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INTRODUCTION

ENEMIES

OF THE

regarded the vast expanse of forest before him. His horse

nickered anxiously, but he clucked his tongue and patted
it along the flank, soothing its anxiety. It had dwelt in the wild
as a foal and, while completely domesticated, still showed a fear
of predators from time to time. Perhaps when Kitaro returned
to the Imperial City he would speak to the stable master about
trying to cure such behavior, but for now it was a minor an-
noyance at most. This was too momentous a day to allow such
petty concerns to trouble him.

Doji Kitaro could not keep the grin from his face as he

Riding next to him on a young pony, Kitaro’s valet-in-train-
ing whistled under his breath. “Fortunes!” the boy whispered.
“It goes on forever!”

Normally Kitaro would chide the boy for speaking out of
turn, but today he could only grin wider. “Is it not impressive,
Ito?” he asked.

“It is amazing, my lord!” Ito answered. “I have never seen
anything like it!”

“There is nothing like it,” the Crane magistrate answered
with a nod. “This is the Shinomen Mori, the greatest forest in
the world.”

Ito nodded eagerly, stopping in mid-nod to settle the falcon
on his wrist, which stirred lightly at the motion. The boy whis-
pered something to it, stroking the feathers of its neck to calm
it. Kitaro had seen many masters before that could not so eas-
ily quiet the restless spirit of a raptor. That was the principle
reason he had taken Ito on as a vassal despite the boy’s many
other failings. He had caused some minor embarrassment here
and there with his outbursts in social settings, but it was well
worth it for his amazing gift with the birds.

Falconry was Kitaro’s passion. He devoted every possible
moment to it when he could do so without forsaking his duties
as a magistrate in the Imperial City. It was an interest he had
inherited from his late father, and the private aviary he main-
tained within the city was in his father’s memory. It brought his
mother great joy to visit it and remember.

“My lord,” a voice came from behind them, “I must please
repeat my request. Do not do this. The forest is not safe.”

Kitaro rolled his eyes, drawing a slight snicker from the boy
at his side. To Ito’s credit, he stifled the noise at once and
resumed a calm expression. The boy was learning, the Crane
thought. “We have discussed this already, Hikaru,” he said
loudly. “What can there be in the forest to threaten experienced
hunters like ourselves?”

“If your question is a legitimate one, Kitaro-sama,” Shinjo
Hikaru replied, “then there are any number of accurate an-
swers. Foremost among them, in my opinion, are the Naga.”

“The serpent men?” Kitaru scoffed. “What do we have to fear
from myth and superstition? Really, Hikaru, I thought you were
more practical than that.”

“My father laid eyes upon the ruins himself,” Hikaru said,
a hint of defensiveness in his voice. “The Naga were a warrior
culture, and there may be sentries remaining who will defend
the ruins. This is their domain, not ours.”

“It is the Emperor’s domain,” Kitaro corrected. “And I do not
fear anything as ridiculous as whisperings of serpent-men.”

“As you wish,” Hikaru observed. “There are also the Ne-
zumi, rat-like creatures that I heard of and witnessed during
my training with the Hiruma family of the Crab Clan. They are
little more than animals, but cunning warriors just the same.
The Hiruma think they have warrens within the forest as well.”
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“The Hiruma see specters in every shadow,” Kitaro said.
“That is the sad effect of their duty, which they perform val-
iantly,” he added, seeing Hikaru's face darken. “I find the
likelihood of any such rat... things... fairly low.”

“There are dozens, perhaps hundreds of historical records
indicating the emergence of spirits, unidentified animals, or
even oni from the forest,” Hikaru said. “There are scholars
among my clan who have made it their sole purpose to study
and catalogue these incidents. I have among them a cousin.
He has spoken to me about the matter at length, given that
I have been assigned as a scout in this region in the past.”

“And that, of course, is why I asked you to accompany me
to the forest,” Kitaro said with a smile. “I'm quite grateful you
agreed, of course, but now that we’re here, if you would feel
more comfortable elsewhere, you are of course free to go. Your
colleagues are all on leave, and I would not deprive you of that
if you wish to be elsewhere.”

The young Unicorn samurai frowned. “I do not think that
would be wise, my lord. I would be greatly uncomfortable at
that thought of you in such dangerous surroundings without
some manner of escort. If something were to happen to you,
which I must confess is relatively likely, I would be unable to
forgive myself for your death.” He shook his head. “No, my
lord, this is a matter of honor.”

Kitaro forced a smile. “As you like, then.” He turned to Ito.
“Be careful to unhood the falcon only when we have game
clearly in sight. Hunting in the forest is vastly more difficult
than you are accustomed to, and this forest is, as Hikaru says,
quite unlike any other, and possibly dangerous.”

“I will be careful, Lord Kitaro.”
The Crane smiled. “Very well, then. Let us begin.”

“If I may, my lord,” Ito said cautiously. “What of the tales
of... of doorways between worlds?”

Kitaro chuckled. “Spirit portals? Such things are rare in-
deed, little one. You have nothing to fear here.”

“Some believe that is the origin of the forest’s more unusual
and varied denizens,” Hikaru observed. “Impossible to prove,
of course.”

“Do not alarm the boy with superstition,” Kitaro cautioned,
irritation in his voice for the first time. “I came to hunt, and
by the Fortunes that is what I am going to do. Now, are you
with me or not?”

Kitaro rode into the Shinomen Mori, Ito and Hikaru fol-
lowing behind.




Welcome to Enemies of the Empire, the first sourcebook for
the Legend of the Five Rings Role-playing Game, 4" Edition!
Modern role-playing tradition is for the first book of a new
line to introduce lots of inhuman creatures for your adventur-
ers to fight and kill in order to gain glory in the name of their
lord (or in other games, to gain their treasure, but we don’t
worry too much about that here). With Enemies of the Empire,
we have tried to go a little bit farther, and introduce not only
the creatures that populate the Empire, but also the people
that the samurai of the Great Clans are likely to encounter
in their travels. This book contains mundane creatures, the
denizens of the spirit realms, the twisted inhabitants of the
Shadowlands, the alternately bitter and noble ronin, and ev-
erything else in between. Within these pages you will find
everything you need to place obstacles and challenges in the
path of your players, ensuring that whatever their journey
may be, it will not be an easy one.

This is not simply a book of opponents, however. Enemies
of the Empire also presents the information necessary to
customize the forces described within, making each enemy
unique. Of more interest to players, however, is the informa-
tion available on character mechanics. Players interested in
playing falconers and hunters will find information they need
in the Bestiary chapter, while those with a yen to play a wave
man will find a wide variety of options available to them in
the Ronin chapter. Spider Clan fans will discover more than
they dared hope for in the chapter on the Lost, while those
more interested in the supernatural aspect of the setting may
wish to play a shape-changing spirit as described in the Spir-
its chapter.

Welcome to Enemies of the Empire. We hope Rokugan just
got a lot more interesting.

