv-
orous, subsisting primarily on algae and seaweed. They supple
ment this diet with fish and minerals, and have been known to
consume entire ships:

COHE RT
| Though unsble te fly and physically unable to attack with tail
slaps or wing buftets, lunp wanpge are hevertheless awesome
opponents, especially to ships. They typically capsize a ship
tirst, protecting itself from ship-mounred catapults and ballis-
tae while making the crew more sccessible to artack.

Breath Weapon (Su) A lung wang has one type of breath
_weapon; a cone of steam (trear as five damage). This breath
“weapon is effective both on the surface and underwater.
Water Breathing (BEx): Lung wangs can breathe air or
S water freely

Scaly Command (Su): A lung wang can use this abllity
three times per day. It operates as a mass charm spell thar
works only on scaled animals {reptiles and fish). The lung
wang’s caster level is irs HD. The dragon can communicate
| with any charmed animal as though casting 2 speak with ani-

mals spell.
Fire Immumnity (Ex): Lung wangs are immune to heat and
fire atracks.
Capsize (Ex}: A submerged lung wang of young adult age or
older that surfaces under a bost or ehip less than 20 feet long
‘capsizes the vescel 95% of the time. It has a 50% chance to cop
| &ize a vessel from 20 to 50 feet long and a 20% chance to capsize
| one over £0 feet long. Very old and older lung wangs have 2
| 100% chance to capsize boats under 20 fect long, 2 75% chance
to capsize a vessel From 20 to 60 feet long, and 2 50% chance w
“eapsize one over 60 feet long,

Fog Clowd (Sp): Once per day, a lung wing ol at least adult age

can create a fog clowd with & radius of 50 feet per age caregory of

| the dragon,

UNG WANGS BY AGE

Size HD (hp) AC

Juvenile L "17d12+68 (178)

Young Adult L 20d12+100 (230) 28 (-1 size, +19 natural)
Adult H o 23d124115 (264) 30 (=2 size, +22 natural
Mature Adult H  26d12+156 (325} 33 (=2 size, +25 natural)
Ol H -_25"41'3#?2-!11}39.1}. 36 (-2 slze, +28 natural)
Yery Old G 32d12+256 {464} 537 (-4 size, +31 natural)
Ancient G 35124315 (542) 40 (-4 size, +34 natural)
Whyrm G 3Bd12+380 (627) 43 (4 size, +37 natural)
Great Wyrm  ©  A1d12+450 (717) 42 (=8 size, +40 patural)
LUNG WanNG ABILITIES BY AGE
"Age Speed Str Dex Con
& Juvenile 10°Ft, swim 60 ft. 27 10 14
k 1 Young Adult 10 ft., swim 60 #. 25 10 21
Adult 10 f, siwim 60 ft. 3 10 21
Mature Adult 10 ft., swim &0 fi. 33 10 22
Oid 10 ft, swim 60 i 37 10 25
Very Qld 10 ft., swim 60 . 19 10 27
Ancient 10t swim B0 f: 41 14 29
Wyrm 10 ft., swim &0 ft. 43 mn ]|
‘Giredt Wrm i1} fr swim BT 45 10 i1

PAN LUNG (COILED DRAGON)

COMBAT

25 /(=1 size, +16 natural]

Other Spell-Like Abilities: 3/day— obscuring misi?'iul.ﬁf-:‘
1 /day—horrid wilting, suggestion,

Dragon (Spirit, Water}
Climate/Terrain: Warm land and underground
Organization: Juvenile and young adult: solitary or ¢
[2-5); adult, mature adult, old, very old, ancient, :
great wyrm: solitary, pair, or family (1-2 and 2-5 u
Challenge Rating: Juvenile 7; voung adule 9; adulr 14;
adult 14 old 16 VCEY old 18 aneient 195 woyrem 20
wyrm 22 '
Treasure: Double standard
Alignment: Usually lawful neurral
Advancement: Juvenile 14-15 HD (Medium-size); young adule
17-18 HD (Large); adult 20-21 HD (Large): marure adi
2324 HD (Huge}; old 26-27 HD (Huge); very old 2
HD (Huge); anclent 32-33 HD (Huge); wyrm 35-34
(Garganruan; great wirm 38+ HI (Gargantuan)

Pan lungs are guardian spirits, assigned by the Calestial Bureas
eracy to protect crypts or temples. The guardianship of 3
cific location is passed dewn from generation to gener
pan lungs, so a single family can maintain the same lair forteme
of thousands of vears,

A pan lung is a long, thin, almoest serpentine dragon. As ajune
nile, its scales ave gray, bur they guickly develop vibrant cole
c,hanglng hues as the deagon marures. Various shades of el
green, and orange are the most commen colors, and a natural oily
secrerion makes the scales gleam in sunlight. A multieelomd
mane surrounds its neck, and dark whiskers grow ftom its snou

Pan lungs prefer to eat ftuits and vegerables, often ma.mraiq-
ing elabwrate gandens that are cultivated by their minions,

Pan lungs prefer to appraise their adversaries before attacks
1ng, usually by using illusions to distract them or by urde 3
ing minions to engage them in combar, Cuce 1 pan lung b

AMtack _Fort  Ref  Will Breath Fear
Bonus Save Save Save Weapon [DC) DC SR
I TS [ A T e I
+28 +17 412 +15 10410 (25} 230
H31 H8 413 416 12470 (28) 240 as
+35 431 415 419 1441029} 37 e
+40 +23 +16 20 1Bd10 (37) LA
42 426 418 423 13d10(34) 31 3
+46 +28 419 +24  20d10 (38) YA |
+50 431 421 427  22d10 (39) 35 ol
+50  +33 %22 428 24d10(41) 36 T3A)
Int Wis  Cha Special Abilities
12 15 14 Water breathing, scaly comman
! fire irnmunity, nbs:unngmut
14 17 16 Capsize, damage reduction 5||’+1
14 17 16 Fog cloud o
16 19 18 Damage reduction 10/+1
16 15 18 ‘Suggestion a
12 21 20 Damage reduction 15/+2
13 21 0 Ealid fog E |
0 21 22 Dama reduction 20/+3
0 23 22 rrid wilking R |



waluared irs enemies’ performance, it attacks savagely and
defends des cherge to the death,
Fly (5u): Though wingless, pan lungs can Fiy mugicelly due
1o magic pearl of blood-red color embedded in their brains
fremoved from the dragon, this pear] loses its magic bur is
Citill wortls 1,000 gp. The dragen can cease or resume flight as
elieeaction.
. Water Breathing (Bx): Pan lungs can breathe water as easily
Han
- Scaly Command (Su): A pan lung can use this abiliey chree
times per day. It operates as a mass charm spell thar works only
*enscaled animals (reptiles and fish). The pan lung’s caseer level
idts HD. The dragon can eommunicate with any charmed
- animal as though casting a speak with ammals spell.
- Water Fire (Su): Whenever it is touching or submerged in
rater, 2 pan lung can surround itself in an sura of ghostly, flicker-
| ing, multi-colored flames that cause damage to any creature touch-
ingit. Any creature striking the dragen with its body or melee
| weipons deals normal damage, but at the same time the attacker
fikes the amount of damage shown en the table above {1dé for
mcnile and young adult dragons, 2de for adult through very old
dragons, and 3dé for ancientand older dragons). Other lung drag-
s of any variety are immune to water fire. The pan lung can
dispel the water five atany time, but it is sutomatically dispelled by
iy contct with normal or magical five. Onee the shield is dis-
pelledd by fire, the pan lung cannoc acevate itagain for 2d6 minutes,
‘Gonstrict (Ex): Pan lungs often choose to grapple oppo-
n:ents with their snakeltke ratls rather than using a tail slap
lﬁ:ck The dragon deals tail slap datnage (shown on the rable
|_i1rrl.'9] with 1 successful grapple check against a creature at
lesst one size smaller than itself,

N LunGs BY AGE

Attack  Fort Ref  Will  Fear Water i
Size HD {hp) AC Bonus Save Save Save DC SR Fire Constrict
il M 1312426 (110) 23 (+1 Dex, +12 patural) #1610 3 410 — — e
Young Adult L 16d12+48 (152) 24 (-1 size, +15 natural)  +12 412 £10 413 21 19 1dé 1d2+6 =
Z L 1912476 (199 27(Lske, M8 natural’ 28 15 911 a4 22 21 2de 1dsss
i re Adult H  22d12+4110 (253) 28 [-d size, 121 naturai} 128 +18 +13 +17 25 24 2d6 2d6+12
o H  I5dVeiasiasyy i cksize 2 Ratutal) H32H18 a4 g 28 26 3de 2destd
WeyOld M 28d12/168 (350) 35 (-2size,+27 natural)  +36 422 416 421 29 28 2d6 2d6415
H 314124186 {387) 3B (-2size, 30 maturaly =40 423 £17 432 30 29 3de 2de+16
C 34124238 (450) 20 (4 size, 433 natural) +42 426  +19 +25 33 30 3d6 2dE+13
eat Wi G 37d1242067(536) 42 (=4'size +36 natural) w46 428 FIOT T HFaY A4 32 #de HdR+1d
N LUMC ABILITIES BY AGE
Speaad Str Dex Con Int Wis Cha SPEEi:-ll Abilitiog
4ufe, fly 100 {poor), 17 T NS % 15 14 CFlywaterhreathing, charm monster,
o swim 60 f, .. .. ... ... scaly command, bane, bless, ventriloquism
oung Adult 40 R, fly 100 fi. {pnnr] TR TR ST LA T T Damage reduction 5/+1
swim BOft.
40, fiy 100 fi. {p’nhK} 23 W 1% 14 97 18 Silent fmage; minien
su.umﬁﬂﬁ _ o AT SIS R . A1
Mature Adult 40 ft.. fly 100 ft. [pﬂor} e 112 AR R T R e Carnage reduction 10/+1
swirm 60 fi.
40, Ay 100k (poor)i 290 100 21 16 18 18 Majorimage
] swim 60 fi. _ e T N - AL 1T AR Phiey
Wery Old 40 1t., Ny 100 ft. {poor), R [ R e ) Damage reduction 15 f+2
swim 60 fi.
40 ft, fly 1004, (peor), AN [ R T B e ST Phartasemat killer
swinm 60 fi. AL T I BERRPARRE TN e ({0
40 ft., fly 150 ft. f{:lumsy} 3550 10T A Carrage reduction 20/ 13
swim &0 ft.
reat Wyrm: 40F, Ay 150 f [clumsﬂ, 3 OMOL RF R0 @y I Mimgearcangl

swim 60 ft.

Minion (Su): Greater spirits often punish the spirits of
unfaithful human husbands and wives by binding them to the
servitude of o pan lung for a number of years—eraditionally
cqual to the number of tears they caused their spouse to shed, A
pan lung of at least adult age has a 25% chance of having 1d4
minions per age category under its command. Though they are
the spivits of dead humans, they have fully traveled from the
Spirit World to the Material Plane with the pan lung and are
neither incorporeal nor undead. The pan lung controls them as
if vid duminafe person. hppmmma{l:h' 70% of 3 pun lung's min-
ions have an NPC class, such as commoner or expert, and 30%
have 2 standard class; 2 minlon's level {5 generally equal 1o the
dragon’s age category,

rmage, silent amage, venbnloquicm; 1 /day—mivage arcana, phantas- |

wial killer

SHEI LUNG (S?PIRIT
DRAGOM)

Dragon (Spirit, Water)

Climate/Terrain: Warm land and underground

Organization: Juvenile and young adule solitary or clutch
{2—5%; acdult, mature adult, old, very okl anciens, wycn, o
great wyrm: solitary, pair, family (1-2 and 2-5 offspring),
or court (16 plus 1 older chiang lungs and 1-8& Medium-
size nature spiries)

Challenge Rating: Juvenile 8; young adult 11; adult 14; mature
adule1a; old 18; very old 19; ancient 24; wyrm 22; great
wern 24

Treagure: Double standard

Alignment: Usually Jawful neutral

(it



|| structing  ornate

Shew dung
SHEN LUNGS BY AGE
Age Size  HD (hp) AC
1 Juyenile L
Young Adult  H
Adilt H
Mature Adult H
Old G
Yery Old i
Ancient G
Wyrm G
CreatWyrm € 304724312 (565) 40 (=8 size, £38 natural)
SISHEN LUNG ABILITIES BY AGE
Age Speed Str Dex Con Int
Juvenile BOfr, fly 1OOR, (poor), 17 16 17 14
Swim 401t
Toung Adult 60, fly 100 f. (poor), 19 14 19 1R
swirn 40 ft.
Adull B0, 100G (poony, T 28 T4 d i
i swirn 40 fi. '
. Mature Adult 60 1L, iy 100 . (poor), 27 14 21 18
4 swirm 40 i,
. 4 old GOft, Ay 150 1t (clumsy), 29 12 23 18
X swim 40 fi.
- Wery Old 60 f., fly 150 f. (clemsy), 31 12 23 20
: swirm 40 ft.
Aneient BOCF T TS0 fE [elumsyy, 33 12 25 2D
' swim 40 ft,
Wyrm B0 i, fly 150 ft. (elumsy), 35 12 27 22
ewim A0 ft,
Creat Wyrm 6O R fly 150°R (clumsy), 37 100 27 22
swim 40 it i

in turn, view shen

| and bringers of

Advancement: Juvenile 1617 HD {Large}; young adult 12-20

HD (Hugeh adule 22-23 HD (Huge); mature adule 25 26"

HD (Huge); old 28-20 HD {Cargantuany; very old 31-32
HD {Cargantuanj; ancient 34 35 HD {Gargantuan); wyrm
3738 HD (Gargantuan); great wyrm 40+ HD (Colossal)

Shen lungs are the courticrs of dragonkind, assigned by the
Celestial Bureaucracy
to aasist and guard
the noble chiang
lungs. They are |
modest, loyal,
and fascinated by
humans, often rak-
ing human form 1o
mingle in human
villages. Humans,

lungs a8 messengers
of the great epirits

good fortune, con-

ghrines and stag-
ing elaborate cer-
cmonies to gain
their faver.

Shen lungs are
slender and bright-
eyed, with spiked

e dumg . Tewr i frmg

15412445 (142 26:(=1 size, +3 Dex, 14 naluzlf  +17 +12 12 412 — — il
18d12+72 (189} 27 -2 size, +2 Dex, +17 natural)  +20 +13  #13°  +415 23 20

21d12+105 (241) 30 (-2 size, +2 Dex, +20 natural  +25 +17 #1446 M4 230
244124120 (276) 33 (-2 size, +2 Dex, +23 natural)  +30 ot I - D - is
27d124762 {337) 33 (A size, £ Dex, +26 natwral)  +32 421 16 #2028 28 e
304124180 {375) 36 { 4 size, +1 Dex, +29 natural)  +36 +23 418 +23 31 29

33d12+237 (445) 39 (-4 size, +1 Dex, +32 natural) 440 +#25 19 24 32 3
36d124288 (522) 42 (A size, +] Dex, 135 natwral]  +44 25 421 2 3% 32

tails, ridged backs, and two sharp hotns rising from the
their heads. Golden whiskers grow from their long sne
juveniles, their scales ave dull shades of red, blue, green,
or any combination of these colors, but they brighten ing
liant hues as they age.

Shen lungs usuully dwell with the chiang lungs the
assigned 1w accompany: They often have their own mod
well-kepr stone mansions not far from the pal
their chiang lungs. 5h
spesk Common, L
and the Spirit
Shen lungs l.is
themselves on any
precious gams, althayph
they also enja
and rodents,

COmMBAT
Shen lungs s
parley befote o
bat, unless their
ponents are opé
hestile. When
with Cpponeht
on cotnbat, hewe

they fight viciou

Ely (Su}: That
wingless, shen |u
can [y magically

Attack  Fort Ref Wil  Fear
Bonus Save Save Save DC SR

FATTRELIAS BT Tlangs MR e

Wis Cha  Special Abilities

17 16 Fly water breathing, lightning and poide .
immunity, fire vulnerability, scaly comma

vermin barrier, bane, bless
(5 S | Damage reduction 541

19 A& leastorm ]
£1 20 Damage reduction 1041
21 20 Control weather ]
23 22 Damage reductlon 15/+2
s [ ] Cone of cold ]
25 24 Damage reduction 20/+3
M Horid wilting ] |



gmbedded in their brains. 1f removed from the dragon, this
opses its magic but 1¢ still worth 1,000 gp. The dragon ¢an
aor resume Hight a5 a free action,

ong Tail (Ex}h A chen lung’s tail is particularly long and
by spiked. A shen lung makes tail slap attacks as if it were
size category lorger than it is. Thus, a Medium-size shen
can make a tail slap attack, dealing 1d8 points of damage
successful attack. A Larpe shen lung deals 2d4, 2 Huge
plung deals 2d8, and a Gargantuan shen lung deals 4de. &
ossal {great wyrm) shen lung deals 4d8 points of damage
successful gail slap attack,

Water Breathing (Ex): A shen lung can breache water as
fy 2g air.

e Yulnerabilicy: A shen lung rakes double damage
m all fire-based areacks, unless a saving throw for half
ge is allowed, in which case it talces half damage on a
peeass atid double damage on a failure.

Sraly Command (Su): A shen lung can use this ahility three
per day. It aperates as a wass chaym spell that worls only
led animals (reptiles and Fish). The shen lung's caster
eliz its HIL The dragon can communicate with any charmed
& though casting & speak with animals spall

ermin Barrier (Su}: Mo vermin, normal or giant, can
roach a shen lung within & radius of 60 feer. This power is
in operation.

Water Fire (Su): Whenever it is touching or submerged in
Water, a shen lung can surround itself in an aura of ghostly,

By

lickering, mult-colored lames that cause damape toany crea-

HD (hp)
17d12+6% 178).
20d12+100 (230
2341237115 [264)
26d12+156 (325)
20412+203 (391),
324124256 (464)
ASATZEATS (542)
18d17+380 (677)
414124451 (71

AC

25 (2 size, +20 natural)
31 (-2 gize, +23 natural
34 (-2 size, +16 natural)
35 (4 size, +29 natyral)
38 {4 size, +32 natural)
AT (-4 size, #35 natuiral)
m:r [—-E 5:7# {-38 nntural]

Spead Str  Dex Con
401t fiy 250 f. {pﬂD‘i‘},- ZEE s
swim 30 ft. ol kUL AR
40 ft., fly 250 ft. (poor), G T [ I |
swirn 30 L.

40 fi., My 250 1t (poor), o N [
swim 30 ft. . iy
40 ft., fly 250 ft. (poor}, 335 100 2y
swirm 30 ft,

40 ft, fly 300 ft. [clumsy}, 33 10 25
swim 30 ft.

40 R, fly 200 R (clumsy), 41 10 27
swim 30 fi.
A00Fe Ay 30071 {clum%y},
swim 30 ft. _ ]
40 f, fly 300 & (clumsy), 45 10 31
swim 30 fi.
A0 fE fly 300 :}:Iums}r}
swim 30 .

43100 29

-7 A R

TIEN LUNG (CELESTIAL
PRAGON)

27-1 size, #1 Dex, +17 natural)

above (2d6 for juvenile and voung adule dragons, 3dé for adul
through very old dragons, and 4dé for ancient and older drag-
onz). Other lunp dragons of any variety are immune to water
tire. The shen lunp can dispel the water Hee at sny time, but it is
automarically dispelled by any contact with normal or magical
fire. Once the shield is dispelled by five, the shen lung cannot
gctivate it egain for 2d6 minutes.

Spell-Like Abilitics: 3/day—cone of cold, control weather, fce
stormm; 1/ day—bane, bless, horvid willing,

Diragan (Air, Spivit)

Climate/ Terrain: Warm mountains

Drganization: Juvenile and young adule: solitary or clutch
(2-5% adult, mature adult, old, very old, ancient, wyrm, or ||§
great wyrmn: solitary i

Challenge Rating: Juvenile 10; yeung adult £3; adult 15; J§
marure adule 18; old 20; very old 21; ancient 23; wyrm 24; |3
great wyrm 26

Treasure: Double standard

Alipnment: Usually lawful neuteal

Advancement: Juvenile 18-19 HD (Large); young adulr 21-22
HD {Huge); adult 24-25 HD (Huge); mature adule 27-28
HID (Hugel old 30-31 HD (Gargantuan’; very vld 33-34
HD (Garpantuan); ancient 36—37 HD {Gargantuan); wyrm
39-40 HD (Colossaly grear wyrm 424 HD (Colossal)

Tlen lungs are among the most favored officials of the Celesrial
Bureaucracy, and the rulers of dragonkind. They are noble and
homorable, though often rigid and unmerciful

Attack Fort Ref  Will Breath Fear
Bonus Save Save Save Weapon (DC) DC SR
+25 #1411 W15 A0y i
+28 417 #1217 10410 (25) 25 23
£ 8 413 99 12410 (26) TS
36 +31 415 431 1441029} 29 3%
39 423 416 423 16dI0(]) 3 30
+43 436 418 426 18410 (34) 4 31
] R2E w18 IR0 20d10(36) %8 83
o T T T P 22d10 (39) iq 34
A51 H3F 422 433 ado#) 41 36

It Wis Cha  Speclal Abllities

18 21 20 Fly, water breathing. controf weashier

. pyrotechnics

T80 2l 20 Darnage reduction 5f+'l

REETRE T, Suggestion

20 23 22 Damage reduction 10/+1

QN LEET 24  Fire storm

TS T Damage reduction 15/12

el el Sunbiirst

2 3N W0 Damage reduction 20/+3

FOER T Metear stnarm,



A tien lung’s body is long and serpentine, often coiling in on
itself as the dragon moves or fights. Tts scales are dull gold in"
the juvenile years, but brighten to o brilliant yellow, orange, or
light green by the time the dragon reaches sdulthood, Amul
hued manc surtounds its neck, and similady colodful whiskers

branch from its snout and rise over the top of its head like

Other Spell Like Abilitics: 3/day—fire storin, pyrotedhnlty
suggestion; 1,/day—meteor swarm, sunbirst, b

TUNL Ml LUNG (TY?HOON
URAGON)

antlers. A wispy golden beard dangles below its chin. The
dragon crudes an aroma reminiscent of cherry blussoins,
Tlien lungs live in resplendent castles in clowd banks and on
high muuntain peaks, They speak Common, Draconic, Auran,
and the Spirit Tongue.
T'ien lungs enjoy eating opals and pearls and look kindly
upon any mortal who gives them such delicacies.

ican BRAT

Whenever possible, Uien lungs atteinpi 10 warn away poten-
- tial opponents with a fiery blast of their breath weapon. If
. their warnings go unheeded, they fight ferociously, They

b prefer 1o fight from the air, clrcling thelr opponents at a dis-
rance while using their breath weapons, then swooping in for

melee attacks.

Breath Weapon (Su): A tien ling has one type of breath
weapan, 4 cone of fire,

Fly (su}: Though wingless, t'ien lungs can fly magically due
to & magic yellew pearl embedded in their brains, If removed
from the dragen, this pear] loses itz mapic but is etill worth
1,000 gp. The dragon can cease or resume flight as a free action,

Water Breathing (Ex}h: A tlien lung can breathe water ag
| easily as air.

Control Weather (Sp): T'icn lungs can use this spell-like ability
a numbcr of times per day equal to twice their age carcgory.

N Mi Lunas BY Ace

Dragon (Spirit, Water)

Climate/Terrain: Warm aquatic

Organization: Juvenile and young adult: solitary or el
(2-5); adult, mature adult, old, very old, ancient, wyrm
great wyrm: solitary

Challenge Rating: Juvenile 9; young adult 12; adule £4;
adule 17; old 19; very old 20; ancient 22; wyem 23

25

Treasure: Double standard

Alignment: Usually neurral evil _

Advancement: Juvenile 17-18 11D (Large); young adulc 20
IID {Iluge); adult 23-24 HD {Huge); macure aduli
HID {Huge); old 29-30 HD {Garganiuanl; very uld
HD {Gagantuin; ancient 25-36 HD (Garganmuan}
38-39 HI (Gargantuan), greac wyrm 41+ HD (Colos

Malicious and wild, un mi lungs have been charged wi
task of dispensing destructive hurdlcanes and typhoons
they throw themselves into that duty with glee. Tho
are only supposed to cause storms when the Celestial B
cracy orders them to dn sn, they often ighore their orders
launch into rampages of destruction out of sheer bostility.
such occasions, only the tien lungs can rein them in,
Tun mi lungs have long, sinuous bodies covered with
scales in a variety of colors, with blue-green, dark red,
violet among the moet common. They have darle, b-gud‘lp [

Attack  Forl Ref Will  Fear
Size  HD (hp) AC _ Bonus  Save Save Save DC
" Juvenile L 1612464 (168) 26 (+1 Dex, =1 size, ¥16 natural) 422 414 411 413 —
Young Adult  H  19d12+95 (218 27 (-2 size, +19 natural) +25 +16 +11 #1427
Adult H 22120070 (253) 3002 size, 28 natural | +29 +18 +13 €7 28
Mature Adult  H 25d12+150 (312) 33 { 2 size, 125 natural) +33 +20 +14 +19 27
Old G 284124196 (378) 34 {“4size, 122 ratural) Sl bty (et
Very Old G 31d12+248 (449) 37 (-4 size, +31 natural) +34 +23 17 424 3
Ancient G 34d124306 (527) 40 (-4 size, +34 natural). 143 28 Y B A
Wyrmn G 37d12+370 (610) 43 (-4 size, +37 natural) +17 30 120 ] 36
L GreatWryrm 0 40d12+4000 (660) 42 {=8 size, 440 natural) +48 +32 +22 el
I Tun MI Lung ARILITIES BY ACE
Apge Spesd Str Dex Con Int Wis Cha Special Abilities
Juvenile 60 fi., fly 250 ft (poor), 25 S el = (T Fly, water breathing, airand it
il swim e fr, “immunity, divine wind, darkness
Young Adult 60 fi., fly 250 ft. (poor), 27 o I 14 17 13 Damage reduction 5/+1
swim 60 fi,
Adult 60f. fly 250ft (poor. 29 10 21 16 19 18 Lighthing halt
1 swirm 60 L.
b Mature Adult 60 M., My 250 L. (poor), 31 10 23 T a2 20 Damage reduction 10,/+1
e swim 60 fi. _
- 4 old 60 ft, fly300 fi. (clumsy), 33 10 25 20 23 22 Repulsion
| s swim 60 ft. .
i l‘-ifEl ::F.-F:i = Very Old &0 fi., ;‘Ig F?;Df}l fi. {:lumsﬂ, 35 1w 27 22 28 4 Dramage reduction 15/+2
s swim
e R O0f; fy300f (umsyl 370 10 200 24 27 26 Chai lighining
s swim Eﬂ'ﬁ ) = i
Whrm 60 fi, fly 300 fh. {clumsy), 33 10 3 24 27 26 Damage reduction 20/+3
swim &0 ft,
Great Wyrm BOfE, AP 3008 f[elumsyy M2 10 31 I8 w38 Power word, shurt
i 60 f. ; i



| inngy beards dangling from their chins, and enormous jaws
| lined with hooked teeth as sharp as razors,

- Tunmi lungs maintain lavish palaces on the ocesn floor, far
| fram the territories of more peaceful and cultured sca crea-
| tures. They spend little time in these lairs, however, preferring
10 roam the sea cossts and circle in the skies abeve the apen
| ieean, looking for ways to unleash their destructive impulses.
| Tun mi lungs speak Common, Draconic, and Aquan,

When it comes to food, tun mi lungs are the least choosy of
lllung dragoms, equally ﬂ:uvl ol fish, precivus gems, and cap-
ized ships.

([URBAT

Tun mi lungs, unlike most other lung dragons, are not the least
Bt reluceant to plunge into combat, unleashing a divine wind i
possible, then letting lightning bolts fly as needed. They enjoy
nathing so much as tearing opponents limb from Hmb with their
thaw and bite attacks, however,

Ely {Su): Thuu:gh wingless, un mi lungs can fly magically
‘ue to @ magic black pearl embedded in their brains. If
‘emoved from the dragon, this pear] loses its magic but ts snill
worth 1,000 gp. The dragon can cease o resume ﬂlght a5 4
ftee action.

Water Breathing (Ex}: A tun mi lung can breathe water a5

pasily 2 air

Air and Water Immunity (Ex): Tun mi lungs are immune:

-l air- or water-based artacks.
Divine Wind (Sp): Once per week, a tun mi lung can sum-
‘mon a divire wind equivalent to o hurricanc force wind (see

Tible 3-17: Wind Effects in the Dunseow Masters Gutide). The:

-wmd blows in an arca with a radius of five miles per age cate-
gory of the dragon, centered on the tun mi lung. It lasts for
G+ hours,

Other Spell-Like Abilities: 3/ day—durkness; lightning bolt;
ﬁday—dram lightning, powgr worl, stun, repulsion.

Gﬁll{l

monsters as punishment for their sina. Gnki ‘come in faur dts—
huctvancues the vampiric jiki-ketsu-gaki, the ghoulish jiki-
lu-galsi, the discase-ridden shikki-gaki, and the fiery shinen-
giki. Although they differ in appearance and abilities, (hey are
il dangerously hateful and share @ ioonstoous appetite.
- All gaki speak the languages they knew in life (at least
lommen, With the exception of the jiki-kersu-gakl, however,
ki generlly communicare only in grunts and moans.

MBAT

Forall their differences, gaki have certain qualities in common,

1 QUALITIES

Spell-Like Abilities: All galki have the following shilitics: at
will—invisibility; 3/day - passwall. Thesc abilitics are as the
pells cast by a sorcercr with as many levels as the gaki has TID
lsave DC 10 + gaki'’s Charisma modifier + spell level).
] Undcad: Immune to mind- -influencing effects, poison,
sleep, paralysis, stunning, and disease, Mot subject w cricical
| hite, subdual damage, ability damape, energy drain, or death
from massive damage.
~ Flight (Su): A paki can cease or resume flight as a free action.

Alternate Form (Su): All gaki can transform themselves into
the form of an insect. Their statistics in this forim are as follows:
Fine Undead; Init +1 or +5 {jiki-ketsu-gaki and shildi-gaki’;
Spd fly as gaki; AC 19 {touch 12, ar-loowed 18 Ark — 5V Ref
+2 or +3 (jiki-keesu-gali}; St 1, Dex 13, Con —.

TJIKI=-NIRV-GAKI

Jiki-niln-geldi arve the corvupted spitits of humaneids who
were guilty of excessive avariee in their former lives. Gresdy
merchants and miserly monevlenders often become these
ghoulish, repulsive monsters. A jiki-niku-gaki resembles a [
jildi-ketsu-gaki, but its skin is pallid, dry, and flaking. These
ghoulish creatures feed on humanoid flesh,

COMBAT
Jiki-niku-gaki attack with their slashing claws and teeth,
attempting to slay their victims as quickly as possible. They
carey 313511 victims into the mldemc:s:. (v it them, often |.

creatures prefer to ambush victims under the cover uf darkness, |
Lul their obwessive hunger compels them ro arrack virtoally any |}
opponent they encounter; regardless of circumstances,

SHIRKRI-GAK)

Meost shikki-gaki atc the corrupted spicits of irresponsible
healers or negligent secvants. A lew were once Small narure
spirits that inhabited mushrooms or other fungl sprouting
fiwnn the trunks of decaying mees. These nature spirits com-
pletely succumbed 1o thelr evil aspects, developing a taste for
bluebirds or butrertlies.

A shilcki-gaki is a bony humanoid with pitted and decayed
skin, the ghounlish facial Featnres of a jikli-nilou-gald, and blunt,
rotted teath, f

COMBAT o |
Like jikisniku-gaki, shikki-paki artack mindlessly and with! |
great ferocity, driven by their hunger for humanoid flash.

D'lm (Su): Gaki fever—claw, Fort save (C 200 incubartion
period 2 hours; damage 1dé temporary Con. Unlike normal dis-
“eases, gaki fever cantiniies until the victim reaches Constitution
(and dies) or receives a vemave disease spell or similar mapic. {See
Disease in Chapter 3 of the Duncron MasTerS Cuide.)

Mushroom Form (Su): Shilili- gaki that are transformed
nature spitits spend daylight hours in the form of an oversize
{1-toot-tall} mushroom, The mushroom conceals itself in 4 cave
or other dark place where it slecps all day, snoring loudly. In 4
mushroom form, the shikki-gaki cannot move, attack, or
tespond in any other way, and it is vulnexable to all attacks that
normally affect gaki, Additionally, it can be destroyed in this
form by being doused with a dipper of hwot svup or salt water,

SHIN=EN-GAKI
Often created from the spirit of & traitorous or cowardly seldier,
a shinen-gaki is the spirit of a wicked humanoid. It resembles a
hoveting ball of flame, usually bright red, blue, white, o1
yellow. A dark spot near the center of the fiery ball's surface
serves as its eves, but no other features distinguish it. The gaki
burns and consumes any living creature it encounters.

COMBAT
Shinen-gaki are most commenly encountered at night, on §
" lonely roeds or in woods. The strange light they give off
ettracts curious victims. When a victing draws close, the



Jiki-Niku-Gaki Shildci-Caki

Medium-Size UIndead (Spirit) * Medinm-Size Undead (Spirit)
‘HitDice: a1 (19 hp) 54232 hp)
Initiative: +0 +4 [ Improved Initiative)
Speed: 30fE, fly 20k (average! 30 i fly 20 fr. (averape)
AC: 14 (44 narural) 16 016 nacural)
Attacks: delaws 2 mieles; bite +0 melee. 2 claws i3 'melee
Damage: Claw 1d4+1; bite 1ds Claw 1d4=1 plus disease
Face/Beach: St by st /s Shlby sk /s f
Special Attacks: — Discase
' Bpecial Qualitics:  Undead, fast healing 2, gabi qualitics Damage teductivn 15/+1, undead, ]
' [ast healing 3; gaki qualivies, mushroom form.
Saves: Forr +1, Bef +1, Will +3 Fort +1, Bef +1, Will +4
Abilities: 5tr 13, Dex 10, Con—, Sir 12, Dex 10, Con —,
v, . Inte, Wis 11, Cha 14 Ine s, Wis 11, Cha A
Skills: Escape Artist +4, Hide +4, Listen +3, Hide 45, Listen +7, Move Silently +6,
= Move Silenrly +4, Search +2  Spot +3 Search +3, Spot +7
| Feats; ‘Mulriarrack Alertness, Improved Initiative
! Climate/Terrain:  Any land Any land
Organization: Solitary or band (2-+) Solitary
Challenge Rating: 1 4
Treasure: Mone _ Wone: = | ] -
Alignment: Abways chaotic evil Abways chaotic cvil
Advancement:  4-9 HD (Mediumésize) 615 HD (Meditz s126)
Shinen-Gaki Jiki-Ketsu-Gaki
! Medium-Size Undead I:l.":.re, Spirit) Medium-Size Undead fﬁp:.nt}
' Hit Dice: 4d12 (26 hp) 8d12 (52 hp) :
 Initiative: +2 {Dex) =+ {Improved Initative)
Speed: Ely 40 . [average) 30 f., fly 20 fr. (average)
. AC: 20 (+2 Dex, +8 natural) 18 (+8 narural)
Attacks: Tendril +4 melee Bite +6 melee; 2 claws +4 meles
Damage: Tendril 1dé6 and 1ds fire Bite 1da: claw 1da+1
Face/Reach; S hy s /st 5ty S fe 5 fr
Special Arracks: Burn Attach, blood drain, hypnotism
Special Oualities:  Damage reduction 15/41, undead, Damage reduction 15/42, cold and
fast healing 4, fire subtype, fire immunity, undesd, fast healing 5,
gaki qualities paki qualities
! Saves: Fort +1, Ref +3, Will 45 Fort +2, Ref +2, Will o7
: Abilities: Str 40, Dex 14, Con—, Str 14, Dex 10, Con —,
a Int & Wieg 13, Cha 12 T Impi, Wisds, chats I
fril Sleills: Intimidate 17, Listen 17, Search +5, Hide +10, Listen +13, Move Silently +10,
i ! Eense Motive +7, Spot +7 Perform +12, Spot +12
Ii figh Feats: Weapon Fincsae {tendril) Alertness, Inproved Taiiiative, Muldatack
]} Climate,/Terrain:  Any land Ay land
la gk Organization: Solitary or band (2-4) Solitary ' |
| flgdt Challenge Rating: 4 6
| Treasure; “Nune MNone i |
- Alignment; Always chaotic evil Always chaotic evil
iH Advancement:  5-12 HD (Medium-size) 9-24 HID) (Medium-size)
| ?;s-l'lfnenvgaki lanires the surtounding area, attempting to frap =
i : j{he character in a circle of flame. J'"{" =R ""TSU -g RKI _
i Burn (Ex): Those hit by 2 shinen-gakis tendril attaclk must Tiki-ketsu-gaki are the spivits of corrupted shamans, monks

\ succeed at a Reflex save (DC 13) ar catch fire. The flame burns other holy individuals who were guilty of heresy in life, Theyars
B for 1d4 rounds (see Catching on Fire in Chapter 3 of the Dus- gaunt hunaneids with dark ad greasy Qesh, sharp yellow fangs,
i ‘cEON MasTER's Guide). A burning creature can take a move- clawed lianads, and Jeep-ser, bloodshor eyes. They are the ma
\equivalent action to put out the flame. intelligent of all gaki, as well as the most talkative—rthey
Crearures hitring a shinen-gaki with natural weapons ot communicate in normal speech. They feed on humanoid H
unarmed attacks take fire damage s though hit by the gaki's
attack, and also catch fire unless they succeed ar a Neflex save.  COMBAT
Fire Subtype (Ex): Firc immuniry, double damage Jiki-ketsu-gaki artack with clawed hands and sharp teety
from cold cxcept on a successful save, hoping to suck the blood [ivm as many victims as possible




Attach [Ex}: If a jike-keesu-gaki hats with s bute ateack, it
htchfs onto the apponent’s body An attached gald is consid-
sred to be grappling, so it would lose its Dexterity bonus o AC
ilfit had one), and ranged attacks targeting the gald have o 50%
thanee to strike the character the gaki is attached to.

Blood Drain {Exh A jiki-ketsu-gald draing blood, dealing
4 points of temporary Constiturion domage ench round it
remains attached, Onee attached, it does not let g until
!hemtu‘n is slain or it is destroyed,

Hypnotism (Sp): A jiki-ketsu-gaki often car- 8
ries a biwa, a stringed instrument resembling
glute. It can use this instrument to cause
creatures within 30 feet to become fasci-
mared by the music, acring as if they are
iffected by the hypnotism spell. The cres-
ees to be faseinated must be able o hear
the gaki's music, though they need not be
ahle to see the gald (o gald often plays whils
invizible). ‘The gaki males a Perform check,
and the target can negate the affect with 2
Will saving throw equal to or greater than
the checle result. 1F any creature malkes a
successful saving throw, the galki
fnnot ettempt to hvpnotize that
aeaturc again for 24 hours. Crea
tees that Eail their saving throves
stop, stare blankly, and listen to
the song for as long as the gaki
plays and concentrates, plus 2
alditional rounds alier the
misic SEOPS. While hypnotized,
the targer’s Spor and Listen M
ﬂ:eris suffer a —4 penalry, Any |
patential threat allows the hyp-
tiotized creature 2 second saving
throw against a new Perform
choclr resule. Any obvious

Fiki-betsgabi

fecting compulsion ability

GHOST

PIII'I.‘J'V:IerIinliil Adventures, ghosts (vorei) have the spirit subtype. A
ghost—whether ethereal or manifested—cannor pass
through jade or crystal, nor can it lift objects made of these
sibstanices. The Monster Manual describes many common
nowers of ghoses, including corrapting ranch, frightful moan,
and corrupting gaze. Certain ghosts in Chrrewtal Aduventures have
'ﬁugugl powers not listed in that bool. Additienal ghostly
powers are described below.

Specml Attacke: It 2 epecial ateack allowe & saving throw, the
[C i 10 + 12 the ghost's Hit Dice plus its Charlsma moditier.
- Disease (Sul Many possessing spirits cause disease in the
neople they possess. Gﬁoﬂs with this ability have the power of
malevolence, but when they possess a character they do not
exeicise control, Instead, they inflict 2 disease (any disease
emlhed in the Duwceon Mastes's Guide) that cannot be cured
ntil the spirit is cast out of the victim’s bady,
Energy Drvein (5u): Some ghosts drain life energy, just like
ather undead such as vampires or wraiths, With a successful
totich artack, the ghost bestows one or two negative levels,
Laughter of Madness (S1): The ghost can laugh as a standard
etinn. All living creatures within a Akfoat spread must succeed

threat automnatically breaks the effect This is a epell-like, rn.mda

at 4 Will save or rake 2ds points of temporary Intelligence
damage and 2d& points of temporary Wisdom damage.
Vampiric Touch (Su): The ghost's touch acts as a vampire touch
spell, dealing 1dé points of damage per 2 HD and giving the ghost
| remporary hit points equal to the damage it inflicts. The
temporary hit points last tor 1 hour
! Withering (Su): The ghost's touch acts ac a
) withering palm spell (see Chapter 7), dealing
1d4 points of temporary Strength damage
and 1d4 points of temporary Constitution
damage with a successful touch attack. If
the phost scores a critical hit, the damage 1s
actually permanent ability drain instead.
A Fortitude save negates the elfect,
Special Qualities: Some ghusts in
Crvignbal Adventures have additional defenses

V poreal creatures and the addirional defenses
isted in the Monster Manual These mlght
Shingmgaki  include one or more of the following:
spell resistance equal to 12 plus their Hir Dice.

Resictance or Immunity ( Ex): Chosts ave sometimes immune or
resistant to ene or more forms of enerpy, including acid, cold,
fire, and electricicy

COMMON GHOSTS OF
OrR/ZTAL APVENTTURES

Aldkage: An akikage is the undead spirit of 2 ninja assassin
who died while stalking an important vicrim. In life, the ninja
was obsessed with duty and discipline, and this absession pre-
vents it fram resting in dearh uneil it has completed its last
mission. It retaing its class abilities, usually including a

FHA - gin's death attack. In addition, it has the ghos

touch, and the special qualities of rejuvenation,
turn resistance; and cold immunity, The only way to destroy an
akikage permaenently i to kill or permit the death of its intended
wictim, or to trick the spirit into belicving its victim is dead.

Churu: A chu-u, or legless ghost, is the restless spirit of a
mortal wheo was neither virtuous enough to be rewarded nor
wicked enough to be punished in the afterlife. As a result, it wan-
ders the earth, pulling ivsell along with i aoms o terdble apony,
hoping w0 convince someont to westify w the judges of the deawl
on lrs behalf, persuading the judges 1o ler it enrer the afrerlife.
When it encounters likely prospecrs, it begs them o listen 1o s
life story. If they refuse to listen, interrupe the story (which typi-
cally lasts 2d4 hours), attack the chu-n, or refuse to intercede with
the judges on itz behalf ance the stary 15 told, the chu-n swears
vengeance on them and disappears. Vengeance may take years to
arrive, but a chu-u never forgets a person who has wronged it.

A chu-u ean use ghost light (see Chapter 7) ag a spell-like abil-
ity at will. In addition, it hae the vampiric touch ability, as
described above, and the manifestation ability described in the
Monster Manual,

Con-tinh: The malicious con-tinh is the spirit of & meiden
who died before her ime—usually as the result of an illicit love
affair that ends in murder. It appears as in life, but garbed in the
attive of 2 privcess and carrying a large fan and a basket of fruit.
It is wflen accompanied by a paic of doves or cranes, which
serve s its familiars (as i the con-tinh were & wizand oo sorcerer
with as many levels as the con-tinh has HD), It has the
Liughrer of madness and malevolence special abilities.

Spell Resistanee (Ex): Certain ghosts have [l

special artacks of manifestation and vampiric}

P

r#r'*

il

I - beyond those common to undead and incor- i

monk's multiple unarmed attacks and an assas- ||



A con-tinhis spirit is bound to a single fruit tree, and it car-
ries the fruit of that tree in its basket, It cannot travel more
than 100 feet from its tree, nor can it use its malevelence abil-
ity on victims outside that radiue If the tree is destroyed
(chopped down, burned, or rotted with magic), the con tinh is
aleo destroyed immediately.

Hanging Chost: Those who commit suicide are dostned
to become ghosts, their spirits lingering in the Material Flane
until they convince another person to kill themselves. Hang-
ing ghosts use powers of illusion to tantalize people who are
already imbalanced, showing tem how 1 quick death solves
their problems. & lunging ghust can use the following spell:
Like abilities at will: silent image, nightmare, and programmed
illusion. It has no ability to compel another creature ro
commir suicide,

- Hanging ghosts have the manifesration, frightful moan,
and corrupting gaze special attacks described in the Monster
W Manual
Kuedt: A ket or phii ha, is the epirit of s humaneid that died
o by vinlence unavenged or with 3 purpose untultilled. 1t hae the
malevolence special ability.

Ubume: The "mourning ones” are the spirits of women who
.| have died in childbirth or while pregnent. The mother and
| child cannot pass into the afterlife until the child iz "born” An
ubume appears as a weeping woman dressed in white, its hair
long end unbound, usually fapping as if in a strong wind. It is
often encountered haunting a roadside, asking passers by 1w
} held its child, If a character refuses o hold the child, the
ubume screams and its appearance transforms into a vision of
hworror, with the effect of the horrific appearance ability
| desuribed in the Monster Manual. If g character agrees to hold

| the child, it grows Increasingly heavy, forcing the character ta
- make three successful Strength checks (DC 10, 15, and 208 4
falled check means the character draps the innatorally heavy
§-child, again provoking the uhinmes scream and horrific trans:
, formation. If the character succeeds at all three checks, he finds
himself with a newhorn child in his hands, while the ubume
| passes on to the afterlife, An ubume usnally gives a successful
character some ravward.

Medium-Size Monstrons Humanoid

Hit Dice: 845+8 (44 hp)

Iniclative: +2 { Dex)

Speed: 20 fr.

AC: 17 {22 Doy, +5 natiieal)

Attacks: 7 claws +9 meles; hite +4 meles

Damage: Claw 1d44+1; bite 1d4

Face/Beach: 5 ft_ by 5 fe./5 fr.

. Special Attacks: Improved grab, constrice, suggestion, spell-
0 like abiliries

}Special Cmualities: Aversion to violors, SR 14

“Eaves: Fort 13, Bef 8, Will +¢

W Abilitics: Str 12, Dex 15, Con 12, Int 10, Wis 114, Cha 13

o Skills: Hide +13, Listen +12, Spot +13

Feats: Alertniess, Blind-Fight

Climate;/Terrain; &ny land
Ceganizaiion: Solitary or covey {2-4)
Challenge Rating: +

Treasure: Standard

HAMNYA

Aligniment; Always chootic evil
Advancement: By character class

A distant cousin to the hags of the Monster Manual, the laun i
is a female human wu jen, sorcerer, shaman, or shugenja who
has made an unhely pact with a durk spirit w effece her perme
nent wansformation. |

The upper halfl of 2 hannya's body is thar of an elderly
human female, with a long, hooked nose, a forked tongue like
a snake’s, and beady black eves covered with a milky film. Hep
body is lean and bony, and her flesh is 4 sickly green Sham,
vellow teeth line her mourh. Her black, greasy hair danglesin
long curls over her hunched shoulders. Her thin fingers end
tn-sharp elaws,

‘The remainder of 2 hannyas body is that of 2 thick serpent
covered in green or black scales and eold to the touch,

Hannya speak Common, Draconic, and Yuan-Ti,

COMBRAT

A hannya is a devious, crisel fighter, preying almost exelusively
on the weak and helpless When confronted by an opponent.
that might be a mateh for her, she withdraws at the earliest
opportunity, When a hannya detects the presence of a suitable
vietim, such as a traveling priest or a lost child, her eypical strat
ey is to assume the form of an old woman with & kind faccand
pleasing manner, then plant a suggestion in her victim's mind
that a lonely old Iady needs help or desires company, or can prer
vide the victim with shelter or food. If the victim is drawmi
her, the hannya engages in pleasant conversation until thie
victim trusts her, then arracks, ]
Improved Grab (Bx}: To use this ability, the hannya must
hit with boch claw amacks™
W If ir gers a hold, it el
B constrict.

Constriet (Ex): 4
hannya deals 1d431
points of damage with
) a successtul grapple’
e W bl apainst Meditmm:
A size o smaller creaturs,
ka




While constricting, the hannya can use its claws and bite 1o
iack only the consiricie] opponent

Suggestion (Spk A hannya can project a sugpestion into the
mind of an unwary character up ro 100 feer distant. This s a
mind-affecting ability, but is not language-dependent, It other-
ise functions as the spell cast by an sth-level sorcerer (DT 14),
hannya can use this ability as often as she desires, but it does
ot Funetion on a crestire thar knows the hannya’s troe nature
“oeviews her as a threat.

Other Spell-Like Abilities: At will—polymorph self, detert
ﬁwghis These abilities are as the spells cast by an Sth-level sor-
terer (the save DO for defect thoughts is 13),

. Aversion to Violets: A ha nnya does not voluntarly enter a
e o any other building surrounded by beds of violets, nor
does she attack a character carrying a bouguet of violets, either
Ehymcnﬂy ot with spells. In fact, a character carrying violets is
Immune to the detect thoughts and suggestion abiliries of &
lannya, In such a case, polymerphed into the form of an old
womtan, she sweetly asks her intended victim to put the Howers
Cinavase where she cain almice therm, or claim thac she is aller-
jicto violers and ask the victim te put them awiy

tAMNYA CHARACTERS -
l'lann'fa often has levels in a spellcasting class, such as shaman,

shugenja, sorcerer, or wa jen, Her favored class is wu jen.

H=BI-NO-ONnA

addinm-Size Monstrous Humanoid (Spirit)

Initiative: +5 {+1 Dex, +4 Improved Initiative)
Spead: 20 fi., swim 30 fr.
AC: 20 {41 Dex, 41 natural)

acks: 2 serpent bites +15 meles, bite +10 melee
amiage: Serpent bite 1d4 and poison; bite 1 and poison
Reach: 5 fr. by 5 fr./s fr.
ecial Attacks: Hypnotic gaze, poison, spells, snake command
ial Qualities: Poison immunity, serpent immunity
Saves: Fore +6, Rel +10, Will +12

biliries: Str 10, Dex 13, Con L0, Int 17, Wis 16, Cha 17

skills: Bluff +10, Concentrarion +7, Diplomacy +10, Hide +7,
Listen +10, Move Silently +7, Perform +9, Search +10,
Sense Motive 410
beats: Combat Casting, Empower Spell, Great Fortitude,
| Improved Initiative, Still Spell, Weapon Finesse (serpent
bites, bita)

ate,/Torrain: Warm land
:gm:szm Solitary, entourage (1 plus 2-20 slaves [human-
aids of 2 -5 levels lower than the hebi-no-onna, mostly PC
classcs] and 5—40 snales [constrictors and Small, Medium-
size, or Large vipers)), or cult (1 plus 220 slaves, 5-40
snakes, 0-5 dark or spirit nagas, and 10-100 cultists
 [humaneids of level 1— mostly HPC classes]).
allenge Rating: 135
e: Double standard
Mignment: Usually lawiul evil
advancement: By characrer class

:. ehi-tio-onnas are vain creatures whe delighe in the adoratlon or
even worship of warped and deluded humanoids. Whether
fonnd as solitary murderers, powerful spelleasters with an

hehi-no-nnnas are dangerous foes whose evil knows no bounds,
A hebi-no-onna appears a5 an ordinary human woman, gen-

etally very arrractive and attired like a wealthy noblewaman, in

a kimone of the finest silk or linen. Her voluminous sleeves, f

heowrever, hide arms that are writhing serpants; complate with ~§

vengmous bites. Hebi-no-onnas love precious stones, and

drape themselves in jewelry beyond the limits of good taste.
Heline onnas speak Common and Draconic,

COMBAT

Hebi-no-onnas prefer to use their hypnotic gaze on opponents,
and cast spells if they are able, before enteting into melee They
are more in love with themselves than with any of their plang
or goals; so they never hesitate to Hlee from a Hht thar is peing
poorly for them, even if it means leaving valuable slaves to their
deaths as they cover her retreat.

Hypnotic Gaze (Su); Hypnotize for 2d4 rounds (as the hypro-
tism spell), range 30 feet, Wil save (DC 20} Unlike with the Ty
notist spell, creatures engazed in combat do not receive a bonus
o their saving throws. When using this abilicy a hebino-onna’s
eves take on the yellow, slivpupiled appearance of a snake’s

Poison (Ex): Serpent bite, Forl save (DC 17); inidal and sec-
ondary damage 1ds temporary Con.

Bite, Forr save (DG 17} inital damage special, secondary
damage 1ds temporary Wis. Crearures thar fail the inital saving
throw againse this venom suffer vivid and horelfylng hﬂﬂudna- :
tions far 1d1 042 ronnds, cowering for that duration. Cower-
ing creatures are froven in fear, lnse their Dexterity bonus



te AC (i any), and can takie 1o setions. Focs gain a +2 bonus an
attack rolls ngainst them

A hebi no-onna can deliver poison via its bite only tlres
times per day.

Spells: A hebi-no-omna casts spells as a 141l-level sorcerer,
sclecting its spells from the wu jen spell list, Lt can cast
6/ 7 7 76 6,573 spells per day, and knows 9/5/5/4/4/3/2/1
spells, Typical spells known are:

O—urcane mark, dancing lights, daze, detect magic, ghost sound,
prestidigitation, ray of frost, read magic, resistance; 15t—eahya’s
breath®, magic missile, shield, sleep, true strike; 2nd—alter self, Bluy,
detect thoughts, hold person, see tnvisihelity; 3rd—-charm person,
dispel magic, steam breath®, suggestion; 4th—charm monster, confu-
sion, ettt wenor glabe of invulnetability; Sth—dominate perion,
feehlemand, hold monster; sth—geas/quest, globe of inulnerability;
Fth—telepart without evvor,

““Snake Command (Su}: Normal snakes {only those that
have the animal type} alwaye obey the commands of a hebino-
| onna; even to the death,
" Eerpent Immunity (Ex) & hebino-onna is immune 1o the
 gaze attack of any reptilian creature, and to a dark napa’s defect
thoughts ability.

HE=BI-NO-ONNA
ICHARACTERS

Hebi-no-onnas often advance levels as sorcerers. Bach lavel of
sorcerer a hebi-no-onna gains adds one level o its spelleasting

* ability. For instance; a hebi-no-onna with two levels as a sor-
icerer casts spells a¢ u 18th-leve sorcerer.

__HENGEYOKAI

“Mediuin-Size Shapechanger
Hit Dice: 1d8 (4 hp)
| Imitiative: +0
Speed: 30 {1
. AC: 15 (+% ashigaru armor)
Attacks: Katana +2 melee
Damage: Katana 1410
Face/Weach: § fi. by § fr./5 fr.
Special Qualities: Alternate form
Saves: Fort +2, Bet +0, Will -1
Abilities: Str 10, Dex 11, Con 10, Lnt 40, Wis 2, Cha 11
Skille: Climb +3, Disguize 1 0% Jump +3
Feats: Weapon Focus (katana)

Climate/Terrain: Any

Organization: Solitary, band (2—20)

Challenge Rating: 1/2

Treasure: Standard

- Alignment: Usually chaoric good or chaoric evil

- Advancement By character class

- ¥

W Henpeyokai are intelligent, shapecha nging animals, able ro shift
~freely between human and animal forms, as well 16 2 bipadal but

still animalistic form. Several subraces exist, defined by the kind

"of anitnal form they can assume. They are typically found on the

fringes of human-settled lands, where they can mingle in human

foem bt vetreat to solitude when they desire,

In animal form, hengevokai ave indistinguishable from
normal animals except through magic. Naturally, their

behavior often provides proof of their intelligence, so

careful observation ul 3 bengeyokai in animal form can reved
thia it is nwl what it appears o be.

Hengeyokai can also assume a bipedal, bur still animalise
{*hybrid") form, They stand on their hind legs (ot similir
appendages) 1o the height of their human form. The front paws
wings, or fins change into hands, eapable of gripping and nssg
normal equipment. The rest of the body retains the gene
appearance of the animal, including fur, feathers, wings,
and other characreristic features, but in the overall shape
humanoid head and torse. T

In human form, hengevokai look exactly like normal |
humans, though (like lycanthropes) they often display so
teature associated with their animal form. For example, asp
tow hengeyokai might have a sharply pointed nose, whileanit
hengeyolai might have beady eves and 2 long mustache,

Hengeyokai apeak their own language and Conungn.

Most hengeyokai encountered outside their home are wa
riors; the information in the statistics block is fur one of 15tley

COMBAT

Hengeyolai use their enimal forms for reconnaissance and!
sxploration, unless they are rrapped without arms or armora
could handle themselves better in animal form. They are s
ally most comfortable in their hybrid forms, which they use for
intimidating opponents, ot in situations where they needm
communicate with animals and humanoids ar the same timé
They use theic hybrid forms most often for combat as well,
since they receive advantageous physical ability score modi=
fiers in this form. They prefer to move among humansin
human form, naturally.

Alrernate Form (Su): Hengeyokai can change shaps,
assuming one of three possible forms. This ability functions
like the polymorph other spell, but 2 hengeyokai can changs
form a number of times per day equal to 1 plue his characrsr
level Thus,  1st-level hengeyokai can switch from human
form to animal form and back again in a single day.

A henpeyolui’s animal form is & normal animal of Smallor
smaller size. Possible animal forms include badger, carp cat,
crab, crane, dog, fox, harc, monkey, rat, sparrow, and weasel
Equipment the hengeyokai is wearing or carrying transforms
to become part of the animal form (as with polymorph other), and
magic items cease funcrioning while 1he henpeyokai remains
in animal form, In animal focm, the hengevolai has low-light
vision and the supernatural ability 1 communicate with other
aniioals of its kind. This is the same as 2 familiar's abiliry o
speak with animals of irs type. Hengeyokai have the size, speed,
AC, damage rating, and physical ability scoves shovn on Tabls
1-3; Hengesolai Animal Forms. '

Hengeyokai in hybrid form retain their low-light vision and
the ability to commimicate with animals of their type. Their phys
ical charictenistics are based on their abilities in human form,
madified as shown on Tuble 1-2: Hengeyokai Hybrid Forms. In
this formm, 2 hengeyolkai can typically wear light or medium armar
without moditication, but wearing heavy armor is impossible,
Equipment worn or carried by 4 hengevokai in human form does
not transform when the hengeyokai assumes hybrid form, When
a hengeyoli in enimal form assumes hybrid form, her equip
ment returns to it notmal form and magic items resume fune
tioning,

Skills: *ITengeyvokal in aninal fuom receive a +10 civcum:
stance bonus to Disguise checks,

HENGEYOKAl CHARACTERS

A hengeyokai's fovored class is wu jen.




HOPPING VARPIRE

Medium-Size Undead

Dice: 7d12+3 {48 hp)

ative: +0 i
d: 20 fr, I
- 16 {+6 nataral) Gi
ok 2 claws +10 melee i !

Special Arracks: Curse of vampirism

sperial Chualities: Breath sense, undead, damage reduction
10441, enld and electricitr resistance 10, SR 15

aves; Fort +2, Ref +2, Will +4

Abilities: Str 17, Dex 10, Con —, Int 6, Wis %, Cha 12

Bkills: Climb +13, Intimidate +11, Jump +13

Feats: Toughness

limate/Terrain: Any land

ganization: Solitary

:j'f.t. allenge Ratir.lg: g

Treasure: Standard .
Mignment: Always chaotic evil

Advancement: 3—21 11D (Medivm-size)

ihen a budy is buried Lnproperly or in an inauspicious leca-
fion, it often returns to activity as 2 hopping vampire, hungry to
ill living crearures. The body is animated by e po soul (evil
cartion of the soul} of the deceased: the hun soul (gowl por-
Hnn) is departed. Without the hun soul, the body is not wuly
s 50 it retains some of the rigidity of death, The spectacle of
s creatures hopping around looking for vierims would be
dieulous if they were not such deadly opponents.

. The return from death gives the hopping vampites a green-
tint to their skin, fangs in their mouths, and razor-sharp
ws. They are usually dressed in funerary wear—either fresh
d new or moldering with decay.

Hopping vampires never speak, but they understand
Lammon,

(OMBAT
Hopping vampires are not the sophisticared, intelligent oppo-
‘nents that standard D&D vampires are. They behave much like
| ribid animals, attacking with theit elaws and fangs, giving little
thought to strategy or tactics.
Curse of Vampirism (Su): Any humanoid hit by a hopping
ampire’s claw attack must succeed at @ Fortitude save (DC 13)
' prcontract a curse that tuens her into 1 hopping vampire herself,
- Over the course of 1d4+1 days, the victim slowly transforms inte
g vampire, growing fangs and long fingernails and becoming
more bestial, To stop the nansformation, the character must
 tecelve a remove curse spell belure the process is complete, Each
| hour spent hopping or dancing on pure sticky tce delays the
| curse’s onset by 1 day, (As with any physical exertion, a character
can only dance on sticky rice for so long before riring After
| moving aronnd for an hour, each additional hour inflices 1 point
' of subdual damage on the character, cumulative—1 point the
second hour, 2 points the third hour, 2 points the fourth hour,
and g0 on.) Once the transfarmation has rom s colrse, it cannot
e reversed by any means short of 2 wish or mirache

Breath Sense (Ex}: Hopping vampires cannot see living
creatures. They can only deteer their presence by their

WS
mage: Claw Ld4+3 3 ij, i
g/Reach: 5 it by 5 fr./s fi. _e

breath. In the vampires’ favor, this
; H means that they ave not foeled by
invisibility or other magic used
to trick the sight. Treat this
ability like the blindsight
special quality as far as
living and breathing oppo- ||
nents are concerned; its
- effective range is 120 feet,
o the other hand, a living
(" creature that is not breath-
ing {including a characrer
holding her breath) is effec- |
tively invigible to the vampire. .'! |
(Bee The Drowning Hule in Chap- I
tar 3 of the Duwceon Mastens Guide It
for rules on holding breath. Onece a U
character is unconscious, he starts [
breathing. A chazacter is unable tof]
Lill himself by holding his breath.)
Unliving creatures that do net
Lreathe, including undead snd con- |
structs, are visible to the hopping |
vampires undead sight.
Undead: Immune to mind-
influencing ellects, poison, sleep,
paralysis, stunning, and disease,
Mot subject to critical hits,
subdual damage, ability

damage, energy drain,
ar death from massive

SR
Flapping dampire

Small Monstrous Hu.manu:-:l {Aquatic)

Hit Dice: $d8+3 {21 hp)

Initiative: +3 (Dex)

Speed: 20 fr, swim 40 fr.

AC: 20(+1 stze, +3 Dex, +6 narural}

Attacks: 2 claws +8 melee

Damage: Claw 1d343

Face/Beach: 5 ft by 5 ft /5 fr.

Special Attacks: Improved grab

Special Qualities: Water immamicy, Fast healing 3, head howl'

Sawves: Fort +1, Ref +7, Will +&

Abilities: Str 16, Dex 17, Con 10, Int 7, Wis 14, Cha 11

Skills: Escape Artist +7, Hide +10, Intuit Direction +8,
Listen 18

Feats: Toughness

Climate/Terrain: Any aquatic
Organization; Solitary or breod (2-5)
Challenge Rating: 2

Treasure: Standand

Alignment: Usually chaotic neutral
Advancement: By characrer class

Kappas are a race of malevolent, diminutive humanoids that §5
hear 1 strang resemhblance to turtles, Despite their small
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‘kAP?R
{ISE CHARACTERS

- variety of martial arty [eats,

.L.au:ql with the lock method

= “and the throw method (see

I T Chapter /). Others have an
i

slze (an average kappa stands just over 2 feer tall and weighs
about 20 pounds), kappas are accomplished martial artists,
forusing an techniques of grabs and throws,

Kappas have 2 stooped posture and o hard shell covering
their backs, while thick but supple scales protect the rest of
their bodies. Their scales are usually green with yellow
splotches, but occasionally dull blue with yellowish brown
accents. They have protruding pot bellies with poucles near the
base of the abdomen, Their feet are heavy and wide, with three
webbed toes ending in hooked claws. Their hunds are similarly
webbed and clawed, though they are yuite dexrerous, Their
hcads are flat and phump, with a bowllike indentation on the op
of the head, which holds water from the kappa's home lake,
river, or pond. Their broad mouths are filled with multiple rows
of hooked teeth. Their round, bright eyes are usually red or
yellow, and covered by 2 mansparent lid that enahles them to see
elealy underwater. Most kappas have long noses resembling a

: bird's beak, bue some have shorter, more hnmanlike noses.

Kippas speak Common and their own langua e

ORMBAT

Generally, a kappa’s behavior is unpredicrable and extreme
Kappas delight Lo the discomfort of others, but they are usu-
ally polite at {irst, even o porential prey. Potential victime
can sometimes placate them by appealing to their vanity—
complimeneing thelr manners or offering gifts, for example,
Buta hungry, insulted, or simply nrnery kappa shows no mercy,
Kappas enjoy rending victims with their claws, but sometimes
engage in wrestling contasts,

Impraved Grah (Ex): To use thiz ability, the kappe must hir
with horh claw atracks.

