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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 DUNGEONS &
DRAGONS game has changed, not least with the arrival oftwo 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 aTVminiseries .The legend
ofthe samurai shaped much ofthe D&Dgainer's concept ofwhat
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 offantasy
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 ofthe 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 offantasy 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 THE 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 ofAsia. 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
ofRokugan or crafting a setting ofyour own. Perhaps you want
to continue playing in the Kara-Tur of the old oriental
Adventures (and numerous FORGOTTEN REALMS products), or in
Dragon Fist's empire of Tianguo, inspired by Chinese wuxia
movies. Or you maysimply 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 MASTER's 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. Ifyou 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!) Ifyou 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 DUNGEONS &
DRaGONS 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 ofwhat 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 .



CHARACTER
CREATION BASICS
Follow these steps to create a beginning, 1st-level character for
Oriental Adventures.

0. CHECK WITHYOUR
DUNGEON MASTER
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 setting, 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. CHOOSE CLASS ANDRACE
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
in the 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
ofyour 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.

3. ASSIGN AND ADJUST
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.REVIEWTHESTARTINGPACKAGES
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 ofthe prestige class you eventually want to adopt.

5 . RECORD RACIALANDCLASS FEATURES
Your character's race and class grant him or her certain features .
Amongother things, you'll want to make a note ofa hengeyokai
character's abilities in human, animal, and hybrid form, a
shugenja's favored element and school, and a wujen's taboos.

6. SELECT SKILLS
Oriental Adventures introduces only one new skill-Iaijutsu
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. SELECT A FEAT
Oriental Adventures characters have a number of new feats to
choose from, described in Chapter 4: Skills and Feats .

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
a karmic resonance between the character and
one of his or her ancestors, manifested in a

particular ability or aptitude the character possesses.

8. REVIEW DESCRIPTION
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. SELECT EQUIPMENT
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. RECORD COMBAT AND
SKILL NUMBERS

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 GALORE
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 .



The"common races" described in the Player's Handbook-
dwarves, elves, and so on-are not necessarily common or
even known in an Oriental Adventures campaign .The lands
ofOriental Adventures have theirowncommonraces, in addi-

tion tohumans: hengeyokai, korobokuru, nezumi, spirit folk,
and vanara. As described in the Player's Handbook, a character's

race is an importantfactor in determining ability score adjust-
ments, favored class, starting languages, and special charac-
teristics, 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 Oriental Adventures.

HUMAN
Humans are the dominant race in Oriental
Adventures, as they are in the Player's Handbook .
In the featured campaign setting ofRokugan,
they rule the mighty EmeraldEmpire, though ,
they are the youngest race of that young

world.The humans ofRokugan group themselves into seven
major clans, each tracing its ancestry to one ofthe ham i (great
spirits) who fell to earth, cast out by their father the moon .
The members of these clans share a divine bloodline and a
strong sense of heritage and identity. Certain traits and
tendencies, from physical characteristics 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 is 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 the Lion army for protection, but he is
not a Lion-he is heimin . Criminals, actors, geisha ;
gamblers, the eta, and others whose professions make
them unclean are known as hinin (outcasts) . Like the
heimins, hinins 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 sarriurai or spellcasting
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
monk, a rogue, or a sorcerer-then a lower-caste character
will work as well . If you play a humanfrom the great clans,
most options are open to you. ifyou play a lower-caste human,
the culture of Rokugan limits your options somewhat.

If you are not playing in the featured campaign
setting of Rokugan, check with your Dungeon

TABLE 1-1 : RACIAL ABILITY ADJUSTMENTS
Race Ability Adjustments Favored Class
Human None Any (specified by clan)
Hengeyokai -2 Wis Wu Jen
Nezumi +2 Con, -2 Cha Rogue
Korobokuru +2 Con, -2 Int Barbarian
Spirit Folk None Any
Vanara +2 Int, +2 Wis, -2 Str Shaman



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 oftheir 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-
ing to these people . Heimins and hinins usually remain humble

and unassuming in the presence oftheir 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 ofthe 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 ofthe 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.











+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 korobokuru's bar-
barian class does not count when determining whether he
suffers an XP penalty for multiclassing. Korobokurus are
naturally wild and fierce in battle .

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 ofRokugan lived

in grand cities in a mighty empire . On an apocalyptic day
nezumi legend dubs "The Terrible DayWhen Air Became Fire
and Heaven Fell From Its Perch to Crush Our Glorious Home
Beneath Its Blackened Corpse," the empire ofthe 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 oftheir 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 ofrats and have only three toes.

Like human barbarians, nezumi often wear earrings in their
pierced ears, necklaces made ofbone 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 ofthe 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

NEZUMI

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,
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 hi 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 ofa 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 ."
Nicknames are most common among ratlings who work
closely with humans, since humans often have trouble
pronouncing ratling names.
Names: At'tok'tuk, Chet'rop'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 oftheir short lives that they can.

NEZUMI RACIAL TRAITS
" +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 .
+2 racial bonus on Hide and Move Silently checks . Nezumi
are naturally stealthy.
+2 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 attacks 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
a nezumi detect approaching enemies, sniffout 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 . Ifthe
opponent is upwind, the range is 60 feet . If it is downwind,
the range is 1s 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 s feet of the
scent's source, the nezumi can pinpoint that source .
A nezumi 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 howstrong the quarry's odor is, the number of
creatures, and the age ofthe 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 ofsurface 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 suffers an XP
penalty for multiclassing.

SPIRIT FOLK
Spirit folk are the descendants of humans and various spirits
of nature . Spirit folk have three distinct races-bamboo,
river, 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 slenderand 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 ofhuman 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
ofa human village .
As spirits, spirit folk often get along well with hengeyokai,

and they mayhave 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 oftheir 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 SPIRIT 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 spirit folk leave no trail in natural
surroundings and cannot be tracked.



RIVER SPIRIT FOLK
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 ifrushed 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
1st-level caster when using this ability, regardless of actual
level) . See the speak with animals spell description in the
Player's Handbook .

+2 racial bonus on saving throws against spells and spell-like
effects with the words "earth," "rock," "stone," or "wood" in the
name ofthe 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 .

SEA 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 .

VANARA
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 ofpropriety 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 S 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 ofthe priestly caste amonghumans, 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 ofkinship 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.

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 : Avanara 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 .



VANARA RACIAL TRAITS
+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 . Theyretain 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.

OTHER RACES
In 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 oforiental Adventures . Their sense ofhonor
equals that of the noblest human samurai, and their accom-
plishments in the art ofwar are no less impressive. Dwarves are
master builders, and may have constructed your campaign's
equivalent ofthe Great Wall ofChina. 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 ofbows .
Elf 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 ofa 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 ofOriental 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 .



Likethe standard DUNGEONS & DRAGONS rules, Oriental Adven-
tures offers eleven classes for player characters . Some
Player's Handbook classes are not available in Oriental

Adventures, however, and this chapterintroduces five new
classes . All the available classes in Oriental Adventures are dis-
cussed in this chapter ; classes detailed in the Player's Handbook

may require some adjustment in an Oriental. Adventures cam-
paign. The eleven classes of Oriental Adventures are as follows:

Barbarian : A ferocious warrior who uses fury and
instinct to bring down foes . This class is unchanged from
its description in the Player's Handbook, except for cultural
considerations .
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 considerations and available bonus feats.
Monk: A martial artist whose unarmed strikes hit fast and

hard-a master ofexotic powers. Monks can customize their
powers to a certain extent, and can multiclass freely.

Ranger : A cunning, skilled warrior of the wilderness .
This class is unchanged from its description in the Player's
Handbook, except for cultural considerations.
Rogue: Atricky, skillful scout and spy whowins the battle

by stealth rather than brute force . This class is unchanged
from its description in the Player's Handbook, except for cul-
tural considerations and weapon proficiencies.

Samurai: Anoble warrior sworn to a code of honor, obe-
dience, and loyalty. The samurai is detailed in this chapter.
Shaman : An intermediary between the mortal world

and the realm of the spirits, a master of divine magic. The
shaman is detailed in this chapter.

Shugenja : A master of elemental forces, a religious,
figure who wields divine magic. The shugenja is detailed
in this chapter.
Sohei: A warrior monk, sworn to the defepse of a temple

or monastery. The sohei is detailed in this chapter.
Sorcerer : A spellcaster with inborn magical ability. This

class is unchanged from its description in the Player's Hand
book, except for cultural considerations .
Wu Jen: A potent arcane spellcaster. The wu jen is

detailed in this chapter.
Class Name Abbreviations: Class names are abbrevi-

ated as follows: Bbn, barbarian; Ftr, fighter; Mnk, monk ;
Rgr, ranger ; Rog, rogue; Sam, samurai; Sha, shaman ; Shu,
shugenja ; Son, sohei; Sor, sorcerer; Wuj, wit jen.

As described in the Player's Handbook, barbar-
ians are outsiders-and this is no less true in
the lands of Oriental Adventures. Barbarian
characters in Rokugan might include certain
Unicorn clan warriors, Yabanjin from the cold

northern steppes, Ujik-hai from the lands of the Burning
Sands, or nezumi "bushi ." In other campaign settings, steppe
nomads, jungle-dwelling tribes, and wild korobokurus are
all barbarians . Whatever their origins, barbarians are likely
to use strange weapons, wearoutlandish clothing and armor,
speak foreign languages, and fumble through the rigid and
ritualized formalities of"civilized" culture.



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
in other 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 inthe Player's Handbookfor such gear.

FIGHTER
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 the high standards of

the samurai. The code of bushido does not apply to ordinary
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 ofacquir-

ing power and wealth . Afew 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 mayhave studied with a Crab samurai, for example.

In other campaign settings, members ofall 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 ofmagic 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 wheremonk 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 ofRokugan 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 ofwithdrawal 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 oftheir own, but train
and study in humancommunities 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 ofRokugan 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 ofthe 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 ist, 2nd, and 6th level, a monk can sacrifice

a class ability (stunning attack at Ist, 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-i:
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 whoknows the Shadowlands like the back of his
handand fights its evil denizens with unmatched skill andferocity.
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 ofRokugan, 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 ofa mentor or parent .
Races: In Rokugan, rangers are most commonly found among

the Crab(particularly the Hiruma family and its scoutschool), 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 ofan adventuring party,
no matter their station, and cooperate as equals in an adventur-
ing party, even if social equality is out ofthe question .
Game Rule Information : As described in the Player's

Handbook . Although rangers can fight with two weapons, few
rangers in Rokugan do so .

ROGUE
From lower-class street thieves and highway
bandits to scheming courtiers and nobles, rogues
are commonbut 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 ofreasons,

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
ofloyalty 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 whodoes
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 ofbushido, 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 andArmor Proficiency: Rogues are proficient

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

SAMURAI
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. Alow-level samurai's lord maycommandhim
to investigate a mysterious occurrence or subdue a gang ofban-
dits . Ifhe 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-
drance or not is up to the Dungeon Master.

Characteristics : Samurai are distinguished from ordinary
fighters 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 a samurai remains
honorable and true to his code ofconduct, 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.

Alignment: Bushido, the code ofthe 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) whowear 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

GAME 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 ofhitpoints, which they'll need
in their many battles . Dexterity is important for samurai who
wantto be skilled archers, improves theirArmor Class, and allows
them access to certain Dexterity-oriented feats .
Alignment: Any lawful .
Hit Die: dio.

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

Base Fort Ref Will
Level Attack Bonus Save Save Save Special

1 st +1 +2 +0 +2 Ancestral daisho
2nd +2 +3 +0 +3 Bonus feat
3rd +3 +3 +1 +3
4th +4 +4 +1 +4 Bonus

feat

5th +5 +4 +1 +4
6th +6/+1 +5 +2 +5
7th +7/+2 +5 +2 +5 Bonus feat
8th +8/+3 +6 +2 +6
9th +9/+4 +6 +3 +6

10th +10/+5 +7 +3 +7 Bonus

feat

11th +11/+6/+1 +7 +3 +7
12th +12/+7/+2 +8 +4 +8
13th +13/+8/+3 +8 +4 +8 Bonus

feat

14th +14/+9/+4 +9 +4 +9
15th +15/+10/+5 +9 +5 +9
16th +16/+11/+6/+1 +10 +5 +10 Bonus

feat

17th +17/+12/+7/+2 +10 +5 +10
18th +18/+13/+8/+3 +11 +6 +11
19th +19/+14/+9/+4 +11 +6 +11 Bonus

feat

20th +20/+15/+10/+5 +12 +6 +12



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

*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.

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 onTable 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 halfvalue) 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-,
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 onTable 2-2 are the total value ofsacrifice

required to bring a single weapon to the listed weapon bonus. If
a samurai 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 tobring his masterwork wakizashi to a +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, loth, 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) .

Weapon Bonus
+1

Total Sacrifice
Required
2,000 gp

Minimum
Character Level

4th
+2 8,000 gp 7th
+3 '1 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



Crane-Emphasize speed and agility. Feats: Dodge (Mobility,
Spring Attack), Expertise (Improved Disarm, Improved Trip,
Whirlwind Attack), Improved Initiative, Quick Draw, Skill
Focus (Iaijutsu 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-Emphasize strategy, intelligence, and strength ofwill .

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
feat, 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) .

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 totheirprior status and continue advancingas a samurai.

SHAMAN
If a cleric's basic creed is that the handiwork of the deities is
everywhere, a shamans 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, whomight 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 ofcertain Lion clan "spirit talkers" of the Kitsu family,
shamans are not foundin Rokugan; shugenjas fill this role instead .
Adventures : Shamans often go on adventures not because of

any desire oftheir own, but as a direct result oftheir 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 traffic 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 powerover 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 ofgood 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.

GAME RULEINFORMATION
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. Ashaman gets bonus spells based
on Wisdom . The Difficulty Class of a
saving throw against a shaman's spell
is 10 + the spell's level + the shaman's
Wisdom modifier. A high Constitution
improves a shaman's hit points, and a
high Charisma improves the shaman's
saving throws .
Alignment: Any.
Hit Die: d6 .

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

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) x4.

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

TABLE 2-3: THE SHAMAN

*In addition to the stated number of spells per day for 1 st- 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 .

CLASS FEATURES
The following are class features of the shaman .

Weapon andArmor Proficiency : Shamans
are proficient with all simple weapons and with
light armor. Note that armor check penalties for

armor heavier than leather apply
to the skills Balance, Climb, Es-

cape Artist, Hide, Jump, Move
Silently, Pick Pocket, and Tum-

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

Spells : Ashaman 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 ofthat level . (Alignment restric-
tions mean that casting some spells may have
unpleasant consequences .) The Difficulty Class
for a saving throw against a shaman's spell is 10

+ the spell's level + the shaman's Wisdom modifier.
Shamans do not acquire 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

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 Unarmed strike, 3 1+1 - - - - - - - -

animal companion
2nd +1 +0 +0 +3 Spirit sight 4 2+1 - - - - - - - -
3rd +2 +1 +1 +3 Turn or rebuke undead 4 2+1 1+1 - - - - - - -
4th +3 +1 +1 +4 Bonus feat 5 3+1 2+1 - - - - - - -
5th +3 +1 +1 +4 Spirits' favor 5 3+1 2+1 1+1 - - - - - -
6th +4 +2 +2 +5 5 3+1 3+1 2+1 - - - - - -
7th +5 +2 +2 +5 6 4+1 3+1 2+1 1+1 - - - - -
8th +6/+1 +2 +2 +6 Bonus feat 6 4+1 3+1 3+1 2+1 - - - - -
9th +6/+1 +3 +3 +6 6 4+1 4+1 3+1 2+1 1+1 - - - -
10th +7/+2 +3 +3 +7 6 4+1 4+1 3+1 3+1 2+1 - - - -
11th +8/+3 +3 +3 +7 Third domain 6 4+2 4+1 4+1 3+1 2+1 1+1 - - -
12th +9/+4 +4 +4 +8 Bonus feat 6 4+2 4+1 4+1 3+1 3+1 2+1 - - -
13th +9/+4 +4 +4 +8 6 4+2 4+2 4+1 4+1 3+1 2+1 1+1 - -
14th +10/+5 +4 +4 +9 6 4+2 4+2 4+1 4+1 3+1 3+1 2+1 - -
15th +11/+6/+1 +5 +5 +9 6 4+2 4+2 4+2 4+1 4+1 3+1 2+1 1+1 -
16th +12/+7/+2 +5 +5 +10 Bonus feat 6 4+2 4+2 4+2 4+1 4+1 3+1 3+1 2+1 -
17th +12/+7/+2 +5 +5 +10 6 4+2 4+2 4+2 4+2 4+1 4+1 3+1 2+1 1+1
18th +13/+8/+3 +6 +6 +11 6 4+2 4+2 4+2 4+2 4+1 4+1 3+1 3+1 2+1
19th +14/+9/+4 +6 +6 +11 6 4+2 4+2 4+2 4+2 4+2 4+1 4+1 3+1 3+1
20th +15/+10/+5 +6 +6 +12 Bonus feat 6 4+2 4+2 4+2 4+2 4+2 4+1 4+1 4+1 4+1



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 ofyour ancestors), an animal spirit, or
a nature 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
shaman gets the granted powers ofboth domains you select .
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 ofthis
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 ist-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.
Aneutral 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 shamans chosen spirits, not divine energy
in general.

Chaotic, Evil, Good, and Lawful Spells : A shaman can't
cast spells ofan alignment opposed to his own. Agood 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 1st-level shaman maybegin 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
enough 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).

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 oftimes per day equal to three plus
his Charisma modifier. He turns undead as a cleric oftwo 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, PainTouch).

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

SHUJENJA

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 ofmagic for magic's own
sake, hoping eventually to learn the mysteries ofVoid, 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



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 ofthe Dragon clan,
the Kitsu school ofthe Lion clan, the Agasha and Isawa schools
ofthe Phoenix clan, the Soshi and Yogo schools ofthe Scorpion
clan, and the Iuchi school ofthe 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 apartby their

noble station and tend to look down upon members of other
classes . Despite the prevailing view ofsociety, 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.

GAME RULE 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:d6.

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),
Spellcraft (Int) . See Chapter 4: Skills in the Player's Handbook
for skill descriptions .