Qiauging the Threat

One consideration for all GMs to keep in mind is attempting
to challenge players without brutally massacring them in an
incidental encounter that was meant to be little more than a
distraction on the road to the greater plotline. With its greater
emphasis on narrative storytelling than on absolute mechani-
cal equilibrium, this can be a difficult proposition with Leg-
end of the Five Rings. However, the 4% Edition Design Team
is acutely aware that, while the occasional TPK (“total party
kill”) can make for powerful stories, it is also a bit of a buzz-
kill and can severely limit ongoing campaign options. With
that in mind, there are means of approximating the danger
level posed by a potential enemy.

@  Insiht Rank - For human opponents, the best and
most accurate means of gauging an opponent’s po-
tential threat level is by its Insight Rank. This measure
determines the individual’s overall level of growth by
means of his Rings and Skill Ranks, not to mention
access to Techniques. For opponents with access to
Techniques, comparing his Insight Rank to that of the
party will give a relative measure of equality, although
the 25 point increments on which Insight Ranks are
measured still means that there can be some variance
among individual ranks. For opponents without ac-
cess to Techniques, like some ronin, an equal Insight
Rank can indicate that there is a potential advantage,
however slight, on the part of the characters. This is

3
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probably a beneficial thing, as allowing freshly-made
characters a slight advantage over their enemies can
increase enjoyment of the game and provide oppor-
tunities for the characters to be successful early in
their careers.

Attack €& Damace Roris - The hallmark of any com-
bat is the attack and damage combination. On equally
balanced opponents, these should be relatively equal,
barring a strange combination of opponents such as
a bushi and courtier. If these qualities are roughly
equal, then the two opponents have roughly the same
ability to strike and damage opponents. An enemy
with a lower attack roll but higher damage indicate
that it will not be able to strike them regularly, but
when it does, the effects will be drastic and immedi-
ate. A higher attack roll with lower damage indicates
a superior ability to hit with whittling strikes that will
gradually erode the characters’ ability to function.
Ideally, for an even match, the two will have similar
rolls. However, be certain to account for other factors
as described below.

Wounps - A battle between evenly matched opponents
can often be determined by which one has the greater
ability to endure the combat without succumbing
to its wounds. For human opponents, this is rarely
a complicated matter, as most have Wounds that are
very similar at similar Insight Ranks. A creature with
increased durability requires a party with above aver-
age damage production abilities in order to ensure a
fair fight. When comparing Wounds, in particular one
should take into account abilities such as Reduction
and Regeneration, which make it even more difficult
to produce the amount of damage needed to end the
encounter conclusively.

SuPERNATURAL ABILITIES — This is the broadest and most
complicated factor to take into account when try-
ing to gauge the relative threat level of an enemy.
An opponent who has attack rolls, damage rolls, and
wounds that are in keeping with the characters’ abili-
ties can completely outmatch them by simple dint of
having supernatural capacities. This may be some-
thing as simple as Reduction that cripples a party’s
ability to damage the creature, or it may be the abil-
ity to cast spells in a manner equal to shugenja that
brings it in line with the party’s shugenja as well as
its bushi. Unfortunately there is no hard and fast rule
about how this should be gauged, as it will vary quite
a bit from opponent to opponent. Oni, for instance,
have an incredibly broad range of abilities.

@ uonsnponu|
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erdant forests, windy plains, dramatic mountain vis-

s /- tas and forbidding swamplands, all of these and more

can be found within Rokugan’s borders, and all are

home to a great variety of wild animals. Rokugan is one of

the most civilized areas of the world, but its people have great

reverence for the natural world, and thus the beasts of Roku-

gan thrive. The lands governed by the Great Clans of Rokugan

cover an enormous area, and each includes multiple types of

terrain. A brief summary of the more prominent terrain in
each clan’s holdings follows.

The Crab Clan borders the Shadowlands and much of its
territory is blighted and lifeless. However, there is still plenty
of land that remains fertile and energetic. Crab Clan lands
include plains, forests, and swamplands, as well as the Wall
Above the Ocean and Twilight Mountains and a consider-
able amount of coastline. Animals common to their territory
include badgers, bears, boars, crocodiles, falcons, goats, and
stags.

The beautiful and extensive lands of the Crane Clan are
lush and green, with many rolling hills and only a few forests.
The Crane holdings are predominantly coastal and as such
have plenty of open fields and farmlands, although they also
control some coastal mountains as well. Common animals in
their territory include bats, crane, eagles, foxes, oxen, and
stag.

The Dragon Clan controls mainly mountainous and for-
ested regions, although they do have some limited plains in
the foothills of their lands. Common animals in their territory
include badgers, boars, bears, falcons, foxes, goats, tigers,
monkeys, and in the plains, oxen.

The open savannahs of the Lion Clan are the only place
where the Rokugani lion can be found with any frequency,

and even here they are uncommon; were it not for the protec-
tive efforts of the Lion Clan, the noble beasts would surely be
extinct. Lion lands are noted for their rich supplies of game.
Common to their territory are bears, boar, eagles, falcons,
hares, stags, and wolves.

The Islands of Silk and Spice are Rokugan’s most unique
habitat. Many animals that live in the jungles of the Mantis
Clan are found nowhere else in the Empire - for which those
who visit from the mainland are profoundly grateful. Com-
mon inhabitants of the islands include apes, bats, crocodiles,
monkeys, snakes, and a great variety of exotic birds.

The chilly mountains and forests of the Phoenix Clan are
incredibly dense with life despite the long winter season and
abundant snowfall. Common animals in their territory include
badgers, boars, bears, eagles, falcons, foxes, monkeys, oxen,
stags, and wolves. Tigers also sometimes cross the mountains
to prey on the rich land.

The Scorpion Clan dwells in a dangerous area, for in ad-
dition to wooded hills and barren plains, the Scorpion over-
see numerous dense forests, strong rivers, and dangerous
swamps. Common animals in their territory include badgers,
bears, falcons, foxes, oxen, snakes, stags, and wolves.

The vast open plains of the Unicorn Clan stand in contrast
with the northern reaches of the Shinomen Mori, the larg-
est forest in the world, that occupies their southern border.
Horses are of course extremely common in their territory, as
they maintain vast herds on their rolling grasslands. Natu-
ral animals include bears, boar, eagles, foxes, hare, monkeys,
oxen, snakes, stags, and wolves, as well as occasional tigers
from the north.
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FicaTING UNDERWATER 5

Samurai face many dangers, and among these is the !
problem of fighting in or under the water. This may

be a fight against a dangerous aquatic animal, an aquatic §
Shadowlands monster, or even an enemy samurai. Ob-

viously, the greatest danger of fighting in the water is |
the threat of drowning, as outlined in the L5R 4t Edi-
tion Core Rulebook. Moreover, fighting in the water will
weigh down the limbs and weaken blows. The GM can
make water-bound fighting more difficult for the char-
acters in a variety of ways, such as by raising TNs (es-
pecially for larger or clumsier weapons) or forcing the
PCs to use Strength (or as they tire, Stamina) in place of £
Agility for their attack rolls. The GM might also consider |
inflicting stronger penalties on combatants who do not §
i have the Swimming emphasis of Athletics. {

T
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Needless to say, aquatic creatures such as sharks and !
crocodiles do not suffer any penalties while fighting in §

the water. H
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NEw MECHANICS

While most members of the samurai caste have very little to
do with animals outside of horseback riding, there are notable
exceptions. In the domain of war there are the famed Matsu
Beastmasters, known for using lions as weapons of war, and
the notorious Unicorn-trained war dogs. Outside of war, it is
not uncommon for a samurai to train a falcon as a hunting
companion. Falconry is seen as an honorable and worthwhile
pursuit and can come in handy during diplomacy, since hunt-
ing competitions are common diversions at many courts.