Water Immunity (Su): Kappas are immune to water-based

- spells, including any spell with the word "water” in its name

and shugenja or wu jen spells from the water element.

Head Bowl (Su}: The indentation on the top of « kappas
head is filled with watcr from the lake or streum
where the lappa lives, Movement and oudinary
actions {cven combat) do not cause the
water to spill however, a clatacier prp-
pling a kappa can empty the bowl by
winning an opposed grapple check,
This reduces the kappa’s Strength

negates its fast healing ability,

Though moest are too chaotic,
many kappas become masters of
unarmed martial arts, gaining
levels as monks and learning

particularly the fears assoct-

innate talent for spell-
jcasting and gain levels as
sorcerers. A kappas

Eavored class is G
monl,

Ki-=IN

Huge Magical Beast

Hit Dice: 12d10+60 (126 hp)

Initiative: 48 {14 Dex; +4 Improved Initiative)

Speed: 60 ft., fly 120 f. (good)

AC: 25(-2 size, +4 Dex, +13 natural)

Attacks: Horn +21 melee, 2 hooves +13 melee

Damage: [Torn 2d6+11, hool 1ds+4

Face/Reach: 10 [1. by 20 fi/10 fi

Special Attacks: Spells

Special Qualities: Spell-like abilities, telepathy, detest
thoughrs, SR 28

Saves: Forr +13, Ref +14, Wil 411

Abilities: Stt 28, Dex 18, Con 70, Int 19, Wis 21, Cha 23

Skills: Concentrarinn +20, Listen +15, Senze Motive 420,
Spot 415 I

Feats: Alertness, Blind-Fight, Combat Casting, Flyby Attack
Improved Initiative, Iron Will, Lightning Reflexes

Climate/Terrain: Any land

Drganization: Solitary

Challenge Rating: 18

Treasure: Standerd

Alignment: Always lawful good

Advancement: 13-24 11D {Huge); 25-36 HD {Gargantuan)

Ki-rins are noble creatures that roam the sky in search of good
deeds to reward ur malefacrors w punish.

A ki-tin superficially resembles a unicorn: 1t has the body
of a stag, covered with luminous golden
scales, a thick mane and rail of dacker gold

color, deep violet eyes, and a pinlkish
£ hormn and hooves, Ki-rine sometimes
establish lairs on high mountaing or
plateaus, simple on the outside hut
w with luxuriont intcriors. More
eften, however, they simply {ly
with the wind, never settling in any
place for long,

Ki rins speak the Spirit Tongue,

COMBAT

Ki-rins are peaceable creg
tures, said to be among the
most noble and virtuousof
W’ bcasts. They avoid combat

except with the most evil of spiri
 creatures, I ateacked, they ofien choose w deal
subdual damage {sullering a —4 penalty to their
attack rolls), abandoning unconscious oppo-
nents to their Bies.

A ki-tin's horn 1s 2 +3 magic weapon,
though Its power disappears if it is removed
from the li-rin.

Spells: A kirin casts spells as an 18th-level
sorcerer The save DC is 16 + spell level
Spell-Like Abilities: At will—
astral projection {self
plus £0 poundsof

objects only), all

lightning, contral




Feats: Dodge

Climate/Terrain: Warm mountaing

Organization: Team (2—+), unit (11-20
plus 2 3rd-level sergeants and 1 [[|§
leader of 3ed-sih level), or tribe |
{30-100 plus 30% noncombatants
plus 1 srd-level sergeant per 10
adults, 5 Sth-level lieutenants, and 3
7th-level captains}

Challenge Rating: 12

Treasure: Standard coins; double
goods; standard items

Alignment: Usually chaotic good

Advancement: By character class

Bl o dwarves who theive throughout jungles
— b in the lands of Orieatal Adventures.
Korohekurus are about 4 feet tall,
with hairy arms and legs slightly longer
in proportion to their bodies. Males have
spurse beards, and both genders have a
. wild and unkempt appeance and are
i known to bathe only unce a year.
| Korobolurus have big, bright eyes—
either blue, green, or brown, Theic
. ears are small and somewhar polnted,
wether, etherealness (self plus S i a::ﬂ;:?;ﬂ;“ﬁ:ﬂ#ﬁ;ﬁfﬂiﬁﬂﬁ
Puumis. of objects only), gascous form, A i pre:ijnus  ex it
mpent image, wind walk, Once per day, a ki-tin can il i
g permanent creation ability that can create nutritious food Rt

‘F

z Eorobolwurus speak Dhwarven.
mﬁav[a]r!ag«'esslijlurnidu Fieuﬂlc’jﬁz ‘“r;:u_‘: ]";?'E_:i-of s':;.ﬁ Eg:;dﬁ Mosar korohokurus encountered outside their home are
D R AT TR B O T A Pl Senonmen warriors, the informarion in the statistics block is for one of
ms. These creations are permanent, bur otherwise similar el

the major creatinn spell. Alternatively, the ki-rin can creare
items with a rotal weight up to 400 pounds, but such

last only ten times as long as similar items ereated with CORMBAT ] ¢
retion. Eorobokuru Traits (Ex): Korebalourus henafit from a &

AllEi-ring’ spell-like abilities are as the spells cast by an 1ath- number of racial traite: ; :
el sorcerer (gave DC 16 + spell level). « +1 racial bonus on artack rolls apasinet poblineids, through

epathy (Su): A Lki-rin can communicate telepathically special combat ratning. _ h
any creature within 100 faet that has a language. + +2 racial bonus on Will saves against spells and spell-like
etect Thoughts (Su): A ki-rin can continuously detect “bﬂiﬁfﬁ- . ot )
ughts as the spell cast by a 12th level sorcerer (DC 18). This » +2 tacial bonus on Fortitude saves against poisons.
ity is always active. = +4 dodee bunus zgainst giants, through special defensive
maining.

» Darlevision up t 120 feer,

{ OROB Ol{ U Ru o +2 racial bonus on Wilderness Lore chechs.
_ p—— KOROBOKURV SOCIETY

L Lumanaid (et Kuorobokurus dwell in remote sites of great natural beauty; such
_tDu.'.e: 1dg+1 (5 hp) as lush mountaln valleys or sprawling tropical forcats, They live
ﬂ;’;f;n in 5i111p1{;l 1,ril|,:{g+;ﬁ ur L;alups., ind move DDl'!u’ W}'Efn the ﬂd‘mﬂ‘:‘c
e - of human settlements requires it. Their buildings are quite
{LE 15011 size, 13 leather scale, +1 szlimll woodan Sdhleld} crude. with tharched roofs and walls of mud, sticks, and rocks.
%ﬂms: Scimitar +1 mﬂfﬁi Dbr shortbow +1 range Korohokurus organize into families and clans much as
E amage: Scimitar 1-:1f-’-if:-‘ ortbow 1dé humang do. A single village consists of a large exrended family
F ,l_":-leai:h: 51:5 by 5 . f ft. . with as many as 130 memhars They mate for life and share a
f' ¢ 'l.aldma]i 50 I@ra Ei:‘u traits prefound bond with their spouses; it 1s not unusual for a
Qualities: Koro o e trlts koroboluru whose spouse is killed to refuse all nourishment,
e tycs: Fuil +3, Rel +0, Will <0 : eventually starving to death in grief.

Al tlE!f:.STf 11, Dex 10, C'i'-"l'l 13, Int 8, Wis 11, Cha 10 - A korobolouru Family typically epecializes in one type of
Skills: Listen +4, Sense Motive +4 craft or skill, passed down from parente ro children.




Common specialtics include farming, hunting, weaving,
weaponsmithing, militacy arts, and painrting.

= KOROBOKURU CHARACTERS

i

i)

|
i
-!I‘I;.’:'-F

i

& korobolkuru's favored class is barbarian. Most korobolkury
leaders are barbarians, though subleaders are often wu jen.

RARONO

Medium-Size Shapechanger (Shadowlands)
Hit Dice: 6d8+24 (51 hp)
Initiative: +3 (Dex}

Speed: 30 ft.

AC: 18 (43 Dex, 45 natural) @
Attacks: 2 arms +8 melee, bite +3 melee

Damage: Arm 1dé+4 plus 2 Taint, bite 1d8+2 plus 2 Taint

. Face/Reach: 5 fr. by s ft. /5 &,

| Special Attacks: Teint
Special Qualities: Alter self, invisibility, rejuvenation, light
sensitivity, damage reduction 10/+1
Saves: Tort +3, Ref +8, Will +9
Abilitics: Str 18, Dex 17, Cun 18, Int 11, Wis 18, Cha 21, Taint 10
Skills: Bluff +18, Disguise +18*, Sense Motive +13
Feats: Aleriness, Dodge

Climate/Terrain: Any land and Shadowlands
Organization: Solitary

Challenge Rating: 4

Treasure: Statulard

Alignment: Always neutral evil
Advancement: 7-18 HD (Medium-size)

Mamones are hideous shapechangers with a strong resem-
blance to doppelgangers. In their natural form, they are skin-
less creatures of bone and musele, with a single eve and &
gaping, spideclike maw in their abdomens. Their agmy end in
serrated blades of bone, each as deadly as z wakizashi,

Like doppelgangers, mamonos use their natural abilities of
mimicry and deception to infilirate human sociery. Unlike dop-

pelgangers, however, they are motivated by a deep loathing of

humaniry iather than simple self-interest, and they delight in
flaying their viceims before devouring their eyes, liver, and
vther soft tissue.

Mamonos speak Shadowlands and Rokugani {Commeon).

'|i COMBAT

1t human form, a matnonu auacks with a weapon or unarmed,
but if it is severely threatened it reveres 1o irs narural form and
uses its fovmidable natural weaponry,

Taint (Su): Those hit by & mamona’s bite or elaw attack must

Csucceed ar 3 Forrioude save (DT 17) oor have their Taint scora

- increased by 1.
’ = Alrer Self (Su): A mamono can assume the shape of any
~ Smull or Medium-size humanoid This worlss Like alter self ns

T~

cast by an 18th-level sorcerer, but the mamono can remuin in
the chosen form indefinitely. It can assume a new form or

Ireturn to ite owrn as g standard zetion,
Invisibility (Sp): A mamono can use the imdsibility spell at will,
Rejuvenation (Su}: If o memono is killed at nighe, it
reawakens in 2 hours, completely healed and very angrv The
only reliable way to kill & mamone is tocut it intw dhree or
more pares and bury them sepuraiely, A mamono

cannot rejuvenate if
killed during the day or
exposed to direct sunlight,
Light Sensitivity (Ex): When exposed to the light of the sun,
a imamune tikes 1d8 points of damage per minnte of axposire

MAGA, SHINORMEN

An alien voice from Rolugan’ distant past, before
the arrival of humanity, the nagas of the Shine
men Forest arc the remnants of an ancient

civilization. After centuries of slumber, the nagas @Q@
were mnomentarily roused wlght the Foul, as they
called it, during the Clan Wars and the war against the shadow
but are now returning w their rest. Some nagas remain active in
the depths of the forest, however, hissing, *Sleep is for the weak®
Each of the five bloodlines of Shinomen nagas has its own
unigue role in their highly struerured soriery. These blogd:
lines—rthe asp, the chameleon, the cobra, the constrictor and the
greensnake—are distiner subspecies of naga, varping in physical



Damage:

UFace/Reach:
Spl:l.:uil Attacks:

Greensnake

Medium-size Humanold
{Reptilian)

1ds+2 (s hp)

42 {Dex)

anfe.

13 [+2 Dlew, +1 natural)
Shortspear <1 melee; or
compodite shorthow 42 rﬂ.nged

Shortspear 1d811; composite
shorthow 1ds

Stobyaft/s
Poison

Maga yualities

Fort +2, Ref =4, Will +1
Striz, Dex 14, Con 14,
Inr 13, %Wis 12, Cha 1l
Bluff +2, Diplomacy +2,

Chameleon

Large Humanoid
{Aquaric, Reptilian)
2d8+4 (13 hp]

+0

At i, swim 30t

172 (-1 siwe, +3 natoral)
Hupe shortspear +1 meles;
or Large composite
shortbow +0ranged

Huge shortspear 2dé+1;
Large composite
shorthow 1ds

5 ft. by 5 fi. (coiled) /10 ft.

Poison

Animal speech, naga qualitics
Fort +2, Bef +3, Will +0

Bir 12, Dex 11, Con 14

Int 13, Wis 10, Cha g

Hide +7%, Listen +2,

Agp

Large Humanoid
(Reprilian)

3d8+3 (22 hp)

-1 (Dex)

sofe

12 (—1 size, —1 Dex; +4 nagural)
Hiige shortspear +3 meles;
o Large mighty composite
shorthow +0 ranged

Huge shortspear 2d&+3;
Large mighty composite
shortbow 1d8+2

5 £t by St {coiled)A0ED
Paison

Maga qualities

Fort +4, Ref +2, Wil 11

Str 14, Dex 9, Con 16,

Int 11, Wis 10, Cha 2

Climb +5, Listen +2, Spot +2

Listen +4 Move Silently +6, Spor +4
Iodge Alertness Power Attack
Elimatcﬂfe:rram Temperate and warm forest lemperate and warm forest Temperate and warm forest
" Organization: Solitary, pair, or band (3-&) Solitary, pair, or Band [3-8) Solitary, pair, or band (3=6)
~ Chollenge Rating: 1,2 i 2
St Standird Standard ) standard

- Alignment: Usually lawful neueral Usually lawtul neutral Usually lawful neutral

CAdvancement: By character class By character class By character class
Cobra Constrictor
Large Humanoid (Reptilian} Huge Humanoid (Reptilian)

3d8+5 {17 hp) +da+m (34 hp)
Initiarive +1 (Dex)
peed: Jufu 20 fr
15 (1 size, +1 Dex, +5 natural} 12 (=3 size, +4 natuml:l
‘Huge shorrspear +3 melee; or Large Slam 8 waeles
romposite shorthow +2 rnged |
Huge shortspear 2da+s; Slam Lde+7
Large camposire shorthow 1d8 el
/Reach: § ft. by 8 ft (coiled)/10 f 10 fi by fi. feolledl/1s
ecial Attacks Spells, poison Impmn.red grab CONSITCT 1dﬁ+?
Special Qualities:  Danger sense, g qualities ‘Naga qualities
: Fort +3, Ref w4 Wil 43 Fort +5; Rg-f +4; Will 16
tics: St 14, Dex 13, Con 14, 211 Con 1

Int 13, Wis it Cha 11l : Gl
Concentrarion +5, Knewledge {arcani) +3, I-Iaal +3, Knowlﬁdge {areana) 43,
Spelleraft +4 Kncrwhdge {religion) +4
Comibat Casting Lo Wil

‘Climate/Terrain:
| Organizarion:

.ﬁﬂgnment:

l::ha!lenge Raring:

Temperate and warmn forest
Solivary, puir, ur band (5-8)

3

Standatd

Usually laweful neureal
By characterclass

hapacteristics as well as sncial role. All Shinomen nagas, how-
Erer, share 1 basic anatomy; a humanotd head, chest, and arms
o 4 long serpent’ tail. Regardless of the size of the naga, the
ftmeo is alwaye approximately human-sized. While active, 3 nagas
ieight is about one-third of its toral length. By coiling, a naga can
tear to 2 greater height, about two-thirds of its lengeh, but cannot «
ove along the ground in this position. The scales that cover its

Temperate snd warm forest

s;:litf"arm'pai'n:.m;baﬁ& (3-6)

Smndard J
Usually lawlul neutral
By character class -

body—Ilarge and thick on the til, fine and thin on the humaneid
features—are various shades of green, yellow, ur brown., Nagas
have sharply pointed ears and black or very dark green haic
(thoupgh many nagas are completely hairless),

Mutations producing physical variations are extremely
common among the nagas, particularly in the cobra blood-
line. These wariations range from minar (unusual skin tone,



such as blue-black, gray, or the shades of human skii, webbed
hands or fins, or functional or nonfunctional gills) (o exireme
{extra fingers or limbs, missing arms, a houd, cetracrable or nor,
extreme serpentine feanures, on uselul nutural armacls).

Shinomen nagas speak their own language, which relies
heavily on # telepathic bond that all nagas share. Adventurers
ustally speak Rokugani (Common) as well,

| COMBAT

| Magus s a racc share certain qualities in cominon.
| Poison (Ex): While most nagas produce venom (excepr the
| | constrictors), onby those with severe mutations have an effective
|| natural bite actack to deliver it. A naga can use a full-round action
{provoking attacks of uppurtunity from threatening foes) to apply
a single dose of its narural poison o its weapon, running ne risk
of puisvning imelf. Alternarively, 2 naga who has 4 hold on an
opponent in & grapple can bite the opponent with 2 successful
% grapple check This bite does no damage but allows the paison to
| do frs work.
" Telepathy (Ex): Nagas are all part of 2 communs! conscious-
ness they call the Akasha This shared consciousness facilitstes
eommunication between nagas nesr and far, and contains the
| memories of their entire species. A group of nags
within 30 feet of each other are in constant com-
| munication. If one is aware of & parricular £
g | danger, they all are. If onc in a group is not 7
| Haefooted, none of them are. Mo nagaina I
B sroup is considered flanked unless all are. 4y
' Taint Immunity (Ex) All nagas are £
immune to the Shadowlands Taine.
| They can still be harmed by effects [ 899
b such as the cuud uf Taint spell, bur they
¢ can never have a Taing score, ./:
Alternate Form (Su): A femnale naga
#-can ransform her serpent tail inra
| humanlike legs, a5 if using the poly-
| morph self spell. Her size hecomes
|| Medium-size (regardless of her orgi-
, nal size), and her speed becomes 20
| feet (and she loses any swim
speed she may have possessed).
Changing form in this manner is
a full-round setion.

GR==NSNARE=E

|| The greensnakes are the most
nAumerons bloodline, and the
smallest nagas. They are in-
quisitive and fast learners,
and have adopted a diplo-
matic role in naga society,
facilitating nege interac-
tion with the humans of
- Dokugan, Greensnakes
. average 10 to 15 feer in
~length, and weigh be-
tween 400 and 600
pounds: They have
slender physiques
and move quickly

COMBAT

CHAMELEON

COMBRT

AS?

The asp are ameng the most numerous of naga bloodlines

OF all the naga, the greensnakes are the least xenophobic sl
the most likely to be able to greet a stranger in Roku
Because of their innate curiosity, they always ask yuestio
and artack later only if necessary.

Poison (Ex}: Bire or weapon, Fort save (DG 12} inidal
secondary damage 145 wemporary Con.

Chameleons are aquatic nagas, equally at home above ur be
watet and able to breathe both air and water. They averspe t3m
feet in length, and weigh 520 to 680 pounds, Their most rema
able feature is their ability 1w alier the coloration of thelr st
which makes them ideally suited 1o the role of stealthy =co

Chameleons favor ambush tactics, hiding in vegetativn
attncking from a distance with their bows.
Poison (Ex): Bite or weapon, Fort save (DC 13); inidal g
secondary damage 1d4 temporary Con.
Animal Speech {Su) Chameleon nagas can communicse.
with any aquatic animal, including sharks, other fish, and por
poises, as il using the speak with animals spell
Skills: Chameleon nagas receive a 48 racial Banus on Hide
and Move Silently checks. *In areas of leafy vegatation, the
Hide bonus improves to+12, i

second only to the greensnakes They s
are the warriors of their people
stromg, sturdy, and aggressive An
asp is penerally 15 ro 20 Feet in Janpth
and weighs £00 to 200 pounds, i

Consnar

Asps never shirk from battle, and fight with
cunning and steategy

Poison (Ex): Riteor weapon,
Fort save (DC 147 indtial and
secondary damage 1dg tam-
porary Con,

COBRRA

The cobras are the most.
mysterious bloodline
of the nagas, because
they are the practition-
ers of the nagas’ strange ‘
pearl magic. They are similir
in size to 4sps, but more slen-
derand agile. They average
15 20 feet in lengeh and
600-850 pounds.
Cobtas are the most prone
to physical murarions uf
the maga bloodlines, prol
ably because of their
COnsEnt proximiy o
powerful sources of
magle, All eobras pog
sess hoods like those
of the serpants whose



name they carry, which can extend about 15 inches to either
ide of their head and retzact ar will A fow [10%) cobres' hoods
Ao not retract, and some {20%) manifest serpentine features
such as elongated tongues, snakelike eyes, or long snouts.
Cobras also sometimes (40%) have natural weaponry, including
ahbite (1de damage), claws (s damage) or scythelike boues
emerging from the elbows (treat as Large armor spikes—1:8
dimape with 2 successful grapple check).

(OMBAT

| Despite their size, strength, and frequent manifestation of
mitural weapuncy, cobias typically rely on asps or other nagas
-.- do their physical fighting for them. Cobras’ stength is in
-;lflf![l' magic.

Spells; Cobra nagas cast spells as 31d-level shugenias, Cobm
;glmgen]as (called jaklas) use large, carved pearls as focus irems,
‘ather than ofudass. They also carve spells on peatls the way
ther spelleasters setihe sernlls. Creatures other than nagas can
cast 2 spell from such a pearl by making a surcessful Spelleratt
or Use Magic Device check (1IC 25 + spell level)

Cobra jaklas typically specialize in earth or water spells,
Poison (Ex): Bite or weapon, Fort save (DC 13); inirial and
secondary damage 148 temporary Con, -
Danger Sense (Ex); Cobras retain their Dexterity bonus
10 AC (if any) regardless of being caughe Hat-footed or struck
by an invisible attacker, (They still lose their Dexterity bonus
f immabilized.)

CONSTRICTOR

Constrictors ave the mystics, priests, astrologers, and magis-
‘rates of the naga, somehow more intimately connected to'the
communal mind and memory of their race than the other
locdlines. They arc also the largest nagas, 25 to 30 feetin
Jength and weighing 1,000 to 1,200 pounds. Despite their size
Jind bull, they are gcnmll}r p:an:ti:ul and gentle.

‘The nujority of constrictors have elaborate patterns of scales,
‘il are called the Children of die Bright Eve, These nagas are
eachers, philosophers, healers, seers, and guardians of peace. A
fewr constrictors are born with scales of uniform black, and e
known 25 the Children of the Pale Bye. These nagas serve as

sirike to subdue, crushing foes ro unconsclousness within their
finrmols serpentine coils.

Improved Grah (Ex): To use this ability, the constrictor
muct hit with ite slam attack, 1f it gees o haold, it ean constrict
. Comstriet (Ex): A constrictor naga deals 14647 points of
damage with a successful grapple check against Large or
emaller creatures, It can deal normal or subdual damage as it
desires, with no grapple check penaley in either case.

GR CHARRACT=RS

_lass ::rprmm; availableto a naga character depend on the nagas

e rangers (their favored class) or rogues.
- Cobras are almost always shugenjas (jaklas), and that is their
fvored class: Each level of shugenja a cobra naga gains adds

MAGA SOCIETY

one level to its spellcasting ability, For instance, a cobra with
two levels as a shugenja casts spells as a Sth-level shugenja,

Constrietors ususlly advance as fighrers or monks (vedics),
which iz their Favored class. Greensnales are usually rogues,
though they fill a diplomatic role rather than a strictly roguish
one. Rogue is their favored elass,

The culture of the nagas revelves around the Akasha—at oncea
eommmunal mind, o racial memory, and a divine being (or at least
part of the dimc being called Atman). The social castes of naga |}
society—the vedics, the warrtiors, the seouts, and the jaldas—are Ill
defined by their relationship with the Akasha, the Eternal Mind. [l
All the castes are suided by the Alasha, and all coneribute their | |II
learning about e world o the Akasha, '
The nagas revere Atmary oo e Akasha ltself as creator, sus- I
rainer, and destroyer of all things, wellspring and goal of Life, |
fht}" wotship the two eyes of Arman, whu,h see a_ll that is gwd

judgment onit.

In anciegnt rimes, six naga cities flourished in whar s now
Bolugan, each named after one of the major ideals of the naga
race: Candas (“freedom,” the city of the chameleons), Tyatisha
{“astrology” the city of the constrictors), Nirukei (Yjoy,” home of |
the greensnales), Sikea ["courage,” the home of the asps),
Vyokarana (“magie,’ home of the cobras), and Kalpa ("rebirth” a
homeland for all the blocdlines). Candas rernains beautiful and
intact, for it lies beneath the waves of the southern ocean, tended
by ningyo (merfolk) as the chemeleons slumbered, Kalpa lies in
ruins somewhere in the mountaing to the far north of Shinomen,
and no word has ever come from its inhabitants since the end of
the Great Sleep, Nirukti lies in ruins as well, at the southern tip
of the forest wlhiere it s been picked clean by Bokugani explor-
ers. The other three cities sull stand, i varying states of disrepair, |
within the deprhs of the Shinomen forest, &

The race of nagas spent a thousand years in a magical
stazis called the Grear Sleep, from the time of the founding o
the Empire of Rokugan to the time of the Grear Clans' war Il
against the Shadeowlands. They awakened slowly, made war &
against humans and Shadowlands ereatures alike, and aftera £
very short period have, for the most part, returned to their [
torpot. Some nagas see this as the only way to preserve their
race, tor their egpebeds are growing empty A few nagas—
mostly greensnakes and acpe—reject the fatalism of the
vedics and jaklas, and remain awzke in the hope of finding a
way to reverse the decline of their people. A very few others
hope simply to enjoy what life remains to them, rather than
crumbling to dust while they sleep.

=8 AT

Mats are 2 group of lesser spirits—caovering the gamut from
helpful and banign to hateful and malevolent—that inhabit
warm forest aveas,
All three varieties of nats are humanoids with brightly colored
skin, usually red, blue, ot yellow. They have wild, tangled black
hair, long, elawed nails, and sharp fangs. Binsaung nats axe 4
smmall and squat vericty, averaging about 3 feet tall and weighing
perhaps 40 pounds. Hlum yengaverage only 4 feet tall, net they
are built like dwarves and weigh 130 pounds on average. Lu nats
ave tall {about 6 feet) but gaunt, averaging only 140 pounds.
Mals speak Cormmon and the Spirit Tongue,
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Einsaung Nart Hkuam Yeng Nat LuMat
Small Fey (Spirit) Meditim-size Fey (Spirit) Medium-size Fey (Spirit)
Hit Dice: 2de (7 hp) 4d& (14 hp) edeig (36 hp)
Initiarive: +7 (43 Thew, +4 Improwved <1 (Dhex) i1 (Dex)
[tittative)
Speed: 30ft 30 £t fly 30/fe. (average) 20 ft. _
AC: 18 (+1 size, +3 Dex, +4 narural) 20 (11 Dex, 49 natural) 22 {+1 Dex, +11 vatural)
Artacks: Bite +0 melee 2 claws +2 melae’ 2iclaws +35 melee, bite +3 melee |
Diamage: Bite 1d3-2 Claw 1de Claw tde+1; bite 1d+
Face/Reach: sk bysh/sh Sk by shish sfbysfi/si
Special Attacks: Spelllike abilitics, bless aura Spell-like abilities, fear aura Spell-like abilities, disease aura
Special Qualities:  Mat qualitics, dimage Hat qualides, damage: Mt qualities, damage
reduction 10/+1, SR 12 reduction 15/+1, SR.15 reduction 10/+1; SR 14 ‘I
Saves: Tort +0, Ref +6, Will +4 Fore +1, Ref +5, Will +4 Fort +3, Haf +7, will 16
Abilitics: Str 6, Dex 17, Con 10, Str 10, Dex 13, Con 1w, Stri2, Dex 13, Con 12, i
Ine 11, Wis 12, Gha 13 Ine &, Wis 10, Cha 13 Inr 7, Wris 10, Cha 11 8 |
Skills; Crall (any two} +5, Bluff +4, Hide +8, Hide +12, Intimidate +11,
Diplomacy +5, Hide +12, Intirmidate +8, Listen 45, Move Silently <12
Knowledge (Local) +5, Move Silently +8, Spot +4
Listen +5, Search +5, Spot +4
Feats: Improved Initiative Alertness Dodge, Multiattack 1
Climate,/ Terrain: Warm forest Warm forest Warm forest
Organization: Solitary Solitary Selitary H
Challenge Kating: 1 3 4
Treasure: Nomne Hong None 1
Alignment: Albways chaotic good Always neutral Always chaotic evil
Advancement: 3—4 HD (Emall} 5o 11D (Medinnisize); 9—15 HD (Med{um-size): i
10-12 HD (Large) 16-24 HD (Large) {

L COMBAT

HE | Nats share a selection of spell-like abilities, immunites, and
I! resistances.
Spell-Like Abilities: All nats can use the following spell-
like abilities at will—comprehend languages, danceng hlade®,
| dlelect thoughts, disceyn shapechanger”, dream, stheveal jaunt (self
and up to 50 pounds of ohjects only), invisibility, levitate,

passwall, possess animal®, and sheeld of faith,

.IUIT QUALITIES

g the elusaung sumetimes uses 11s possess ability

e act through the body of one of the hougs
hold members,
An elnsaung’s lair is in the Spirit World loce.
tion cotresponding ta the sonthern cornerpost
of the house. Ir remains in the house only s
long s 1t 1s honored and fed regularly. They
b never reveal their true forms, except sometimesto
" children, whom they adore, They enjoy all typesaf
food, espacially fruit and nues,

it | SINSAUNG NAT

‘residents tind sround the

COMBAT
EBinsaung nats avoid combat at all
CORES.

Tmanunities: Nits are immune 10—
poison and disease, -
BResistances: Mars have electric- =

ity and fire resistance 2. Spell-Like Abilities: At will—

U, detect curse?, smagic circle agarmst evl,
pelymorgh self, slow poison; 1 /dey—
divination, verove dissess 1/ weck—.
dispel evil, possess®, These abilides
are s the spells cast by a sth-level
sorcercr (save DC 11 + spell level),
Bless Aura (Su): An einsauny nat
censtantly radiates an aura that covers
the house where the creature resides
This aura bestows the effecrs of a bleg
spell on the residents of the house,

HKUM YENG
nAar

While einsaung nats
take up residence a5 pro-
tectars of a domestic house
SARDINH hold, hkum yeng nats have

a sinilar relationship with

Einsaungs are the mos
common variety of
pat They are exiremely
shy, preferring to remain
invisible and ethereal.
They take up residence in

offer them food and small
rreasures in exchange for the
nats’ blessings. They provide
advice and information {writ-
ten on seraps of paper that the

house) as well as good

tortune (in the form of

their bless gura). If the
house is threatened,

Ei;msmg meal




Nature Spirit, Small

Nature Spirit, Medium

Small Fey (Spirit) Medium-gize Fey [Spirit)
2dé (7 hp) 4dé (14 hp)
13 { Dex) +7 (43 Dex, +4 Improved
Initiative)
30ft ST
14{+1 size, +3 Dex) 13 (+3 Dex)
: Slam +0 melee Slam +2 melee
- Slam 1d2-2 Slam 1d3
£a 50 by s s fr, sfbyshisf
pecial ﬁtrar.k:s Spelllike abilivies Spell-like abilities
al Oualities:  Local knowledge, Loal knowledge,
symbiosis; SR 12 symbiosis, SR 14

Fort 40, Bef s, Will +3
St 6, Then 17, Con 14,
Int 9, Wis 10, Cha 11
Animal Bmpathy 48,
Hide +10, Listen +5,
Maove Silently 4+
Sense Mative =5, Spot

Eort +1, Ref +7, Will +7
Stro10, Descl ¥, Con 11,
Tnt 14, Wis 14, Cha 17
Animal Errparby +10,
Hide +10, Listen +13,
Mowe Silently +9,

Sense Motive +10, Spot +13,

MNature Spirit, Large

Large Fey (Spirit)

8dé+8 (36 hp)

+& [+2 Dex, +4 Improved
Initiative)

ETT R

1811 size,+2 Dex, +7 natural)
@ glafns 18 melee

Slam 1d4+2

shbysh /1ot

Spell-ike abilities

Local knowledge, .
symbiosis, damage reduction
15/+1, spell immunity, SR 18
Fort +3, Ref +8, Will +10

St 14, Dex 15, Gon L2,

Int 17, Wis 18, Cha 19
Animal Empathy +14,

Hide +5, Listen +16,

Maowve Silently +8, Sense
Motive +14, Spot 416,

1 5, Wilderness Lore +5 Wilderness Lore +10 Wilderness Lote +14
Dodge Alertness, Dodge, Alertness, Dodge, Expertise,
Impreved Initiotive Tmproved Initiative, Mobility
Climate, Terrain: Any land Any land Any land
inatic Solitary Solitary Solitary
enge Rating: 1 3 5
T Standard Standard Standard
E Usually neurral Usually neuteal Usually neutral
Advancement: 3 HIT(Small} 57 HD (Medium-size) 5-15 HD (Latge};
16-24 HD (Huge)

mans—but usually with an entire village of fetee hill
{ . Like cinsaung nats, they lair in the Spirit World, usually
i point near the village's center. I the villagers neglece their
ngs ot uilierwise offend the spirir, the hlum veng brings
mistortune and death.

-‘l BAT
A blkum yeng commands mighty clemental forces, which it
ers to unleash from hiding, 1F its cnemica withstand such
aules, it reveals itself and fights with its claws,

ll-Like Abilities: At will—bane, castigate, create spying™,

nd drink, summon nalure’ ally LI {viper ur consteicron
3¢ dav—animate fire®, animate wood®; 1/day—remuve turse
hese abilities are as the spells cast by an 8th-level sorcerer
lsive G 11 + spell level).

Fear Aura (Su): A hlum veng constantly radiates an aura of
Bt in 2 10-foior rading, The aura affects only creatures who are
ire of thie nat's presence, but itis otherwise identical roa fear
Il ezt by a Sth-level sorcerer (save DT 12). 1f the save is suc-
ghul, thar crearure cannot be affected again by thar hloum
rengs fear aura tor one day

AT
nats are malicions spints whao lurk in graveyards and seek o
harm whenever possible. [t can be appeased by offerings
d, but if it is angered or ipnored it ventores farth to spread
or and pestilence.

BAT

\The Iu nat delights in tearing victims with its claws and reeth,

mauic, elemental burst®, fireball, hail of stone®, oath®, punfy

but equally enjoys spreading havee and destruction with its
spell like and supernacaral abilities,

Spell-Like Abilities: 3/day  apparition®, five shuriken® #2
nielt®, stinleing eloud, transfix® 1/ day—water to poison®, wood rof®, &
These abilities are as the spells cast by a 10th-level sorcerer.
(save DC A0+ spell level), L

Disease Aura (Su): Supernatural discase—aura (5-ft. &
radius}, Fort save (DC 15} incubution petiod 1 day; damage 1d6 2
temporary Con, Unlike normal diseases, this rotting alllicion ¥
contirues untl the victim reaches Constitution 0 (and dies) v
receives a remoe disease spell or similar magic, (See Disease in
Chaprer 3of the DUNGEGN MASTERS Guide.)

IMATURE SPIRIT/ §

Mature spitits embody the essence of cortain natural loes
tions, objects, or plants in much the same way as elementals
are Incarnate elements, Like elementals, they can be wild
and dangecous—Dbut they are also generally wise and intelli-
gent, and characters who treat them with respect can win
thelr ald.
The Ufe force of 4 nature spirit is techered to an vbject or
feature of the natural world—a rock, rree, stream, lake, river,
mauntain, orisland, for example. A nature spirir rarely srrays far
from this cbject or place on the Material Plane or the Spirit
World, In its narural form, rarely seen except in the Spirit Winld,
1 nature spirit looks like the feature it is associated with. These
spirits are most commonly encountered polymorphed into an
attractive human form. |
Mature spirits speak Common and the Spirit Tongue.




| CORMBAT

A nature spirit has two aspects—one goud, one evil, The good
aspect leads the naruce spirit 1o be helpful and kind, while the
evil aspect makes it savage and cruel. Maost tmes. the two
aspects coexist in a harmonic ténsion, neither one dominanr,
Spells and sacrifices can somerimes coax one aspact into dami-
nance, however. A narure spirit whose evil aspect is dominant
ammacks anvone who ITESPEsKEs (N 104 ferritory or threatens the
place or object to which its lifeforce is tied. A nature spirit
| attacks with its hands or other appendagss. All nature spirits
1 share certain qualities.

Spell-Like Abilities: At willdefect evil, defert good, doteet magi,
invisibility, plane shift (between the Spirit World and the Matcrial
Flane only), polymorph self. These abilities arc as the spells cast by
|| @ sorcerer with as many levels as the nature spiric has it Dice
1 “(zave DC 10 + spirits Charisma modificr + spell level),
~ Local Enowledge (Ex): A nature spirit is intimarely Familiuc
. with the netural world in the area where it lives, A pature spirit
sutomatically has access to the informaiion learned from the
commune with nature spell, elleciive in an area with a radius of
one mile per Hit Die the spirit possesses,

Symbiosis (Su); Each narure spirit is mystically bound to a
. matural feature—small spirits 1o a branch, small stone, or stream,
medium spiries 1o a wee, flower, rock, or bamboo grove, and large
spirits 10 4 mountain, boulder, ancient teee, or small island. The
| namure spitie cannot stray more than 300 yards from its feature, IF

it does, it becomes ill and dies within 4dg houts. I€ the feature to
| which itis bound is destroyed, the nature spirit dies.

SMALL MATURE SPIRIT

Small nature spirits include those of twigs, small stanes, and
i} streams. They are most commonly encounterad in the form of a
| small child. Their evil aspects often lead them to play snnoying
i-or mischievous pranks. They have no special attacks or qualities
beyond those common to all nature spirits.

MEDIVRM-SIZE NATURE SPIRIT
Medium-size nacure spirits are the most common variery: They
art the manifestations of trees, fewers, rocks, and bamboo groves,
They usually take the form of an artractive human, and often
marry mottals (produring spirit folk children). They have no spe-

cial attacks or qualities heyond those commen to all nature spirits,

LARGE NATURE SPIRIT
" Lauge nature spirits—those thar inhabit mountains, bonlders,
ancient trees, and small Islands—are the most powerful of their
sort. They tend to be more haughty and irritable than their
lesser brethren. Mortals often go to great lengths to avoid
upsetting Large nature spirits, presenting them with frequent
. offerings and consulting shamans before undertaking an enter-
. prise that might anger them.

~ “Large nature spirits command greater powers commensurate
~with their higher status.

' Spell-Like Abilities: In addition to the spell-like abilities
scommon o all narore spirits, Large nature spirits can use chape-
change five times per day. A Large nature spirit can also use any
w jen spell associated with the element most closely related to
the nature spirits essence, Thus, 2 mountain spirit con use &ny
earth spell, while an island epirit can use any water spell. A Large
nature spirit can use any given spell once per day,

Spell Immunity: Large nature spitits are immune to m
cal attacks that rely on theiv own elemental nature, Bach na
spirit is immune w oue energy type appropriae ol e
ment: fire, cold, sunic, acid, or electriciny. For instance, voleang
spitits are immune to fire,

. nEzVv

Medium-Size Humanoid (Mezumi)

Hit Dice: 1d811 (5 hp)

Initiative: +0

Speed: 40 ft.

AC: 13 {+3 ashigaru armor) g

Attacks: Nagamaki +2 melee; ur unormed serilee +1 meles or
composite shurtbow +1 mnged -

Dawmage: Magamaki 2d4; unarmed strike 1d4; composite shor
Low tds

Face/Reach: 5 fr, by 5 fr./s fr.

Special Qualities; Mezumi rraits

Saves: Fort +3, Ref +0, WAll +0

Abilities: Str 10, Dex 11, Con 12, Ine 11, Wis 10, Cha 8

Skills: Chimb 42, Hide +1, Jump +2, Move Silently +1

Feats: Weapon Focus (nagamaki}

Climate/Terrain: Shadewlinds .

Organization: Solitary, team (2-9), band (10-60), or pack
(76~95) !

Challenge Rating; 1,/2

Treasure: Standard

Alignment: Usually chactic neutal

Advancement: By character class

The nezumn, or "ratlings™ 1s they are often called by humans,
are o tave of bipedal ratlike humanoids. In Rokugan, theyare
an ancient race native to the Shadowlands. Refare the E:‘lléfl:
the seven kami, the ratlings of Rokugan lived in grand ciries
in & mighty empire. On an apocalyptic day nezumi lagend
dubs "The Terrible Day When Air Became Fire and Heaven
Fell From Its Berch to Crush Our Clorious Home Beneath lis
Blackened Corpse,” the empire of the ratlings was destroyed
and the Shadowlands was born, In the afrermath of that
event, the ratlings have become hardy and wily SCAVCREEDS,
eking out a meager existence in the midst of Rokugan's grear
ezt horrors, )

Mezumi look like nothing so much as humanoid rars They
stand upright, roughly as tall as a human (averaglig alout 512
feet tall and 155 pounds}). They have long siowis, pink ears and
pronounced incisors, like ordinary wdents: Their bodies are
covered with rough fur, ranging in shade from whire through
gray and browu to black, sometimes solid and sometimes par
terned. Fur patierns tend to run in ratling families.

The nezumi have five-fingered hands, opposable thumbe
and sharp claws. Their long tails are mostly hairless and have
the same pink coloration as their ears and palms, Their legs are
bent like those of rats and have anly three toes, '

Like human harharians, nezumi often wesr sarrings in their
pierced ears, necldaces made of bone or teeth, and similar ome
mentation that humans usnally consider savage. 1

Mezumi speak their own language and a strange dislectof
Holkugani (Common), punctuated with clicks and squeaks and
astuttering repetition,

Most nezumi encountered outside their homes are warrios;
the information in the statistics block is for ane of 15t level




afferings of food and other supplies in the fields o ward
Om BAT . : them E"f’ﬂ'!.f. o
-_-Heaumi utilize their natural stealth and their knowledge of rer- Nezuml do not venerare ancestors or spirits, Rather, chey
fin o their advantage in combar, ambushing opponents trom believe that an individual's ki shapes the universe, making each

“cover or harrying them with ranged weapons and retreating. individual life—as well as the collective life of a2 pack or the
They Fght wildly, alternating between blows with a weapon entire rars—inherently valuable.

ud unarmed serikes.

Nezumi Traits (Ex); Nerumi benefit from a number of
racial traits. 0“_'
o Low-lipht Vision: Weawini can see twice as far as 2 human in
starlight, moonlight, worchlight, and similar conditions of S—— " ———— e
pocr uminaton. They remin the ability to distinpuish color Oni are ferocious lesser spirits that use their awesome steength | '-
and detail under these conditions. and magical abilities to dominate and terrorize the regions they ||
42 racial bonus on Hide and Move Silently checks. Mezumi inhabit. The oere mage described o the Monster Manual is in |
are narurally srealthy fact a variety of uni,

+2 racial homus on saving throws againgt poison and disease:

Mazumi sre resistant to illness and tovins common Onl

Immune to tha Shadowlands Taint: Mezumi can never havea Common ond, as the name suggests, arc the most numersus ——y
Taint score, and subfer no ill effects from exposure to the weakest of the oni varieties,

Shadowlands. They can still be harmed by effacts such as Common oni stand about 8 feet tall and weigh abour 300 |8
the cloud of Taint spell or the special atracke of Shadowlands pounds, They are thickly muscled giants with arms and legs |
creatires, however, covered in coarse hain Their hands end 1o divey, thick talens,

+ Keen Scent: Mezumi have a better sense of smell than and hooked roenails grow from cheir wide (eet, Theic skiv is
humans do, and are often more able to distinguish humans usually red, bur can also be green, black, orange, or purple.
from cach other by scent than by sight. As a fear, 2 nezumi They have one, two, or three bulglng eves, one or two large
with a Wisdom of 11 or higher can take Scent, which is horns, and broad, pointed ears. Their hair is usually long
equivalent 1 the special ability described in the Dus- {ahout shoulder length) and may be silver, black, or green.
GEun Masrees Guide, -

They have long fangs of gold or ivory color. They dress in
a manner similar ta the local population where thay
reside, but always appear flthy and ragged,

Common oni speak Ciant,
Tengu, Goblin, and Common in
deep, resonant, and very loud
voices, An oni's snore rumbles
like thunder, while its laugh is i
powerful enough to shake the I'
leaves from the trees,

2ZUM) CHARACTERS

A nezumi's favored class is
mgue. Nezumi also frequently
gain levels as barbarians,
ﬁgim:lb, LRI EIS, O S0LCELELs,

‘Mezumi live in packs that
‘mander the desolate terrain ol
‘the Shadowlands. A pack is
ed, rather informally, by
chicftain, @ sercerer,
or a group of "bosses.”
Bach pack is self-auffi-
‘glent, stealing what it
ieeds or living off the
lind rather than engaging
intrade.
Mezumi packs travel in §
specific migrarion parterns
circling the same wide range
‘af tarritory over a period of
two to five yeats, They eat
whatever food they can
find—roots and tubers
ug from the soil, rinds
ind bones unesrthed
from human refuse heaps, or
ing crops stolen from a
mcr s ficlds To their
amusernent, nervous humans
spmetimes believe them to
be evil spirits and leave

COMBAT
Maost common oni are blood-  f
thirsty and cruel. Not only do -§8
they attack for food (for they
delight in eating hu-
manoid flesh), but
also for the sheer
pleasure of hurting and bully-
ing wihier creatures. A hungry or
enraged oni trpically attacks by!
P charging, slashing with its claws
% like an uncontrollable beast.
An ont band |s capable of more
subtle strategies, however, patric-
ularly whan ambushing travelers |
or.other unsuspacting prey For
instarice, one oni might use poly-
movph self to appear as a friendly
farmer and engage a traveler in
conversation, while the rest of
'~ the band, invisible, surrounds
the target.

Spit Copper (Su): Onee per
day, a common oni can spew g
forth a globule of molten
copper ata single target up



16 (=1 8ize, —1 Tlew, +5
natural, +3 ashigar)

Common Oni Go-Eu Oni Me-£u Oni

Large Giant (Spirir) Large Giant (Spirit) Large Giant (Spirit)
sd&r24 (50 hp) 12dReas (102 hpl 10dg+501g5 hp)
—1{Dex) + +0

20, 20 ft. Ao bl

20 (1 size, +7 natural,
+4 partial armor)

18 {1 size, |5 natural,
14 masterwork pamal armnr}

10 10 feet away. If the oni hits the target with a successful
ranged touch attack, it deals 2ds points of damage plus 2d¢
points of fire damage

Spell-Like Abilities: At will—cause fear; 3/day—fly, poly-
morph self, 2/day—invisibility; 1/day—eloud chariof® (zalf plus 50
pounds of objects only). These abilities are as the spells cast by
a 10th-level sorcerer (save DC 41 1 spell level),

GO-ZU Onl

. Go=zu ong are mighty warriors who serve a5 soldiers ina
Aparit army

Lro-zu oni resemble common oni, but they are larger (about &

feet tall) and their bodies are thicker (averaging 350 pounds),
They have the heads of bulls, with large snouts, small cars, and
two long horne, Their skin is usually dark orange, gray, or deep
purple. They wear fine robes and polished armor, appropriate to
. their station in the spirit army.
¢ Gozuoni speak Giant, Tengu, Goblin, Common, and the
. Spirit Tongue,

 Go-zu oni fight with weapons suited to their size. Inaddition to
the greatsword (o-dachi) shown in the staristics abeve, a go-zu
'oni may wse a spear, naginata, halberd, or trident in melee.
Spell Lilee Abilities: At will—cause fear, five shuriken®, fly,
itvisibility, polymorph self; 2/day—cloud chariot® (sell plus 50
pounds of objects only),
See Invisibility (Su): Gu-zu oni van see invisible crea-
tures and wlijects within cheir ringe of normal vision.

Zelaws 411 molas; Huge greatsword +15/(10° Hiige naginata +1-
spitcopper +4 ranged touch melee; gore +10 melee Medium-size whip
Claw 1d6+6; spit copper 4ds Huge grcatswrd 2ds+10; ITuge naginata 2de+12
gore 1d8+3
stbysh/i0f 5 fr.by SR A0 R SO by SH/ 10 R
S}E,ij[ copper, spell-like Spell-like abilities Spells, spell-like abilities
abilitics
= See mwslb:llw. True seeing, regenerati
mgcnnrmonﬁ ; ’ :
Fort +9, Ref +1, Will 43 Fort +12, Ref +4, Will +5 Fort +3, Ref g, Will 210
Str 23, Dex 8, Conl 17, Str 25, Diex 10, Con 19, Str 27, Dex 10, Con'31,
Int 8, Wis 12, Cha 13 Int 14, Wis 14, Cha 17 (Int14,Wis16 Chata
Climb +10, Listen +4, Spot + Climb +12, Listen +7, Spot+7 Clitnb +14, Listen +7, Spot +7
Cleave. Power Artack ::{‘.leﬂreb:mwé{ﬁngﬁl;“ Sundar’  Cleave, cﬂmbgt CaEHREN
: ' Sunder
Tetparate monntains, Any fand Any land
hills, plains, forests, and
undergrnund
Solitary, unit (28, “Solitary or band (2-20) Selitary or band (2-20)
company (8-20}, or host ' i TIK | i
(21100 plus 410
‘bakemono or goblin tats)
7 2 10
Standard “Standard | “Seandard
Usually neutral evil Usually fawlful newtral Usually lavwful newtral
Dy character class By characeer class By character class

Regeneration: Co-zu oni teke normal damage fmm'E[r@
and acid,

n=-ZU ONni

Me-zu oni are the commanders of the spirit armies, leaders {iﬁ
the gozru-oni.

Me-zu oni are even larger than go-zu oni (about 10 fect tallor.
mere, weiphing nearly 1,000 pounds), and have the head.s;:F
shaggy horses. Their armor is always of masterwork qua

Me-zu oni speak Giant, Tengu, Goblin, Common, and dﬁ“
Spirir Tonjgue,

comBaar
In additien to the naginats and the weapons used by go2u on,
me-zu oni often carry & whip with a range of 30 fect,

Spells: Me-zu oni cast spells os 10th level wu jen. Their mos
commonly prepared spells include the following:

0 dancrng lights, detect magie, flare, light; 1st—Dbackbiter®, s fiery
eyes®, trom searf®, melt™; 2nd—fire fFrui iken®, hold person, whiphy

rd—ammah: firc® J‘m:[mﬂ fire wings®; +th—luncing blude® ;ulf;
morph atheer, wall of fire®; Sth—fine breath,

Spell-Like Ahﬂmas. At will—canse fear, fiy, invistbility, poly
morph self; 3/day—asiral projection (self plus 50 poundso
objects only), doud chariot® (self plus 50 pounds of objects anl)
ethereal jount (self plus 50 pounds of objects anly).

True Seeing (Su): Me-zu oni have a constant fue seeing,
DOWEL

Regeneration: Me-zu oni take normal damage from fire
arnd acid.



sm:woumrws
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" shadowlands, having all the qualides of both
outsiders and Shadowlands crearures,

Uni come i appatently limitless varieties, as well as a vast
timber of unique individuals, the bulk of an oni horde is com-
wied of 2 great number of oni belonging to the comman
cies: akuma, ashi, byoki, gekido, haine, kyose, sanru, shilke
,tsuburu, ugulu, yareoko, and other types yet to be named.

Oni are the muost [ssome denizens of the
Shadowlands, fiends of unmitgated evil and
terror. They are oursiders narive to the

l.cedmg these hordes, or working alone, are a large number of
\itigue ond, These include four oni lords who spawned some
the common varictics: Akuma (slain during the Battle ot
vion's Gate), Tsuburu, Shikibu, and Kyoso, The "elemental
ors” also fall ince this category: Moetechi and Taki-Bi (five);
hi aud Kaze (airh, Toichi and Jimen (earch); chhl and
{warers and Kukanchi and Alecu (void).
Finally, rumors among the Crab guardians of the Kain Wall
t thar 2 new form of oni has appeared in cthe Shadow-
possibly filling the power vacuum left by the demise of
Teng, These oni "overlords™ are perhaps a half-dozen In
iimber, and their fearsnme might is incalculable. It may have
en one such oni overlond that slew the Emperor Toeurd in
nomen Forest. Survivors of the battle described that and as
nding about 8 feet tall, musenlar, and covered with plates of
armor. It had four huge arms, one casually earrping 2 gipan.
fic greatsword {no-dachi}. Ite high head was frilled with spines

t o crown, and a long mustache drooped over its mouth. And

Uni are vicious opponents, bloodthirsty and consumed with
hateed for humonity, Some are cunning, even brilliant, and
excellent use of ractics, while others ehow about as much
gy as a pack of slavering bakemonos, All oni share certain
aits in common, in addition to the Shadowlands type medi-
and the specific characteristics of their aubspecies,
Immunities (Ex): Oni are immune to poisen.
Resistances (Ex); Oni have cold, fire, and acid resistance 10.
' Alternare Form (Su): Oni can assulne aiy humanoid form
i Small o Large size as 2 standard action. This ability is similas
1w the polymorph self spell bur allows only humaneid forms.
\When using this ability, oni gain a +10 circumstance bonus on
isguise checks.
Vlelepathy (Su): Oni can communicate telepathically with
yeveature within 100 feet that has a language.
skills: *All ani receive a +10 cirrumstange honus an Dis
se chacls when using their alternate form ahility

IR0 MO ONU

A stark contrast to the gibbering hordes thar make up most
armies of the Shadowlands, the haino no oni is 2 quier and
stealthy, albeit hungry, omi. Cloaked in human form, hainoe no
il snake their incredibly long tongues into inns and homes,
nserting them down sleeping victims' throats 1o feed on their
siater enerpy, They are more often found in Rokugan than in

COmMBAT

ASHI NO ON

CORBAT

the Shadowlands, and often not even detected as they move
among himaning

I their natural form, haino no ani resemble humanoid toads,
with dry, lutnpy slin and bulging eves They stand ahour 5 feet
tall and weigh 120 pounds. They are almost never found in this
Fortn, however, preferting a human guise that still allows them
the use of their long, tubelike tongues and—under duréss—a
modest claw attack. Their statistice are the same in either form.

A haine no oni typically attacks at nighr, climbing onto the §
roof of 2 home or int and slipping its tongue inside through a |
gap in the roof or an open window. If its intended victim
wakes, it usually Hees.

Water Dirain (Ex): A haino no oni uses ite lonp, hollow tongue
to draw fluids from irs victim. The oni can only use this attack on
a helpless or pinned opponent. Sinee the tongue secretes an anas- B
thetic slime while it is inserted into the victims mouth or other
orifice; a slecping vietm must succeed ar a Wiadom check (DCY
20) to wake from sleep and notice the attack. The ond can inflier1 |
puint of wmposry Steength damage per round. A haine no ond
rypically considers 4 wunds of leeding w be 2 good night'’s meal.

Regeneration (Ex): Haino no uni take nurmal damage from
jade or Kuni crystal weapons, and from honorable or blessed
weapons of at least +1 enhancement.

Bearing u supetficial resemblance to an ankheg, an ashi fio ond is
a wormlike creature with seven thor-studded entacles sprout-
ing from its body. Thorny plates protect is body, aud its head is
adorned with more horns and barbs, Its face is ecrily humanlike,
with deep-set black eves and a gaping mouth lined with sharp
fangs. The oni’s body is about 15 feet long, and welghs aboue 2,000
ponends, 1t typically emerges only about halfway from the earth |
when attacking, preferring not to move around above ground il

%rhile it is reasonably inrelligent, the ashi nv oni bebaves like 2
mindless hunter, bursting from the rock or earth to attack any |
prey that wanders into s tertlrory, Cmly if faced with an oppo- B
nent thar doesn't fall to its initial onslaught does {veven pause ©
to consider strategy Onee forced to think, however, the ashi no
oni is capable of malicions cunning. If wounded, it burrows
into the earth, only to erupt from a different location momenis
later, hoping once again to catch its enemies off guard.
Thorns (Ex): Ac a standard action, sn ashi no oni can release /7
a burst of thorns from its tentacles that make ranged attacks on
every creature within 15 feet. Each point of damage dealt indi-
cates one thorn that hit the character.
Poison (Ex): Tentacle or thorn burst, Fort save (DC 14 for
tentacle attack, or DC 15 +1/thorn for thorn burst); initial and
secondary damage 1 temporary Str, 1 temporary Dex, and 1
temporary Coun.
Spell-Like Abilities: Av will—durkness; deseerate; spike stones,
These abilities 2re a5 the spells cast by an sii-level malo-tsukai
(save DC 19 + spell level),
Fear Aura (Su): Oni sre shrouded in 2 constant aurs of rerror and
evil. Creatures within a 30-foor radius must succeed ar a Will save
{11 14} or become shaken. Shaken creatures suffer s —2 morale
penalty om attack rolls, weapon damage rolls, and saving throws,
Thornskin (Ex): & creature that hits an asht o oni witha
natural weapon or unarmed attack takes 1d4 points of pierc- §
ing damage. The thorns that line the oni’s carapace are
not poisonous,



Tremorsense (Ex): An ashi no oni can avtomacically

&da+24 (51 hp)

Sanru no Oni
Medinm-size Outsider
{Evil, Shadowlands)

+3 {Dex}

30 fe, Hly 40 . (poor)
16 {13 Dex, 13 natural)
17 netural)

2 kicks +8 malee 1

Kick 1da+2

o

Shbysfi/sin
Spell-like a.bﬂitie.s', fear aue

Damage reduction 10/+1,
oni qualities, regeneration 2

Fort +0, Bel +8, Will +7
Strii4, Dex 17, Con 18,
Int 13, Wis 15, Cha 16, Taint 10
Bolance 9, Bluff =9,
Intimidate +9, Intuit
Direction +8, Knowledge
(Shadowlands) +7, Listen +8,
Move Silently +2, Search +7,
Spol +8, Wilderness Lore +8
Aleriness, Flyby Amack

Hainw no Cni Ashl po Oni
Medium-size Cutsider Large Outsider (Evil,
(Evil, Shadowlands) shadowlands)
Hit Dice: 4dsss(ze hp) s Adsa (SEhp)
Initiarive: +3 (Dex) +3 [Dex}
“Speed: Sofr,climb 3o 20, burrow 107
AC: 17 (43 ey, +4 narural) 18 (-1 size, +3 Dex,
+& natural)
‘Attacks; ‘Tongue +7 melee; or ‘Bite +13 melee, 7 tentacles
claws 4 melea 18 melee; or thorn burst
. Bhit At ranged
Damage: Tengue 1 point of Bite 1d8+5; tentacle 1d6+4
tempotary Strength and poison; thom burst
damage; claws 1d4 1d4 and poison
Face/Reach: St by s fs e SLby s [L/0 ML (156,
WL (15 £ with tongue} with tentacles)
“Special Attacks: Water drain Thotns, poison, spell-like
1 : abilities, fear aura
| ‘Special Qualities:  Oni qualities, regenerarion 3 Thornskis d,amage teduction
Saves: Fort +&, Ref +7, Wil 45 F-nrr +S  Ref +8, wrill 7
Abiliries: St 10, Dex 17, Con 14, St 2% Dawd7, Con'dd;
TRr1S, Wis17, Cha 19, laint 41 Int 10, Wis 13, u::ha_is-,;raimg
Skills: Bluff +11, Climb +3, Diplomacy  Concentration +10,
il 211, Disguize +11%, Hide 49, Eecape Artiet +11,
r Move Silently +10, Hide +7, Intimidate +10,
| i i Sensze Motive +7 Intuit Diteetion +9,
Listen +7, Move Silently
' +11, Spot +2
Feats; Weapon Fincssc (tongue) Dodge, Fower Attack,
' Weapon Focus (thorns)
C].i.mati:,-‘Tertath Shadowlands Shadvwlands
Organization: Solitary Solitary
Challenge Rating: 3 9
Treasure: Standand Srandard
Alignment; Always chaorc evil Always chaatic ewl
Advancement: 5-12 HD (Medium-size) 916 HIT(Largel;
17-24 H1Y (Huge)

they find themselves taking too much damage fram spellsor

Shadowlands
Solitary or wing (78] a
2 |
Standard a
Adwaye chaotic evil

7-12 HD (Medium-size);
13-18 HIN {Large)

¥ sense the location of anything within 60 feet that is in contact
with the ground,

Regeneration (Ex): Oni take normal damage from jade or
| Kuni vrystal weapons, and from honorable or blessed weapons
uf ut least <2 enhancemenr,

| SARRY MO O

Bearing a passing resemblance to harpies, saiu no vni are four-
armed, bat-winged fiends thie least un ouing esh. 4 sanmuno oni
- looks mostly human, but its torso is unusually long 1o accommo-
+ date its exira set of arms. Its eyebrows are long and thin, its ears
& sharply pointed, and its factal fearures angular, all four hands and
* its feer carry sharp claws for tearing prey. Large, ungatnly wings
'Spmutﬁ'ﬂm the creature’ bacl The oni stands shont 7 feet tall, has
" a wingspan of perhaps 15 feer, and weighs 750 pounds on average.

f COMBAT
s Asanru o oni’s prefered tacric is 1 use the Flyby Arack feat to
vake earthbound opponents with thelr elawed feet, while
remaining safely our of melee range berween artacks. When con-
fronted by enemies who can fly, particulatly more maneu-
verable creatures, sanru to om usually fAee. Likewise, if

ranged weapons, they are likely ro decide that the prey i nor
worth the effort and depart—often returning to circle like yul
tures once their wonld-be victime are lockad in battle wu]!._
atother type of oni. '
spell-Like Abilities: At will—doud of Taintt, durkness dese
crafe. These abilities are as the spells cast by an sth-level mshoe
tsulead (save DC 20 + epell level).
Fear Aura (Su): Oni are shrouded in a constant sura of termot
and evil, Crearures within a 30 foor radius muse succeed ata
Will save {DC 16) or become shaken. Shaken creatures suffera
2 moralc penalty on attack rolls, weapon damage volls, wnd
saving throws.
Regeneration (Ex): Oni whe normal damage from jadt‘o:
Kuni crystal weapons, and from honorable or blessed weapons
of at least +2 enhancement.

KAV MO Oni
Bavenous fiends that form the bulk of many Shadowlauds
hordes; kamu no oni are dreaded by the Crab defeuders of the
Kaiu Wall for their tendency to dismember amd consume fallen
foes before moving forwanl 1w wtack new enemies. They have
powerfully muscled humanoid bodies, bur they lack heads—




itstead, 2 huge gaping mouth opens where the neck should be.
They stand berween 8 and 2 leer ] and weiph abow 300
pounds. Kamu no oni are stupid and brudsh, bur follow orders
well, particularly when the orders amount 1o "Kill them all”

(OMBAT
Eamu no oni attack with their
bare hands, delighting in
| grablbing vppenens and tearing
(hem limb from limb,

Improved Grab (Ex): To use
this ability, the kamu no onl @&
‘must hit with a slam attack. If it TR
it o hold, it sutomatically deals
“hita damage each round the
held is maintained.

Fear Aura [Su): Oni
are shrouded in a con-
stant aurs of terror and
vil. Creatures within a
A0-foot radius must sue-
geed at a Will save (DC
6} or become shaken. .
‘Shaken creatures suffer a -2 §J
- motale penalty on attack rolls,
.:'ﬁ:apul] Lia_l]'l-ﬂgl‘: i.LP].ih. HIliI
“sving throws, "

HIKIBYU RO
i

Spawned by one of the four f
oni lords, shikibu no oni are
demented spirits of evil mis- {2
chich The original Shikibu no
\Oni was charged with the task
“af restoring a dead woman (Hiruma Shik-
Abar's wife) to life. Instead, it took on her
appearance and acted as the dead woman for sev-
enal weeks before gaining control of its erstwhile master

andl assuming his guise. Over the course ol s month, i moyved
‘through the Hiruma lands, spresding corruption and chaos in
{5 walke. Finally, the Kunl shugenja who summened the oni
was able to banish it to the Shadowlands, but ar the cost of his
parmi fife. Shikibo no Oni still lurks somewhere in the depths of
the Shadowlands, regularly sending its spawn forth to work
their mischief in human lands.

Shikibu ne oni are stunted dwarflilee humanoids, averaging 4
teet tall and weighing parhaps 110 pounds. Empty green eyes stare
blankly trom their twisted baces, large crange fangs jut from their
-mouths, and bright blue beards dangle from their ching. Their
bodics are pudgy and bloated, while their limbs are long and thin.
They make frequent use of the slternite form ehility commeon 1o
all oni, hewever, and are rarely secn in their natural form.