Skill Points at 1st level: (4 + Int modifier) x4.
Skill Points at Each Additional Level: 4 + int modifier.

CLASS FEATURES
The following are class features ofthe shugenja .
Weapon and Armor Proficiency: Shugenjas are proficient

with all simple weapons and with the wakizashi. They are not
proficient with any type ofarmor, nor with shields. It is consid-
ered inappropriate for a shugenja to wear armor, and many
samurai consider it an insult to their station to have a non-
samurai wearing the armor that they believe is a badge oftheir
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-
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, plus 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, but 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.) ,,"
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 ofspells 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 oftime which spells she'll cast .
Ashugenja may use a higher-level slot to cast a lower-level spell

if she so chooses. For example, ifan 8th-level shugenja has used
up all her 3rd-level spell slots for the day but wants to cast



another one, she could use a 4th-level slot to
do so . The spell is still treated as its actual
level, not the level ofthe slot used to cast it.
To learn or cast a spell, a shugenja must

have a Charisma score of at least t0 + the
spell's level . The Difficulty Class for
saving throws against shugenja spells is
10 + the spell's level + the shugenja's
Charisma modifier.

Shugenjas do not have spellbooks,
though they write their spells on ofudas .
These ofudas serve as divine focus items
and must be read as part of the spellcasting
process. Shugenjas can use the Scribe Scroll
feat to create magic scrolls that work the
same as a wizard's or cleric's scrolls .
When casting metamagic spells, remem-

ber that the shugenja has not prepared the
spell in advance, and is doing so on the spot .
The shugenja, therefore, must take more
time to cast a metamagic spell than a regu-
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
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. Ashugenja's choice ofspecialized element
is determined by the clan schools in which she studies . At least
half 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 howmany 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 ist-level spell of

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 ofthe 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.

TABLE 2-4: THE SHUGENJA

TABLE 2-5: SHUGENJA SPELLS KNOWN"
Level 0 1 2 3 4 5 6 7 8 9
1st s+2+2 s+1+1 -

	

-

	

-

	

-

	

-

	

-

	

-

	

-
2nd s+3+2 s+1+1 -

	

-

	

-

	

-

	

-

	

-

	

-

	

-
3rd s+3+2 s+2+1 -

	

-

	

-

	

-

	

-

	

-

	

-

	

-
4th s+3+3 s+2+1 s+1+0 -

	

-

	

-

	

-

	

-

	

-

	

-
5th s+3+3 s+2+2 s+1+1 -

	

-

	

-

	

-

	

-

	

-

	

-
6th s+4+3 s+2+2 s+1+1 s+1+0 -

	

-

	

-

	

-

	

-

	

-
7th

	

s+4+3 s+3+2 s+2+1 s+1+1

	

-

	

-

	

-

	

-

	

-

	

-
8th s+4+4 s+3+2 s+2+1 s+1+1 s+1+0 -

	

-

	

-

	

-

	

-
9th s+4+4 s+3+2 s+2+2 s+2+1 s+1+1 -

	

-

	

-

	

-

	

-
10th s+5+4 s+3+2 s+2+2 s+2+1 s+1+1 s+1+0 -

	

-

	

-

	

-
11th s+5+4 s+3+2 s+3+2 s+2+2 s+2+1 s+1+1 -	-	-	-

12th s+5+4 s+3+2 s+3+2 s+2+2 s+2+1 s+1+1 s+1+0 -

	

-

	

-
13th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+1 s+1+1 -

	

-

	

-
14th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+1 s+1+1 s+1+0 -

	

-
15th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+2 s+2+1 s+1+1 -

	

-
16th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+2 s+2+1 s+1+1 s+1+0 -
17th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+2 s+2+1 s+2+1 s+1+1 -
18th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+2 s+2+1 s+2+1 s+1+1 s+1+0
19th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+2 s+2+1 s+2+1 s+2+1 s+1+1
20th s+5+4 s+3+2 s+3+2 s+2+2 s+2+2 s+2+2 s+2+1 s+2+1 s+2+1 s+2+1

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

Base Fort Ref Will Spells per Day
Level Attack Bonus Save Save Save Special 0 1 2 3 4 5 6 7 8 9
1 st +0 +0 +0 +2 Element focus, 5 3 - - - - - - - -

sense elements
2nd +1 +0 +0 +3

__ 6 4 - - - - - - - -
3rd +1 +1 +1 +3 6 5 - - - - - - - -
4th +2 +1 +1 +4 6 6 3 - - - - - - -
5th +2 +1 +1 +4 , ; 6 6 4 - - - - - - -
6th +3 +2 +2 +5 6 6 5 3 - - - - - -
7th +3 +2 +2 +5 6_, 6 6 4 - - - - - -
8th +4 +2 +2 +6 6 6 6 5 3 - - - - -
9th +4 +3 +3 +6 6 6 6 6 4 - - - - -10th
9th

+5 +3 +3 +7 6 6 6 6 5 3 - - - -
11th +5 +3 +3 +7 6 6 6 6 6 4 - - - -
12th +6/+l +4 +4 +8 6 6 6 6 6 5 3 - - -
13th +6/+1 +4 +4 +8 6 6 6 6 6 6 4 - - -
14th +7/+2 +4 +4 +9 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 5 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



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 ofthe
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 shugenja

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 of5 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 ofthe 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

	

Information Learned
20 or higher

	

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 ofthe 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 1st-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 5th level,
five times at loth 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 ofwood 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. Abasin 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 ofwater 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 . Ifthe assassin behind the door has not
alreadyjumped 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

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 offighting. 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 offphysical 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 ofthe 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).

GAME RULE 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.



CLASS SKILLS
A sohei's class skills (and the key ability for each school) are
Concentration (Con), Craft (Int), Diplomacy (Cha), Heal
(Wis), Iaijutsu Focus (Cha), Knowledge (religion) (Int), and
Profession (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 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
sohei.
Weapon and Armor Proficiency:

Sohei are proficientwith all simple
and martial weapons, and with
all armor (but no 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, andTumble . 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
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 1o 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 o
spells ofa given level, such as 0 1st-level spells at
4th level, the sohei gets only bonus spells . Asohei 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
prepare. A sohei prepares and casts spells just as a cleric or
shaman does.
Through 3rd level, a sohei has no caster level. Starting at 4th

level, a sohei's caster level is one-half her class level.
Ki Frenzy: Starting at 1st level, a sohei gains the ability to

focus her ki power into a frenzy of berserk energy. In this
frenzied state, she temporarily gains +2 to strength and +2 to
Dexterity. Her speed increases by 10 feet, and she can choose
to make a flurry of blows with a full attack action in melee,

making one extra attack per round while suffering a -2
penalty on every attack .

While in a ki frenzy, a sohei cannot use skills or abilities
that require patience or concentration, such as moving
silently or casting spells . (She cannot use any class skills in a
frenzy.) She can use any feat she might have 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 ki
frenzy lasts for a number of rounds equal to three + the sohei's
Constitution modifier. The sohei may prematurely end the
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 oftimes 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,
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
5th 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 ifshe 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.

EX-SOHEI
A sohei who becomes nonlawful loses all spells and her ki
frenzy ability. She also may not progress in levels as a sohei.
She regains her spells and ki frenzy ability ifshe atones for her
violations (see the atonement spell description in the Player's
Handbook), as appropriate .



TABLE 2-6 : THE SOHEI

SORCERER
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
ofthe MonsterManual).
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 Iuchiban . 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.

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
sorcerers) are outsiders in
Kokugan, where magic is ritual-

ized and controlled by the shugen-
jas . Outlander and nezumi sor-
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
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.
Races: Humans from for-

eign lands and nezumi are the most
likely of the common races to become

sorcerers . Blood sorcerers are always human, and

Class Base Fort Ref Will Spells per Day-
Level Attack Bonus Save Save Save Special 1 2 3 4
1st +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 - - -
5th +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 - -
9th +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 1 -
14th +10/+5 +9 +4 +9 Damage reduction 2/- 2 1 1 0
15th +11/+6/+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/+8/+3 +11 +6 +11 3 2 2 1
19th +14/+9/+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



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 .

WU-JEN
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
supernatural powers of the world. From these entities they
learn their spells-magical means to control the invisible
forces ofthe world. Wu jen are not found in Rokugan.
Adventures : Wu jen typically adventure to expand their

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 ofwizardry 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 .

GAME 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 for a wu
jen, who typically wears little or no armor, because it provides
her with an Armor Class bonus. Agood Constitution gives a wu
jen extra hit points, a resource that she is otherwise very low on.
Alignment: Anynonlawful.
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 ofthe wu jen.
Weapon andArmor 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 5
pounds ofarmor and equipment carried .

Spells: Awu jen casts arcane spells. She is limited to a certain
number ofspells ofeach 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 wujen 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 wujen
spells is 10 + the spell's level + the wu jen's Intelligence modifier.
Unlike shugenjas and sorcerers, wu jen may know any

number ofspells.
Elemental Mastery: The spells of a wu jen are divided into

five elemental groups: earth, fire, metal, water, and wood . When
a wu jen learns all the spells of a single element up to the highest
level of spells she can cast, she is considered a master ofthat ele-
ment . Thereafter, whenever the wu jen casts a spell ofthat 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 allthe spells ofthat 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 ofany 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
focus her ki to burst into
sudden action . This
gives her a +4 bonus on
her initiative check for
that combat.
Bonus Feat : A wu jen

begins play with a bonus meta-
magic feat .
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-
lowing metamagic feats:
Enlarge Spell, Extend
Spell, Still Spell, or '
Silent Spell. The spell's
level does not change, and
once the choice ofspell 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. Awu jen cannot
prepare any spell not recorded in her spellbook (except for

TABLE 2-7: THE WU JEN

read magic, which all wu jen can prepare from
memory). A wu jen begins play with a
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 1st-level spell . Each
time the wu jen achieves a new level, she

gains two new spells of any level or
levels that she can cast (accord-

ing to her new level) . For
example, when Hide-

yori achieves 5th
level, she can
add two 3rd-level

spells to her
spellbook .
The wu jen
can also add
spells found

in the spell-
books of other

wu jen.
Taboos : In order

to maintain their super-
natural power, wu jen must

abide by certain taboos that may seem
inconsequential to other characters but
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.
" Must make a daily offering (such as food, flowers, or incense)

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 1 - - - - - - -
4th +2 +1 +1 +4 4 3 2 - - - - - - -
5th +2 +1 +1 +4 4 3 2 1 - - - - - -
6th +3 +2 +2 +5 Spell secret 4 3 3 2 - - - - - -
7th +3 +2 +2 +5 4 4 3 2 1 - - - - -
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 - - - -
11 th +5 +3 +3 +7 4 4 4 4 3 2 1 - - -
12th +6/+1 +4 +4 +8 Spell secret 4 4 4 4 3 3 2 - - -

=13th +6/+1 +4 +4 +8 4 4 4 4 4 3 2 1 - -
14th +7/+2 +4 +4 +9 4 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 4 4 4 4 4 4 4 4 3 3
20th +10/+5 +6 +6 +12 4 4 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 .

NPCCLASSES

The DUNGEON 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 ofthe 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 ofcourt.
Commoner, Expert : These classes are unchanged from

their descriptions in the DUNGEON 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.

BANNEDCLASSES
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
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.

MULTICLASS
CHARACTERS
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.

CASTE AND CLASS

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 ofthe 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 ofthe noble caste, and particularly
of the warriors ofthat caste (including samurai as well as noble
rangers, barbarians, and even some rogues) . Samurai are prone to
taking insult when nonsamurai wear "their" armor.



PRESTIGE CLASSES

A wide variety of prestige classes is available to charac-
ters in Oriental Adventures, reflecting advanced training

or a particular specialization . The only prestige class
from the DUNGEON MASTER's Guide appropriate to

Oriental Adventures is the assassin-which, along with the
ninja spy prestige class described in this chapter, defines
the stealthy killers oflegend .

In Rokugan, samurai learn the art of war, the code of
bushido, and the skills befitting an aristocrat in formal schools
run by the various families of the great clans of the Empire .
Each school teaches unique abilities and has an associated
prestige class . Samurai characters can qualify for these pres-
tige classes relatively early, though they often require a very
specific selection of feats early in the character's career. As a
result, samurai from different schools usually begin play
with different feats, and diverge more widely by about 6th
level, when most have entered their, school's prestige class .
The samurai prestige classes o£ each clan are detailed in
Chapter 11: The Empire of Rokugan. These classes include
the Hida defender ofthe Crab clan, the Daidoji bodyguard of
the Crane clan, the Mirumoto niten master of the Dragon
clan, the Akodo champion of the Lion clan, the Shiba Protec-
tor ofthe Phoenix clan, the Bayushi deceiver ofthe Scorpion
clan, the Moto avenger of the Unicorn clan, and the Mantis
mercenary of the minor Mantis clan . Chapter 12 : The
Shadowlands includes prestige classes that derive their
power from the evil ofthe Shadowlands, intended primarily
for nonplayer characters : the maho-bujin, or Tainted warrior,
and the maho-tsukai, or blood sorcerer.

Ifyou are not playing in the featured campaign setting of
Rokugan, consult with your DM about available prestige

classes . You may be able to use some of the prestige classes in
Chapter 11 (ignoring or replacing clan restrictions), as well
as those presented in the remainder of this chapter.

MONKPRESTIGECLASSES
This chapter describes three prestige classes-the henshin
mystic, the Shintao monk, and the tattooed monk-that are
natural choices for monk characters, allowing them to con-
tinue improving their unarmed attacks, unarmed damage,
Armor Class, and speed. To determine the damage, AC
bonus, and speed of a monk character with one of these
prestige classes, simply add the character's `monk levels to
her monk prestige class levels and consult Table 3-10: The
Monk in the Player's Handbook . To determine how many
unarmed attacks she can make and at what attack bonuses,
add together the base attack bonus derived from her monk
levels and the base attack bonus derived from her monk
prestige class levels, and consult Table 3-1: Multiple
Unarmed Attacks. This table shows how many additional
unarmed attacks (after the first, at the character's full attack
bonus) the character can make in a round and at what attack
bonuses. Characters who have levels in only monk classes
always get more unarmed attacks than they would normally
get based on their base attack bonus (,additional attacks at
intervals of-3, instead of-5). Characters who have levels in
other classes as well may or may not gain an advan-
tage from this, and any advantage is often slight .



TABLE 3-1: MULTIPLE UNARMED ATTACKS

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
additional unarmed attacks listed for his +10 attack bonus
(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 tattooed monk . Her base attack

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 hermonk and tattooed monk levels on Table 3-1,
+5 and +2 . She makes three attacks 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/+5/+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 monkweapons, including the
butterfly sword, club, jitte, kama, lajatang, nekode, nunchaku,
quarterstaff, sai, three-section staff, and tonfa. All suffer the
same penalties for wearing armor that monksdo .

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

Base Attack Bonus Additional Unarmed Attacks
+0 -
+1 -
+2 -
+3 -
+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/+7/+4/+1
+14 +11/+8/+5/+2
+15 +12/+9/+6/+3



Battle maidens are almost exclusively female members ofthe
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 .

TABLE 3-2: THE BATTLE MAIDEN

CLASS SKILLS
The battle maiden's class skills (and the key ability for each skill)
areAnimal 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 FEATURES
The following are class features ofthe battle maiden .
Weapon andArmorProficiency : 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 monsterManual, 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 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

the mount ofa 7th-level battle maiden is drained ofone 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:Abattle maiden's mountbegins with the normal

thick hide of its kind, but that natural armor value increases as the
battle maiden goes up in level . Aheavy warhorse's AC is 10, -1 for
its size, +1 for its Dexterity, + the number listed in this column.

Sty : 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
hoofattacks at the listedbonus and a bite attack at the listed bonus.

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 ifthe saving throw fails .

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, andI
the ability functions just like the spell command (for purposes
of this spell, the mount can make itselfbe understood by any
normal equine). Since this is a spell-like ability, the mount must,v
make a Concentration check (DC 21) if it's being ridden at the
time (as in combat). Ifthe 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 battle 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 .

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +2 +0 +0 Special mount, Ride bonus +2
2nd +2 +3 +0 +0 Burst of speed
3rd +3 +3 +1 +1 Ride bonus (initiative) +2
4th +4 +4 +1 +1 Defensive riding
5th +5 +4 +1 +1 Ride bonus (AC) +4
6th +6 +5 +2 +2
7th +7 +5 +2 +2 ? Ride bonus (attacks) +4
8th +8 +6 +2 +2 Heal mount
9th +9 +6 +3 +3 Ride bonus +6
1 0th +10 +7 +3 +3

Battle Attack
Maiden Natural Bonuses
Level HD Armor Str Int Hoof Bite Special
1st-3rd 6d8+18 4 19 6 +7 +2 Improved

evasion,
empathic link,
share saving
throws

4th-6th 8d8+32 6 20 7 +10 +5 Speed 60 ft .
7th-9th 10d8+30 8 21 8 +11 +6 Command

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

SR 20



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 ofthe mount's normal charge movement . This
ability can be used once per day without penalty to the mount.
Each additional use ofthe 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 2d6 points ofdamage.
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 ofthe 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.

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

BEAR WARRIOR
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 ofthe 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 whocan 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 ofbarbarian

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.

REQUIREMENTS
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 hi frenzy ability.

TABLE 3-3 : THE BEAR WARRIOR
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6th
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Bearform (dire) 3/day
9th
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+6
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+10
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Extra raging

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 FEATURES
The following are class features of the bear warrior.
Weapon and Armor Proficiency: Bear warriors are profi-

cient with all simple and martialweapons.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 ofone 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 1d6 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 ids 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 .



At 8th level, the bear warrior can assume bear form three times
each day (while in a rage, fury, or hi 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 exceptionalability, which hecan 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
ability. This allows the character to detect opponents by sense of
smell as a free action, generally within 30 feet . Ifthe 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.
The bear warrior 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 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, particularly 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 .
Extra Raging: At 5th level, and again at loth level, the

number oftimes 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/10th-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 andwu 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: d8 .



REQUIREMENTS
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.