NEew ADVANTAGE — INHERITANCE: TRAINED
FaLcoN [MATERIAL] (2 POINTS, 1 POINT FOR
TORITAKA CHARACTERS)

You are in possession of a trained hunting falcon, the most
recent of a long line of carefully bred hunting animals main-
tained by your family’s falconry experts. This falcon is an
exceptional specimen, and increases the number of Wounds it
can sustain at each level by 5. It also rolls one additional die
when making an attack. (The stats for a falcon can be found
in the Book of the Void of the Legend of the Five Rings Role-
playing Game, 4" Edition.)

Beasts of Rokugan

ArE (0zARuU)

Apes are large manlike animals, covered in fur, with high in-
telligence; some breeds are known to be able to utilize crude
stone or wood tools. They are common in the jungles of the
Isles of Silk and Spice, and sometimes appear on the mainland
as well, albeit much more rarely. Apes are not overtly aggres-
sive, but they will defend any intrusion into their territory,
and a perceived threat to their dominance will be met with
brutal retaliation. Any warrior would consider it foolish to
face an enraged ape without weapons.

The stats below represent a typical medium-sized ape. GMs
may depict larger specimens by increasing the Earth Ring,
Strength Trait, and Wounds.

AR 1 EARTH 2 FirRe 2 WaTER 1

REFLEXES 3 StAmINA 4 AciLty 4 STRENGTH 5

Initiative: 4k3 Attack: Smash 5k4 (Simple)

or Bite 4k4 (Complex)

Damage: 5k2 (smash) or Armor TN: 20
3k3 (bite)
Reduction: 4 Wounds: 10: +5; 20: +10;

30: +15; 40: Dead

Skills: Athletics (Climbing) 3
Special Abilities:
&  Fear 1

BADGER (ANAGUMA)

Badgers are small predators with nasty dispositions. While
they are not physically imposing, badgers are known for their
sharp claws and vicious bites. They do not go out of their way
to attack humans, but a cornered or trapped badger will fight
with a ferocity matching that of a samurai. Badgers are found
in all areas of the Rokugani mainland.

Attack: Claws 3k2 (Simple) or
Bite 2k2 (Complex)

Armor TN: 10

Initiative: 2k2

Damage: 1k1 (claws) or
2k2 (bite)
Wounds: 12: +10; 20: Dead




Bar (KouMoORiI)

Bats are usually seen as a good omen in Rokugan, since they
eat insects such as mosquitoes which are often believed to be
a form of Gaki. Bats are nocturnal, and are able to make their
way in the dark by use of echolocation, “seeing” with their
ears. It is rare for a bat to attempt to feed off of a human, but
the occasional rabid or confused bat may try to do so.

AR 2 EARTH 1 FIre 1 WATER 1

PEeRcepTION 3

Attack: Bite 3k3 (Complex)
Armor TN: 20
Wounds: 5: +10; 10: Dead

Skills: Hunting 3

Initiative: 3k3
Damage: 1k1

Special Abilities:

&  Echolocation: Bats may operate in total darkness
without penalty.

&  Swift 3 (when flying)

&  Disease Carrier: Any time a character is bitten by
a bat, there is a 1 in 10 chance that the character
catches a sickness from the bite. Unless treated with
magic or the Medicine skill (TN 30), the character will
suffer from chronic fevers, chills, and muscle aches,
reducing all physical Traits by 1. If left untreated over
the long term, the illness may eventually result in per-
manent physical damage or death, at the discretion
of the GM.

BEAR (KuMA)

Bears are large omnivorous mammals found throughout
mainland Rokugan. The most common varieties are the black
bear and the brown bear. Black bears are found more often
in the lands of the Crane than elsewhere, while brown bears
are most plentiful in Phoenix lands. Black bears are noted for
being smaller than brown bears and far less aggressive; how-
ever, all mother bears are fiercely protective of their young
and will tear any threatening creature to pieces.

Hungry bears are dogged hunters, pursuing their victims
relentlessly, although they cannot run downhill. Black bears
will climb trees to get their prey, while brown bears prefer to
knock trees over. Aggressive bears can be terrifying, for they
are notoriously difficult to kill. An angry bear can threaten
even a group of armed samurai.

AR 1 EARTH 6 Fire 1 WATER 2

REFLEXES 3 - Aciuny 4 STRENGTH 7

Attack: Claws 6k4 (Simple)
or Bite 5k4 (Complex)

Armor TN: 20

Initiative: 4k3

Damage: 7k3 (claws) or
4k3 (bite)

Reduction: 9 Wounds: 30: +5; 60: +10;

............................................................ P Drad;
Special Abilities:
&%  Fear 2
@  Swift 3 (except when going downhill)
@  Huge
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BoARrR (INOSHISHI)

Boars are medium-sized mammals related to pigs, differing
from their smaller cousins by their thick hides, bristly fur,
and the two large tusks located at the ends of their jaws.
Although herbivorous, they are dangerous and aggressive
animals, notoriously difficult to kill, and the only thing easier
than underestimating a boar is being disemboweled by one.
Boars may travel alone or in herds, and viciously assault all
predators. Samurai consider hunting boar to be great sport,
doing so with bows and spears.

AR 1 EArTH 5 Fire 1 WATER 2

REFLEXES 3 - AclLy 3 STRENGTH 4

Initiative: 4k3 Attack: Tusks 5k3 (Complex)
Damage: 5k2 Armor TN: 20
Reduction: 12 Wounds: 30: +5; 75: Dead

Skills: Jiujutsu 3
Special Abilities:

%  Disembowel: A boar may initiate Grapple attempts
with its tusks. While it controls the Grapple the boar
delivers 4k4 damage to its opponent every round.

&  Goring Charge: When a boar is in the Full Attack
Stance, it can attack as a Simple Action instead of
a Complex Action, and adds +1R1 to its attack and
damage rolls.

%  Huge.

Car (NEkO)

Cats in Rokugan are the subject of considerable supersti-
tion, and some peasants believe them to be shape-changers
or friendly spirits. They are sometimes kept as pets, and
many monasteries and villages also encourage their presence
because they reduce the number of rats and other vermin.
However, in some regions rats are regarded as lucky animals,
especially among the Scorpion, and these folk take a darker
view of cats. Due to their hunting of vermin, cats sometimes
become carriers of diseases.

Cats do not like fighting and will try to flee if they take 5
or more Wounds.