OMBAT

Shikibu no oni avoid combat, changing forms frequently to
‘ivoid arousing too much suspicion as they move around in
human society. Whatever disguise they have adopted, however,
they can often be discovered if watched closely ot night, since
they always teavel to geaveyards at night to fonst on rotting
torpscs, While maintaining a human disguise, these oni spread
hurtful lies, disgrace and shame 45 many people as possible, and -
Sow corruption and Taine to the best of their abiling

Sp-eli-Lﬂ:e Abilities: At will—animate dead, bestow curse,
chill towech, clowd of Twintt, darkness; death knell, desecrate, detect
thoughls, endwrge; ethereal jount; score. These abilities are as the
spells cust by a 7eh-level muho-tsukai {save
DC 19 + spell level),

Fear Aura (Su}; Oni are shrouded
in a conseant aurs of rervor and evil,
Creatures within a s0-foot radius
munar succeed at a Will save (DC 14)or
hecome shaken, Shaken creatires snffor
g =2 morale penalty on attack rolls, [
weapon damage rolls, and
saving throws,

Regeneration (Ex): Oni |
talee normal damage from jade or |§
Kuni erystal weapons, and from [i)

honorable or blessed weapons of I
at least +2 enhancement, B

Ethereal Tscape {Su): If re-
duced to ¢ hit points or lower, a shilibu
no ol spicit iunediaely leaves its
body in ethereal form (as elherenl
jaunt). The spirit can then in-
¢ habit a nearby corpse, animar-
% ing it and slowly transforming
it into a replica of the oni’s

argmnal form, The reansformarion
takes 2d4 minutes, but the oni is
fully capable of continuing bartle
in its new body, with all itz hit
points bully restored. The oni can
only remain in spirit form tor 1
o+ minute. It can move sthereally

during that time, but cannot pass
through jade. If the oni cannot enter g
corpse during that time, it is destroyed $50

" UGULU NO ONU

With footsteps that shale the ground and a
threaty growl that rumbles like thunder;an
ugult no oni iz a fearsome brute with o nasty 8
temper. [t stands 13 to 15 fect tall and wcigl'as about 1,000
pounds. Irs well-muscled body is covered with a thick purplish
hide thar sprouts a coating of coarse hait Two great horms curve
[vom s temples, lts eves glow like embers ready to burst into
Mame, anid & lashing wngoe like o serpen of Hame licks our
from irs fang-lined mouth. Great claws alom its lour-lingered
hands and four-toed feer A shaggy mane of purplish-black haic
tumbles down irs shoulders and back.

Khskeshe 0 st

COMBAT '
Anugulu no oni arcacks with great sweeps of its massive hands, ﬂ' i
vapable of ciushing bones to powder with & solid strike, Whatit 4
lacks in skill and strmtepic cunning, it makes up for in strengeh
and stamina,

Spell-Like Abilicies: Ar will—cloud of Taintt, deeper darkness,
deservate, produce flare, protection from arvows, shatter. These abili-
ties are as the spells cast by a yth-level maho-tsukal (save DC 17
+ spell lavel ),

Fear Anra {Su): Choi are shroudad in 2 constant aura of terrar ||
and evil Creatures within a 30-foot tadiug mist suceeed ata
Will sawe (DC 14) or become shalen. Shaken creatures suffera 1
—2 morale penalty on attack rolls, wespen damage rolls,
and eaving throws,



Spell Invmunity (Sud: Bach ugulu no oni is immune toa

Kamu no Oni Shikibu no Oni Ugulu no Oni
Large Ouisider Small Oursider (Ewvil, Large Outsider (Bwil,
{Evil, Shadowlands) Shadowlands) Shadowlands)
‘Hit Dice: 10d8seo{ias hpy sda+s (27 hp) ‘9dR+54 (94 hp) |
Initiative: +1 (Dex) +7 {43 Dex, +4 Improved ~f (Lex]
Tritiateve)
Speed: 30 fi. e Al |
AC: 14 (=1 gize, +1 Dex, +4 ngtural) 24 {+1 size, 43 Dex, +7 natural) 24 ¢4 gize, —1 Dex, +16 natural)
Attacks: 2 slams +16 melee, - 2slams+8melee’ 0 2claws +16 melee il 'H
Bite +11 males L ;
Damage: Slam 1d8+7, bite 2de33 Slam 1d4+2 Claw 2d4-8
Face/Reach: § b by 5 f /40 £, 5 fiby 5 £,/5 fr Sfubysfi/iok i
Special Attacks: Improved grab, fear aura Spelllike abilities, fear aura Spelllike abilities, fear aura
Special Qualities:  Damage reduction 20712, Damage reduction 20/42, Damage reduction 20/+32, i
‘blindsight, oni qualitics, SR 20, oni qualities, spell linmunity, oni
regenerationd regencration §, etherealescape.  yualities, regeneration 3.
-~ Saves; Fort +13, Ref +8, Will 46 Fort +5, Ref +7, Will +5 Fort +12, Ref +5, Will +8
Abilisicss ke 24, Dex 12, Con 2, Setsbatoonin o SmeDasconn
g Int 7, Wis 9, Cha 11, Taint 7 Moo 15 Wis 13, Cha s Talnr s Int 11, Wis 14, Cha i1, Taint 7
Slkills: Balance <13, Climb Bluff +7, Disgulse +7, Bluff +9, Intimidate +3,
+19, Intimidate +13, Hide +8, Intimidate +7, Tnmp +17, Knowledge
Tump +19, Listen +11 Knowledge (Shadowlands) [Shadowlands) +9, Listen
17, Tasten 46, Move +11, Search +9, Senge
silently 8, Search 47, Motive +11, Spot +11
Sense Motive +&, Spot -+
Feats: Claave Earths Embrace®, Dodge, Improved ‘Cleave, Creat Cleave, ]
Fener Attaclk Initiative. Povrer Areacle 3
Climate,/Terrain: Shadewlands Shadowlands Shadowlands 3
| Organization: Solitary; squad (2-20), Solitary Solitary ]
= ) orhorde (21120}
Challenge Rating: 10 10 12
Treasure: Standard Standard Standard
Alignment: Always chactic evil Alwrays chaotic evil Always chaoric evi]
Advancement: 145 D (Largel; 615 HD (Small) 10~-20 HID (Large);
16-24 11D (Huge); 21-30 HD (Huge) ’
25-30 HD (Gargantuen]

was created as part of forbudden research into the nature of the

single spell, elfectively giving it unbearable spell resistance
repanding thar spell. This immunity protects the oni from the
spell, spell-like effects of magic items that duplicate thar spell,
and {nnate spelllike abilities of creatures, Ball 1410 to derer-
mine the spell immunity of 1 given oni:

Shadowlands and the underworld conducted by members of
the Phoenix clans Isaws family, Tt served as the general of the
Shadewlands forces through the long wars against Rokugan,
even after the defeat of Fu Leng, bafore meeting its demisoat
the Batele at Oblivion's Gate,

Bince the creature thet spawned them has been destroyed,

1d10 Spell the number of aliume no oni remaining in the Shadowlandsis
i Hestaur elirse limmited e fact for which many Crab generals and scouts reg
z bo of water* ularly offer pravers of thanks to the Fortunes. The lesser akuma
3 finger of death neroni are no less hate-filled and destvuctive than their progens
4 Jlmlld manseer itor; consumed with loathing {or all humanicy and a wanion
3 Jade strike* - love of pain and carnage,
6 katana of fire Alcuma no oni are large bipedal creatures, standing about 10
g ii“‘: ;Lvmﬁ."wdh* feer tall, Their bodies are almost skeletal {averaging only 250
1 5 Wmi';f‘{ﬁdﬁ* pounds), covered with a tough, almose merallic hide. Three
{ LS ¢ 10 yan'ﬁfafr"" : long rongues, burning as if coared with alchemist's fire, lagh out
: i i : : !!1£ ; ™ fmm their rn}?rh-ﬁlllnd rnnt;u. Their bony fingers l:lnd in sg.:c-incl:;
T e EE I L T - G ong, raror-sharp ¢laws Their three eves resemble 3 snakes—
I 'I‘”* i I"n I E &« R-_:;_.r,cuc:r?tm.n {E"f}; Oni tuke normal damage from Jade or A RI‘ET]{F'H ] c;r]::ld ever burh with thej:r uncheclked malevalance
HEEH i uni crystal weapuns, and from honorable or blassed weapons e e
153 "ol ut lesst +2 enhancement, SRIDE SN INAL
ARURMA NO Oni b

Akuma no onl are toth between their desire to destroy any-
thing and everything associated with the humans of Rokugan,
on the one hand, and their caleulating intellect and leadership

Epawned by one of the four oni lords, akuma no oni are Lerrify-
ing creatures of fire and hate. The original Aluma no Oni




Aluma no Oni

Large Ouisider (Evil,

Shadowlands)

12d&+48 (102 hp)

+2 (Dex)

4uft.

19 (=1 size, +2 Tex,

+8 naroral)

2 claws +16 melee; or

3 tongues +11 melee touch

+11 ranged

Clawr 1dé+5, tongue

1dé fire
h: & ft by s e 10 F (5 1
with tongues)
Improved grak, burning
tongties, spell-like
abilities, fear aura
Thamape teduction 20,42,
SR 23, ol qualities,
TeFeneration 5

| Hir Dice:
Initiative;
Sipeed:

AC:

-

Damagpe:

f-S;.lccial Attacks:

Qualities:

- Saves: Fort +12, Ref +10, Will +9
%ﬁhﬁﬁe&: Str 20, Dex 14, Con 18,
. Tnri1, Wis 13, Cha 15, Tainc s
wcills: Bluff +14, Concentration +16,

Knowledge {Shadowlands)
+12, Listen +13, Search +12,

Kyoso no Oni Yattoko no On
Large Qutsider (Evil, Huge Outsider (Evil,
Shadowlands) Shadowlands)
7d&+21 (52 hp) 14ds+7o (133 hp)
+2 (Dex) +5 (Dex)
41y fr., burrow 30 fr. S0, burrow 204t _
21 (=1 size, +2 Dex, ) (=2 size, +4 Dex, +/ natural)
£ naroral)
4 claws +10 meles; or 7 pincers +18 melea; or hire.
tnholy five £B ranged +18 melee
touch
Claw Ldé+d; unholy fire Pincer 2d446; bite 2440
1d4 temporary Charisma
sfiby s Ao st by s f Ao R {0k
X [ with bite)
Spell-like abilitics, Improved grab, swallow
fear aura whole, spell-like abilitics, fear
aura
Tramage reduction 20,2, Dlamage reduction 10/41,
SR 23, ohlgualities; rremorsenss, oni qualities,
[EEEOeraiion 5, regeneralion 4
TEETOTEENSE
Forr 48, Ref 47, Will +9 Forr 14, Ref +14, Will +14

Str 18, Dex 15, Con 16,

Tt 17, Wis 19, Cha 2, Taint 12
Bluff +7, Concentration <10,
Diplomacy +12, Hide 44,
Intimidate +12, Knowledge

Str 2y Dex 21, Con 20, i
Int 14, Wis 15, Cha 17, Taint 10 1'
Bluff +17, Climb +20, 1
Concentration 19, Hide +19,
Jump +20, Knowledge

Sense Motive +13, Spelleraft {Shadowlands) +10, Listen 411, {Shadowlands) 15,
+12, Spot +13, Search +10, Mowe Silently +9, Wilderness Listen +1¢, Search+ 14,
Sense Motive £11, Spot+11 Lore +8 Sence Motive +16, Spot +16
Ehus: Cleave, Dodge, Grear Multidexterity, Point Cleave, Expertise, Power
Cleave; Power Attack. Blank &hot Attacl, Sunder
Climate/Terrain: Shadcwlands Shadowlands Shadowlands
Organization:  Solitaryor squd (1plis2-8  Solitry orwing (28 Soliary
» lesser oni [kamw, saniu, of ugulu]) J L ES 10 ) '
Challenge Rating: 13 13 14
‘freasure: " Srandard Tline Standand
Alignment: Always neutral evil Always chaotic evil
Faldvincement: 1324 HD(Large); 16-24 HD (Targe)s
| 2556 HD (Huge) 24-32 HD (Hluge);

responsibilities, on the other, Any glven akuma no oni, given
fme tein, would single-handedly charpe the Kain Wall and hap-
pily die there, bringing down as many Crab defenders with it as
eonld. Mast, however, are in charge of small squads of lesser
oni, and bear the responsibility of coordinating strategie
attacks with these creatures. Though capable of careful plan-
ning and devastating tactical maneuvers, alkkuma no ond fight
like wild tigers.
- Improved Grab {Ex): The oni must hit with a tongue attack
tause this ability If it gets a hold on its opponent, it inflicts 1ds
points of fire damage cach round it holds the opponent.
Purning Tongues (Ex): Any tongue hit leaves burning
siliva on the victim. The saliva inflicts an additional 1 point of
e damage each round after the hit. This damage does not
stack with the damage the ond inflicts on a held oppenent. The
I: mage continues wntil the saliva is washed away, which
‘requires vinegar or aleohol,

Spell-Like Abilides: At will—cloud of Taint}, deeper darkmness,
desecrate, detect good, detect magtc, doom. These abilirles are as the
spells cast by a 12th-level maho-tsukai (save DC 19+ spell level),

R¥050 NO Ol

Fear Aura (Su): Oni are shrouded in'2 constant aura of terror
and evil. Crearures within a 30-foor radius must succeed ara
Will save (DC 18] or become shaken. Shaken crearures suffer a
—2 morale penalty on attack rolls, weapon damage rolls, and
saving throws

Hegeneration (Ex): Ui take normal damage from jade ar
Kiini erystal wospons, and from honorable or blessed weapons
of atleast +2 enhancement

Kyoso no oni are another breed of oni spawned from one of the
font grast oni lords The original Kyoso no Oni remaing a key
figure in the internal politics of the Shadowlands, working closely
with Tuchi Shahai  the Dade Danghter of Fu Leng) on plots of sub-
terfuge and intrigue. Created by a jealous Dragon shugenja to
desteoy 4 rival, ite original purpose has remained with it through-
out the ensting centuriee—Eyogo no Ond remaing a hunter, a
solitary predator who lurls in the shadows. Eyosos spawn use the
same tactics, relying on stealth and the most extensive spell-
like abilitics of any oni race to destroy their proy



& kyoso no oni appears @s @ heap, ur sometimes & long worm,
ol lesh, wpped by @ female humanoid torso, s toral length
varies between 10 and 20 feer long, since the creature’s lower
portion is somewhar amorphous, bur the torso is only slightly
larger than average human size. A kyoso no oni weighs about
500 pounds. Four arms sprout from the torsn, often wreathed 10
crackling black fire, which the creature ean hurl atits foes. Its
fearureless Face is erowned by nine curving horns. Iee skin
I| ranges from dark red to ebony black.
I
" COmBAT
Kyoso no oni stalk thelr prey while burrewing underground,
erupting from the earth to ambush their targets. They prefer tn
mainczin some distance from their foes, hurling their nnholy
' fire and using their spell-ike ahilities rather than rending with
_thair claws, '
~"Unhaoly Fire (Su): At will, 4 kyose no oni can manifest a ball of
ctackling black fire and hurl it at a foe. The fre haz 2 range ihere-
ment of 20 feet. Protection from tire offers ho defense against this
“energy, since it consumes the soul of its target rather than the body
Spell-Like Abilities: At will—Blasphomy, charit monster, doud
of Taintt, death knall, deeper davkness, desocrate, dispel good, daom,
\ enlarge ethoreal fauned, fear, suggestion, Tamted awrat, telekinests, tele-
port without ervor, and wnhallow. These abilities arc as the spells
| cast by a 16th-level maho-tsukai (save DO 22:-1—51::::1[ levell,
Fear Aura (Su): Oni are shrouded in a constunt auri of tError
| and cvil. Creatures withina Sﬂ-fﬂm tadiuy J.T.ll.lbl'. bi.IGLEHI.'l ara

2 morale penaliy on ateack rolls, wea‘pun damage rolls, Hnd
siving throws.
Regeneration (Ex): Oni take normal dsmnge from jade or

! of at least +2 enhancement.

| Tremorsense (Ex): A kyosono oni can autnm:tmﬁ!l}r
W¥=tense the locarion nfan}rthmg\mthin &0 feet that is in contact
98 with the ground.

WATTOKO NO O

| Though It bears a certain resemblance to the ordinary praying
mintis, a yattoko no oni is lintle more than a digestive chamber
with nine pincered appendages (ncluding its head) attached to
r hring ford o tts cavernous month, The body of 3 yattolco no oni
laks like a chitinous Venus flytrap—a pod- shapcd sholl with s
toothy maw extending its entire length of 15 feat. A head
| sprouts from one end, with two large, multifaceted eyes and g
set of mandibles that serve only to grab prey and transter it to
the creature’s actual mouth, Twe pineered legs support the crea-
ture at the other end, while six long, inscctlike limbs, each
ending in grasping pincers, ecmerge from the oni’s sides.

CORMBAT
b Yitrolo no oni dwell in decert regmns of the Shadowlands,
where they burrow under the sands in search of prey. When
ey detect movement on the surface; they shake themselves
up from the sand suddenly, towering over their prey and strik-
| ing with their long, pincered limbs, The creature’s pincers are
incredibly sharp, and threaten a eritical hit on a ol of 1920,
i Improved Grab (Exk To use this abiliey, the oni muose hin with
aclaw attack. If it gers a hold, it picks up the opponent and trans-
fers it to the mouth as a parvial activn, then suomarically deals
bite damagre and can atempt tw swallow the foe,
Swallow Whole (Bx): A varoko no oni can v w swallow a
grabbed opponent of Medium-size or smaller by making 2

I Will save (DC 18) o1 become shaken, Shaken creatures suffera:

| Kuni crystal weapons, and from honorablé or blessed weapons.

,successful grapple check, Once inside, the opponent takes 1dy
points of actd darnage per round from the oni's stomach. A sl
lowed creature can escape by peying the oni's jaws open. This
requires a successful prapple check against the yattolo no oni (IF
the ont 15 dead, it takes 10 on its grapple check, but allies of the
swallowed creature can also strempt to pry the jaws open.)

The onit interior can hold one Medium-size, two Small, four
Tiny, eight Diminutive, or eixteen Fine opponents

Spell-Like Abilities: At will—cloud of Taint}, deeper darknes,
desecrate, summon swarmy 3/day  Teinted awrat, These abilities
are as the spells cese by a 14th-level mabo-tsukai (save DG 20+
spell level),

Fear Aura (Su}: Oni ate shrouded in a constant auea of tetror
and evil. Creatures within a 30-foot radius muost succeed il
Will save (DC 200 o1 become shaken. Shaken creatures suffers
—2 morale penaliy on attack rolls, weapon damage rolls, and
saving throws.

Regeneration (Ex): Oni take normal damage from jade or
Kuni crystal weapons, and from honorable or blessed WeAnoHS
of at 1easr+2 enhancement.

33010 no oni

Also known as*plague derons,” byuki no oni are disease-ridden.
horrots that spread pestilence with a touch, They are vaguely
humanuid but extremely gaunr. Their mouled skin is covered
with bulbous pustules thar drip foul pus and blackish, oily fud
Their stench s powerful, and can often be detecred long hefore.
the crearure comes into view, Their heads resemble the features
of a praying mantis. The sale pirpose of their miserable evistence
i5 oy spread their foul contagion, murning infected creatures into;
-mindless zombies that spread the blight further,

'COMEBAT
& byoki no ontarcacks any living creature, haping to spread i
disease. It fights without regard for itz own life, since even its,
wounds can spread infecton to those who harm it

Disease (Ex): “ombie plague—eclaw, Fort save (DC 20}
inctihation period 1 day; damage 1d4 temporary Con and 1d4
tempaorary Int A character who dies from zombie plague
immeadiately rises a5 a plague zombie. (See Disease in Chapter 3
of the Durceow Masteny Cuide. )

Infection (Ex): In addition to transmitting zombie plague
with itz artacks, the byoki no oni can infeer nearby characters
when it isstruck in combat. Whenever the oni suffers damage.
(higher than its damage reduction), all characrers within 5 feet
of the oni must succeed at Reflex saving thuows (DC 10 + the
damage actually dealt to the oui, alter damage reducrion}or
risk infection. Chataciers who fail the Reflex save must make
Fortitude saves awainst the disease as described above,

Spell-Like Abilities: At will—cloudhill, cloud of Tintf, ot
giom, deeper darkness, desecrate, stinking cloud; 3/day— lamnid
aura|, These abilities ave as the spells cast by 5 13th-leval maho-
esikad (save DC 1% + spell lavel) A

Stench (Ex): Any crepture within 10 feot of a byold nooni
must make a successful Fortitude save (DC 20} or become naw
seated, Nauseated creatures are unable to attack, cast spells,
concentrate on spells, or do anything else requiring attention.
The enly action such a character can eake is a single move (or
move-equivilent) action per turn, I

Fear Aura (Su}: Oni are shrouded in o constant aura of terrar
and evil, Creatures within & 30-foot radius must succeed ara
Will save (DC 17} or become shaken, Shaken creatures suffera
=2 morale penalty on attack rolls, weapon damage rolls, and
saving throws,




special mracks

Slkills:

Byoki no Oni Gekido no Oni
Large Outsider {Evil, Large Outsider {Evil,
Shadowlands) Shadowlands)
15d8+52 (110 hp] 11d8++4 (93 hp)

+3 (Dex) +3 (Dex)

406t 40 fi.

16 (=1 size, +3 Dex, +4 natural)
2 claws +16 melee

Claw Lda+4 plus disease
sfubysfrfiofc
Disease, infection, spell-like
ahilities, stench, fear aura

| Special (ualities: Damage reduction 1041,
oni qualities, regeneration 3
Saves: Fort +14, Ret +11, Will +10
hilities: Str 19, Dex 17, Con 19,
Int 12, Wis 14, Cha 12, Taint &

Climb 117, Concentration +17,
Intimidate +14, Intuit
Direction +15, Jump +17,

KEnowledge {Shadowlands) +14,

Listen +15, Sense Motive
+15, Ipol +15

Cleave, Great Cleave, Grear
Fortitude, Power Arack

15 (1 size, +3 Dex, +3 tatusal)
- L‘]._E}Wﬁ-‘fli‘lllt].ﬁ:-

Claw 1d6+s
& i by s friiof
Rage, spell-lilee abilities,

'FP.FIT aura

Dlamage reduction 10/+1,
oni qualities, regeneration 3

Fore +14, Bet +10, Will +8

Str 20, Dex 16, Con 18,

Int 11, Wiz 13, Cha 13, Talnt §
Climb +11+55t Hide +14
Intimidate +12, Jump +16,

. Enowledge (Shadow lands) +11,

Listen +13, Move Silently +14,
SpuoL +12

Gleave, Muldariack;
Power Amack:

Tsuburu ne Oni

Huge Outsider (Evil,
Shadowlands)

15d8+75 (142 hp)

=1 [Dex)

10 fr.

27 (=2 size, =1 Dex, +20 natural)
Bite +22 melee, 2 claws

+17 melee

Bire 2ds+9, claw 2d4+s
1ofe by it Rl
Improved grab, swallow
whale, feed, spell-like
ahilities, fear aura

Damage taduction 30/+3,

SR 2¢, oni qualities,
rageneration 5

Eort +14, Ref +8, Will +7

‘Str 28, Dext 8, Con 20,

Int 14, Wis 7, Cha 10, Taint 7
Bluff +15, Concentration +20
Intimidate +15, Knowledge
{Shadowlands) +15, Listen
+15, Searcl +15, Sense
Mlotive +13, 3pot +15

Alermess, Cleave, Grear
Cleave, Fower Amack

. ClimateyTerrain:

LGUE ZOMBIZS

Higue zombies are mindless servitors of the byoki no oni that
i al:td them. They look like animated corpses covered with
g sores and pustules, and are surrounded by a sour oder like

Regeneration (Ex): Oni take normal damage from jade or
Huni crystal weapons, and from honorable or blessed weapons
‘it at least +2 enhancement.

Shadowlands Shadowlands
?rgm.i:_atinn: Solitaryor plague (1 plus Solttary, kenot (253, or
2-8 plague zombies] tangle (6-36).
Challenge Hating: 15 18
Treagure: Btandard Standard
Alwaye chaotic evil Alweaye chaotic avil
14-20 HD (Large); 12-15 HD (Largel;
21-30 HE (Hugel; 1624 HD (Huge);
31 39HD (Gargantuan) 25-33 HD (Gargantuan)

slon of preater size,

CORMEBAT

Shadowrlands
Solitary:

e
‘Staridazd

Alwaye chaotic evil

16-24 HD (Huge};
2532 HD (Gargantuan};
3345 HD (Colossal)

about 9 feet, but they typically move in a hunched posture.
They weigh abour 400 pounds,

In chieir rape, gekido no oni seem w actually become larger,
They adopt a more erect posture, and their arms and legs
become thicker, Their hide also thickens, increasing the illu-

m1|l: T]'Ic’} havcthc C!J-EIRCICMHCS Ofﬂl'dlﬂﬂl'}" ZDII'.I]JIM Of

 Diseusc (Ex): Zombie plague—slam, Fort save (DC 10+ 12
the zombie's HD); incubarion period 1 day; damage 1d4 rempo-
Con and 1d4 remporary Int A character who dies from

EKIDO NO O
Gekido o vni e the living embodiments of all the rage and
tred of the Shadowlands, They are the demons of fury, and
their rape is a tervible force of destruction,

Gekido no onl are wiry bipeds with leathery skin and 2 row
if sharp barbs running down the spine. They have incredibly
ong claws, barhs on their toes and heels, and small horng on
fhieir heads. Their months are lined with sharmp teeth, and can
apen a5 wide as the creature’s whale head. Their full height is

Agekido ne oni is @ fearsome opponent in its norimal state,
atcacking with its claws 1w rend (esh. Svmetimes in combar,
the pekido flies into a furiovus tage that makes it nearly unstop-
pable. In its rage, the oni laughs maniacally, delighting in the
destrucrion tr causes.

Rage (Ex): A gekido no oni's most fearsome ability is its
rage, which strilees randomly when the creature is in combar,
When the oni rolls a natural 19 or 20 on an attack roll, it
begins to rage starting with its next turn. The oni’s rage is 2
blinding fury that incresses its Strength and Constitution
scores by 46, gives ita +3 morale bonus on Will saves, and
increases the save DC of its tear aura by +3 {and torces oppo-
nents who have already successfully saved to roll new saving
throws) The rage alse imposesa 2 penalty o its AC, but the

ereature’s hide actuplly thickens, increasing its natural armor g

bonus from +3 to +8, for a net Armor Class gain of +3.
While raging, the oni adds kick and bite attacks to its




claw attacks, using the attack honuoses and damage shown
below. The ani can rage three times per day, and each rage
lasts 10 rounds (3 rounds plue its modified Constitution
maodifier of +7). With the exception of the increase to the
oni's fear save DC and natural armor, this abiliry is otherwice
identical to a barbarian’s greater rage.

When raging, the gekido no oni is +30 hp; AC 18; 5V Fort
w14, WAL 414 Ark +1750 17018115/ 118 melee (1d6+8, claws
[2]; 1d6 14, kicks [2]; 1d8+4, bitc); Str 26, Con 24.

Spell-Like Abilitics: Ar will—cloud of Taintf, darkness, dese-
crate, doont, enlarge. These abilities are as the spells cast by an
tith-level maho-tsukai (save DC 18 + spell level), The oni
cannot use its spell-like abilities wlen it is raging,

Fear Aura (Suk: Oni ire shrowded in a constant sura of terror
and evil, Creatures within a 30-foor radius must succeed ara
Will save (DC 16) or become shaken. Shaken creatures suffer a
=2 morale penalry on atrack rolls, weapon damage rolls, and
saving throws.

Regeneration (Ex): Oni take normal damage from jade or
Kuni eryatal weapons, and from honorable or blessed weapons
of at least +2 enhancement.

'Tsuauau no on

| The fourth breed of oni spawned from one of the four grear
oni lords, tsuburu no oni are the emhadiments of demonic
gluttony. The original Teuburu nn Uni was created asa
guardian, bur demanded 2 steady supply of apprenticss,
tiding horses, and caprive goblins to eat in exchange For its
| services. Now encconced in the Shadowlands, where its
| spawn and other followers bring it a never-ending supply of

| new victime to devour, it drope spawn slowly bur continu
| ously, sending
- more vile mon-
W strosities like itself into
]'l.c Wﬂ'rld.
| Atsuburu no ond is
| little more than a gigan-
| tic stomach coated in leatl-
. ey purple shin, [veming an
amurphous blubabour 15 feet in diam-
erer. It weighs easily 8,000 pounds. Two
. gaunt arms protrude from the thing's sides, a
“grotesque head tops it off, and a row of lang
spines runs down what
. passes for its hack Irs o J
|I head is dominated 8
| by an enormous

-

Il mouth with ¥
two rowe of ©
teeth and a long,
prehensile tongue. Its eves and mouth arc mere slits beside
this orifice.

MBAT

suburu ne oni exist only to beed, and (unlike their progenitor,
3 who is content to have food brought to it) search for acceptable
sustenance constantly, "Acceptable sustenance” means any-
thing that might have meved in the last day or so, either by its
“ow power or thanks to a stray breeze, but ¢ tsuburn no oni
prefers food that struggles, kicks, and screams all the way down

its tooth-lined gullet.
Improved Grab (Ex): To use this ability, the oni must hic
with its bite atcack. IC it gets @ hold, it automatically deals

bite darmage and can atcempr o swallow the foe,

A tsuburn ne oni that hits with a claw atrack prabe ae shove
* Ifit gets a hold, it picks up the opponent and transfers it tothe
mouth as 2 partisl action, automarically dealing bire damagm
ag above,
Swallow Whole (Ex): A tsuburu no oni can try to sm]lﬁr 1
o grabbed opponent of Medium-size or smaller by makings
successful grapple check. Once inside, the opponent takes
2d6+2 points of crushing damage per round plus 1d8 poins
of acid damage per round from the wnis guller, A:.mllm'fgﬂ,
creature can cul its way out of the oni's guller by using cla'
ova Small or Tiny blﬂbhlﬂg weapon o deal 50 poinrsof
damage o the stomach (AC 200, Once the creature exits, mis-
cular action closes the hole; another swallowed opponent
ST CUE I1S owh way out.
The oni's interior can hald two Medinm-size, four meIJ'
eight Tiny, sivtesn Diminutive, or thiro-two Fine erpponem.
Feed (Su); When a swallowed opponent dies in the onf§
belly, the oni feeds on the life force as well as the tesh: Fn:
every 8 HD or levels the oni consumes, it gains 1 HD. Feeding
destroys the victim’ body and prevents any form of raisingar”
resurrection that requires part of the corpse. A wish, mirce or
true resuvrection spell con restore 2 devoured victim to life,
Spell-Like Abilitics: At will—
' eloud of Taint, deeper darlness, do-
ecrate, danm telekinesis, telepar
e = without errer (self
b plus Lo0 pounds.
of objecrs only—
swallowed victime
do not count against thist
100 prunds). These shilitesange
the spells cast by a 15th-level maho:
tsnlkai (save DC 17 + spell lavel).
Fear Anra (Su): Oni are shrouded
in a censtant aura of terror and evil.
Creatures within a 30-foot radius must
succead at a Will save (DC 17) or become
% shaken. Shalen crestures suffera-2
motale penalty on attack rolls, weapon
damage rolls, and saving throws.
Negeneration {Ex): Oni take
normal damage from jade or Kunl
crystal weapons, and [rum honorable
or blessed weapons of at least 43
enhancemenr,

Large Lindead [Shadowlands)
Hit Dice: 4d132 (53 hp) @
Initiative: +1 (Dex) @
Speed: a0t @
AC: 15 (1 size, 11 Dex, 1 5 tarural)

Attaclks: 2 clows 17 melee; bite +2 melee

Damage: Claw 1dé+6, bite 1d4+3

Facc/Rcach: 5 fe. by 10ft./5 fi.

Special Qualities: Scent

Saves: Fort =1, Bef +2, Will +e

Abilities: 51022, Dex 13, Con —, Int 7, Wis 14, Cha 13, Tint7




ijtlis: Jump +13, Listen +11, Sense Motive +6, Spot +11
Feats: Alertness

| Climate, Terrain: Shadowlands

| Organization: Sclitary or herd [2-20)
| Challenge Rating: 3

Trensure: Mone

L Mignment: Always chaotie evil

| Advancement: 5-12 HD (Large)

b Horses that die in the Shadewlands may rise again as onikages;

 dilian tails, glowing eve sockets, and clawed hooves, They range
| fiom dark green to bruise-purple, with tenclelibe manes of
| ronmrasting color,

(OMBAT .
Omikages hunger for living flesh, and if they are alone they

| siiack any living creature without thought or fear. These

‘of the Shadowlands, however, and learn w bring their
| nstincrive hunger under control when they carry 2 4
- mounts for maho-bujins, akutsukai, or akutenshi (see
(hapter 12: The Shadowlands).

poison, sleep, paralysis, stunning, and dizease. Mot
subject to critical hits, subdual damage, ability
| dimage,

T

=NMNMAGGOLATL

fearsome undead creatures in exis-
@ @ tence. A type of vampire, they prey on
@ houses or small bands of travelers while they
“sleep. In its natural form, a pennaggolan is a horrid floating
neck, The creature can manipulate these gruesome tentacles

“with hideous strength, whipping them around throats and
their blood.

Pennaggolans prefer to use stealth and guile to search for
entrails back into their original bodies, and often infiltrate iso-
Bited communities disguised as tavelers or peasants. They can
pgnized in this form,

" Fennaggolans speak any languages they knew in life,
CPennaggolan’ is a template that can be added to any humanoid
 Lieatute {eelermed to herealter as the "base creature™. The crea-
staristics and special abilities except as noted here.

Hir Dice: Increase o d12.

- s the base creature. In its natural form, it flies at a speed of 50
(fpet (good maneuverability).

tider. Onlkage are most often found serving as .
LUndead: Immune to mindanfluencing effects,

damage, energy drain, or death from massive
@@ Pennaggolans are among the most

the wealk and sickly, attacking lone farm-

| bead, with entrails and intestines hanging down from the

limbs to squeeze the life out of its victims before feeding on

food. They can appear as normal humans by squeezing their

Cnly feed in their naturad form, however, and they are easily rec-

(REATING A PENNMAGGOLATN

| fure's type changes 1o "undesd” Tt uses all die base creature’s
Speed: In humanoid form, a pennaggolans speed is the same
AL: The base creatures natural armar increases by +4.

ol creatuces olten seove 25 mowis for still worse denizens "

WO e
Attacks: A pennaggolan
retaing all the arracks of the hagze “E8
creature and also gaing 2 bire attack if
it didn't alveady have one. In its natural form, it can attacl with ies
entrails at its Baze atfack bonus, and with irs bite at —5 from its
base attack bonus (even if its base attack bonus is +5 or lower),

Damage: A pennaggolan’s bite atteck deals 1ds damage 1 1/2
the creature’s Strength modifier. Its entrails attack deals 1d4 4
the creature’s Strength modifier

Special Attacks: A pennageolan rétains all the special
attachs of the bise creature and also gains those described
below. Saves have s DC of 10 + 1/2 pennaggolans HD + pen-
naggolan’s Taint score unless noted therwise, T Taint score is
equal to half its Charisma score +1.

Domination (Su); A pennaggolan can crush an opponent’s
will just by looking into his or her eyes. This is simlilar 1o a
gaze attack, except that the penmaggolan must take a standard
action, and those merely looking at itare nor affecred.
Anyone the pennapgolan targets must succeed at a Will save
or fall instantly under the pennagpolan’s influence as though
by 4 dominate pevson spell cast by a 12th-level maho-tzulai.
The ability hae a range of 30 feet,

Improved Crab (Ex): To use this ability, the pennaggolan §
must hit with its entrails attack. If it gets a hold, it can |
conatrict and bitc:




Constrict (Ex): A pennaggolan deals automatic entrails
damage to a Medium-size or smaller opponent with 3 success-
ful grapple check.

Blood Drain (Ex): A pennaggolan can suck blood from a living
victim with tts fangs if'it pins the victim. By draining blood, it
inflicts 1d4 points of permanent Constitution drain each round
the pin is maintained,

Create Spawn (Su)r Pennaggolans usually kill their victims
by steangulation before draining all their bload. If & character
dies from a pennaggolan's blood drain ability, however, the
victim is et risk of rising again as a pennaggolan, If the body
remains unburicd for three days, it is transformed into a pen-
naggolan. The new creature is not under the control of he
pennaggolan that created it but itis it 1'&51:31“31:15-' evil, fm:ling
ne attachment to its old life.
| Special Qualities: A pennaggolan rerains all the special

+ qualities of the base creature and those Hsted below, and also
. gains the undead rype and the Shadowlands subtype.

y  Damage Reduction (5u): A pennaggolans undesd hody is
tough, giving the creature damage reduction 5741,

Turh Resistance (Ex): A pennaggolan has +4 turn resistinces
| (see the Monster Manual). In humaneid form, a pennaggolan
cannat he turned.

Resisfance (Ex): A pennaggelan has cold and electricity
resistance 2.
| Alternate Form (Su): A pennaggolan can meke itself appear
L humanoid by squeezing its entrails back into the shell of its
W original body, {It must first soak the entrails in vinegar to
reduce their engorgement.) In this form, it appears to be its
eriginal alignment when detect evil spells or the like are used on
it, and it cannot be turned. If the body is destroyed while (he
| head is separated from it, the penuagpolan dies in 1d4 days.
i Fear Aura (Su): As a free action, a pennaggolan in its natural
| oo can create an aurs of fear in a 30-foot radlus. Cregrures
ewithin this distance of the pennaggolan must succeed at a

Will save or become shaken. Shaken creatures suffer o -7
morale penalty on artack rolls, weapon damage ralls, and
saving throws,
Fast Healing (Ex): A pennaggolan heals 5 hit points of damage
each round.
Saves: Same as the bace craature.
Abilities: Inerease from the base creature as follows: Str 4,
“Dex +32, Int #3, Wis +2, Cha +4. Ae undead creatures, pennag
golans have no Constitution score. A pennaggolan’s Taint score
- equals half its Charisma score 11,

Skills: Pennaggelans receive a +8 racial bonus on Bluff,
Hide, Listen, Move Silently, Search, Sense Motive, and Spot
checks. Otherwise same a5 the base creature,

Feats: Pennaggolans gain Alertness, Combat Bellexes,
Dodge, Improved Initiative, and Lighining Reflexes, sssuming
the base creature meets the prerequisites and doesnt already
. have these feats. The pennaggolan loses the benefir of any
& canuestor feat the base creamre possessed.

Climate,/Terrain: Any land #nd underground
& Organlzarion: Solitary

Challenge Rating: Same as the base creature +2
| "% Treasure: Doubls standard

Alignment: Always lawful evil

I Advancement: By character class

r2NMNMAGGOLAN CHARACTERS

Pennaggolans are always lawful evil, which canses characrars
of certain classes to lose their class ahilities. In addition,
characters who formerly turned nndead new rebuke

-

nndead, and characters with a familiar, special mountior
" animal companion lose that ally,

SARYPLE PENNMAGGOLAN
This example uses a sth-level human (Crane) Fighter as the
base creature.

Pennaggolan

Medinm-Size Undead (Shadowlands)

Hit Dice: 5412 (32 hp)

Initiative: +7 (+3 Dex, +4 Improved Initiative)

Speed: 30 H. in human form; fy 50 f. (geod) in natural form

AC: 17 (43 Dex, +4 natural)

Attacks: Enrrails +7 melee, bite +2 melee; or katana +2 mels

Damage: Entrails 1d4+2, bite 1d6+1; katana 1d10+5

Facc/Reach: 5 ft. by 5 fr./5 fi. .

Special Attacks: Improved srab, conswict, blood doin,
dominaticn \

Special Qualities: Damage reduction 5/+1, cold and elec

teicity resistance 20, alternate form, fast healing 5, 4

tUrn resistance '

Saves; Fort +4, Ret +6, Will +3

Abiliries: Str14, Dex 17, Con—, Tnt 14, Wis 15, Cha 19, Taint 0

Skills: Diplomacy +9, Taijutsy Focus 49, Sense Motive +14,
Tumhle +7 1

Feats: Alertness, Combat Reflaxes, Dodgs, Improved Initiativs,
Lightning Beflexes, Quick Draw, Weapon Focus (katann),
Weapon Specialization {katana) :

Undead: Immune te mind-influencing cffccrs, poison,
eleep, paralysis, stunning, and discase. Not subject to critical
hits, subdusl damage, ability damage, energy drain, or death
frem massive damage.

The Will saves against this pennagpolan’s domination and
fear aura have 2 DC of 22,

Magic Irems Cacrvied: Svaring crane lalisman Chaste)

Challenge Rating: 7

__ROKVURO-KVEI

Mediuin-Size Monstrous Humanoid

Hit Dice: 4d8 (18 hip)

Initiative: 1€ (12 Dex, +4 Improved Initative)
Speed: 30 f1.

AC: 12 [+2 Dex}

Attacks: Katana +7 melee, bite +1 melee

Damage: Katana 1d10+3, bite 1441

Face/Reach: 5[ by 5 [1./'5 {1, {20 fr. with bire)
Special Attacks: Improved grab, constricr 1ds+2
Saves: Foro +L, Ref <6, Will +6

Abiliries: Sir 14, Dex 15, Con 10, Int 11, Wis 14, Cha 10
Skills: Bluft +7, Diplomacy +7, Disguise +7, Spot +8
Feats: Improved Initiative

Climate/Lerrain: Any land
Chrganization: Solitary or party (2-5)
Challenge Rating; 2

Treagure: Standard

Alignment: Usually chaotic evil
Advancement: By charecrer cluss

Like a number of other monsters—the hannya, the Shinomen
naga, and the hebi-no-onna—the rokuro-kubi combines features




, of a serpent with human appearance.
: The rekuro-kubi's only snake-
lile feature, though, is
its long neck, which it
g can coil around an
OPPORENT [0 SQUECTE
or strangle him to death.
Under most clrcumstances,
rokuro-kubi are indistinguish-
able Troum ho-
mans, and
they take
pains to

| of humanity. They
wpically dress in fine
Cclothes, or else the
Sumble parments of
i pilgeim o oiher
‘mveler. The illusion
L quickly sharrered
when a rokuro-kubl
aitacks its chosen victim, |

it stretches its neck
ke o huge snake, to g
lenpth of up to 20

Cteer A rokuro-kubi’s

mouth is filled with @ ;

tharp bangz, ol ‘ s
Rokurg- .J .

b speal:

Commeon and Yuan-Ti,

(OMBAT
| Rokuro-kubi are sly and cunning, and delight in causing suf
iring. They sometimes befriend 1 group of travelers or a peas-
ant family, anly to slay them one at a time in secret, They com-
monly disguise themselves as travelers and attack other
mvelers they meet on the road,

. Improved Grab (Ex): To use this ability, the rokuro kubi
‘must hit with its bire atrack, If it gets a hold, it can constrict
with its snakelike neck.

Constrict {Bx): A rekuro-kubi deals 1d6+2 points of damage
with a successful prapple check against Mediwm-size
smaller crearures. While constricting, the rokuro-
kubl can use {ts weapon to artack only the con-
sricted opponent,

SHIRORINV-
LARTSUK AR

I:u:gc Outsider (Good, Lawful, Spirit)
Hit Dice: 1248+36 (90 hp)

Initiative: +4 (Improved Initiative)

Speed: 40 fu, tly 40k (pood)

AC: 22 {+12 natural)

Attacks: Core 1 16 melee; 2 claws 111 melee

Damage: Gore 1d8+35; claw 1dé<2

Face/Reach: 5 ft. by 5 fr./10f

Special Attacks: Improved grab, rake 2d4+2, spell-like abilities

Special Qualities: Damage reduction 30/+3, poison immu- 1y
nity, fire resistatice 20, fast healing 4, SR 24

Saves; Furt +11, Rel +8, Will =13 |

Abilities: Str 20, Thex 11, Con 17, Int 18, Wis 19, Cha 20 |

Skills: Balance +12, Concentraton +1 5, Diplomacy +17, Intuit {1
Direction +16, Knowledze (arcana) +16, Knowledpe (spir- i Pl
its) +16, Listen +16, Search +16, Sense Motive +1s, Spell- l
craft +16, Spat +14, Tumble +12 il

Feats: BExpertise, Flyby Attack, Improvad Initiative, Superior |'
Expertise '

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating; 14

Treasure: Mone

Alignment: Alweys lawful good

Advancement: 1315 HD {Large); 16—3¢ HD (Huge}

Also known as “Eaters of Dreams™ because they sometimes
drive ofl evil spivits whe cause nighrmares, shirckinu-
katsukami are puw::xful and i'lilll..].l,].' spiriLs. ThE}l aid norals
who reguest their assistance, and are sometimes sent w protect
adeserving or nored person.

The appearance of a shirokinukarsukami
: is perhaps more bizarre than that of
any other spirit creature. It has the
thick hody of 2 harse, standing
on the oversized hind legeof 2 ___H
tiger. Fine brown or goldenfi™ ¥

Shivakinabatinkarns



hair covers its hody, accented with bold, bright patterns ina
variety of colors, Tts face is that of 2 lion, complete with a thick
mane of coarse hair. But if has the eyes of 2 human, the munk
and tusks of an elephant, and the tail of a cow. In addition, its
arms are like those of an ape; ending in tiger's claws that are
equipped with long, purple talons.

Shirokinukatsulami speal: the Spirit Tongue and Common.

COMBRT

| A shirokinukatsukami is a fearless, skilled, and courteous tighter.
| Unless ambuched, it beging combat with 2 polite offer: the shi-
| rokinuleatsulami informs its potential epponents of the foolish-
ness of their actions, and gives them the opportunity to cease
| trom the evil acts and withdrawe If the evil spirit refuses, or attacks
the shivolkinukatsultami, the creature fights without merey.

- Improved Grab (Ex): To usc thiz ability, the shirokinu-
' katsukami must hit with a claw or bite attack. If it gets a hold,
o it can rake.

| Rake (Ex): A shirokinukatsulammi that gees a hold can make
two rake attacks {+16 meleet with {15 hind legs for 2d4+2
damage each.

Spell-Like Abilivies: At will—astral profection, dream. dream
sight”, gaseous form, invisibility, magic civele against evil, teleport writh-
out error (self plus 50 pounds of objects only); 4/ day—cloed trapeze
{self plus 50 pounds of ohjecrs anly), dispel evil, dominate manster;
1/dav—heal, vaise dead Tn addition, 2 shiroldnukarsulami can
use the follvwing abalinies at will, as a free action: defect evil, detect
~thoughts, discern shapechanger”. All thess abilities are as the spells
 cast by a 14th-level sorcerer (save DC 15 + spell level).

SPIRIT FOLK

edium-Size Humanoid (Spirit)
¢ Hirt Tice; 1d5 (4 hp)
Initiative: +0
| Speed: 30 1. (river and sea alsor swim 30 ft)
| AC: 14 {+4 chain shirt)
Artacks: Shorrsword +7 meles; javelin 21 ranged
Damage: Shortsword 1ds; javelin 1de
Face/Reach: 5 fr by 5 f1./5 fi.

Saves: Forr <2, Ret 40, Will +0

Abilities: Str 10, Dex 11, Con 10, Int 10, Wis 11, Cha 14
8kills: Listen 12, Spot 12

Feats: Weapon Focus (shortsword)

: J Climate/Terrain: Temperate and warm forest (bamboo),
| temperate and warm aquatic (river and sea)
Organization: Solitary or band (2-10)
. Challenge Rating: 1,2
- Treasure: Standard
-Alignment: Usually lawful good (bamboo); usually neutral
: pood (rver); usually chaotic good (zea)
- Advancement: By character class

Spirit folk are the descendants of humans and various spirits of
jnature, Spirit follc have threo distinet races—bamboo, river,
and sea spirit folk. All have very strong ties to the natural world
a5 well a¢ to the society of humane.
Spirit tolk look human, Their aves are slender and their
mouths are small, Their eyebrows are very thin end their com-
plexions are very pale or golden. They have no facial or

body hair, but the hair on their heads is thick and lusurions |

* They appear in all the diversity of humans, and many come
cloge to the ideal of human beanry in their society
Spirit folk speal: the Spirit Tongue and Commeon.

Mase spirit folle encountered ourside their homes are wardors

the information in the statistics block is for one of 15t level,

COMBAT

Though spirit folk prefer peacetul solutions to violence, they can

tight courageouely and skillfully when necessary. They usea

variety of weapons and prefer light armor, :

Low-Light Vision (Ex): Spivic folk can sce twice as Frasa
human in starlight, meonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
coler and detail under these conditions.

Spirit Folk Traits (Ex): Spirit folk have a number of racil

wails, depending on their oype.

Bamboo spirvit Folk;
» 27 racial bonus on Wilderness Lore checlks.
* +4 racial bonus on Hide checks when in woods or forest

* Trackless Step: Bamhboo spirit folle leave no trail in natusal

snrroindings and cannor be tracked.

* +2 racial bonus on saving throws apainst spells and spelldike

effects with the words “earth,” "tock" "stone,” or "wood" inthe
name of the ettect, shugenja spells of the earth element, and
wu jen spells connected to earth or wood.

* Once per day 1 bamboo spirit folk can usc speak with animals
to speak with any snimal, This ability is innate to bamboo
spirit folk, It has a durstion of 1 minuee (the spirit follis cons
sidered a 1st-level caster when using this abiliey, regardlessuf
actual level) Sce the speak with animeads spell description in
the Player's Humdbook. .

River Spivil Folk:

= ‘Warer Breathing: River spirlr folk can breathe water as easify
as thev breathe air.

* Biver spirit folk have a base swimming speed of 30 feet Lhey
do not need ro make Swim checks to swim normally. They gain
# 48 racial bonus on any Swim check to perform some special
action or avoid 4 hazerd, and they can always choose to take
10 on these checles, even if rushed or threatened when swim-
ming, They can use the run action while swimming, provided
they swim in g etraight line.

* =2 racial bonus on saving threvws ageinst spells and spell-like
effects with the word “water® in the name of the effect,
shugenja spells of the water element, and wu jen spells con-
nected to water,

» Onece per day a river spivit folk can use speak with arimaly w
speak with any fish. This ability is lnuate w river spirt folk
It has & duration of 1 minute (the spirit folk s considered
tsi-level caster when using this ability, regardless of actual
level), See the speak with animals spell description in the
Flayer's Handbook,

Sea Spivit Folk:

* Water Breathing: Sea sperit folk can breathe water as easily a5
they hraathe air

* Seaspirit folk have 3 base swimming speed of 30 feet, They do
not need to make Swim checks to swim normally They gain
+8 racial bonus on any Swim check to perform some special
action or avold a hazard, and they cen always choose to take
10 on these checks, even if rushed or threatened when



swimming. They can use the run action while swimming,

sprovided they swim in a straight line.

12 raclal bonus o saving throws against spells and spell-like
_?'tfr::m:. with the e descripror,

' fsed spirit folk can make a Knowledge (nature) check (ot

an Intelligence check) with @ +2 raciil bonus to predic

the weather for the next 24 hours. The DC is 15.

PIRIT FOLK CHARACTERS

Ay class can be a spiric folk character’s favored class, When
erecmining whether & multiclass spirit folk suffers an XP
pemalty, her highest-level class does not count,

|

fedinm-Size Aberration {Aquatic)

Tice: 414814 (22 hp}

tve: 2 {Dex)

ed: 20 fr., swim 30 ft.

17 (+2 Dex, +5 natural)

acks: 4 weapons +8 melee, 3 arms +8 melee, bite +3 melee
mage: Weapons 1d8+2, arms 0, bite 2d4+5

Reach: 5 0 by 5 {05 (e

al Artacks: Improved grab, constrict

es; Forr +2, Bef +3, Will +4

tles: Str 20, Dex 15, Con 12, Int 12, Wis L1, Cha 1o

s Climb +12, Hide +13%, Listen +4, Move Stlently +2,
Spot+5

Beate: Multidexteriey, Multiweapon Fighting

mate/Terrain: Temperate and warm aguatic
mganization: Solitary, war party (2-7), or tribe (8-20)

CORMBAT

Challenge Rating: 2

Treasure: Standard

Alignment: Usually lawful neutral

Advancement: 5 HD (Medium-size); 6-12 HD {Large}

Tikes appear much like large octopuses, about 6 feerin
diamerter, covered with tough mantles of leathery skin They
are normally light green (males) or orange-red (females),
though they can change their color with ease. They have
eight supple tentacles, lined with cireular muscles thar acr as
suction cups. A single golden eye is centered in their heads, B8
and sharp, proreuding jaws resemhbling the hill of a parrot |
emerge From beneath their tentacles,

Talcos have their own language based on tentacle movements
and coloration changes.

Though normally docile, takns attack any ereature that invades
their territary 10 addition, they have a strong sense of honor
they avenge attacks and ally with members of other races who
aggist them. They are crafty opponents, using seven arms o
make attacks (with weapons or grappling) while anchoring
themsalves with one. They typically use tridents or battleaxes
A5 WEapons,

Improved Grab {Ex}: To use this ability, the tako must hica
Medium size or smaller opponent with an aem attack. Ifit petsa
hold, it can constrict.

Constrict (Ex): A tako deals 2d6+5 points of damage with
a successful grapple check against Medium-size or smaller
Creatures,

Skills; Takos receive a +4 racial bonus on Hide checks, *In
natural surroundings, this bonus rises to +8,

Feats: A rako receives the Multidexterity feat as a bonus
fear. With irs Mulrldexrerity and Multiweapon Fighring
feats, it can attack with seven arms in a round ar no .
s penalty as a racial ability. 12

__TASLOI

mall ITumaneid (Taslod}
s Hit Dice: 1d8 {4 hp)
N, Initiative: +1 (Dex)
B Speed: 20 [1, cimb 4o [
ACH 15 (+1 size, +1 Dex, +2 maural, 41
small wooden shield)
Attacks: Halfspear +0 meleesor 2
claws +0 melee; or halfspear +2 ranged
I Damage: Halfspear 1de—1; claw 1d4-1
b Eace/Reach: 5 ft, by S fi./5 fi

Special Qualities: Low-light vision,
light sensitivity
w,_..-ﬂﬁ. — Sav;:;ifc{tt _4-0. Ref +3, Will +0
# ties: Str 8, Dex 13, Con
: A 10, Int 8, Wiz 11, Cha 10
Slkills: Climk 19, Hide +7%,
Listen +2, Move Silently
+47%, Epot +2
Teats: Alertness

™,

e

~ - Climate, Termin: Wi forest
Organization:
Challenge Rating: 1,2



Trecasure: Standard
Alignment: Usually chaotic evil
Advancement: By characrer class

Small but vicious jungle-dwellers, msloi clamber through the
trees with ease, ambushing unwary travelers,
I Tasloi are long-legeed, flar-headed humanoids. They walk in
|| & crouching posture, touching their knuck- :
| les to the ground from time to time. Their §

| skins are a lustrous green and are thinly
cowverad with coarse blacl hair Their catlike
eyes shine a bright pold color

Tasloi speak their own language and

Common,

| Tasloi are hardly the most
¢ fearsome danigars of the jun-
0 gles; but they can be a seri-
" oug threat when encoun-
tered in numbers, They
| know the lairs of more
| powerful monsters, and
|| often set up obvious
escape routes from such
1| place, hoping to lure
W weakened opponents
4 intoambushes while
_they flee from a
losing battle. They
wee guick to flee
when ourmarched,

but usually return o harry their enemies, hoping o weat
them down through repeated attacks. If they manage to take
an ¢nemy down, they try 10 abscond with the body if auﬂ
possible, for they ear humanoid flesh.

Light Sensitivity (Ex): Tasloi suffer a —1 penalty o attack
rolls in bright sunlight or within the radius of & daylight
spell.

Skills: Tasloi use their Dexterity modifier for Climb checks
“Tasloi gaih 4 +4 racial bonus on Hide and Move Silently
checks while climbing in rrees.

T=NGU

Tengus are an ancient and magical race of

& warriors, They are scholars and teachers, )
imparting their wisdom o @

LY those whio seelk them ant
and prove worthy and @ _
honorable. In the featured campaign
setting of Rolcugan, tengus {also known
a5 kenkus) are an ancient race, prEdu.t
inpg the arrival of humans Their afces
tral home is rumored to be fat to :l'g:
north, perhaps in the Unicorn or Fho
lands, pcrhapa in the mountains beyond

Tengus appear as human-sized, bipedal
crows with feathered arms, pointed I:EF_E[
and huge wings. They wear cloting i
occasiomally atmor pieces like those wom
by humans, and wield human weapons
{particularly the katana), While most

rengus have the heads of crows, 2 Fm'

= have more humanlike heads,

Tengu, Crow-Headed
Medinm-Size Monstrous Hiimanoid

Hit Dice: 2d8 {2 hp)
Initiative: +2[Dex)
Speed: 308, Ay a0 £ (average)
AC: 13 (42 Dex, +1 narural)
Attacks: Eatana +5 melee; beak —2 melee
Damage: Katana 1d10+1; beak 1d4+1
Face/Reach: Sk byisie/sf
Special Attacls: Wing baffle, spell-like abilities,
weapon finesse
Special Qualities:  Sound imiration
Saves: Fort +0, Bef +5, Will +5
Abilitics; Sir 12, Dex 15, Con 10,
1ot 13, Wis 14, Cha 13
Skills: Diplomacy +6, Iaijutsu Focus <6,
Inrimidate +&, Perform-+4,
; Sense Motive +/, Spot +7
" 4 Fearts: Dodge, Mobility

NEL W
””

SARDINKA

Tengn, Human-Headed
Small Monstrous Humanoid
5d8 (33 hp)
+7 (+3 Dex, +4 Improved Initiative)
- 30f By 40t (average)
15 {11 size, 3 Dex, +1 natural)
Fatana +11 melee
Karana 1d10
shbysf/sft
Wing baffle, spells, spell-like abilities,
Wed ol ﬂuesge
Sound imitation, SR 15
Fore +1, Ref +7. Will +7
Strio, Dex 17, Con 10, ‘

u&‘hﬂ

Inrs, Wis 16 Cha1s
Diplomacy +10, Taijursu Facus +10,
Intimidate +10, Sense Motive 411, Spot +11

Dindge, Mebility, Spring Attack, Weapon
Focts (leatana)

-Hw

1 Climate/lerrain: Any land
I || Organization: Solitary
Challenge Rating: 1
Treasure: Standard
Alignment: Usually neutral
Advancement: By character class

Any land
Solitary |
3

Double atandard il

Usually neutral

Ty character class A



ihough these have incredibly long, pointed noses. These
Suman-headed tengus are smaller than their kin, but mere
ntelligent and magical.

Tengus speak their own language and Common, Human-

eaded tenpus also speak the Spirit Tongue,
(OMBAT

Tenpue are ekilled warriors, fighting with the katana like a
human samurai. Their techniques are unorthodox, to say the
Jeast; malking use of theie wings to buffet the enemy, and
emphasizing dodging and mobility

Wing Baffle (Ex): A tengu uses itz wings in melee; not
wsually} to fly, but to buffet and disorient its opponents. Each
ound, In addition o its normal attacks, a tengu can make a
Bl clieck fopposed by is vpponents Sense Motive check].
[ this check is successful, the tengu’s acack that round gains
342 circumstance bonus,

Spell-Like Abilirles; All tengus have the following spell-
e abilities: At will—change self, ghost sound, minor image, shout.
‘Human-headed tengus also have these abilities: At will—blur,
mbisthality, smajor tmage, mivror inage. These ahilities ave as the
b apells cast by a sorcerer with as many levels as the tengn has
HD (save DC 11 + spell level for crow-headed tengus, 12+ spell
| kevel for human-headed tengus).

Spells: Human-headed tengus cast spells as Sth-level air
Cthugenjas (with no accees to fire spelle). The save DCis 15 +
Cipell Level for air spells, and 13 1+ spell level for water or
L earth spells.

Temyne

Weapon Finesse (Ex): Tenpus have the benetit of the
Weapon Finesse feat with the katana, even though this feat can
normally not be applied to the katana,

Sound Imitation (Ex): Tongus cen mimic any voice or
sound they have heard. Listeners must succeed ar a Will save
(DC 10 + 1/2 the tengu’s 11D + its Charisma medifier) to
detect the ruse.

TENGU CHARACTERS

A tenpu's preferred class is samurai, though tengus often
sdvance es monks or shugenjas, Human-headed tengus who
gain shugenja levels must specializc in air, and cach level Df
shug:n]a a tengu gains adf]s one level toits 5peilca.5t1ng a’mll.ty

A variety of giant toads are common threats in the lands of OW-
ental Adventures. They range in size brom the 4-toot-long fire |
toad to the 8-feotice toad, and in intelligence from animal-level
tor o tunge approxitating o dim humon or o bright ogre. They all
look more or less like their common, Diminutive cousing,
though their coloration varies widely.

COMBAT

With the exception of the Hire toad, all giant toads atrack with
their long tongues, using them to drag prey to their mouths.
Improved Crab (Ex): To use this ability, the toad must hit
with its tongue attack. If it gets a hold, it begins to drag its
targer to its mouth. In subsequent rounds, the toad and the
target make opposed Strength checks The toad and the target
gain a +4 bonus on this check for cach size catcgory above oo
Meditim-size, or 1 -4 penalty for each size category below}] Al
Mediumesize, I the wad wins the vpposed Surength check
the toad drags the victim closer by 1 foot fur every puin uf
difference berween the check results.
If the victim wins the opposed
check, it breaks free. If the dis-
tance berween the toad and the
victim g reduced 1o 01, the toad
immediately males 2 hite
attack Tha target iz congidered
grappled, and loses any Dexter-
ity bonus to AC, f

Toads alzo have imprcwed
grab with their bite attacks. To
usc this ability, the toad must
kit with its bite attack, cither
after deagging an opponent to
its mouth or simply as a notmal
melee arcack. 100t gets a hold, it
can swallow whule,

Swallow Whole (Ex): A toad
can 1y to swallow a grabbed
opponent that is ar least two
sizes smaller than ivis. (Giant
and poisonous toads can only
swallow Tiny or smaller crea-
tures, while ice toads can swal-
low Small or smaller crea-
tures.) To swallow a




Ciant Toad

Medinum-Size Beast i
Hit Dice:. 1d10+2 (13 hp)
Initiative: +2 (Dex)
Speed: LIy
AC: 16(+2 Diex, +4 natural]
Attacks: Bite +1 melce; or tongue +3 ranged touch
Damage: Bite 1d6; tongue 1d+ subdual
‘Face/Reach: 5 by 5 /5 T (10 . with tongie)
Special Attacks Improved grab, swallow whole
Saves; Fort +4, Ref +35, Will =1
Abilities: Sm10, Dex 15, Con 12,

InE2, Wis9,Chas
Skills: Hide +11, Jump +4
Feats: —

Fire Toad

Small Magical Beast (Fire)
4d10 (22 hp)

+3 [Dexct
20k

14 (+1 size, +3 Dex)
Houe

MNuone

5 fr. by 5 /5 fr. (30 fr. with fireball)
Fireball

Fira subtype

Fort +4, Raf +7, will +1
Str:&.‘r Dex 17, Con 10,

Int 5, Wis 10, Cha 7
Jurnp 4, Listen +7, Spot +7

Y

s

,.
- R

Climate/ Terrain:

‘Temperate and warm land urundergmund

creature, the toad must make a successful grapple check.
- Once inside, the opponent takes crushing damage equal

\ | Drganization: Ss:ilitawmrﬁrlﬂn}* fa=1ayr
; Chsl[enge Rating:
.Nonf:
Mlgnmmt: Always neutral
‘Advancement:: 34 HD (Mecdium:size)j 5-6 HD (Large)
Poisonous Toad
: Medium-Sizc Beast
it Dice: 2d10+4 (15 hip)
\ Initiative: +2 (D::x.}
Speed: 20t
b AG 15 (+2 Dex, +3 mu:uraD
Artacks: ‘Bite +1 melee; of rongue +4 ranged touch
Damage: Bite 1de plus poison; tongue 1d4 subdisl
Face/Reach: & fe by 8 fi./ f (10 fr. with rongue)
Special Arracks: Paigon, improved grab, swallow whole
Special Qualities: — :
Saves: Fort +5, Ref 4.5, Will -1
Int 2, Wis 9, Cha §
Skills: Hide +11, Jump 15
Feats: —
Climate/Terrain:.  Temperate and warm land or underground
Organization: Solitary o colony (2-8)
Chall-::nge Rating: 2
Treasuce: Hone
Alignment: Always neurral
Advancement: 34 HD (Medlum-size); 5—6 HD {Targe)

Temperate and warm land or underground
: Soh,m-g or colony (2-¢)

St&nd@rd

Always chaotic neurral _ _
5=7 HD (Small), 5-12 HD (Medium-size)

Ice Toad

Large Magical Beast (Cold)
Sdig+ls (37 hph i
+5 (+1 Dex, +4 Improved Tnitiative)
infr

16 {1 size, +1 Tew, +6 natural)

Bite +8 melee; ortonge +5 ranged totch
Bite 2de+s; tangue 1d4+4 subdual

5 £t by 40 f. /5 Fr. (10 ft. with tongue)
Improved prab, swallow whole,
sphere of cold

Cold subtype

Fort 17, Bef «5, Wil +1
S s Dex 13, Con 47,

Int 8, Wis 10, Cha 7

Llide +7, Jamp +10,

Listen +8, Spot +8

Tmproved Tnifiative

i ’I*_i.i_

T

LALUA

,

Cold land or underground

Sollrary or colony (2-4)
]

S0 cains; donhle gaads; standard items
Always nentral
f=8 HI [Largeh 8-15 HD (| Huge)

GIART TOAD

an s S

the toad's hite damage plus 1d4 points of acid damage per
- round. A swallowed creature can cut its way out by using
j:i.:ws. or g light slashing weapen to kill the tead from the
inside (AC 15}

% A Medium-size toad con hold one Tiny, two Diminutive, or
tour Fine creatures in its gut, A Large toad can hold one Small,
i twa Ting, four Diminutive, or eight Fine creatures in its gur, A
Huge toad (such as an advanced ice toad) can hold one Medium-
size, two Stmall, four Tiny, eight Diminutive, oo sixieen Fine
Credtures in its gue,

Skills: All wwads receive a +6 racial bonus on Jump
checks.