TABLE 3-4: THE BLADE DANCER

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

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. Ablade 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, andTumble checks . At 5th level,
this bonus increases to +20, and at loth 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 ofthe 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.

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 dancercan choose from the fol

lowing special abilities to bestow on his blade: defending,

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

Ride the Wind (Sp): A blade dancer of4th 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 greaterthan the distance between the blade
dancerand the opponent, the blade dancer can limit the distance
to that between himselfand 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 I abilities to his blade, either simulta-
neously or separately.
Enchanted Blade III (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 I abilities to his blade, either simultane-
ously or separately. ("See Chapter S : Magic Items for these new
weapon special abilities.)

EUNUCH WARLOCKS
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 ofa 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 : d6 .

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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1 st +1 +0 +2 +0 Acrobatics (+10), leap ofthe clouds, fast movement
2nd +2 +0 +3 +0 Enchanted blade I
3rd +3 +1 +3 +1
4th +4 +1 +4 +1 Ride the wind, fast movement
5th +5 +1 +4 +1 Acrobatics (+20), acrobatic attack
6th +6 +2 +5 +2 Enchanted blade II
7th +7 +2 +5 +2 Fast movement
8th +8 +2 +6 +2
9th +9 +3 +6 +3
10th +10 +3 +7 +3 Acrobatics (+30), enchanted blade III, fast movement

Blade Dancer Base Speed
Level 20 ft. 30 ft. 40 ft.

1 st-3 rd 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.



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 .

TABLE 3-5 : THE EUNUCH WARLOCK

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 ofany type interferes
with a eunuch warlock's arcane gestures, which can cause his
spells to fail (ifthose 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 ofarcane 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 himselfone bonus Sth-
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
wujen, with one level of eunuch warlock. Conceivably, Tuangi
could have a bonus 5th-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) : Aeunuch warlock adds +4 to the

DC for saving throws against spells in all schools for which he
has the Spell Focus feat, instead ofthe 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

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

This benefit applies even to schools for which the character
gains the Spell Focus feat after becoming a eunuch warlock. For
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 loth 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 ofcruelty.)
New Spell Level: When a eunuch warlock reaches 5th

level, and again when he reaches loth 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 . Example: Wieh Wan
is a 9th-level wu jen/4th-level eunuch warlock. When he
reaches Sth 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 6th-level spell .

HENSHIN MYSTIC
Henshin mystics are members of a monastic
order that teaches what they consider a great
mystery of the universe : that humanity is capa-
ble of a transformation (henshin) into divinity.
Their training and discipline is aimed

Class Base Fort Ref Will Bonus
Level Attack Bonus Save Save Save Special Spells
1st +0 +0 +0 +2 Greater spell focus 2
2nd +1 +0 +0 +3 1st mighty spell 3
3rd +1 +1 +1 +3 Leadership 2
4th +2 +1 +1 +4 2nd mighty spell 3
5th +2 +1 +1 +4 New spell level 2
6th +3 +2 +2 +5 3rd mighty spell 3
7th +3 +2 +2 +5 2
8th +4 +2 +2 +6 4th mighty spell 3
9th +4 +3 +3 +6 2
10th +5 +3 +3 +7 5th mighty spell, new spell level 3



toward the ultimate perfection not only ofthemselves, 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 howto
believe, in hope that they mayachieve 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
are called michizure ("traveling companions") .
Hit Die: d8 .

REQUIREMENTS
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 ofbody class ability.

TABLE 3-6: THE HENSHIN MYSTIC

CLASS SKILLS
The henshin mystic'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 FEATURES
The following are class features ofthe henshin mystic.
Weapon andArmor Proficiency: Henshin mystics gain no

additional weapon or armor proficiency. They suffer the same
penalties for wearing armor that monks do.
Monk Abilities: Ahenshin 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).

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
saying 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 ofhis 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 attack 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 himselfunmovable. 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 hi . 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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +0 +2 +2 +2 Monk abilities, riddle ofawareness
2nd +1 +3 +3 +3 Blind-Fight, diamond body
3rd +2 +3 +3 +3 Happo zanshin, root the mountain
4th +3 +4 +4 +4 Riddle ofinteraction, ki strike (+1)
5th +3 +4 +4 +4 Touch offire
6th +4 +5 +5 +5 Blindsight, hitsu-do
7th +5. +5 +5 +5 +5 Riddle of fLame
8th +6 +6 +6 +6 Timeless body, ki strike (+2)
9th +6 +6 +6 +6 Walk through the mountains
1 0th +7 +7 +7 +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) :Ahenshin mystic of 5th 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 outto 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 1d6 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 ofFlame (Sp) : Ahenshin 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 attacks) equal to 1d6 points +1 point
per level ofthe 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 1 oth-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) .

E
Iaijutsu 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
some forms ofdueling in Oriental Adventures (see
Iaijutsu Duels in Chapter 6: Combat), and its mas

ters are feared and respected throughout Rokugan and other
lands where iaijutsu is practiced. Iaijutsu masters harness their ki
energy to strike with blinding speed and devastating power.

Iaijutsu 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 Kakita school. '.
NPC iaijutsu masters serve as sensei to the finest samurai in

the Empire .
Hit Die: d10.

REQUIREMENTS
To qualify to become an iaijutsu master, a character must fulfill
all the following criteria.
Alignment: Any lawful.
Base Attack Bonus: +6 .
Skills : Iaijutsu Focus 9 ranks.
Feats: Improved Initiative, Quick Draw, Weapon Focus (katana).

CLASS SKILLS
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), Iaijutsu 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 Iaijutsu Focus skill is described in Chapter 4 of this book .

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES
The following are class features ofthe iaijutsu master.
Weapon andArmor Proficiency : Iaijutsu masters are pro-

ficient with all simple and martial weapons. Iaijutsu masters do
not gain any proficiency with armor or shields, though most
have such proficiency from the samurai class .
Weapon Finesse (Ex) : At 1st level, an iaijutsu 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

TABLE 3-7 : THE IAIJUTSU MASTER

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +0 +2 +0 Weapon finesse, canny defense
2nd +2 +0 +3 +0 Lightning blade
3rd +3 +1 +3 +1
4th +4 +1 +4 +1 Bonus feat
5th +5 +1 +4 +1 Strike from the Void
6th +6 +2 +5 +2
7th +7 +2 +5 +2
8th +8 +2 +6 +2 One strike, two cuts
9th +9 +3 +6 +3 Bonus feat

10th +10 +3 +7 +3 Strike with no thoueht



Dexterity AC modifications, positive modifiers are lost when
the iaijutsu master is caught flat-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 Attack), Expertise (Improved
Disarm, Improved Trip, Whirlwind Attack), Skill Focus (lai-
jutsu Focus), Toughness.

Strike from the Void (Ex) : An iaijutsu master of5th level or
higher adds her Charisma modifier to each extra damage die
gained from using the Iaijutsu 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 loth
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 ofthe iaijutsu duel in normal melee combat. It does not give
the iaijutsu master any additional benefit within an iaijutsu duel.

KISHI CHARGER
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.

REQUIREMENTS
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).

TABLE 3-8: THE KISHI CHARGER

CLASS SKILLS
The kishi charger's class skills (and the key ability for each
skill) are Climb (Str), Craft (Int), Handle Animal (Cha), Iaijutsu
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 FEATURES
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 ofthe 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 2d6 points ofdamage .
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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1 st +1 +2 +0 +0 Ride bonus +2, Expertise
2nd +2 +3 +0 +0 Deadly charge 1 /day
3rd +3 ? +3 +1 +1 Burst of speed
4th +4 +4 +1 +1 Deadly charge 2/day, Ride bonus +4
5th +5 +4 +1 +1 One spirit
6th +6 +5 +2 +2 Deadly charge 3/day, full mounted attack
7th +7 +5 +2 +2 Ride bonus +6
8th +8 +6 +2 +2 Deadly charge 4/day
9th +9 +6 +3 +3 Dancing with the Fortunes
10th +10 +7 +3 +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 9th

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 .

NINJA SPY
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: d6 .

REQUIREMENTS
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 NINJA SPY

CLASS SKILLS
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, Chapter 4, for skill descriptions .

Skill Points at each level: 6 + Int modifier.

CLASS FEATURES
The following are class features ofthe ninja spy.
Weapon andArmor Proficiency : Ninja spies gain no addi-

tional weapon or armor proficiency. However, they gain profi-
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,

and 9th level, a ninja spy gains a free Exotic Weapon Profi-
ciency. This proficiency must be chosen with one ofthe 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 ifthe fall were 20 feet shorter than it actually is . His
ability to slow his fall (that is, to reduce the effective height of
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 ninja spy
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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +0 +2 +2 +2 Exotic weapon, ki breath, poison use
2nd +1 +3 +3 +3 Slow fall (20 ft .), improved evasion, sneak attack +1d6
3rd +2 +3 +3 +3 Exotic weapon, acrobatics (+10), leap of the clouds
4th +3 +4 +4 +4 Slow fall (30 ft .), hide in plain sight
5th +3 +4 +4 +4 Water walk, sneak attack +2d6
6th +4 +5 +5 +5 Exotic weapon, slow fall (50 ft .)
7th +5 +5 +5 +5 Thousand faces, acrobatics +20 `x
8th +6 +6 +6 +6 Poison immunity, sneak attack +3d6
9th +6 +6 +6 +6 Exotic weapon, slippery mind
1 0th +7 +7 +7 +7 Abundant step



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 1d6 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 :
+4d6 from his rogue levels and +2d6 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
attack 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 vital
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 gains a +10 competence
bonus on Balance, Climb, Jump, andTumble 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
him 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 ownshadow.
WaterWalk (Su) : A

ninja spy of 5th level or
higher can use water
walk to walk on any
liquid as if it were firm
ground . The ninja must con- W
centrate (as a standard action)
to perform this ability, and - b

thus can only take 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 of8th 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. If 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 SCOUT
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.

REQUIREMENTS
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 5 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



(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.

TABLE 3-10 : THE SHADOW SCOUT

CLASS FEATURES
The following are class features of the shadow scout.
Weapon andArmor Proficiency: Shadow scouts are profi-

cient with all simple and martial weapons and with light armor.
FavoredEnemy: 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 ofthis
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 loth 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
a new 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/5th-level
shadow scout will have three favored enemies, with bonuses of
+4, +3, 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 ifhe 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

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
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 ofspeech, and can describe the details or repeat the
words (even ifhe 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 of8th 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 (ifpositive) 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.

SHAPESHIFTER

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 ofcivilized soci-
ety, using their abilities to become spies, thieves, or even
assassins.

Hit Die: d8 .

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

Base Attack Bonus: +3 .
Skills : Concentration 10 ranks.

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +2 +0 +0 Favored enemy +1, fast movement
2nd +2 +3 +0 +0 Evasion
3rd +3 +3 +1 +1 Detect enemy
4th +4 +4 +1 +1 Favored enemy +2
5th +5 +4 +1 +1
6th +6 +5 +2 +2 Memory
7th +7 = +5 +2 +2 Favored enemy +3
8th +8 +6 +2 +2 Freeze
9th +9 +6 +3 +3 Smite enemy
10th +10 +7 +3 +3 Favored enemy +4



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

TABLE 3-11 : THE SHAPESHIFTER

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.

CLASS FEATURES
The following are class features ofthe 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
Large animal at 3rd level, a Tiny animal at 5th level, and a Huge
animal at 9th level. At 7th level or higher, she can take the form
of a dire animal .
At loth 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 ofthe 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 loth 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 halfher
shapeshifter levels to her other class levels, then determines
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 ifshe had risen to

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 ifshe 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 to change her appearance at will, as if using the
spell alter self.
Natural Shapechanger : At loth 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 MONK
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 theTao 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: d8 .

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special Spells per Day
1st +0 +2 +2 +2 Wild shape (3/day), extra shifting
2nd +1 +3 +3 +3 +1 level of existing class
3rd +2 +3 +3 +3 Wild shape (Large)
4th +3 +4 +4 +4 Wild shape (4/day) +1 level of existing class
5th +3 +4 +4 +4 Wild shape (Tiny)
6th +4 +5 +5 +5 Thousand faces +1 level of existing class
7th +5 +5 +5 +5 Wild shape (dire)
8th +6 +6 +6 +6 Wild shape (5/day) +1 level of existing class
9th +6 +6 +6 +6 Wild shape (Huge)
10th +7 +7 +7 +7 Wild shape (elemental 1 /day), +1 level of existing class
OIL natural shapechanger



TABLE 3-12 : THE SHINTAO MONK

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 FEATURES
The following are class features ofthe Shintao monk.
Weapon andArmor Proficiency : Shintao monks gain no

additional weapon or armor proficiency. They suffer the same
penalties for wearing armor that monks do.
Monk Abilities : AShintao monk has the unarmed damage,

AC bonus, and speed ofa 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 1st 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, PainTouch).

Detect Taint (Sp) : A Shintao monk of 2nd level or higher can
use detect 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 aTaint score. If the monk accidentally smites a creature
that is notTainted, the smite has no effect but it is still used up
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 ofat least
2nd level can use detect magic as if cast by a sorcerer ofthe 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 a

gaze attack . The Shintao monk can use this ability once per
day, targeting one creature within 30 feet . When the monk's
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 . Amute 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.

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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +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 +4 Purity of Shinsei
5th +3 +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



abilities,
or supernat-
ural abilities . Either
character can attack or
use skills and exceptional abil-
ities, including the monk's unarmed
attacks and stunning attack.
Code of Conduct : Shintao monks must follow certain

rules of life in order to maintain the purity oftheir souls and
continue their advancement toward enlightenment. They are
forbidden to eat meat (though they may eat fish), commit
murder 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 conductor
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.

SINGHRAGER
While bear warriors claim the wild ferocity ofthe
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

discipline 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.

REQUIREMENTS
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 ofthis book .

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES
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 . Asingh 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 Difficulty Class of the fear effect is
increased by 4.



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 .
A singh rager can enter a rage three times per day at 3rd level,

four times at 6th level, and five times at loth level. Starting at
8th 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 .
RoaringStrike (Ex) : Asingh rager of5th 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,

a singh rager can act as ifunder the effects of a haste spell for a

total of 1 round per class level per day. These rounds need not
be consecutive .

TATTOOEDMONK
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 : d8 .

REQUIREMENTS
To qualify to become a tattooed monk, a character must fulfil all
the following criteria .
Alignment: Anylawful .
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.

CLASS SKILLS
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.

Skill Points at Each Level: 4 + Int modifier.

TABLE 3-13 :

Class
Level
1st

THE SINGH RAGER

Base
Attack Bonus

+1

RAGER

Fort
Save
+2

Ref
Save
+0

Will
Save
+2

Special
Lion's roar, Great Ki Shout

2nd +2 +3 +0 +3 Lion's fury 3/day
3rd _ +3 +3 +1 +3 Lion's courage, Remain Conscious -
4th +4 +4 +1 +4 Lion's pounce
5th +5 '' +4 +1 +4 Roaring strike _ _
6th +6 +5 +2 +5 Lion's fury 4/day
7th _- +7 - +5 +2 +5 Swiftness ofthe lioness
8th +8 +6 +2 +6 Greater fury
9th +9 +6 +3 +6
10th +10 +7 +3 +7 Lion's fury 5/day, no longer winded after fury



TABLE 3-14: THE TATTOOED MONK

CLASS 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 monksdo .
Monk Abilities: Atattooed 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 (ifany) .
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 offive . The tattooed monk can
choose his tattoos from the following list. Note that some tat-
toos have minimum level requirements .
All tattoos 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 a 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.

Chameleon: The tattooed
monk can use alter selfonce per
day per tattoo he possesses to
take on the appearance of any
other human he has encoun-
tered. The duration ofthis abil-
ity is one hour per level.

Cloud: Once per day, the tat-
tooed monk can commune
with greater spirit as the spell
(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 (ifany), 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 tattooed monk still dies of
old age when his time is up. 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 ofhit 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 feet of the tattooed monk gain a
morale bonus on their saving throws against fear effects . The
bonus equals the tattooed monk's Charisma bonus (ifany) plus
the number oftattoos 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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special

1 +0 +2 +2 +2 Monk abilities, tattoo
2 +1 +3 +3 +3
3 +2 +3 +3 +3 Tattoo
4 +3 +4 +4 +4
5 +3 +4 +4 +4 Tattoo
6 +4 +5 +5 +5
7 +5 +5 +5 +5 Tattoo
8 +6 +6 +6 +6
9 +6 +6 +6 +6 Tattoo
10 +7 +7 +7 +7



he possesses, the tattooed monk can use etherealjaunt 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
on a single attack roll, skill check, or ability check, as he calls on
thefull power ofHitomi, 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 ownwounds . 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
a spell, 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 ofthe 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 ofher 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.

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 +1d6 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 ofranks 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 ifhe had 4 ranks in that skill . He adds
his Charisma modifier to the skill check as usual.

Unicorn: The tattooed monk gains the power ofgood 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

TABLE 3-15 : THE VOID DISCIPLE

of all the elemental forces that make up the
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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special Spells per Day
1st +0 +0 +0 +2 Sense Void (physical senses, 1 /day)
2nd +1 +0 +0 +3 +1 level of existing class
3rd +1 +1 +1 +3 Sense Void (2/day)
4th +2 +1 +1 +4 Moment of clarity (2/day) +1 level of existing class
5th +2 +1 +1 +4 Sense Void (magical senses, 3/day) +1 level of existing class
6th +3 +2 +2 +5 +1 level of existing class
7th +3 +2 +2 +5 Altering the course, sense void (4/day)
8th +4 +2 +2 +6 Moment ofclarity (3/day) +1 level of existing class
9th +4 +3 +3 +6 Sense Void (empathic senses, 5/day)
10th +5 +3 +3 +7 Void release +1 level of existing class
11th +5 +3 +3 +7 Sense Void (6/day) +1 level of existing class
12th +6 +4 +4 +8 Void suppression, +1 level of existing class

moment ofclarity (4/day)
13th +6 +4 +4 +8 Void strike, sense Void

(mental senses, 7/day) -



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-
ers, NPC Void disciples
play the role of wise
elders, keepers of reli-
gious teachings and
legends. Those who
have mastered the path
of Void are called ishi-
hen, and are charged
with the task of listen-
ing across the world's
underlying stream ofVoid for the births of those who have an
innate affinity for Void, and supervising the training of these
individuals as they mature .
Hit Die: d6 .