Attack: Bite 4k3 (Complex) or
Claw 3k3 (Complex)

Armor TN: 25

Initiative: 4k4

Damage: 1k1 (bite), 1k1
(claws)

Wounds: 5: +5; 10: +15;

Skills: Athletics 4, Hunting 3
Special Abilities:

&  Cat Scratch Fever: Whenever a character is scratched
by a cat, there is a 1 in 10 chance that the character
will become sick. This will result in fever and inflam-
mation for 1 to 3 weeks, inflicting a -1k0 penalty to
all actions until cured (spells or Medicine TN 30) or
the disease runs its course.

&  Low-light Vision: Cats operate normally in dim light
(such as starlight), although they are still blinded by
complete darkness.

CRANE (Tsuru)

Wild crane in flight are the subject of numerous Rokugani
poems and paintings. Cranes are no threat to humans, and
samurai will not harm them, but the occasional ronin will
hunt them. Samurai of the Crane Clan in particular see killing
one of their namesake birds as an act of needless destruction
of innocent beauty, and no one ever shoots at a crane in their
presence.

AR 1 EARTH 1 Fire 1 WATER 1

REFLEXES 4 - Aciury 3 PERCEPTION 2

Attack: Beak 3k3 (Complex)
Armor TN: 25
Wounds: 6: +5; 12: Dead

Initiative: 4k4
Damage: 2k1

Special Abilities:
@  Swift 4 (when flying)



CrocopiLE (WANI)

Crocodiles are large four-legged amphibious reptiles known

for preying on humans. The largest crocodile may be twenty:-

feet long and weigh nearly 3000 pounds. While they not com-
mon in Rokugan, they can be found in several rivers and
many coastal swamps, as well as on the Isles of Silk and
Spice. Crocodiles hunt by lying still, either appearing to be
logs or disappearing below the surface of the water, then
lunging at convenient prey. They like to seize prey in their
jaws and then spin and thrash in the water to further damage
and potentially drown their victim.

Hieroglyphics found in the ruins of the long-lost troll civi-
lization suggest that the trolls once kept crocodiles as pets and
perhaps as war beasts, although any such connection between
the races has long since vanished.

AR 1 EARTH 3 Fire 2 WATER 2

REFLEXES 3 STAMINA 4 AciLty 4 STRENGTH 4

Initiative: 4k3 Attack: Bite 5k4 (Complex)

Damage: 4k4 bite Armor TN: 20
Reduction: 5 Wounds: 24: +5; 36: +10;
64: Dead

Skills: Stealth 2
Special Abilities:

&  Aquatic: Crocodiles swim in water as easily as they
move on land, if not easier. They do not need to make
a Skill roll to swim.

&  Fear 2

&  Fleet 2 (while swimming)

&  Tenacious Jaws: Crocodiles who bite someone may
hold onto them with a Contested Strength roll, in-
flicting an additional 2k2 damage each Turn. If this
happens in water, the victim will begin drowning on
subsequent rounds.

EAGLE (WASHI)

The largest raptor in Rokugan is the golden eagle. While fal-
cons are far more swift than eagles, eagles are known for
their surprising strength and have even been known to make
prey of goats. It is possible to train an eagle as a hunting
companion in the same manner as a falcon, but this is far less
common, as eagles have a more aggressive and less predict-
able nature than falcons and even trained eagles may attack
humans. An eagle which takes 7 or more Wounds cannot fly
until it heals.

AR 1 EArTH 1 Fire 1 WATER 2

REFLEXES 5 - Aciuty 4 PEeRcEPTION 4

Initiative: 5k5 Attack: beak/talons (Complex)

5k4
Damage: 2k2 Armor TN: 30
Wounds: 7: +5; 15: Dead

Special Abilities:

@  Swift 3 (when flying)
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ELEPHANT (ZO)

Elephants are native to the distant realm known as the Ivory
Kingdoms and are all but unheard-of within Rokugan. Some
samurai have imported elephants as curiosities, but there have
never been more than four in the Empire at any one time.

Elephants are striking creatures, very large and surpris-
ingly intelligent. While they appear fearsome, elephants are
herbivores and are usually mild in nature, becoming violent
only when they or their young are threatened. An enraged
elephant, however, is very much a creature to avoid.

Initiative: 4R3 Attack: Tusks 4k3 (Complex),
Stamp 5k4 (Complex)

Damage: 7k2 (tusks), Armor TN: 20

4k4 (stamp)

Reduction: 7 Wounds: 20: +5; 40: +10;

60: +15; 80: +20; 100: Dead

Special Abilities:

%  Charge: If an elephant is in the Full Attack Stance and
moves at least ten feet, it can attack with its tusks as a
Simple Action instead of a Complex Action.

@  Fear 2

%  Huge

Frying SQUIRREL (MusASABI)

The flying squirrel is the largest Rokugani squirrel. It can leap
and glide great distances, using a web of skin that connects
its front and rear paws on each side. Flying squirrels are not
particularly bright or threatening, and are often hunted - by
samurai archers for target practice, or by poor peasants who
are willing to set aside their distaste for meat in order to stay
fed.

AR 2 EARTH 1 Fire 1 WATER 1

REFLEXES 4 - Aciuty 2 PERCEPTION 2

Initiative: 4k4 Attack: Teeth 3k2 (Complex)

Damage: 1k1 (cannot Armor TN: 25
explode)

Wounds: 6: +5; 12: Dead

Skills: Athletics 5
Special Abilities:

@  Glider: The squirrel can glide from higher locations to
lower ones as a Complex Action. It is considered to be
Swift 4 (instead of Swift 2) when gliding.

Arensag
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Fox (KiTSUNE)

Foxes are small vulpine creatures, distantly related to dogs.
They are common throughout the forests of Rokugan, espe-
cially in the Kitsune Mori and Isawa Mori. Foxes are known
for their cunning and swiftness as well as their ability to stalk
undetected. They pose no threat to humans, but often prey
on chickens and other farm animals, and as a result many
Rokugani hunt them.

Hunting of foxes is by no means universal, however, since
they are often closely associated with the fox-spirits of Chi-
kushudo. In regions where contact with animal spirits is wide-
spread, such as the Kitsune Mori, killing a fox is considered
dangerous and potentially deeply unlucky. Supposedly, fox
spirits have green eyes, and many superstitious hunters will
try to see the eyes of a fox before they will shoot at it.

AR 2 EARTH 1 Fire 1 WATER 1

REFLEXES 4 STAMINA 2 Aciuty 3 PERCEPTION 3

Attack: Bite 4k3 (Complex)
Damage: 2k2 (bite) Armor TN: 25
Reduction: 3 Wounds: 12: +10; 24: Dead

Skills: Athletics 2, Stealth 3
Special Abilities:
S Swift 2

Initiative: 5k4

F_S

Goar (KAMOSHIKA)

Rokugani goats are among the largest species of goat in the
world, standing up to three feet tall and weighing up to 290
pounds. They are notable for their shaggy dark fur and white
faces. Both males and females have short horns.