COMBAT

Giant touls are exactly whar their name implles—oversize ver
sivns of common toads, averaging abour 5 feet long and weigh
ing 150 ro 200 pounds. Their coloration ranges from weak
brown to Lron red. Their skin is universally dry, rough to the
touch, and bumpy

When hunting, a giant toad remains motionless unril likely
prey cumes within range of its tongue, then lashes out to catch
its meal.

Skills; A gianr toads coloration gives it 2 +4 tacial honusan
Hide checks.




IR= TOAD

Fre toads are abour 4 feer long and welgh abour 100 pounds.
Thmt skin is bright red and covered with rough, purple

Fire dvads racely atack unless diresened, molesied; o
defending their lairs. They do not atrack with their tongues
| & other roads do, bur exhale small fireballs atr their enemies.
Fireball (Su): A flre toad's only
method of attack is exhaling a small
firehall with a range of 30 feet (no
| ange increment). The firehall has
1 blzse rading of 8 feet and deals
1948 points of damage to all 48
creatures within the 8

-Il.lﬂ‘l:‘ctcd Lcreatures
uffer half damage if
ﬂh:]r ma;i: 4 ﬁutttﬁaful
 feflex save (DC 15),

Fire Subiype (Ex): Fice inununity, double damage from cold

| ecepe oo a successiul save., Large Monstrous Humanoid (Shadowlands,
Spirit)
PISONOVS Hit Dice: Bd#+2+ (60 hp)
oD 2. Initiative: 0
3 B

[n sppearance, a poisonous
pad is indistinguishable
itom a giant toad.

» Speed: 30 fr.
AC: 20 (=1 size, +5 nataral, +&
great armor)

Attacls: Falchion £12/47 meles;
= §- bite +10 meles; gore +10 melee
(A BAT 7 : . A | Damage: Falchion 2d415; bite
Toisonous toads use the same ' : R " 1d8+2, gore 1d8+2
hactics” ag giant toads, Face/Teach: 5 fr. by 5 fr./10 frf
Poison (Ex): Bite, Fort save Special Attacks: Tear cone,
HDC 13) initial damage uncon- spell-like abilitics
wiousness, secondary damage Special Qualities: Damage
Hidé temporary Con. reduction 10/+1, scent -§4

* Saves: Foro +9, Ref +6,
TOAD will 49
& toads are @ feot long and weigh Abilities: Str 21, Dex
00 pounds or mere. Their bumpy skin is 1, Con 17, Int 14,
Ldead white, chading to pale blue on their Wis 17, Cha 15,
7 lumps. They are moderately intel- Taint 8
t, and actively collect perms and jew-

ough they are more intelligent than mere animals,
to tvade are still too dim for complicated tactics. They
attack just about anything, and fight brutally
Sphere of Cold (Su): Every other round, as a standard

jction, an icc toad can cxude o sphere of numbing cold 4
n 2 10-foot radius from its body. Creatures within
this radius take 3d6 points of cold
Mamage (a successful Fortitude =
ve against DO 15 reduces
e demage by hall?, g
Cold Subtype (Ex): Cold — —
mmunity, double damage from fire
Lucept on # successful save,
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Ekills: Bluff 114, Climb +16, Hide +14, Jump +16, Listen +14,
Search +14, Serze Motive +14, Spat 14
Feats: Cleave, Multiattack, Power Arcack

Climate,/Tervain: Shadowlatds

Ovganization: Solitry, syuad (2-8), or cohore (9-20)
Challenge Rating 6

Treasure: Standard

Alignment: Always laweful evil

Advancement: 916 HD {(Tarpe); 17—24 HI (Huge)

In recent years; 2 new threat hag appeared in the Shadow-
lands, previously unknown to the defenders of the Kaiu
wall Similar in seme ways to the ogres of that evil place,
these monstrous creatures—dubbed teuno (*horn") be-
cause of their prominent horns——show an intelligence,
ability to work together, and magical affinity that has the

W Crab clan worried.

¥ ¥-Tsunos are mighty in physical combar, caoperat-
| ing effectively to gain flanking hc}nuses, avoid

Bearing # strong resemblance to minotaurs, tsunos are

¥ lirge, animalistic bipeds that combine the features of
| Shadowlands ogres, fierce bulls, and a hine of lion, Their

torsos and arms are humanlike, thougl their hinds are

I| | vicious claws, Theiv legs are juinted like chose of 2 bull, but

end in three clawed wes, Their heads resemble the skull of 2

| bull, with two long, straight horns jutting out from the tem-

ples, two smaller, curved horns above them; and a line of
short spikes running down their spines. Manes of thick hair

i rumble down their backs, turning into long, hatry mils. Uhey

typically wear armor made of metal plares and carry large
cleaving weapans. They stand 9 to 10 feet tall and weigh S00
tn 400 pounds

Tsuno gpeak Shadowlands and Rokugani (Commen),

OMBAT

being flanked, and make the best use of their |
numbers. They also possess a strange
talent for magic, bearing striking simi-
larity to the ancestor magic of the
Lion clan's Kitsu family.

- Hong Nang

Fear Cone {Spk With a car-splitting roar, 2 suno can smiks
[er intw its uppunents' hearts. The toar creares a cone:shaped
effect 50 feer long. Crearures within the cone muse succeed ata
Will save (DC 17) or become panicked. Panicked creaturss
suffer 3 —2 morale penalty on saving throws, and flee from the
tsuno Each creature has a 0% chance to drap whar it is hold
ing, chooses its path randomly (as long as it is getting away
from immediate danger), and flees any other dangers thar con-
fromt it, 1f cornered, it cowers,

Spell-Like Abilities: At will—ancestral vengeance®, rebuke!
spaate with dead; 3/ day—ecastigate®, divination, dream sight*. These
abilities are as the spells cast by an Sth-level mahe tsulai (save

DC 18 4 spell lewel),

WANG-LIANG

Large Giant (Spirit)

Hit Dice: ads+12 (39 hp)

Initiative: +1 (Dex)

Speed: 30+

AC: 21 (1 size, +1 Dex, +5 natural, +& eplint)

Attacls: 2 claws 48 melee; or Huge lajatang +7/47 melee

Damage: Claw 2d4+5; Huge lajatang 2dé+5/2dé+2

Face/Reach: § £t by & ft./10 ft.

Special Attacls: Spell-lilee abilities

Special Qualities: Regencrarion 2

Saves: Fort +7, Ref +3, Will +5

Abilitics: Str 24, Dex 12, Con 15, Int 16, Wis 16, Cha 17

Skills; Listen +10, Spot +9

Feats; Ambidexterity, Two-Weapon Fighting, Weapon Focus
{lajatang)

Climare/Terrain: Temperate mountaing and
forest
Organization: Solitary, pair, band (3212), or
tribe (13-50)
Challenge Hating: 4
Treasure: Standard
Alignment: Usually lawful evil

Advancement: By character class




Consumed with jealous rage
(a5 their race enrers inta
decline and humanity rises o
the fore, the wang-liangs are
an ancient, intelligent race of
glants related to the common
oniand the ogre mage.
A wang-liang stands ap-
proximately 10 feet tall and
weighs about 600 pounds. Its
body is covered in a soft pelt
of lustrous dark brown or
bleck hair, including & wild
Aangle of haic atop its head
and, in males; a long dark
beard, 115 feer end in two
‘broad toes with hooked
black toenails, while s fin-
gers have retractable claws,
lts eves are wide and
Marge, almost feline, e
wiﬁ: black irises |
rimmed in lu- / .
-minous, tery ; / _
ted, Tts teeth are
the sherp fangs of a car-
mivore, Wang liangs wear
4 variety 015 light cloth-
ing, made of cotton or silk
and uswally dyed red or
gieen. In batcle, they favor
’%pllnr mail and wield exoric
‘weapons like the lajatang,
Wang-liangs speak Giame
and Common.

OMBAT

Wang-lizngs despise humans and rarcly pass up an opportunity

i kill, injure, humiliate, or harass them. For all that, they are

sreatures with a deep sense of honoy, wie w theic word, Theiv

nrelligence makes them cunning foes

 Spell-Like Abllitles; At will—alter self (inte any humanoid

form berween 4 fr. and 12 fr. tall), tnvisthility, Rary’s telepathic

hand (weith other wang-liangs only), see invisibibiny.
Hegeneratinn (Ex): Wang-liangs take normal damage from

fire and acid.

Feats: A wang-liang receives Ambidexterity as a bonus feat,

YETI

Large Monstrous Humaneid (Cold)
‘Hit Dice: 4d&++ {22 hp)

Inidarive: +1 (Dex)

Speed: 40 ft.

AC: 1411 size, +1 Dex, +4 natural)
ttacks: 7 claws +7 males

Damage: Claws 1dé+4+

Face/Reach: 5 ft by § fr. /10 fr.

Special Attacks: Improved grab, constrict
Special Qualities: Cold subtype

‘Saves: Fort +2, Ref+5, Will +5

Abilities: Str 18, Dex 13, Con 12, Int 9, Wis 12, Cha 11

- *‘ %'A...
it
A

Skills: Climb +10, Hide +2*%, Move Silently +6, Wilderness'
Lote +7
Feats: Power Attack

Climate/Terrain: Cold hills and mountaing
Organization: Sclitary or clen (2-7)

Challenge Level: 3

Treasure: Standard

Aligniment: Usually neutral

Advancement: 5-8 HD (Large]; 9—12 HD {Huge)

Yerl are large, whire-furred humanoids who haunt arcric
mountains in search of prey. Their ability to blend into the
snow, coirpled with their eerle howl somerimes heard echo-
ing through the mountains, has given thein a reputation as
sinister, supernatural creatures, but they are actually lirle
mote than large carnivarous apes.

Yeti stand about 8 feat tall and weigh 300 pounds or more,
Their powerful bodies are covered in long, whire fur. Their hands
and feat are wide and Har, helping to disperse their weight on
treacherous snowfields. They travel on all fours like gorillas,
but fight very comfortably standing erect, Their eyes are icy
blue or wloﬂ'ess. while their claws and flesh are ivory white,
Rather than relying on a thick layer of body fat for warmth, the
veti has thick, warm fur that absorbs heat to keep the ereature
warnt. A transparent extra eyelid allews the yeti to see clcari}-
in blowing snow,

Yeti speak Giant,




Yeti stalk their prev and lay ambushes to catch their victimes
by surprise. Once battle is joined, they Fght fiercely with
their claws.

Improved Grab (Ex}: To use this ability, a yeti must hit with
a claw attack, If it achieves a hold against a Medium-size or
smaller creature, it can constrict,

Constrict {Ex): A yeti deals 1dé+4 points of damage with
a suceessful grapple check against Medium-size o1 smaller
ereatures, plus an additional 2ds poines of cold damage from
the heat-absorbing effeces of thie creatures fun

Cold Subtype (Ex): Cold immunity; double damage from
five excepr un a successful save,

Skills: *The yeri's white fur gives it a +14 banus on Hide
checks in snow.

g

_JVUKI-ON-NA

| Medium-Size Fey (Cold, Spirit) /.
| Hit Dice: 8ds (28 hp) /] ;’;
| Initiative: +5 (+1 Dex, +4 Improved .
Initiative) , 4‘5'_' 2
i

Speed: 30 . ; il

| AC: 19 (+1 Dex, +4 defllectivn, // .

J +4 matural) inls

Attacks: Touch +4 melee —“ ;
touch 1

|| Damage: Touch 1d10cold :'j e

0| Face/Reach: s fr. by s fr./s fi ig?

Special Attacks: Faralyzing
gaze, spell-like ahilities

Special Qualities: lose the way,
cold subtype

W Saves: Fort +2, Rel +7, Wil <8

Abilities: Str 10, Dex 13, Con 10,

i Int 13, Wis 14, Cha 19

1 Skills: Bluff 115, Hide +15%,

| Listen +14, Sense Motive

+13, Spot +14

Feats: Alertness, Dodge; Im-
proved Initlative

R

Climate/Termin: Cold moun-
tains, hills, and forest

Organization: Solitary or
family {2-3)

Challenge Rating: 4

Treasure: None

Alignment: Usnally chaotic evil
or chaatic good

- Advancement:

i Medinm-size)

® S S MR |

a-24 HD

SRR L TR sl

o

__ Beautiful spirits of the frozen @
“wastes, yuli on nes are cither
hateful and destructive or {'
'kindly and helpful. In cither
case, they can be dangerous,
since those who pursue them, \ ¢
whatever their intention, often 0
[ind themselves lost in @ blizzard,

ST

. A vyuki-on-na appears as 2 human female of the raress
beaury. She has waist-length black hair, soft blue eyeg, o
full red lips. Her skin is pale blue and icy to the touch. She
wears snowy white robes that continually billow and sw
about her, even when no winds are blowing. ..

Some say that a yuki-on-na is the spirit of 2 cold hearted
villain, while others cloim she is the spirit of a shaman or
shugenja who died while lost in a snowstorm. Pechaps both
claims are true, and the alignment of a yuki-on-na depends
on her alignment in life,

Yuki-on-nas speak the Spirit Tongue and Commun,

COMBAT

Yuki-on-nas are virtually never seen except in the midstof
heavy snowfell. Evil yuki-on-nas take these
opportunitica to attack from hiding, while
good ones are often seen dancing through
the snow. They shun liegied melps
combiat whatever their align-
.ment, using their rouch amack
to caprure their prey (or
defend themselves). _
Paralyzing Gave (Su),
A yuki-on-na can paralyze
ereatures with a look This
iz similar to o gaze attack,
™, except the yulki-on-na must
take a standard action, and
\ those merely locking at it

! v looking

OB are not affected. Anyone the
yuki-on-ne targers must
sticceed at a Will save (DO
18} or be affected as though
by a hold monster spell cast

by an ath-level sorcerer, The

ability has a range of 30 feet,

Spell-Like Abilities: ar
will—change self, comprehend
languages, detect thoughts. These
abilities are as the spells
cast by an srh-level sorcersr
(save DO 14 + spell level)

Lose the Way (Sp): Cine par
day, a yuki-on-na can touch s
victim and cause him to be
completely unable to find his
way anywhere for the next
3dé hours. The character
cannot usc the Intuie Diree-
o o= tion skill, and cannot use
 Wilderness Lore to avoid

becoming lost. The chacier
cannot even fud lis way our of

# closel withour assistance,
gl though he is perfectly
. g capable of following ather

1 '\l characrers.

“—__5 | Cold Subtypa [Hx):
‘ﬂ Cold immunity; double
o/ damage from fire excapt
an a snccessful save,

"
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jil.BLE 10-1: CHARACTER CLASS NAMES

Japanese Chinese Indian
Class Name  Culture Culture Culture
Barbarian Ban ¥ Yavaha
Fighter Bushi Chanishi Singh
Monk. Budoka Seng M iani
Ranger Sekkou Shikari
Rogue Nusubite Tang shu Dhuka
Sarnura Samurai Kshatriya
Sharman S0, itako, Dang-ki, Brahmin

kannushi W
Shugenja Shugenja,

yarmabushi

. Schei Sohe Nemsheng Devapala

Sorcerer Taikai Yao ren bantrika
Wu jen W Jen Swami

il |
SWHAT'S I A NMAME?
|| Ifyour campaign uses real-world Asian cultures other than Japan-
ate eociety a5 models, you might call classes by different tames.
These alrernate names are purely for flavor—there’s o game dif
ference berween a sohei and a no-sheng, Table 10-1; Character
_ Class Names suggests alternare names for the character classes in
" Chapter 2 drawn from Japauese, Chinese, and Indlan culrures.
With a little research, you can find equivalents for other cultures.
~ Similaly, you may find thar having players refer to a tetsubn
. or a kris rather than a greatclub or a short sword enhances the
" Mavor of your game, Table 10-2; Weapon Names lists alternate
| names for common weapons from the Player's Handhoak and
‘identifies their origin.

il RAC= OPTIONS
You are not lialted w the characrer races described in Chapter 1:
Races. Theres no reason you cant run an Orviental Adventures

game in which dwarves and elves become samurai and wu jen,
either alongside or in place of the races described in Chupter 1.
You might even construct an alteruate Rokugan in which the
seven Player's Handbook races replace the seven Grear Clang
human Lions epitomize e wardor code of bushido, dwarf Crabs
guard the Kaiu Wall, elf Cranes duel with grace, gnome Dragons
meditate in their mountain strongholds (using wakizashi and
dagper as their owo-sword style), half-elf Phoenix practice thair
mastery of magle, halfling Scorpicns keep the fands secrets, and
half-ore Undeorn barbarians ride the lands of the necth,

Some of the monsters in the Monster Manual and Chapter 9;
Monsters could male interesting plaver character races as well,
using the guidelines for monster characters in Chapter 2 of the
thniceon hacrers Cuide, Table 10-3: Monsters ns Beees shows
possible monster races, along with the level adjustment for
each race {see Chapter 1),

OFTIONAL RULES
SXPANSIONS

Oriertul Adventures assumes that you are using only the thres
core rulebucks of the D&D game: the Flayer's Handhook, the
Dunceos Masters Guide, and the Monster Manual. However, 2
number of othet rules supplements can enhance an Oriental
Adventures campaign. These include the class-related puides
iSword and Fist, Defanders of the Faifh, Tome and Bload, Sang and
Silence, and Masters of the Wild), and the Fidonics Handbook, Cer
tain feats, prestige elasses, squipment, and other rules in these
sources fit perfectly within the scope of an Oviental Adventure
campaign, a5 noted below Whether to include any particalsr
optional rule in your campaign 15, of course, entirely up to you.

Cettain fears from Sword and Fist are reprinted in this book,
as well as the weapon master preseige class. Most of Ue feats
in thet book work in an Orientul Adventures campaign. Suir
able prestige classes include the drunken master, the master




" Digger, punching
Cauntlet

| [Glaive

LE 10-2;: WEeEAPON NAMES

Weapon Name Other Mames (Culture)
Battleane chiiang, ch'i fii, chi, chier, chin, fil, i
huang, liu (China); tungl (India};
_ masakarl, ono [Japan)
Club muton (Philippines)
Lrossbow AU {China)
Dagaer dhaw (Burma); piha-kaetta {Ceylon), bi

shou, do-su (China); bich'wa, khanjarli
{India); aiguchi, kozuka, tanta {[apan),
mit (Thailand}

katar (India)

kote (|apan)

chan, da dag {China)

Greatelub chang bang (China); gada ({India);
tetsuba (Japan)
\iGreatsword dabwel {Burma); no-dachi (|apan)
Guisarme guan dag (China); karnayari (Japan)
Halberd ch'i chl, ge. ko, pi chi, yue (China);
bisente (Japan)
| Handaxe bhuj, piso tonkeng (India); kapak
{Indonesia)
Javelin maw (Chinal; nage-yari {Japan)
Karma lian {China); badik (Indonesia)
‘Lance, heavy uma-yari {Japan) i

Longbow, composite dai-kyu {Japan)
| Longspear rmaa, qiang (Chinal; lembing (Malaysia)
chng_s'.mrd jian, tau-lisn {Chinn]; gum (Korea)
“Wace, light or heavy stan tou fung (China); gada
{Indenesia)

Fick, light or heavy  zaghnal (India)

Quarterstaff bang, gun {China); [athi {India}; toya

| (Indanesia); be, rokushakubo (|apan);
L. bong (Korea) /

Scirnitar dao, da huan dao {China): shamshir,

tulwar (india); parang {Indonesia);
) bola (Philippines]
Shorthow, composite gang jian (Chinia); yurmi (Japan)
Shartspear yari [|apan)
Swatd, hastard wo dao (China); khandar (india); ram
' daoi{iepal)

Swaord, short duan jian (China): adya katti, choora,
zafar takieh (India); kris, pedang
{Indonesia); dan sang gum (Korea);
kora (Nepal)

Trident san cha, tiger lance {China); magari

yari (Japan} :
chui (Chinaj; dai tsuchi {Japan)
pi bian {China)

Warkrarmme
Whip

samurai, the ninja of the crescent moomn, the red wvenger, and
the warmaster.
~ Hecause neither clerics nor paladins are commonly found in
Cwiental Adventures campaigns, Defenders of the Faith may be diffi-
cult to integrate into such a campaign. Bven so, shamans and
sohei could qualify for prestige clagses like the contemplative,
tha divine oracle, the holy liberator, the hunter of the dead, the
master of ehroude, the sacred exorcist, the sacred fist, and the
termplar. Most of the feats in Defenders of the Faith revolve around
channcling pesitive or negative energy, which shamans do less
effectively than clerics. Orienlal Advertures characters can bene-
fit from the Extra Smiting fear, however, and the new meta-
magic feats also work well in this setting,

Sotne Tome and Blood prestige classes work for sorcerers and
wu jen, including the acolyee of the skin, the blood magus, the

candle caster, and the elemental savant. Mose of the general and

TABLE 10—3: MONSTERS AS RACES

Raca Level Adjustment
Bakemnono Morrmal T T
Hill giant +12
Hobgoblin Mormal
Kappa +4

naga {Shinomen), asp +3
Maga (Shinomen), chameleon -+3
Maga {Shinomen), cobra +5
Maga (Shinomen), constrictor +4
Naga (Shinumen), greensnake +1
Chare +5
Ogre nage +5
Ogre (Shadowlands) 15
Taslei Ll (§T) Marmal
Tengu, crow-headed 2
Tengu, human-headed +7
Tsuno =10
Wangliang +5

Yeti +5
iantti, halfbloed £
Yuan-i, purebload 46
Nuan-, tainted otz +2
Yuki-on-na +i

metamagic feats in Tome and Blood are valuable additions to 2 wu
jen ar sorcerer’s repertoire and mesh with the feel of an Orienlul
Adirentures camprign.

Song and Silence includes ragne prestige classes appropri-
ate for most campaigns: the dread pirate, the outlaw of the
crimson road, the roval explorer, the spymaster, the thief-
acrobat, and the vigilante, Of particular interest to ninja char-
geters, this boek alse includes expanded rules for creating
traps and poisons, '






o — _—

Musters of the Wild introduces a number of prestige classes
gppropriate for Crientul Adventures. the animal lord, the bloed
hound, the detective-inspectog, the king of the wild, and the
shifter. Fears and magic items useful ww 2 druid in wild shape also
prove useful to hengeyokai and shapeshifier chavacrers.

Peionics fit well with the flavor of Oviental Adventures; Dnag-
ine monks nr yogi sitting in mediration, developing theic
psionic powers, Multiclass monlk/psions or monk,/psychic war-
riors could supplement or replace prestige classes like the tar-
toced monk and the Shintan monk.

TUTTING TH= 7I=CaS
TOGETH=R

Building an Oriental Adventures campaign means doing more
than selecting which of the variety of options to make availeble
for your players—which races, classes, prestige classes, equip-
ment, monsters, and so.on you will use in your game. The most
important part of the job, and the most difficuly, is fitting all of
those slements together {nto a coherent fantasy world. The
process of doing so is not much different from making 4 stan-
- dard D&D campaign, and the DUNCEON MASTERS Guide's advice
i just as useful to an Onental Adventures DM. The fearured cam-
paign setting of Rolugan provides a tharough example of whar
3 fleshed-out Oriental Adventures campaign setting could look
like, but a shorter example that highlights the process rather
than the results will be helptul.

For the seke of such an example, sssume a DM is interested in
straying from the traditional mold and erafting a campaign with
heavy influences from Indian myth and Jlegend, with a dose of
Southeast Asian culture thrown in, He envisions a jungle set-
ting, with majestic but crumbling temples similar to Cambodias
Angkor, Java's Borobudur, or Indias Bodh Gaya—all infested -
with yuan-ti, Humans will live in city-states at the edges of the

ever-encroaching jungles. Because the DM likes the variation
among the seven Great Clans of Rokugan, hell adope this into
his campaign, making seven major human city-srates that share
the characeeristics of the seven clans. Vanaras live in trestop
forrresses as far as they can get from the yuan-ti. He doesn't see
much need for nezumi in this setting, considers hengeyokai but
decides not to include them, and includes river and ees epirit
folk as a possibility within the human civilization, He allowe |
aasimar (rishi) player characters, with a level modifier of +1, and |8
there will certainly be “tainted one” yuan-ti characters
(described in Memster Compendium; Monsters of Teeriin) as MECs |
i1 the campaign, That provides a reasonable selection of charac- |l
ter races for the campaign: five different options for players, and |
one maore for NPCS,

Considering class options, the DM decides not Lo use i
shugenjas, but to allow all of the other Orlental Adventures base |
clissesthangh some will have different names (as shown on
Table 10-1). In addition, he'll allew psions and psychic warriors
ag "yopi” in the campaign, using the rules in the Prianics Hard-
book. The kehatriyas {samurai) in this campaign will use ances- §
tral tulwars (scimitars) and krises (short swords) rather than
katanas and walkizashis—a mix of Indian and Indonesian tradi-
tions he finds appealing, He'll eraft a pantheon of deities
{immensely powerful spirits) for the brahmine (shamans) to
worship, but that deesnt affect the mechanics of the class.

Frestige classes can be a very uscful way of shoping the feel
ul & campaign. Focusing on the prestige classcs in Chapter 3 of
this book rather than other D&D books, the DM decides to
allowr the bear wardor, the henshin mystic, the kishi charger,
the ninja spy (as a secretive urder of teligious assassins, rather
than Japanese ninja), the shadow scout (usually tained o fight
yuan-ti), the shapeshifter (for swamis and sorcerers, since there
are na hengeyokai), the singh rager, the Void disciple, the
weapon master, and the witch hunrer (particularly adept at
sniffing out tainted ones) el

Now the DM begins to consider other options, working hisfs
way through this book Since he's adopted the seven human
clans, hell alse adopt the ancestor feats in Chapter 4. To make
his job a little easier, he'll adopt a requirement for any player
who wants to choose an ancestor feat for a character: The player
must come up with a name for the ancestor and a story of the 8
ancestor’s deeds to justify the fear.

Because his campaign is teally a mishmash of Asian culrures
despite the Indian veneer, the DM is not going to worry over-
much wbour what weapons were actually used in Indis 2 look
at Table 10-2: Weapon Names is enough to give him ideas shout
whar weapons are most common. He disallows the obviously ,
Tapanese armor (ashigaru, partial, and great), while allowing alll
the other armor described in Chapter 5.

The most important declsions about character creation are
done, and the DM starts putring more thought inte the
threats thase characters will face. In addition to the wide-
spread yuan-ti, rakshasas will he a natural opponent—ar least
by the time the characters reach higher levels. Evil nagas (the
Monster Manual varieties, not the Shinamen nagas of this
bools) ally with the yuan-ti, and weretigers stalk the jungles.
Common and dire tigers and snakes of all sizes will be fre-
quent animal threats, Civen the higher challenge ratings of
yuan-ti and many of these other monsters, starting the cam-
paign with higher-level characters might not be a bad idea.

With just these notes in hand, the DM is ready to start building
an adventure in this new campaign sctting. He digs up some
maps of Anghor and starts drawing his first yuan-ti base while
ideas for their vile plots start forming in his mind.. ..




COSMOLOGY: THE SPIRIT
WO=RLD

The core Dunceons & Dracors rules assumé 1 multiverse
with a number of planes of existence: the Matetial Planc where
characters live, the Ethereal and Astral Plancs that allow transit
to other planes, the Inner Planes of clements and energy, and
|| the Outer Planes where cclestal and fiendish creatures aid
! outsiders, 4z well g5 deities, reside—and where morial spirity
|| go after death. (For more details on D&D cosmolugy, see
Manual of the Planes) The world of Orienlal Adventures views the
universe differendy. Batler than a multitude of planes beyond
|| the mundane Matesial Plane, most cultures In Oriental Adven-
(| tures think uf just one other-dimensional realm: the Spirit
| World. The Spirit World, in the tetms of D&D cosmalagy, is a
wrinsitive plane, similar to the Astral Plane hut roexistent with
| the Marerlal Plane. The Spirit World permeates the Materia]
U Plane In every location, with avery location on the Material
. Plane corresponding ta a single location in the Spirit World,
' The Spirir World is similar to the mundane, Material Plane
world. Where & grear mountain stands on the Matetial Plane, the
same mountain stands in the Spirit Wur:iﬁi-b'nt'iﬁ the Spirit
Wotld, the mountain is taller and grander, for the Spirit World iz
home to the great epirit of that mountaity, Places on the Material
' Plane that exhibit some evil spirirual influence—graveyards and
I haunted inns, for example—are sinkholes of evil in the Spirit
{ World, the land itself dark and deadly. Gonversely, Lullowed
 arcas on the Material Plane are greenand fuir it the Spirit World,
[ Living creatures and their constructions, from beaver dams
1 i"-m palaces, do not necessasily have directanalogs iniche Spirie
B World. However, where a citadel stands in the Matedal Flane, 2
0 similae citade] (though grander and stronger) mav stand in the
- Spirit World, occupied by the revered ancestor spirits of the
S ruler of the Marerlal Plane ciradel.
WM Most of the Spirit World is the domain of nature and slemen-
. 1al splrits thatare closely ried o locations on the Material Plane.
' Most spirits, such as elementals, narre spirits, and bajangs, are
.| bound to a specific loration—a mountain, a spring, a single
tree—that exists in hoth the Material Plane and the Spirit World.
Ulther spirits, such as ogre mages, nagas, spirit centipedes, and
dragons, wander the Spirit World more frecly, cither at the
behest of more powerful spirits of by their own choice.

REWARDS
One commaon feature of the DUNGEONS & DRACONS game causes
problems to many Orental Adventures players and DMs: the
practice of looting the bodies of fallen foes, For members of
Rokugan's noble class (including all samurai and shugenja char-
acters), and for many people i lands based on historical Aslan
cultures, the idea of touching a corpse, let alone rummaging
_around on it for anything of value, would be totally abharrent,
This issue has several possible solutions. Seme parties may
 include 2 common-caste character, perhaps a rogue, who does
« this distasteful work for the nobles. The presence of a loyal
. servant who follews the noble sarmural on their adventures,
performs tasks thal are beneath them (Including lighting
i wampfires as well as looting corpses), and affers the theatrical
buffoon’s perspective on events is true to some styles of Asian
fiction and fantasy, though not all. It does allow you the tradi-
tional method of rewarding characters for their victaries.

Two traits distinguish the Spitit World from the Mateiul

" Plane. Firat, time does not pass in the Spirit Would as it dousis
the Material Plane. Tor all intenes and purpuses, the Spirl
World is timeless: Crearures there do not age, hunger, or
Days and nights pass within the Spiric World as they doi
Material Flane. Huwever, the nights are ebony black a :
with brilliand stars, while the days are dominatad by preat.
clouds arching across a vaulr of purest blue.

Second, because divine spellcasters in Oriental Adventhinnes
derive their magical power from the Spirit World, all divine
spells are enhanced when cast there. Any divine spell castin
the Spirit World has the Empower Spell and Extend Spell feats
applied to it, without any cost to the spellcaster, b

I'he Spirit Warld is coexistent with the Material Planc, andss
such mevement in one iz equal to movement within the othes,

The Spirit World can be reached through the Ethereal Plane
The Spirit World and the Material Plane share an Ethe
Plane between them. In this case the Ethereal forms a boider
between the plancs, and an individual within sees both—one
clearly (for the fog-bound Lihereal), the otler a5 a faine ech,
By concentrating on this echo, one may move to the far sideof
the Gthereal Plane and euter the Spirit World, _

‘The Spirit Would replaces the Astral Plane, so that at the.
DM’ optiou, spells thar allow access 1o the Astral Plane instand
utilize or modify the Spirit World. The Plane of Shadow doee
nut connect with the Spirit World, and spells that utilize the
Elane of Shadow do not function there.

Within the Spirit World are the tealms of povwarful spirits who
versee the operation of the known universe. A traveler through
the Spirit World finds great palaces of these spirits, a5 well s
unique heavens and hells. An individual seeking cur the Dule of
Storms, for example, would find his palace occupying the same
general location as storm-wracked peaks on the Material Plane

A mortal spirit resides fully on the Matcrial Tlane as long as
the body it inhabies iz alive. When a mortal dies, the spirit travels
te the Spirit World. It may find its way to & heaven ov a hell
within the Spirit World, ir may return to the Matevial Plane ina
different body (reincarnation), or—in unusual circumstinoes—
it may linger near its place of death as 1 ghost,

Different regions of the Spivit World have different names;
For example, Jigoku is the place of the dead, while Gakida is the
place of ghosis and demons.

Ancther option, if you want to discourage this kind of lower
class mereenary behavior, is to use the characters’ feudal lords as
a mechanic for dispensing teasure. At the end of an adventure
the characters should always visit their lords and repart the tales
oftheir deeds. Ifthey performed a valuable service ta their lord, or
simply braught honor to the clan through their glorious deeds, the
lord happily rewards them with gifts of moncy or items. As long
as the lord's gifts remain in line with the expected treasure values
defined in the Dungeon Masrer's Guide, Uhis s an excellent wayto
maintain the flavor of an Oriental Adventures game while keeping
characters on a par with their counterparts in other D&D games,

A lord's gifts are also an excellant way to reward characters
during or after an adventure featuring lots of court intrigue and
investigation of mysteries, with little oppartunity for killing and
looting. Used in conjunction with story-based experience awards,
this system allows the gare Lo wander far from the “kick in the
door” syle of play while remaining DunceoNs & Dracos
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thréughout this book, bt few, campa ﬂn Roku- '/ The history o r,:kugan begins in the Celestial Heavens,
gan stands 48 a shining example of W @@anous -~ which at that tiine \Wéré one with the mortél world. There,
elements from' the cultures snd vﬁm intoa | Lady Sun,,a‘nd Lord Moon were born from nothing, and
tinique campaign setting with'a ﬁa\s& £ i togethgr boretten chﬂdren Known as the kami (or great.
This chaptes is rel.atwﬂly brief, | g{:@lﬁommpn about  “spirits), these ghi dregwere named Hida, Doji, Togashi,

"Rokugan appears roughout thi This chapter -~ Akodoj Shiba; Bayushi Shinjg; Eu Leng, Ryoshun, and
delves into detail regal L% history of the Empire of Hantei. ord M ntlotangu was jealous of his chil-

Rokugan, its cu"l)ura. an the ns that make it up—their. . - dren, hoy Iver, d
families and lands. Each cl desctiptionincliides an - with the Tlms, ' ht,mdestmy his children by
additional prestige class and hop’ks (many wit _.jnipf;) -ﬁdp::__ seating them, He swallo e of them, leaving only
adventures involving the clan. /.~ ; /" [Hantei, whohid in a'cave. Wh‘ 1 Hantei grew to #fulthood;
The néxt chapter defscnbes the source of evﬁtixﬁiokuga&\ ' heéfaced his f*ther in ¢ id cut open Laed Moon's
the Shadowlands. | el o 4 | + belly. Frém the wound; the éight living children of the Sun
‘) wwand Moon sﬁﬂled outsOne child, Ryoshun, died in his
father’s s«tomap}: and nt Bnto watch over Jigoku, the

s HISmRJ also £ the\.sky:-'. d and Lady Sun’ tears

A \on the earth. From the
b % :

- hismw of Rokuga_p/encompasses ﬁt {EM a thousand too, fell t |the e,ﬂ'trh—Eu Le g la,gghhg in a deep pit that
years, The last forty ot'so of those Yéars are of particular inter, P 3 b o F} soge.of] P S dowlands, the o ther
est, since that is the timesperiod. coveréd b the Legend gfﬂw o atsbadhding up@lt}m.t she ol ac of humans.
Five ngscnﬂ&game and rovels. 'fhi?‘bhapfer cannothope tos - When humanity was born, L RMOE 6t he erih.
describe the events of the. Clap Wars, the War Agah\smhef L Nezlimi, naja’é. kenks, ahd kitsus liyed on earth before
Shadow, and the Spirit Wars in any kind of exhaustive detail! " humanity drose. The'oldest naga stoneﬁpea}c of a race that
A summary of key-events in those years appears here, and | was flourishing when they were young. All were pushed
each clan description below gives a ctirrent snapshot of the ™ . aside by the rise of the empire. The flezami empire was shat-
clan, with details of the most important events leadmg up to tered by Fu Leng’s fall, and the nezumi reduced to

L
the present. ' their savage state in order to survive the horrors of

h to share their mother’s love
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the Shadowlands. The nagas began their long sleep, planning to
reawaken when they were needed once more. The kenkus
simply withdrew into the deepest forests. The kitsus were
hunted down and nearly exterminated, until Akodo saw their
intelligence and compassion, and brought the survivors into
his clan.

|
HANTE], SHINSE], AND
\?U L=NG

When the kami fell to earth, they held a series of contests to
| determine who would rule them. Hantei won, and so his line
was the line of emperors for a thousand years, until the crown-
ing of Toturi. Fu Leng, alone in the Festering Pit, gathered his
own hordes of oni and ogres, and soon made war upon his sis-
ters and brothers and their clans. The other seven kami gath-
ered great human heroes around them, forming the seven great
clans of the empire, This young empire could not stand against
. the power of Fu Leng’s Shadowlands horde, until a small man
appeared from the West, calling himself Shinsei.

Shinsei spoke with Hantei for a long time, imparting his phi-
losophy, which was recorded by Shiba and became the Tao of
Shinsei. Then, Shinsei took one human from each clan—Hida
Atarasi, Doji Konishiko, Lady Matsu, Lady Utaku, Lord Isawa,
Lord Mirumoto, and Lady Shosuro—into the Shadowlands to
. fight Fu Leng. Shinsei and his Seven Thunders defeated Fu
Leng, binding his power within twelve Black Scrolls that
. Shosuro—the only survivor of the Seven Thunders—brought
- back with her to the empire.

~ A thousand years passed—not peaceful, for the clans warred
against each other virtually without ceasing, as they do to this
#day. Still, this time is called “A Thousand Years of Peace,”
| because for a thousand years Fu Leng’s power remained con-
| tained in the Black Scrolls. During this time, the Ki-Rin clan,
led by the kami Shinjo, left Rokugan to explore the rest of the
world. They wandered for eight hundred years, returning in
815 as the Unicorn clan.

The minions of Fu Leng did not rest for a thousand years,
however. Not only did the creatures of the Shadowlands attack
the empire from without, but the Taint of the Shadowlands
began to spread within the empire as well. A Crab scholar
named Kuni Nakanu discovered the Taint as early as the year
100, noticing its ability to animate corpses. Four centuries later,
a sorcerer now called Iuchiban discovered Nakanu's works and
used them to develop spells of maho. He animated an army of
skeletons and zombies within a cemetery in the heart of
Otosan Uchi (known as the Battle of Stolen Graves), but he was
eventually caught and imprisoned within a tomb deep in Crab
_ territory. His loyal followers, known as Bloodspeakers, contin-
* ued to pass on his teachings despite their master's apparent
- defeat. Iuchiban’s spirit has not lain quietly in his tomb, either.
" Mt escaped once, after two hundred years of imprisonment, and

_very nearly did so again in recent memory. No means has yet
" been discovered to destroy Iuchiban’s spirit forever, and until

that happens, the danger he and his Bloodspeakers represent
'continues to threaten the empire.

\CLAN WARS

After a thousand years of relative peace, Fu Leng began to stir
once more. Bayushi Shoju, champion of the Scorpion,
discovered a scroll of prophecy that predicted the
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return of Fu Leng in the time of the last Hantei. Attempting
to prevent the dreadful prophecy from being fulfilled, Shoju
killed Hantei XXXVIII and tried to seize the throne. The
Emperor's young son escaped the coup, however, and Akodo
Toturi killed Shoju in the throne room. The Scorpion clan
was obliterated by the other clans of the empire in retaliation
for the coup. Instead of preventing the prophecy’s fulfill-
ment, Shoju made it possible, as the young Hantei XXXIX
was easily overcome by Fu Leng.

Following the coup, Yogo Junzo opened the first of the twelve
Black Scrolls, unleashing Fu Leng’s power and beginning the evil
course Shoju had hoped to prevent. With each additional scroll
that was opened, Fu Leng’s control over the Emperor grew more
complete. Hida Kisada, champion of the Crab, began to move
against the Emperor, perceiving his weakness and inability to
rule effectively. Striking a bargain with the Shadowlands, Kisada
fought his way to the Imperial Palace. When he finally strode
into the throne room, he expected to cut down the feeble boy-
Emperor and claim the throne. What he found, however, was not
a weak boy, but a dark deity. With eleven Black Scrolls now open,
Fu Lengs possession of the young Hantei was complete, and he
quickly cut down the Crab champion. The oni that had marched
with the Crab joined their dark master, and the weakened rem-
nant of the Crab army retreated.

In the end, a descendant of Shinsei known as the Hooded
Ronin led seven descendants of the original Seven Thunders
into Otosan Uchi to face Fu Leng once more: Kisada's son
Yakamo, Utaku Kamoko, Doji Hoturi, Isawa Tadaka, Bayushi
Kachiko, Mirumoto Hitomi, and Akodo Toturi. As they fought,
Togashi Yokuni revealed himself to be the dragon Togashi, and
explained that he had kept the twelfth Black Scroll hidden
inside his heart for centuries. Hitomi opened his heart to
remove the scroll, killing Togashi, and opened the scroll. With
that, Fu Leng’s power was fully restored—but he was also fully
manifest and fully mortal. At last able to harm Fu Leng, the
Seven Thunders renewed their efforts, and Toturi and Hoturi
struck the killing blows, destroying the dark deity forever.
Toturi took the throne, establishing a new dynasty as Toturi I,

TH= WAR AGAINST
TH=E SHADOW

Only two years into his reign, Toturi was kidnapped by ninja
and held in ruined Morikage Castle, in the Phoenix lands.
The Scorpions once more took the blame, as their association
with ninja was famous, but the Emerald Champion, Kakita
Toshimoko, refused to exterminate the Scorpions again,
Instead, they were sent into exile in the desert wastes to the
west, the Burning Sands, while their children were fostered
with Toshimoko’s clan, the Crane.

When Toturi was at last found, he was changed: A shadow
seemed to have fallen over his eyes, and his behavior went from
erratic to completely insane by the end of the war. The ninja who
kidnapped him were not Scorpions, but representatives of a
more mysterious force: the Shadow, a nameless, formless being
left over from creation. The Shadow sought to unmake the
empire and all humanity by erasing names, memories, and even
forms, re-creating the world in its formless image. Its ninja ser-
vants were fearsome representatives of this agenda: Literally
faceless, they changed shape easily and walked through shadow.

The Scorpions were not completely blameless, for they had
sheltered the Shadow in their schools and castles for a thou-
sand years. When Shosuro returned from the Shadowlands
after the first defeat of Fu Leng, she brought the Shadow with
her. Faking her own death, Shosuro became Soshi and



founded the Scorpion school of
shadow magic. Scorpion shugenjas and ninja were marked
with shadow brands, which gave them access to the power of
the Shadow but began to rob them of their humanity. Such
was the fate suffered by the Emperor.

Toturi's corruption spread chaos through the empire. As
his madness increased, so did the strife and warfare among
the clans. The chaos extended even to the heavens, as Hitomi
challenged and defeated Lord Moon and rose to take his
place. Yakamo would later follow her, assisting Lady Sun in
her seppuku and ascending as the new sun deiry.

Finally, in a moment of clarity, Toturi recognized thar the
only way to save the empire was to commit seppuku. Mean-
while, Hida Yakamo was leading an army to Volturnum, the city
of Shadow located in the Shadowlands. There, the armies faced
the Shadow and its minions at Oblivions’ Gate—the portal
through which the spirits of the dead pass on to Jigoku, the
realm of the dead. Fighting to prevent the Shadow from closing
the portal and destroying Jigoku, and thus erasing the empire’s
memory, the massed armies of the clans fought fiercely against
ninja and Shadowlands creatures alike. The ronin Ginawa saw
Toturi's spirit and pulled him through the portal from Jigoku,
and the purified Emperor led the armies to victory.

PIRIT WARS

Toturi was not the only spirit to return from Jigoku during the
Battle at Oblivion’s Gate, however. Large numbers of spirits found
themselves on the wrong side of Oblivion's Gate at the end of the
war. In the end, they followed three main paths. Believing that
they had already lived their lives, and that they did not belong in
modern-day Rokugan, many of the spirits paid their respects to
their descendants and committed seppuku, many throwing
themselves off the Cliffs of Golden Tears above the Phoenix tem-
ples. Others rejoined their clans and lived among their descen-
dants. For clans such as the Crane and the Lion, hurt badly by the
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wars against the Shadow, the aid of such spirits played a crucial
role in rebuilding the clan’s fortunes. A final group of spirits was
led by Hantei XVI (known in life as the Steel Chrysanthemum)
and his chief lieutenant, Hida Tsuneo, who established them-
selves in what was left of the Crane lands. Drawing spirit armies
into his service, and pressing his claim upon the throne as a
Hantei instead of an upstart of no lineage, Hantei XV1 eventually
threw the empire into an eight-year civil war.

Hantei's army of spirits was finally defeated through a combi-
nation of Scorpion treachery, Phoenix magic, and Toruri's diplo- £ 4
macy. Pretending to turn against the Lion and Dragon clans they
had allied with previously, the Scorpions pretended to side with r !
Hantei and Tsuneo. They then led the spirit armies into Beiden
Pass, where the shugenjas of the Phoenix had laid a trap: A
mighty ritual brought the walls of the pass down on the army.
Beaten, Hantei negotiated a peace with Toturi, with a simple
cost attached—Toturi must give one of his sons the Hantei
name. Hantei Naseru spent much of his childhood at the estate ,
of Hantei XVI, and carries the name of the last Imperial line.

TH= CELESTIAL
ORDZR: ROKVUGAN !
CULTURE

In the social philosophy of Rokugan, the universe is an ordered
place. From the heights of the Celestial Heavens (the loftiest
region of the Spirit World) to the depths of Gakido (the infernal
regions of the Spirit World), with the mortal realm squarely in .

between, all creatures and spirits are ordered in a hierarchy, from 3 '” |
greatest to least. Human social order mirrors this cosmic order,
from the Emperor at the top to the eta at the bottom. This
concept of celestial order is the key to the culture of
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Rokugan, for it establishes a society based on law and order in
which everything and everyone has a place.

At the pinnacle of the human social order is the Emperor, the
absolute ruler of Rokugan. The Emperor owns all the land of
the empire; the clans pay taxes to the Emperor as payment for the
right to live and work on the land. Just beneath the Emperor in
status are the kuge, the highest rank of hereditary nobility. The
kuge consist of the Imperial (Toturi) family, the Otomo and
Seppun families, and the Champion of each clan with their
immediate families. While thousands of samurai in Rokugan
bear the Doji family name, only a handful are members of the
Doji noble house. They are members of vassal families, and may
have their own family names, but they use the Doji family name
in official matters. These vassal families, as well as the other great
families of the clans, make up the buke, the hereditary military
class. The buke are the bulk of the noble caste in Rokugan, and all
samurai and shugenja characters are assumed to be part of this
social class. Below the buke are ji-samurai (“half-samurai"), lesser

. warriors from the vassal families and ronin.

TIRZELINE OF ROKVGAN'S HISTORY

The Ancient Time Flourishing of the nagas, tengus,
kitsus, and nezumi.

The Fall of the Kami, the establish-
ment of human civilization and the
founding of the Great Clans.

The Day of Thunder: Shinsei takes one mortal from
each of the Great Clans into the Shadowlands, where
they bind Fu Leng with the Black Scrolls.

Uikku, the Serene Prophet, found by the Phoenix clan.
Uikku's prophecies give insight into the Tao of Shinsei.
Kuni Nakanu notices Taint on corpses and studies its
effects.

Death of Isawa Akuma, appearance of Akuma no Oni
in the Shadowlands.

Crab-Crane war spurred by Crab seizure of Crane
lands. The war results in an Imperial edict forbidding
large-scale warfare among the clans, which remained
in effect until the Scorpion Clan Coup (1123). As a
result of the war, the Yasuki family leaves the Crane
clan and joins the Crab.

Rise of luchiban. Battle of Stolen Graves: Imperial
Guards fight an army of animated corpses in the
streets of Otosan Uchi. luchiban is captured, killed,
and entombed.

luchiban's soul escapes his tomb, gathering Blood-
speakers and raising undead to assault the capital
once more. luchiban is defeated at the Battle of the
Sleeping River and entombed more securely.

Crane forces aid beleaguered Crab armies at the Battle
of the Landbridge, marking the first Crab-Crane coop-
eration since 387.

The Beginning of Time

Hiruma Castle and the building of the Kaiu Wall.

Fall of Morikage Castle; the castle remains haunted to
this day.

Return of the Unicorn clan, greeted with arms by the
Crabs, Lions, and Scorpions. Three large battles were
fought at the Kaiu Wall, White Shore Plain, and the

Massive Shadowlands assault provokes the fall of

The members of the noble class are defined best by the concept
of loyalty. Each noble owes loyalty to another, from the lowliest
petty samurai to the great daimyos (governor/generals) and the
clan champions of the kuge. A noble literally belongs to his lord:
a samurai is not permitted to throw his life away—in battle, ina
duel, or in suicide (seppuku)—without her lord’s permission,
Even the lowliest noble has rights that the lower classes can
never achieve, however, including the right to carry weapons
(particularly the katana and the wakizashi).

Young nobles are raised in schools, whether for samurai or
for shugenjas, where they learn history, philosophy, and lan-
guage in addition to the skills of their character class. They
spend nine years in these schools, rarely seeing their parents,
At some point between the age of 13 and 21, typically around
16, a young noble performs a rite of passage called gempukku
and is considered an adult for the first time. A marriage is soon
arranged for the young noble—love merits no place in a heart
that must belong entirely to one’s lord, Love and passion con-
flict with unquestioning devotion to one’s lord, undermining

Seven Day Battle Plain before the Unicorns were
accepted back into Rokugan.

Shinjo Fujimaka and Ikoma Goheshu discover naga
ruins in Shinomen Forest.

Ascension of Hantei XXXVIII.

Birth of Hantei Sotorii (later Hantei XXXIX).

Scorpion Clan Coup and ascension of Hantei XXXIX.
Imperial family murdered by Scorpions, Scorpions
banished, Akodo family disbanded and Toturi, the Lion
Clan Champion, dishonored. Clan Wars begin.

Toturi crowned as Emperor, Clan Wars end.

Toturi kidnapped by ninja, held in Morikage Castle, and
infected with the Shadow. Scorpion clan blamed and
exiled. War against the Shadow begins. Agasha family
joins the Phoenix clan.

Crabs retake Hiruma Castle.

Battle at Oblivion's Gate. The Shadow named and
defeated, spirits liberated from Jigoku return to Rokugan.
Hantei XVI with his lieutenant, Hida Tsuneo, attempts
to usurp the throne, launching the Spirit Wars.

Near the very end of the war, a Shadowlands corrupted
(Agasha) Tamori leads Tsuneo and a small force of
men through the mountains and into Phoenix territory
where Tsuneo kidnaps the Phoenix children. Spirit
army destroyed in Beiden Pass. Hantei XV| and Toturi
reach an agreement to end the war.

Severe earthquakes and volcanic eruptions in Dragon
lands force evacuation of many Dragon heimins, who
move into Phoenix lands. Personal and political
conflict between Isawa Taeruko and Tamori Shaitung,

Emperor Toturi killed by a monstrous oni in neutral
territory, leaving no designated heir. His four children—
the “Four Winds"—begin a struggle for the throne.
Yasuki Kamoru dies with no heir. Daidoji Hachi is
revealed as the closest relative, takes the Yasuki name,
and attempts to claim Yasuki lands, provoking war
between the Crabs and the Cranes. Kuni Utagu
murdered. Phoenix-Dragon conflict escalates into war
with Phoenix securing Lion allies.
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the loyalty due to the lord. At the age of 40, it is proper for a
noble to retire and become a monk, though many prominent
nobles defy this expectation.

The vast bottom of the Rokugani social order is the bonge,
the lower-class commoners. The bonge includes heimins (“half-
people”)—the ordinary common folk, including farmers and
merchants—and hinins (“nonpeople”). Criminals, entertainers
(including actors, musicians, and geisha), gamblers, and eta
(those who inherit “dirty” jobs involving handling dead people
or animals) make up the hinin class. Despite the apparently
rigid structure of the classes, it is possible for heimins to move
up into the ranks of the buke, usually by distinguishing them-
selves in battle or through marriage. Members of the bonge are
not allowed to approach the Emperor or the members of the
kuge under any circumstances, and always treat members of
the buke with humility and respect. A heimin who compro-
mises a samurai's honor by being rude or insubordinate can
expect to be killed on the spot, and the samurai faces no legal
consequences for preserving his honor in this way.

More information about Rokugan’s culture can be found in
Chapter 2: Classes (Caste and Class in Rokugan), Chapter 4:
Skills and Feats (Skill Contests and clan ancestors), Chapter 5:
Description and Equipment (Alignment and Honor, Religion,
material culture, including food and clothing), Chapter 6:
Combat (iaijutsu duels), and Chapter 10: Your Oriental Adven-
fures Campaign (Cosmology: The Spirit World, and Rewards).
Also, see the sidebar about bushido in this chapter.

TH= =M?7Ir= OF
____ROKVGAR

Population: 30,000,000; humans (noble caste, 7%; common
caste, 93%. Crab clan, 16%; Crane clan, 8%; Dragon clan,
10%; Lion clan, 26%; Phoenix clan, 6%; Scorpion clan, 10%;
Unicorn clan, 14%; minor clans, 10%)

Government: Feudal monarchy

Alignment: LN

Since the death of Emperor Toturi in Shinomen Forest, the
Empire of Rokugan has been without a ruler. Toturi’s wife,
Kaede, was the Oracle of Void—the human incarnation of the
mighty Dragon of Void, nearly divine herself. Though the
Emperor had wished for her to rule until she was able to select
one of his children as the next ruler, Kaede abdicated the
throne mere hours after Toturi's funeral, leaving the throne
empty. Left vying for control of the throne are Toturi's four chil-
dren, known sometimes as the Four Winds of Change. Toturi
Tsudao (female human Samé/Akodo champion 6) is com-
mander of the Imperial legions. Toturi Sezaru (male human
Shu7/Void disciple 5) is a mighty shugenja. Hantei Naseru
(male human Sam12) was given the Hantei name as part of the
treaty between Toturi and Hantei XVI that ended the Spirit
Wars. Akodo Kaneka (male human Sam14), Toturi's bastard son
by a geisha, is the eldest of his children.

INPERIAL FARILIZES

The leadership and bureaucracy of the empire has its own
families, responsible for the functioning of the government.
With the exception of the children of Toturi, most characters
in the Imperial families are aristocrats, though many Seppun
are warriors and samurai,

IMP=RIAL LANDS

The Toturi family is the Imperial line, consisting at present of
the late Emperor’s three children.

The Seppun family is considered the “first family” of the
empire, ranking behind only the Toturi in prestige. Its mem-
bers are the defenders of the Emperor and the capital city, com-
prising the bulk of the higher levels of the Imperial Guard as
well as the body of the Imperial Court. :

The Otomo family produces the bureaucrats of the empire's | 1)
government, expert manipulators and masters of tedium. h

The Miya family provides the Emperor's heralds and diplo- || |}
mats, honorable and committed to their duty. il

In addition to the established families of the Imperial court, | |
the Emerald Champion serves as the chief magistrate of the J l
Emperor. The Emerald Champion is chosen by right of combat, {il}
while the Emerald Magistrates under his command are difls

appointed, either by the Emerald Champion or by the Emperor |}
himself. The current Emerald Champion, Seppun Toshiken, i

Toturi’s last commands, however, was that a Test of the Emerald
Champion should be held and a new Champion selected. In
the wake of the Emperor’s death, the test has not yet occurred.

Otosan Uchi, the capital of the empire, is situated on Rokugan's
eastern coast, roughly half way between the lands of the Crab
and those of the Phoenix. As the home of the Emperor and seat
of the government, much important activity occurs there—but
few visitors are actually permitted to enter the city itself.
Instead, business is conducted at the four “hub villages” that
surround the capital, serving as a base of operations for lesser
ambassadors, merchants, and bureaucrats. Kita Chushin, the
north hub village, is a center of trade, while Minami Chushin,
the south village, is a communal home to poets, painters, and
other artists hoping to make a name for themselves in the capi-
tal. The east village, Higashi Chushin, is the place to hire mer-
cenaries, and the west village, Nishi Chushin, holds immense {2}
warehouses full of rice collected as taxes.

The Seppun reside in a great palace northeast of the capital, I
while the ancestral home of the Miya is far to the west, between ¥+ 1
the Unicorn and Scorpion lands.

CRAB CLAN

Population: 3,000,000; humans
(Crab clan noble caste, 15%;
common caste, 85%)

Clan Champion: Hida O-Ushi
(female Crab Sam 5/Hida
defender 10)

Imports: Foodstuffs

Exports: Iron, tea, fish

Alignment: LN

Staunch defenders of the great Kaiu Wall, ever vigilant against
attacks from the Shadowlands, the samurai of the Crab clan are
Rokugan's greatest defense against any external threat. Theirs is
a grim existence, and the Crabs see little time in life for the
courtly activities so enjoyed by other samurai—arts, diplomacy,
etiquette, and the like. The other clans view the Crabs as crude,
unwashed brutes, and that stereotype is often close to the truth.
But few other samurai in Rokugan would accept the respon-
sibility that the Crabs shoulder: to fight off the fearsome



goblins, ogres, and oni of the Shadowlands, preventing them
from overrunning the empire.

! RECENT HISTORY

During the Spirit Wars, the Crab lands were ravaged by the spirit
armies of Hantei XVI and his general, a ferocious Crab named
HidaTsuneo. The Crab champion, Hida O-Ushi, lost her husband
on the field of battle, but her two sons, Kuon and Kuroda, remain.

Toward the end of the Spirit Wars, a new twist of events sent
the Crab clan into war: the death of Yasuki Taka, daimyo of the
Yasuki family, with no heir. The scholars of the Seppun family
searched their records and located the nearest relative of the
late Taka: Daidoji Hachi. Hachi’s attempt to claim the lands he
considers his have launched the Crabs and the Cranes into a
fierce war over this valuable territory.

RAB FARILIZES

 The Crab families, with the possible exception of the Yasuki, are
"1 defined by their opposition to the Shadowlands.
- The Hidas are the leaders of the clan, strong defenders of the
Kaiu Wall. The Hida defender prestige class is described below.
The Kaius are the engineers and artisans who build and
| maintain that wall. Kaiu engineers are usually experts, and
occasionally samurai.
! The Hirumas are scouts who venture into the twisted
. Shadowlands beyond the Kaiu Wall. They adopt the shadow
scout prestige class described in Chapter 3: Prestige Classes.
The Kuni represent some of the most feared shugenjas in
' ‘Rokugan. People are scared of them because the Kuni would
rather study evil than eliminate it outright. The Kuni are most
famous for their witch hunters, who hunt down Tainted magic
“both outside the empire and within it. See The Witch Hunters
. in this chapter for more information.
The Yasuki family, now torn between the Crab and the Crane
" from which they originally came, are merchants famous through-
| out Rokugan for their shrewd business sense and gray ethics.
The Toritaka family (formerly the Falcon minor clan) was
absorbed into the Crab clan sometime around 1121. Its mem-
bers often train as rangers.

H= HIDRA DEFEND=ER

The Hida samurai school is well known as the most relent-
lessly brutal training grounds in the empire. Students undergo
a grueling regime of swordplay drills, mock combat, and military
philosophy, designed to sharpen the mind and toughen the body.
Hida defenders train in great armor, a unique characteristic that
fits well with the Crab philosophy of strength and endurance.
Unlike the Hirumas, who emphasize speed and tact, the Hidas
need their students to be strong, and they push them to the limits

of their endurance. As a result, Hida defenders have the stamina
to fight for hours without tiring, and can hold a formation against
any aggressor. Their training gives them the power they need 1o
defend Rokugan against the Shadowlands and forms the back-
bone of the Crab military machine.

Hida defenders are almost exclusively drawn from the samu-
rai and fighter character classes.

NPC Hida defenders are found atop the Kaiu Wall, in unceas-
ing vigilance against any incursion from the Shadowlands into
the empire’s territory. The defense of the empire is their primary
concern, taking precedence over politics, artistic pursuits, and
the false sincerity of courtly manners.

Hit Die: d12.

REQUIREMENTS

To qualify to become a Hida defender, a character must fulfill
all the following criteria.

Race: Human (Crab).

Alignment: Any nonevil.

Base Attack Bonus: +5,

Feats: Armor Proficiency (heavy), Power Attack, Weapon
Focus (battleaxe, warhammer, or greatclub).

CLASS SKILLS
The Hida defender’s class skills (and the key ability for each skill)
are Climb (Str), Handle Animal (Cha), laijutsu Focus (Cha),
Intimidate (Cha), Jump (Str), Knowledge (Shadowlands) (Int),
Ride (Dex), Sense Motive (Wis), and Swim (Str). See Chapter 4:
Skills and Feats in the Player’s Handbook for skill descriptions.
The Iaijutsu Focus skill is described in Chapter 4 of this book.
Hida defenders have little time or patience for what they con-
sider frivolous pursuits, like crafts and artistic endeavors.
Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES
The following are class features of the Hida defender.

Weapon and Armor Proficiency: Hida defenders do not
gain any additional weapon or armor proficiency.

Smite (Su): Once per day, a Hida defender can make a single
melee attack with a +4 attack bonus and a damage bonus equal
to his defender level (if he hits). The defender must declare the
smite before making the attack.

Critical Focus (Ex): When using a weapon for which he has
the Weapon Focus feat, a Hida defender increases the critical
multiplier of the weapon by 1. If he has Weapon Focus with more
than one weapon, he must choose a single weapon for his critical
focus, and he must choose the battleaxe, warhammer, or great-
club. Thus, the critical multiplier for the battleaxe or warhammer
increases to x4, while the greatclub increases to x3. The threat

range for the weapon does not change,
though the defender can still choose the

Class Base Fort Ref will Improved Critical feat with the same

Level Attack Bonus Save Save Save Special weapon if he meets the prerequisites.
st +1 +2 +0 +0 Smite, critical focus Rage (Ex): When he needs to, a Hida
SR 2nd +2 +3 +0 +0 Rage 1/day defender can fly into a screaming blood
. ! Ei TR 3rd +3 +3 +1 +1 Damage reduction 1/— frenzy. In a rage, a defender gains phenom-
LITITL L8 Ath +4 +A +1 + Rage 2/day enal strength and durability but becomes
: Sth +3 4 +1 + Damage reduction 2/— reckless and less able to defend himself
gtt +g + te 2 Rage 3/day — He temporarily gains +4 to Strength, +4 10
3:h 1—8 :g Ig Ii RD:g;a‘ﬁ%; wetion 3/ Constitution, and a +2 morale bonus on
oth 49 +6 +3 43 Damage reduction 4/— will saves, but syffers a-2 p.enal.ry to AC,
10th +10 &7 +3 +3 Rage 5/day The increase in Constitution increases

the defender’s hit points by 2 points per



level, but these hit points go away at the end of the rage when the
Constitution score drops back to normal. These extra hit points
are not lost first the way temporary hit points are. While raging, a
Hida defender cannot use skills or abilities that require patience
and concentration, such as moving silently or casting spells. (The
only class skills he can't use while raging are Craft, laijutsu Focus,
and Sense Motive.) He can use any feat he might have except for
Expertise, item creation feats, metamagic feats, and Skill Focus (if
it' tied to a skill that requires patience or concentration). A fit of
rage lasts for a number of rounds equal to 3 + plus the character’s
(newly improved) Constitution modifier. The defender may pre-
maturely end the rage voluntarily. At the end of the rage, the
defender is fatigued (-2 Strength, —2 Dexterity, can't charge or
run) for the duration of that encounter. The defender can only fly
into a rage once per encounter, and only a certain number of
times per day (determined by level). Entering a rage takes no time
itself, but the defender can only do it during his action, not in
response to somebody else’s action. A defender can', for example,
fly into a rage when struck down by an arrow in order to get the
extra hit points from the increased Constitution, although the
extra hit points would be of benefit if he had gone into a rage ear-
lier in the round, before the arrow struck.