REQUIREMENTS
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 FEATURES
The following are class features of the Void disciple .
Weapon and Armor Proficiency : Void disciples gain no

weapon or armor proficiencies .
Spells per Day: A Void disciple continues her magical

training while mastering the powers ofvoid . 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 attack
bonus and save bonus.
If she next gains a level
ofshugenja, making her
an 8th-level shugenja/
2nd-level Void disciple,
she gains spells as ifshe
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.

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 ofancestor 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.

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



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

loth 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 ofhis high Strength modifier, severely weak-
ening the brute's physical blows.

Void Strike (Su) : Once per day, a 13th-levelVoid disciple can
make a melee touch attack to bestow 1d4 negative levels on the
target. The Void disciple gains S temporary hit points for each
negative level she bestows. Ifthe 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.

WEAPONMASTER(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

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.

REQUIREMENTS
To qualify as aweapon master, a character must fulfill all the fol-
lowing criteria.
Base Attack Bonus: +5 .
Skills : Intimidate 4 ranks.
Feats: Dodge, Mobility Combat Reflexes, Expertise, Weapon

Focus (with weapon ofchoice), Whirlwind Attack.
Special: Must own a masterwork weapon ofchoice.

TABLE 3-16: THE WEAPON MASTER

CLASS SKILLS
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 ofthis book.

Skill Points at each level: 2 + Int modifier.

CLASS FEATURES
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 ofa single melee weapon, often the katana or another
type ofsword. Aweapon master must have the Weapon Focus feat
with this weapon ofchoice. All ofa weapon master's special abili-
ties apply only when he is wielding that type ofweapon . Once he
has selected a weapon of choice, a weapon master cannot later
change thatweapon .
In order to qualify for the weapon master class, a character

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 ofthe
class even if he is using a normal (not a masterwork) weapon, as
long as it is his weapon ofchoice .

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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +0 +2 +0 Weapon of choice, ki damage 1/day/level
2nd +2 +0 +3 +0 Increased multiplier 1 /day
3rd +3 +1 +3 +1 Superior Weapon Focus
4th +4 +1 +4 +1 Increased multiplier 2/day
5th +5 +1 +4 +1 Superior Combat Reflexes
6th +6 +2 +5 +2 Increased multiplier 3/day
7th +7 +2 +5 +2 Ki critical
8th +8 +2 +6 +2 Increased multiplier 4/day
9th +9 +3 +6 +3 Ki Whirlwind Attack
10th +10 +3 +7 +3 Increased multiplier 5/day



successful critical hit . The weapon master can use this ability
once per day per class level.

Increased Multiplier (Ex) : Aweapon master of2nd 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 .
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 ofchoice .
Superior Combat Reflexes (Ex) : A weapon master of 5th

level or higher can make a number ofattacks 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. Ifhe already possesses
this feat, he adds an additional +2 to the threat range for his
weapon ofchoice . 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) : Aweapon 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 HUNTER
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 wujen. 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 ofdetecting 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

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 ofthe 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: d8 .

REQUIREMENTS
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.

TABLE 3-17 : THE WITCH HUNTER

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 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 FEATURES
The following are class features ofthe witch hunter.
Weapon and Armor Proficiency: Witch hunters are profi-

cient with all simple and martial weapons and with all armor.
Spells per Day: Awitch hunter continues her magical train-

ing as well as practicing the techniques of the hunter . At 2nd,
5th, 7th, 9th, and loth level, the charactergains 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
a level 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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special Spells per Day
1st +1 +2 +0 +2 Detect evil, kami's grace
2nd +2 +3 +0 +3 Smite evil +1 level of existing class
3rd +3 +3 +1 +3 Aura of courage
4th +4 +4 +1 +4 Bonus feat : Power Attack
5th +5 +4 +1 +4 +1 level ofexisting class
6th +6 +5 +2 +5 Bonus feat : Cleave
7th +7 +5 +2 +5 +1 level of existing class
8th +8 +6 +2 +6 Resist evil magic
9th +9 +6 +3 +6 +1 level of existing class
10th +10 +7 +3 +7 Bonus feat : Great Cleave +1 level of existing class



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 detect 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 of2nd 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 ofdamage 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
is a supernatural ability.
Bonus Feats : At 4th, 6th, and loth 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. Ifthe 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 orother characters with the Shadow-
lands Taint, as well as spells and spell-like abilities used by
Shadowlands monsters .

YAKUZA
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
howthe yakuzas make their living.
Most yakuzas are rogues, and no character without 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: d6 .



REQUIREMENTS
To qualify as a yakuza, a character must fulfill all the follow-
ing criteria :
Alignment: Anynonchaotic, nongood.
Skills : Bluff 10 ranks, Gather Information 10 ranks, Hide

7 ranks.
Feats: Dodge.

TABLE 3-18 : THE YAKUZA

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 Chapter4: Skills in the Player's Handbook
for skill descriptions.

Skill Points at each level: 8 + Int modifier.

CLASS FEATURES
Weapon and Armor Proficiency: Yakuzas gain no addi-

tional weapon or armor proficiency.
UncannyDodge (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
ifimmobilized .)

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.

I f 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
ability 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

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 ofknowledge is essen-
tially random . The DM will determine the Difficulty Class of
the check by referring to the table below.

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 maybe 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 loth 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.

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1 st +0 +0 +2 +0 Uncanny dodge (Dex bonus to AC), defensive roll
2nd +1 +0 +3 +0 Improved evasion
3rd +2 +1 +3 +1 Yakuza knowledge
4th +3 +1 +4 +1 Uncanny dodge (can't be flanked)
5th +3 = +1 +4 +1 Leadership
6th +4 +2 +5 +2
7th +5 +2 +5 +2
8th +6 +2 +6 +2 Uncanny dodge (+1 to traps)
9th +6 +3 +6 +3
10th +7 +3 +7 +3 Slippery mind

DC Type of Knowledge Examples
5 Common, known by at least A local mayor's reputation

a substantial minority of the for drinking; a neighbor-
local population . hood's reputation for

criminal activity.
15 Uncommon but available, A local shaman's shady

known by only a few people past ; a daimyo's family
in the area . history.

20 Obscure, known by a few, A samurai's family history,
hard to come by. the location and identity

of a reliable purchaser
of stolen goods.

25 Extremely obscure, known A mighty wu jen's birth
by very few, possibly forgotten name ; key figures in the
by most who once knew it, local underworld .
possibly known only by those
who don't understand the
significance of the knowledge.



T he fundamental rules for skills and feats in Oriental
Adventures are the same as those described in the Player's
andbook. This chapter details specific specialties of the

Craft, Knowledge, Perform, and Profession skills, explains
new uses for Sense Motive and techniques for "Extreme
Tumbling," introduces one new skill : Iaijutsu Focus, and
describes more than 70 new feats .

CASTE AND SKILLS IN ROKUGAN

In Rokugan's highly stratified society,
certain tasks are performed only by certain
classes of people . A samurai does not honor
his ancestors by crafting armor or plying a
trade, and he brings shame to his family if

he engages in forgery or leatherworking. Likewise, skills of
knowledge and fine arts are not practiced by heimins.
The following skills are considered High skills, and are

honorable for samurai to practice : Craft (calligraphy, flower
arranging, landscape gardening, origami, painting, and
other fine arts), Diplomacy, Knowledge (any), Perform (fine
arts, tea ceremony), Profession (courtier), Ride, Scry, Speak
Language, and Spellcraft .
The following skills are considered Low skills, and bring

dishonor to a samurai: Bluff, Craft (leatherworking, poison,
traps), Disguise, Escape Artist, Forgery, Gather Information,
Handle Animal, Hide, Move Silently, Open Lock, Perform

(common entertainment), Pick Pocket, and Profession,
(gambler, mortician, torturer) .
Other skills are neutral where a samurai's honor is con-

cerned .
Outside the featured campaign setting ofRokugan, some

societies classify skills in this way, while others do not. As a
rule, characters concerned with warrior honor (always include
ing samurai and possibly also shugenjas) should not practice
the skills designated as Low skills . Ninja and yakuzas, while
they both have their own codes of honor, find nothing dis-
honorable in practicing Gather Information, Hide, and the
other Low skills.

SPECIALTIES
Characters in Oriental Adventures can choose from these
specific specialties within the broader category of Craft,
Knowledge, Perform, and Profession skills .
Craft: Armorsmithing, blacksmithing, bowmaking,

brewing, carpentry, calligraphy (High), explosives, flower
arranging (High), gemcutting, landscape gardening (High),
leatherworking (Low), locks, origami (High), painting
(High), papermaking, poison (Low), pottery, silkmaking,
stonemasonry, tailoring, tattooing, traps (Low), weapon-
smithing, and weaving.
Knowledge: The essential fields of study encompassed

by the Knowledge skill are largely unchanged, but their
specific foots is slightly different in Oriental Adventures .
Knowledge (the planes) is replaced by Knowledge



(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 ofone 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 (militarv historv, strategy, tactics . war machines)

Perform: Common types ofperformance 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).

NEW USES FOR OLD SKILLS

Afew skills have new applications in Oriental 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:

Speak Language: The common languages of Oriental Adven-
tures are summarized in Table 4-1 : Languages.

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 5 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,
insteadofa +4 bonus (orthe +6 bonusfrom having 5 ormoreranks).

NEW SKILL:
IAIJUTSU FOCUS (CHA)

Usethis skillto gatheryour personal energy (hi) 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 ofan Iaijutsu Focus check. In addition, if
you and your opponent both agree to participate in a formal iai-
jutsu duel, your Iaijutsu Focus check replaces your initiative
check for the ensuing combat.

In an iaijutsu duel (see Chapter 6), you and your opponent
make opposed Iaijutsu Focus checks, and the winner accumulates
extra damage dice according to the accompanying table.
You can also use Iaijutsu Focus in preparation for striking an

inanimate object, assuming no distractions . Your extra damage

Information DC
Opposing character's level 15
Opposing character's ranks in Iaijutsu Focus 20
Opposing character's total attack and damage 25
bonus with primary weapon

TABLE 4-1 : LANGUAGES
Language Typical Speakers Alphabet Language Typical Speakers Alphabet
Rokugani/Common Humans Common Nezumi Nezumi Common
Bakemono Bakemono, Dwarven Shadowlands Bog hags, dokufu, Common

Shadowlands ogres Shadowlands oni
Buso Buso - Spirit Tongue Spirit folk, celestials, Draconic
Draconic Dragons, hannya Draconic dragons
Dwarven Korobokuru Dwarven Tasloi Tasloi Common
Giant Oni, wang-liang Dwarven Tengu Tengu Common
Hengeyokai Hengeyokai Common Vanara Vanara Common
Kappa Kappa Common Yeti

r`
Yeti -

Yuan-Ti Yuan-ti Draconic



is halved, just like your ordinary damage . This is the technique
martial artists use to shatter objects .

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 ofpolitical 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 ofwinning 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. TheDM may choose to give a small XP award to
a character who wins a contest-perhaps so XPper character level .

FEATS

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 . Ahuman 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 .
Acharacter is assumed not only to be descended from an ances-

tor through bloodline (in most cases), but also to possess a special
karmic tie to that ancestor, which bestows some ofthe ances-
tor's qualities on the descendant . In the case of Unicorn

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)

SKILL CONTESTS



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 whowere 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 .

TABLE 4-2 : NEW FEATS

SHUJENJAS AND METAMAGIC FEATS
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

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 [ANCESTOR]
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

General Feats Prerequisite
Dodge* Dex 13+ -

Karmic Strike Dex 13+, Dodge
Expertise* Int 13+

Defensive Strike Int 13+, Expertise
Dex 13+, Dodge

Superior Expertise Int 13+, Expertise
Base attack bonus +6 or higher

Improved Grapple Improved Unarmed Strike
Choke Hold Improved Unarmed Strike

Improved Grapple
Stunning Fist or monk's
stunning attack

Earth's Embrace Improved Unarmed Strike
Improved Grapple
Str 15+

Improved Unarmed Strike* -
Defensive Throw Improved Unarmed Strike

Dex 13+, Dodge
Improved Trip
Combat Reflexes

Eagle Claw Attack Base attack bonus +2 or higher
Improved Unarmed Strike
Sunder
Dex 15+

Falling Star Strike Improved Unarmed Strike
Base attack bonus +4 or higher
Stunning Fist or monk's
stunning attack
Wis 17+

Fists of Iron Base attack bonus +2 or higher
Improved Unarmed Strike

Freezing the Lifeblood Improved Unarmed Strike
Base attack bonus +5 or higher
Stunning Fist or monk's
stunning attack
Wis 17+

Grappling Block Improved Unarmed Strike
Deflect Arrows
Int 13+, Expertise
Improved Disarm
Combat Reflexes

General Feats Prerequisite
Great Throw Improved Unarmed Strike

Dex 13+, Dodge
Improved Trip
Combat Reflexes

Unbalancing Strike Improved Unarmed Strike
Stunning Fist or monk's
stunning attack
Wis 15+

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

PowerAttack* Str 13+
Roundabout Kick Str 15+

Power Attack
Improved Unarmed Strike

Flying Kick Str 15+
Power Attack
Improved Unarmed Strike
jump skill

Prone Attack Base attack bonus +2 or higher
Dex 15+
Lightning Reflexes

Remain Conscious Base attack bonus +2 or higher
Endurance
Iron Will
Toughness

Item Creation Feats Prerequisite
Craft Crystal Weapon Spellcaster level 7th+

Craft Magic Arms and Armor
Craft (weaponsmithing) skill

Craft Talisman Intelligence 13+
appropriate Craft skill
Spellcaster level 1+



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 [ANCESTOR]

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 [ANCESTOR]
You are descended from Akodo's advisor Ikoma-a historian,
judge, and storyteller.
Clan: Lion .
Benefit: You gain a +2 bonus on Sense Motive and Spot checks.

BLOOD SORCERER [ANCESTOR]

You are descended from Yogo, the Scorpion shugenja who was
the first guardian ofthe 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.

BORN DUELIST [ANCESTOR]
You claim descent from Mirumoto, one ofthe 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
prestige class, described in Chapter 11 : The Empire of Roku-
gan, is available.

CHOKE HOLD [GENERAL]

You have learned the correct way to apply pressure to render an
opponent unconscious .
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.

COOL HEAD [ANCESTOR]
You are descended from the great diplomat Ide, who was
chosen to be the voice ofShinjo in all dealings with strangers.
Clan : Unicorn.
Benefit: You get a +3 bonus on Diplomacy checks .

CRAFT CRYSTAL WEAPON
[ITEM CREATION]

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, ifyou

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 of20). 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

crystal are not inherently dangerous to Shadowlands crea-
tures, nor do they possess any other extraordinary abilities,
unless specifically augmented.

CRAFT TALISMAN [ITEM CREATION]
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 tsangusuri, 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 paythe cost uponbeginningthe 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 .)

TABLE 4-3 : ANCESTOR FEATS

Crab Crane
Great Crafter Art of Fascination
Great Teamwork Artist
Improved Aid Gifted General
Luck of Heroes Great Stamina
Power Attack-Shadowlands Iaijutsu Master
Resist Taint Magical Artisan
Sea Legs Power Attack-Iaijutsu
Spell Power Smooth Talk
Strength ofthe Crab

Dragon Lion
Born Duelist Attention to Detail
Keen Intellect Fearsome and Fearless
Resist Poison Lion Spy
Silver Tongue Warrior Instinct
Soul of Loyalty
Warrior Shugenja

Phoenix Scorpion
Discipline Blood Sorcerer
Great Diplomat Honest Merchant
Keen Intellect Karmic Twin
Oni's Bane Magistrate's Mind
Scholar of Nature Many Masks
Spellcaster Support Soul of Sincerity

Unicorn
Cool Head , -
Kami's Intuition
Magic in the Blood
Powerful Voice
Saddleback
Soul of Honor
Strength ofthe Charger
Strong Soul



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 .

DEFENSIVE STRIKE. [GENERAL]
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 .

DEFENSIVE THROW [GENERAL]
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 [ANCESTOR]
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.

EAGLE CLAW ATTACK [GENERAL]
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 : Acharacter can normally only attack an opponent's

weapon with a slashing or bludgeoning weapon.

EARTH'SEMBRACE[GENERAL]
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, ifyou pin your opponent, you deal
critical damage (double normal unarmed damage) each round
that you maintain the pin. You hold your opponent immobile as
normal, but you must also remain completely immobile, giving
opponents (other than the one you're pinning) a +4 bonus on
attack rolls against you (but you are not helpless).

FALLING STAR STRIKE [GENERAL]
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).
Ifthe 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 .

FEARSOME AND FEARLESS
[ANCESTOR]
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 .

Ifyou 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 [GENERAL]
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 KICK [GENERAL]

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 attack .

FREEZING THE LIFEBLOOD
[GENERAL]

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 ofparalyz-
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. Aparalyzed 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 GENERAL [ANCESTOR]
YourancestorDaidojiYurei, anancient daimyo ofthe Daidojifamily,
was a gifted general-the first in Rokugan to use guerilla tactics .
Clan : Crane.
Benefit: You gain a +2 bonus on Initiative checks and a +1

bonus on all Fortitude saves.



GRAPPLING BLOCK [GENERAL]

You can catch andpin 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 hitby
a melee weapon, you maymake a special disarm attempt against
youropponent . 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 CRAFTER [ANCESTOR]

Your ancestor, Kaiu, was the first and greatest blacksmith ofthe
Crab clan . Kaiu forged the weapons which the Crab used
against the Shadowlands, and gave his name to the engineering
school ofthe clan.
Clan : Crab.
Benefit: You gain a +3 bonus on all Craft checks .

GREAT DIPLOMAT [ANCESTOR]
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 DUNGEON MASTER's Guide) is in-
creased by 2.

GREAT KI SHOUT [GENERAL]
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 so% 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 ofbeing shaken .