The hardy goat is found in all Rokugani forests and is no-

|1 table for its tenacity as well as its surprising dexterity. The

animal is a herbivore and normally docile, but will not hesi-

~ tate to drive off threatening intruders.

AR 1 EARTH 2 FIRe 1 WATER 1

REFLEXES 2 - Aciuty 3 STRENGTH 2

Initiative: 2k2 Attack: Horns 4k3 (Complex)
Damage: 3k2 Armor TN: 15
Reduction: 4 Wounds: 16: +10; 32: Dead

Skills: Athletics 2

Special Abilities:
D Swift 2
&  Headbutt: Goats gain a Free Raise for Knockdown at-
tempts.

HARE (UsAGI)

Small, fast, and wary, hares can be found nearly anywhere on
the Rokugani mainland. They are common game for falcon-
ers, though of course proper samurai will not actually eat
such red meat. The occasional starving ronin may not be so
choosy, however. A fleeing hare will tend to run in a large
circle, eventually ending up in its starting place, a habit ex-
ploited by experienced hunters.

AR 1 EARTH 1 Fire 1 WATER 1

PeRcepTION 3

Attack: None
Armor TN: 20
Wounds: 5: +10; 10: Dead

Skills: Athletics 5

Initiative: 4k4

Damage: None

Special Abilities:
S Swift 3

MONKEY (SARuU)

Far more numerous than their larger ape cousins, monkeys
are found in many parts of the Rokugani mainland as well
as on the Mantis Isles. Some of them even dwell in the cold
mountains of the north, warming themselves in natural hot
springs. Monkeys are intelligent and playful, very curious
about humans, and will often root through a human’s posses-
sions or explore their residence.



Monkeys are not a physical danger to samurai, or even
to most peasants, but their thieving and destructive nature
can make them a considerable nuisance. Smaller breeds of
monkey are sometimes kept as pets by nobles - these types of
monkeys will have Strength and Agility of 2.

AR 2 EARTH 1 Fire 2 WATER 1

STAMINA 2 Aciuty 3 STRENGTH 3

Initiative: 5k4 Attack: Bite 3k3 (Complex)
Damage: 3k1 (bite) Armor TN: 25

Wounds: 8: +5; 16: +10;
24: Dead

Skills: Athletics (Leaping) 5
Special Abilities:
@  Swift 2

Octorus AND Squip (TAkO)

Octopi are aquatic eight-tentacled creatures with soft and
swollen bodies, inhabiting the waters off of Rokugan’s coasts.
Squid are similar to octopi but have a tougher body, longer
and more dangerous tentacles, and a larger beak-like mouth.
There are dozens of octopus and squid species local to Roku-
gan, and many are very small and harmless. Giant octopi do
exist, however, and can reach a size of between fourteen and
twenty feet. Giant squid may grow even larger, up to thirty
or forty feet long, although such huge specimens are only
found deep beneath the waves. Both squid and octopi are
eaten throughout Rokugan, fresh or in dried or smoked forms.

Octopi are usually not aggressive animals. Most species of
octopus have the ability to expel a dark cloud of ink to ob-
struct the vision of their enemies, and many of them can also
change the color and texture of their skin so as to appear as
harmless rocks or blend in with the sea-floor. However, an
alarmed octopus may lash out at its attacker, strangling or
drowning the unwary. An octopus will attempt to flee from a
combat in which it takes at least 20 Wounds. Squid are more
aggressive predators and larger squid may attack almost any
creature they encounter, fighting to the death.

The stats listed here are for a larger specimen of either spe-
cies, since those are the only types likely to threaten samurai.

Initiative: 4k3 Attack: Tentacles 5k4 (Simple),

Beak 4k4 (Complex)

Damage: 4k4 (arms), Armor TN: 20

2k2 (beak)
Reduction: 5 (squid Wounds: 16: +6; 32: +12;
only) 48: Dead

Skills: Jiujutsu 5, Stealth (Hiding, Ambush) 5
Special Abilities:

&  Color Change (Octopus only): The octopus’ natural
ability to change its color allows it to blend into the
sea bottom. If it can spend a Simple Action to conceal
itself in this way, it gains +1k1 on its Stealth Skill
Roll to hide.

&  Jet Propulsion: A squid or octopus may fire a jet of
water to move at a greatly increased rate. If the crea-
ture takes a Complex Action to move, it may move up
to its Water x30.

&  Poison Bite: On a successful attack with its beak, a
squid or octopus will afflict its target with a paralyz-
ing venom. The target is Dazed for four Rounds, recov-
ering during the Reactions Stage of the fourth round.
If the victim rolls Stamina at TN 20, the Dazed effect
lasts only two rounds instead.

SHARK (A0OI1ZAME)

There are several varieties of shark native to Rokugan’s wa-
ters, many of which are too small or inoffensive to threaten
humans. The most common dangerous variety, the aoizame
(also sometimes called the mako) is a fleet, aggressive ani-
mal about four feet long. These sharks rarely attack humans,
but when they do attack they do so swiftly and mercilessly.
Sharks have a tendency to attack in a berserker-like fury
when they smell blood in the water, which they are capable of
doing from great distances. For this reason sharks are held in
reverence by both the Hiruma family and, ironically, some of
the smaller Bloodspeaker Cult sects.

A samurai caught in the water with crazed sharks is in a
precarious position indeed. His best chance may be to strike
the shark on the nose, which often upsets or drives off the
beast.

AR 1 EARTH 1 Fire 1

STAMINA 2

Initiative: 4k4 Attack: Bite 4k3 (Complex)
Damage: 4k2 Armor TN: 30
Reduction: 3 Wounds: 12: +10; 24: Dead

Skills: Hunting 3
Special Abilities:

%  Blood Frenzy: Sharks become enraged by the presence
of blood in the water, which they can smell up to a
half mile away. A shark in blood frenzy will attack
the nearest prey even if it is not hungry. While in this
frenzied state a shark rolls +1k1 for all Initiative, At-
tack and Damage Rolls.

Swift 4
Vulnerability: A successful Called Shot to the shark’s
nose (2 Raises) will inflict a Fear 3 effect on it.
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SHARK, HOHOJIROZAME

The largest breed of shark found in Rokugan’s water, the ho-
hojirozame or “white-cheeked shark” can grow to be up to ten
feet long, and has jaws powerful enough to bite a grown man
in half. It does not like to eat humans but it is an aggressive
animal and is much more likely to attack than the smaller
aoizame shark.

AR 1 EARTH 2 Fire 1 WATER 3

REFLEXES 4 STAMINA 3 AclLy 4 STRENGTH 4

Attack: Bite 5k4 (Complex)
Damage: 7k3 Armor TN: 25
Reduction: 5 Wounds: 18: +10; 36: Dead

Skills: Hunting 4

Initiative: 4k4

Special Abilities:

&  Blood Frenzy: Sharks become enraged by the presence
of blood in the water, which they can smell up to a
half mile away. A shark in blood frenzy will attack
the nearest prey even if it is not hungry. While in this
frenzied state a shark rolls +1k1 for all Initiative, At-
tack and Damage Rolls.