Ifa Hida defender has a rage ability from another class (such as
barbarian), he gains the ability to rage more often. Each daily use
he gains from his Hida defender levels adds to the daily uses he
has from his barbarian levels. Thus, a 6th-level barbarian/4th-level
Hida defender can rage four times per day—twice from his bar-
barian levels and twice from his Hida defender levels,

Damage Reduction (Ex): Starting at 3rd level, the Hida
defender gains the extraordinary ability to shrug off some
amount of injury from each blow or attack. Subtract 1 from the
damage the defender suffers each time he is dealt damage. At
sth level, this damage reduction rises to 2. At 7th, it rises to 3.

RULTIPLE PRESTIGE CLASSES

It is extremely uncommon for a samurai to train in more than
one school—or, for that matter, for a samurai to train in
another clan's school. No hard rules prevent this, but the
Dungeon Master should discourage or even prohibit charac-
ters from switching from one prestige class to another. One
possible exception is the tattooed monk prestige class, which
may be available to a character from another school who has
allies among the Dragon clan.

When a character reaches the pinnacle of a prestige class, he
typically follows one of two possible routes: returning to his
original class in order to pick up extra feats or special abilities,
or adopting the monk class as a sort of retirement.

THEZ WITCH HUNTERS

Since the days of the infamous maho-tsukai luchiban, a very
small branch of the Kuni have taken a more forceful role in the
battle against the Shadowlands. They feel that evil must not be
allowed to spread into the empire, and have dedicated them-
selves to wiping out all traces of evil in Rokugan proper. These
rare Kuni are known as tsukai-sugasu, or witch hunters, They
are still required to learn the mystic secrets of their family, but
they also study the warrior arts with their Hida kin. When they
are ready, they set out in the world, using their knowledge and
weaponry to destroy the Shadowlands Taint wherever it may

CRAB LANDS

RDVENTURE HOOKS

At 9th, it rises to 4. Damage reduction can reduce damage to 0
but not below 0.

The Crab lands are bitter and dark. On most days, clouds and
smoke obscure all but a thin shred of sunlight. Most of the Crab
lands are high, rocky mountains where little grows, although
the Yasuki lands to the east are the notable exception.

The Hidas control most of the land between the Twilight
Mountains and Earthquake Fish Bay, as well as the mines and
plantations in the foothills. The Kaius control most of the moun-
tains, and most of their settlements are adjacent to the Wall. The |
Yasuki maintain the mercantile areas around the bay, and the
Kuni seem content with their blackened wasteland. Some Hiru- ||
mas stay in Shiro Hiruma, constantly on guard against Shadow-
lands assaults, while most live in or near the city of Maemikake. |

There's no better place in Rokugan for a classic dungeon crawl ||
than the catacombs beneath the Kaiu Wall. The efforts of the Crab
clan are focused on the gateways through the wall and the scout
paths alongside it, and leave the rest mostly to itself. Hundreds of
miles of forgotten rooms and corridors stretch along the wall’s
entire length, full of traps, obstacles, and Shadowlands monsters
that have wandered in and become lost. There are enough dun-
geon twists and turns in the Kaiu Wall to last an entire campaign.
The map on the following page is an example of what a part of this
dungeon might look like.

The threats of the Shadowlands lurk not just on the far side of
the Kaiu Wall. Characters might encounter oni and other
Shadowlands creatures in the Kuni Areno (Kuni Wastes) or
within the Shinomen Forest. Stray oni are also frequently

appear. These characters adopt the witch hunter prestige class |
described in Chapter 3: Prestige Classes.

During the Spirit Wars, a single Kuni witch hunter rose to a rs
position of prominence in the empire. Kuni Utagu won the posi-
tion of Jade Champion—the foremost shugenja in the empire—
and used that position to launch a tireless crusade to hunt down
and exterminate maho-tsukai in Rokugan. The Phoenix masters
frowned on Utagu's crusade, since they see themselves as the true
guardians of magic. Other, quiet voices questioned Utagu’s meth-
ods, though never his motives, for he was exceedingly harsh in his
investigations, interrogating entire villages of heimins in order to {!
find a single dabbler in the dark arts of maho, and even extracting
confessions under torture. His unbounded energy, some say,
would have been put to better use investigating bigger fish.

And now Kuni Utagu lies dead in the Imperial Court, in the
wake of a loud and visible quarrel with Toturi Sezaru, the late
Emperor’s third child. The witch hunter's hands and wrists are
slit, suggesting that his blood was used to power a maho spell,
and further evidence implicates Sezaru. Sezaru protests his inno-
cence, and no one is yet willing to make a formal accusation.

The loose network of Kuni witch hunters is now dead set on
revenge. Convinced that a powerful maho-tsukai is located
within the Imperial Court, many witch hunters are focusing
their efforts on uncovering this presumed evil mastermind
behind Utagu's death.

|
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encountered in the tunnels between Higashiyama and
Nishiyama, to the east in Yasuki lands. These twisting passages—
aseries of natural caverns and underground paths—form a quick
shortcut across the Wall Above the Ocean Mountains, but regu-
lar incursions by Shadowlands creatures make the journey very
dangerous. The Hida send a group to the tunnels at least every
year to purge the creatures, but the oni keep returning,

CRANE CLARN

Population: 3,000,000; humans
(Crane clan noble caste, 10%;
common caste, 90%)

Clan Champion: Doji Kurchito
(male Crane Samé/iaijutsu
master §)

Imports: Silk, spice, iron

Exports: Foodstuffs, crafts, art, sake

Alignment: LN

The Crane clan has shaped the civilization of Rokugan from the
beginning. Since the time of the first Hantei, a Crane has been
the Imperial Advisor, and until the last Hantei, a Doji has been
every Emperor's bride. They are the masters of the political
intrigue that surrounds the Imperial court—until very recently,
the undisputed masters (the Scorpions now challenge that
claim). They hold favors in store from nearly every family of
every clan, and know how to call in favors at the right time and
circumstance. The members of the Crane clan are noble in every
sense of the word, refined, cultured, civilized, and graceful.

RECENT HISTORY

Were it not for their war with the Crabs over the Yasuki lands, the
Cranes would be on top of the world. Their former clan cham-
pion, Doji Kuwanan, became immortal and watches over the city
of Volturnum to keep it free of Taint. Despite the rather unortho-
dox marriage of their headstrong new champion, Kuwanan's son
Kurohito, to a Phoenix spirit, life for the Crane clan appears to be
going well. The Cranes have not invested too much effort into
their war with the Crabs, knowing that the right is on their side
and that the Crabs cannot afford to divert too many resources
away from the defense of the Kaiu Wall. However, the Cranes do
feel the loss of arable land after Oblivion’s Gate, the Kumo, and the
Spirit Wars when fields were flooded, salted, and burned.

When the Scorpions were blamed for Emperor Toturi’s kid-
napping and sent into exile some thirty-five years ago, the
Cranes fostered their children, so the Scorpions and Cranes
share some uncharacteristically close ties now that those chil-
dren are grown. There are even some adult Cranes whose ances-
try is Scorpion, whether they know it or not, since not all the
exiled Scorpions returned alive.

(RANE FARILIZES

The families of the Crane are all cultured, sophisticated, and
noble, though individual members of those families naturally
deviate from that ideal.

The Doji are the most recognized diplomats and courtiers in
the empire. Doji characters are usually members of the aristo-
crat NPC class.

The Daidoji, though still refined, are the more military arm
of the Crane, often called the “Iron Crane" Their crafty samurai

TH=Z DRIDOJ1 BODYGURARD

CLASS SKILLS

CLASS FEATURES

frequently adopt the Daidoji bodyguard prestige class, de-
scribed below.

The Kakitas are known for their artisans and their iaijutsu
masters, duelists whose mastery of the katana is an art form in
itself. The iaijutsu master prestige class is described in Chapter
3: Prestige Classes.

The Asahinas are the shugenjas of the Crane clan. Devoted to
pacifism, they are also the greatest creators of magic items—
from talismans to magic arms and armor—in Rokugan.

The Daidoji are among Rokugan’s craftiest fighters, concentrat-
ing on defensive maneuvers and a style of fighting that induces

their opponents to defeat themselves. They make excellent body- ||
guards, although these abilities can also be turned toward shadier |
pursuits, and many Daidoji work as smugglers and spies. The |

Daidoji aren't ashamed of their illicit activities, although they |

don't go to any extremes to shout them to the world. Similar to

underground spies, the Daidoji are the shadows in the court,
gathering information and protecting the Doji diplomats. If ||
something is needed, the Daidoji can find it. If there's a shipment |

that must get through, there's a Daidoji willing to take it there.
Let the Doji use their skills to hide any dishonor; the Daidoji are
willing to do what must be done, for the sake of the clan.

While most characters in the Daidoji bodyguard school are
samurai, a few rogues also train in the school and adopt the
bodyguard prestige class,

Daidoji bodyguards, as the name suggests, are most commonly
found serving as yojimbo (bodyguards) to Doji courtiers and
other important Cranes. Others are found involved in criminal
operations—or at least borderline activities.

Hit Die: d12.

ZQUIREZNE=NTS

To qualify to become a Daidoji bodyguard, a character must ful-¢.

fill all the following criteria.
Race: Human (Crane).
Alignment: Any lawful.
Base Attack Bonus: +5.
Feats: Improved Initiative, Dodge, Toughness.

The Daidoji bodyguard’s class skills (and the key ability for each
skill) are Bluff (Cha), Craft (Int), Decipher Script (Int, exclusive
skill), Diplomacy (Cha), Disguise (Cha), Forgery (Int), Gather

Information (Cha), Innuendo (Wis), Intimidate (Cha), Listen |

(Wis), Read Lips (Int, exclusive skill), Search (Int), Sense!
Motive (Wis), and Spot (Wis). See Chapter 4: Skills and Feats in
the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

The following are class features of the Daidoji bodyguard.
Weapon and Armor Proficiency: Daidoji bodyguards do
not gain any additional weapon or armor proficiency.
Defensive Refocus (Ex): A Daidoji bodyguard can refocus
while using the total defense action. While on total defense, the
bodyguard gets the usual +4 dodge bonus to his AC, though he
cannot move as well. On the following rounds of combat, the
character moves up in the initiative count and is positioned as
though he had rolled a 20 on his initiative check.
Defensive Awareness (Ex): Starting at 2nd level, the
Daidoji bodyguard gains the extraordinary ability to
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react to danger before his senses would normally allow him to
even be aware of it. At 2nd level and higher, he retains his Dex-
terity bonus to AC (if any) regardless of being flat-footed or
struck by an invisible attacker. (He still loses any Dexterity
bonus to AC if immobilized.)

At 5th level, the Daidoji bodyguard can no longer be flanked,
| since he can react to opponents on opposite sides of him as
easily as he can react to a single attacker. This defense denies
rogues the ability to use flank attacks to sneak attack the
Daidoji bodyguard. The exception to this defense is that a rogue
| at least 4 levels higher than the bodyguard can flank him (and
- thus sneak attack him).

At 10th level, the Daidoji bodyguard gains an intuitive sense
that alerts him to danger from traps, giving him a +1 bonus on
Reflex saves made to avoid traps.

Defensive awareness is cumulative with uncanny dodge. If
'+ the Daidoji bodyguard has another class that grants the
. uncanny dodge ability, add together all the class levels of the
classes that grant these two abilities and determine the charac-
" ter’s defensive awareness ability by looking up the level total on
the rogue table in the Player’s Handbook.

Evasion (Ex): At 3rd level and higher, a Daidoji bodyguard
| canavoid even magical and unusual attacks with great agility. If
the bodyguard makes a successful Reflex saving throw against
an attack that normally deals half damage on a successful save,
he instead takes no damage. The Daidoji bodyguard can only
use evasion if he is wearing light armor or no armor.

Moving the Shadow (Ex): At 4th level, a Daidoji bodyguard
.~ learns the techniques of taking advantage of an opponent’s armor.

 The Daidoji bodyguard gains a dodge bonus to his AC equal to the
armor check penalty (if any) of the opponent striking him.
| Damage Reduction (Ex): At 6th level, the Daidoji body-
© guard gains the extraordinary ability to shrug off some amount
of injury from each blow or attack. Subtract 3 from the damage

he Daidoji bodyguard takes each time he is dealt damage. At
9th level, this damage reduction rises to 6. Damage reduction
can reduce damage to 0 but not below 0. (That is, the bodyguard
cannot actually gain hit points in this manner.)

Defensive Roll (Ex): At 8th level, the Daidoji bodyguard
learns to roll with a potentially lethal blow to take less damage
from it. Once per day, when a Daidoji bodyguard would be
reduced to 0 hit points or less by damage in combat (from a
weapon or other blow, not a spell or special ability), the bodyguard
can attempt to roll with the damage. He makes a Reflex saving
throw (DC = damage dealt) and, if successful, takes only half
damage from the blow. He must be aware of the attack and able to
react to it in order to execute his defensive roll—if he is denied his
Dexterity bonus to AC, he can't roll. Since this effect would not
normally allow a character to make a Reflex save for half damage,
the bodyguard’s evasion ability does not apply to the defensive roll.
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TABLE 11-2: THE DAIDOjI BODYGUARD

Class Base Fort Ref
Level Attack Bonus Save Save
Ist +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
+7 +5 +2
+8 +6 +2
+9 +6 +3
+10 +7 +3

CRANZE LANDS

The lands of the Crane stretch the length of Rokugan’s eastern
coast, from the northern lands surrounding the Imperial Capi-
tal to the far south, where they battle the Crab over the Yasuki
lands. Their fields are the most prosperous in the empire, and
thus often the most hotly disputed.

The Doji and the Kakitas dwell in the northern part of Crane
territory, north of the Spine of the World Mountains and sur-
rounding the Imperial lands, where they can most easily make
the presence felt in the court. The remaining families dwell
on the other side of the mountains, down the coastline of
Rokugan to the Tidal Landbridge where Daidoji Masashigi died
defending Rokugan from the Shadowlands. The lands of the
Kenkai Peninsula are fertile but occasionally swampy, and now
hotly disputed between the Crane and the Crab.

RDVENTURE HOOKS

Somewhere in the foothills of the Spine of the World Moun-
tains, near where the River of the Blind Monk spills into the
Three Sides River, a beautiful golden palace once stood. Built
by an Asahina shugenja named Mifune for his Dragon bride,
the palace was crafted by the finest artisans of the Crane clan
and was a marvel of artistic achievement. Bandits took the
palace one night, however, killing the Dragon bride, and
Asahina Mifune fell into despair. After carrying his wife’s body
to the roof, he summoned some dark magic, and the entire
palace disappeared. The ground where the palace stood is said
to be haunted: on certain nights villagers say the rortured
screams of the bandits still echo through the hills, and strange
lights flicker about the plateau.

Creatures of the Shadowlands are by no means encountered
only in the Crab territories. On the southern coast of the
Kenkai Peninsula, a tiny village called Oni Mura has lain com-
pletely deserted for nearly half a century. Although the fields
around the village are tended, the heimins refuse to live within
the rotting huts of the village grounds, for fear that an oni that
ravaged the village forty years ago might still lurk within the
village's stone enclosure. The village has practically been rebuilt
at the edge of the woodlands that surround the fields, as the
heimins have relocated to what they consider a safe distance
outside, It is possible the oni remains, though it seems unlikely
it would have remained so quiet for so long. It is also possible
that the ghosts of the villagers slain by the oni remain to haunt
the village and its fields, and indeed the heimins do not leave
their homes at night. It is also possible that the heimins have
allowed unreasoning fear to dominate their lives for an entire
generation, with no grounding in actual fact.

will
Save Special

+0 Defensive refocus

+0 Defensive awareness (Dex bonus to AC)
+1 Evasion

+1 Moving the shadow

+1 Defensive awareness (can't be flanked)
+2 Damage reduction 3/—

+2

+2 Defensive roll

+3 Damage reduction 6/—

+3 Defensive awareness (+1 versus traps)



DRAGON CLAN

Population: 3,200,000; humans
(Dragon clan noble caste, 12%;
common caste, 88%)

Clan Champion: Togashi Hoshi
(male demideity Sam5/Miru-
moto niten master 10/tattooed
monk §)

Imports: Foodstuffs

Exports: Gold, wool

Alignment: LN

The Dragon is the most enigmatic and secretive of the Great
Clans. For a thousand years, Dragons have lived in virtual seclu-
sion in the high mountains of the Great Wall of the North, They
are best known for two things: the mysterious ise zumi order of
tattooed monks, and the unusual fighting style of the Miru-
moto school, which teaches the use of the katana in one hand
and the wakizashi in the other. The ise zumi in particular, but
all Dragons at times, are known for protracted silence, evading
direct questions, and speaking in riddles.

ECENT HISTORY

Early in the War Against the Shadow, the ancient shugenja family
of the Dragon clan, the Agasha, seceded from the clan to join the
Phoenix clan. Taking the Agasha library with them, the shugenjas
of the family moved into the mountains of the Phoenix lands,
establishing a new Shiro Agasha high in the mountain peaks. One
leader of the family, Agasha Tamori, refused to join the Phoenix,
arguing that the Dragon clan preserved an ancient practice of
magic that was valuable in its own right and should not be sub-
sumed into the Phoenix approach. Tamori founded a new

shugenja school in the deserted Agasha castle, and launched the
Dragon’s new shugenja family, the Tamori. Although Tamori
himself was a fire shugenja like most of the Agasha, his daughter,
Tamori Shaitung, studied the ways of earth, and has steered the
school in that direction since her father’s death at Oblivion’s Gate.
The departure of the Agasha seems to have fueled a growing
arrogance among the Phoenix, and Tamori Shaitung in particu-,
lar has no patience for the way they boast about their magical
power. This tension has become exacerbated in recent years, as
seismic activity has increased dramatically in the Dragon’
mountains. Many Dragon refugees have fled to the western
edge of the Phoenix lands, settling around the Iron Rings Cas-
cade and the Shrine of the Ki-Rin. Once the Phoenix were sure
the Lion clan would support them, the situation escalated to
outright warfare. The shugenjas of the Phoenix and the fledg-
ling Tamori family are at the center of this conflict, while Miru-

moto and Lion forces meet on the fields of battle. No end to the /
conflict is in sight, as Tamori Shaitung and Isawa Taeruko—/

both powerful earth shugenjas—seem to loathe each other
both politically and personally.

DRAGON FARILIZES

The Dragon is not a clan in the technical sense of the word, since
the kami who founded the Dragon, Togashi, is not the physical
ancestor of the Dragons. Mirumoto and Agasha were the first two
monastic disciples of Togashi, and the families that carry their
names (including the Kitsuki and the Tamori, both formed from
the Agasha) are the physical descendants of those two. The
Togashi “family,” however, is made up of members of other fami-
lies and even other clans who choose to join the monastic order of
the ise zumi (and likewise for Hitomi's kikage zumi). Only at the
end of the Clan War was it revealed that Togashi (also known as

Togashi Yokuni) still lived, and did in fact have a son—Togashi | T

Hoshi, the dragon-man, current champion of the Dragon.
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The Mirumoto are the samurai of the Dragon clan, distin-
guished from all the other samurai in Rokugan by their style of
fighting with katana and wakizashi. The Mirumoto niten
master prestige class is described below.

The Togashi “family” is actually a monastic order, whose mem-
bers are the enigmatic ise zumi, or tattooed monks. The tattooed
monk prestige class is detailed in Chapter 3: Prestige Classes.

Before taking the place of the moon deity she helped
destroy, Mirumoto Hitomi established her own order of tat-
tooed monks, now called kikage zumi and carrying the
Hitomi family name.

The Tamori are the shugenjas of the Dragon clan, the rem-
nants of the Agasha family who did not join the Phoenix clan.
While they are historically responsible for keeping the knowl-
edge of the clan in their libraries, their conflict with the
Phoenix shugenjas has now led the two clans into war.

The Kitsuki family serves as the Dragon clan’s corps of diplo-

" mats and magistrates. They are distinguished by an uncanny abil-

ity to see through the veneer of deception that covers most social
' interaction in Rokugan and arrive at the truth of any matter.

\THE RIRURMOTO TUTER
MAST=ER

| While Togashi listened to Shinsei expounding his philosophy to
the first Hantei, he grew frustrated and stormed out of the court.
Taking up a seat of meditation, he refused to move, or even to eat,
until he understood this philosophy that Shinsei had brought.
| After he had fasted for nine days, Shinsei himself came to sit
|1 with the troubled Togashi. Togashi repeated his ultimatum—
“I will not move until I understand’—and Shinsei responded
. with but three words: “Neither will 1" After a moment, Togashi
* laughed and bit into a plum.

" Samurai of the Dragon clan train in a simple dojo with Shin-
sei’s three words painted on the wall. To the Mirumoto family,
these words are a reminder that a samurai’s duty is to his lord.
' While he was starving himself, Togashi was also starving those
he promised to protect, and Shinsei's words reminded Togashi

o that he was being selfish in putting his own search for enlight-

enment over his responsibility to others.

The Mirumoto school teaches a unique style of swordplay,
rooted in this sense of duty. Mirumoto wrote, “Some people say
I am a coward. A samurai’s duty is to protect his lord. Are they
so simple-minded that they cannot see that two swords serve
their lord better than one?” Unlike the Two-Weapon Fighting
feat described in the Player’s Handbook, the Mirumoto niten
(“two-sword”) style typically employs the wakizashi for defense
rather than offense.

Mirumoto niten masters are almost exclusively drawn from
the samurai character class.

NPC Mirumoto niten masters are the military leaders of the
Dragon clan. The Mirumoto family shoulders the responsibility of
protecting the clan from attack and from assassination attempts,

Hit Die: d10.

REQUIREMENTS

To qualify to become a Mirumoto niten master, a character
must fulfill all the following criteria.

Race: Human (Dragon).

Base Attack Bonus: +5.

Skills: Knowledge (arcana) 3 ranks.

Feats: Exotic Weapon Proficiency (katana), Expertise, Two-
Weapon Fighting.

CLASS SKILLS

The Mirumoto niten master’s class skills (and the key ability for
each skill) are Balance (Dex), Climb (Str), Concentration (Con),
Craft (Int), Diplomacy (Cha), Iaijutsu Focus (Cha), Intimidate
(Cha), Jump (Str), Knowledge (arcana) (Int), Perform (Cha),
Profession (Wis), Ride (Dex), Sense Motive (Wis), Swim (Str),
and Tumble (Dex). See Chapter 4: Skills in the Player’s Handbook
for skill descriptions. The Iaijutsu Focus skill is described in
Chapter 4 of this book.
Skill Points at Each Level: 2 + Int modifier.

CLASS F=ATURES

The following are class features of the Mirumoto niten master,

Weapon and Armor Proficiency: Mirumoto niten masters
do not gain any additional weapon or armor proficiency.

Niten Technique (Ex): Unique among the samurai of Roku-
gan, the Mirumoto niten masters learn to fight with the katanain
one hand and the wakizashi in the other. Unlike the style of the
Two-Weapon Fighting feat, however, this technique does not
teach the use of the off-hand weapon to attack. Instead, the wak-
izashi serves as a shield, adding a +2 armor bonus to the niten
master's AC while he is wielding both weapons. This bonus stacks
with other armor bonuses except for the bonus from a shield. The
bonus rises to +3 at 4th level, to +4 at 7th level, and to +5 at 10th
level. The niten master does not suffer a penalty to her primary
attack while wielding the wakizashi in this way. If the niten
master uses the wakizashi to attack, she loses this AC bonus until
her next action. A magic wakizashi does not add its enhancement
bonus to the niten master’s AC unless it is a defending weapon or
has been otherwise specially enhanced for defense.

Aid Shugenja (Su): At 3rd level, a Mirumoto niten master
can use her own personal energy to empower a shugenja's spell
when she is the target of that spell. The spell is treated as if the
shugenja had used the Empower Spell metamagic feat, includ-
ing the longer casting time. The niten master can use this ability

‘TABLE 11-3: THE MiRuMOTO NITEN MASTER

Class Base Fort Ref will
~ Level Attack Bonus Save Save Save Special
T +1 +2 +0 +2 Niten technique (+2 AC)
© 2nd +2 +3 +0 +3
3rd +3 +3 +1 +3 Aid shugenja 1/day
4th +4 +4 +1 +4 Niten technique (+3 AC)
5th +5 +4 +1 +4 Aid shugenja 2/day
6th +6 +5 +2 +5
7th +7 +5 +2 +5 Niten technique (+4 AC), aid shugenja 3/day
8th +8 +6 +2 +6 Diamond soul
9th +9 +6 +3 +6 Aid shugenja (maximize) 4/day
10th +10 +7 +3 +7 Niten technique (+5 AC)



once per day at 3rd level, twice per day at 5th level, three times
per day at 7th level, and four times per day at 9th level.

At 9th level and above, the niten master can apply the Maxi-
mize Spell feat to spells cast on her instead. She must decide
before any applicable dice are rolled whether she wishes to
maximize or empower the spell.

Aniten master cannot empower an already empowered spell,
or maximize an already maximized one.

Diamond Soul (Ex): At 8th level, the Mirumoto niten
master gains spell resistance equal to 20 + her Charisma modi-
fier. In order to affect the niten master with a spell, a spellcaster
must roll the niten master’s spell resistance or higher on 1d20 +
the spellcaster’s level.

IRAGON LANDS

The Dragon lands include the highest mountain peaks in Roku-
gan, stark and snowy but beautiful in their majestic grandeur.
However, these mountains are stirring from their serene con-
templation and beginning to shake and erupt with lava. Many
members of the Dragon clan, particularly the Mirumoto and
Kitsuki families, have been forced to leave their ancestral lands,
swelling the western Phoenix lands with refugees. Kanawa
Taki, the Iron Rings Cascade, is the region where many of these
refugees have settled, much to the chagrin of the Phoenix.

ADVENTURE HOOKS

Journeying to visit the Dragon clan, for whatever reason—diplo-
macy, trade, or perhaps in hopes of becoming a tattooed monk—
is an adventure in itself. Reaching Shiro Mirumoto or Kyuden
Togashi requires a long trek through the mountains, and it is not
even certain that the road leads all the way to the Togashi castle.
Those who approach the castle with pure intentions can usually
find it; those whose motives are less pure seem always to find
themselves lost in the mountains. In this time of heavy seismic
activity, the journey is an even more dangerous one.

To the north of the Dragon lands, hidden in the Great Wall of
the North Mountains, is a secretive shrine called Hinanbasho
sano Mitsu Shimai (the Shrine of the Three Sisters). For centuries,

DRAGONS

The dragons of Rokugan are not the lung dragons described in
Chapter 9: Monsters—though they resemble them—nor are they
anything like the dragons found in the Monster Manual. The drag-
ons are beings of pure elemental forces, powerful and wise beyond
the ability of the human mind to comprehend. They are deities, on
a par with Heironeous and Vecna, and no less mysterious.

Dragons are shapeshifters, able to assume any form they wish.
Often they are seen as physical embodiments of the elements or
forces of nature. They occasionally take human form, usually to
teach a lesson in humility to a vain or vulgar mortal. They can
seem pleasant and beautiful, or terrible and ferocious, depending
on their intent. They command the elements like the mightiest
shugenjas, but need no complex rituals or focus items.

Seven dragons have been seen in Rokugan. Five of them are
commonly referred to as the “elemental dragons,” the dragons of
air, earth, fire, water, and Void. The earth dragon has the most
consistent and identifiable form: It always appears as a long, coiled
and scaled serpent that appears to be made of stone and mud.
The fire dragon typically appears as endless coils of endless flame.

RECENT HISTORY

this shrine was inhabited by three mysterious hags, supposed to
have prophetic powers, who served the Lord Moon, Onnotangu.
During the War Against the Shadow, Mirumoto Hitomi jour-
neyed to this shrine and challenged the moon deity. At the same
time, the monk Takao fought and defeated the moon's avatar at
Otosan Uchi, and Hitomi rose victorious as the new moon. The
Shrine of the Three Sisters is now the monastery home of the
kikage zumi, Hitomi’s remaining followers on earth. The cult of
the moon has always been connected to evil activity in Rokugan,
and even with a new moon deity making her way through the
heavens, that does not seem to have changed much.

_LION CLAN

Population: 4,000,000; humans
(Lion clan noble caste, 20%;
common caste, 80%)

Clan Champion: Matsu Nimuro
(male Lion Sam7/Akodo
champion 8)

Imports: Arms and armor

Exports: Timber, copper

Alignment: LN

More than any other clan, the Lion clan embodies the warrior
ideal of bushido—the way of the warrior, the virtues and morals
of the samurai. The Lion might be called the soul of the empire:
The samurai of the Lion are the paragons of warrior virtue, while
the shugenjas keep the voices of the past alive by speaking with
the ancestors. The Lion also produces the empire's great histo-
rians, keeping Rokugan in touch with its past.

During the Battle at Oblivion’s Gate, the Shadow was finally
defeated by virtue of being named. Its power derived from the
fact that it had never been named, and thus it was never bound :

-4

The water dragon never keeps the same form for long, but typically
chooses a form that features coils, talons, and fins. The air dragon
is said to be invisible, while the Void dragon has only appeared in
the dreams of heroes, and they can never recall its form.

During violent storms, some people claim to have seen a
“thunder dragon” soaring through the sky. The thunder dragon is
a manifestation of Osano-Wo, the Fortune of Fire and Thunder.

The seventh dragon was the kami Togashi, who founded the
Dragon clan and was its champion until the death of Fu Leng.
He assumed different identities in different eras of history,
pretending to succeed himself as clan champion, maintaining
the illusion of his humanity until the day of his death. On that
day, the Second Day of Thunder, he revealed the twelfth Black
Scroll of Fu Leng, which he had hidden within his heart.
Mirumoto Hitomi removed it and opened it, killing Togashi but
making Fu Leng both fully manifest and fully mortal, allowing
the Thunders to destroy him at last. Togashi's son, Togashi
Hoshi (the “dragon-man”) now rules the Dragon clan in his
father's stead, a semidivine figure in his own right, but not as
mighty as the real dragons of Rokugan.
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to a shape. When at last Hitomi gave it a name, she called it
Akodo—a name that fit the Shadow, for like the Shadow the
Akodo were nothing, but also a name that changed the Shadow,
for the Akodo were always the most honorable family of the
clans. Suddenly, the Shadow had a form and a nature, and its
nature was the epitome of honor. The decimated ranks of the
Akodo, disbanded after the Scorpioft Clan Coup, were filled
with all the shadow-walkers who had lost their previous identi-
ties, and the ronin Ginawa was made their daimyo, since he had

- pulled Toturi from Jigoku. The new Akodo family has not had
.| an easy time being reintegrated into the Lion clan, but they

- have proven themselves as honorable as their name and as
valiant as their adoptive ancestors.

Though refugees from the Dragon lands have avoided Lion
lands so far, settling instead on the borders of the Phoenix, the
. Lions are wary of the steady stream of refugees and have agreed
| toan alliance with the Phoenix. Now that war has erupted, the
Lions fight on the Phoenix side against the Dragons.

LION FARILIES

The families of the Lion are united by their dedication to the
highest ideals of the empire—respect for the ancestors, adher-
ence to the code of bushido, and strength of arms.

The Akodo are the nobility of the Lion clan—fiercely
devoted to honor and the ideals of bushido, more than any other
family in the empire. The Akodo champion prestige class is
described below.

The Tkoma family maintains the records of history for the
| Lion clan. Their “bards” are historians and storytellers, trained
| in war and law as well as history. Ikoma “bards” are often fight-
| ers, rogues, warriors, or experts; they do not possess the magical
. abilities of the bard class.

The Kitsu is one of the most unusual, enigmatic shugenja fami-
lies in Rokugan, and the only school that forbids entry to mem-
bers of other clans. To the Kitsus, the spirits of their ancestors are
W still a binding force upon Rokugan. Because of their unique rela-
. tionship with the spirit world, certain members of the Kitsu
| family are able to commune with the lingering spirits that haunt
Rokugan, as well as those that have passed on to Jigoku. They are
known as spirit talkers, and they adopt the shaman class described
in Chapter 2: Classes, with access to the Ancestor domain,

.. The Matsus are ferocious warriors with the strength of their
" lion namesake. Preferring large weapons like the greatsword
(no-dachi) or the nagamaki, these bestial fighters often adopt
¢! il the singh rager prestige class described in Chapter 3: Prestige
U | Classes (although they are usually called “Matsu ragers”),

TH= AKODO CHAR?PION

The Akodo form the massive army of the Lion clan, disciplined,
tightly structured, and unmatched in battle prowess. The
Akodo put less weight on individual glory than other clans do,
. recognizing the strength of samurai fighting side by side. They
‘learn coordinated efforts and tight maneuvers, training under
_the Akodo motto: “Duty, Honor, Leadership.” They are perhaps
“not as furious in battle as the Matsus, but their unison battle
cries and coordinated charges decimate their foes on the battle-
field. The Akodo champions are the leaders of this mighty
,army, an inspiration to the soldiers they lead.

Akodo champions are almost exclusively drawn from the
samurai character class.

NPC Akodo champions serve as officers in the Lion army,
masters of strategy and tactics and guardians of the empire.
Hit Die: d10.

REQUIRERNENTS
To qualify to become an Akodo champion, a character must ful-
fill all the following criteria.
Race: Human (Lion).
Alignment: Lawful good.
Base Attack Bonus: +5.
Skills: Knowledge (history) 4 ranks.
Feats: Iron Will, Ki Shout, Weapon Focus (katana).

CLASS SKILLS
The Akodo champion's class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Diplomacy (Cha), laijutsu Focus
(Cha), Intimidate (Cha), Jump (Str), Knowledge (history) (Int),
Knowledge (nobility and royalty) (Int), Perform (Cha), Profession
(Wis), Ride (Dex), Sense Motive (Wis), and Swim (Str). See Chap-
ter 4: Skills in the Players Handbook for skill descriptions. The lai-
jutsu Focus skill is described in Chapter 4 of this book.
Skill Points at Each Level: 4 + Int modifier.

CLASS F=ATURES
The following are class features of the Akodo champion.

Weapon and Armor Proficiency: Akodo champions do not
gain any additional weapon or armor proficiency.

Detect Evil (Sp): At will, the Akodo champion can use detect evil.

Ancestral Favor (Ex): At 2nd level and higher, an Akodo
champion applies his Charisma modifier (if positive) as a bonus
on all saving throws.

Leadership Feat: At 2nd level, an Akodo champion gains
the Leadership feat for free.

Smite Evil (Su): Once per day, an Akodo champion of 2nd
level or higher may attempt to smite evil with one normal
melee attack. He adds his Charisma modifier (if positive) to his
attack roll and deals 1 extra point of damage per level. If the
champion accidentally smites a creature that is not evil, the
smite has no effect but it is still used up for that day

Aura of Courage: Beginning at 3rd level, an Akodo cham-
pion is immune to fear (magical or otherwise). Allies within 10
feet of the champion gain a +4 morale bonus on saving throws
against fear effects. Granting the morale bonus to allies is a
supernatural ability.

Great Leader: At 4th level, an Akodo champion’s Leadership
score is increased by 1. This bonus increases by 1 every three
levels thereafter (to 2 at 7th level and 3 at 10th level). This
bonus stacks with other bonuses to Leadership, including the
Great Diplomat (Asako ancestor) feat.

Inspire Greatness (Su): An Akodo champion of sth level or
higher can inspire greatness in another creature, granting extra
fighting capability. For every two levels the champion artains
beyond 5th, he can inspire greatness in one additional creature, To
inspire greatness, the Akodo champion must meet his ally’s gaze,
and the ally must be within 30 feet. A creature inspired with great-
ness gains temporary Hit Dice, attack bonuses, and saving throw
bonuses as long as the Akodo champion continues participating
in the same battle. The target gains the following boosts:

* +2 Hit Dice (d10s that grant temporary hit points).
* +2 competence bonus on attacks.
* +1 competence bonus on Fortitude saves.

Apply the target’s Constitution modifier, if any, to each bonus
Hit Die. These extra Hit Dice count as regular Hit Dice for
determining effects such as the sleep spell. Inspire greatness isa
mind-affecting ability.
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Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
5th +5 +4 +1
6th +6 +5 +2
Tth +7 +5 +2
8th +8 +6 +2
Oth 49 +6 +3
10th +10 +7 +3

HONL LANDS

The Lions live on the wide central plains north of Otosan
Uchi and the Spine of the World Mountains. They build their
houses and castles on hilltops, but their roads are wide, long,
and flat for marching armies. The four families of the Lion
have their ancestral homes at the four cardinal points in the
Lion lands. Shiro Akodo stands on the far western border of
the Lion lands, adjacent to the Crane plains. Kyuden Ikoma
lies at the extreme east, at the base of Yama sano Kaminari (the
Mountain of the Seven Thunders). The Kitsus hold the north-
ern extreme, in Ken Hayai, which also serves as both the
school of the Akodo family and the repository of the Lion clan
history. Shiro Matsu lies at the southern edge of Lion lands,
adjacent to the ruins of Beiden Pass.

ADVENTURE HOOKS

The small city of Tonfajutsen is the birthplace of many peasant
weapons, including the tonfa for which it is named. The master
weaponsmith Gozuki, a native of this village, led a small-scale
rebellion against Imperial Magistrates who frequently harrassed
the peasantry. He developed the tonfa and other weapons, and
trained the peasantry in their use. The Imperial Magistrates put
down the rebellion and then executed Gozuki for treason, but a
shrine in his honor lies hidden in the woods outside the city.
This much is fairly common knowledge in Lion lands, though
the heimins of the city deny the existence of the shrine. In
actual fact, however, the shrine is a favorite meeting place of a
large cell of the Bloodspeaker cult. (The cult of the Blood-
speakers is described in Chapter 12: The Shadowlands.) Fully

will
Save Special
+2 Detect evil
+3 Ancestral favor, Leadership feat, smite evil
+3 Aura of courage
4 Great leader (+1)
4 Inspire greatness (1 ally)
+5
+5 Great leader (+2), inspire greatness (2 allies)
+6
+6 Inspire greatness (3 allies) i
+7 Great leader (+3) Hi

1
twenty members attend this cell’s greatest rites and most il
important meetings, though only half are usually in attendance i
at lesser ceremonies. The leader of the cell is a heimin folk-
magic practitioner named Gig (female human Adp5/maho-
tsukai 3), and she surrounds herself with a loyal cadre of rogues
and maho-tsukai apprentices. .
The lands of the Lion lie at a safe distance from the Shadow- |
lands, and have not been threatened by a direct assault of
Shadowlands creatures since the first war against Fu Leng, in
the early years of the empire. Oni are occasionally encountered
in the Spine of the World Mountains, and some speculate thata
network of natural caverns connects the mountains to the
Shadowlands (as seems to be the case in the Wall Above the
Ocean Mountains, far to the south). However, the Kitsus are at
a loss to explain the recent attack on Ken Hayai by a group of
horned beasts from the Shadowlands. Hida Togiko, a young
Crab woman studying at the Akodo school, named the crea-
tures tsunos, but even the Crabs know little about this appar-
ently new threat from the Shadowlands, and can offer no expla-
nation for their appearance so far north.

PHOSMIX CLANS

Population: 2,500,000; humans (Phoenix clan noble caste, 8%; |
common caste, 92%)

Clan Champion: Shiba Tsukune (female Phoenix Sam7/Shiba
protector 10)

BUSHIDO

Bushido is the code of the samurai, the moral and ethical path
every true samurai tries to follow. All the clans recognize
Akodo's writings on bushido as a legitimate tool for teaching
samurai their proper place in the Celestial Order. In the schools
of the Lion, however, a copy of Akodo's text sits beside a copy
of the Tao of Shinsei—but only Akodo’s is ever opened.

According to the code of bushido, a samurai must possess
seven virtues:

Gi (honesty and justice): A samurai deals openly and
honestly with others and cleaves to the ideals of justice. Moral
decisions do not come in shades of gray, only right and wrong.

Yu (heroic courage): A samurai never fears to act, but lives life
fully and wonderfully. Fear is replaced with respect and caution.

Jin (compassion): A samurai takes every opportunity to aid
others, and creates opportunities when none arise. As a powerful

individual, a samurai has a responsibility to use that power to !// [
help others. '

Rei (polite courtesy): A samurai has no reason to be cruel,
and no need to prove his strength. Courtesy distinguishes a
samurai from an animal, and reveals one’s true strength.

Meyo (honor): A samurai’s conscience is the judge of her
honor. The decisions she makes and how she carries them out
are a reflection of her true nature.

Makoto (complete sincerity): When a samurai has said that
he shall perform an action, it is as good as done. He need not
make promises; speaking and doing are as if the same.

Chugo (duty and loyalty): A samurai feels responsible for her
actions and their consequences, and loyal to the people in her
care. A samurai's loyalty to her lord is unquestionable and
unquestioning.




Imports: Gold, wool
Exports: Timber
Alignment: LN

If the Lion clan exemplifies the
. ideal of the samurai warrior, the
| Phoenix clan models the ideal
shugenja: a master of magic whose
devotion to the kami and attune-
ment to their ways is as complete
as mortal minds can attain. The Phoenix are the most pious clan
in Rokugan, and enjoy many blessings of the kami as their
reward. The clan has its samurai, of course, but they are sworn
to protect the shugenjas above all else.

&ECEI’[T HISTORY

The Phoenix study of history leads to only one possible conclu-
sion: The Phoenix clan is preeminent among the clans of Roku-
| gan. No other clan can claim as exalted a position. According to

Phoenix legend, their glory predates the arrival of the kami, for

their city Gisei Toshi flourished in the time before time, the first

example of human civilization. Magic was discovered in Gisei
- Toshi, the Phoenix claim, and it was Isawa shugenjas who taught
magic to the other clans. In the centuries since, the Phoenix clan
has produced countless masters of elemental magic and oracles—
incarnations of the divine dragons—to continue the glory of
the clan. Phoenix inquisitors have guarded the empire from
'\ practitioners of maho and the heresies of the Bloodspeakers.
| The Agasha family’s decision to leave the Dragon clan and join
the Phoenix clearly shows the excellence of the Phoenix way.

More recent history continues to affirm an outlook of
| Phoenix superiority. Isawa Hochiu is widely regarded as instru-
- mental to victory over the Shadow, for he destroyed Goju Adorai
| at Oblivion's Gate. An ancient Phoenix champion, Shiba Mirabu,
ode out from Jigoku to save the beleagured armies trapped in
the Shadowlands after the Shadow's defeat, leading them back
. to safety behind the Kaiu Wall. Phoenix masters taught religion
to Hantei Naseru, and all the shugenja’s arts to Toturi Sezaru—
one of the most powerful shugenjas in recent history.

Jealous of this record of success, other clans view the Phoenix
as insufferably proud. In contrast, the Phoenix feel they are the
only ones who clearly understand the terrible burden they
hold—shepherding the religious ideas of an empire. Seeing
themselves as the only true practitioners of magic has not won
them any friends among the shugenjas of the other clans. They
tend to be quick to take insult, and Isawa Tetsuya’s angry reac-
tion to an impassioned Dragon remark (“We need room to live,
not your protection”) may have spurred the two clans into war
without real cause. The blame for the poor relationship between
Isawa Taeruko and Tamori Shaitung of the Dragon probably
belongs to both women, but Taeruko is a very vocal proponent
- of the philosophy of Phoenix superiority.

O=NIX FARMILIZES

he Phoenix clan revolves around its shugenjas and maintains
« two distinct schools for shugenjas: the Isawa and the Agasha.
The Shiba school trains samurai to serve and protect the
shugenjas, though now, for the first time, a Shiba (Shiba Ningen,
Master of the Void) sits on the Council of Five—the Elemental
Masters who rule the clan. The Asako are something of an
anomaly in the Phoenix, for they are monks rather than shugen-
jas and stray rather far from the piety of the Isawa—and their
enmity with the Isawa stretches back a thousand years.

The Isawas are arguably the greatest shugenjas of the empire,
though their arrogance in such matters has led to great evils in
the past. The Isawa school teaches all the elements, without
focusing on any one. The school also teaches techniques relating
to the element of Void, available only to members of the Void
disciple prestige class, detailed in Chapter 3: Prestige Classes.

The Phoenix clan has a second shugenja school, thanks to
the Agasha family’s secession from the Dragon clan. They are
masters of alchemy and herbalism and accomplished crafters of
magic weapons.

The Shibas are the warriors of this scholarly and magical
clan. The Shiba protector prestige class, the embodiment of the
family oath to defend the Isawas, is described below.

To outsiders, the Asako appear to be nothing more than
healers, librarians, and historians. In fact, they are the caretak-
ers of a great secret, passed from Shinsei to Shiba to Asako:
Humanity can aspire to godhood. The heirs to that secret
adopt the henshin mystic prestige class, described in Chapter
3: Prestige Classes.

TH= SHIBA PROT=CTOR

The warriors of the Shiba family are sworn to protect the Isawa
family, just as the first Shiba swore to protect the Isawa family
while its leader ventured into the Shadowlands with Shinsei.
For a thousand years the descendants of Shiba have pursued
this duty, giving them a clear sense of purpose that defines
their family character. They pursue this duty with the aid of rig-
orous military training, combined with a spiritual discipline
that grants them a keen awareness of magic’s ebb and flow,
allowing them to heighten its effects on themselves, resist it
more strongly, or even shrug it off entirely.

Shiba protectors are almost exclusively drawn from the
samurai character class.

Young Shiba protectors serve a period in the Home Guard,
patrolling Phoenix lands and defending them from any threat.
As they advance, some choose to become yojimbo (body-
guards), assigned to protect an individual courtier or dignitary.
It is in this capacity that the Shibas truly excel, and where their
vow to defend their fellow Phoenix shines most clearly.

Hit Die: d10.

REQUIRERMENTS
To qualify to become a Shiba protector, a character must fulfill
all the following criteria.
Race: Human (Phoenix).
Base Attack Bonus: +5.
Skills: Knowledge (religion) 4 ranks.
Feats: Alertness, Expertise, Iron Will.

CLASS SKILLS
The Shiba protector’s class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Craft (Int), Diplo-
macy (Cha), Iaijutsu Focus (Cha), Intimidate (Cha), Jump (Str),
Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive
(Wis), Spellcraft (Int), and Swim (Str). See Chapter 4: Skills in
the Player's Handbook for skill descriptions. The Iaijutsu Focus
skill is described in Chapter 4 of this book.
Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES
The following are class features of the Shiba protector.
Weapon and Armor Proficiency: Shiba protectors do not
gain any additional weapon or armor proficiency.
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Class Base Fort Ref

Level Attack Bonus Save Save
1 +0 +2 +0
2 +1 +3 +0
3 +2 +3 +1
4 +3 +4 +1
5 +3 +4 +1
6 +4 +5 42
7 +5 -5 +2
8 +6 +6 +2
9 +6 +6 +3
10 +7 +7 +3

No Thought (Ex): Shiba protectors add their Wisdom mod-
ifier, if positive, to their attack and damage rolls.

Aid Shugenja (Su): At 2nd level, a Shiba protector can use
her own personal energy to empower a shugenja’s spell when
she is the target of that spell. The spell is treated as if the
shugenja had used the Empower Spell metamagic feat, includ-
ing the longer casting time. The Shiba protector can use this
ability once per day at 2nd level, twice per day at 4th level, three
times per day at 6th level, and four times per day at 8th level.
He must make a successful Spellcraft check (DC 10) to enhance
the spell. A failed check does not count as a use of the ability.

At 8th level and above, the protector can apply the Maximize
Spell feat to spells cast on her instead. The Spellcraft DC is 15.
She must decide before any applicable dice are rolled whether
she wishes to maximize or empower the spell.

A Shiba protector cannot empower an already empowered
spell, or maximize an already maximized one.

Dancing with the Elements (Ex): Beginning at 3rd level, a
Shiba protector gains a bonus on all saving throws against
spells and spell-like effects. This bonus is +2 at 3rd level, +4 at
sth level, and +6 at 7th level.

One with Nothing (Su): Three times per day, a Shiba pro-
tector of 6th level or higher can fall into a trance that allows her
to perform actions quickly but with perfect clarity. For a single
round, the samurai can act as if under the effect of a haste spell.

Diamond Soul (Ex): At 9th level, a Shiba protector gains
spell resistance equal to 20 + her Wisdom modifier. In order to
affect the Shiba protector with a spell, a spellcaster must roll

T e e i e e T T

THE ORACLES
The Five Oracles of the Elements embody all that is powerful and
pure about the five elements in Rokugani philosophy. According
to myth, when humans arrived in Rokugan, the dragons (see the
sidebar) saw them and were fascinated by them. Though they
could not remain closely involved in human affairs, the dragons
left parts of themselves on earth, so they could always contact the
mortal realm and learn of its people. Each dragon chose one indi-
vidual to carry its “soul-shadow,” a small part of the dragon's
spirit, and serve as its voice in the empire. These individuals were
the first Oracles, and since that time, a part of each dragon's
spirit has lived in one or another human form. The Oracles are
no longer human, and they age very slowly, but eventually each
must pass on the dragon’s spirit to a successor, passing on the
collected memory and wisdom of an immortal life.

The Oracles are the bringers of prophecy and fortune, able
to see into the Spirit World and possessing the wisdom of

HO=ZNIX LANDS

will
Save Special
+2 No thought
+3 Aid shugenja 1/day
+3 Dancing with the elements +2
+4 Aid shugenja 2/day
+4 Dancing with the elements +4
+5 One with nothing, aid shugenja 3/day
+5 Dancing with the elements +6
+6 Aid shugenja (maximize) 4/day
+6 Diamond soul
+7 One with all and nothing

the protector's spell resistance or higher on 1d20 + the spell- [§
caster’s level. i
One with All and Nothing (Sp): A Shiba protector of 10th level ||
has recognized the deep truth that all her ability scores spring |
from the same essence. In a moment of perfect clarity, she can |
use her highest ability score modifier when making a skill |§
check, attack roll, damage roll, or saving throw, in place of the |
ability score modifier she would normally use. Thus, she could
add her Wisdom modifier to a damage roll instead of her
Strength modifier, her Charisma modifier to her Reflex saving
throw instead of her Dexterity modifier, or her Intelligence
modifier to her Spot check instead of her Wisdom modifier.
The Shiba protector can use this ability a number of times per
day equal to her highest ability score modifier.

The Phoenix dwell in the lush, hilly lands of Rokugan’s far north-
east. The sea and surrounding mountains shelter the Phoenix
lands from the cold of the north. The Isawa home is in the
extreme northeast of Rokugan, on the coast beyond the Mori
Isawa (Phoenix Woodlands). Shiro Shiba lies a little farther
south, but also on the coast, at some distance from the heart of [
the Phoenix—Dragon conflict. The Asako dwell in a castle at the
southern tip of the Phoenix Woodlands, its white walls rising

lands. The Agasha dwell closest to the Dragon lands, high in the

mountains that remind them of their Dragon homeland.

ages. Rumors are whispered of Dark Oracles who lair in the
Shadowlands, each one representing a twisted and evil form of
the element of air, earth, fire, or water. (The Oracle of Void, /
apparently, has no Dark Oracle counterpart.) The source of '
their power is unknown,

The Oracle of Air is said to dwell in a tremendous palace
that floats among the clouds. The Oracle of Fire has a home
deep in the Sleeping Thunder Mountain, near the Shrine of
the Ki-Rin. The Oracle of Water is said to live in the sunken
naga city of Candas, holding court over the ningyo and other
creatures of myth. The Oracle of Earth has a tall tower in the
Twilight Mountains, made of twisting vines and holding a
throne of stone,

The last Oracle of Void, Isawa Kaede, denied her nature as
Oracle in order to live with her husband, the Emperor Toturi.
Designated his successor, she fled the throne shortly after his
death and seems to have disappeared into the Void.




DVENTURE HOOKS

| Morikage Castle, standing high above the city of Morikage in
the foothills of the Mountains of Regret, was long ago cursed
by a Dragon shugenja whose daughter was scorned by her
W¥Shiba husband. Trees and shrubs grow dense around the ruined

| castle, and only ghosts are said to walk its halls. In the twenti-
- eth year of Toturi’s reign, he was kidnapped by ninja serving the
Shadow and held in Morikage Castle.

While it is true that Phoenix inquisitors have successfully
hunted down maho-tsukai and Bloodspeakers within the
empire, it is also undeniably true that a significant number of
maho-tsukai are Phoenix, or had their first exposure to maho
lore in the Isawa libraries. Their zeal for a complete under-
standing of magic has led the Isawa to study maho more than
could ever be healthy, and even the most dispassionate scholars
are too often seduced to experiment with the practices they
study. In their position of power, Isawa shugenjas are rarely
enticed by the Bloodspeakers’ revolutionary philosophy, but
apart from the teachings of Tuchiban, maho has its own appeal
to many shugenjas. One such shugenja is a young man named
Agasha Bajiza, a promising student of the Isawa school. Bajiza's
magical ability is impressive, but his lust for power surpasses it,
- and he has spent much time in the Isawa libraries searching out
- maho information and rituals.
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Population: 3,200,000; humans (Scorpion clan noble caste,
12%; common caste, 88%)

Clan Champion: Bayushi Yojiro (male Scorpion Rogs/Sam7/

Bayushi deceiver 3)

Imports: Iron, tea

Exports: Opium, silver
Alignment: LE

Behind their ever-present masks,
the members of the Scorpion clan
fill a distasteful but necessary role
within the empire. They are the
keepers of secrets, walkers in shad-
ows, assassins and spies. They care
little for honor, but hold up loyalty
as the pre-eminent virtue of the clan: loyalty to the clan and loy-
alty to the empire—loyalty that makes a Scorpion willing to
suffer death or dishonor, to pay any cost. Scorpions are usually
seen as villains, often even as traitors—but from the Scorpion
point of view, their worst deeds have all stemmed from their
unswerving sense of loyalty.

RECENT HISTORY

As the price for their loyalty, the Scorpions have suffered dis-
grace and persecution at the hands of the other clans. Bayushi
Shoju instigated the Scorpion Clan Coup in an attempt to save
the empire from a dreadful prophecy, and in the wake of the
unsuccessful coup, the Scorpions were decimated and their
lands razed. They were restored by the Emperor Toturi when he
took the throne. Later blamed for kidnapping Emperor Toturi,
the Scorpions were sent into exile and their children fostered by
the Cranes until Toturi once again showed them mercy and rein-
stated them. In the Spirit Wars, the Scorpions played a decisive
role by luring the spirit armies into Beiden Pass, where a group
of shugenjas brought the pass itself down on them—though the
treachery and deceit they used to set the trap won them no
friends among the honorable samurai of the empire.

Now the Scorpions are back, with a vengeance. Three issues
dominate the attention of the clan in the wake of Toturi’s death.




First, Toturi's death at the edge of their lands, in Shi-
nomen Forest, has put the Scorpions on the defensive,
and Scorpion teams patrol the edge of the forest in
search of the oni that killed the Emperor. Second, with
the Cranes engrossed in their war with the
Crabs and the throne of the empire vacant, g
the Scorpions have their eye on the Imperial
Court. They would love to take the Cranes’
place as the ultimate manipulators of Imperial
politics, Finally, the Scorpion seek vengeance
upon a traitor to their clan, Yoritomo (formerly
Bayushi) Aramasu, champion of the Mantis.

COR?PION FARILIZES

The families of the Scorpion are more close-
knit than those of any other clan. Bayushi’s love
for Shosuro—who founded both the Soshi and
Shosuro families—was unbounded, and the fam-
ilies continue their close affiliation. The Soshi and
Shosuro are united by their past connection to the
Shadow, while the Yogo are both a sworn enemy of
the Shadowlands and, all too often, allies to the
darkness.

The Bayushi are the masters of secrets and lies.
Honor, to them, is less important than loyalty, and
in the name of loyalty the Bayushi are responsible for
all manner of deeds that other samurai must con-
sider reprehensible. The epitome of the Bayushi @
way is the Bayushi deceiver prestige class,
described below:

The Shosuro have ancient ties to the
Shadow that was finally defeated by the
Great Clans at Oblivion’s Gate. Even without its
supernatural assistance, the Shosuro continue doing what they
have always done: They are the spies and assassins of the empire.
Shosuro characters adopt either the ninja spy prestige class,
detailed in Chapter 3: Prestige Classes, or the assassin prestige
class from the Dunceon MasTers Guide. More mundane Shosuro
are actors with the expert NPC class.

The magic of the Soshi school owes much to the family’s
ancient connection to the Shadow. Despite the defeat of the
Shadow at Oblivion’s Gate, the Soshi shugenjas continue prac-
ticing their air magic.

The Yogo Shugenja school (like the Crab’s Kuni school) is
devoted to unraveling the secrets of the Taint. Currently, it
seeks to answer the question: With Fu Leng dead, where does
the Taint come from now? Yogo magic specializes in magical
wards and protections against evil magic.

H= BAYUSHI D=CZIV=R

Most samurai schools teach bushido, the code of honor that
lefines the samurai. If that is so, then perhaps it is wrong to call
the Bayushi school a school for samurai. Like all Scorpions, the
Bayushi value loyalty far more highly than any ideal of honor.
lhe Bayushi school teaches the skills of warfare, naturally, but
he code of behavior it teaches places loyalty—to the clan, to the
ichool, to the sensei—above all else. The Bayushi are charged
vith the dirtiest work in the empire. What matters is their will-
ngness to do it, out of loyalty to clan and empire, despite any
ompunctions of honor they may cling to.

Most Bayushi deceivers begin play with the rogue character
lass, though some are multiclass fighter/rogues or even samu-
ai/rogues. Few Bayushi samurai can maintain the high stan-
lards of honor demanded by the samurai class, however.

NPC Bayushi deceivers serve in the fairly small Scor-
pion army, as courtiers in the daimyo’s court, and as spies
for the clan.

Hit Die: ds.

REQUIREMENTS
To qualify to become a Bayushi deceiver, a character
must fulfill all the following criteria.
Race: Human (Scorpion).
Alignment: Any nonlawful.
Base Attack Bonus: +3.
Skills: Bluff 8 ranks, Diplomacy 8 ranks.
Feats: Improved Initiative.
Sneak Attack Damage: +2de.

CLASS SKILLS
The Bayushi deceiver's class skills (and the key ability §
for each skill) are Balance (Dex), Bluff (Cha), Climb
| (Str), Craft (Int), Diplomacy (Cha), Forgery (Int),
Gather Information (Cha), Hide (Dex), Innuendo |8
(Wis), Intimidate (Cha), Jump (Str), Knowledge |
(nobility and royalty) (Int), Listen (Wis), Move
Silently (Dex), Perform (Cha), Profession (Wis),
Read Lips (Int, exclusive skill), Search (Int), Sense
Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex),
and Use Rope (Dex). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.
Skill Points at Each Level: 6 + Int modifier.

CLASS FEATURES
The following are class features of the
Bayushi deceiver.

Weapon and Armor Proficiency: Bayushi deceivers are
proficient with all simple and martial weapons and with light
and medium armor. /

Sneak Attack: If a Bayushi deceiver can catch an opponent’™
when she is unable to defend herself effectively from his attack, |
he can strike a vital spot for extra damage. Basically, any time g8
the deceiver's target would be denied her Dexterity bonus to
AC (whether she actually has a Dexterity bonus or not), or
when the deceiver flanks the target, the Bayushi deceiver's
attack deals extra damage. The extra damage is +1d6 at 1st level
and an additional 1dé every two levels thereafter. Should the
deceiver score a critical hit with a sneak attack, this extra
damage is not multiplied.

Ranged attacks can only count as sneak attacks if the targetis
within 30 feet. The Bayushi deceiver can't strike with deadly/
accuracy from beyond that range.

With a sap or an unarmed strike, the Bayushi deceiver can
make a sneak attack that deals subdual damage instead of
normal damage. He cannot use a weapon that deals normal
damage to deal subdual damage in a sneak artack, not even with
the usual —4 penalty, because he must make optimal use of his
weapon in order to execute the sneak attack.

A Bayushi deceiver can only sneak attack living creatures
with discernible anatomies—undead, constructs, oozes, plants,
and incorporeal creatures lack vital areas to attack. Additionally,
any creature immune to critical hits is similarly immune to
sneak attacks. Also, the Bayushi deceiver must be able to see the
target well enough to pick out a vital spot and must be able to
reach a vital spot. The deceiver cannot sneak attack while strik- =g
ing at a creature with concealment or by striking the limbs of a
creature whose vitals are beyond reach.




.\ TABLE 11-6: THE BAYusH1 DECEIVER

Class Base Fort Ref
Level Attack Bonus Save Save
st +0 +2 +2
2nd +1 +3 +3
3rd +2 +3 +3
4th +3 +4 +4
S5th +3 +4 +4
6th +4 +5 +5
7th +5 +5 +5
8th +6 +6 +6
9th +6 +6 +6
10th +7 +7 +7

1f a Bayushi deceiver gets a sneak attack bonus from another
source (such as rogue levels), the bonuses to damage stack.
Poison Use: Bayushi deceivers are trained in the use of
poison and never risk accidentally poisoning themselves when
. applying poison to a blade.

. Strike First, Strike Last (Ex): A Bayushi deceiver of at least
% 2nd level adds his Intelligence modifier to his initiative checks.
Scorpion Feint (Ex): When a Bayushi deceiver of 4th level or
. higher uses the Bluff skill to feint in combat against a humanoid
. opponent, he receives a +2 competency bonus on his Bluff check
and a +2 circumstance bonus on his next attack roll if the feint is
. successful. He gains no bonus against nonhumanoid opponents.
Improved Disarm Feat: At 6th level, a Bayushi deceiver
gains the Improved Disarm feat. He need not have taken the
‘ . Expertise feat, normally a prerequisite, before this.

| Opportunist (Ex): Once per round, a Bayushi deceiver of
!i ‘8th level or higher can make an attack of opportunity against
1 an opponent who has just been struck for damage in melee by
| another character. This attack counts as the deceiver’s attack of
* opportunity for that round. Even a deceiver with the Combat
Reflexes feat can't use the opportunist ability more than once
per round.

rOISOns

Shosuro assassins use a variety of poisons not known in the
standard DuNGEONs & DRAGONS world. Table 11-7: Poison
describes the effects of these toxins.
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TasLe 11-7: Poison

Initial  Secondary
Poison Type Damage Damage Price
Wasp venom  Injury DC 11 1Dex 1Dex 75gp
Bee venom Injury DC 11 1Con 1Con 90gp
Scorpion Injury DC11  1d2Str  1d2Str 100 gp
venom
Snake venom  Injury DC 11 1d6 Con 1d6 Con 200 gp
Black piper Injury DC14  1d4 Str  1d6 Str 150 gp
venom
Jellyfish Contact DC16 2d12hp 1d6 Con 300 gp
Ketsu Ingested DC13 1Con  1d8 Con 120 gp
Warui paseri  Ingested DC11 1d4 Str  1d4 Str 150 gp
Jeruku ropu Ingested DC 16 1d6 Dex 1d6 Dex 210 gp
Pufferfish (fugu) Ingested DC 14 Paralysis 2d4 Str 400 gp
Kirei-ko Ingested DC15 1Dex  2d4 Dex 500 gp
Fuantei shi Ingested DC 18 2d6 Con 1d6 Con 300 gp
+ 1d6 Dex
Jeruku ropu Inhaled DC15 2d4 Dex 2d4 Dex 750 gp
smoke '

will
Save Special
+0 Sneak attack +1d6, poison use
+0 Strike first, strike last
+1 Sneak attack +2d6
+1 Scorpion feint
+1 Sneak attack +3d6
+2 Improved Disarm feat
+2 Sneak attack +4d6
+2 Opportunist
+3 Sneak attack +5d6
+3 Improved Critical feat

Improved Critical Feat: At 10th level, a Bayushi deceiver
gains the Improved Critical feat with a weapon of his choice.

SCORYION LANDS

The lands of the Scorpion are not rich, though they are also not
as barren as the Crab lands to the south. The wide, slow River of
Gold flows through the heart of Scorpion lands with its many
tributaries, forming numerous wetlands and watering low rice
paddies. Poppies are the other major “crop” of Scorpion lands.

The palaces of the Scorpion families are clustered in the
north, with both Yogo Shiro and Shiro Soshi nestled among the
Spine of the World Mountains. Shiro Shosuro guards access to
the northern region, while Kyuden Bayushi dominates the cen-
tral plain and controls the southern villages.

RDV=ENTURE HOOKS

The large city of Ryoki Owari is the pride of Scorpion lands and
one of the largest cities in Rokugan. During the Scorpion’s exile
to the Burning Sands, the city was governed by Unicorn magis-
trates. The returned Scorpions have not yet managed to reclaim
the right to govern the city, so the Unicorns are still in charge—
at least in name. In fact, the Unicorns maintain very little con-
trol over day-to-day affairs in the city, with Scorpion lords and
businesses (legal and otherwise) exercising most of the power in
the city. Ryoko Owari is the center of a thriving (but illegal)
opium trade. In addition, it is the home of a small, strange cult of
maho-tsukai and other fanatics devoted to the moon deity. For
many years, this cult (dedicated to Onnotangu, the original Lord
Moon) operated with stealth and secrecy in the docks and
heimin areas of the city. It has grown in the years of the Unicorn
occupation, and a kikage zumi dedicated to Hitomi now con-
trols the cult, with several maho-tsukai under his command. A
map of Ryoko Owari appears on the facing page.