GREAT STAMINA [ANCESTOR]

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 [ANCESTOR]
You are a descendant of Hida Banuken, the Crab champion
who oversaw the construction of the Kaiu Wall during the
Battle ofthe 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.

HONEST MERCHANT [ANCESTOR]
Your ancestor, BayushiTesaguri, was the son of Bayushi Junzen,
Scorpion Clan Champion. He did not trust the Yogo family, so
he gave three of the Black Scrolls ofFu 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 .

IAIJUTSU MASTER [ANCESTOR]
You are notonly 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-
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 otherbonuses to your attack roll) . You give upall your
other modifiers and use your skill modifier instead .

IMPROVED AID [ANCESTOR]
You are descended from Hida Tadaka, the great Crab daimyo
whogave 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 [GENERAL]
You are skilled in martial arts that emphasize holds and throws .

Prerequisite : Improved Unarmed Strike .
Benefit: Ifyou 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 ofopportunity. 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.

KAMI'S INTUITION [ANCESTOR]
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 out.

KARMIC STRIKE [GENERAL]
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 at uchi .

Prerequisites: Dex 13+, Dodge.
Benefit: You can make an attack ofopportunity against an

opponent that hits you in melee. You take a -4 penalty to



your ArmorClass, 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 ofopportunity 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 ofopportunity last until your next turn .

KARMIC TWIN [ANCESTOR]
You are descended from Bayushi, the first Scorpion, whose love
for his daughter proved his final downfall .
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 ifhe 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 ofthe DM,
but he or she must also have the Karmic Twin ancestor feat .

KEEN INTELLECT [ANCESTOR]
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 .

KI SHOUT [GENERAL]
You can bellow forth a hi-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

whocan hear your shout and who are within 30 feet ofyou may
become shaken for 1d6 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 .

LION SPY [ANCESTOR]
Your ancestor, Akodo Shinju, was the greatest spy ofthe Lion clan.
Clan : Lion .
Benefit: You gain a +2 bonus on Disguise and Gather infor-

mation checks .

LUCK OF HEROES [ANCESTOR]
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. .

MAGIC IN THE BLOOD [ANCESTOR]
You claim a karmic 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 [ANCESTOR]
You are descended from Asahina Yajinden, a shugenja of the
Crane clan whobecame the greatest lieutenant ofthe dread sor-
cerer Iuchiban . Yajinden abused his power, creating the Blood-
swords and other evil magic items used by the armies ofIuchiban.
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 .

MAGISTRATE'S MIND [ANCESTOR]
You claim descent from Soshi Saibankan, a great Scorpion
judge whohelped 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 .

MANY MASKS [ANCESTOR]
You are descended from Shosuro Furuyari, an important
Scorpion playwright .
Clan : Scorpion .
Benefit: Youget a +2 bonus on Disguise and Perform checks.

ONI'S BANE [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
ofAkumds fall, you suffer a -2 penalty on Diplomacy checks .

PAIN TOUCH [GENERAL]
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-
ingthe 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 take 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.

POWER ATTACK - IAIJUTSU
[ANCESTOR]

Your ancestor, Kakita Rensei, was a renowned duelist whose
strength was legendary.
Clan : Crane.
Benefit: In an iaijutsu duel, you add an extra 1d6 points of

damage to the damage from your Iaijutsu Focus checks .



POWER ATTACK - SHADOWLANDS [ANCESTOR]
You are descended from Kaiu Gineza, the engineer who not
only helped construct the tomb of luchiban, 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
11/2 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.

POWERFUL
VOICE [ANCESTOR]
You are karmically linked to Utaku,
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.

ATTACK [GENERAL]
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. Ifyour 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 .

REMAIN CONSCIOUS [GENERAL]
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 until 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 firstpartial
action you take revokes the stabilization . Ifyou reach -10 hit
points, you die .

RESIST POISON [ANCESTOR]

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 TAINT [ANCESTOR]
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.

ROUNDABOUTKICK [GENERAL]

You can follow up on a particularly
powerful unarmed attack with a mighty

kick, spinning in a complete circle before
landing the kick.

Prerequisites: Sir 1S+, Power Attack,
Improved Unarmed Strike .

Benefit: If you strike a
successful critical hitwith an
unarmed attack, you can im-
mediately make an additional

.unarmed attack against the
same opponent, as ifyou 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 an

additional attack using her +6
baseattack bonus. Shethenmakesherthird attack (at+3) as normal .

SADDLEBACK [ANCESTOR]
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 NATURE
[ANCESTOR]
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.

SEA LEGS [ANCESTOR]
You are descended from Yasuki Fumoki, a notorious pirate who
preyed on Crane merchant ships offthe coast.
Clan : Crab.
Benefit: You gain a +2 bonus on Balance and Profession

(sailor) checks.

SILVER TONGUE [ANCESTOR]
Your ancestor, Mirumoto Kaijuko, was the firstwoman to become
daimyo ofthe Mirumoto family. At the age of 16, she defeated
her uncle in a duel to claim leadership ofthe family.



Clan : Dragon.
Benefit: You gain a +2 bonus on Bluff and Diplomacy checks.

SMOOTH TALK [ANCESTOR]
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 .

SOUL OF HONOR [ANCESTOR]
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 .

SOUL OF LOYALTY [ANCESTOR]
Your ancestor, Mirumoto Tokeru, was renowned for his loyalty
to his twin brother, Ryudumu.
Clan : Dragon.
Benefit: You gain a +4 bonus on Will saving throws against

compulsion effects.

SOUL OF SINCERITY [ANCESTOR]
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 Bluffchecks .

SPELL POWER [ANCESTOR]
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
[ANCESTOR]

`

	

Your ancestor, Shiba Kaigen, was a samurai who used his
knowledge of spellcraft to help defend a mountain pass from a
Lion invasion .

Clan: Phoenix.
Benefit: You can use the Aid Another action, making a Spell-

craft check against DC 10, to add +2 to the Difficulty Class of an
allied shugenja's spell.

STRENGTH OF THE CHARGER
[ANCESTOR]

You share the spirit of Utaku Shiko, the founder of the
Utaku Battle Maiden tradition .

Clan : Unicorn.
Benefit: You gain a +2 bonus on all Fortitude saves and +1 to

your hit point total .

STRENGTH OF THE CRAB
[ANCESTOR]
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 SOUL [ANCESTOR]
You claim descent from Moto Soro, the simple peasant who
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 [GENERAL]
You have mastered the art of defense in combat .

Prerequisites : Int 13+, Expertise, base attack bonus +6 or
higher.

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 [GENERAL]
You can strike a humanoid opponent's joints to knock your
target offbalance. 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 .

WARRIOR INSTINCT [ANCESTOR]
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 SHUJENJA [ANCESTOR]
Your ancestor, Agasha Nodotai, was a shugenja well versed in
the code of bushido and the way ofwar.
Clan : Dragon .
Benefit : You gain a +2 bonus on your Concentration

checks when casting defensively and a +1 bonus on your For-
titude saves.



Whencreating a character in Oriental Adventures, you
need to consider many of the same questions
described in the Player's Handbook--what your char-

acter looks like, her age, her demeanor, her beliefs,
and her background . Oriental Adventures adds only a few
wrinkles to those questions .

ALIGNMENT AND HONOR

The cultures of Oriental Adventures place strong emphasis
on proper behavior, rigid adherence to social custom,
and strict caste stratification with little or no social
mobility. In other words, they are the epitome of the

lawful society, and nonlawful characters have a difficult,
time functioning within, its constraints . Barbarians,
nezumi, and other chaotic individuals can never truly be a
part of the Celestial Order, the pyramid of society.

Closely linked to the lawful nature of these societies is
their emphasis on honor. A samurai without honor is not
a samurai at all-he is nothing more than a simple fighter
with a pair of unusual masterwork swords . Without
honor, the trappings of status-power, wealth, and posi-
tion - mean nothing to a character in Oriental Adventures.
Honor is a measure of character and a reflection of an
entire family's history and deeds. Honor reflects a person's
worth in society, trustworthiness, decency, and loyalty.
With honor comes respect, power, influence, and posi-
tion . Without it, characters can expect disrespect humili-
ation, and insults.

HONOR IN THE GAME
DUNGEONS & DRAGONS gives your character no concrete game
benefit for being lawful good . If your campaign revolves strongly
around themes of honor, however, you may gain some game
benefit for adhering to the principles of honor. At minimum, a
character who is known for being extremely honorable, should
gain the +1 Leadership modifier for a reputation of "fairness
and generosity" (see the DUNGEON MASTER'S Guide) . Additional
benefits, all dependent on a situation where the character's
identity and reputation are well known, could include :

" A +2 circumstance bonus on Diplomacy checks .
" A +2 circumstance bonus on Sense Motive checks
when the target of the check is acting dishonorably.

" A

+1 circumstance bonus on Will saves when the
consequence of failing the save would bring dishonor
on the character.
At the DM's discretion, other characters whose

personal honor and integrity are vita/l important and a
well-known aspect of the character's personality might
gain these bonuses as well .



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" ofhonor:
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 ofbushido 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
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.
HonorableThought: Atruly 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 ofhonor 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 .

HONOR AND DISHONOR:SOME EXAMPLES
Honorable actions, according to the code of bushido, include:
" Avenging the death ofa family member
" Defeating an ancestral enemy
" Saving another person's life

" 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 ofreligion in the D&D game . In such
a system, 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 ofthe 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

BEHIND THE CURTAIN: ALIGNMENT IN
ORIENTAL ADVENTURES
A close look at the spell lists, magic items, and other elements
of Oriental Adventures reveals that, in comparison to the stan-
dard DUNGEONS & DRAGONS game, alignment is somewhat less
important. In many Oriental Adventures campaigns, a person's
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

instead of holy smite, andjade 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 or 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 ofGood Luck, occasional sacrifices of
incense to placate spirits such as the spirit of a forest, and sporadic
prayers to a host ofother spirits as well.
An animistic religion is very tolerant . Most spirits don't care

who else acharacter 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 theirbelief in and respect for the spirits at all .

In short, you do not need to select a patron deity for your
character. You maywish 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 ofShintao hopes to free his soul from
the material and achieve enlightenment. It is not uncommon
for a follower of Shintao to venerate previous enlightened souls
alongside or even in place of his actual ancestors .

VITAL STATISTICS
As described in the Player's Handbook, defining key details of
your character can help bring that character to life .

NAME
Ifyou are playing in the featured campaign setting of Rokugan
and your character is human, you have already chosen your

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

form your character's name . You can insert an N between sylla-
bles if that helps you pronounce the resulting name . Women's
names sometimes end in "-ko," though some female samurai
choose masculine names.

Chapter 2 : Races contains examples of common names for
members of each of the races available in Oriental Adventures.

TABLE 5-1: COMMON SYLLABLES

AGE
You can choose or randomly generate your character's age. If
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 of13 and 21 (usually around

16), a human child in Rokugan performs a rite ofpassage called
gempukku. At this point, the child is considered an adult and
usually takes a newname . 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

TABLE 5-3: AGING EFFECTS

HEIGHT AND WEIGHT
On average, humans in Oriental Adventures are somewhat
shorter than their counterparts in the Player's Handbook. (This is

A BA BE BI BO BU CHA CHI CHO CHU DA DE
DO E FU GA GE GI GO GU HA HE HI HO
I )A JI JO JU KA KE KI KO KU MA ME
MI MO MU NA NE NI NO NU O PA PE PI
PO PU RA RE RI RO RU SA SE SHA SHI SHO
SHU SO SU TSU TA TE TO TU U WA YA YO
YU 7A 7E 7O ZU

Fighter Monk
Barbarian Ranger Shaman
Rogue Samurai Shugenja

Race Adulthood Sorcerer Sohei Wu Jen
Human 15 years +1 d4 +1 d6 +2d6
Hengeyokai 40 years +4d6 +6d6 +9d6
Korobokuru 40 years +3d6 +5d6 +7d6
Nezumi 5 years +1 d2 +1 d4 +1 d8
Spirit Folk 110 years +4d6 +6d6 +10d6
Vanara 30 years +2d6 +4d6 +6d6

Maximum

Race Middle Age* Old** Venerable -j- Age
Human 35 years 53 years 70 years +2d20 years
Hengeyokai 100 years 150 years 200 years +3d% years
Korobokuru 125 years 188 years 250 years +2d% years
Nezumi 15 years 23 years 30 years +1 d10 years
Spirit Folk 175 years 263 years 350 years +4d% years
Vanara 75 years 113 years 150 years +1 d% 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 .
-j -3 to Str, Con, and Dex ; +3 to Int, Wis, and Cha .



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

EQUIPPING 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

WEAPONS
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
Handbook 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
Asian cultures . Table 5-7: New Weapons details new weapons
available in Oriental Adventures .

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 butterfly 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. Oneend can also be swung out to
entangle an opponent .
The chain can be used either as a double weapon oras 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

TABLE 5-6: WEAPONS FROM THE PLAYER'S HANDBOOK

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, heavy-]
Longbow, composite$
Nunchaku
Quarterstaff
Shortbow, composite
Shortspear
Shuriken
Sling-]
Strike, unarmed
Trident

	

Warhammer
Whip

Player's Handbook Weapon
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

*Thejo (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 .
-]The heavy lance and the sling are considered exotic weapons
in Rokugan, except for Unicorn characters and outlanders not
native to the Empire of Rokugan.
$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 .

Base Height Base Weight
Race Height Modifier Weight Modifier
Human, man 4' 10" +2d8 120 lb . x (2d4) Ib
Human, woman 4' 5" +2d8 85 lb . x (2d4) Ib
Hengeyokai, man 4' 10" +2d8 120 lb . x (2d4) Ib
Hengeyokai, woman 4' 5" +2d8 85 lb . x (2d4) Ib
Korobokuru, man 3' 9" +2d4 100 lb . x (2d4) Ib
Korobokuru, woman 3' 7" +2d4 70 lb . x (2d4) Ib
Nezumi, man 5' 2" +2d4 140 lb . x (1 d6) Ib
Nezumi, woman 4' 9" +2d4 105 lb . x (1 d6) Ib
Spirit Folk, man 4' 10" +2d8 120 lb . x (2d4) Ib
Spirit Folk, woman 4' 5" +2d8 85 lb . x (2d4) Ib
Vanara, man 4' 5" +1 d8 90 lb . x (1d6) Ib
Vanara, woman 4' 2" +1d8 85 lb . x (1d6) Ib

Class Amount (gp) Class Amount (gp)
Barbarian 4d4 x 10 Shaman 4d4 x 10
Fighter 6d4 x 10 Shugenja 3d4 x 10
Monk 5d4 Sohei 6d4 x 10
Ranger 6d4 x 10 Sorcerer 3d4 x 10
Rogue 5d4 x 10 Wu Jen 3d4 x 10
Samurai 6d4 x 10



during your own trip attempt, you can drop the chain to avoid
being tripped.
Whenusing a chain, you get a +2 bonus on youropposedattack

roll when attempting to disarm anopponent (including the roll to
avoid being disarmed ifyou 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 ifusing 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

opposed attack roll to avoid being disarmed ifyou 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-
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 .

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-
subo, the ono, and the dai tsuchi, but they generally use
these weapons only against the nonhuman denizens of



the Shadowlands . Against a samurai, even a Crab samurai
must use his katana or face dishonor.
Kau Sin Ke : Also called a whipping chain, this weapon is
a length of four to six short iron bars connected by links

of chain .

Kawanaga : A kawanaga is a length of light chain with a
weight at one end and a sharp-bladed grappling hook on the
other . It can be whirled quickly, striking with hard blows
from either end . One end can also be swung out to entangle
an opponent.

TABLE 5-7: NEW WEAPONS
SIMPLE WEAPONS-RANGED

See the description ofthis weapon for special rules .
* No weight worth noting.

.j Reach weapon .
Double weapon .

Y Reach or double weapon (see weapon description) .
The weapon deals subdual damage rather than normal damage .

a If you use a ready action to set this weapon against a charge, you deal double damage ifyou score a hit against a charging character.
AThis weapon is not commonly found in Rokugan .

Weapon Cost Damage Critical Range Increment Weight Type*',','
Small

Blowgun* 1 gp 1 x2 10 ft . 2 Ib . Piercing
Needles, blowgun (20) 1 gp - -

MARTIAL WEAPONS-MELEE
Small

Wakizashi* 300 gp 1d6 19-20/x2 - 3 Ib . Slashing
Large I

Nagamaki 8 gp 2d4 x3 - 10 Ib . Slashing
Naginata*j 10gp 1d10 x3 - 1516 . Slashing

EXOTIC WEAPONS-MELEE
Tiny

Nekode* 5 gp 1d4 x2 - 2 Ib . Piercing
Tail spikes, ratting* 1 gp 1d4 x2 - - 1/2 Ib . Piercing

Small
Butterfly sword*A ) 10 gp 1d6 19-20/x2 - 2 Ib . Slashing
jitte* 5 sp 1d4 x2 - 2 Ib . Bludgeoning
Ninja-to* 10 gp 1d6 19-29/x2 - 3 Ib . Slashing
Sai* 1 gp 1d4 x2 - 216 . Bludgeoning
Tonfa 5 sp 1d6 x2 - 2 Ib . 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 Ib . Bludgeoning
Kawanaga*YA 10 gp 1d3/1d3 x2 - 1 Ib . Slashing/

Bludgeoning
Lajatang, korobokuru*i_A 80 gp 1d6/1d6 x2 - 3 Ib . Slashing

Large
Chain* 5 gp 1d6/1d6 x2 - 5 Ib . Bludgeoning
Chijiriki*_i_ 8 gp 1d6/1d4 x2 - 6 Ib . Piercing/

Bludgeoning
Kusari-gama*Y 10 gp 1d6/1d4 x2 - 3 Ib . Slashing/

Bludgeoning
Lajatang*rA 90gp 1d8/1d8 x2 - 7lb . Slashing
Sang kauw* :A 95 gp 1d8/1d8 x3 - 1016 . Piercing
Sasumata* -j 8 gp 1d4( x2 - 8 Ib . Bludgeoning
Shikomi-zue*a 12 gp 1d8 x3 ? - 5 Ib . Piercing
Sodegarami* 4 gp 1d4 x2 - 5 Ib . Piercing
Three-section staffA 4 gp 1d8 x3 - 8 Ib . Bludgeoning

EXOTIC WEAPONS-RANGED
Tiny

Fukimi-Bari* A 1 gp 1 x2 10 ft . 1 /10th lb . Piercing
(mouth darts)

Small
Chakram A 15 gp 1d4 x3 30 ft . 2 Ib . Slashing

Large
Blowgun, greater* 10 gp 1d3 x2 10 ft . 4 Ib . Piercing

Darts, blowgun (10) 1 gp - - - 1 Ib . -



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 ofthe 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 . Ifyou 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

modifier 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 ofrope 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 attack penalties as ifusing 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 1d6
points ofdamage and is a slashing weapon ; the chain end deals
1d4 points ofdamage and is a bludgeoning weapon .
You can make trip attacks with a kusari-gama . If you are

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 avoid being disarmed ifyou 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 ifyou do, you incur all the normal attack penalties associ-
ated with fighting with two weapons as ifyou 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 : Anaginata 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 : Anekode is a strap orglove 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 attack.
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
a weapon (use the statistics for a club).