Fear 2.

Huge.

Swift 4.

Vulnerability: A successful Called Shot to the shark’s
nose (2 Raises) will inflict a Fear 3 effect on it.
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SNAKE (HEBI), CONSTRICTOR

Over three dozen varieties of snake make their home in Roku-
gan. While not often seen, snakes are present in the lands of
every clan and often play a big part in keeping the populace
healthy by eating vermin species. No definite link is known
between mundane snakes and the serpentine race of the Naga,
although samurai often assume the two are connected and
those who respect the Naga will try to avoid killing snakes
unless necessary.

Constrictor snakes are large beasts, anywhere from eight to
fifteen feet long. They are generally found only in the Mantis
Isles, although they occasionally appear in the southern coast-
al swamps of Rokugan as well. They are stealthy predators,
lurking in trees, streams, or marshes until their prey comes
close enough to seize and constrict. They are willing to attack
humans, but prefer smaller and less well-defended prey.

AR 1 EArTH 3 Fire 1 WATER 2

REFLEXES 3 STAMINA 4 AciLty 3 STRENGTH 4

Initiative: 3k3 Attack: Bite 3k3 (Complex) or
Grapple 7k3 (Complex)

Damage: Bite 1k1, Armor TN: 20

Grapple 4k1

Reduction: 3 Wounds: 16: +5; 32: +10;

48: Dead

Skills: Jiujutsu 4, Stealth 4
Special Abilities:

@  Squeeze: When using its Grappling attack, the con-
strictor snake will always choose to inflict damage
while it controls the Grapple. (It rolls 8k4 to main-
tain control of the Grapple.) After a victim has taken
Grappling damage for a number of consecutive Rounds
equal to its Stamina, it will begin to suffocate, taking
another 2k2 Wounds per Round.




Snake (HeB1), PoisoNous Asp

Poisonous snakes are found throughout Rokugan but are most
common in the central and southern parts of the Empire. The
Scorpion Clan uses their venom for its own sinister purposes,
and other, more secretive organizations also harvest snake
venom. Asps are generally small, two or at the most three feet
long, and are usually not aggressive, though they will not
hesitate to bite if they are frightened or angered.

AR 1 EARTH 2 Fire 1 WATER 1

REFLEXES 3 - Aciuty 3 PERCEPTION 2

Attack: Bite 3k3 (Complex)
Armor TN: 20

Initiative: 3k3

Damage: 1k1 (plus
venom)

Wounds: 6: +10; 12: Dead

Skills: Stealth 5
Special Abilities:

@  Venom: Asp venom is only dangerous if it is intro-
duced into the bloodstream (via a bite). It reduces
the target’s Agility, Reflexes, Stamina, and Strength
by 1 each hour. At the beginning of the second and
each subsequent hour, the target may make a Stamina
Roll (TN 25) to prevent suffering additional penal-
ties for that hour. Otherwise, these penalties continue
to accrue until the target succeeds on three consecu-
tive rolls, the poison is treated, 24 hours pass, or the
target has an uninterrupted eight hour period to rest.
If Stamina is reduced to O by the poison, Earth and
Wounds become 0 as well, and the victim dies. Re-
duced Traits return at the end of 24 hours if the victim
survives.

S1AG (SHIKA)

The stag is the most widespread game animal in Rokugan.
They are prized for their swiftness and the challenge they
present to hunters. It is not uncommon for proud hunters to
decorate their kabuto with the horns of their kills, and ronin
use this to advertise their hunting prowess to potential em-
ployers. Due to Rokugani dietary beliefs, stag meat (venison)
is normally only eaten by eta, although peasants and even
samurai have sometimes eaten it when they had no other
choice.

Stags stand around four feet tall and can have very large
horns. Most of them are brown or reddish in color and have
a pattern of white spots near their hindquarters. Exceptions
are the deer of the Mantis Isles, which frequently are a deeper
red and spotless, and the occasional white stags found in the
lands of the Seppun family.

AR 2 EARTH 1 FIre 1 WATER 2

REFLEXES 5 STAMINA 3 Aciuty 3 STRENGTH 4

Initiative: 5k5 Attack: Gore 3k3 (Complex)

Damage: 4k2 Armor TN: 30
Reduction: 3 Wounds: 12: +10; 24: +20;
36: Dead

Skills: Stealth 2

f

Special Abilities: [
&  Rut: During their mating season, male stags become |
!

much more aggressive and careless. They roll +1k1 |

on Attack rolls but lose all Ranks in the Stealth Skill. |

@ Swift 3

TiGeR (ToORA)

Tigers are massive predatory felines, even larger than lions.
Their fur is usually a pattern of white, orange, and black
stripes, but some breeds lack the orange coloration and all-
white tigers have occasionally been reported. Tigers are not
pack animals, preferring solitude and viciously defending
their territory against all intruders. While their solitary be-
havior may make them seem less dangerous than lions, tigers
are intelligent and aggressive hunters, strong swimmers, and
seem to have a taste for human flesh. They are extremely dif-
ficult to domesticate, although wealthy noblemen will some-
times keep them as (well-guarded) pets.

Tigers in Rokugan are found primarily in the northern re-
gions of the Empire, crossing the Great Wall of the North
Mountains from the steppes. A more tropical variety of tiger is
found in the Ivory Kingdoms and these beasts have sometimes
been imported to the Mantis Isles as curiosities. Regardless, all
forms of tiger are dangerous and they have little fear of men.

AR 2 EArTH 3 Fire 2 WATER 3

REFLEXES 4 STAMINA 4 Aciuty 4 STRENGTH 4

Attack: Claws 6k4 (Complex) or
Bite 4k4 (Complex)

Armor TN: 25

Initiative: 5k4

Damage: 5k2 (claws) or
3k3 (bite)
Reduction: 4 Wounds: 24: +10; 48: Dead

Skills: Hunting 4, Stealth 4
Special Abilities:

&  Fear 2.

®  Swift 1.

—
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ENEMIES OF THE EMPIRE

“What do you know of the Bloodspeakers? Or the name hichiban? Children’s stories no doubt, told to misbehaving boys.

But Iuchiban is more than just a name. He is perhaps the greatest threat the Empire has ever seen, and he lives still.

»

— Kunrt VistaN, WiTcH HUNTER, LATE ELEVENTH CENTURY

THE ORIGINS OF JUCHIBAN

he history of the sinister cult known variously as the
T Bloodspeakers or the Cult of the Blood Red Moon be-

gins with the sorcerer called Iuchiban, and revolves
around his life, his various defeats, and his ultimate demise.

Hantei Jama was the younger brother of the Hantei Em-
peror who reigned at the turn of the sixth century. In keeping
with tradition, when his brother took the throne he joined the
Otomo family to eliminate any conflict of inheritance with
his older sibling. However, Jama from earliest childhood was
a deeply embittered soul, jealous of his brother’s power and
hating the Rokugani power structure that had shunted him off
as unimportant. A key youthful experience took place when
his brother fell ill and it briefly appeared he might become
the heir. Suddenly all the other noble children in the Imperial
capital were Jama'’s friends, playing with him and hanging on
his every word... only to abandon him the moment his brother
recovered. “I thought you were my friends,” Jama protested.
“We thought you were going to be Emperor,” they replied.