Beiden Pass was once the only pass through the Spine of the
World Mountains wide enough to march an army through, con-
necting the (then) bustling city of Beiden with Shiro Matsu in
Lion lands. Thanks in part to Scorpion treachery, Beiden Pass col-
lapsed during the Spirit Wars (crushing the spirit army as it fell),
closing off the major route connecting Rokugan’s northern and
southern portions. Yakamo, the sun deity, created a new pass in
the mountains near both Unicorn and Scorpion lands, the Great
Crater. Though the Unicorns have been quick to claim this pass
and try to bring it under their control, the Scorpions are loath to
give up their access to this crucial route.

VRICORN CLAN

Population: 3,600,000; humans (Unicorn clan noble caste,
15%; common caste, 85%)






Clan Champion: Moto Gaheris
(male Unicorn Sams/Moto
avenger 10)

Imports: Silver, gold

Exports: Diamonds, wool

Alignment: N

. Foreight hundred years, the ances-
l tors of the Unicorn wandered the

lands outside Rokugan, learning
|| from the barbarians and creating a culture uniquely their own,
. synthesizing elements of barbarian cultures with their native
Rokugani heritage. In the three hundred years since the Uni-
corns returned to Rokugan, they have left their mark on its his-
|| tory as the best cavalry in the empire, with a powerful commit-
. _ment to diplomacy and justice.

RECENT HISTORY
| The Unicorns serve as the magistrates of the empire, enforcing
the laws of the ideal Emperor even when the commands of the
actual Emperor fall short of that ideal. Their “outsider” perspec-
| tive—even after three hundred years of dwelling in Rokugan—
| gives them freedom from some of the strict mores that bind
other clans, and a Unicorn magistrate is willing to report a truth
| that an Tkoma historian would never allow himself to speak,
such as the deeds of an unjust Emperor or an embarrassment for

\ their clan. The Unicorns are also excellent diplomats, and strive
to keep the fracturing peace among the clans.

+ Toward the end of the War Against the Shadow, the Unicorns
were finally able to purge a dark blot from their clan’s honor—
the corruption of the Moto by the Shadowlands. After hun-

| dreds of years of serving the Shadowlands’ evil, the Dark Moto
are gone, and the Moto family rides proudly once more. Still,
the Moto have not forgotten their lost kin, and continue to ride

‘into the Shadowlands and war against its evil. The fact that a

! member of the Unicorn clan, Iuchi Shahai, is now a mighty

power in the Shadowlands, the so-called “Dark Daughter of Fu
. Leng," leaves many in the Unicorn clan angry and ashamed. As
' aresult, the Unicorns are rapidly becoming nearly as dedicated
as the Crabs to fighting the Shadowlands.

JIUCORN FARILIZ

Of the five families of the Unicorn, three are formed almost
exclusively of mounted warriors. Cavalry is the backbone of any
Unicorn army, and even the Tuchi shugenjas are often mounted.

The Moto are still driven to avenge their kin who first lost
their souls and then died in the Shadowlands. They are known
as the most powerful cavalry of the Unicorn, but their greatest
fury is directed toward the Shadowlands. Moto samurai often
adopt the Moto avenger prestige class, described below.

. The Shinjo are restless and unpredictable, leaning strongly
b toward a nomadic way of life and a focus on action over con-
. templation, Their samurai often adopt the kishi charger pres-
tige class, described in Chapter 3: Prestige Classes.

- The Utakus are known for their determination, devotion,
% and straightforwardness—virtues exemplified in the Utaku

battle maidens, who share a unique bond with their powerful

/horses. The battle maiden prestige class is described in Chapter
3: Prestige Classes.

The Iuchi are the Unicorn’s shugenja family. Their style of
spellcasting is a varied mix of prayers to the Seven Fortunes,
petitions to the elements themselves, and the use of talismans
with sacred words inscribed on them. (These talismans

serve as divine focus items for some or all of an Iuchi shugenias
spells, replacing the traditional ofudas. The spell is otherwise
unchanged, though the Iuchi school teaches a number of spells
that are unknown to other shugenjas.)

The Ide are the peacemakers and diplomats of the Unicorn,
masters of what they call wabukan, “the peaceful path.” They
serve as a smooth buffer between the Unicorn—whose “bar-
baric” ways often grate on the nerves of other Rokugani—and
the other clans, sensitive to social customs and level-headed
in the most awkward situations. Their emissaries are typically
experts or aristocrats.

TH= MOTO AVENG=R

Though the Moto who rode in the Shadowlands were extermi-
nated during the Battle of Oblivion’s Gate, the remaining mem-
bers of the Moto family are no less dedicated to their war
against the Shadowlands and its evils. If anything, they are
more impassioned, making more frequent raids into those dark
lands and fighting more fiercely against Shadowlands creatures
they encounter.

Moto avengers are often samurai, but they also come from
the barbarian class.

NPC Moto avengers are rarely seen in Rokugan, for they still
feel the shame of their family inheritance. Driven to avenge that
dishonor, they ride into the Shadowlands on their grim mission.

Hit Die: d10.

REQUIRERENTS
To qualify to become a Moto avenger, a character must fulfill all
the following criteria.
Race: Human (Unicorn).
Alignment: Any good.
Base Attack Bonus: +5.
Skills: Ride 8 ranks.
Feats: Mounted Combat, Spirited Charge, Trample.

CLASS SKILLS
The Moto avenger’s class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha), Intimi-
date (Cha), Jump (Str), Profession (Wis), Ride (Dex), Sense
Motive (Wis), Spellcraft (Int), and Swim (Str). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES
The following are class features of the Moto avenger.

Weapon and Armor Proficiency: Moto avengers are profi-
cient with all simple and martial weapons and with light and
medium armor.

Detect Taint (Sp): At will, a Moto avenger can detect Taint.

Fury of Vengeance (Ex): When fighting creatures with the
Shadowlands type modifier or a Taint score, a Moto avenger can
enter a state of rage, gaining phenomenal strength and durability
but becoming reckless and less able to defend himself. He tem-
porarily gains +4 to Strength, +4 to Constitution, and a +2 morale
bonus on Will saves, but suffers a —2 penalty to AC.

The increase in Constitution increases the avenger's hit points
by 2 per level, but these hit points go away at the end of the rage
when the Constitution score drops back to normal. These extra
hit points are not lost first the way temporary hit points are.
While raging, a Moto avenger cannot use skills or abilities that
require patience and concentration, such as moving silently or
casting spells. (The only class skills he can't use while raging are



ABLE 11-8: THE MoTO AVENGER

Class Base Fort Ref
Level Attack Bonus Save Save
1st +1 +2 +0
2nd +2 +3 +0
3rd +3 +3 +1
4th +4 +4 +1
S5th +5 +4 +1
6th +6 +5 +2
7th +7 +5 +2
8th +8 +6 +2
9th +9 +6 +3
10th +10 +7 +3

Craft and Sense Motive.) He can use any feat he might have
except for Expertise, item creation feats, metamagic feats, and
Skill Focus (if it's tied to a skill that requires patience or concen-
tration). A fit of rage lasts for 3 rounds, plus the character’s
(newly improved) Constitution modifier. The avenger may pre-
maturely end the rage voluntarily. At the end of the rage, the
Moto avenger is fatigued (—2 Strength, —2 Dexterity, can't charge
or run) for the duration of that encounter. The avenger can only
fly into a rage once per encounter, and only a certain number of
times per day (determined by level). Entering a rage takes no
time itself, but the avenger can only do it during his action, not
in response to somebody else’s action. An avenger can't, for
example, fly into a rage when struck down by an arrow in order
to get the extra hit points from the increased Constitution,
although the extra hit points would be of benefit if he had gone
into a rage earlier in the round, before the arrow struck.

A Moto avenger can enter a rage three times per day at 1st
level, four times at 4th level, five times at 7th level, and six
times at 10th level. Starting at 8th level, the Moto avenger’s fury
bonuses become +6 to Strength, +6 to Constitution, and a +3
morale bonus on Will saves. (The AC penalty remains at -2.)

If a Moto avenger has a rage ability from another class (such as
barbarian), the two abilities do not stack. The character can use a
rage ability as many times per day as either class allows him
(whichever is higher). He can use the ability against any foe, but
when fighting Shadowlands creatures his Strength and Constitu-
tion bonuses are improved by +2 and his Will save bonus is
improved by +1. Thus, an 8th-level barbarian/4th-level Moto
avenger can rage four times per day, even if he never faces a
Shadowlands foe. When he does rage in combat against a
Shadowlands foe, he gains +6 to Strength, +6 to Constitution, and
+3 to Will saves. An 8th-level barbarian/8th-level Moto avenger
can rage five times per day, and against Shadowlands foes he gains
+8 to Strength, +8 to Constitution, and +4 on Will saves.

Mettle (Ex): At 2nd level, the Moto avenger's special bless-
ing allows him to shrug off magical effects that would other-
wise damage or harm him. If an avenger makes a successful
Will or Fortitude saving throw that would normally reduce the
spell’s effect, he suffers no effect from the spell at all. Only
those spells with a Saving Throw entry of “Will partial,” “Forti-
tude half," or similar entries can be negated through this ability.

Smite Shadowlands (Su): Once per day, a Moto avenger of
3rd level or higher may attempt to smite a Shadowlands oppo-
nent with one normal melee attack. He adds a +4 bonus to his
attack roll and deals 2 extra points of damage per class level. A
Shadowlands opponent is a monster with the Shadowlands
descriptor or a character infected with the Shadowlands Taint.
If the avenger accidentally smites a creature that is not Tainted,
the smite has no effect but it is still used up for that day.

Bloodied but Unbowed (Su): If a Moto avenger of 10th
level dies, he can will his spirit to ravage his body, tearing and

will
Save Special
+0 Detect Taint, fury of vengeance 3 /day
+0 Mettle
+1 Smite Shadowlands 1/day
+1 Fury of vengeance 4/day
+1
+2 Smite Shadowlands 2/day
+2 Fury of vengeance 5/day
+2 Greater fury
+3 Smite Shadowlands 3/day
+3 Bloodied but unbowed, fury of vengeance 6/day

shredding it to prevent it from being animated. If he exercises
this option, his corpse will not spontaneously animate in the [
Shadowlands. A spellcaster can still use animate dead on the [
corpse, but can only create a skeleton, not a zombie. Raise dead
or other spells that restore an intact body to life will not func-
tion, but true resurrvection of course will.

VNICORN LANDS

The Unicorn lands consist of vast expanses of rolling plains,
grasslands, and low hills between a trio of great lakes and sur-
rounded by lofty mountains. Perhaps forty percent of the Uni-
corn population live as nomads, wandering the plains while
herding sheep and horses from place to place with the seasons.
The rest live in cities and castles along the lake shores, rivers,
and mountain edges. The Shinjo and Utaku families live in the
northern lands around Dragon Lake, while the Ide and Iuchi
dwell across the Spine of the World Mountains, near Scorpion
lands and the Chrysanthemum Petal Lake.

RDVENTURE HOOKS

After the destruction of Beiden Pass during the Spirit Wars, |1
Yakamo created a great crater in the Spine of the World Moun- d |
tains to serve as a new pass between the northern and southern’
portions of the empire. Though it lies between Unicorn and Scor-
pion lands, the Unicorns have claimed the pass. Two pathways ¢ %
through the mountains lead into the Great Crater (called simply
the Northern Pass and the Southern Pass), while two pathways
lead through the broken ground of the crater itself. The Sun's
Arc Way leads around the northern edge of the crater, while the
Way of Night leads on a more winding path down to the bottom
of the crater and through an underground passage before wind-
ing back up the other side. Recently a group of Ide emissaries dis-
covered ruined structures in the tunnel portion of the Way of /7
Night, and Unicorn scholars have begun excavating these ruins‘f{
They believe they have discovered a lost city, belonging to a civi-
lization not their own, reminiscent of Volturnum in the Shadow-
lands. Insisting that a civilization predating the Empire of Roku-
gan is impossible, the histories of the empire ignore these ruins,
but the Unicorns persist in their research.

As the nagas prepared to return to their ages-long slumber fol-
lowing the Battle at Oblivion’s Gate, one unfinished item of busi-
ness remained to them, When Hida Yakamo met his doom in the
Shadowlands, a group of nagas pulled his body off its funeral
pyre and a naga jakla sacrificed himself to resurrect the Crab.
Yakamo rose again with the eyes of a serpent and a mind linked
to the Akasha before finally ascending to become the sun.
Yakamo's birth as a naga, however, introduced a “contaminant”
into the Akasha, the communal mind of the naga race: a human |
soul. Like a grain of sand inside an oyster shell, Yakamo's soul §1
chafed at the Akasha until finally the Akasha expelled a




golden pearl unlike any ever seen by the naga before. As the naga
went back to sleep, they left this golden pearl in the stewardship
| of the Unicorn clan. During the Spirit Wars, this pearl hatched
| like an egg, and a human woman named Akasha emerged.

'THE RUNOR CLANS

Population: 3,200,000; humans
(clan noble caste, 12%;
common caste, 88%)

Clan Champion: Yoritomo
Aramasu (male Scorpion
Rog3/Ftr7)

Imports: Iron, silver, gold, food-
stuffs

Exports: Silk, spices

Alignment: N

When the children of the Sun and Moon fell to earth, they
established seven clans—one for each of the children, except-
- ing Fu Leng and Hantei. Each clan has its families, and on vari-
- ous occasions over the thousand-year history of the empire,
families have split off from their parent clans to become clans
#in their own right, usually in recognition of a particular act in
__service to the empire. Only once has a minor clan risen to
" become a great clan in its own right—the Mantis clan—but
now the clan is in decline, and seems destined to lose that
'status within the next few years.

RECENT HISTORY

Each minor clan has its own story, but the key story of recent
years is the rise and fall of the Mantis clan. Under the lead-

ership of Yoritomo, the Mantis clan grew in power during the
Clan Wars. Under the banner of Yoritomo's Alliance, the
Mantis, Centipede, Wasp, Fox, Tortoise, and Sparrow clans
became a major force in the Clan Wars and beyond. Yoritomo,
however, angered many samurai with his brash arrogance and
evident designs upon the throne of the empire itself. Shortly
after achieving the goal for which the alliance was formed—
the recognition of the Mantis (with the Centipede and the
Wasp) as a great clan—the Fox left the alliance and allied with
the Crane. Yoritomo himself was killed during the Battle at
Oblivion’s Gate, provoking the dissolution of the alliance
entirely. Though the Mantis clan remains an important clan, led
now by the Scorpion traitor Yoritomo (formerly Bayushi) Ara-
masu, the new daimyo's leadership is weak and he has made
many powerful enemies. It seems clear that the days of the
minor clans’ glory are over.

MINOR CLAN FARILIZES

The Mantis clan managed to absorb two other minor clans
during the Clan Wars, so the former Centipede and Wasp clans
are now Mantis clan families. The other minor clans each con-
sist of a single family.

The Mantis clan’s Yoritomo family (the original Mantis clan)
is made up of seafaring traders and mercenaries. They are adept
at fighting on the rolling decks of a ship, and they use weapons
unfamiliar to the rest of Rokugan. The Mantis mercenary pres-
tige class is described below.

The Moshi family of the Mantis (the former Centipede clan)
is a family of shugenja, specializing in fire and air magic.

The Tsuruchi family of the Mantis (the former Wasp clan) is
recognized for producing the finest archers in the empire. Natu-
rally, their samurai learn the Precise Shot feat and its related feats,

The Fox clan (Kitsune family) is the remnant of the ancient Ki-
Rin clan that never left Rokugan. Located in the mysterious



woodlands of the Kitsune Forest, the Foxes are peaceful scholars
and powerful shugenijas, attuned to the forces of nature in their
homeland. The Kitsune shugenja school teaches earth magic.

The Dragonfly clan (Tonbo family) is descended from a mar-
riage between a Dragon and a Phoenix, and was decimated in
one of the first clashes between those clans in 1158. Only a
handful of Dragonfly clan members now exist, and they have no
lands. Dragonfly shugenjas embrace a philosophy of change—
hardly welcome in a culture that reveres tradition so strongly.
They use water magic, but also study air magic.

The Sparrow clan (Suzume family) is descended from a
branch of the Doji family, but in stark contrast to the extrava-
gant Crane is dedicated to an odd philosophy of honorable
poverty. Members of the Sparrow clan are scholarly warriors,
expert artists and crafters, and remarkable storytellers. The
Sparrow samurai style teaches Expertise and its related feats.

The samurai of the Badger clan (Ichiro family) are the
defenders of Rokugan’s northern passes. Though no invasion
from outside the empire has yet come through the Great Wall
of the North, the Ichiro have been ready for ten centuries. Like
the Crab (from whom they are descended), the Badger samurai
emphasize strength, teaching Power Attack and its related feats.

The Hare clan was abolished in 1121, its leaders all accused of
practicing maho. The accusation, as well as the Scorpion clan’s
destruction of Shiro Usagi, were later revealed to be part of a plot
by the mysterious Kolat, and the clan was reinstated in 1134..

The Tortoise clan is a minor mercantile clan that trades with
the Yobanjin, barbarians who dwell far to the north, across the
mountains of the Great Wall of the North. Their trade is ques-
tionable in legal terms, but continues under the blessing of
the Emperor.

The Boar clan splintered off from the Crab during the first
Crab—Crane war (in the year 387). They were known as miners,
metalcrafters, and armorsmiths before their mysterious
destruction (see Adventure Hooks below).

The Snake clan was founded by an Isawa magistrate who
uncovered a plot against the Emperor’s life. Isawa Chuda’s
loathing of maho and all who use it was carried on by the clan
he founded, but the Snake’s research into confiscated maho
texts led it to the practice of maho, as is so often the case. Even-
tually, the entire clan was possessed by a tremendously power-
ful evil spirit called the Shuten Doji, and the Phoenix clan was
forced to kill every man, woman, and child of the Snake clan to
cut off the spirit’s power.

THZ MANTIS MERCENARY

The warriors of the Mantis clan are largely mercenaries, war-
riors who sell their services with little concern for whether
their mission is right or honorable. They have a unique fighting
style among the warriors of Rokugan, one that makes use of
peasant weapons and a rolling motion like the rocking of the
ocean. In fact, as Rokugan's best sailors, Mantis warriors are
accustomed to fighting aboard ships, and their school makes
use of this technique as well.

Mantis mercenaries are usually fighters before adopting this
class, though many are fighter/rogues.

NPC Mantis mercenaries are sometimes found aboard
Mantis merchant ships, but more often appear in other clans’
battles. Yoritomo Aramasu has promised military aid to the
Crabs in their war against the Cranes, but does not carry
enough clout in his own clan to muster that aid. Still, some
Mantis mercenaries fight in the Crab army.

Hit Die: d10.

REQUIREMNENTS

To qualify to become a Mantis mercenary, a character must ful-
fill all the following criteria.

Race: Human (Mantis).

Alignment: Any neutral.

Base Attack Bonus: +5.

Feats: Dodge, Weapon Focus (one of the following weapons:
chain, chijiriki, jitte, kama, kusari-gama, nunchaku, sai, | 1§
shikomi-zue, siangham, or tonfa). |

CLASS SKILLS |' i
The Mantis mercenary’s class skills (and the key ability for each ' b
skill) are Climb (Str), Craft (Int), Intimidate (Cha), Jump (Str), | b
Profession (Wis), and Swim (Str). See Chapter 4: Skills in the |48
Player's Handbook for skill descriptions. i)

Skill Points at Each Level: 2 + Int modifier. :

CLASS FEATURES

The following are class features of the Mantis mercenary. .

Weapon and Armor Proficiency: Mantis mercenaries are |
proficient with the following peasant and exotic weapons:
chain, chijiriki, jitte, kama, kusari-gama, nunchaku, sai,
shikomi-zue, siangham, and tonfa. They do not gain any addi-
tional armor proficiency.

Riding the Waves (Ex): Mantis mercenaries gain a +5 com-
petence bonus on Balance checks made to keep their footing
on an unsure surface, such as an uneven floor, ice, or a ship’s
deck in a storm.

Two-Weapon Fighting: When wearing
light armor or no armor, a Mantis mercenary
can fight with two weapons as if he had
the feats Ambidexterity



the mysterious shapechangers known as kit-

Class Base Fort Ref will sune, or foxwives. The Dragonfly clan occu-
Level  Attack Bonus  Save Save Save Special pied a palace just south of Dragon lands, in

1st +1 +2 +0 +0 Riding the waves, an area embroiled in the Dragon—Phoenix

| two-weapon fighting war. The Sparrow holdings are west of Kit-
2nd +2 +3 +0 +0 sune Forest, abutting the Crab lands. The

{ 3rd +3 +3 +1 +1 Voice of the storm Badger clan dwells far to the north of the
4th +4 +4 +1 +1 : Unicorn. The members of the Hare clan

+5 +4 +1 +1 Yoritomo's rolling wave

‘ 5th
o

and Two-Weapon Fighting. He loses this special bonus when
fighting in medium or heavy armor, but not when using a double
weapon (such as a kusari-gama).
. Voice of the Storm (Su): A Mantis mercenary of at least 3rd
| level can summon the power of Osano-Wo, the Fortune of
|| Storms, and channel it through his body for a moment. Once
. per day, a Mantis mercenary can add his class level as an
enhancement bonus to his Strength. Activating this power is a
free action, and the power lasts 1 round.
Yoritomo's Rolling Wave (Ex): At 5th level, a Mantis mer-
cenary learns the unique bobbing motion invented by Yorit-
- omo. When using the Dodge feat, a Mantis mercenary adds his
Intelligence or Wisdom bonus (whichever is higher) to the
dodge bonus to AC granted by the feat.

|
RUNOR CLAN LANDS
. The Yoritomo family of the Mantis clan dwells on the islands to

|| the southeast of Rokugan’s mainland. The two largest islands in
. this archipelago are known as the Isle of Silk and the Isle of
| Spice, after the Mantis’ primary exports. The Tsuruchi family
'~ lands are nestled in the Spine of the World Mountains, cen-
| tered on Kyuden Ashinagabachi, just south of the Red Lake.
. The Moshi palace lies in the Mountains of Regret, in the midst of
. Phoenix lands.
The Fox clan dwells in Kitsune Forest, south of Scorpion lands.
The forest is known for the many spirits that dwell in it, including

CHARACTERS AND CLANS
One of your players wants to play a tattooed monk from the
Dragon clan. Another is enticed by the magical power of the
Isawa. A third is a wily Scorpion rogue, and the fourth is a
noble Lion samurai. It's a classic D&D party of adventurers,
and the key strengths of each character cover each other char-
acter's weaknesses. But what in Rokugan could bring these
characters together in an adventure?
As Dungeon Master, you have the right to give your players
guidelines for what characters they should play. You could
conceivably dictate that they all play characters from one clan,
or at least that they all play characters from clans that get
along. However, it's important to remember that your grand
vision for the campaign should enhance the players’ fun, not
. _ interfere with it. A player whose imagination is captured by the
i - tattooed monk prestige class will be disappointed if you disal-
i~ low that choice, insisting that everyone make up Cranes. Your
players will be better served if you can find some way to let
them play the characters they want.
It's fine for you to shift some of that responsibility onto
them. Encourage your players to come up with connections
between their characters, from blood ties to ties of marriage

dwell in a castle and a few small villages near
the northern Scorpion lands.

The ruins of Shiro Heichi, the ancestral home of the Boar, lie
in the western spur of the Twilight Mountains, west of Crab
lands. The ruins of Shiro Chudo, the Snake castle, are in the
Dragon Heart Plain, between Dragon and Phoenix lands.

RDV=NTUR=E HOOKS

In the midst of political intrigues at court, the entire Boar clan
was obliterated in an evil magical ritual. In the foundries of the
Boar, a Dragon visitor named Agasha Ryuden forged an anvil
from a magical mineral, actually the petrified blood of the first
oni. Ryuden fed this anvil's evil spirit with the courage, honor,
and at last the lives of the members of the Boar clan, then deliv-
ered the anvil to his master, Iuchiban. Iuchiban and his lieu-
tenant, Asahina Yajinden, used this Anvil of Despair to forge the
Bloodswords—magic weapons infused with powerful spirits of
passion and violence. The western branch of the Twilight Moun-
tains is now haunted by a ghost called Shakoki Dogu, actually a
collective entity formed of the spirits of the slaughtered Boar. It
is a malicious entity that rurns streams to blood and leaves ani-
mals strewn across the mountain pathways. The ruins of Shiro
Heichi are considered the home of this mighty spirit, and even
the bravest Crab samurai dare not venture near the place.

Occasionally, foolhardy shugenjas dig about in the ruins of
Shiro Chudo hoping to find some remnants of the Snake's dark
maho. The lucky return home disappointed, while the unlucky
do not return at all.

(between characters or within their families). A number of
institutions in Rokugan can facilitate characters of different
clans working together.

You can create a campaign in which the characters will all be
magistrates—perhaps Emerald Magistrates under Hantei
Naseru’s command, or else clan magistrates under their clan
champion's command. Magistrates from different clans can still
be assigned to work together on a particular case. The magis-
trate campaign is a time-tested approach. Some players will find
it appealing to know that their characters act with a higher
authority and don't have to worry as much about crossing the
law, since they are the law. Other players will find it monotonous
to go from one investigative assignment to another, and may
find the suspension of disbelief harder to maintain as they cross
the empire one more time in search of another criminal.

A related approach is to have one or two characters repre-
sent the Kuni witch hunters or the Phoenix inquisitors. Witch
hunters and inquisitors cooperate extensively in their crusade
against evil magic within the empire, and it is natural for them
to enlist the aid of other types of characters along the way—
particularly if they have other ties to those characters.
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sections of the Shadowlands were virtually depopulared, How-
ever, while the empire nursed itself back to health and spent
itself once mare in the Spirit Wars, the Shadowlande also
regained its lost strengrth—and more. Mightier creatures
maoved into the depleted regions of the Shadowlands, closer to
. the empire than they had been before and thusa greater threat.
| | A stronger, fiercer breed of bakemono exterminared its weaker
| cousins. Mighty ogres with o grasp of tactics tosk eontrol of
|| these bakemone and their lesser ogre kin. Now, a number of oni
| overlords" have appeared, giving even Kyoso no Oni cause [or
W feor—and one ofl:’rﬁzse niew oni has taken the Life of Rukugans
Emperer. If the hordes of the Shadowlauds have their way, no
Emperor will ever again sit o the throne of Rokugan,

__LANDS

I'he Shadowlands show some diversity of terrain  from the
- wasted badlands nearest the Twilight Mountains to stinking bogs,
twisted forests, and broken mountains. The River of the Last
|| Stand forks in Last Stand Plain, winding south into the Shadow-
| landsand splitting again, forming the Black Finger River, which
flows into the Forbidden Lake, and the River of the Dark Moo,
which loses momentum and becomes a greul bug surrounding
1 | the Festering Pit of Fu Leng. Even the Sea of the Sun God 15
i} rainted and vile off the eastern cuast of the Shadowlands, where
h the land rises in charred] peaks and belching volcanoes.
L The Shadowlands is an outer plane In Rokugans cosmology. 1t
| s finite, clearly bounded on all sides by the Material Planis lands
1} of Rokugan, Traveling from the Material Plane o the Shadows
b\ lands is a5 simple as traveling over land or across a river—ng
| magie is required. Distances are sometimes distorted svithin the
W shadowlands—a journey that should be only a few miles can
g} stretch aut aver days, thotgh the reverse is rarely trug,
Shadowlands oni are'gutsiders native 1o the Shadowlands,
| Oither Shadowlands creatures ave not outsiders.

RAGIC IN TH=
SHADOWLANDS

In the Shadowlands, the elements themselves do not function
propetly, su it is hander for a shugenja to bend the elemenrs 1o
her will with a spell. Thus, all divine magic is impeded in the
| Shadowlands: In order to cast a divine spell, the caster muse
' _ milke a Spellerafe check againara D of 20 + the level 8F the
U7 spell. If the check succeeds, the spell wotks without dithiculey.
If the check fails, the spell does not function, though it still
eounts as g spell case that day. In addition, the spellcasrer
exposes herself to the Shadowlands Taint (see the next section),
and adds 1 to her Taint score for every § points by which she
Failed her Spellcratt check.
Example: Kuni Otamike fuces an oni in the Shadowlands.
" While her samurni allies cngage the creature in melee, Dtamiko
attempts to cast jade strike at the creature, Jude strike s a 41-level
Spell, so Otamiko must make a Spelleraft check against a DC of
24, Ctamiko has Spelleraft +11, but she rolls 1 2, for 3 el checlk
S result of 13, Not only does the spell not funcrion, bur Oramike
contacts the cotrupl energies of the Shadowlands, Since she
/failed the Spellcraft check by 11, she adds 2 to her Taint scors.
Arcane spells, inchuding all spells cast by maho-rsukai, are
nut impeded in the Shadowlands—in fact, quite the oppo-
site. All arcane spells cast in the Shadowlands have the
Empower Spell fear appliad ro them, at no additional cost
to the caster.

TH=
SHADOWLANDS
TRINT

The substance of evil pervades the Shadowlands, poisoning the
area with its contaminating presence; This corruption, com-
monly known as the Shadowlands Taint, affects everything that
walks and hreathes among it—with the notable exception of
the nezumi. All who tread in this dark realm are bathed in its
evil, and mest suffer horribly from the exposure.

The Taint atfects the body, mind, and spirit, It mars the
flesh, maddens the brain, and poisons the soul. It causes
unnatural growth and infuses the flesh with virulent cancers,
eventually transforming its victims into corrupted puppeis;
tattered husksunder the control of the lords of the Shadow
lands. It affects the mind as well as the body, causing terrible
madness in its victims. Irritability and agaressivenass esca-
late inte parancia and delusivns, culminating in extreme
homicidal mania, ;

The Shadowlands Taint i5 measured {n a Taint score. An ini-
tial exposure to the Taint typically results in a Taint seare of 143,
and accumularion is rypically fairly rapid afrer that initial expe-
sure. For every 74 hours spentin the Shadowlands, a character
must make a Fortitude saving throw. The DC is 10, bueit
increases hy 5 for.every consecutive 24 hours the character
spends in the Shadowlands, If the character ails this saving
throw, his laint score increases by 1,

A charaeter's Taint score applies a5 a penalty to his Constin-
Hon and Wisdorn ccores. Thus, a character with & 16 Conatitution
and a4 Wisdam who acquires & Taint score of + has an effective
Conetitution of 12 and Wisdom of 10, These penaltics reflect the
Tainrs impact on the character’s physical and mental healih,
Characters who embrace the Taint and make use ol it (primarily
maho-bujin and maho-tsukai) can iguoce sume of these penal-
ties, See the prestige class desciiptions below )

The penalties 1o Constitution and Wisdom are experienced
by the Taiuted charcter in a variery of ways, from mild navses,
jolnl pain, ur disorientadon o rotting flesh, severe skelatal
warping, and irresistible murderous urpes. Table 17—1- Taint
Effects supgests possible effects, divided into mild, moderate,
and severe effects. There is never any game effect other than
Constitution and Wisdom loss,

As terrihle 45 the Laint's effects are upon the living, they are
eveni worse upon the dead. Any creature that dies in the
Shadowlands {except for oni) animates in 1d4 hours asan
undead creature, usually a zombie of the appropriatc size. Crab

protocols call for burning the bodies of fallen comrades to pre
vent this ghastly transformation,

RESISTING TH= TAINT

The most teliable defense against the Taint while traveling in
the Shadowlands is jade. Hiruma shadow scouts and others
wha regularly travel in the Shadowlands always carry jade with
them. Jade absorbs the Tainted energics that would nermally
corrupt the character corrying it, slowly darkening and soften-
ing as its purity gives way to the corruption it is taking in. A
“finger" of jade (a picce of jade roughly the size and shape ol 4
human finger) protects a character for seven days before its
purity is exhausted, climinating the ueed tw make Forrimude
saving throws during that period, Multiple fingers of jade pro-
tect a character for a longer time, bur only 1o a point: Twe fin-




gers last ewelve days, three last sixteen days, four last nineteen
days, and [ive or move last for twenty-one days. A single finger

of jade costs 100 gp.

. No artificial form of jade carries the same divine balance of
elements as natural jade, so using magic w create jade in the
shadowlands 15 ne prorection from the Taint,

If a character’s Taint score ever reaches 10, the character is

' avercome hy the Taint and becomes a slave of evil. Such charac:
ters feel an irresistible urge to travel to the Shadowlands; where
they are often killed by Crab patrols, traps, ar marauding crea-
tures, Those who survive are met by an akutsulkai, a semi-
human servant of evil, who tests them for skill and loyalty,
they survive this test, they are usually trained as maho-bujin
(sce the maho-bujin prestige class).

IABLE 12—1: TAINT EFFECTS
Mild
Nagses, vomiting
Pain in joints
Skin thickens, cracking and turning leathery
Skin seeps greasy, yellowish "sweat”
Eyelid swells, nhscuring vision
Hair gnes white
Phlegmy, wracking cough
Pale, grayish dead complexlon
Surken eves, cracked lips
hild paranocia
Disorientation
Mild hallucinations
Increased aggressiveness

Moderate

Bores begin to warp and thicken .

Black lichenlike growth scross skin itehes incessantly
Reddened, burnlike sores and scars

Eye clouds or blood vessels break, ebscuring visien

Lips shrink baek fram gums:

Gurns swell, bleed, and rot

Bleeding from eyes, nose, mouth, sars, or lips

Hair falls aut

Uncantrollable seizures that wrack the body with spasms
Eruption of painful sores

Sores aoze blond, pus, foul-smelling ooze, spiders or
insects, thick pasty substance, maggots, acidic green slime
Hears yoices of el apirits

Severs parannia 1

Fits of uncontrallable, disturbing laughter

Disregard for hygiene and cultural mores

Severe

Flesh of nose rots away, leaving skull-like openings

Mutated, deformed fingers, toes, leg, arm, head, ear, eye, or
teeth begin o grow on inappropriate parts of the body, then
shrivel, rot, and eventually fall off

Spine Lwists, back hunches

Severe warping of skeletan, skull enlarges and defarms
Great swollen growths on the body :
Lungs eaten away from inside—wet, labored, painful breathing
Eye falls out, leaving gaping socket that glows with seria
green light

Skin peels off in papery sloughs at the slightest touch, leaving
red, raw flesh beneath

Fingers or taes bagin to web and fuse

Irresistible murderous urges

Reduced to primitive behavior

Eats inedible or still-living things

HEALING TH= TRAINT
The healing mupic of the warer element can reduce the Shadow-
lands Taing, helping w restore the natul balance of energies and
flow of ki within a Tainted individual. & nemuve diseuse or remove
curse spell is the obvious choice, but even these spells are limited
in theirahility to remove the Tainr entrely, Weither spell can elim-
inate the Tainr, bur either will reduce the targers Talnr score by L ]
A heal spell reduces a character’s Taint score by 3, bur never
below 1.
Mo other spell, including wish or miracls, can reduce 4 charac-
ter’s Taint score, encept by duplicating the effects of these spells,

SHADOWLANDS RMONST=RS
AND TH= TAINT

Creanires with the Shadowlands subtvpe (indicated in Chaprer
9 Monsters) do not acquire Taint and are not harmed by it, |8
since it makes up part of theit very mature, For purposes of detect
taint, spellcasting, and other effects, a Shadowlands creatue is
cansiderad to have a Taint score aqual to half its Charisma W
score, Uindead creatures add +1 to this number, while outsiders |
add +2 Thue, a Shadowlands skeleton has a Taint score of &
{equal to half its Charisma score +1), 2 dokufis has a Taint score
of 7 {equal to half its Charisma score), and a kyosa noond hasa
Taint score of 12 (half its Charisma score +2).

BLOODSPERKERS

Bloodspeakers are members of a cult [ounded by the sorcerer
Tuchiban, the most powerful and fearsome maho-tsukai in Roku-
gan's history Their ultimate goal is to put their master, whose
apirit srill lives, trapped in his tomb, on the throne of the empize,
ar—failing that—rta pur any sufficiently powerful member of
their srganization on the throne. Now that the throne stands
empty, the Bloodspealkers are revitalizing their efforts in pursuit
of the goal that has driven them for six hundred years.

The Bloodspeakers are 3 secret society devoted to the over- €
thirow of Tokugank serict social order, They are not dedicated to
maho end de nat think they serve the evil of the Shadowlands,
but maho is an important pertof their practices and, in truth, they
are simply pawns of the Shadowlands’ evil. The cult appeals to
peasants and eta whe are dissatisfied with their station in life and
Use lack ol opportunitics to better themselves that Rokugan's soci
ety alfunds thein, Participation in the Bloodspeakers offers a form
of power that is normally beyend such people—a twisted sort of
rebellion against everything the empite Lolds sacred. .

The Bloodspeakers number abour three ludied members,
mastly scattered through the Lion, Crane, and Scurpivn lands,
They tend to cluster in exteemely isolared locations, where they
are not likely to be discovered, ot in large cities, where they can
hide among the multirudes. The cult is based around small
cells, sach with five to twenty-five members, led by the most
powertul maho-tsulkal of the group, or ar least the mest charis-
matic, Most Bloodspeakers do not know anything about any
other calls, but one or two senior members of each cell now of
perhaps two or three other cells, and contact those cells to coor-
dinate cfforts on tere occasions.

Bloodspeaker cells meet to read from Tuchiban’s writings,
perform maho ritals to increase the power of the participants,
and plan stoikes against threats or enemics, Bleod sacrifices are
4 common features of these meetings, but otherwise they
vary widely in content and tone,




The average Bloodspeaker cultist is a 1st- or 2nd-level com
moner. Leaders are often peasant adept/maho-tsukai of around
ath level, though sccasionally a disgruntled shugenga/maho-
tstkai becomes involved with this revolutionary culr.

RAHO AND THE
TRINT

One of the most common means of acquiring the Shadawlands
Taine is thiough the pracrice of maho, or bland magic. Shugen-
| ias and sorcerers are often drawn to the study of maho as2 way
| ol increasing thelr magical power, giving them access to
t destrucrive spells they would not atherwise know,
o - Ashupenja, sorcerer, nr adept who ressarches maho can learn
a spell from the maha-tsukai spell list instead of her normal
- spell list if she makes a Knewledge (Shadowlands) check againat
| a D2 of 18 + the spalls level. This spell counts against the char-
Acter’s normal spells known, and if the character is a shugenja, it
counts 25 a spell outside the charaeter’s favored element,
Casting maho spells carrics a terrible cost, however, Any
character who casts a maho spell (a spell from the waho-wsukai
spell list} must make a Fortitade save (DC 10 + spell level) or
|| increase her Taint score by 1. The charcter must make this
| suving throw every time she casts o muho spell.
| Ifashugenja or sorcerer s a Tain score of 4 or higher, she
| can qualify for the malw-tsukai prestige class (see below), and
increase her magical power dramarically—at the ulrimate cost
of her soul,

rRESTIGE
CLASS=ES AND
__T=R7LAT=S

| The Twnt is not just 1 source of corruption arid madness, It bears
the power of the Shadowlands, and characters who are willing to
use this power can achieve tremendous depths of corrupt
might, Two special prestige classes are epen only to claciers
who bear the Taint: the maho-bujin (Tainted watsio), and the
- maho-tsukai (blood sorcerer). Characters who progress far
enough in onc of these prestige chisses bevume creatures of the
Shadowlands themselves, transformed through the application
i . of the akutsukai ("servant of evil") remplare. Akutsukai who
prove their faithfuluess o the cause of evil may gain addirional
abilitics, represented by the akurenshi remplate.

' TABLE 12-2: THE MaHo-Bupin

- Class Base Fort Ref Wil
Level Attack Bonus Save Save Save
st PR e} +2 +0 +0
':-' 2nd +2 +3 -+ +
e I +3 +3 +1 +1
4th 14 +4 +1 +1
Sth +5 +4 +1 +1
Gtk +h +5 +2 +2
Tth +7 +5 +2 +2
Ath +8 6 +2 +2
ath +4 +6 +3 +3
10th +10 +7 +3 +3

RMAHO-BUTIN

When 4 character’s Taint exceeds the capacity of his body and
soul to contain it, he is possessed by the evil power of the Shadow-
lands and transformed into a crenture of Taint, Such characrers
feel an irresistible urge to travel into the Shadowlands, often
walking until their feet bleed, slinghtering anyone in their way
The lucky ones are killed by Ceab patrols or marauding Shadow
lands creatures, The unlucky oncs find their way to the Festering
Pit of Fu Leng and are transformed iniw living servanrs of evil

Most maho-bujin were Crab {ighrers, samurai, or rangers
before their Taint overcame them, although a member of any
rice (except nezuini), clan, or characrer class can adopr this pres
tige class. Shugenjas and other spellcasters are usually seduced
into the maho-tsukal class before becoming maho-bujin.

NPC maho-bujin are found thranghout the Shadowlands,
often serving s commanders for small groups of Shadow-
lands crearures.

Hirt Die: d12.

REQUIREMENTS
To qualify 10 become a maho-bujin, 2 character must fulfill all
the fullowing criterla,
Shadowlands Taint: The character’s Taint score muct ba 10
OT IMote,
Special: The character must enter the Shadowlands and
travel to the Festering Pit of Fu Leng,

CLASS SKILLS
The inaho-bujin' class skills (and the key ability for each skill)
are Climb (S, Intimidate (Cha), Jump (Str), Ride {Dex), Sense
Morive (Wis), and Swim (5tr). See Chapter 4: Skills in the
Flayer’s Handboak for slill descriptions,
Skill Points at Bach Level: 2 4+ Int modilier

CLASS FEATURES
The folluwing are class features of the maho-bujin.

Weapon and Armor Proficiency: Maho-bujin do not gain
ny additlonal weapon or armor proficiencies beyond what
they possessed before their transformation.

TaintSuppression: By definition, a maho-bujin is over-
whelmed with ‘Laint, but this Taint is not immedintcly obvious
toemlonkers. After he becotmes a maho-bujin, a character’s Taint
manifests in mental effects—insanity, tage, nightmares—and
internal physical ettects. If o maho bujin is sphit open, the e
nal corruption is obvious: His body is full of bloody pus and
strange growths, even internal limbs, Barring s condition, it
is impassible to deteet a maho-bujin based on appearance,

Amaho bujin nelonger applies Lis Taint soore 2sa penalry o
his Constiturion, but still applies half of his Taint scote 5 1

Spacial
laint suppression, Crimson road, Shadowlands subtyps

Dreath knell
Unbounded corrupticn

Damapge reduction 1 0/+1



'mE 12-3: THE MarHO-TsuKAI

Class Base Fort Ref  Will — Spells per Day*
Level ~Attack Bonus Save Save Save  Spacial 1 2 3 4 5 6 7 A 9

[Fast +0 +2 +0 0 Taintsuppression,. 3 —- — — —  —  — e
| blood component,
| spell cohversion,

imaho metamagic
2nd +1 43 (] 40 4 — — — - — - —
[i3rd +2 +3 +] +1 5 T Tl | b e e e e e e
4th +3 +4 +1 +1 i 4 _ = —_= - = = =
“Sth 43 (el B ) (TR S S e TR
Bth +4 +5 +F +2 ] & 4 — - e e i
ith +3 3 +i 2 (i Ho 5 i = = = ==
Bth +B +i +2 +2 (5 & 6 4 = e el
_Gth 5 +6 +3 3 (+ & 6 5 I = = ==
10th +7 +7 +3 +3 & 7] 1) 0 4 _ = = —
11th +5 +7 +3 +3 G Bl AT e
12th +9 +& +4 +4 G [ & 6 & 4 -

Hath +9 +8 +4 +4 & & & 6 & 3 3 =
141k +10 +9 ok +4 & & 6 6 & 6 4 — —
15th 411 +8 +5 5 I e T T e
16th™ — —s — - [ B b & & 13 & 4 —
17th* = Sy g s A S S 5
18th* — = = " 6 6 6 6 & 6 6 6 4
19th# = = TR e TR R e e
Hth* — — & 6 £ [ ) ] b f 2

*Na character can actually reach a level above 15th az a mahe-tsukai, but through spell cenversion a character may have the gpell-

casting ability of a higher-level maha-teukai.

penalty to his Wisdom. TaBLE 12—4: MaHo-Tsukal SPELLS KNOWN

Crimson Road (Ex): Malo-bujins make addi- Level 1 2 3 4 5 & 7 2 9
rional melee arracks in a round like a monk’s 1st = = = = = == = ==

unarined amacks: Bach addirional awack is made at a 2nd 3 N e P

base attack bonus 3 points lower than the previous. 3rd 3 IR — = =

Thus, 2 maho-bujin with a base artack bonus of +8 4th 1 2 = e e

gets three attacks per tound a +8, +5, and +2, instead Sth 4 2 1 = === = eooa

of two attacks at +8 and +3 6th 5 3 : 1 e = = == = ==
Shadowlands Subtype: Like all creatures of the 7th 3 3 Z 1 ST i et L P

Shadowlands, maho-bujing are vulnerable to certain 8th 3 4 £ " = == == s
: S e : GHET SRS e e i A Wil e e

torme of attsck. Even if they have damage reduction, i 5 g o . . - = — e

they are harmed by jade and obsidian weapons, and ith 5 c 4 3 7 1 = iomatT,

eannot regenerate or naturally heal wounds dealt by 13th 5 5 4 4 3 2 o o

such weapons: They are also affected by crystal Tath 5 5 4 ) 3 2 1 A

WeApOns, ag described in Chaptcr &, 1dth 5 5. 4' 4 4 3 7 — -

Death Knell (Su): When a maho-bujin of at least q5th 5 % " L 4 = il 1 —
4th level strikes the killing blow to dispatch any 16th 5 Gidls Aot . Fri——T 3 Z —

crealure, he gains 1d8 temporary hit points and +2 to 1ith 5 5 4 a Faedi L 5 2 1

Strengch. If he is @ spellcaster who uses maho, his 15th 5 5 4 4 4 4 4 3 2

effective caster level alsu increases by +1. This effect N4th i3 5 4T et TR s 4

lasts for 10 minures per HD of the slain creature. 20Lh i} 5 4 4 4 4 4 4 3

Unbounded Corruprion; 4 maho-bujin of 7ih
level or higher adds half his Taint score to all artack rolls.
Damage Reduction (Ex): A 10th-level maho-bujin gains
damage reduction, He ignores 10 points of damage from each
normal attack, unless the damage 15 inflicred by a +1 or better
magic weapon, ot a jade, obsidian, or crystal weapon,

RMAHO-TSVKAI

Mzho,or blood magie, is pechaps the most seductive and effective
ronl of evil in Rokugan. Maho wielders, or maho-tsukal, have
served the will of the Shadowlands for centuries, both within the
empire and without While the Kuni witch hunters, Phoenix
inguisitors, and Snake clan magistrates have dedicared them-
gelves to purging maho from the empire, it is often those most
dedicated to its eradication who are most likely to find them-
salves seduced by its power. And it is power, most often, thae

seduces, for maho is an easy path to tremendous magical power.
Young shugenjas frustrated at the glow pace of their studies, old
scholars chafing at the limitations of their elemental magic, peas-
ant foll-magic practitioncrs—for all these spellcasters, maheo
offers a way to overcome obatacles that the sanctioned magie of
Rolugan cannot provide. At the mere cost of oncs soul....

Maho-tsukai come from a variety of backgrounds. Many are
shugenjas—some inexperienced; some quite advanced—wheo
stumble across or seck out the forbidden secrets of maho in
thelr school’s likraries. Others are adepts frum the peasant
classes who learn maho from an older practitioner, Many
Elondspeakers fall into this category, passing the secrers of
maho down from generation to genetration, Characrers who
learn maho withaut prior magical training usually begin as sor- | i
cerers, advancing into the maho-tsukai class as soon as :
they meet the prerequisites.




NP maho-tsukal are everywhere, though they are usually
extramely well-hidden. Despite the recent crusade conducted
by Kuni Utagu and other witch hunters, maho-tsukai remain
within every clan of the empire, both lurking in peasant vil-
lages and, especially, hidden away in the shugenja schools,
where Utagu was less likely to turn his attention, Maho-tsukai
also eperate within the Shadewlands—most notably, luchi
Shahai, whose power has earned her the title of Dark Dauglier
of Fu Leng,

it Die: da.

I: REQUIRERMENTS
To qualify to become a maho-tsukai, 2 character must fulfill all
the following eriteria,

Basc Will Save: ++,

Shadowlands Taint: The character's Taint score must be +
or higher.

Skills: Concentrativn 8 ranks, Knowledge (Shadowlands?
4 ranks.

Spells: Abilicy to cast divine or arcane spells.

Special: Must either read maho writings to learn the prac-
0 dee; study under another maha-rsuleat, ar summaon a Shadove-
| lands spirit

CLASS SKILLS

The mahwo-tsukai’s class skills (and the key ability for each skill)
; are Alchemy (Int), Bluff (Cha), Concenrrarion {Con), Hide
{Dex), Knowledge (arcana} (Inr), Knowledge (Shadowlands)
W1 (Int), Scry (Ing), and Spelleraft (Int). See Chaptor 4 Skeills in the
“Flayer’s Handbaok for skill descriptinng,

Skill Points at Each Lewel: 7 4 Int modifier

ICLASS FEATURES
4 The Wllowing are class fearures of the maho-rsuka,

Weapon and Armor Proficiency: Maho-tsuleai are profi-
cient with all simple weapons. They are not proficient with any
| type of atmor, nor with shields. Armor of any type interferes
I with a maho-tsukai's arcane gesrures, which can cause her
spells to fail (if those spells have somatic components),

Taint Suppression: While » maho-tsuleai iz likely to sceu-
mulate a high Taint score over the course of het lite, this Taint is
not immediately obvious to onlockers. A maho-tzuliai's Taine
manitests in mental effects—insanity, rage, nightmarcs—and
internal physical effects. If a maho tsukai is split open, the
internal cotruption is obvious: Her body is full of bloady pus
and steange growths, cven internal limbs, 1f a maho-tsukai
enters the Shadowlands, her corruption immediately manifests
* externally as well Darring these two conditions, it is impussibile

to detect @ maho-tsukai based on appeaance,

A maho-tsukai no longer applies her Tainr score as a penalry

wr her Constitution, but still applies half of her Tatnr score 45 2
- penilly (o her Wisdom.
SING OTH=R TEOTLE'S BLOOD
Using another person’s blood to serve as the material compo.
pent or fiocis of a spell adds a full reund to the casting time for
the spell. The victim must be helpless or willing, and the cost
is double {in hit points or ternporary Con damage) what it
- would be if it were the caster’s blood,

A maho-tsukai secumulates Taint for casting maho spells,
just like a shugenja or soteerer docs, Sce Maho and the Taiug in
this chapter. All spells a maho-tsukai casts are mahw spells.

Spells; A maho-tsukai casts arcane spells, much like 2 sor-
cerer. Rather than using 4 key ability score for spellcasting,
maho-tsubkal use thieir Taint scores. To cast a spell, 2 maho-rsukal
imust have a Taint score at least equal 1o the spells level. Maho-
tsukai bonus spells are based on 4 number equal to the chame.
ter’s Talnt score + 10, and saving throws against maho spells
have 2 DC of 10 + spell level + rhe maho-tsuleai’s aint score. The
meho-tsukai's spell list appears below:

Amaho-tsuleai is limited to casting a limited number of spalls
of each level per day, but she need not prepare her spellsin
advance. The number of spells she can cast per day is improyed
by her bonus spells, based on her Taint score. The number of
spells a maho-teukai knows is not affected by her Taint score.

Blood Component: A maho-tsukai must substirure a drop
of blood for 4 spells materinl component or foeus, if any She
has two options: use her own bloed or use someone clses.

If she uses her own, the minor knife cut to doaw (he reguisite
blood is a free action that becomes 2 normal part of casting the
spell, The maho-tsukai does not neeld 1o make & Concenratlon
check to complete the spell, despite the wound. Using this abil-
ity deals the maho-tsukai 1 point of damage. '

Substituting blood for 2 costly marerial component requires
drawing a grearer amount of blood. The maha-tsukar deals
meore damage to herself when doing so, according to the table
below. When using blond to replace 3 costly component, the
mzho-tsukai must make 2 Concentration check (D€ 10+
damage talen + spell level) to suceessfully case the spell.

Component Cost (gp) Damage Dealt
1-50 : S
51-300 11
301-750 17
750+ - 23

Spell Conversion: A mahe-tsukai can “rrade in" levels in
another spellcasting class for additonal levels of maho-tsulkai
spellcasting ability. Pach level of prior spellcasting abiliry
counts as one additional level as a maho-tsukai for purposes of
determimng spells known and spells per day only Spelis previ-
ously learned as a shugenjs or soreerer count against the char
acter’s tofal spells known, but the maho-tenkai costs them now
as arcane maho spells, spilling blood during the casting 352
hlond component. Maho-tsukai de not learn mote cantrips or
gain more Olevel spalls per day az they sdvance. When a maho-
tsuleai advances a level, she can learn her new spells from cither
her old spell list or the maho-tsukai spell lise, but casts all her
epelle a5 maho spells regardloss.

For example, o 5th level sercerer becomes a maho-tsukai
when she reaches oth level. As o sorcerer, she knew six ¢-level
spells, four 1selevel spells, and two 2nd-level spells. As 4 maho-
tsukai, she converes her sorcerer levels w maho-tsukai spell-
casting ability, and can wow cast spells as @ sth-level maho-sukal.
She learns one new tsi-level spell (a ol of five), one new 2nd-
level spell (a wtal of three), and two 3rd-level spells as well she
casts ill her spells—whether she knew them before her ‘ronver
sion” or nor—as maho spells, using blond componants, She still
knows her six cantrips, and can cast stx (Hevel spells per day for
the rest of her carear

Maho Metamagic: A maho-tsukai who learns metamagic
fears ean apply them by paying an additional cost in blood. By
draining blood, the maho-tsukai can enhance her spells with-

out using a higher-lavel spell clot. The cost iz a number of




points of temporary Constitution damage equal to the level of
the metamagic spell. Thus, to cast a vampivic fouch spell with
the Empower Spell teat applied costs the maho-tsukai 5
| points of temporary Constitution damage (3rd-level spell +
two levels for Bmpower Spell). The maho-tsukai cannot
enhance & spell to 8 level higher than he can cast by this
- means. For example, a maho-taukai muse be at lease 9th level
1o cast an Cmpowered vampiric fouch, even though the spell
 uses only a 3rd-level slot.
Level Advancenment: The power of maho is seductive. Once
3 character has tasted is attvactions, it is hard to resist. If a
- maho-tsukai wishes to advance in level inanother class, she
- must male a successful Will saving throw with a DC equal to 10
+ her Taint score. If she fails the saving throw, she must advance
hor maho-tsulkai level. If she succeeds ar this saving throw, she
- ran adiance the level in another class, though she must seill
 attemnpt the saving throw the nexr rime she gains 2 level.

AHO-TSVKAI S?PaLL LIST

' The maho-tsukal spell list contains only « few unigue spells
that do not appear on the other lists in this book. See Chapeer 7:
Magic and Spells for descriptions of spells marked with an
asterisk (%1 on the spell lise. Spells marked with a dagger (71 are
described in this chapter,

5T-L=VEL MAHO-TSUKAl S¥=ELLS
_ Bane. Eremies suffer -1 atack, —1 on saves apainst fear
Canse Fear. One crearure flees for 1d4 rounds.
Chill Touch. 1 touch/tevel deals 1de damape and possibly 1
St damage.
Cobra's Breath®, Spit paisat in a 10-ft. come for 1d% Con
damnage.
Curse Water. Males unholy water.
Deathwatch. Sees how near death subjects within 30 fr. are.
Detact Undead. Reveals undead within &0 f1.
Doom. One subject suffers 2 on attacke, damage, saves, and
checks.
Ghost Light®, Ghostly green radisnee causes fear,
Inflict Light Wounds. Touch, 148 +1/level damage (max 1 £),
Invisibility to Undead. Undead can't perceive one
subject/level. :
Ray of Enfecblement. Ray reduces Str by 1dé points +1
poing/twe levels. :
Summon Monster IT. Calls ousider wo fghe [or you.

2NP-LEVEL MAHO-TSUKAI S?PELLS

Apparition™. Target's face looks terrifying; viewers may
become shaken,

Dadkness. 20-[L mdius of supernatural darkness,

Dearh Knell, Kills dying creature; you gain 1d8 emporacy
hp. +2 Str, and +1 level.

Desecrare, Fills area with negative energy, making undead
StTOnger.

Gentle Repose. Preserves one cotpse,

Choul Tauch, Paralyzes one subject, who exudes stench (-2
penalty) nearby.

Inflict Moderate Wounds. Touch ateack, 2d8 +1 flavel
damage (max +10)

Kiss of the Toad®. Poisonous touch deals 1dé Con damage,
repeats in 1 min,

Scarc. Panics creatures up to § HD (13-4, radiug),

Spectral Hand. Creates disembodied glowing hand to deliver
touch attacks.

Summon Monster ITf. Calls oursider ro fight for you,

summan Swarm. Summons swarm of small crawling or
flying creatures,

Tasha's Hideous Laughter. Subject loses actions for 143
rounds.

SRO-LEVEL MAHO-TSUKAl STELLS

Animate Dead. Creates undead skelerons and zombies.

Restow Curse. -6 to an ability; -4 on attacks, saves, and
checks: ar S0% chance of losing each action.

Contagion. Infects subject wirh chosen disease.

Fear. Subjects within cone flee for 1 ronnd/level.

Halt Undead. Immobilizes undoad for 1 round level,

Inflict Serious Wounds. Touch attack, 3d8 +1/level damage
{1 18],

Mental Wealmess*, Targer suffers —4 penalry to Will saves,

Megative Encrgy Protection. Subject resists level and abiliry
drains

Poison. Touch deals 1d10 Con damage, repeats in 1 min,

Speak with Dead. Corpse answers one question/two levels,

Summon Monster Y}, Calls outsider to fight for yeuw

Vampiric Touch. Touch deals 1d6/two caster levels; caster
gains damage a5 hp.

UTH-LEV=L RMAHO-TSUILAI SPELLS

Arcanc Eye, Invisible floating ¢ye moves 30 fi./round,

Cloud of Taintf, Damages and sickens untainted creatures.

Creeping Darkness®, Cloud of inky blackness moves at your
command.

Enervation. Subject gains 14 negative levels,

Evards Black Tentacles. 1d4 +1/level tentacles grapple mn-
domly within 15 ft.

Fatigue”. Creature touched becomes farlgued,

Ciant Vermin. Turnsinsects into giant vermin,

Heart Ripper®, Kills 1d4 hwing crearures with less than 2 HI

Inflict Critical Wounds. Touch attack, 4dR <1 level damage
(e +20)

Legzer Planar Binding. Traps cutsider until it performs a task.

Pain® Inflict pain on targets, who suffer —4 on attack rolls,
saving throws, and ability checks,

Phantasmal Killer. Fearsome illusion kills subject or deals
3dé damage

Polymorph Other. Gives one subject & new form.

Polymorph Self, You assume a new form,

Solid Fog, Blocks vision and slows movement.

Summon Monster IV Calls cutsider to fight for vou.

Wall of Bones®, Creates a bune wall that can be shaped.

Warer to Polson®. Transform water intu ingested poison,

5TH-LEVEL MAHO-TSURAl SPELLS

Blood of Fire®, Four blood missiles deal 2d8 damage each.

Circle of Doom. Deals 1d8 +1/level damage in all directions.

Cloudkill. Kills 3 HD or less; 4—6 HT save or die.

Contact Other Plane, Ask question of extraplanar entity.

Insect Plague. Insect horde limits vision, inflicts damage, and
wedk creamures flee,

Magic Jar. Enables possession of another creature,

Wightmare. Sends vision dealing 1d10 damage, farigue.

Slay Living. Touch artack kills subject.

Summon Monster Vi Calls pursider to fight for you.

Unhallow Designates location as unhaly

TWood Rot®. Wood item or plant creature rots and hecomes
worthlese




Blade Barrier. Blades encircling you
deal 1dé damageflevel.

Circle of Death. Kills 1d4 HD/level,

Create Undead. Chouls, shadows,
ghasts, wights, or wraiths,

Eyebite. Charm, foar, sickén or sleep one
subject.

Forbiddance, Denies ared to creatures
of another alignment

Harm. Subject luses all bur td4 hp,

Flanar Binding, As lesser planay bind-
ing, butup o 16 HI

Repulsion, Creatures can't approach

- Yol

Summon Monster VTE. Calls outsider
ta fight for you i

| Acid Fog. Fog deals acid damage.

Blasphemy. Kills, paralyzes, weakens,
or dazes nonevil subjects. iR

Control Undead. Undead don'tamack
yuu while under your command.

Creeping Doom. Carper of insects artacks at vour eommand,

| Destruction. Kills subject and destroys remains

L || Finger of Death. Kills one subject.

0 Insanity. Subject suffers comtinuons costfusion.

|| Simulacram, Creates partially real double of a cresture,

Summon Monster VIIf. Calls cutsider to fight for vou.

Sword of Darkness®, Blade of negative energy attacks your

¥ opponents,

W Withering Palm® Touch attack desls 1 point Str damage and

1 point Con damage per two caster levels.

TH-LEVEL RAHO-<TSUK Al SYELLS

Antipathy. Object or location affected by spell repels certain
creatures,

Clone. Duplicate awakens when original dies.

Create Greater Undead. Mummies, spectres, vampires, ot
ghosts.

Creater Planar Binding. As lesier planar binding, but up ro
24 HD.

Polymorph Any Object. Changes any subject intw anything
else.

Swmmon Monster VIII Calls outsider wo fighe for vou.

Symbol. Triggered runes have armay of effects.

Trap the Soul. Imprisons subject within gem.

WTH=-L=VEL MAHO-TSUKAI 5PZLLS
" _Encrgy Drain, Subject gains 2d4 negative levels.
-~ Implosion. Kills one creature /rownsd,
- Power Word, KilL Kills one wough subject or many wealk ones.
Soul Bind. Traps newly dead soul 1o prevent resurrectinn,
i Summon Monster IXY, Calls oursider to fight for vou
Tainted Aurat. +4 AC, +4 resistance, and 25 SR against good
spells,
Wail of the Banshee. Kills one crearure/leval
Weird, As phantasmal killer, bur affects all within 30 .

MAHO-TSUKA) SPELL
DESCRIPTIONS
Two maho-tsulai spells are described below. In addition, the
varinus susmmeon wmanster spells werk differently tor a maho-
tsukai than they do for other casters, and details on what crea
tures 4 maho-tsuleai can summon ate provided here.

CLOUD OF TAINT
Evocarion [Evil]
Level: Maho 4,
Components: v, 5
Casting lime; 1 action
Range: Medium (100 ft. « 10 {1./level)
Area: 20-ft-radius spread
Duzration: Instantanecus
Saving Throw: Fortitude partial
Spell Resistance: Yes

You eall up raw Tainted power to smite your enemies. The Taint
takes the form of a cold, cloving cloud of gressy darkness,
Mezumi, Shinomen nagas, and coeatures with the Shadowlands
subtype are not bacmed by the spell, and creamres with 2 Taint
seove are ol Dully affected.

The spell deals 1d8 points of demage per two caster lovals
{maximum 5d8) to untainted creatures and sickens them for
1d4 rounds. A sickened creature suffers 2 -2 penaley on attack
rolls, weapon damage rolls, saves, skill checks, and ability
checks. A suceassful Forritude save raduces damage to half
and negares the sickening effact, Sickened ereatures must
make an additional successtul Fortitude save or gain a Tuint
score of 1d3.

The spell deals only half damage to crestures with Taint
scores, and they are not sickened, They can reduce the damage
in half again (down to one-quarter of the roll) with a successhul
Fortitude save. Such Tainted creatures automarically increase
theit Taint score by 4, regardless of their saving ow resuls,




UMMON MONSTER
The various summon monster spells funciions s descrbed in e
Hayers Handboak, bur the monsiers available for a mahe-tsukai
to summon are specific and limited. Most of the creatures 2
maho-raukai can summon are kansen—eorrupt elemental
spirits From the Shadowlands These are normal elementals
(any type) with the fiendish template applied and the Shadow-
lands type modifier

As described in Chapter 9: Monstars, 2 garegosu no bake-
motio is & Hendish giant octopus with the Shadowlande type
modifier and a feed ability similar to a barghest’s. Like other
glant octopi, it is mobile on land,

Spell

Level Monster Summonad

Jst ‘Fiendish dira rat

Ind Fiendish octopus

3rd Small kansen (fisndish elemental, ary type)

dth Vargouille _
5th ‘Medium:size kansen {fiendish elemental, any type)
bth Large kansen {fiendish elermental, any type)

ith Garegost na hakemaono (fiendish giant octopus)
Ath Greater kansen (fiendish elemental, any type)

Gtk Elder kansen {fiendish elemental, any tvpe) =

MINTED AURA

Abjuration [Evil]

Level: Maho o

Components: ¥, 5, F

Casting Titne: 1 action

Range: 20 ft.