Sai: A sai's pronglike extrusions are designed to help catch
and disarm opponents' weapons. If youattempt to disarm your
opponent using a sai, you gain a +4bonuson 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 herunarmed 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 twoweapons, but ifyou do, you incur all
the normal attack penalties associated with fighting with two
weapons as if you are using a one-handed weapon and a light
weapon . Acreature using a double weapon in onehand, 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-
ately initiate a grapple (as a free action) without provoking an
attack of opportunity. (See Grapple in Chapter 8 of the Player's
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 ofa 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
spear head to spring from one end. Without the blade, the
shikomi-zue deals the same damage as a quarterstaff(1d6, x2 crit-
ical), and can even be used as a double weapon, like a quarterstaff.
With the blade out, it has the statistics shownon Table S-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 ofan opponent . When youuse a sodegarami

in this way, you make a grapple attack, without provoking
an attack ofopportunity. You make a melee touch attack

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 attack 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 S-7 but not entangling the opponent.
A sodegarami has reach. You can strike opponents 10 feet

away with it, butyou can't use it against an adjacent foe.
Tail Spikes, Ratling: A nezumi or vanara character whohas

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 andeach 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 +3 (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 onewith
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 ofwood 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: Thewakizashi is a masterwork short sword, grant-

ing a +1 bonus on your attack rolls. Amasterwork weapons 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 attacks) .
This weapon should not be confused with the tessen, a metal
"fan" that serves as a shield .



ARMOR
Characters in Oriental Adventures have a large number ofarmor
choices . Table 5-8 : Armorfrom 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.

TABLE S-H : ARMOR FROM THE PLAYER'S HANDBOOK
Player's Handbook Armor
Available in Rokugan
Chain shirt
Padded

Player's Handbook Armor Available in Other
Oriental Adventures Campaigns
Banded mail
Chainmail
Chain shirt
Hide
Leather
Padded
Scale mail
Shields (all)
Splint mail
Studded leather

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

armorworn 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

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

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. Acharacter 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 ofa

rhinoceros . It is more commonly enhanced by magic than reg-
ular hide armor, and often carries magic related to the strength
ofthe 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.



Kappa Shell: Nezumi soldiers occasionally use kappa
shells for protection, strapping the hard shell to their backs
and crawling on all fours to advance their position . Used this
way, a kappa shell functions much like a tower shield, pro-
viding nine-tenths cover (+10 to AC, +4 on Reflex saves,
with half damage on a failed save and none on a successful
save) as long as the covered nezumi remains on all fours,
moving at half his speed. Once engaged in melee, a sensible

When running in heavy armor, you move only triple your speed, not quadruple.
The kappa shell grants you cover. See the description .

.y Armor fitted for Small characters weighs half as much .
AThis armor is not commonly found in Rokugan.

ratling sheds the shell entirely. Humans can use kappa
shells as well, but generally find the concept demeaning. A
character needs Shield Proficiency to use a kappa shell with-
out penalty.

Lamellar: Similar to splint and brigandine armor, lamellar
lies between the two in protective value. It consists of small,
overlapping plates of metal sewn together or stitched to a back-
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.) (30 ft .) (40 ft .) Weighty
Light armor

Cord armor A 15 gp +2 +5 -1 5% 20 ft . 30 ft . 40 ft . 15 Ib .
Bone armor 20 gp +3 +4 -3 15% 20 ft. 30 ft. 40 ft . 20 Ib .
Ashigaru armor 25 gp +3 +5 -1 15% 20 ft . 30 ft . 40 ft . 20 Ib .
Leather scale A 35 gp +3 +6 -2 15% 20 ft . 30 ft. 40 ft . 20 Ib.

Medium armor
Dhenuka A 30 gp +4 +1 -5 25% 15 ft . 20 ft . 30 ft . 25 Ib.
Brigandine A 30 gp +4 +2 -5 30% 15 ft . 20 ft . 30 ft . 40 Ib.
Partial armor 50 gp +4 +4 -3 25% 15 ft . 20 ft . 30 ft . 30 Ib.
Lamellar A 150 gp +5 +3 -4 30% 15 ft . 20 ft . 30 ft . 35 Ib .

Heavy armor
Great armor 1,000 gp +7 +2 -5 40% 15 ft.* 20 ft .* 30 ft .* 45 Ib .

Shields and Other Additions
Chahar-aina A 75 gp +1 - -1 5% - - - 10 Ib .
Dastana A 25 gp +1 - -1 5% - - - 5 Ib .
Tessen 12 gp +1 - -1 5% - - - 1 Ib .
Kappa shell 30 gp - -10 50% - - - 45 Ib .



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 ofmetal.

Partial Armor: Alight suit of armor for samurai who do not
wish to be heavily burdened, partial armor consists ofa 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 (x2 crit) . Used this way, the tessen is a martial
bludgeoning weapon . For purposes of attack penalties, treat a
tessen as a light weapon . Ifyou 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.

ADVENTURING 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 mayvary, 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

a paper lantern, which shares one ofthe drawbacks ofthe 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 ofrice cakes.

CLASS TOOLS AND SKILLKITS
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 clan
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 ofoutfits 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

robe (happi), loose knee-length trousers with a drawstring, a
simple sash (obi), and sandals .
Cold Weather Outfit : Aheavy 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: Anoble's outfit in the finest silks. jewelry
is not necessary to complete this outfit.

Entertainer's Outfit : Alight 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 ofshochu .

MOUNTS AND RELATEDGEAR

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
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 ofthe Unicorn clan .

In other campaign settings, the normal varieties of horses
may be available .

SPECIAL AND SUPERIOR ITEMS

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 . Ifa character carrying these
items suffers damage from falling, each eggshell grenade must
make a Fortitude save (as ifthe character were makingthe 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 of5 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: Aflashpowder 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: Apoison smoke grenade is effective only when
thrown into a fire source, where it bursts into a cloud of vile,
stinking smoke. The cloud spreads to a radius of10 feet from the
fire source, and has the effect ofa 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 ofsmoke 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 5-11 : GRENADELIKE WEAPONS

*Grenadelike weapons require no proficiency to use .
**Grenadelike weapons deal splash damage to all creatures

within 5 feet of where they land .
TNo weight worth noting.

TABLE 5-1O: 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

Weapon*
Eggshell grenade,

Cost
Damage

Direct Hit Splash
Range
Inc. Weight

dust 10 gp blinded blinded 5 ft . -j
ld4 rd . 1 rd .**

flashpowder 60 gp blinded - 5 ft . T
pepper 10 gp stunned - 5 ft . T

1 d4 rd .
poison smoke 150 gp stinking - 5 ft . T

cloud
Liquid smoke 20 gp Smoke - 10 ft . 1 1/4 lb .



Forthe most part, the rules for conducting combat
in Oriental Adventures are unchanged from those

described in the Player's Handbook . Character and mon-
ster abilities may alter the way that combat proceeds,

but the essential mechanics of initiative, attack and
damage rolls, magic, and special abilities work the same .
This chapter covers three rules expansions : rules

describ-ingmartial arts styles, rules for conductingiaijutsu
duels, and rules for' resolving psychic duels that don't

even involve a blade.

MARTIAL ARTS
The monks described in the Player's Handbook (and
expanded in Chapter 2: Classes of this book) are the prin-
cipal practitioners of unarmed martial arts in the DUN-
GEONS &DRAGONS game, while fighters (and, to an extent,
samurai) are the experts in armed martial arts . Characters
of all classes, however, can learn at least some of the tech-
niques ofmartial arts-and in an Oriental Adventures cam-
paign, they do so in the context of well-defined schools
and traditions . Learning a martial art is more than select-
ing a couple of interesting feats. It involves commitment
to a particular style of fighting-one that emphasizes
kicks over blows with the hand, for example, or one that
teaches throws rather than strikes .
A martial arts style is a collection offeats that practition-

ers ofthat style learn to enhance their prowess in combat-
armed or unarmed. The clan-based selection ofbonus feats

that samurai maylearn (see Chapter 2) are broad martial
arts styles, generally emphasizing certain techniques of
armed combat. The Crab school, for example, emphasizes
physical strength and stamina by teaching feats such as
Armor Proficiency (heavy), Endurance, Power Attack and
its dependent feats, Run, and Weapon Focus with signature
weapons. The Crane school, by contrast, emphasizes speed
and skill by teaching the Dodge and Expertise feat trees,
Improved Initiative, and Quick Draw.

TABLE 6-1 : MARTIAL ARTS FEATS
Hard Form: Power Attack

Kick Method : Roundabout Kick, Flying Kick
Strike Method: Fists of Iron, Eagle Claw Attack

Hard/Soft Form :
Lock Method: Improved Grapple, Choke Hold,

Grappling Block, Earth's Embrace

Soft Form : Expertise
Movement Method: Dodge, Mobility, Prone Attack,

Superior Expertise
Throw Method: Improved Trip, Defensive Throw,

Great Throw
Vital Area Method: Pain Touch, Stunning Fist,

Freezing the Lifeblood, Falling Star Strike
Push Method : Unbalancing Strike

Mental Training :
Blind Fight, Combat Reflexes, Great Ki Shout, Iron

Will, Ki Shout, Remain Conscious



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

Adventures . The feats of a style can be learned in any order,
except in the case offeats with prerequisites .

Following the path of a martial arts style has certain bene-
fits. A character who masters the feats within a style gains a
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 :

MASTERY ABILITY NAME
Basic description ofthe 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 .

EMPTY 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 UORI:S MASTERY I
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.

MIGHTY `WORKS MASTERY 11
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 FIST MASTERY
You have mastered the martial arts style of "Foot and Fist"-
a hard form emphasizing strikes with the hands and feet.

TABLE 6-2: MARTIAL ARTS STYLES
Style Feats Other
Empty Hand Improved Unarmed Bluff skill

Strike (for feinting)
Power Attack
Fists of Iron
Sunder
Eagle Claw Attack
Roundabout Kick

Mighty Works Improved Unarmed Strike
Improved Grapple

,- Expertise
Choke Hold
Earth's Embrace
Deflect Arrows
Improved Disarm
Combat Reflexes
Grappling Block
Power Attack
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)

c . - . . Dodge
Combat Reflexes
Great Throw
Prone Attack
Pain Touch
Stunning Fist
Iron Will

Meditation ofWar 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



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,

lump, and Tumble checks .

THE GENTLE WAY MASTERY
You have mastered the martial arts style of"The Gentle Way"-
a soft form emphasizing throws and movement .
Prerequisites: Improved Unarmed Strike, Dodge, Improved

Trip, Defensive Throw, Combat Reflexes, GreatThrow, 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
you. A creature
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 . 1 f
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 .

MEDITATION OF WARMASTERY
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 andTumble

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 ofthe follow-
ing weapons for the feat to apply to : bastard sword, dagger,
shortsword, spear, quarterstaff, or heavy mace .

IAIJUTSUDUEL
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 hi, 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,
stating the reason for the challenge and pre-
cisely naming the terms ofvictory.

If the second samurai is willing to fight
the duel, he must ask his lord's permission t o

accept. The challenged samurai may him-
self refuse to accept the duel, though
this is not a particularly honor-
able course of action . Hislord 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 mayname 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
prepare for the strike . During the strike, one samurai draws
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
Iaijutsu 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 oftheir opponent's skill, training, and reflex in the samu-
rais 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:

Focus: Both duelists make an Iaijutsu Focus check. If you do
not have ranks in the Iaijutsu Focus skill, you can attempt

Check Result Information Gleaned
15 or higher Opposing samurai's character level
20 or higher Opposing samurai's ranks in Iaijutsu 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't 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 ofan 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 Iaijutsu 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 Iaijutsu 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, ifboth survive . They no longer
receive any bonus damage dice to their attack rolls unless the cir-
cumstances under which Iaijutsu Focus checks maybe attempted
somehow arise again in the course ofthe 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
same 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 samuraibegin focusing their ki. Kudako

gets a check result of 28 and gets +4d6 to her damage . Tamords
result was only a 24, gaining him +3d6 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 .

Kudako's damage, assuming she hits, is increased by +4d6,
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
4d6+8. She rolls 30, bringing Tamoro down to 71 hit points .

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 5, 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 .
Hida Tamoro : Male human (Crab) Sam5/Hida defender
7 ; hp 101 ; AC 22 (touch 12, flat-footed 20); Ark +19/+14/+9
melee (1d10+8/19-20, +4 katana).

Skills: Iaijutsu Focus +16, Sense Motive +8 .
Kakita Kudako : Female human (Crane) Sam5/Iaijutsu

master 7 ; hp 82 ; AC 20 (touch 18, flat-footed 16); Ark
+20/+15/+10 melee (1d10+5/19-20, +4 katana) .

Skills : Iaijutsu Focus +19, Sense Motive +14.

IAITUTSU STRIKES IN NORMAL COMBAT
You can use your Iaijutsu 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
Iaijutsu Focus in a surprise round, either to strike someone
standing within sword reach, or to strike an opponent at the
end ofa partial charge (using Quick Draw to draw her weapon

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 Iaijutsu 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) .

PSYCHICDUEL
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. If 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 offthe 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 ifhe attacks he acts as ifunder 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 .



























































































































































































































































Rokugan, the world of the Legend ofthe Five Rings card
game and novels, is the featured setting for Oriental
Adventures . It does not use all the options presented
throughout this book, but few campaigns do . Roku-

gan stands as a shining example of how to weave various
elements from the cultures and legends of Asia into a
unique campaign setting with a flavor all its own.

This chapter is relatively brief, but information about
Rokugan appears throughout this book . This chapter
delves into detail regarding the history of the Empire of
Rokugan, its culture, and the clans that make it up-their
families and lands. Each clan description includes an
additional prestige class and hooks (many with maps) for
adventures involving the clan .
The next chapter describes the source ofevil in Rokugan,

the Shadowlands.

HISTORY
This history of Rokugan encompasses more than a thousand
years. The lastforty or so ofthose years are ofparticularinter-
est, since that is the time period covered by the Legend of the
Five Rings card game and novels. This chapter cannot hope to
describe the events of the Clan Wars, the War Against the
Shadow, and the Spirit Wars in any kind of exhaustive detail .
Asummary of key events in those years appears here, and
each clan description below gives a current snapshot of the
clan, with details of the most important events leading up to
the present .

THE CHILDREN OF THESUN AND MOON
The history of Rokugan begins in the Celestial Heavens,
which at that time were one with the mortal world. There,
Lady Sun and Lord Moon were born from nothing, and
together bore ten children . Known as the kami (or great
spirits), these children were named Hida, Doji, Togashi,
Akodo, Shiba, Bayushi, Shinjo, Fu Leng, Ryoshun, and
Hantei . Lord Moon, Onnotangu, was jealous of his chil-
dren, however, and did not wish to share their mother's love
with them . Thus, he sought to destroy his children by
eating them . He swallowed nine of them, leaving only
Hantei, who hid in a cave . When Hantei grew to adulthood;
he faced his father in combat and cut open Lord Moon's
belly. From the wound, the eight living children of the Sun
and Moon spilled out. One child, Ryoshun, died in his
father's stomach and went on to watch over Jigoku, the
realm of the dead . Lord Moon's blood and Lady Sun's tears
also fell from the sky, raining down on the earth. From the
mixture of blood and tears, humanity was born . The kami,
too, fell to the earth-Fu Leng landing in a deep pit that
would become the source of the Shadowlands, the other
eight ending up among the new race of humans.
When humanity was born, it was not alone on the earth.

Nezumi, nagas, kenkus, and kitsus lived on earth before
humanity arose . The oldest naga stories" speak of a race that
was flourishing when they were young. All were pushed
aside by the rise oftheempire .The nezumi empire was shat-
tered by Fu Leng's fall, and the nezumi reduced to
their savage state in order to survive the horrors of



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.

HANTEI, SHINSEI, AND
FU LENG
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 ofToturi. Fu Leng, alone in the Festering Pit, gathered his
ownhordes 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 himselfShinsei.

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
OF PEACE
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 ofthe
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 ofStolen 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.
It escaped once, after two hundred years ofimprisonment, and
very nearly did so again in recent memory. No means has yet
been discovered to destroy luchiban'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

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 ofthe twelve
Black Scrolls, unleashing Fu Leng's power and beginningthe 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 Leng's 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 ofthe 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 AkodoToturi . As they fought,
Togashi Yokuni revealed himselfto 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 Touri and Hoturi
struck the killing blows, destroying the dark deity forever.
Toturi took the throne, establishing a new dynasty as Toturi I .

THE WAR AGAINST
THE 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 ofthe 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 deity.

Finally, in a moment of clarity, Toturi recognized that the
only way to save the empire was to commit seppuku. Mean-
while, Hida Yakamo was leading an army to Volturnum, the city
ofShadow 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 ofthe dead . Fighting to prevent the Shadow from closing
the portal and destroying Jigoku, and thus erasing the empire's
memory, the massed armies ofthe 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.