As an adult, Jama buried himself in study and research,
seeking a means to redress his unhappy and powerless condi-
tion. He was consumed with the belief that he deserved better
and there must be some way for him to gain what was right-
fully his. Although he maintained the outward appearance of
a loyal and scholarly Otomo nobleman, Jama plotted treason
and rebellion.

In the final year of the fifth century, Jama discovered the

long-forgotten journals of Kuni Nakanu, a Crab priest who
had conducted forbidden research into the undead. (For more

information on Nakanu, see the “Undead” chapter elsewhere
in this book.) These journals contained the basics of what the
Empire would come to know as maho, forbidden blood magic.
Jama studied them for years and soon began to build on the
basic knowledge they contained. He also began to recruit fol-
lowers, fellow malcontents who were drawn to his megalo-
maniacal charisma. The most select of these were allowed to
join him in the active study of maho and would eventually
become his chief lieutenants in the emerging cult: Jama Suru
and Asahina Yajinden.

Otomo Jama’s obsession with power did not stop with
maho. He dreamed of a way to escape the grip of the Celestial
Wheel and become immortal. In the early sixth century he
and several of his senior cult followers traveled into the Burn-
ing Sands, pursuing legends of gaijin sorcerers who could not
be killed. The perilous voyage would claim the lives of all but
himself, Suru, and Yajinden. However, it bore terrible fruit —
Jama discovered the secrets of the Khadi, the immortal sorcer-
ers who resided in the Senpet lands. How exactly he learned
their secrets remains unknown, although a shapeshifting gai-
jin demon called Adisabah the Cruel would later claim some
of the credit. Regardless, after Jama returned to Rokugan he
did not hesitate to use the abominable ritual. He mystically
removed his own heart from his chest, sealing it in a hid-
den box. The Khadi ritual made him immortal so long as his
heart was intact, as well as greatly enhancing his sorcerous
power. It was in the wake of this terrible act that he took the
cult name of Iuchiban, the Bloodspeaker, although he would
continue to go by the name Otomo Jama in public for several
more years.
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o IucHiBAN’S EARLY PLOTS
. : _ ' THE EARLY FOLLO\VERS: : Yhe followers of the first Bloodspeaker joined him in pursuing

AS AHINA Y AJINDEN his goal of seizing power within the Empire. Jama Suru and

* Juchiban gathered new recruits while Yajinden used his sinister

Few who knew Asahina Yajinden would have thought talents to create more and more artifacts for the cult’s use.
him likely to become one of the most terrible blood sor- Iuchiban proved quite skilled at luring those with similar
cerers to plague the Empire. In his early years he was a goals and beliefs into his expanding organization. Disgruntled
quiet boy who studied the Asahina family arts, especially peasants were an especially fertile recruiting ground, but embit-
the creation of magical fetishes known as Tsangusuri. Even tered or power-hungry samurai were also excellent resources
as a student he showed an unmatched joy in such creations, SRR I N e L R 1] especially favorable, for their
and after his gempukku he became one of the family’s most own legacy was one of power pursued with little regard for the
promising young magical artisans. His teachers predicted consequences. Isawa himself was long rumored to have used
great things for him. But it was Yajinden’s very talents  some form of blood magic in the dawn of the Empire, and his
which were his undoing. The creation of Tsangusuri soon . it z ;
practices took a long time completely dying. The early maho

became so easy for him as to be child’s play, lacking any It k he T S £l laimed d f
challenge to his skills. Craving new challenges and new S hpRne IR IE pous-ol ISdda Salinel Jegraut Mon

knowledge, he set out on a tour of the Empire, departing Isawa’s brother Takeshi, and when Iuchiban rose to prominence
: the isolated temples of the Asahina family. they willingly chose to ally with him and join his larger orga-

nization.

This journey eventually took him to the Imperial Capi-
tal, and it was there he first met Otomo Jama, first in his Yajinden’s most notable early contribution to the cult was the

public identity and later in his hidden guise as the leader creation of porcelain masks which could reanimate corpses as
(IR0 TSy (e ta Vel 23 (oYoTs Lp1r) (S s GOI (MET s (Ss Bt leestulols @ | obedient zombies. At one of the cult’s early rituals, he under-
quickly to the older man’s dark charisma and promises of took the extreme experiment of placing the first and most pow-
power and glory. Iuchiban showed him new ways to use his erful of these sinister masks on the face of a runaway peasant
arts, ways that would allow him to create more powerful boy, Fushiki. The hideous mask burned through the boy’s flesh
artifacts than ever before — and to overthrow the estab- and fused with his skull, transforming him into a self-willed
lished orde'r of Rokugan. In the new world Iuchiban would zombie. The kansen bound into the mask taught him terrible
create, Yajinden would be his cl'lief lieutenant, elevated new secretstand Fushiki - known within the cult as “the Face of
above all others by the power of his superb talents. the Grave” - became the cult’s principle crafter of the porcelain
Yajinden was a major figure in the early Bloodspeaker masks, freeing Yajinden to pursue work on even more potent
Cult’s rise to power, crafting innumerable dark artifacts [pSvevTrowe
including the porcelain masks they used to animate corpses §
and, of course, the dreaded Bloodswords (discussed later
in this chapter).

ENEMIES OF THE EMPIRE
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- It was Yajinden’s relentless quest to create more powerful
§ artifacts that would give birth to the cult’s most sinister early
i plot - and the scheme that ultimately brought about its defeat.
Yajinden had acquired the terrible relic known as the Anvil of
Despair, an artifact created from the blood of the First Oni and
the souls of the lost Boar Clan. He used the Anvil to create four
¥ swords of terrible power, the so-called Bloodswords: Ambi-
tion, Judgment, Passion, and Vengeance. In turn, Otomo
Jama arranged for these swords to be gifted to the
champions of the Scorpion, Crab, Crane, and Lion
Clans, intending their power would destroy these
leaders and plunge the Empire into chaos.

The Bloodspeakers { _ﬁ:\]
\

Three of the swords did their work all too well.
The lord of the Crane, recipient of Passion, publicly
confessed his love for a geisha half his age, then com-
mitﬁd suicide by leaping into the Sea of Amaterasu.
Thef'iord of the Crab, recipient of Judgment, murdered
is ¢ wn family for their putative moral failings, then
umitted suicide when he decided he himself was un-
thy to live. The Champion of the Lion went mad
fury at a minor insult from a Dragon courtier and
,000 Lion troops in a disastrous assault on the
ountains. So devastating was the defeat that
studied it for centuries after, determined not to
 its mistakes.