Targets: One creature/level in @ 20-ft-radius burst centered
om ol

Duration: 1 round/Tevel (17)

Saving Throw: Sea text

Spell Resistance: Yes (harmless)

A malevolent darkness surrounds the subjects, protecting them
from attacks, granting them resistonce to spells cast by
untainted creatures, and infecting such creatures with the
Shadowlands Taint when they strike the aubjects. This abjurs
tion has four effects:

Ficst, the warded creamures gain a +4 deflection bonus to AC
and a +4 resistance bonus on saves. Unlike the effect of protec-
tion from pood, this bencfit applies againstall avacks, not just
agatnst attacks by good crearures,

second, the warded creamures galn SR 25 against good spells
and spells cast by creatures with neither a Taint score nor the
Shadowlands subtype.

‘Third, the abjuration blneks possession and mental influ-
ence, just as profection from good does

Finally, if an untainted creature succeeds at a melee artack
againet a warded creature, the offending attacker gaing a Taint
score of 1d3 (Fortitude save nepates).

Focus: A fragment of an oni’s body, such as a claws tooth, or bone,

SURMMOMNING OfU
A maahoeteukai can use the spells lesser planay binding, planay
binding, and greater planar binding to summon an oni from
Cakido to the Material Plane, In order to do so, however, the
maho-tsulai muet male 2 bargain with the summoned oni,
which alwrays involves giving it a name—the proper name ofa
living person. Only such a name can give form to the oni spirit.
The person whose name is given to the oni must be present

when the oni is summoned, Sharing 2 name binds the sum-
moned oni and the person whese name it was given closely
together—the oni’s form reflects the nature of its name, and it
eventually tries to gain control of the morral whose name it car-
ties, If the namer is not the maho-tsukai who cast the spell, itis
the namer who bargeins with the oni and atrempts to exert hie
will over it. Each time the namer engages in a bartle of wills
with the oni {opposed Charisma checks), the namer adds 1 to
her Taint score. If the namer rolls 2 1 on an opposed Charisma |
check; the oni breaks free of control and attemprs to kill its
natmer, Wlen the namer is destroved, the oni's physical form
becomes permanent, and it remains free 1w wander the Shadow-
lands. (If it is not already there, it travels there immediately, leay-
ing chaos and destructlon In {rs path.) One need only menton
the names Akuma, Kvoso, Shikibu, and Tsuburu for a reminder
of how dangerous summoning an oni can be (see Ond, Shadow-
lands in Chapter ¢).

RKVUTSVKAI

An akuesukai (servant of evil™) is a human who lias been tans- §
formed Into an onilike minion of evil. Most akusukai were
either mahe-tsukai or maho-bujin before their mansformartion,
but occasionally characters entively free from Talnt mighrt be
recritted by the lords of the Shadowlands and transformed
into akutsukai,

CREATING AN AKUTSVKAL

“Aleutsukai® is a remplate that can be added to any humanoid
{referred to hereafter as the "base creature™). The creature’s type
changes to "undead (Shadewlands)! it uses all the base crea-
ture's seatistics and special abilities, and gains certain speclal
attacks and -;pen:.i:] qnnlitieﬂ.

All alruteubrai have the following characteristics.

Taint: An akutsulai no lopgor acquires Laint, For purposes of

maho and special abilities; its Taint score is considered to be

halfite Charsma scove +1. :

East Healing (Ex): Akutsukai heal 3 hit points per round. As
Shadowlands creatures, they cannot heal damage dealt by jade,
crystal, or absidian weapons.

Undead: Immune to mind-affecting effects; poison, sleep,
paralysis stunning, and disease. Not subject to critical hits, sub- &
dual damage, abiliy damage, encrgy drain, o death From mas-
sive diimage,

A given akursukai also possesses 1d4+1 of the lollowlng spe-
cial abiliries,

Blend with Darkness (Ex}: The akursukal’s skin grows
Black and mattled, giving it 2 +10 racial bonus on Hide checks
in darkness and shadowy conditions.

Chitinous Armor: The akutsikai’s skin hardens into chiti-
nous plates, giving it +5 natural armor.

Claws: The aloussukai grows inch-long claws, allowing it to
make two claw attacks per round. Medium-gize alursulai
inflict 1d4 points of damage with a successtul claw attack, while
Small akutsukai deal 1d3 points and Large ones deal 1dé points.

Command the Taint (Su): The aloursulai can rebulke or com-
mand any Shadowlands creature (including bakemonos,
Shadowlands ogres, Shadowlands undead, and oni), much as an
evil cleric rebukes or commands undead. The akutsukai rolls a
tuening check, using its Taint score instead of its Charisma med-
ifier; and caleulating the maximum HD affected by using its
toral characrer level. It then rolls tming damage using its rotal J
character leve] and its Taint score. Affected creatures cower
in awe, like rebuked undead, or obey the akursukai’s




| level + its Charistna medificr) or become shaken. Shaken
{ | creatures suffer a —2 morale penalty on attack colls,

mental commands if they have halfas many Hit ice {or fower)
as the akutsukai has levels.

Humans who have 2 Taint score are susceptible to this power
as well. However, if a human's Taint seore is lower than every
one of his ability modifiers, he gains +4 turn resistance (he is
treated as having four more levels than he sctually has for pur
poses of the akutsukais turning check). If his Taint seate is
lowwer than any one of hie ability modifiers, but not cvery one,
he gains +2 turn resistance,

Damage Reduction (Ex}: The akutsukai gains damage
reduction according to its character level:

Character Level Damage Reduction

Tst-3rd Shl
ath—7th 10/+1
&th=11th iR
12th+ 307+

Eyes of Hell (Ex): The akutsulkait eyeball tissues burn away,

| leaving an empty socket that glows green, red, yellow, white, or

hltie ‘The alasuleai has darkvision to a range of 120 feet and is
immune to any blinding effect,

Fear Aura (Su): Aliuteulkai are shrouded in s constant aura of

terror and evil. Creatures within o 30 foot radius of the akut

suleai must succeed ata Will save (DC 40 + 172 the akutsukai's

weapon damage rolls, and saving throws.

Maho: Former mahe-bujin gain the spellzastng
<ability of s maho-tsukai of the sume level as their
it maho-bujin level. Fermer maho-tsukai gain

the special abilities of « maho-bulin of the g
same level as their maho-tsukai level (to
a1 maximum of 1o,

Mulriple Arms: The alursulai

“has as many as eight arms, and
gains the Multiweapon Fighting

| feat for free. 1f it has g Dexterity
seore of 15 or better, it also
gains the Multidexterity faat
for free.

Sense Purity (Su): With
wa successful Spot cheels, |

the presence of

. humans whe
are free from
the Shadow-
lands Taint within '
a lacge radius. The DC depends
un the discance:;

Challenge Rating: Up to characrer level 3, as basc creature
Characrer level 4 to character level 7, as base creature +1
Character level 81, 25 base creature +2

RRVUTZNSHI

The most frared of the human servants of the Shadowlinds o
the alutenshi, commanders of the akutsulai, masters of oni,
and generals of Shadowlands armies.

CREATING AN ARUTENSHI
“Alutenshi” is a remplate that can be added only to an akut-
sukai. All akutenshi have the following characteristics, in addi
tinn tiv the characteristics of alutsulai,
Alternate Form (8p): Akutenshi can take on the appearance of
any humanoid creature, se if using an alter self spell
Cloaked Taint {(Ex): A Kuni wireh hunter or other character
with the Sense Taint ability must make a Knowledge {Shadow-
lands) check ageinst e DC cqual to 10+ 1,/2 the akutenshis level
+ the alutenshi's Tainl store o
detect the presence of Taine
i the skurenshi.
A given akurenshi also pos:
sesses any number of the fol.
lowlng special abilities.

Body of Damned Time (Su):
Onece per hour, the akutenshi can
asstme an incorporeal farm that
appears as an inky void filled with
stars. The sleutenshi can only remain
in this form for 1 round. Any living
creature within 60 feer that views the
akutenshi must succeed at a Fortitude
save (DC 10 + 1/2 the akurenshi’s 11D
i the akutenshi's Charisma modi-
ficr) or immediately suffer 1d4

points of permanent Strengeh, 1d4
points of permanent Dexteriry,
and 1d4 points of permanem
Cuonstitution drain, The af-
fected creature’s hair, if any,
rurns white. A creature: that
successfully saves against
this effect cannot he af-
fected by the same aku-
tenshis body of damned
time for one day

Breath of Taint (Su):
The skutenshi can breathe 5
eloud of pure Taint in o 15-foot
cone, Creatures within the cone
must succeed at a Reflex saving throw

. UDIE::TE; il ?{f Eﬁ]t.?n:fs - :?EF (DC 10 + 1,/2 the alourenshi's HD + the akueenshi's Constitution
e Fi'miii—.i il e . mirI:: i m;hz nE medifier} or incrensc her Taint score by 1d4 points. A successful
1 trilesT willes 70 e et ce save halves the amount of Taint acquired {iuinimum 1 poine).

Detect Thoughts (Sp) The akutenshi can use this spell-like
ability at will. _
Disrupt Ki (Su): At will, (he akurenshi can diseupr the flaw

eI A RIAg

i i

T

=1 1/2 miles—2 miles 25
" Tail: The akutsukai hoe a clublike lizard tail, which it Ay use

o

35 2 natural weapon. It may use the tail o5 its only artack, using its
tull arrack bonus, or may use it as a secondary attack at —5 from irs
full sttack bonus The tail deals 1d¢ points of damage if the akui-
sukai is Medium size, 1d4 if it is Small, or 1da if it is Large.
Wings: A pair of batlike wings allow the akuisukai o fy at
four times its base speed, with puur maneuverabiliry,

of energy within a single targer it touches. The opponent must
make a Will saving throw against a DC equal to 10 + 1/2 the
akucenshiy HD + the akutenshi's Wisdom modifier. 1fthe oppo-
nent fails the save, he must use his lowesr ability score modifiar
as the ability medifier for all ralls, 1nelnding attack rolls (melse
or ranged), damage rolls, skill checks, and saving throws, This
distuption lasts for 1 round per level of the alurenchi,



Ely (Su}: The akutenshi can fly at its base speed, with perfect
ity Tt flies as if walling through the sir unaffected
r—ir can walk sideways or upside down if it desires.
y (Sph The akutenghi can become invizible, as the
spell, ot

Shape pimngl. {8p): While all akutenshi can sleer their appear-
ance, some cin assume any shape they desire, a3 if using the

shapechange spell.

Soul Drinking (Su) When an akutenshi slays a humanoid
OppCe L, it can take a full-round action to suck out the victin's
final breach, consuming ies life force, The victlin cannot be
restored to life by any form of maising or resucrecion untl the

alurenshi dies.

Challenge Rating: As the base erearure (akutsukai) +1

ADVENTURE HOOKS

Besides Shiro Hiruma, a lonely Crab outpost in the midst of the
Shadowlands, several other sites mark the bleak landscape of
the Shadowlands near the Kaiu Wall, Haikyo sano Kappa, once
a strong Crab formress, later housed a bakemono cloy, though is
population was decimated during the clans’ march to Voltur-
num (and subsequent march back to Rolugan). While the clans
rebanlt and fought the Spirit Wars, th emonn city also
rebuilt, though it is now ruled by cer hakemaonaos whao
contly arrived in this region of the Shadewlands.

a fairly innocuous place, where Kuni shugen-

jas could oecasionally be found negotiating with the bake-
monos. Mow, humans do not enter Kappa and survive, Betore,
the Kuni Lepl: the ¢ i a secret, since it served their
purposcs to be able to visit the city when necessary Mow, the
s aware of its presence, and Hida O- Ushi hopes to

retake it just like her clan reclaimed Shire Hiruma,

The Forgotten Tomb of Fu Leng stands near the end of the
River of the Dack Moon. This squat stoucture of ancient stone

appeared in the Shadowlands after Shinget and the Seven Thun-
ders firer defeatad Fu Leng, representing the fallen deity's
remaining power on earth. When the Hooded Bonin and the
tiewr Seven Thunders defeated Fu Leng again, the Forgotten
Tomkb shattered. Its crumbling ruine are still avoided by every
credture in the Shadowlands.

The Festering Pit of Fu Leng lies in the midst of a stinking !

bog at the end of the River of the Dark Moon. T

the place where Fu Leng fell from the Celestial Heavens and
descended into L-akldu, and PalP;Lblt waves of evil seill emanate
from its boundless depths. Whether the se-called oni "over-

lords™ also emerged liom his pit or have their origins else- |

where is 8 matter of speculation,

volmurnum, the site ar which the clans battled the Shadow
for conrrol of Oblivion's Gare, is an ancient city of the trolls
that stands deep in the Shadowlands, The light of Lord Sun
and Tady Moon purified Volturnum. The heroes who remain
keep it free from Taint. Doji Kuwanan is the main guardian and
is immortal as long as he stays within it walls: The eiry is
grand and majestic, though crumbling under the weight of 2

‘theusand years of corruption, and seems to suggest that the

trolls of the Shadowlands were once something more than
they are now.

For non-Crab characters, at least, adventures involving the
Shadowlands are more lilely to talie place within the bound-
aries of the empire. Oni, ogres, and bakemonos attack the Kaiu
Wall, wander into Shinomen Forest and out the other side;, or
travel through subterranican tunmels to emerge in the Twilight
Mountains, the Wall Above the Ocean Mountains, ov even the
Spine of the World Mountains. Tsunos have recently appeared
in Lion lands, Other Shadowlands creatures, including
mamenos, bog hags: and haino no oni, regularly move among

humaniey, their preferred prey. Even more tnsldious, of course, |

are the Bloodspeakers and maho-tsukai, humans who
hetray their empire by serving the Shadowlands,
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APPENDIX 1:
SPELL INDEX

maho casters in Chaprer 12: The Shadowlands.

Spell Name: Level
| Aoy Wj 1

' Actd fog: Maho 7, River 7
*Advice: Sha §
Aid: Fortune 2, Sha 2
T Aiming af the tavget: W
A Airwalk: Sha 4, Shu 4 (Air)
1 Alter self: Wuj 2

. *Ancestral vengeance: Anceator 2, Sha 2
Attitnal friendship: Sha 1, Shu 1 (Water)
Antitral growth: Wiy 5
Animal messenger: Sha 2, Soh 2
Animal shepes; Nature 8
Animate dewd: Graive 3, Maho 3, Wuj 5
“dnimale five: Flame 3, Wuj 3 (Fire) / -
Animale objects: Sha 6 CAEN
| Antmate rope: Wl 1 U i
L "Animate water River 2, Wuj 7 {‘Wa:rej:iﬁ
*Animate woed: Wonod 1, Wiy 1 Qgﬂi
| Antimagic field: Sha B, ‘Ihu é fEarthJ

tﬁnt!phmt chell: Wuj 4 (Wood)
Antipathy: Guardisn 9, Maho 8, Shu 9 {EarrJ:lJ, Wuj 2
| TApparition: Maho 2, Wuja
I Arcane eye: Maho 4 Yl
Aveane lock: Whuj 2
Aveane mark: Wuj 0
Astral projection: Sha 9, Travel 9, Wuj 9
AMonement: Ancestor 5, Sha 5, Shu's (Water)
“Attraction: Sha 1, Soh 1
| Augury: Divination 2, Sha 2
*Backbiter; Wuj 1 (Wood)
Bane: Maliw 1, 5ha 1, Suh 1
Buniskment: Shu 6 {Barth}
‘Barkskin: Shu z (Barth)
 Bestow curse: Maho 3, Sha 3
| Binding: Shu & (Earth)
Elade barrier- Maho &, Meatal &, War &
Blasphenty: Maho 7, sha 7
Bless: Celestial 1, Community 1, Sha 1, Shu 1 (Water}, Soh 1
Bless water: Sha 1
Blindness/deafress: Sha 3
*Blood of five: Maho 5, Sha 5
“Blur Wuj 2
#Bo of water: Shu 2 (Water)
*Body ewdside body: Wi 7
,‘Srmk enchantment: Fortune 5, Sha 5
Bull’s strength: Hero 2, Sha 2; Shu 2 (Earth), Soh 2, Wj 2
b {Earth)
Burning hands: Flaine 1, Shu 1 (Fire)
! Call lighining: Shua 3 (Fire)
Calm animals: Sha 1
Calm emotions: Sha 2
*Castigate; Fury 3, Sha 3, Soh 3

Cat’s grace; Sho 2 (Fire), W 7 [Fire)
Cuuse fear: Mahe 1, Sha 1 (Fire)

An asterisk (*) indicates a new spell described in Chaprer 7
Magic and Spells, A dagger (1) indicates a spell described for

Gummuine with nature: Shu 5 (Al

Chain lightring: Shu 7 (Fire)

*Chameleon: Wuj 2

Changestaff: Wood 5

Change sclf: Shu A (Ale), Trickery 1, Wuj 1

Chios harrmier: Sha 4

Churrre rrorister: Waj 4

Charm: pevser: Whj 1

Chill touch: Maho 1

Circle of death: Maho &, Metal &, War &

Circle of doom: Fury 5, Maha s, Sha §

*Cirele of flasme: Sha 5 (Fire)

Clavaudience/dairvoyance: Knowledge 3, Shu 3 (Air)

Clouak of chaos: Sha 8

Clotte: Maheo 8

*Cloud chaviot: Wuj & (Water)

TClowd of Toint: Maho 4

Cloudkill: Maho 5, Shu & (Adr)

ACobra’s breath: Maho 1, Wi £ (Water)

Comtand plants: Wood 2, Wi 8 (Wood)

*Commutte with greater spivit: Celestial 5, Divioation 5, Nature
5,8ha 5, Shu 5 (Water'—Kitsu school, Wuj 7

*Cﬂmmunﬁ with lesser spivit; Celestial 2, Marre 2, Sha 2, Shu 1
(Wateri—Kitsuschool, Wuj 3

“Compel: Ancestor B, Sha g
Comprehend languapes: W 1

“Cone of eold: W 5 (Water)
Confusion: Shies [Fire), Irickery 4, Wuj 4

Contart other qilase: Maho 5
Contagion: Maho 3, ha 3

Contingeney: Shu 6 LWate:}

Control plants: Wood 4, Waj 4.{Wood)

Control undead: Mahe ?

Control water: River -l,'Shu 4 {Water), Wuj 6 (Water)
Control weather: MNatiize 7, Sha 7, Shus (Warer), Wij 6
Control winds: Sha 5, Shu 5 (Air)

Create greater undead; Grave 8, Maho's

*Create spring: Sha 2.

Create undead: Grave 6, Malo s

Create water. Shu 0 {Water)

*Creeping durkness: Maho 4, Wuj 4

Creeping duom: Maho 7

Cure cvitical wourds: Healing 4, Sha 4, Shu 4 (Warer)
Cure light wounds: Healing 1, Sha 1, Shu 1 [Water)
Cure thinor wounds: Shi 0, Shn 0 (Water)

Cure modevateununds Healing 2, Sha 2, Shu 7 [ Water)
Cure eerionus wionnds: Healing 3, Sha 3, Shu 3 (Water)
Cursgwater:Maho 1, Sha 1

*Dance-of the unicorn: Shu § {Water)—Iuchi school
*Dancing blade: W 4 (Metal)

Dancing lghts: Shu 0 (Fire), Wuj 0 {Fire)

Darkness; Maho 2

Daylight: Shu 3 {Fire)

Diaze: Shu 0 {Air), Wuj 0

Death knell; Grave 2, Maho 2

Death ward: Soh 4, Shu 4 (Barth), Wuj 4
Dreattiwatch: Malio 1, Sha 1

*Decapitating sarf; Wi 7 (Meral)

Dreluy poisun: Sha 2, Soh 2, Shu 2 CWarer)

Delayed blast fiveball: Shu 8 (Fire)—Agasha schonl, W 7 (Fire)
Desecrate; Maho 2

Destruction: Fury #, Grave 7, Maho 7

Detect chaos: Sha 1, Soh 1, Wi 1

#Detect curse: Sha 3



*Dietect disense; Sha 0

Dretect evil: Sha 1, Wuj 1

Detect pood: Sha 1, W) 1

Detect lawe: Sha 1, Soh 1, Wuj 1

Detect magie: Sha 0, Sho 0 (Water), Wj 0

Detect porsom Sha 0, Wag 0

Dietert sopving: Shu 4 CAdr)

Detect seevet doors: Knowledge 1

Detect snarves and pite: Shu 1 (Air)

“Deetect Taint: Shu 1 (Water)

Diebect thoughts: Knowledge 2, Shu 2 (Air), W 2

Detect undead: Ancestor 1, Maho 1, Sha 1

Dictum: Celeatial 7, Sha 7

Dimertsion doot: Shu 5 (Adr), Teavel 4, Wuj 4 (Earth)

Discern lies: Sha 4, Soh 3, Shu 4 (Adr)

Discern Jocation: Divination 5, anly:dgt 8,5ha 8, 5hus
{WWaten)

*Discern shapechanger: Sha 4, Soh 4, Wuj 3

Disinfegrate; Shu 7 (Earth), Wuj 7

Cistidssal: Sha 4, Shu 4 (Barth), Wuj 4

Diispel chaos: Guardian 3, Sha 5, Soh 4

thspel evil: Guardian 4, Sha 5

[hspel good: Cuardian 3, Sha 5 3

Drspel law: Guardian 3, Sha 5

Drispel magie: Sha 3, Sha 3 (AlL), Soh 3, Wy 3

*Dispel Taint: Shu 5 (Earth),

Dieplacement: Waj 3

Disrupt undead: Shu 0, Wuj 0

Divination: Ancestor 4, Divination 3, KEnowledge 4, Sha 4,
Shu 4 {Air)—Asahing schoel

Divine favor: Hero 1, Soh 1

Divine powet: Hero 4, Soh 4, War 4

Dominate merester: Wy 9

Dominabe person: Wuj 5

Duum; Maho 1, Sha 1, Suh 1

Direarnt: Sha 5, Wi 5

"Theam sight: Sha 4

*Earthbolt: Wy 3 (Earth)

Earthquake: Ravager 8, Sha 8, Shu 8 (Earth), Stone 8,
Wuj & {Barth)

*Elemental buyd: Wi 1 (AlL

Elemienttal swarm: Hiver 8, Sha 2 (all), Srone @

FElemtental wand: Naeare 4, Wy 4 (AL

Emotion: Whj 4 _

Endurarice: Shu 2 {Barth}, Wuj 2 (Barch)

Endure elements: Sha 1, Shu 1 LA, Soh 1, Whij 1 (ALl

Energy drain: Maho 9

Encriation: Maho 4

“Tutangling scarf: Wuj 2 (Meral)

Enthrall; Sha 2

Entropic shield: Fortune 1, Sha 1

Elhereal jurnt: Sha 5, %Wuj 7

Etherealness: Sha 6, Wuj 8

Evard’s black tenfacles: Maho 4

Expeditious refreat: Shu 1 (Air), Travel 1

Eyebite: Maho &

Fabricate: Whj &

Faerie five: Sho 1 (Fire)

False vision: Lrickery 5

*Fatigue: Maho 4, Sha 4, Soh 4

Fear: Maho 3

Feather fall: Shu 1 (Air)

Feeblemind: Shu § (Fire), Wuj 5

*Fiery eyes: Waj 1 (Fire}

Find the path: Knowledge 6, Sha 6, Shu 6 (Adr}—Asahina
school, Travel &

“Finding the center; W &

Finger of death: Maho 7

“Fire breath: Flame 5, Shu § {Fire), W 5 (Fire)

Fite seede Flame &, Shu a (Five), Wuj & (Fire)

Five sheelfd: Shind [Fire), Wioj 4 [Fire)

*Five shuriken: Wj 2 (Fire)

Five storim: Flame 7, Shu 7 (Fire)

Fivg frap: Wuj 4 (Fire)

*Five wings: Shu 3 (Fire), Waj 3 (Fire)

Firgball: Shu 4 (Fire)—Agazha echool, Wi 3 (Fire)

*Fires of parity: Shu 6 (Fire]

Flare arrow: Shu 4 (Fire)

Tlame blade: Shu 2 (Fire)

Flame strife: Shu 5 {Tire), War 5

Flaming sphere; Shu 2 (Fire)

Fliere; Sl 0 (Five), Wuj 0 (Five)

Flesh to slowe: Shu 6 (Bareh ) —Tamori schiool, Wuj 6 (Bacth)

Fly: Travel 3

Fog cloud: Wl 2 (Warer)

Forbiddance: Maho e

“Fovee shapechange: Sha 6

Fovesight: Ancestor %, Divination %, Knowledge 5,
Shaur 8 [Air)—asahina and Sashi sehools

Freedom: Wuj 9

Freedo of movement: Fortune 4, Soh 4

Gaseous form: Wuj 3 (Water)

Cate: Celeptial ©, Sha & Wi o

Geas/quesk: Ancestor &, Sha &, Wuj &

Geretle repose: Maho 2

*Ghost light: Grave 1, Maho 1, Wuj 1

Ghost sound: Shu 0 (Air), Waj 0

Ghoul touch: Maho 2, Sha 2

*Giant size: Hero 8, Wuaj 7

Giant vermin: Maho 4

Globe of imvulnerability: Wuj s

Glyph of warding: Shu 3 (All}

Greater dispelling: Sha &, Shu s (All), Wuj 6

Greater plyph of warding: Shu & (Fire)

Greater magic weapon: Shu 3 (Earth), Soh 3, Wuj 3 (Meral)

Cavpater planar hinding: Maho 8

CGreater restoration: Sha?, Shu 7 [(Water)

Greater sorying: Divination 7, Sha 7, Shu 7 (Water), Wij 7

*Creater spivit ally: Celestial 8, Sha 8

*Creater spivit binding: W 8

Cutdance: Sha 0, Shu 0 {Air)

Gust of wind: Shu 3 (Air}

*Hail of storie: Stone 2, Wuj 1 (Barth}

Hallueinatory termain: Shu 4 (Air)

Halt undead: Maho 3

Hurm: Fury 6, Maho 6, Sha 6

Huste: Shin 3 (Adr), Wi 3

Heul: Healing s, Sha ¢, 8hu e (Warter)

Healing circle; Healing 5, Sha 5, Shu 5 (Water)

“Heart vippey: Maho 4, Wuj 4

Hear metal: Meral 2, Shu 2 (Fire}

Heroes' feast: Communirty &

Hold monster: Waj 5

Hald pievson: Sha 2, Shu 2 (Barth), Wj 2

Hold porfal: Whaj 1

Huly aura: Sha &

Huoly smite; Sha 4

Holy word: Sha 7



Harvid wilting: River 8, Shu 8 (Water)—Tuchi schoal, Major creation; Wuj 3

Wi 8 (Water) Mefajor imge: Sl 3 (AL, Wi 3
"Haorse's ose: Shu 2 (Water)—Iuchi school Mfuke whole: Shu 2 (Earth)
Hyprotic pattern: Wj 2 Muss hewl: Communicy § Healing 8, Sha 8, Shu & (Water)
Hyprotism: Shu 1 (Fire), Wuj 1 Mass invisibility: Shu 7 (Adr}
e blast: Wi 2 (Water) Miass suggestion: Wj &
“Tee hwifer Waj 2 (Water) *hdaster of the rolling viver: River &, Shu & (Water)
Tee storny: River 5, Whaj 4 (Water) Metd inta stone: Sha 3 (Earth)
Identify: Divination 1 "Melt: W) 1 (Fire)
Mhisory script: Wuj 3 Mending: Sha 0, Shu 0 (Earth), Wuj 0
Musory wall: Shu 4 {Air) “Mental slvength: Sha 3, Soh 3
Imeplusiun: Fury 9, Maho 2 *Mental weakmness: Maho 3, Sha 3
Imprisonment: Shu 3 {Earth}—Kuni school, Wuj 2 Message; Wg 1
Improved tnvistbility: Shu s (Air), Wy 4 *Medal shin: Wuj 5 (Metal)
Incendiaty cloud: Flame 8, Shu & (Fire), Wuj 8 (Fire) Meateor swartn: Sha 2 (Fire)
Inflict eritical waunds: Maho 4, Sha 4 Mind blank: Wuj a
o Inflict light wounds: Maho 1, Sha 1 Minor creation: Wuj 4
- Inflict minor waunds: Sha 0 Minor globe of invudnerability, Wuj 4
\ Inflict moderate wounds: Maho 2, Sha 2 Minor image: Shu 2 (A, W 2
N Inflict sevious wounds: Maho 3, Sha 3 *Minwte form: Wi 8
Tnsanity: Maho 7 Miraele: Community 9, Fortune 9, Sha o
| Inseet plague: Maho & Mirage arcana: Shu 5 (Afr)
W “Internal five: Flame 9, Wuj 9 (Fire) Misdivection: W 2
| Inwisibility: Shu 3 {Air), Trickery 2, Wuj 2 Mislead: Fortune &, Shu 7 (Ade), trickery &
*Inisibrlity fo enemies: Sha 3 Move earth: Meral 7, Shn & (Eavth), Waj & (Barth)
*tnweisibility fo spivits: Sha 2 Megative erevgy mrofection: Maho 3
W Tnvisibility to undead: Malw 1, Sha 1 Mewtrahize poison: Sha 4, Shu 4 (Water), Soh 4
! L Ton body: Metal 9 Mightware: Mahe 5, Sha 5, Wuj 5
Iron scarf: Metal 1, Wuj 1 (Metal) Nondetection: Trickery 3
ronwod: Wood 7, Wl & (Wood) Otbscure object: Shu 2 {Earth) Yoge schoel
' *lade aura: Shu 2 (Earth)—Yogo school Obscuring mist: River 1, Sha 1, Shu 1 (Water), Waj 1 (Water)
- “Tade strike: Shu 4 (Barth) Openfelose: Wi 0
L Turp: Wi Ovder's wrath: Sha 4, Soh 4
| Keen edge: Shu 3 (Fire), Wuj 3 (Metal) “Pain: Maho 4, Wuj +
B Kiss af the tand: Maho 2, W 2 Dass without trace: Shu 1 (Bareh)
| Krack: Wj 2 Baszovall: Shu 5 (Barth), Wj 5
Know diveclion: Sho 0 (Air) Bermanency; Wuj 5
W "Enow motfation: Sha 2 Pertruren| image: Shu 6 (ATT), W 6
L "Knew the shadows: Shu 2 (Adr) Bersislent immage: Shu 5 (Adr), Wuj 5
Legend lore: Ancestor 7,Divination 6, Knowledge 7, Shu 7 Fhanlasmal killer; Maho 4
(Air} Asshing school Phase door: Travel 8
Lesset planar binding: Mahe 4, Sha 4 Elanat binding: Maho 7
U8 " Lesser vestoration: Sha 2, Sho 2 (Water), Sul 2 Flane shift: Sha &
*Lesser spivit ally: Celescial 4, Shia 4 Flant growth: Shu 3 (Earth), Wuj 3 (Wood)
*Leaser spivit bindirg: Wuj 4 Forson: Mahao 3
Lewitate. Sha 3, Shu 2 (Air) *Poison teedles: Wirj 4 (hdatal)
| Lighl: Shu o (Fire), Wuj o Palymorph any object: Maho 8 Trickery 8, Wuj 8
0 | “Lighining blade: W 2 Polymorph afher: Maha 4, Wuj 4
Lightwing bolt: Shu 4 (Fire) Folymorph self: Maho 4, Sha 4, Wuj 4
Linited weish: Wj # *Pazsess: Sha 5
Locale créature: Shu 4 (Water], Woj 4 *Possoss animal: Nature 3, Sha 3
Locate object; Sha 3, Shu 2 (Water), Travel 2, Wuj 2 Power word, blind: Shu & (Fire), War 8, Wuj 8
Mage hand: Shu 0 (Earth), Woj 0 Powet werd, kill; Maho 9, W 9, Wuj 9
L Magis cirle against chaos: Sha 3, Soh 3, Wuj 3 Power word, sbun; Wi 7, VWi 7
Magic circle against pvil: Sha 3, Wj 3 Prryer. Community 3, Sha 3, Shu 3 (Earth), Soh 4
Magic circle against good: Sha 3, Wuj 3 Prestidigitation: Wuj 0
% Magie civcle against law: Sha 3, Waj 3 Pricluce flame: Flame 2, $hu 2 (Fire)
*Magic civele against Taint: Shu 3 (Barth) Programmed {mage: Shu v (Air), Wuj &
| Magic jar Maho 5 Pratection from arvmus: Wi 7 (Metal)
Magic missile: Wuj 1 Protection from chans: Sha 1, Soh 1, Wuj 1
Magic stome: Shu 1 (Tarth), Stone 1 *Protection from chavm: Waj 2
Magic vestment; Sha 3, War 3 Protestion from elements: Hero 3, Sha 3; Sha 3 (All), Soh 3,
Magic weapon;: Shu 1 (Eareh), Soh 1, War L W 1 (Metal) wj 3 (All)
*Magnetism: Metal 3, Wuj 3 (Meral) Protection from evil: Sha 1, Wuj 1



Profection from good: Sha 1, Wuj 1 Speal with animals: Sha 1

Profection from Jaw: Sha 1, Wuj 1 Speal with dead: Ancestor 3, Maho 3, Sha 3, %Wuj ¢
Fratection from spells: Shu & {Carth) Speak with plants: Sha 2, Wood 3
*Protection from spirits: Sha 2 Spectral hand: Maho 2
*Pyotection from Taint: Shu 1 (Earth) Spell immunity: Sha 4, Shu 4 (Barth), Soh 4
Furily Jood prd drink; Sha 0, Shy ¢ (Wiier) Spell resisteence: Sl 5 {Eavily)
Pyvotechnics: Wj 2 (Fire) Spell twrring: Fortune 7, Shu 7 {Bacth)
Cuench: Shu 4 (Flre) Spider climb: Wy 1
“Rain of needles; Wi 2 (Meral} Spihe stones; Shu 4 (Earth), Stone 4
Raise dead: Sha 5 *spirl ally: Celestial 6, Sha &
Rawy's telepathic hnd: Community 5 *Spivit hinding Wiy &
Ray of enfechlement: Maho 1 *uprt mendle Wi A& (Metal)
Ray of froct: Wuj 0 (Water) *epivit self: Wj 5
Read wagic: Sha 0, Shu 0 (All), Wj 0 Spivitual weapon: War 2

*Reanimation: Sha 4, Wuj 7 Statue: Shu 7 (Earth), Stone 7, Whj 7 {Earth)

- *Rehuke: Sha 2 Status Community 4
Refuge: Community 7, Sha 7 *oteam breath: Wi 3 (Water)
Regenerate; Healing 7, Sha 7, Shu & (Water) Stirhing clowd: Wuj 3 (Warer)
Beincernate: Sha 4 Stonie shape: Shu 3 (Barth), Stone 3, W 5 (Eorth)
Remmove blindness/denfress: Sha 3, Shu 3 (Water) Stone tell: Shu 6 (Barth)
Remove cierse: Sha 3, Shu 3 (Water), Waj 3 Stone bo flesh: Wuj 6 (Barth)
Rernove disense: Sha 3, Shu 3 (Water) Storigskin: Guardian €, Hero 6, Sha 6, Shu & {Earth}, Stone 6,
*Remnove (nligee: Sha 4, Sob 4 = i 4 (Earth)
Remove fear: Shu | (Water) ﬁ ' *Substitutivn: Celesual 3, Furtune 3, Guardian 3, Sha 3
Retrtove paralysis Sha 2, Shu 2 (Warer), Soh 2 Sugpestion: Wuj 3
Repel metal or stone: Meral 5, W) 8 (Meral} | Swmmon monster I Maho 1, Wy 1
Repel woad: Wood &, Wij 6 (Wood) Tsummon monster I1: Maho 2, Wuj 2
Repulston: Guardian 7, Maho &, Sha 7, Wujé tSummon monster IIL: Maho 3, Wuj 3
Resist elements: Sha 2 (AlD), Soh 2, Wiy 7 (AlD tsummn monster 1% Maho 4, Wuj 4
Resistance: Sha 0, Shu 0 (Earth), Soh 1, Wujo Fsummon govrster v haho 5, W 5
Restovation: Sha 4, Shu 4 (Water), Soh 4. FEummon moster VI Maho &, Wuj &
Resurvection; Sha 7, Shu 7 (Water) FSummon montster VII: Maho 7, Wuj 7
Righteous might: Hero &; Shu 5 (Warer) FEutmmon monster VII1: Maho B, W 8
Eope trick: Wuj 2 Fluntrmion menster I Maho 9, Wuj 9
Rusting grasp: Metal 4, Waj 4 (Metal} Summon nature’ ally I Sha 1
Sanctuary: Shu 1 (Earch) Summon nature’s ally IT: Sha 2
“Seales of the lizard: Wiy 1 Sumirton nature’s ally 111 Sha 3, Shu 3 (All)
Seare: Maho 2 Swmmon natures ally IV: Sha 4
Fereen: Shu & (AL, Trickery 7 Summon natuie’s ally V- Sha 5, Shu 5 (All)
Serying: Divination 4, Shu s (Water), Wuj 4 'i'Allfl Summion nature’s ally VI; Sha ¢, Shu s (All)
Searing light: Shu 3 (Fire) S redure’s ally VIE Sha 7, Shu 7 (ALl
*Secret signs: Wigj 1 Swmmion rebwrey elly VILEG Sha 8, Shu s (All)
Seg drwlstbeliny: W 2 Summon nature’s ally IN: Sha 9, Shu ¢ (All)
*Servant horde: Wi § Summon swarm: Maho 2
shawhler: Shu 3 (Water'—Tuchi schoal © o Suimmoning wind: Wi 5
Shapechange: Hern 9, Matore 8, Wi 9 i Lo -'S!tﬁ'heamr Sha 7, Shu 7 (Fire)
Shafter: Ravager 2 sunbist Sha 8 CFire)
Shietd: Wisj 1 ¥Surelife: Fartune 8, Guardian 8, Wj &
Shield of faith: Cuardian 1, Sha 1, Shu 1 (Earth), Soh 1 *Sugtain: Sha 4, Soh 4
Shield of law: Sha & #Bwim: Wuj 2 (Water)
Shield other: Community 2, Sch 2 #Swerd of davkness: Maho 7, Wi 7
Shocking grasp: Shu 1 {Fire) *Sword of deception: Wi 5
Shout: Ravager 4, Wuj 4 Symbol: Maho g, Whaj &
Silence: Shu 2 (Adr) Sympathy: Whj 8
Silent image: Shu 1 {Air), Wi 1 TTainted aura: Mahe 2
Sirnehacriem: Maho 7 Tasha's hideous laughter: Maho 2
Sluy living: Grave 5, Mahwo 5, Sha 5 Telekinesis; Wuj §
Sleep: Shu 1 {Adc), Wuj 1 Teleporl; Sl é (Air), Travel 5, Wuj 5
*Smiake lndder: %uj L (Fire) Telepurl withowl error: Shu 8 (Adch Travel 7, Wuj 7
*snake barrier; Guardian 4, Sha 4 Teleporiation civcle: Shu % (Aif), Wuj 9
*Snake darts: Wuj 4 Tenser's transformation; Hero 7
Soften earth and stone: Shu 2 (Earth}—Temori school “Tertw cotta lion: Wl 5 (Barth)
Solud fog: Maho 4, Wy 4 (Water) « *Tera cotta warrior; W 3 (Earth)
Saul hind: Maho 9, Sha 9, Shu 9 (Water—Ritsu sehool Fratsuhn of savth: Shuo 2 (Earth)




FThornshin: Wj 3 {Wood)

Titne stop: Trickery 2, Wuj ¢

*Tomb of jade: Shu 7 (Earth)

Tongues: Sha 3, Wuj 3

*Trarce: Namure 1, Sha 1

*Transfin: Wij 6

Transmute mefal fo wood: Waj 7 {Woud)

Transtute rock ko mud: Shu 5 {Earth)—Tamori school
Treenspurl vig planly: Mature &

Trap the soul; Maho 8

Tree shape: Wood 2

Tree stride; Wood 4

True resurrection: Healing 9, Sha 9, Shu 9 {Water)
True seetng: Knowledge 5, Sha &, Shu & (Water), Wi &
Prie shvrke: W 1

Unhallowe Mahe 5, Waj 5

| ARP?=NDIX 2:
MONST=ER IND=X

MONST=RS BY TYP= (AND
SUVBTY?Y=E)

Aberration: take,

(Aquatic): chamelean Shinomen naga, kappa, take,

Beast: giant toad, peisencus toad,

(Cald): ice toad, yeti, yuki-an-na.

Dragon: chiang lung, li lung, lung wang, pan lung, shen
lung, t'ien lung, tun mi lung, yu lung.

{Evil): Shadewlands oni.

Fey: bajang, bisan, einsaung nat, hkum yeng nat, lu nat,
nature spirits, yuki-onna.

{Fire): fire toad, shinen-gaki.

Giant: common eni, go-zu-oni, me-zu-oni, wang-liang.

(Goad): shirokinukate ukami.

Humanold: bakemono, karobokury, nezumi, Shinomen
nagas, spirit folk, tasla

(Lawful): shirokinukatsukami,

Magical Beast: fire toad, ice toad, ki-rin,

Monstrous Humanoid: hannya, hebi-ns-anna, kappa,
rakuro-kubi, tengu, tighbanua buso, tsuno, yeti.

Cutsider: doc cw’o'c, Shadowlands oni, shirokinukatsukami,
spiril centipedes,

(Reptilian); Shinomen nagas.

(Shadowlands): bakernuno, bog hag. dokufu, mamono,
onikage, pennaggolan, Shadowlands oni, tsuno,

Shapechanger: bog hag, dokuly, henpeyokai, mamano,

(Spirit): bajang, bisan, comman oni, doc cu'e'c, dragnns
gaki, go-zu-eni, hebi-no-onna, me-zu-oni, nats, nature spir-
its; Ehlrﬂkmukatsukaml spirit n:cntlpedes spirit folk, tsuna,

. Ulnholy blight: Sha 4
Unmn servant: Whj 1
Uumprrrc touch: Moho 3
Vanish: Shu 7 (Air), Wuj 7
|| Vel Shu o (Adr), Wi 6
L Ventriloquidsm: W 1
] Virkue: Sha 0, Shu 0 (Barth}, Soh 1
Vision: Shu & (Adr)—Asahina school
“Vulrerability: Sha 6
Wiril of [he banshee: Grave 9, Maho 9
*“Wall of bones: Grave 4, Maho 4, Wuj 4
Wall of five: Flame 4, Shu 4 (Fire), Wuj 4 (Fire)
] of force: Wuj 5
Wall of ice: Shu 5 (Waret), War & (Water)
| wall of tron: Metal 8, Shu 8 (Earth), W 5 (Metal)
| Wall of stone: Shu § (Earth), Stone 5, Wj § (Earth)
- "Warning: Guardian 2, Sha 2, Soh 2
Wy wood: Wj 2 (Wood)

y : A ; ang-liang, yuki-on-na,
. Water breathing: River 3, Shu 3 (Warter), Wuj 3 {Water) WAng ! £ ] 4 : y
| “Whater to poison: Maho 4, Wy 4 (Water) gﬂg:ﬁe "B 0 Iupeing vamples onlkete, g

| Water walk: Shu 3 (Water)
| “Weapon bless: Fury 1, 5ha 1, Sch 1

MONST=ERS RANKED BY

*

Weird: Maho 9 e o

“Wehetr two become oree; Shu 3 (Warer ' —Tuchi school CH I_[.l-l-ﬂnel MT“IG’

"WF_“P-' Wuj 2 : : Bakemono ..o 12 aga, Shinomen, asp ey
WFu_r[b-.rllnd: Sl_uu 8 {-l.'!&.lll':'r W & Centipede, spirit, least .12 ure-kubi,.. i
Whispering wind; Wuj 2 Hengeyokai .2 Takl:b BRI
Wind walk: 3ha &, Shu s (Alr) Korobokuru. .. mwemmmusuiniin 1 {2 :
Wind wall: Shu 3 (Al Maga, Shinoman,.

VWish: W o greensnake ... (2

“Withering palm: Maho 7, Wuy 7 MEZUM .. pivisanisins 12 =ETE 1] S— i
*Wond rot: Maho 8, Wy 5 (Wood) ol ] e e Buse, tighanua. ... 1

Wiond thaper Waj 2 Wood)
Ward of chags: Sha 7

LS Wonds of the kami; Shu 7 (Warer)
- Biakamo’s anger: Shu & {Fire)

Tasl0 e vz L
Centlpede, spirit; lesser..,.1
Gaki, JTREIRU- e 1
Naga, Shlnomen.

Maga, Shinomen, cobra .3
Maga, Shinoman,

constrictor.......
Mat, hkur yeng
Nature spirit, Medirm 3

o3

7] L R | Onl, Shadowlands, hﬂfﬁﬁﬁj

. Mat, Elrl&dur:g e | Gnlkage ................

- Mature spiril, Srnﬁll Sateeal Toad, ice il :
TEngw, Crow- I1eaded iec] |- (TR e
Toad, glant ... A

Gaki, shikki- .

R T e i e e Gaki, shinen-........
Buso, tagamaling Hannya.....i..
fothilenely ol e e Mamana ...,

Centipede, spirit, greater.. 2
et T P P e

oL TR
Wang-liang ...




T A | T R R R Oni, Shadewlands,
B s
Bisan ... L Oni, Shadowlands,
Hoppmg 'o.fan'IFIIFE i Yl R T
Hature spirit; Large .......... 5
Oni, Shadowlands,
e O s st L ] s TS
Caki, jiki- Ketsu-... LD Shirokinukatsukami........T4
Tangu, hurman- headad..,-“;ﬁ
Tsung... B
Oni, common . AR Age Lung Lung
Pennaggalan {bth IEvEl} o Wyrmling® 5.5 3
: Wery young® 4 4
Oini, go-zu . 9
Oni, Shadowlands, ashi .. ;?;L’:ﬁ;: ? g
i, Shadowlands,sanr.. 9 Young:adilt g 10
: ’ Adult 1 13
Eﬂ:' ?heéjﬂ;i;;'{',;“““*"”m Mature adult. 14 15
b i ' 10 Cld 16 18
i, Shdduwiands :ery old :||§ 12.'9
SHIKIBUL rssseresssmanss 10 ncient :
Wyrm Fitem) 22
i, Shadowlands, Great wyrm el 24
LU e i

RPP=NDIX 5:
PRONMUNCIAT IOI'L

Sinece Oriental Adventures draws from several ditferent Asian
cultures, it includes 2 variety of unusual words. Because of the
blend of languages, pronunciation is problematic. For your
convenience, the harderto-pronounce words arc listed here,

along with a brief definition.

Noles:
sl is used instead of “ay" for the ease of English speakers
"lgh’ 15 a Jong i sound, a5 in the English words "high! or “my?
“ow" resembles the sound in *how” or "now”

adya leatti (add-yah- kah-tes) — sword, shore

Agasha (ahega-sha) schoal — Phoenix clan fire magic specialists

aiguchi (igh-goo-ches) - dagger

akuma ne oni (ah-koo-mah no oh-nee) — Shadowlands crea-
tures of fire and hate

alsutsuleni (ah-koo-teoo-kigh) — a human who has been trans-
formed inte an onilike minion of evil

apsara (ap st rah) — nymph

Asahing (ah-sah-hee-na) school — Crane clan air magic specialists

ashi no oni (ah-she no oh-nee) — thorny wormlike Shadow
lands creaturs

ashigaru (alrshi-gal-roo) armor — light aomor

badik (bah-deek)—kaima

bajang (bah-jang) — evil ley tree nature spicc

hakemona (bah-keh-mo-no) — shadowlands "poblins”

bang (bahngl—quarterstaff

bhuj (buzh} - handaxe

bi shou (bee shoh)—dagger .

hirhwea (hee-chwah) — dagper

bigan (bee-san) — neutral foy trea natire spirit

LUNG DRHGOI"L CRS BY AGE AND TY?P=

* Lung dragons are all vu lung until they reach juvenile age.

Hebi-no-onnai a5 Oni, Shadowlands;

i, Shadnwlandﬂ., L1711V PR | -
bycuiu e =
e d e e
Cni, Shadowlands, 1
e e Diakewifil el iy

Shen Chiang  Tun Mi Lung T'ien
Lung  Lung Lung Wang Lung
2 ? 2 2 Z

4 4 4 4 4
6 B 6. 6 o

8 ] g 10 0
11 12 12 13 13
14 14 14 13 15
16 17 17 18 18
18 19 18 20 20
132 20 20 2] 21
21 22 22 23 23
22 23 23 i 24
24 25 3 26 26

bisento (bee-sen-toe) — halberd

biwa {bee-wah) — plucked luce

bonang (boh-nahng) — percussion instrument

brahmin (brah-min) — shaman

budeka (hoo-doh-kah) — monk

hushido (hoo-shee-do) - samurai code of honor, lovaloy, and
nbedietes

buso, tighanua (hon-so, tig-han-on-ah) — hony, one-eyed
ghouls

byoki no oni {bigh-oh-kee no oh-nee) — disease-ridden
Shadowlands humaneids

ch'i chi (chee-ghee) — halberd

chli fu (chee-foo) — battleaxe

chliang (chee ang) - battleaxe

chahar-aina (chah-hahr igh-nah) — armor eddition

chanshi {chan-shee) - fighter

chi(shee) — battleaxe

chizng lung {chee-ang lung) — river dragon

chivn (shee-yen) = battlexxe

chijiriki (chee-jee-tee-kee) —double weapon (spear and chain}

chin (cheen) ~ battleaxe

choors {choo-tah) — sword, shor

chui {choo-ee—warhammer

da dao (dab dow)—glaive

da hnan dao (dah hwahn deow)—scimitar

dai tenchi (digh tzoo-chee) — warhammer

Daidoji {digh-doh-jee) — Crane clan military

daikyu (digh kyos) - longbow, composite

daishe {digh-chow) - katana and wakizashi

dalwel {dah-wel) — greatsword

dam sang gum (dehn sahng gooem) —shert sword

dan tinh (dahn tin} — two stringed plucked lute

dang-ki {dahnpg-kee) — shaman

dastana {dah-stal-nah) — armer addition

devapala {deb-va-pa-lai—sohei

dhasw {lliaw) — dagger

dhenuka (deh-nubeah) — medivm armoy

dhuka (doo-kah'—rogue




dizi (dee-zee) — Bamboo flute
doc cu'o'c (dok koo-aveld)~ guardian spirie that appears like 4
humuon split down the middle,
dolufu {doh-koo-fog) — shapechanging Shadewlands mountain
apider J
de-su (doh-s00) — dagger . .
duan fian {deo-ahu jee-dhnl—short sword
einsaung tal {en-sung nat) — common household spirit protectar
| ckilu kemuri (eh-kee-tigh keh-moo-ree) - liquid smoke
i er-hu (er-hoo) = two-stringed bowed lute covered with
' snakeskin
fu {foo) — battleaxe
fukimi-bari (foo-kee-mee bab-ree) — mouth darts
| gaki (gah-kee) — undead spirit of wiclked mortals
| gamhang (gahm-bahng) — percussion insttument
gandharva (gahn-dar-vah) — celestial avoral
. Baregosu no bakemona (gar-ge-go-soo) — fiendish giant octopus
f . gong jian [gong jee-ahn)— composite shorthow
8 go-zu oni (go-zoo oh-nee)  bull headed spirit warriors
W guan doo (gwahn dow)—guisarme
gum (goom)—longsword
| gun (goon} — quarterstafl
hai au thigh noo) — locathaly
haine no oni (high-ne nov-nes) = human-looking Shadow-
lands creature with long tongue
bakaima (hah-kah-mah) - knee-length rrousers
hannya{hah-nyaj - haglike monstrous humannid
. haori (hah-oh-ree) — sleeved jacker
. happi (ha-pee) — thigh-length eattan rohe
| | hebi-no-onna (heh-hee no oh-na) - vain, snalke-loving spivit
appearing as human woman
 heimin (heh-min) — villager or peasant
| hengeyolkai (hen-geh-yo-kigh) — shapechanging humanoid
A henghin (hen-sheen) — transformation
§-hinemuri {hee-neh-moo-ree) — sleeping firc
B hinin {hee-neen) - outcasts
F‘-‘. Hitomi (hee-to-mee) — moon deity
iR

hkum yeng nat (hkoom yeng nat) - human village spirit
protector

| i huang {ee hwahng) - bartleaxe

faijutsu (ee-igh-joo-tsoo) — speed draw

inori {ee-no-ree) — (Hevel shaman and shugenja spells

Isawa (ee-sah-wah) — Fhoenix clan generalists or Void magic
specialists -

Itako (ee-tah-koh) — shaman 8

Tuchi {ee-co-chee] schoal — Uinicorn clan Water magié spe-
cialists -

. jian (jee-ahn)}—longsword _ B

jikiketsn-gale (jee-kee keh-tsoo gah-kes)— vampiric u‘ﬁ'ﬁ“&g
Spirif :

 jikiniki (jee-kee-nes-kee) — ghoul of shugenja who dicd

_ while Tainted

- Jiki-niku-gaki (jee-kee nee-lkoo gahikes) — ghoulish tndead

L spirit ' ' 4

" dlingasa (jeen gahosah) —vound, straw hat

“itte (jit-teh) — disarming weapon

% kacn (kah-en) — bamboo reed instrument

Kaiu (kigh-oo) Wall - wall at edgeof Shadowlands

 Kakita (kah-kee-tali}schuol = Crane clan school

kamayari (kah-mah-yah-ree) — guisarme

kamu no uni (kah-moo noeh-nee) — powerfully musceled,
headless humanolds

kannushi (kahnenoo-shee) < shaman

kapak (kah-pahky— handakes = -

kappa (kah-pah) — wurtlelike humanaid

karaginu (kah-tah-gee-non) — dlesvelessmtatijacket

katana (kah-tah-nah) — masterwork bastard sword

keatar (kah-tat) — dagger, punching

kawanaga (kah-wah-nah-gah) — chain with weight and sharp
grappling hool: ¥ )

kenbau (ken-bah-oo) — double reed

kenong {keh-nong) — percussion instrament

kenesei (ken-geh) — weapon master

khandar (khehn-dehe) — sword, bastard

khanjar (khahnahr) - dagger

khanjerli (khahn-jahe-lee) = dageer

khenthai (khen-tigh) - wooden Nuee

ki (kee) — internal energy

kimono (kee-moh-noh) — robe

kiri 1m0 o (kee-ree no oh-nee’ - bebilith deman

Ki-rin {kee-reen) - unicornlike, noble magical beast

Kitsu (kee-ts00} school — Lion clan water magic sperialisrs

ko (koh) — halberd

koloyu (kob-kyoo] — bowed lute

kora (koh-rah) — sword, shore

karohakurn (koh-roh-boh-koo-roa) — 2 venophobic race of
dwrarves

koroboleurn lajatang (koh-roh-boh-kos-roo lah-zha tahng) —
double weapon

kote (koh-teh) — gruntlet

Loto {koh-toh) - zither

kozuka (Jrohzoo keh)— dagger

lishatriva (kshah-tree-yah) — samurai

kumo (koo-meh) — aranca

Euni {(koo-nee) school - Crab clun earth magic specialiss

kusari-gama (koo-sali-ree-gab-mah) — double weapon or reach
Weapon

kyose o vni (kee-oh-soh no oh-nee) - burrowing Shadow-
lands oni

lajarang (lah-zhah-tahng) — double weapon

lathi (lah-tee) — quarterstaff

lembing (lem-bing) - longspear

li lung (lee lung) - earth dragon

liat (lee-ahm) — kama

lin (lee-you) — battleswe

Iu nat (loo nat) — malicious spirits who lutk in graveyards

magari yari (mah-gah-ree vah-ree) — trident

maho-tsulai (mah-he tsee kigh) - blood sorcerers

manirile (mahn trec-ka)—sorcerer

masakari {mah-sah-kah-ree) - battleaxe

me #u oni (mee-zoo oh-nee) — horse-headed commanders of
the spirit armies

michizure [mee-chu-zoo-ree} - wandering henshin mysties or
traveling companions

rriogrugury {moh-eh-rah-gah-roo) — flash paper

muni (mee-nee—monk

muron (mog-tan) — club

myin-kawei (migh-inn-dah-weh) - werehorse lyeanthrope

nags, Shinomen (nah-gah, shee-noh-men) - ancient race of
snakelike hnmanoids

nage-yari (nah-geh-pah-ree) — javelin

naginata (nah-gee-nah-tah) — reach weapon

nekade (neh-koe-deh) — straps or gloves fitted with spikesin

‘the palm iy

=




neztmi (neh-zoo-mee) — bipedal ratlike humaneids

ningyo (neen-gyo) — merfolk

ninja-to (neen-jah toh) —short, straight sword

‘no-dachi (noh-dab-chee) - greatsword

no-sheng (noh-sheng) — sohei

nunchaku (nun-chali-koo) — weapon with two hardwood
sticks juined by a chain

nusubito (noo-soo-bee-toh) — rogue

tfudn {oh-foo-dah) — shugenjas spell focus

oni (oh-nee) — ferocious lesser spirits

onikage (oh-nee-kah-geh) — scaly, horselilke undead

onn {oh-nah) — battleaye

parang {pah-rahngl—scimitar

pennaggolan (pen-nag-oh-lawn ) — vampiric undead

peshleabz (pesh-kabz) - dagger

phii khamot (pee kah-mot) — will-olwisp

pi bian (pee bea-ahn)—whip

pi chi (pee-chee)  halberd

pib-kactta (pih-kah-ch tah) - dagger

pipa (pee-pah) — large plucked lute

piso tonkeng (pee-soh ton-keng) — handaxe

qiang (shec-ang) — longspear

ram diw (alun dow) = sword, bastard

rishi (Tee-shee) — aasimar planetouchesd

Rokugan iroh-koo-gahn) — featured campaign setting

rokuro-kubl (row-cur-oh-coo-bee)

rokushakubo (roh-koo-shah-koo-boh) — quarterstaff

ronin (roh-neen) - samurai with no family and no clan

sai {migh) — disartning weapon

salaw [sah-law) — 3 bowed lute made from 2 coconur shell

samison (sah-mee-son} — plucked lute

sang kauw (song-cow) — double weapon

ganru tio oni (san-roo no.oh-nee) — four-armed, bat-winged
Shadowlands ani

sarod (sah-rohd)  large plucked or bowed lute

saron (sah-rohn) - percussion instrument

sasumata {sah-soo-mah-tah) — pole arm

sekkou (seh-koh)—ranger

seppulsu (seh-poo-ioo) — suicide

shakuhachi (sha-koo-hah-chi) — bamboo flute

shamshir (shahm-sheer) - scimitu

shen lung (shen lung) - spirit degon

shilari (shee-kah-ree) — ranger

shikibu no oni (she-kee-boo no oh-nee) - dwarflike Shadow-
lands oni -

shilli-palki (shealcee pab-lkee) — disease-ridden undead spivit

shikomi-zue (shee-koh-mee-zan-ah) — stour staff with hidden
spear head

shinen-gaki (shee-nen gah-kee) - fery undead spiric

Shintao {sheen-tau} - Rokugan monk prestige class

shirokinukatsukami (shee-roh-hee-noo-kah-tsoo-hah-mes) —
kind spirit also known as "eater of dregme”

shugenja (shoo-genjah) - elemental divine spellcaster

siangham (sigh-ang-ham}) — small, picrcing monk weapon

singh (sing) - fighter

sitar (see-tar) — large plucked lute

slenthem (slehn-them) ~ percussion instrument
sodegarami {soh-deh-gah-rah-mee) — grapple-initiating weapon
sohei (soh-heh) — religious soldiers

soong {soong)— lute

Soshi (soh-she) school - Seorpion clan air magic specialists
suan tao fung (swan tau fung) — mace, light or heavy
suling (soo-ling) — Qute '

swami (swab-mee) =wo jen

tien lung (tee-en lung) — celestial dragon

rrung {mmng} - bamboo xylophone

tabi (tah-bee) — foorwear

buso vicrim

tako (tah-koh) = octapns shermatinn

tarmburs [tzhm-boo-rah) — large howed lute nsed ro provide a
drone

Tamori (tah-moh-ree) school = Dragon clan earth magic spe-
cialists i

tanto (tahn-toh) — dagger

taslod {tas-loy) - longlepged, flacheaded jungle-dwelling
humanoids

tau-kien (tau-kee-en} — longsword

tetsubo (teb-tsoo-boh) — greatelub

thamén kopa (thali-man kec-ah) — weretiger lycanthrope

wong shu {long shoo) = rogoe: ;

tonfa (tohn-fah} - menk weapon

tova (foe-yvah)—gquarterstaft:

esuburu no onl (tspo-boo-roh no oh-nee)

tsuno (tsto-noh] — horned Shadowlands humanold

tulwar {mll-waht) = scimitar

tin mi lung {tuhn mee lung) — typhoon dragon

tungi (toon-jee) — battleaxe

ugulu ne oni (oo<goo-lon no oh-nee) — horned and clawed
Shadowlands oni

wma-yati {oo-mah-vah-ree) — lance, heavy

vanara (vah-nah-rah} - a race of monkeylike humanoids

walizeshi (woh-ldh-zah-shee) — masterwork short eword

wang lang (weng lee chng)

wo dau (woh dow)—bastard sweord

wi jen (woo jen) — 4 potent avcane spelleaster

Yaltamo (yah-kah-moh) = sun deity

yakuza (yalrkoo-zah) - roguelike character

yamabushi (yali-mali-boo-shee) = shugenja

yang chin (yahng cheer) — hammer dulcimer

Yao ren (vow ren)—s(@ﬂe:

yari (yah-ree) —

yattoko no oni rph-kommh ﬁ&] Ansecrile
‘:hadnw]sndwﬁ“gnmra

yavana E}ra}kmm}—lﬁrbaﬂm

Yogo {yoh-goh) school - Scorpion clan earth magic specialists

yue (yoo- -eh)}—halberd

yuki-on-na (yoo-kee-oh-nah) = beautiful fey cold spirit

yumi {ym-mag} shortbow; composite

zafar takieh (zah-far tah-kee-eh) —sword, short

zaghnal (zahg-nehl} pick, light

zheng (zheng) — zither
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abundant step (t

av;.rubam. arcack (glaﬁtrﬂaﬂﬂceﬂ

acrob:mcs iblade dancer) 38
{ninja spor} 44
adept (NPC class) 32
adventuring gear 77
. Agachaschool 25, 27, 84, 91
age [of a character) 69
~afr spells 26
Akodo champlen 33, 62, 220
* akutsuliai 241
| altenshi 242
¥ alipnment &7
altering the course (Void disci-
plei 53
ancestor feats 59, &1
ancestral daisho (ﬁamhm\q 2:I
angestral guidance (Shintao lru:mk}
47
| animated objece 444
Gl aranealde
113 aristocrat (NPC ::Eassjr 3z
i'.J i armor 75
d farmor, magic 121
| Artof Fascination 60
| Artdst 61
+Asahing school 25, 26, B84
© Artention to Deteil 61
- aura of eourage (witch hunter)
55
| bajang 145
emono 146, 203
bamboo spirit folk 14, 192
banned classes 32
Leurbrarian 7, 10, 13, 17, 18, 20,
32, 30, 42, 67, 75, 144, 172,
179,228
hard 32
pbattle maiden 34,42, 66, 73, 228
Bayushi deceiver 33, 225
bear farm (bear warrior) 36
hear warrior 34
| bebilich 144
bisan 147
blade dancer 37
o Blind-Fight thenshin'mystic) 40
blindsight (henshin mystic) 41
Blood Sorcerer 61
Bloodspealeers 235
-bog hag 147
; 'qpnus spells Eeunu:]ﬁwnrlnr.k]

; =- Iiﬂcl:afﬂé{iqm : }
- thursta maiden 36

] ﬂcishlgf:grgpv} 47
Sbushido 8, 18, 20,22, 24,32, 68
202, 220, 221
) buso, tighanua 148
cann}r efense (Taijutsu master)
carp dragon 154
colostial, avoral 144

celestial dragon 141
centipede, spirit 149

type indicates the location of

Daidaji bod

charnnel the fire dragon (Shintao
monk) 47

chiang lung 155

‘Chele Hold 61

clase roolssid dkill Lits 77

lerie 32
“clothing 77
‘f&:nndm: (Shintac
menl) 48

coiled dragon 158

commaner {NPC class) 32

Cool Head 61

cosmology 206

Crabelan B9, 13, 19, 720, M, 25,
2Py 32,33, 44, 50, 54, 61, 63,
o4, 65, 66, 71, T2, 79, 92, 1ia,
192 124, 108, 2114

Uraft 5?