SPIRIT WARS
Toturi was not the only spirit to return from Jigoku during the
Battle at Oblivion's Gate, however. Large numbers ofspirits found
themselves on the wrong side of Oblivion's Gate at the end ofthe
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 ofGolden 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

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 chieflieutenant, Hida Tsuneo, who established them-
selves in what was left ofthe Crane lands. Drawing spirit armies
into his service, and pressing his claim upon the throne as a
Hantei instead ofan upstart ofno lineage, Hantei XVI eventually
threw the empire into an eight-year civil war.

Hantei's army ofspirits was finally defeated through a combi-
nation of Scorpion treachery, Phoenix magic, and Toturi's diplo-
macy. Pretending to turn against the Lion and Dragon clans they
had allied with previously, the Scorpions pretended to side with
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 .'

THECELESTIALORDER:ROKUGANICULTURE

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 ofGakido (the infernal
regions of the Spirit World), with the mortal realm squarely in
between, all creatures and spirits are ordered in a hierarchy, from
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



Rokugan, for it establishes a society based on law and order in
which everything and everyone has a place.
At the pinnacle ofthe human social order is the Emperor, the

absolute ruler of Rokugan. The Emperor owns all the land of
the empire ; the clans paytaxes to the Emperor as payment forthe
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 ofvassal 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 ofthe noble caste in Rokugan, andall
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.

TIMELINE OF ROKUGAN'S HISTORY
The Ancient Time

	

Flourishing of the nagas, tengus,
kitsus, and nezumi .

The Beginning of Time

	

The Fall of the Kami, the establish-
ment of human civilization and the
founding of the Great Clans.

44

	

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 .

72

	

Uikku, the Serene Prophet, found by the Phoenix clan .
Uikku's prophecies give insight into the Tao ofShinsei.

100

	

Kuni Nakanu notices Taint on corpses and studies its
effects .

283

	

Death of Isawa Akuma, appearance of Akuma no Oni
in the Shadowlands.

387

	

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 .

510

	

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 .

712

	

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.

715

	

Crane forces aid beleaguered Crab armies at the Battle
of the Landbridge, marking the first Crab-Crane coop-
eration since 387.

716 Massive Shadowlands assault provokes the fall of
Hiruma Castle and the building of the Kaiu Wall .

782

	

Fall of Morikage Castle ; the castle remains haunted to
this day.

815

	

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

Seven Day Battle Plain before the Unicorns were
accepted back into Rokugan.

925

	

Shinjo Fujimaka and Ikoma Goheshu discover naga
ruins in Shinomen Forest .

1103

	

Ascension of Hantei XXXVIII.
1107

	

Birth of Hantei Sotorii (later Hantei XXXIX) .
1123

	

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.

1126

	

Toturi crowned as Emperor, Clan Wars end .
1128

	

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 .

1130

	

Crabs retake Hiruma Castle .
1133

	

Battle at Oblivion's Gate . The Shadow named and
defeated, spirits liberated from Jigoku return to Rokugan.

1140

	

Hantei XVI with his lieutenant, Hida Tsuneo, attempts
to usurp the throne, launching the Spirit Wars .

1150

	

Near the very end ofthe 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 XVI and Toturi
reach an agreement to end the war.

1157

	

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 .

1158

	

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 .

The members ofthe noble class are defined best by the concept
ofloyalty. Each noble owes loyalty to another, from the lowliest
petty samurai to the great daimyos (governor/generals) and the
clan champions ofthe kuge . Anoble literally belongs to his lord :
a samurai is not permitted to throw his life away-in battle, in a
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 . Amarriage 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



the loyalty due to the lord . At the age of40, 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), Chapter4:
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-
tures Campaign (Cosmology : The Spirit World, and Rewards).
Also, see the sidebar about bushido in this chapter.

THE EMPIRE OF ROKUGAN

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 ofthe
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 ofthe throne are Toturi's four chil-
dren, known sometimes as the Four Winds of Change . Toturi
Tsudao (female human Sam6/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 ofthe
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 ofhis children .

IMPERIAL FAMILIES
The leadership and bureaucracy of the empire has its own
families, responsible for the functioning of the government.
With the exception of the children ofToturi, most characters
in the Imperial families are aristocrats, though many Seppun
are warriors and samurai.

TheToturi family is the Imperial line, consisting atpresent 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 ofthe 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

government, expert manipulators and masters oftedium.
The Miya family provides the Emperor's heralds and diplo-

mats, honorable and committed to their duty.
In addition to the established families of the imperial court,

the Emerald Champion serves as the chief magistrate of the
Emperor. The Emerald Champion is chosen by right ofcombat,
while the Emerald Magistrates under his command are
appointed, either by the Emerald Champion or by the Emperor
himself. The current Emerald Champion, Seppun Toshiken,
lies very ill, and Hantei Naseru has led the magistrates . One of
Toturi's last commands, however, was that aTest ofthe Emerald
Champion should be held and a new Champion selected . In

wake ofthe Emperor's death, the test has not yet occurred . ,

IMPERIAL LANDS
Otosan Uchi, the capital ofthe empire, is situated on Rokugan's
eastern coast, roughly halfway between the lands of the Crab
and those ofthe Phoenix. As the home ofthe 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
warehouses full ofrice collected as taxes .
The Seppun reside in a great palace northeast of the capital,

while the ancestral home of the Miya is far to the west, between
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 offthe 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 ofYasukiTaka, daimyo ofthe
Yasuki family, with no heir. The scholars ofthe 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.

CRAB FAMILIES
The Crab families, with the possible exception ofthe Yasuki, are
defined by their opposition to the Shadowlands.
The Hidas are the leaders ofthe clan, strong defenders ofthe

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 TheWitch 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.

THE HIDA DEFENDER
The Hida samurai school is well known as the most relent-
lessly brutal training grounds in the empire . Students undergo
a grueling regime ofswordplay 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, andtheypush them to the limits

of their endurance. As a result, Hida defenders have the stamina
to fight forhours without tiring, and can hold a formation against
any aggressor. Their training gives them the power they need to
defend Rokugan against the Shadowlands and forms the back-
bone ofthe Crab military machine.

Hida defenders are almost exclusively drawn from the samu-
rai and fighter character classes .
NPCHida defenders are found atop the Kaiu Wall, in unceas-

ing vigilance against any incursion from the Shadowlands into
the empire's territory. The defense ofthe empire is their primary
concern, taking precedence over politics, artistic pursuits, and
the false sincerity ofcourtly manners.

Hit Die: d12.

REQUIREMENTS
To qualify to become a Hida defender, a character must fulfill
all the following criteria.

Race : Human (Crab) .
Alignment: Anynonevil.
Base Attack Bonus: +5 .
Feats: Armor Proficiency (heavy), Power Attack, Weapon

Focus (battleaxe, warhammer, or greatclub) .

TABLE 11-1 : THE HIDA DEFENDER

CLASS SKILLS
The Hida defender's class skills (and the key ability for each skill)
are Climb (Str), Handle Animal (Cha), Iaijutsu 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 + Intmodifier.

CLASS FEATURES
The following are class features ofthe Hida defender.
Weapon andArmor 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 ofthe weaponby 1. Ifhe hasWeapon Focuswith more
than one weapon, he must choose a single weapon forhis critical
focus, and he must choose the battleaxe, warhammer, or great-
club. Thus, the critical multiplier for the battleaxe orwarhammer
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
Improved Critical feat with the same
weapon ifhe meets the prerequisites.
Rage (Ex) : When he needs to, a Hida

defender can fly into a screaming blood
frenzy. In a rage, a defender gains phenom-
enal strength and durability but becomes
reckless and less able to defend himself.
He 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 defender's hit points by 2 points per

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +2 +0 +0 Smite, critical focus
2nd +2 +3 +0 +0 Rage 1 /day
3rd +3 +3 +1 +1 Damage reduction 1/-
4th +4 +4 +1 +1 Rage 2/day
5th +5 +4 +1 +1 Damage reduction 2/-
6th +6 +5 +2 +2 Rage 3/day
7th +7 +5 +2 +2 Damage reduction 3/-
8th +8 +6 +2 +2 Rage 4/day
9th +9 +6 +3 +3 Damage reduction 4/-10th +10 +7 +3 +3 Rage 5/day



level, but these hit points go away at the end ofthe 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, Iaijutsu 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's tied to a skill that requires patience or concentration) . A fit of
rage lasts for a number ofrounds 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 ofthat encounter.The defender can only fly
into a rage once per encounter, and only a certain number of
times per day (determined bylevel) . 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 . Adefender 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 ofbenefit ifhe had gone into a rage ear-
lier in the round, before the arrow struck .

If a 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
hasfrom his barbarian levels. Thus, a 6th-levelbarbarian/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
5th level, this damage reduction rises to 2. At 7th, it rises to 3.

At 9th, it rises to 4. Damage reduction can reduce damage to 0
but not below 0.

MULTIPLE 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 .

THE 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 oftheir 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

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
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 ofmagic. 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.

CRAB LANDS
The Crab lands are bitter and dark . On most days, clouds and
smoke obscure allbut a thin shred of sunlight. Most ofthe 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 r

Mountains and Earthquake Fish Bay, as well as the mines and
plantations in the foothills .The Kaius control most ofthe moun-
tains, and most oftheir 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.

ADVENTURE HOOKS
There's no better place in Rokugan for a classic dungeon crawl
than the catacombs beneath the Kaiu Wall .The efforts ofthe 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 mapon the followingpage is an example ofwhat apart of this
dungeon might look like .
The threats ofthe 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
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encountered in the tunnels between Higashiyama and
Nishiyama, to the east inYasuki lands. These twisting passages-
a series ofnatural caverns and undergroundpaths-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.

CRANECLAN
Population : 3,000,000 ; humans

(Crane clan noble caste, 10% ;
common caste, 90%)

Clan Champion : Doji Kurohito
(male Crane Sam6/iaijutsu
master 5)

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 ofthe 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 ofthe Crane clan are noble in every
sense ofthe 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
ofVolturnum to keep it free ofTaint . Despite the rather unortho-
dox marriage oftheir 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 ofthe Kaiu Wall. However, the Cranes do
feel the loss ofarable 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.

CRANE FAMILIES
The families ofthe 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

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 BODYGUARD
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 shadie
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 leastborderline activities .

Hit Die : d12.

REQUIREMENTS
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.

CLASS SKILLS
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.

CLASS FEATURES
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



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 ifimmobilized.)
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

can avoid 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 oftaking advantage ofan opponent's armor.
The Daidojibodyguard gains a dodge bonus to his AC equal to the
armor check penalty (ifany) ofthe opponent striking him.
Damage Reduction (Ex): At 6th level, the Daidoji body-

guard gains the extraordinary ability to shrug off some amount
ofinjury from each blow or attack. Subtract 3 from the damage
the 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 notbelow 0. (That is, thebodyguard
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 orotherblow, 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 ofthe attack and able to
react to it in order to execute his defensive roll-ifhe 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.

TABLE 11-2 : THE DAIDOJI BODYGUARD

CRANE 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 .

ADVENTURE 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 tortured
screams ofthe 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 .

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1 st +1 +2 +0 +0 Defensive refocus
2nd +2 +3 +0 +0 Defensive awareness (Dex bonus to AC)
3rd +3 +3 +1 +1 Evasion
4th +4 +4 +1 +1 Moving the shadow
5th ` r +5 +4 +1 +1 Defensive awareness (can't be flanked)
6th +6 +5 +2 +2 Damage reduction 3/-
7th +7
8th +8 +6 +2 +2 Defensive roll
9th +9 +6 +3 +3 Damage reduction 6/-10th +10 +7 +3 +3 Defensive awareness (+1 versus traDS)



Population : 3,200,000; humans
(Dragon clan noble caste, 12%;
common caste, 88%)

Clan Champion : Togashi Hoshi
(male demideity Sam5/Miru-
moto niten master to/tattooed
monk 5)

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 ofthe Great Wall ofthe 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 .

RECENT HISTORY
Early in theWar 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 inthe mountain peaks. One
leader ofthe 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
himselfwas a fire shugenja like most ofthe 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 ofthe 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 .l

mountains. Many Dragon refugees have fled to the western
edge of the Phoenix lands, settling around the iron Rings Cas-
cade and the Shrine ofthe 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-
lingTamori family are at the center of this conflict, while Miru-
moto and Lion forces meet on the fields ofbattle . 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 FAMILIES
The Dragon is not a clan in the technical sense ofthe word, since
the kami whofounded the Dragon, Togashi, is not the physical
ancestor ofthe Dragons. Mirumoto and Agasha were the first two
monastic disciples ofTogashi, 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 ofthe Clan War was it revealed that Togashi (also known as
Togashi Yokuni) still lived, and did in fact have a sonTogashi
Hoshi, the dragon-man, current champion of the Dragon .

DRAGON CLAN



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 ofthe 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 nowled 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 uncannyabil-
ity to see through the veneerofdeception that covers most social
interaction in Rokugan and arrive at the truth of any matter .

THE MIRUMOTO NITENMASTER
While Togashi listened to Shinsei expounding his philosophy to
the first Hantei, he grew frustrated and stormed out ofthe court.
Taking up a seat ofmeditation, 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
with the troubled Togashi. Togashi repeated his ultimatum-
"I will not move until I understand"-and Shinsei responded
with but three words: "Neither will I:" After a moment, Togashi
laughed and bit into a plum .

Samurai ofthe Dragon clan train in a simple dojo with Shin-
seis 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
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 ofduty. Mirumoto wrote, "Some people say
I am a coward . Asamurai'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 ofthe
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.

TABLE 11-3 : THE MIRUMOTO NITEN MASTER

CLASS SKILLS
TheMirumoto 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),
andTumble (Dex). See Chapter 4: Skills in the Player's Handbook
for skill descriptions. The Iaijutsu Focus skill is described in
Chapter 4 ofthis book .

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES
The following are class features of the Mirumoto niten master.
Weapon andArmorProficiency : 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 katana in
one hand and the wakizashi in the other. Unlike the style ofthe
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 loth
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. Amagic 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 ownpersonal 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

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +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

+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
1 0th +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.
A niten 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.

DRAGON 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 ofthese
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 ofbecoming 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 theTogashi 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 ShrineoftheThree Sisters) . For centuries,

this shrine was inhabited by three mysterious hags, supposed to
have prophetic powers, who served the Lord Moon, Onnotangu.
During the WarAgainst 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 moons 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 .

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 ofpure elemental forces, powerful and wise beyond
the ability ofthe 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, orterrible 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 ofendless flame.

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 .

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
ofthe samurai. The Lion might be called the soul ofthe empire:
The samurai ofthe Lion are the paragons ofwarrior 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 .

RECENT HISTORY
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



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. Thedecimated ranks of the
Akodo, disbanded after the Scorpion Clan Coup, were filled
with all the shadow-walkers whohad lost their previous identi-
ties, and the ronin Ginawa was made their daimyo, since he had
pulled Toturi from Jigoku . The newAkodo 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 ofthe steady stream ofrefugees and have agreed
to an alliance with the Phoenix. Nowthat war has erupted, the
Lions fight on the Phoenix side against the Dragons.

LION FAMILIES
The families of the Lion are united by their dedication to the
highest ideals ofthe empire-respect for the ancestors, adher-
ence to the code of bushido, and strength ofarms .
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 Ikoma family maintains the records ofhistory 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 ofthe bard class.
The Kitsu is one ofthe most unusual, enigmatic shugenja fami-

lies in Rokugan, and the only school that forbids entry to mem-
bers ofother clans . To the Kitsus, the spirits oftheir ancestors are
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
the singh rager prestige class described in Chapter 3: Prestige
Classes (although they are usually called "Matsu ragers") .

THE AKODO CHAMPION
The Akodo form the massive army ofthe 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
:ties 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.

REQUIREMENTS
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 (Sir), Craft (Int), Diplomacy (Cha), Iaijutsu Focus
(Cha), Intimidate (Cha), Jump (Sir), 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 Player's Handbook for skiff descriptions. The lai-
jutsu Focus skill is described in Chapter 4 of this book .

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES
The following are class features ofthe Akodo champion .
Weapon andArmor 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 (ifpositive) 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 (ifpositive) 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, anAkodo 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 loth level) . This
bonus stacks with other bonuses to Leadership, including the
Great Diplomat (Asako ancestor) feat .

Inspire Greatness (Su): An Akodo champion of 5th level or
higher can inspire greatness in another creature, granting extra
fighting capability. For every two levels the champion attains
beyond 5th, he can inspire greatness in one additional creature . To
inspire greatness, the Akodo champion must meet his ally's gaze,
and theally must be within 30 feet. Acreature 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 is
mind-affecting ability.



LION LANDS
The Lions live on the wide central plains north of Otosan
Uchi and the Spine ofthe 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 ofYama 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 ofthe Akodo family and the repository of the Lion clan
history. Shiro Matsu lies at the southern edge of Lion lands,
adjacent to the ruins ofBeiden Pass .

ADVENTURE HOOKS
The small city ofTonfajutsen 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 whofrequently 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

twenty members attend this cell's greatest rites and most
important meetings, though only half are usually in attendance
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 herselfwith a loyal cadre of rogues
and maho-tsukai apprentices .
The lands ofthe 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 ofthe empire. Oni are occasionally encountered
in the Spine ofthe World Mountains, and some speculate that a
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 threatfrom the Shadowlands, and can offer no expla-
nation for their appearance so far north.

PHEONIX CLAN

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 ofAkodo's text sits beside a copy
ofthe 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 ofjustice . 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 ifthe 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 .

TABLE 11-4: THE AKODO CHAMPION

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1 st +1 +2 +0 +2 Detect evil
2nd +2 +3 +0 +3 Ancestral favor, Leadership feat, smite evil
3rd +3 +3 +1 +3 Aura of courage
4th +4 +4 +1 +4 Great leader (+1)
5th +5 +4 +1 +4 Inspire greatness (1 ally)
6th +6 +5 +2 +5
7th +7 +5 +2 +5 Great leader (+2), inspire greatness (2 allies)
8th +8 +6 +2 +6
9th +9 +6 +3 +6 Inspire greatness (3 allies)
10th +10 +7 +3 +7 Great leader (+3)



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 mostpious 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 .