Craft Crystal Weapon 61

Craft Talisman &1

Crane clan £, 9, 10, 19,20, 22,
DR A2 33 44 50, 60, 61,
G2 63, 6% BS, bb, Y, 91, 127,
135,215

creating megic items 142

uard 33, 215

dancing with the fortunes
{lishi chapgerh 43

deadly charge (kishi charger) 42

deienmve ricing (battle maiden)

Lic:ﬁ:nsj.w: roll fvakuza) 56
Defensive Strike 62
isohei) 28
Defensive Uhrow 67
Deflec Arrows (sohel) 28
demon, bebilith 144
detert enemy (shadow scout} 45
detert il (writch huntor) 55
detect Tafnt (Shintao monl) 47
diamend body (henshin mvstich
40
dire lion, celestial 144
dire wolf, celestial 144
Discipline 62
doe cu'eie 151
doloufu 151
Dragon clan 8, 9, 10, 18, 19, 20,
22,25, 2652, 35, 49, 61, 53,
G500, 71, 74,92, 185,217
drapgon, lung 152 n
druid 33 >
dwarves 16y .
.'Eagle Claw Ateack 527
ﬁi % on 156 £
&1 526 W ol
Earths Embrace 62 .
ECL 11

element focus (s hu;ganju} 26
alemenral mhsmrp;(un.: jen) 30
elves 16
l:ui Hand 80

EIE it bladx:{'ﬁ&du traster)

eunuch warlack 16, 38

evasion (shaduw scout) 45

cxpert (MPC class) 32

Ecpe:tl&e I[kiﬁ:u charger) 43

ng (bear warrior) 37

EXIFS ﬁf&mg (shapeshifter] 44

Extra Turning {shaman) 24

exteeme tumbling 58

Falling Star strika 42

favored enemy (shadow scour)
45

Fearsome and Faarless 62

fighter 9, 16, 17, 1/, 32, 37, 48,

53 59, 79, 144, 175 179, 212,
220, 231, 236
benug feate 65, 66

fire spells 27

Fists of Tron 62

Flying Kick 62

tocd, drink, and lodging 77

Font and Fist 80

freeze (shadow scout) 45

Freczing the Lileblood g2

bull mounted attacl (kishi
charger] 43

paki 163

Gentle Way, The 81

ghost 168

ghoul 144

miant toad 195

Gifted Ceneral 62

gnomes 16

Crappling Block ¢3

grasp the earth dragon [Shintao
monk) 47

Great Crafter 63

Crear Diplomar 63

Creat Ki Shont 63
(singh rager) 49

great silence {Shintzo monlc) 47

Creat Stamine 62

CZrear Teamworle £3

preater spell focus feunuch
watlock) 39
enedelilee weapons 78
IE-alvas 15

half-orcs 16

Lialllings 15

hann}*ﬂ 1an

happo zanshin (henshin mystic)

4}
heal mount (barrle matden) 36
hebi-no-cnna 167
height and weight (of o charac-
ter) A9
heimin 7, 8 9, 18, 32, 57, 211
hengeyokai (monster) 168
hengevolai (race) 7,9, 10,18,
19, 30,32, 37, 30, 45
henshin mystic 34, 39, 222
Hida defender 33, 212
hide in plein sight (ninja apy) +4
hill giant 203
hininy, 8.4, 18, 32, 211
itmi-de {lu:ms]un mystic) 41
hobgoblin 203
Homnest Merchant 63
honor 67
hopping vampire 159
uman 7
inijutsu diele g1
Taijursu Frcus 58, A2
Taijutsu Master (fear) 63
iafjutsu master (prestige class)
41,218
Improved Aid 63
Improved Grapple 63
increased multiplier (weapon
master) 54
mchi schonl 25, 26, 84, 02
kami's prace (witch hunter) 55
Kanai's Intuition 635
lenppa'des, 203
Kattnic Strike 63
Karmic Twin 64
Eeen Intellect 64

kibrearh {m.nja, SpYIAZs 4
wgon magter) 54 -
L Qll.: lj:‘nm master) 'ifl&
3 it
K1 n$4 ’
fei smke (henshin mystic} 40
ki whirlwind artacl (wespan
mdbla::}l Lre
ki - L o
leishi ¢ rga? 42,208
Hissuschoolos 2a a4 090
Knowledge 57
kerobakuru gmu115m} 174
korobolouru {race) 7, 9, 11,17,
18,1927 8
]ﬂ[kﬂﬂ"dﬂ (Shinrac monk) 47
Kuni :in:]'l.Dol 25. 26, 34, 84, 92
langug
Le:-ld I:eunu:h warlock) 30
?akuzas 56!
lca]:r oftl.u: clouds (blode dancer)

emel a&;ustmenr 11,203
H luug 156
[|ghn1mg blade {iajutsu master)

[m'ut onmagie items worn 121
Lion clan 8, 9, 10, 20, 22, 25,27,
33, 48, 61, 62, &4, 66, 92, 195,
219
Lacyte Spy 64
lions courage (stngh rager)
lion's fury (singh rager) 49
lion' pounce (singh rager) 49
lion's roar (singh rager) 48
locathah 144
Luck of Heroes 64
lung dragon 152
Inng wang 157
lvcanthrope, werehorse 144
l}ft.auﬂ.lmpo:, wererat 145
lycanthrope, weretiger 145 |
magic armor 121
Magic in the Blond 74
maygiv in the Shadowlands 234
magic ifems, creating 142 |
magic weaponsg 124
Magieal Artisan 64
Magistrate’s Mind &3
naho 236
mahﬂ-]:rujin PR
mahn-ranleai 237
spells 239
mamong 172
Mantis clan 230
Mantis mercenary 33, 231
Many Masks 64
martial avis 79
mastery abilities 80, a1
Meditation of War 91
memory (shadow seout) 45
merfulk 144
mettle (sohei) 28
mighty spells {eunuch warlock)
39

Mighty Works 80

Mirumeto niten master 33, 61,
218

matment of clarity (Void discl-
pleh sz

- monk 10,17, 18, 32, 37, 40, 48,
S 70, 7L TS, P, 79, 170,175, 195

monk prestige classes 33
MONSIErS 45 Taces 203



Moto &venger 33,228
metints and related gear 77
“mulriclass characters 32
tiple unarmed amacks 33,34
napt, Shinomen 172, 203
' name {of a character) 69
- names, altecnate 201
! L 175
- paturc spirit 177
new spell level [eunuch
warloclk) 59
nezumi fmonsier) 178
Cnezummnd (race) 7, % 13,417,189,
19,41 37, 28, §7, 74, 75, 76,
143, M40 '
‘nirda 57, 74, 78, 165, 208
| rinja spy 43, 225
nymph 145
- octopus, giant, fiendish 144
- Dpre 144, 203
ogle mage 203
one spirit {ldshi charger) 42
one strilee, tovo cuts (iaijutsu
master) 42
oud 179
onid, Ehadowlands 181
. onikoage 198
Ui’ Bane 64
Pain Touch 64
paladin 32
pan lang 158
ann'tEE;nl'm 1R9
- Perform 58
Phoenix clan 8, 9, 10, 20, 22, 25,
A7, 3@ 32,45, 40, 52, 61, 62,
63, &4, 65, &R, 01, 1R4, 194,
R 221
planetouched, aasimar 145
potions 128
- Power Attack—Taijuten 64
- fower Attack—Shadowlands 65
- Powerful Voice 65
- Profession 58
Prone Attack 65
| psionics 205
psychic duels 82
. purity of Shinsei {Shintao monk)
47

Cuicle Draw 82
cranper 17,18, 12, 20,27, 32,44
48, 54, 144, 175,178, 213, 236
' Bemain Conscious 65
(singh rager) 49
 resist evil magle (witch hunrer}
55
- Reesizt Poison 65
- Recict Taint 65
rewards (for characrers) 208
viddle of awareness {henshin
mystic) 40
riddle of flame (henshin mystic)
41
rilidle of frleractivn (henshin
mystic) 40 ;
riddle of tnvulnerability (henshin
. mysHo) 41
- Ride bonus (battle maiden) 35
{kishi charger) 42
ride the water dragon (Shintao
monl 47
ride the wind (blade dancer) 38
Tings 129
river dragon 155,182
- river spirit folk 15
- roaring strike (singh rager) 49

togue 7, 10, 14,17, 18, 19, 32,
37,43, 86, 175,179, 715, 220,
L5

Rokugan 5, 6, 207=232
ancestar fears 59
banned classes in 12
barbarians in 17, 18
batrle maidens in 35
‘caste and elass 22
caste and skills 57
culture 209
d:aguns o219
Empire of 211
fighters in 18

ﬁempukku &9
enshin mystics in 40
history of 207

horges in 78
humansin 7, 8,9
latjursn masters in 41
jade and obsidian weapons in
142
leami a9
kishi chargers in 42
lenpuages 9, 58
magic artnor in 123
magic weapons in 124135
monls in 18
munsters in 144
multiclazs characters in 32
mugical ingtruments in 77
nagas in 17%
names 9, 13, 69
nezumi in 13, 178
ninja spies in 43
Oracles 723
orher races in Lé
rangers in 1%
reguesin 12
samiral in 20
shadow scours in 44
Shintzo monlks in 46
shugenjas in 24
sityrh ragerein 48
SOTCerars in 2w
talisomns ln 135
tattoocd monks in 49
timeling 240
Void disciples in 52
witch hunters in 54
rokuro-lubi 1590
ronin 7, B, ¥, 18, 20, 32
root the mouneain chenshin
mystic) #0
Roundabout Kick 63
Saddleback 65
samurai 40, 14 17,19, 20, 33,
33,35, 41,42, 44, 46, 48, 49,
53, 57, 58, 71, 74, 75, 72, 8L,
82,126,127, 145, 195, 212,
5, 218, 230, 294, 229 235
ZI8, 236 4
scenl (beal warior) 37
Scholar of Mature 65
Scorpion clan 8, 9,10, 13, 18,
19, 20, 22, 25, 0, 42, 55 49,
6l, 63, 64, 66, 74 32,224
serpllsd 2o
sea dragon 157
Spa Legs &5
sea spiritfolk 15, 192
ssense elements (shugenja) 27
Senzea Motiva 58
sense Void (Votd disciple) 52
shadow scour 44, 212, 234

Shadewlands 13, 18, 30, 47, 61,
£9, TR, 147, 143, 207, 208,
233243

Shadowlands creatures 143,
144, 148, 147, 151; 172,178,
181,188, 190, 197, 234, 2441

Shadowlands onl 161

Shadowlands Taint; see Taint

shaman 7, 10, 16, 17, 22,32737,
45,49, 52, 54,868, 127, 167,220
domains 86

5 a4
shapeshifter 45
ghen lung 159
Shiba protector 33,222
Shinomen naga L72, 203
Shintao mank 33, 46
ghirolkinularsulami 121
shugenja 8 10, 17, 18, 20, 24,
32,40, 49, 51,52, 54, 80, 68,
74, PF, B3,A35; 142, 144, 167,
175,195
metamagic feats &0
school spells 91
spellcasting 83
spells g0
Silver Tongue £8
rager 36, 48, 220
sheleton 144
skill contests 59
slippery mind (ninja spy) 44
ryakuza)l 56
slow fall (ninja spy) 43
smite enemy (shadow scout) 45
sonite evil (witch hunter) 88
st Taint (Shintao manlk) 47
Smooth Telk 68
sneak attack {ninja spy} 43
echei 17, 27, 33, 36, 48, 175
spells 82
s0orcerer 17, 25,29, 32, 38, 167,
188, 170
Eashi schaol 25, 2¢, 84, 52
Eou] of Honor 65
Soul of Lovaly 66
Soul of Sincerity 66
:peak to the soul (Shineas monlk)

spemal miotnt {battle mmdenj

g eual and superior nem% -Wagnor shugenja 66

eljil Bm.::fer{éé Y.

spell secret (wu jen] 3150

spellcaster Supy 1

spirit centipede 145

spidt drapen L—%

spirir Fnllg ?mr} Tgr !

spiric foll Hﬂeﬁ 7o % 10, 14, 1§
lﬁ,ﬂ 22 27 AT

spirit. hie {E]J:imall} 24

Spirit World, the 206

spiries’ k?dr’iishman& 24

starting gold 70

steal the ulrdrﬁgau (Shintag
monlt) 47

strength of the Chatper 66

Strength of the Crabi 66

atrength of mind (sohei) 28

strilee from the Yoid, ﬂ.lﬂl]lltsu
muter} 47

strike with nothought (aijuese
master) 42

Streng Soul g6

sudden action (wu jen) 31

Superior Expertise 66

i: ."f‘ !J‘

-
T

swiltniess of the lioness (singh
rager] 49
raboos (wu jen) 31
tagamaling buso 149
Taint 13, 61, 142, 208, 210, 235,
234,736
Talnt score 101, 144, 234, 238
tako 133
talismang 135
Tamori school 25, 26, 84, 92
raslol 193, 203
tattooed monk 8, 33, 49, 54,
213,247, 218
tengi 194, 203
thousand faces {ninja spy) 44
I{ﬂ;uix:slurltr} 46
tien lung Lel
righanua buso 148
timeless body (henshin mpsric)
41
ma.d, giant 195
lfre (henchin mystic) 41
murh Vaid dragon [Shinran
miank) 47
troll 144
teno 1907, 203
nn milung 167
type modiflers 143
ryphioon dragon 162
nttacks, multiple 33, 34
Unbalancing Srrike 66
UnCcAnTIY e (vakuza) 56
Umcumdﬂns 9,10,13, 17,18,
19,20, 22, 25,27, 30,32, 33,
35, 42, 60 61,63, €4, 65,66,
TOFT T8 920104, 194, 226
vapard 7, 9, 15, 18, 19,20, 22,
27,74
wital staticrics £9
Vinid diseaple 51, 222
Void release (Void disciple) 53
Void strile (Void dlSC:Ei‘:} 53
Vaoid suppressmn (Void diegci-
ile) 53
walk through the mounrains
thenshin mystic) 41
wands 136
wang-liang 198, 203
warrlor (MEC class) 32
arrior [nstinet 66

erspells 27

s!.:a]k i SpY) 44

hoice (weapoL
"- ister 53

ons 70

alternate o names 203

weapons, magic 124

wllﬂps?tupe (shapeshifter) 46

will-oh-wisp 145

‘witch hunter 54, 212, 237, 242

wizard 32

wondrous items 139

wmjen 7,14, 17,29,30, 32, 37,
52, 54, 144, 167, 168,172
spells 93

yalouza 56, 57

vakuza knowledge (yakuza) 56

yeti 19y, 203

Yoo school 25, 26, 84, 92

yu lung 154

yuan-ti 203

yuldi-on-na 200, 203

wombie 144
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DESIGNER: JAMES WYATT Oriental Adventures includes a featured campaign setting:
the world of Rokugan from the Legend of the Five Rings card
=DITOR: MIirRANDA HORNER game and novel line. Rokugan is just one example of the
type of campaign you can create and play using the Orien-
ART DIRECTOR: DAWN MU'iKIN tal Adventures rules, however. While Rokugan draws pri-

marily from historical Japan for its cultural influences
(and secondarily*from other East and Southeast Asian cul-
tures), the scope of Oriental Adventures is broad enough to
capture the flavor of nearly any historical or fantasy Asian
culture. ’

Chapter 10 of Oriental Adventures offers a brief example
of how a Dungeon Master might go about creating a
campaign with a different flavor than Rokugan, using a
different subset of the rules options presented in the book.
The Mahasarpa (“great serpent”) campaign setting is a
more fleshed-out treatment of that example, detailing a
complete setting that draws from India and Hindu
Southeast Asia for its inspiration.

HISTORY

Many centuries ago, in a younger age, a great human king-
dom flourished in the land that was then called Mahanaga
(“great divine'serpent”). The capital city, which gave its name
to the surrounding land and the kingdom itself, was a monu-
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Amidst a network of irrigation canals, stone temples
sprawled over dozens of square miles, mirroring the shape of
the universe in their five-towered construction. The people
built their temples of stone, which was the only material fit
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for the homes of the serpent-queen Nagini and her horde of
servitor deities and spirits. Beside these montimental tem-
ples, even the great rulers of the kingdom lived in wooden
houses, as they were unworthy of such a fine home as Nagini
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Each night, the maharajah (king) of Mahanaga ascended the
steps of the pyramid-temple called Phimeanakas to have union
with the avatar of the serpent-queen Nagini, thus ensuring the
fertility and stability of the kingdom. For a thousand years, or
so the legends say, the maharajahs of Mahanaga ruled with
wisdom and justice, if not mercy.

The reign of the maharajah known only as Abrahsarpa
(“cursed crawler”) brought the glory of this ancient kingdom to
a cataclysmic end. His arrogance and foolish pride became evi-
dent soon after his ascension to the throne at the age of 11. In
the first two decades of his reign, seven rajahs (princes) of the
kingdom renounced the maharajah’s rule and formed inde-
pendent kingdoms of their own. Similarly, the ascetics of the
mountains refused to obey the maharajah’s mad edicts and
withdrew into their alpine fortresses, effectively removing the
Adribandha mountains from the empire’s domain. Undaunted
by this drastic reduction of his domain, Abrahsarpa grasped at
higher authority than the deities allow mortals to have and
angered Nagini as well as the spirits of his ancestors. Together,

~ they pronounced a dreadful curse upon the maharajah and his

remaining kingdom. Abrahsarpa himself transformed into a
shape like a naga, with the long body of a snake crowned by his
all-too-human head. But where the nagas are divine beings of
radiance and light, Abrahsarpa was forced to crawl in the dust.
The maharajah’s closest Brahmins (or shaman class) and advi-
sors likewise took on his abomination form, while the other
nobles of the kingdom gained but one serpentine feature—a
snakelike head, or snakes for arms, or some other deformation.
The common people of the kingdom retained their human
shape, but they grew scales, or their eyes turned yellow and
their pupils slitted, or their tongues became long and forked. In
this way was born the cruel and vile race of yuan-ti, with its
three tiers—abominations, halfbloods, and purebloods.

The kingdom of Mahanaga was no more, and its capital city
soon fell into ruins. While the seven lesser kingdoms assumed
dominance of the region (their rajahs all refusing, to this day, to
carry the title of maharajah), the yuan-ti slithered and crawled
through the temples of their ancient city, now called
Mahasarpa (“great crawling serpent”). Over the centuries, the
wooden buildings have all rotted away — even the ornate
palace of the maharajah — but the temples remain, forever
reminding the yuan-ti of Nagini's curse.

The seven smaller kingdoms—Gandharva, Bhalluka,
Kokaha, Lakshmana, Singha, Vriscika, and Zardula—never
rejoined into a single kingdom, and relations among the king-
doms have ranged from cooperation to outright warfare since
the fall of Mahanaga. Of the seven, one—Zardula, the kingdom
of the tiger—has now vanished into the jungle, its descendants
as wild as the animal whose name they bore. Filling its place
among what came to be known as the Seven Kingdoms are the
muni (monks) and ascetics of the Adribandha mountains, who
are commonly known as the Naga kingdom though they are
not and never have been ruled by a rajah.

CULTUR=E AND
SOCI=ZTY

Like Rokugan, the Seven Kingdoms of Mahasarpa have a deeply
stratified society. A rigid class structure divides the people into
four varnas (castes), plus the chandalas (“untouchables”) who are
outside and below the varnas proper. These four varnas represent
the celestial order in the Seven Kingdoms.

The highest varna is the Brahmins, the shamans of the devas
(deities) and devatas (divine spirits). The Brahmins, as repre-
sentatives of the gods among humanity, hold a position of ulti-
mate authority, but they are strictly barred from exercising that
authority in worldly affairs such as politics. Tithes paid by
members of the other varnas make the Brahmins wealthy, but
at least half of their wealth goes directly to their temples,
making them unable to leverage their wealth for any kind of
secular authority. Religious strictures prohibit the Brahmins
from eating with or accepting food from members of the other
castes, and they also demand high standards of purity and
moral conduct from them.

Technically subordinate to the spiritual authority of the
Brahmins, the Kshatriyas (or samurai class) nevertheless exer-
cise the highest temporal authority. The most powerful of the
Kshatriyas are the rajahs of the Seven Kingdoms, while others
are lesser nobles and retainers within the kingdoms. The Ksha-
triya caste closely parallels the noble class of Rokugan, the
buke, and members of the samurai character class are called
Kshatriyas in the Mahasarpa campaign. While Kshatriyas have
unquestioned authority over secular matters within their
sphere of influence, they have no power over the Brahmins or
over any religious affairs. A Kshatriya can order a religious fes-
tival to be held, but cannot conduct it; she can finance a
temple’s construction but cannot open its doors. All religious
ceremonies, observances, sacrifices, and prayers are wholly
within the Brahmins’ domain.

Below the Kshatriyas are the vaishyas, the large merchant
class of the Seven Kingdoms. Some vaishya merchants may
rival the wealth of the rajahs themselves, but their power is lim-
ited by their lower station: no vaishya can hope to rule or
govern, no matter how great his wealth. However, a vaishya is
also much more free to conduct his own affairs as he pleases,
without the burden of excessive religious doctrine or debts of
loyalty.

The lowest of the four castes is the shudra caste, which is
made up of farmers, herders, and servants. These are much like
the peasants and serfs of other kingdoms, or the heimins of
Rokugan. Below even the shudras, and technically outside the
varna system altogether, are the chandalas, or “untouchables”
The chandalas perform the tasks that make them unclean,
much like the eta of Rokugan—tasks such as cremating the
dead or butchering meat. The chandalas are “untouchable”
because a member of a higher caste must undergo ritual cleans-
ing if she comes into physical contact with a member of this

group.

TH= S=V=T
UNGDOMS

The Seven Kingdoms represent human society in the known
world of the Mahasarpa campaign setting. These kingdoms are
the surviving remnants of the great kingdom of Mahanaga,
having splintered off before the Last Maharajah brought
Nagini’s curse down upon the kingdom. Each kingdom is really
little more than a city-state in the shadow of Mahanaga’s ruins,
but each has its own unique identity and character.

The Seven Kingdoms mirror the seven Great Clans of Roku-
gan, allowing a human character to gain a bonus class skill
while limiting the character’s favored class. Certain sects and
organizations within the Seven Kingdoms likewise parallel the
families and schools of the Great Clans, but these parallels are



CASTE AND CHARACTER CLASS
The Just as samurai and shugenjas are limited to the noble
caste in Rokugan (see “Caste and Class in Rokugan” on page
33 of Oriental Adventures), Kshatriyas (samurai) and
Brahmins (shamans) must belong to the two highest castes in
the Seven Kingdoms. Most members of these two castes
belong to the appropriate character class, but exceptions exist
(as they do in Rokugan). Some members of the Brahmin caste
adopt the aristocrat NPC class, and a fair number are yogi
(psions). Within the Kshatriya caste are many aristocrats,
many ordinary singhs (fighters), and some shikari (rangers),
devapalas (sohei), and baladharas (psychic warriors). In the
Kokaha kingdom, even yavanas (barbarians) are members of
the Kshatriya caste.

Characters from the vaishya and shudra castes have more
class options. They can belong to any character class except
Kshatriya and Brahmin, and they also can adopt the adept,

commoner, expert, or warrior NPC classes. Most chandalas are
commoners or dhukas (rogues). Unlike in Rokugan, members
of every caste are members of the kingdom they live in and
have the bonus class skill and favored class of their kingdom.

As in Rokugan, multiclass characters are less common in
the Seven Kingdoms than in the standard D&D rules, but most
multiclass combinations are still possible. No character can be
a multiclass Kshatriya/Brahmin (samurai/shaman), but most
other combinations are at least conceivable, if not entirely
likely.

Characters of different castes can form sabhas (associa-
tions) together, including an adventuring party. Characters of
low castes are bound by doctrine and tradition to treat higher-
status characters with respect and deference, but no one
should ever allow this to interfere with a party working together
as a team. It is not an excuse for one player to abuse another,
in or out of character.

not exact. These similarities provide opportunities for charac-
ters to adopt many of the prestige classes described in Oriental
Adventures, but the nine prestige classes described in the last
two chapters of that book are not available in the Mahasarpa
campaign setting.

BHALLUKR

Population: 60,000

Ruler: Rani Ushas Dathik (female human shikari 7/shadow
scout 7)

Imports: Steel, silk, cheese, wine

Exports: Timber, weapons and armor, fruit, sugar, herbs
Alignment: LG

Similar in many ways to Rokugan’s Crab clan, the Bhalluka
kingdom is the realm most dedicated to warfare against the
yuan-ti of Mahasarpa. Bhalluka Kshatriyas are trained from
birth in the ways of the vile serpent-folk and their jungle home.
Their Brahmins venerate the most watlike devas, particularly
the bear-spirit Mahabhalla who gave the kingdom its name.
Bhalluka also has a long tradition of battling the yuan-ti with
magic, and its swami are among the most feared in the Seven
Kingdoms.

ORGANIZATIONS

Two orders devoted to fighting the yuan-ti dominate the Bhal-
luka kingdom. The first, known simply as the Slayers, sends
scouts into the jungle to fight and kill the yuan-ti in their own
lands. These scouts are trained in wilderness lore and battle tac-
tics, learning special techniques to kill their hated foes. The
members of the Slayers are usually shikari, and their most
advanced members adopt the shadow scout prestige class.

The second order is called Sarpa-Vyadhaka, and, like the
witch hunters of Rokugan, they devote their lives to sniffing
out the influence of evil within Bhalluka. One of the yuan-ti’s
favorite tactics is to send tainted ones into Bhalluka to infiltrate
the kingdom and work their evil within its borders. The mem-
bers of the Sarpa-Vyadhaka are trained as shikari and swami
before adopting the witch hunter prestige class.

The third major organization of Bhalluka is the temple of
Mahabhalla, the great bear. The Brahmins of the bear-spirit are

not nearly as influential as the Brahmins of Gandharva, but
nevertheless direct much of the activities of the kingdom. They
lend their divinatory skill to missions against the yuan-ti, and
they lead the ferocious devapalas of their temples against yuan-
ti incursions as well. The devapalas of Mahabhalla’s temples
often adopt the bear warrior prestige class.

BHALLURR LANDS
Bhalluka lies in the verdant grasslands of the distant west, at the
edge of the Mahavana Forest. In these lands, the forest seems
intent on invading the fields and even the city-state of Bhalluka
itself, with vines, ivy, and seedlings sprouting constantly

throughout the kingdom. The people of Bhalluka repel the .

jungle just as they repel the yuan-ti that persistently send spies,
raiders, and assassins into the kingdom.

GANMWDHARVA
Population: 30,000
Ruler: Rani Sukanda Prabashi (female human Kshatriya 14)
Imports: Metal and metal products, grains, wine
Exports: Timber, fruit, paper
Alignment: LN

Like Rokugan's Phoenix clan, the Gandharva kingdom devotes
itself to religion and magic. Though the Kshatriyas hold the
reins of temporal authority, no one doubts that they do the will
of the Brahmins, striving to turn Gandharva into a theocracy
where the commands of the devas are carried out in the world.
The Brahmins of Gandharva are renowned for their devotion,
and they boast that they alone of all Brahmins in all kingdoms
revere every deva and every devata, showing the proper respect
due to each of the millions of divinities that inhabit and govern
the world.

RGATUZATIONS
Gandharva, as the most pious of the Seven Kingdom:s, is distin-
guished by a proliferation of religious and philosophical sects.
While the Brahmins of Gandharva boast that they pay worship
to every single devata, most Brahmins worship some more than
others. The various philosophical movements within Gand-
harva are attempts to synthesize and organize the worship
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and doctrine of the devas into coherent systems. Two of these
| sects are closely associated with prestige classes.

The Advaita sect is a religious movement that teaches a pro-
found philosophy of oneness with the universe. Practitioners
of this philosophy learn that the universe is not distinct from
the Divine—that, in fact, all distinctions among people, things,
and even gods are false. The advanced Brahmins of this sect
adopt the Void disciple prestige class.

The Anatma sect is a monastic community that teaches a
similar philosophy. In Anatma thought, humanity is not as far
from divinity as most Brahmins would say, and in fact divinity
is within human reach. These muni and Brahmins adopt the
henshin mystic prestige class when they meet its prerequisites.

GANDHARVA LANDS

Gandharva's territory lies in the lushly forested eastern portion
of the Seven Kingdoms region, far from the ruins of Mahasarpa
but hardly safe from the yuan-ti. Much closer threats include
the weretigers of Zardula and the rakshasas and other fiends of
the distant east. The lands of Singha are close by to the west,
and the two kingdoms have alternately made alliances and war
with each other over the centuries.

(OKRAHA
Population: 55,000
Ruler: Rajah Ganha Mitiris (male human yavana 6/kishi
charger 8)
Imports: Metals, sugar
Exports: Grain, wine, wool
Alignment: N

In the days of Mahanaga, the Maharajahs’ power was so great
that it spanned the Adribandha Mountains to the north of the
|\ Mahavana Forest. The rulers of Mahanaga incorporated the bar-
baric horse-nomads of the Kokaha Steppes into their empire,
introducing their religion and culture to the nomads and col-
lecting their tribute in return. With the fall of Mahanaga, the
nomads of Kokaha remain a unified kingdom, though unlike
the others of the Seven Kingdoms they have no city-state to
physically represent their domain. The people of Kokaha are
- culturally and ethnically distinct from the other kingdoms, and
yet inextricably linked to them.

ORGAMZATIONS
Unlike the rest of the Seven Kingdoms, Kokaha is not domi-
nated by organizations of any sort, whether religious or secular
in nature. Instead, the people of Kokaha are united by their
nomadic lifestyle. They herd sheep around the steppes, erect-
ing small villages of round huts when they stop for a season,
and uprooting the villages when the seasons change. A horse is
the most precious possession in Kokaha, for horses provide the
people of the kingdom with the mobility their lifestyle
requires. The people of Kokaha are accustomed to riding for
long hours, fighting, eating, and even sleeping on horseback.
Most of the warriors of Kokaha are yavanas (barbarians), and
many of them adopt the kishi charger prestige class.

RORARHA LANDS

The steppes of Kokaha are wide but relatively barren, cut off by
the Adribandhas from the monsoons that water the southern
lands every year. Good pastureland is scarce, which necessitates
the nomadic lifestyle of Kokaha’s people. The land ranges
from quite hilly, in the foothills and valleys that abut the

mountains, to absolutely flat and featureless farther north. The
Adribandhas isolate Kokaha from the yuan-ti as well as from
the rain, but hold their own terrors, including the yeti that
sometimes venture into the foothills in the winter. Wide
expanses of steppeland separate Kokaha from the legendary
lands to the north and east.

LAKSHMALA
Population: 45,000
Ruler: Rajah Kharan Djikah (male human Kshatriya 14)
Imports: Timber, metals
Exports: Grains, arts and crafts, wine
Alignment: LN

The southernmost of the Seven Kingdoms, Lakshmana is a
refined and civilized land far from the threat of the jungle and
its yuan-ti inhabitants. The rajah of Lakshmana fancies himself
the greatest of the rajahs, perhaps even worthy of the long-
abandoned title of maharajah, and imagines that his court is the
most important of all the courts of the Seven Kingdoms, simply
because it is the most luxurious. In actual fact, the court of Lak-
shmana is largely irrelevant to the rest of the Seven Kingdoms,
which allow Rajah Djikah his delusions as long as they don't
interfere with their ongoing struggle against the very real
threat of the yuan-ti.

ORGATUZATIONS
Like the Crane clan of Rokugan, Lakshmana is home to the
finest academy of arts in the entire Seven Kingdoms. The
Khubali College trains expert painters, sculptors, architects,
stonemasons, weaponsmiths, and other artisans, claiming to
carry on the artistic traditions of Mahanaga. Unlike the Kakita
artisans of Rokugan, Khubali does not consider swordplay a
fine art, and no weapon masters emerge from this academy.

LARSHMANRA LANDS

Lakshmana is a coastal city, situated where the great Bahanis
river meets the sea. It claims the most fertile croplands of the
Seven Kingdoms, and it also boasts a thriving trade with for-
eign lands and cultures unknown to the other kingdoms. For
this reason, most citizens of Lakshmana encountered in the
north are merchants, though some artists and thrill-seekers
occasionally travel to see the ruins of Mahasarpa first-hand
(usually hiring Bhalluka guides).

NAGRA
Population: 20,000
Ruler: Hrimaka Tondo (male rishi muni 5/tattooed monk 9)
Imports: Grains, timber, foodstuffs
Exports: Ores, stone, ice, wool
Alignment: LN

Like Kokaha, the people of Naga are ethnically and culturally
different from those of the other kingdoms, but they were
assimilated earlier and more thoroughly than their northern
neighbors into the empire and culture of Mahanaga. Naga is
a kingdom of muni and ascetic warriors, driven perhaps by
their harsh environment to adopt an equally harsh and
demanding lifestyle. According to the jokes of the other
kingdoms, each peak in the forbidding Adribandha moun-
tain range has its own ascetic meditating in seclusion upon it.
Besides these munis (monks) and yogis (psion), a number of
tribal peoples inhabit the mountains, accepting the protec-



tion of the ascetics if not their political leadership.

Naga is not properly a kingdom, and it never was. Its origins
lie in the ascetics who withdrew to the mountains in response
to the mad edicts of the last maharajah, bringing the native
people of the mountains under their protection and renounc-
ing the maharajah’s rule. It is grouped among the Seven King-
doms almost out of habit—by the time that Zardula disap-
peared, the idea of “seven kingdoms” was well established, and
the ascetics and mountain tribes of Naga filled the void left by
Zardula.

ORGATUZATIONS

Naga consists of two almost completely distinct societies,
though each has profoundly influenced the other. First are the
muni and ascetics, blood descendants of the people of
Mahanaga who retreated from the empire to the mountains to
practice their devotions. Most of these people adopt the muni
(monk) or yogi (psion) class.

Among these ascetics, an elite and mysterious organization
has arisen in just the last century. Known as the Nagadeva,
these muni claim a spiritual descent from a semidivine daugh-
ter of the serpent-goddess Nagini, born (according to legend) in
the Adribandhas just before Nagini’s curse fell on Mahanaga.
This devata, called Bhasva-Zakalin (“Resplendent Scales”) is
said to be of the Maharajah’s lineage, but she herself adopted
the ascetic life and bore no children. Her “descendents,” how-
ever, are an order of muni in Naga, often called the Bhasvamuni
(“Resplendent Monks”) because of the elaborate and colorful
tattoos they wear. These muni adopt the tattooed monk prestige
class.

The Bhasvamuni sect is actually sharply divided between
the traditional ascetic branch and a more recent development A
movement seeks to put Hrimaka Tondo, leader of the sect and
spiritual guide of Naga, on a restored throne of the maharajah.
According to this movement, Tondo is the only rightful heir to
the throne, as a spiritual if not biological descendant of the
maharajahs’ bloodline. As yet, this political branch of tattooed
monks has little power or influence, but it is not known
whether Hrimaka Tondo himself holds any political aspira-
tions.

The second segment of Naga’s mixed society consists of the
mountain tribes who long ago accepted the protection and spit-
itual authority of the muni. As among the ascetics, psionic
training is common among these tribes, and they produce
many baladharas (psychic warriors). The kukri is their tradi-
tional weapon, and the most feared members of these tribes are
the soulknives, who can manifest kukris formed of pure
psionic energy. (The soulknife prestige class is detailed in the
Psionics Handbook.)

NAGA LANDS

The lands of Naga are the Adribandha Mountains, considered
forbidding and inhospitable by the rest of the Seven Kingdom:s.
This vast mountain range cuts across the lands of the Seven
Kingdoms and reaches miles above the plains and jungle below.
No city-state houses the population of Naga; its people live in
monastic communities or tribal villages. Though its snowy
slopes and peaks are dotted with shrines and monasteries, they
are also home to all manner of monstrous horrors, including
the dreaded yeti.

Somewhere in the Adribandhas is nestled a small and serene
valley called Aaga, home to the mysterious race called vaati.
Aaqa is said to be located in the northwestern region of the

mountains, but its location is uncertain and shifts (despite the
rigidly lawful nature of these outsiders).

SINGHA

Population: 40,000

Ruler: Rajah Namhan Muthasi (male human Kshatriya
7/singh rager 7)

Imports: Weapons and armor

Exports: Timber, copper

Alignment: LN

The Kshatriyas of Singha are renowned as the fiercest, bravest,
most honorable, and most disciplined army of the Seven King- |
doms, and on the open field of battle no stronger force of arms |
exists. Unfortunately, the yuan-ti of the Mahavana Forest rarely
meet their enemies on an open field, and the forces of Singha
are more often turned against Bhalluka, Gandhatva, or Vriscika
than against the serpent-fiends of the jungle.

ORGANIZATIONS

The most important organization of Singha is the elite warrior
order called Singhapallaki, the Defenders of Singh. These
knightly warriors are sworn to uphold both the throne of Singh
(and whoever sits on it justly) and the so-called Code of the
Lion, a code of laws and honor that dates back to the founding
of the kingdom as a splinter from Mahanaga. This code is very
similar to the code of bushido described in Oriental Adventures:
the Singhapallaki value honesty, justice, heroic courage, com-
passion, polite courtesy, honor, sincerity, duty, and loyalty
much like the samurai of Rokugan (see page 221 in Oriental
Adventures for more details). In addition, the Code of the Lion
extols the virtue of fury, which is the disciplined rage that char-
acterizes the singh rager prestige class and the finest members
of the Singhapallaki.

SINGHA LANDS

The lands of Singha are wide and flat, watered by the floods of
the Bahanis River. The Mahavana Forest borders Singha on the |
north, and of the Seven Kingdoms, the lands of Singha lie clos-
est to the great ruins of Mahanaga. Despite their proximity to
humankind’s greatest enemy, however, the warriors of Singha
are not as comfortable striking into the jungle as the scouts and
shikari of Bhalluka, far to the west.

VRISCIK A

Population: 15,000

Ruler: Rajah Yanja Bhayyam (male tainted one [yuan-ti] dhuka
4/Kshatriya 4/ninja spy 6)

Imports: Metals, timber, grain

Exports: Opium, fish, tea

Alignment: LE

The kingdom of Vriscika is nearly as decadent as Mahasarpa
itself, riddled with crime, espionage, and drugs. Though it is the
smallest of the Seven Kingdoms, barely qualifying as a large
city even counting all the farms and estates that lie outside the
city proper, it has all the greasy sophistication of the largest
metropolis. Worse, its spies are everywhere, in each of the
Seven Kingdoms, doing the will of its mysterious Rajah, Yanja
Bhayyam.

Vriscika has always been a center of espionage. In what may
be a supreme twist of irony, however, the head of the Seven
Kingdoms' largest spy organization is himself an enemy




ORGATUZATIONS

VRISCIKA LANDS

- dotted with estates, tea plantations, and

' the city proper, however, making Vriscika
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spy. A decade ago, the yuan-ti of Mahasarpa
abducted him and secretly transformed him
into a tainted one, a human infected with
the cursed blood of the yuan-ti. (Tainted
ones are detailed in Monster Compendium:
Monsters of Faertin.) While continuing to
pursue his own aspirations—which have
always been hazy at best—he also reports
everything he learns about the Seven King-
doms to his serpentine masters.

The most dreaded organization in the Seven
Kingdoms is the Silent Storm, secret spies
and assassins based in Vriscika. Trained as
dhukas (rogues), muni (monks), or even
swami (wu jen), these spies combine martial
arts training with supernatural abilities to
infiltrate and assassinate the enemies of the
Rajah. The most advanced members of the
Silent Storm adopt the ninja spy prestige
class. In the last decade, an increasing
number of Silent Storm spies have become
tainted ones like their master.

Vriscika is an island city located in the
middle of the Bahanis River. Lush green
hills rise up on either side of the river,

opium fields. Most of the population lives in

easily the most urban of the Seven King-
doms.

TH= LOST
KRINGDOMS

Mahasarpa is the shattered remnant of the
once-great kingdom of Mahanaga. Its colos-
sal temples and monuments are crumbling
ruins, and the wooden buildings of the

temple city are long rotted into the humus
of the surrounding jungle. The temples that once housed
shrines to ten thousand spirits are now desecrated, overgrown
with ivies and strangler fig trees, and crawling with snakes of
every variety—including fiendish serpents and, most espe-
cially, yuan-ti. Mahasarpa is utterly lost to evil, and it now forms
the greatest threat to the human kingdoms it once ruled with a
firm but just hand.

The ruins of Mahasarpa contain more than fifty crumbling
temples, shrines, and other once-sacred buildings, each one
now the home of yuan-ti or some other monster. Outside these
central ruins, countless additional solitary shrines dot the
jungle, from isolated retreats to well-defended outposts. The
total yuan-ti population of the Mahavana Forest is estimated at
100,000—more than the largest of the Seven Kingdoms and
almost as much as any two of them combined.

All the worse for the Seven Kingdoms, the yuan-ti are not

all that haunt the jungle. Other serpentine creatures—from
vipers of all size to fiendish constrictors, from water and spirit
nagas to rumors of evil-natured couatls, from hannyas to hebi-
no-onnas—crawl through the ruins of Mahasarpa as well. The
statues that surround the temples (often giant lions or serpents
animate apparently at random, but always act in the yuan-ti's
interest. Other jungle creatures include will-o-wisps, elemen-
tals, shambling mounds, tendriculoses, evil treants, bajangs,
bisans, nats, nature spirits, tasloi, and giant toads.

ZARDVLA

Zardula was one of the Seven Kingdoms that splintered off
from Mahanaga before it fell under Nagini’s curse. However,
unlike the other kingdoms that continue to thrive, Zardula
acquired a curse of its own: its people have all been transformed
into tigers, dire tigers, or weretigers. Unlike Mahanaga, which



fell grandly and in the full view of its splintered kingdoms,
Zardula simply disappeared, and little is known of its fate.
Sages suspect (and divination supports this theory) that the
kingdom angered a great spirit tiger that transformed its people
into its minions.

No buildings remain of Zardula whatsoever; its people are
scattered through the eastern expanse of the Mahavana
Forest. There seem to be many leaders of this cursed kingdom
rather than a single rajah. A number of powerful weretigers
are mentioned as cultic leaders in the various tales told of
Zardula. Lesser weretigers, along with ordinary and dire
tigers and fiendish varieties of both kinds, serve these leaders,
but little is known of their beliefs, political structure (if any),
or goals. It is clear that these cults or cells of weretigers are
unremittingly hostile to humans, vanaras, and—apparently—
all other races.

CHARACT=R
OPTIONS

Available character options—for race, class, prestige classes,
and even such details as equipment—help define a campaign
setting, particularly with the Oriental Adventures rules. Just as
the featured campaigns setting of Rokugan uses a selection of
the many available options, Mahasarpa uses a different selec-
tion. This section spells out what options are available to char-
acters in this campaign.

RAC=

Players can choose one of the following race options for char-

acters in the Mahasarpa campaign:

¢ Human, Bhalluka clan: equivalent to Crab, but bonus class
skill is Wilderness Lore instead of Knowledge (Shadow-
lands), and favored class is ranger instead of fighter

e Human, Gandharva clan: equivalent to Phoenix, but favored
class is Brahmin instead of shugenja

* Human, Kokaha: equivalent to Unicorn clan

¢ Human, Lakshmana: equivalent to Crane clan

* Human, Naga: equivalent to Dragon clan

* Human, Singha: equivalent to Lion clan

* Human, Vriscika: equivalent to Scorpion clan

* Hengeyokai, monkey or mongoose (weasel) only

« Spirit Folk, river or sea only

¢ Vanara

¢ Rishi: equivalent to aasimar (planetouched) described in
the Monster Manual. Rishi have the following abilities: +2
Wisdom; +2 Charisma; acid, cold, and electricity resistance
5; the spell-like ability to cast light once per day as a sor-
cerer of the character’s level; +2 racial bonus on Listen and
Spot checks; and darkvision up to 60 feet. They are out-
siders (not humanoids), but can be raised from the dead
since their native plane is the Material Plane. Their favored
class is Kshatriya, and their ECL modifier (see page 11 in
Oriental Adventures) is +1. More details on aasimars can be
found in the Monster Manual and the FORGOTTEN REALMS
Campaign Setting.

CLASS

Players can choose any of the following class options for char-

acters in Mahasarpa:

« Baladhara (psychic warrior), if the Psionics Handbook is used
in the campaign

¢ Brahmin (shaman) I|I |

¢ Devapala (sohei)
* Dhuka (rogue)

ditionally carries an ancestral tulwar (scimitar) and kris
(wavy-bladed dagger). A Kshatriya can improve these

¢ Kshatriya (samurai): A Kshatriya of the Seven Kingdoms tra- f e

weapons exactly like a samurai’s ancestral daisho.

» Mantrika (sorcerer)

¢ Muni (monk) | .
« Shikari (ranger) 1

« Singh (fighter)

* Swami (wu jen) I' ;
o

* Yavana (barbarian)
* Yogi (psion), if the Psionics Handbook is used in the campaign |

PRESTIGE CLASSES
The information on the Seven Kingdoms, above, discusses the
role of each prestige class in the Mahasarpa campaign. Of the
prestige classes described in Oriental Adventures, the following
options are available in the Mahasarpa campaign:
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¢ Henshin mystic (Gandharva)
« Kishi charger (Kokaha)

* Ninja spy (Vriscika)

e Shadow scout (Bhalluka)

¢ Shapeshifter (any)

« Singh rager (Singh)

* Tattooed monk (Naga)

* Void disciple (Gandharva)

* Weapon master (any)

e Witch hunter (Bhalluka)

|.
(

In addition, the soulknife (described in the Psionics Handbook) is
found among the mountain tribes of the Naga. The assassin
detailed in the DunGeoN MasTER's Guide represents the thags, .
devout followers of Suarama, the goddess of death and destruc-|
tion.

R=LIGION

The religion of the Seven Kingdoms is a mixture of traditional
D&D polytheism with the animism described in Oriental
Adventures. The massive temples at Mahasarpa, filled with tiny
rooms, each intended to house a single devata (spirit or minor
deity), is testament to the sheer number of spirits revered by
the Brahmins of these lands. As described in Oriental Adven-
tures, the people of the Seven Kingdoms believe that a spirit
dwells inside every rock, tree, and stream.

At the same time, they offer special devotion to certain devas,
which are spirits who definitely qualify as deities in the D&D
sense of the term. Examples of spirits include Nagini the ser-
pent queen, Suarama the destroyer, and Bhalluka the great bear.

Unlike characters in a standard D&D game, no character (even | | -

a Brahmin) chooses a single deity as a patron and mostly
ignores the others. Proper piety demands reverence of many
devas and devatas, and mortals are wise to obey.

-
NARMES
Some common names among humans and humanlike races in
the Seven Kingdoms are listed below.
Male Names: Avra, Bhanar, Dundra, Ghanji, Kamal, '
Mustar, Nanak, Prabat, and Thotin. !

Female Names: Abisa, Chiha, Fari, Jhanita, Khoti, Mira, | |

Prani, Sita, and Vuma.

HI
L
e Bear warrior (Bhalluka) || ll [I
.
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Family Names: Bharanda, Dorbadani, Falasak,
Ghanukka, Khanjal, Masaluk, Nayaram, Pustalava, and Svara-
gada.

SQUIPRENT

The following weapons are available in the Seven Kingdoms:
bastard sword (khandar), battleaxe (tungi), bows (all), chakram,
club, light or heavy crossbow, dagger (bich'wa, khanjarli), dart,
greatclub (gada), handaxe (bhuj, piso tonkeng), javelin, knife,
kukri, lajatang, lance (light), longsword, light or heavy mace,
morningstar, nekode (bagh nakh), light or heavy pick (zagh-
nal), punching dagger (katar), quarterstaff (lathi), sang kauw,
scimitar (shamshir, tulwar), short sword (adya katti, choora,
zafar takieh, kris), half-, short-, or longspear (vita), and three-
section staff. One new weapon is also available:

Goad (simple weapon—melee): cost 3 gp, damage 1d4,
critical x2, weight 4 1b., type Piercing. This weapon is pictured
on page 73 of Oriental Adventures.

The following types of armor are available in the Seven King-
doms: chahar-aina, chain shirt, chainmail, dastana, dhenuka,
hide, lamellar, padded, splint mail, scale mail, and all shields.

MAGIC AND S?P=LLS

The Mahasarpa campaign introduces two new Brahmin
domains and one new spell. Many Brahmins have access to the
meditation domain, while Nagini, the patron deity of the yuan-
ti, grants her Brahmins access to the Serpent domain. Spells
marked with an asterisk on the domain spell lists below appear
in Oriental Adventures.

SRMEDITATION DORMAIN
Granted Power: Each day, you can prepare one spell as though
| it had the Empower Spell feat applied to it. However, this spell
"' is at its normal level, not at two levels higher (as with the regu-
'l " lar metamagic feat). You need not know the Empower Spell feat
to use this ability.

'\ IMeditation Domain Spells
-1 Trance®

Protection from charm*

That art thou (see below)

Dream sight*

Aiming at the target*

True seeing

Greater scrying

Finding the center®

Astral projection
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That Art Thou
Divination

Level: Brahmin 3
Components: V
Casting Time: 1 action
Range: Personal

Target: You

Duration: 1 round/level

You extend your senses to become one with all beings and
objects within a 30-foot-radius sphere centered on you. You
see and feel everything sensed by every person, creature, and
object in that area. The onrush of sensory information gives
you a +20 bonus on your Search, Spot, and Listen checks

for the duration of the spell. In addition, you are never

considered flat-footed while the spell duration lasts, and you
cannot be flanked unless every other creature within 30 feet
of you is also flanked.

SERPENT DOMAIN
Granted Power: Rebuke or command snakes as an evil cleric
rebukes or commands undead. Use this ability a total number
of times per day equal to 3 + your Charisma modifier.

Serpent Domain Spells

Cobra’s breath*

Chameleon*®

Greater magic fang

Snake barrier®

Animal growth

Eyebite

Creeping doom (composed of tiny snakes)
Animal shapes

Shapechange

o 00N NN BAWN

These spells affect snakes only.

RAGIC IT=EMNS

As heroes travel through the lands of the Seven Kingdoms,
they may stumble across some of the following magic items.

Dhoti of Nonviolence: This white dhoti, a 5-foot length of
unsewn cloth that is worn wrapped around the lower torso, can
produce a calm emotions effect upon command when it is worn
by a person as his only garment.

Caster Level: 3rd; Prevequisites: Craft Wondrous Item, calm
emotions; Market Price: 10,800 gp; Weight: —.

Figurines of Wondrous Power: These figurines work in the
same manner as those detailed in the DuNGEON MASTER's Guide.

Ashoka’s Lion Kings: These come in sets of four and grow into
celestial lions that do not attack unless threatened. Bach lion
has an Intelligence of 15, is lawful good, and is well versed in
the art of oratory and the study of philosophy (Diplomacy +6,
Knowledge (religion) +10). In addition to providing enlighten-
ing discourse on kindness and justice, the lion kings can bene-
fit their owner by serving as guards, obstacles, or messengers.
The lion kings remain in existence for up to a week, but they
can be called only once a month.

Caster Level: 11th; Prerequisites: Craft Wondrous Item, animate
objects, commune with greater spirit; Market Price: 20,000 gp;
Weight: — 1b.

Bandicoot Mount: This figurine appears as a Tiny rat when
called, but if a character speaks a special command word, she
gains the minute form effect, shrinking her to 3 inches tall (a
Will save against DC 22 is allowed if the owner is unwilling).
The character may then ride the rat through areas too small for
normal passage with little chance of detection. Once a day for
up to two hours, the owner can ride the bandicoot mount; if it
is damaged, or if the rider dismounts, both rat and rider revert
to their original state instantly.

Caster Level: 15th; Prerequisites: Craft Wondrous Item, animate
objects, contingency, minute form; Market Price: 45,000 gp; Weight:
—Ib.

White Bull: When animated, this figurine turns into a large
white bull (use the bison statistics in the Monster Manual). It fights
only in self-defense and can pull a plow. The bull can haul up to
10,000 pounds at a speed of 30 feet. The owner can use the bull
once per day and then it transforms back into rock at sundown.



Caster Level: 11th; Prerequisites: Craft Wondrous Item, animate
objects; Market Price: 21,000 gp; Weight: — 1b.

Sapling Rod: This thin and flexible sapling branch has the
strength of adamantine. Three times per day, the wielder can
ignore all effects of natural or magical wind, from a gust of wind
spell to an air elemental’s whirlwind for 3d4 minutes. Once per
day, the wielder can eliminate a wind effect, automatically dis-
pelling a spell or controlling natural winds, and forcing air ele-
mental creatures to make successful Fortitude saves (DC 20) or
be instantly banished to their home plane.

Caster Level: 9th; Prevequisites: Craft Rod, control winds, freedom
of movement; Market Price: 45,000 gp; Weight: 5 1b.

Spirit Whisk: This brush-like implement can clear an area
of spirits. A character can use the whisk to protect an area 10
feet square by brushing the whisk around the area as a full-
round action. In subsequent rounds, the character can extend
the protected region to contiguous square areas. The whisk cre-
ates the effects of a protection from spirits spell in the affected
area, which remains in effect as long as the character holding
the spirit whisk remains in the area.

Caster Level: 3rd; Prevequisites: Craft Wondrous Item, protection
from spirits; Market Price: 10,800 gp; Weight: 1 lb.

Vajra Arrow: This arrow becomes a 3dé lightning bolt when
fired from a bow (save DC 14). In addition, it creates a loud clap
of thunder. Creatures that are within the effect of the lighining
bolt must make Fortitude saves (DC 15) or be deafened. Deaf
creatures, in addition to the obvious effects, suffer a —4 penalty
on initiative and a 20% chance to miscast and lose any spell
with a verbal (V) component that they try to cast. The arrow is
consumed in the attack.

Caster Level: 3rd; Prerequisites: Craft Magic Arms and Armor,
lightning bolt, 10 or more ranks in Alchemy; Market Price: 480 gp.

Wrist Threads of Spirit Protection: These threads are
worn about the wrists in various rituals, particularly in
summer. The threads create a permanent protection from spirits
spell centered on the wearer with a range of personal.

Caster Level: 3rd; Prerequisites: Craft Wondrous Item, protection
from spirits; Market Price: 12,000 gp; Weight: —.

=W MONST=RS

In addition to magic items, adventurers can stumble across a
few new monsters while exploring the Seven Kingdoms.

GHOSTS

The lands of Mahasarpa are plagued with a variety of ghosts.
These creatures use the standard ghost template described in
the Monster Manual (and expanded in Oriental Adventures).

Acheri: Acheri are the spirits of girls who died as a result of
murder, accident, or plague. Their only power (besides mani-
festation) is a variant on the corrupting touch ability: the incor-
poreal touch of an acheri deals 1d4 points of damage and infects
the victim with a disease, which strikes immediately (no incu-
bation period), unless the victim makes a successful Fortitude
save (DC 10 + 1/2 the ghost’s HD + the ghost’s Charisma modi-
fier). Different acheri cause different diseases; choose from
blinding sickness, cackle fever, filth fever, mindfire, red ache,
the shakes, or slimy doom, as described in Chapter 3 of the
DUNGEON MASTER’s Guide.

Bhut: Bhuts are vicious, flesh-eating ghosts most com-
monly formed from the spirits of those who are executed,
commit suicide, or die accidentally, and do not receive proper
funeral rites. They have the corrupting touch and malevolence

powers described in the Monster Manual, and they can use the
latter power to animate a corpse as well as a living being.

VARTI
Medium-Size Outsider (Air, Lawful)
Hit Dice: 4d8+4 (34 hp)
Initiative: +0
Speed: 30 ft., fly 30 ft. (perfect)
AC: 15 (+5 natural) or better (see text)
Attacks: Masterwork longsword +8 melee; +3 masterwork
mighty composite longbow +7 ranged

Damage: Masterwork longsword 1d8+4; +3 masterwork mighty |

composite longbow 1d8+3
Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks: Spell-like abilities, air mastery, caste qualities r'

Saves: Fort +5, Ref +4, Will +7

Abilities: Str 17, Dex 10, Con 13, Int 17, Wis 16, Cha 14
Skills: By caste; see below

Feats: By caste; see below

Climate/Terrain: Any land
Organization: Solitary, knot (2—4)
Challenge Rating: 2

Treasure: Standard

Alignment: Always lawful neutral
Advancement: By character class

The vaati, or wind dukes, are an immortal race dedicated to law.
They live in a remote valley called Aaqa, in the northwestern
depths of the Adribandha mountains.

Vaati appear as statuesque humans, tall, muscular, and
androgynous. They have smooth, ebony skin, brilliantly white
eyes that sparkle with inner light, and velvety black hair
(which they usually keep closely shaved). They generally wear
no clothing, but they do wear belts or harnesses to carry
weapons and equipment.

Vaati speak their own language, and also speak Auran and
Common.

COMBAT

Vaati are peaceful and prefer to negotiate rather than fight. If
pressed into action, or faced with chaotic foes, they display con-
siderable strength and ingenuity in combat.

All vaati share certain spell-like abilities and other qualities
in common. Other abilities, including skills and feats, depend
on a vaati’s caste.

Spell-Like Abilities: At will—endure elements, feather fall,
gust of wind, wind wall; 3/day—summon nature’s ally I1I (Small air
elemental only). These abilities are as the spells cast by a 6th-
level sorcerer (the save DC for gust of wind is 15).

A vaati can use its gust of wind ability to double its flying
speed for a single round.

Air Mastery (Ex): Airborne creatures suffer a —1 penalty to
attack and damage rolls against a vaati. Elementals and out-
siders with the Air subtype generally avoid attacking vaati.

CASTE QUALITIES
Vaati society is divided into six castes, with only loose parallels
to the human varnas of the Seven Kingdoms. A vaati’s caste
determines what character class it advances in, its common
skills and feats, its natural armor, and certain additional spell-
like or supernatural abilities.
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| WERGADZAM

Skills: Concentration +7, Craft or Profession (any two) +10,
Diplomacy +9, Handle Animal +9, Listen +10, Spot +10

Feats: Alertness, Expertise

Wergadeam Characters: Most wergadeam advance as
experts instead of any character class, and expert is their
favored class.

HOUD=AM

Natural Armor: +7 (+2 per 3 character levels)

Skills: Climb +10, Concentration +5, Craft (any) +8, Jump
+10, Listen +10, Spot +10, Swim +10

Feats: Expertise, Improved Unarmed Strike

Dancing Sword (Su): Three times per day, a houdeam can
make its sword dance (as a dancing weapon).

Houdeam Characters: A houdeam’ favored class is singh.

HRIRTADZAM

Natural Armor: +7 (+1 per 2 character levels)

Skills: Concentration +5, Craft (any) +7, Diplomacy +9, Heal
+7, Intimidate +5, Knowledge (any) +10, Listen +9, Sense
Motive +10, Spot +9

Feats: Alertness, Expertise

Reveal Truth (Sp): Three times per day, a haikjadeam can use a
specialized greater dispelling that is effective only against illu-
sions and other forms of magical deception. This ability also
duplicates the force shapechange and invisibility purge spells.

Calm Air (Sp): Three times per day, a haikjadeam can reduce
all winds within a 30-foot radius around it, including both nat-
ural and magical winds, to a gentle breeze. Creatures from the

| Elemental Plane of Air cannot enter the area, and sonic spells
| and effects are negated within the area. This effect lasts for
. three rounds per Hit Die of the haikjadeam.

1 Haikjadeam Characters: A haikjadeam’s favored class is
. Kshatriya.

TRYGRID=EAM
Natural Armor: +7 (+1 per 2 character levels)

1 Skills: Animal Empathy +9, Concentration +5, Handle
 Animal +9, Intuit Direction +7, Knowledge (nature) +10, Listen
+7, Sense Motive +7, Spellcraft +7, Wilderness Lore +10

Feats: Expertise, Track

Spell-Like Abilities: 3/day—cloudkill, solid fog; 1/hour—ryari
of air.

Calm Air (Sp): Three times per day, a trygrideam can calm air
like a haikjadeam.

Trygrideam Characters: A trygrideam’s favored class is
Brahmin. Trygrideam Brahmins have access to the domains of
Air (as a cleric), Divination, Law (as a cleric), and Nature.

Natural Armor: +7 (+1 per 2 character levels)

Skills: Concentration +5, Craft or Profession (any) +10,
Diplomacy +9, Heal +10, Knowledge (any) +10, Listen +7, Spell-
craft +7, Spot +7

Feats: Expertise, Improved Disarm

Reveal Truth (Sp): Three times per day, a kheirdeam can reveal
truth like a haikjadeam.

Calm Air (Sp): Three times per day, a trygrideam can calm air
like a haikjadeam.

Kheirdeam Characters: A kheirdeam’s favored class is Brah-
min. Kheirdeam Brahmins have access to the domains of Air
(as a cleric), Community, Healing, or Law (as a cleric).

VIND=ZAm
Natural Armor: +6
Skills: Concentration +8, Diplomacy +9, Knowledge (any 2)
+10, Listen +8, Spellcraft +10, Spot +7
Feats: Combat Casting, Expertise
Spell-Like Abilities: 1/day—cloudkill, solid fog, spell turning.
Vindeam Characters: A vindeam’s favored class is swami.

VARTI SOCIETY
Vaati society is divided into six castes. The exact criteria the
vaati use to assign castes is unclear to outsiders. All vaati are
born into the wergadeam (worker) caste. Some time after ado-
lescence, a young vaati either joins another caste or remains a
wergadeam. In times of need, some members of the wergadeam
join other castes where they can be more useful. The other six
castes are:
¢ Houdeam: civil and military leaders, guards, and soldiers
¢ Haikjadeam: teachers, investigators, and lorekeepers
* Trygrideam: farmers, animal keepers, and judges
* Kheirdeam: physicians and counselors
¢ Vindeam: philosophers, guardians, and advisors

Rumors mention a seventh caste, the wendeam, who
wander the lands and planes outside the valley of Aaga on an
unknown mission.

The wergadeam never leave Aaqa. The other castes tend
to remain in the valley unless they are sent away to handle
some matter of vital interest to the vaati.

The vaati employ no badges or markings to indicate caste. To
a vaati, another vaati’s caste is immediately and innately obvi-
ous.

VARLARA
Medium-Size Humanoid (Vanara Warrior)
Hit Dice: 1d8 (4 hp)
Initiative: +0
Speed: 30 ft., climb 20 ft.
AC: 13 (+1 quilted linen, +1 chahar-aina, +1 dastana)
Attacks: Shortspear 0 melee; or chakram +1 ranged
Damage: Shortspear 1d8—1; chakram 1d4—1
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Qualities: Low-light vision
Saves: Fort +2, Ref +0, Will +1
Abilities: Str 9, Dex 10, Con 11, Int 12, Wis 13, Cha 10
Skills: Balance +2, Climb +9, Hide +0, Jump +5, Listen +3,
Move Silently +0, Spot +7
Feats: Alertness

Climate/Terrain: Warm forest
Organization: Solitary, troupe (2-8), family (9-24), clan
(25-100)
Challenge Rating: 1/2
Treasure: Standard
Alignment: Usually chaotic good
Advancement: By character class
Vanaras are a race of monkeylike humanoids, possessing brave
hearts and inquisitive minds. They are presented as a character
race in Oriental Adventures, but do not have a monster entry in
the book.

Vanaras stand slightly shorter than humans, standing 4 1/2
to 5 1/2 feet tall and typically weighing 90 to 140 pounds. Light



fur, ranging from white through light blue to brown and black,
covers their bodies. Their faces are distinctly monkeylike, with
protruding muzzles, furred cheeks, and wide, lipless mouths.
They have long, semi-prehensile tails, long fingers and toes,
and large ears, but their arms, legs, and torsos are proportioned
like those of humans.

Vanaras speak Common and Vanaran. Humans complain
that Vanaran sounds like nothing but screeches and chattering,
but it is a complex and subtle language.

Most vanaras encountered outside their home are warriors;
the information in the statistics block is for one of 1st level.

COMBAT

Vanaras do not like combat and are not especially good at the
physical aspects of it. Their hearts, however, are steadfast and
brave, and human generals who have led vanara troops have
often said they prefer the stalwart vanaras to physically
stronger human soldiers.

Low-Light Vision (Ex): Vanaras can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions.

Skills: Vanaras gain a +8 racial bonus on Climb checks, a +4
racial bonus on Balance and Jump checks and a +2 racial bonus
on Hide and Move Silently checks.

VANARA SOCIZETY

Vanaras dwell in deep forests and on high mountains, building
their villages and towns in such a way as to make a minimal
impact on their natural surroundings. They gather in loose
clans, but do not keep track of kinship at all, so “clan” is a very
broad term for their associations. They subsist largely by hunt-
ing and gathering, rather than farming the land. They rarely
come into contact with other races and do not seek them out.

The vanaras revere the greatest of the nature spirits—spirits
of the sun, the highest mountains, the oldest forests, and the
widest rivers. They worship these spirits with deep personal
devotion, offering prayers and songs to these devas at least
daily.

VANARA CHARACTERS

A vanara’s favored class is Brahmin. All vanara leaders are Brah-
mins.
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James Wyatt wrote articles for DrRacon Magazine and DUNGEON®
Adventures before joining the Wizards of the Coast staff in January
2000. Game design is career number 5, after stints as a childcare
worker, ordained minister, technical writer, and web designer. He
currently resides in Washington State.
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