RECENT 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 GiseiToshi 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 ofelemental magic and oracles-
incarnations ofthe 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 ofthe Phoenix way.
More recent history continues to affirm an outlook of

Phoenix superiority. Isawa Hochiu is widely regarded as instru-
mental tovictory over the Shadow, for he destroyed Goju Adorai
at Oblivion's Gate . An ancient Phoenix champion, Shiba Mirabu,
rode 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 ofthis record ofsuccess, 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 ofmagic has not won
them any friends among the shugenjas ofthe 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, butTaeruko is a very vocal proponent
ofthe philosophy of Phoenix superiority.

PHEONIX FAMILIES
The 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 ofthe Void) sits on the Council ofFive-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 ofalchemy and herbalism and accomplished crafters of
magic weapons .
The Shibas are the warriors ofthis 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 .

THE SHIBA PROTECTOR
The warriors ofthe 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 : dio .

REQUIREMENTS

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 (Sir),
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 ofthis 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.



TABLE 11-5 : THE SHIBA PROTECTOR

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
5th level, and +6 at 7th level.
Onewith Nothing (Su): Three times per day, a Shiba pro-

tectorof 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

the protector's spell resistance or higher on 1d20 + the spell-
caster's level.
One with All and Nothing(Sp) : AShiba protector ofloth level

has recognized the deep truth that all her ability scores spring
from the same essence. In a moment ofperfect 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 ORACLES
The Five Oracles ofthe 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 ofthemselves 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

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 .

PHEONIX LANDS
The Phoenix dwell in the lush, hillylands ofRokugan'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
high above the forest to shine like a beacon over the Phoenix,
lands. The Agasha dwell closest to the Dragon lands, high in the
mountains that remind them oftheir Dragon homeland .

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special

1 +0 +2 +0 +2 No thought
2 +1 +3 +0 +3 Aid shugenja 1 /day
3 +2 +3 +1 +3 Dancing with the elements +2
4 +3 +4 +1 +4 Aid shugenja 2/day
5 +3 +4 +1 +4 Dancing with the elements +4
6 +4 +5 +2 +5 One with nothing, aid shugenja 3/day
7 +5 +5 +2 +5 Dancing with the elements +6
8 +6 +6 +2 +6 Aid shugenja (maximize) 4/day
9 +6 +6 +3 +6 Diamond soul
10 +7 +7 +3 +7 One with all and nothing



ADVENTURE HOOKS
Morikage Castle, standing high above the city ofMorikage in
the foothills of the Mountains of Regret, was long ago cursed
by a Dragon shugenja whose daughter was scorned by her
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 Iuchiban, 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.

Population : 3,200,000; humans (Scorpion clan noble caste,
12% ; common caste, 88%)

Clan Champion: Bayushi Yojiro (male Scorpion Rog5/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 ofthe 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 ofloyalty.

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 EmperorToturi 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
ofshugenjas brought the pass itselfdown 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 ofthe clan in the wake ofToturi's death.

SCORPION CLAN



First, Toturi's death at the edge oftheir lands, in Shi-
nomen Forest, has put the Scorpions on the defensive,
and Scorpion teams patrol the edge of the forest in
search ofthe oni that killed the Emperor. Second, with
the Cranes engrossed in their war with the
Crabs and the throne of the empire vacant,
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

SCORPION FAMILIES
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 I
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 ofthe empire .
Shosuro characters adopt either the ninja spy prestige class,
detailed in Chapter 3: Prestige Classes, or the assassin prestige
class from the DUNGEON MASTER's 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.

THE BAYUSHI DECEIVER
Most samurai schools teach bushido, the code of honor that
defines 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.
the Bayushi school teaches the skills of warfare, naturally, but
he code ofbehavior it teaches places loyalty-to the clan, to the
school, to the sensei-above all else . The Bayushi are charged
with 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 ofhonor they may cling to .
Most Bayushi deceivers begin play with the rogue character

class, though some are multiclass fighter/rogues or even samu-
ai/rogues. Few Bayushi samurai can maintain the high stan-
lards ofhonor 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

I' for the clan.
Hit Die: d8 .

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 : Bluff8 ranks, Diplomacy 8 ranks.
Feats: Improved Initiative.
Sneak Attack Damage: +2d6 .

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
(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
I 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
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 1d6 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 ifthe target is
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 attack, 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-
ing at a creature with concealment or by striking the limbs ofa
creature whose vitals are beyond reach.



If 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) : ABayushi deceiver of at least
2nd level adds his intelligence modifier to his initiative checks .
Scorpion Feint (Ex): When a Bayushi deceiver of4th level or

higher uses the Bluffskill to feint in combat against a humanoid
opponent, he receives a +2 competency bonus on his Bluffcheck
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

8th level or higher can make an attack of opportunity against
an opponent whohas 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.

Improved Critical Feat : At loth level, a Bayushi deceiver
gains the improved Critical feat with a weapon of his choice .

TABLE 11-6: THE BAYUSHI DECEIVER

POISONS
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 .

TABLE 11-7 : POISON

SCORPION LANDS
The lands ofthe 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" ofScorpion 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.

ADVENTURE HOOKS
The large city ofRyoki Owari is the pride ofScorpion 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 (legaland otherwise) exercising most ofthe powerin
the city. Ryoko Owari is the center of a thriving (but illegal)
opium trade. In addition, it is thehome ofa 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 ofthe city. It has grown in the years ofthe Unicorn
occupation, and a kikage zumi dedicated to Hitomi now con-
trols the cult, with several maho-tsukai under his command. A
map ofRyoko 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 .

Population : 3,600,000; humans (Unicorn clan noble caste,
15%; common caste, 85%)

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +0 +2 +2 +0 Sneak attack +1d6, poison use
2nd +1 +3 +3 +0 Strike first, strike last
3rd +2 +3 +3 +1 Sneak attack +2d6
4th +3 +4 +4 +1 Scorpion feint
5th +3 +4 +4 +1 Sneak attack +3d6
6th +4 +5 +5 +2 Improved Disarm feat
7th +5 +5 +5 +2 Sneak attack +4d6
8th +6 +6 +6 +2 Opportunist
9th +6 +6 +6 +3 Sneak attack +5d6
10th +7 +7 +7 +3 Improved Critical feat

Initial Secondary
Poison Type Damage Damage Price
Wasp venom Injury DC 11 1 Dex 1 Dex 75 gp
Bee venom Injury DC 11 1 Con 1 Con 90 gp
Scorpion Injury DC 11 1d2 Str ld2 Str 100 gp
venom

Snake venom Injury DC 11 1d6 Con ld6 Con 200 gp
Black piper Injury DC 14 1d4 Str ld6 Str 150 gp
venom

jellyfish Contact DC 16 2d12 hp 1d6 Con 300 gp
Ketsu Ingested DC 13 1 Con 1d8 Con 120 gp
Warui paseri Ingested DC 11 1d4 Str l d4 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 DC 15 1 Dex 2d4 Dex 500 gp
Fuantei shi Ingested DC 18 2d6 Con 1d6 Con 300 gp

+ 1d6 Dex
Jeruku ropu Inhaled DC 15 2d4 Dex 2d4 Dex 750 gp
smoke

UNICORN CLAN



Ryoko Owari



Clan Champion : Moto Gaheris
(male Unicorn Sam5/Moto
avenger 10)

Imports : Silver, gold
Exports : Diamonds, wool
Alignment: N

For eight hundred years, the ances-
tors of the Unicorn wandered the
lands outside Rokugan, learning
from the barbarians and creating a culture uniquely their own,
synthesizing elements ofbarbarian 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 Ikoma historian would never allow himself to speak,
such as the deeds ofan 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 ofthe 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
a result, the Unicorns are rapidly becoming nearly as dedicated
as the Crabs to fighting the Shadowlands .

UNICORN FAMILIES
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 Iuchi 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

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 ofan Iuchi shugenja's
spells, replacing the traditional ofudas . The spell is otherwise
unchanged, though the Iuchi school teaches a number ofspells
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 .

THE MOTO AVENGER
Though the Moto who rode in the Shadowlands were extermi-
nated during the Battle ofOblivion'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 oftheir family inheritance. Driven to avenge that
dishonor, they ride into the Shadowlands on theirgrim mission.
Hit Die: d10.

REQUIREMENTS
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 ofVengeance (Ex) : When fighting creatures with the

Shadowlands type modifier or a Taint score, a Moto avenger can
enter a state ofrage, 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 ofthe 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



Craft and Sense Motive .) He can use any feat he might have
except for Expertise, item creation feats, metamagic feats, and
Skill Focus (ifit'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 ofthat 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 ofbenefit ifhe 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 loth 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 loth

level dies, he can will his spirit to ravage his body, tearing and

shredding it to prevent it from being animated . Ifhe 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 funs-
tion, but true resurrection ofcourse will .

TABLE 11-8: THE MOTO AVENGER

UNICORN 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 .

ADVENTURE HOOKS
After the destruction of Beiden Pass during the Spirit Wars,
Yakamo created a great crater in the Spine of the World Moun-
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
ArcWay leads around the northern edge ofthe crater, while the
Way ofNight leads on a more winding path down to the bottom
ofthe 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 ofthe Way of .
Night, and Unicorn scholars have begun excavating these ruins .
They believe they have discovered a lost city, belonging to a civi-
lization not their own, reminiscent ofVolturnum 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 ofbusi-
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 ofa 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
chafed at the Akasha until finally the Akasha expelled a

Class
Level
1st

Base
Attack Bonus

+1

Fort
Save
+2

Ref
Save
+0

Will
Save
+0

Special
Detect Taint, fury of vengeance 3/day

2nd +2 +3 +0 +0 Mettle
3rd +3 +3 +1 +1 Smite Shadowlands 1 /day
4th +4 +4 +1 +1 Fury of vengeance 4/day
5th +5 +4 +1 +1
6th +6 +5 +2 +2 Smite Shadowlands 2/day
7th +7 +5 +2 +2

Fury of vengeance 5/day

vengeance 5/day
8th +8 +6 +2 +2 Greater fury
9th +9 +6 +3 +3 Smite Shadowlands 3/day
10th +10 +7 +3 +3 Bloodied but unbowed, fury of vengeance 6/day



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
ofthe Unicorn clan. During the Spirit Wars, this pearl hatched
like an egg, and a human womannamed Akasha emerged.

THE MINOR CLAMS
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 fewyears.

RECENT HISTORY
Each minor clan has its own story, but the key story of recent

years is the rise and fall ofthe Mantis clan. Under the lead-

ership ofYoritomo, 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 importantclan, 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 FAMILIES
The Mantis clan managed to absorb two other minor clans
during the Clan Wars, so the former Centipede and Wasp clans
are nowMantis clan families. The other minor clans each con-
sist ofa 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 ofa 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 ofshugenja, 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 Shotfeat and its related feats .
The Fox clan (Kitsune family) is the remnant ofthe ancient Ki-

Rin clan that never left Rokugan. Located in the mysterious



woodlands ofthe Kitsune Forest, the Foxes are peaceful scholars
and powerful shugenjas, 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 ofthe first clashes between those clans in 1158 . Only a
handful of Dragonfly clan members now exist, and theyhave 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 ofthe 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 ofShiro Usagi, were later revealed to be part ofa plot
by the mysterious Kolar, and the clan was reinstated in 1134. .
The Tortoise clan is a minor mercantile clan that trades with

the Yobanjin, barbarians whodwell far to the north, across the
mountains ofthe Great Wall ofthe 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 ofmaho 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 ofmaho, 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 ofthe Snake clan to
cut offthe spirit's power.

THE 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 ofthis 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: dio.

REQUIREMENTS
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 ofthe following weapons:

chain, chijiriki, jitte, kama, kusari-gama, nunchaku, sai,
shikomi-zue, siangham, or tonfa).

CLASS SKILLS
The Mantis mercenary's class skills (and the key ability for each 1

skill) are Climb (Str), Craft (Int), Intimidate (Cha), Jump (Str),
Profession (Wis), and Swim (Str). See Chapter 4: Skills in the
Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES
The following are class features ofthe Mantis mercenary.
Weapon andArmor 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.

TwoWeapon Fighting: When wearing
light armor ornoarmor, a Mantis mercenary

can fight with two weapons as ifhe had
the feats Ambidexterity



and Two-Weapon Fighting. He loses this special bonus when
fighting in medium or heavy armor, but notwhen using a double
weapon (such as a kusari-gama) .
Voice ofthe Storm (Su) : AMantis 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.

TABLE 11-9 : THE MANTIS MERCENARY

MINOR CLAN LANDS
The Yoritomo family ofthe 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 ofRegret, in the midst of
Phoenix lands.
The Fox clan dwells in Kitsune Forest, south ofScorpion lands.

The forest is known forthe many spirits that dwell in it, including

the mysterious shapechangers known as kit-
sune, or foxwives . The Dragonfly clan occu-
pied a palace just south of Dragon lands, in
an area embroiled in the Dragon-Phoenix
war. The Sparrow holdings are west of Kit-
sune Forest, abutting the Crab lands. The
Badger clan dwells far to the north of the
Unicorn. The members of the Hare clan
dwell in a castle and a few small villages near
the northern Scorpion lands.

The ruins ofShiro Heichi, the ancestral home ofthe 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.

ADVENTURE 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, luchiban . luchiban 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 ofthe Twilight Moun-
tains is nowhaunted by a ghost called Shakoki Dogu, actually a
collective entity formed of the spirits of the slaughtered Boar. It
is a malicious entity that turns 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 ofthe Snake's dark
maho . The lucky return home disappointed, while the unlucky
do not return at all .

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
tattooed monk prestige class will be disappointed if you disal-
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

(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 ofanother 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 .

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +1 +2 +0 +0 Riding the waves,

two-weapon fighting
2nd +2 +3 +0 +0
3rd +3 +3 +1 +1 Voice of the storm
4th +4 +4 +1 +1
5th +5 +4 +1 +1 Yoritomo's rolling wave
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type of campaign you can create and play using the Orien-
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
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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-
ment to the deep religious faith of its populace, their techno-
logical mastery, and the wealth and grandeur of their civiliza-
tion. 

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
for the homes of the serpent-queen Nagini and her horde of
servitor deities and spirits. Beside these monumental tem-
ples, even the great rulers of the kingdom lived in wooden
houses, as they were unworthy of such a fine home as Nagini
had.
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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.

CULTURE AND
SOCIETY 

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.

THE SEVEN
KINGDOMS

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
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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.

BHALLUKA
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 warlike 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.

BHALLUKA 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. 

GANDHARVA
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.

RGANIZATIONS
Gandharva, as the most pious of the Seven Kingdoms, 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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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 DD&&DD 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.
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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.

KOKAHA
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. 

ORGANIZATIONS
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.

KOKAHA 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.

LAKSHMANA
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.

ORGANIZATIONS
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. 

LAKSHMANA 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). 

NAGA
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-

4



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. 

ORGANIZATIONS
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 spir-
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 Kingdoms.
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 Aaqa, 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, Gandharva, 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.

VRISCIKA
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
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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 Faerûn.) 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.

ORGANIZATIONS
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 LANDS
Vriscika is an island city located in the
middle of the Bahanis River. Lush green
hills rise up on either side of the river,
dotted with estates, tea plantations, and
opium fields. Most of the population lives in
the city proper, however, making Vriscika
easily the most urban of the Seven King-
doms.

THE LOST
KINGDOMS

MAHASARPA
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. 

ZARDULA
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
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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.

CHARACTER
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.

RACE
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

• 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)
• Devapala (sohei)
• Dhuka (rogue)
• Kshatriya (samurai): A Kshatriya of the Seven Kingdoms tra-

ditionally carries an ancestral tulwar (scimitar) and kris
(wavy-bladed dagger). A Kshatriya can improve these
weapons exactly like a samurai’s ancestral daisho.

• Mantrika (sorcerer)
• Muni (monk)
• Shikari (ranger)
• Singh (fighter)
• Swami (wu jen)
• 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: 
• Bear warrior (Bhalluka)
• Henshin mystic (Gandharva)
• Kishi charger (Kokaha)
• Ninja spy (Vriscika)
• Shadow scout (Bhalluka)
• Shapeshifter (any)
• Singh rager (Singh)
• Tattooed monk (Naga)
• Void disciple (Gandharva)
• Weapon master (any)
• 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. 

RELIGION
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.

NAMES
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.
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Family Names: Bharanda, Dorbadani, Falasak,
Ghanukka, Khanjal, Masaluk, Nayaram, Pustalava, and Svara-
gada.

EQUIPMENT
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 lb., 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 SPELLS
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.

MEDITATION DOMAIN
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-
lar metamagic feat). You need not know the Empower Spell feat
to use this ability.

Meditation Domain Spells
1 Trance*
2 Protection from charm*
3 That art thou (see below)
4 Dream sight*
5 Aiming at the target*
6 True seeing
7 Greater scrying
8 Finding the center*
9 Astral projection

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
1 Cobra’s breath*
2 Chameleon*
3 Greater magic fang
4 Snake barrier*
5 Animal growth
6 Eyebite
7 Creeping doom (composed of tiny snakes)
8 Animal shapes
9 Shapechange

These spells affect snakes only.

MAGIC ITEMS
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; Prerequisites: 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. Each 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: — lb.

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:
— lb.

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.
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Caster Level: 11th; Prerequisites: Craft Wondrous Item, animate
objects; Market Price: 21,000 gp; Weight: — lb.

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; Prerequisites: Craft Rod, control winds, freedom
of movement; Market Price: 45,000 gp; Weight: 5 lb.

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; Prerequisites: Craft Wondrous Item, protection
from spirits; Market Price: 10,800 gp; Weight: 1 lb.

Vajra Arrow: This arrow becomes a 3d6 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 lightning
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: —.

NEW MONSTERS
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. 

VAATI
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
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 III (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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WERGADEAM
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.

HOUDEAM
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’s favored class is singh.

HAIKJADEAM
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.

Haikjadeam Characters: A haikjadeam’s favored class is
Kshatriya.

TRYGRIDEAM
Natural Armor: +7 (+1 per 2 character levels)
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—yari

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.

KHEIRDEAM
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).

VINDEAM
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.

VAATI 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 Aaqa 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.

VANARA
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
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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 SOCIETY
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.

ABOUT THE
AUTHOR
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