The one exception to this litany of catastrophe was the Scor-
pion Champion. Bayushi Rikoji was highly suspicious of the
beautiful sword which arrived unexpectedly from the Imperial
capital. Rather than accept it for himself, he placed it into care-
ful storage in the tunnels beneath Kyuden Bayushi. Then he
dispatched a trusted magistrate, Soshi Takasho, to visit the capi-
tal and learn the source of this strange weapon. Takasho would
join forces with a Lion magistrate, Akodo Minobe, and the two
would eventually uncover the truth about Otomo Jama.

THE BATTLE OF STOLEN (GRAVES

In the year 510, Takasho and Minobe tracked down the head-
quarters of the Bloodspeaker Cult within the Imperial capital,
Otosan Uchi itself. Iuchiban and his followers were in hiding
near the Imperial Crypts, just weeks away from unleashing
an army of undead reanimated from the Crypts themselves.
When Takasho and Minobe exposed him, Iuchiban hastily
animated as many corpses as he could, and the sheer horror
of facing an army of their own ancestors’ bodies nearly broke
the Imperial forces. It was Minobe who rallied them with a
furious shout of “Blasphemy!” as he cut down the first of the
zombies. Inspired by his example, the Empire’s samurai rallied
and defeated the undead horde, while Takasho slipped into the
Bloodspeakers’ lair and captured Iuchiban himself.

This conflict would be known later as the Battle of Stolen
Graves, and it brought about a major social change in Roku-
gan. Horrified by the desecration of ancestral corpses with
mabho rituals, the Emperor proclaimed that henceforth all dead
bodies would be cremated before the bones were buried. This
tradition continues in Rokugan to the present day, although
most have forgotten the reason behind it.

Iuchiban and his cult were defeated and most of his fol-
lowers, including Jama Suru, were killed. However, the Roku-
gani discovered to their horror that the Bloodspeaker himself
could not be slain. Bound in chains of blessed jade, he was
helpless to use his terrible powers, but some of his followers
had escaped; how long would it be before they tried to set
him free? Even worse, Jama was of Imperial blood, a terrible
blight on the name of Hantei. For days the Emperor and his
chief advisors agonized over what was to be done, but finally
a Crab engineer named Kaiu Gineza proposed a solution: he
would build a tomb, a unique and marvelous prison, with an
array of traps making it impenetrable to all enemies. There
Iuchiban’s immortal body would be entombed forever.

The Tomb was one of the most secretive and important en-
gineering projects in Rokugani history. Gineza built not only
the main Tomb but also two duplicates, all of them in remote
locations, and each with a sworn force of Imperial soldiers to
guard it. When the final Tomb was complete, the Kaiu walked
inside, activating each of the traps, and stayed within to die.
The secrets of the Tomb’s design died with him.

Asahina Yajinden had also been taken prisoner, and he was
handed over to his own family for punishment. The pacifis-
tic Asahina devised what they thought was an appropriate
punishment, wiping his memories and leaving him as a child-
like gardener in the Imperial Capitol. However, their success
was illusory. Yajinden had recently learned a dark secret to
near-immortality — swapping his spirit from body to body. He
escaped their punishment and continued to roam the earth,
rallying what remained of his master’s cult.

em— T L

;‘rr_w.
’ Tue EArLY FOLLOWERS: !
JaMA Suru

’I‘he original Jama Suru was born Iga Suru, younger é
son of a vassal family daimyo in the Phoenix Clan. |
His early life in many ways mirrored that of Hantei h
Jama, filled with the same bitterness at being overlooked
and destined to a life of servitude solely due to the acci- g
dent of his birth. Jama and Suru first met as young men,
and during their conversation Suru’s bitterness so over- !
whelmed him that he came to blows with the young Impe- t
rial, the two wrestling and falling into the mud beside the l
road. By a random twist of fate, at that very moment a |
§ gang of bandits attacked, slaughtering both Jama’s Impe- |
rial bodyguards and the Iga daimyo’s family. Jama and
Suru, covered in mud and hidden from sight, survived
solely because of their childish fight. In the aftermath of
this incident, Hantei Jama declared that since Suru had
saved his life, he would be permitted the privilege to serve
him as Jama Suru. Suru, who while bitter and driven was
not very wise or capable, readily agreed.

L e s s

Suru was a slavishly loyal follower of Iuchiban, but
unlike Yajinden he showed little initial aptitude for the
! cult’s maho spells and rituals. His loyalty, however, was
3 unquestionable, and eventually Iuchiban came up with a
solution — he bound a kansen into Suru’s body and soul.
f The corrupt spirit enabled Suru to easily master the pow-
| ers of maho, but it also slowly devoured his identity and
{ personality, re-rendering him into the capable, ruthless,
% and utterly merciless general of the Bloodspeaker Cult. |
| So complete was the transformation that the cult would
later be able to recreate Suru again and again, re-im-
planting a kansen in a suitable body to bring Iuchiban’s

. general back once more.
i
L 3
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At the time, however, it was generally thought that
Iuchiban’s threat was at an end. The Imperial Records were
cleansed of any mention of Otomo Jama’s name, and numer-
ous false stories were crafted to ensure no shame could fall on
the Imperial Line for his acts.

THE SEcoND RiSE oF IucHIBAN

No one realized that Iuchiban was already aware of Yajinden’s
body-changing technique. The Bloodspeaker had not yet mas-
tered this power, but once he was imprisoned within the heart
of his Tomb, his body tortured by jade chains, he had nothing
to do but to practice. First he freed his spirit enough to enter
Yume-do, the Realm of Dreams, creating the Oracle of Blood
to communicate with his remaining followers. This strange
agent continued the Bloodspeaker’s work of recruitment and
organization over the next two centuries, visiting his most
loyal followers in their dreams to teach them maho and sub-
jugate them to his will.

s1ayeadspoolq ayL
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Over two hundred years after his imprisonment, luchiban . _

finally escaped from the Tomb, leaping his soul into the body
of a peasant (and condemning that poor unfortunate to re-
side in Iuchiban’s immortal body within the Tomb). Travel-
ing across the Empire, leaping from body to body, Iuchiban
contacted Yajinden and gathered his followers to prepared for
another assault on the Empire. The Bloodspeakers assembled
on a remote plain, collecting hundreds of corpses to reani-
mate into an undead army.

Unfortunately for Iuchiban - but thankfully for the Em-
pire - his new body-leaping power made him overconfident.
While his army was still incomplete he continued to travel the '
Empire, changing bodies and possessing new samurai. In the
summer of the year 750 he made the mistake of trying to pos-
sess the body of Togashi Yamatsu, an Ise Zumi monk in the
Dragon court. Yamatsu was able to call on the strength of his
mystical tattoos to resist uchiban’s power. The Bloodspeaker
was hurled back into the body from which he had come, and
Yamatsu pointed one trembling finger at him and shouted,
“Maho!”

Iuchiban fled the chamber, leaping from body to body and
leaving a trail of collapsing corpses in his wake. In the after-
math of this terrible incident, the forces of Rokugan rushed
forth to search the entire Empire for the Bloodspeaker, and
within weeks they had located the cult’s remote headquar-
ters. An army drawn from all of the Great Clans confronted
Tuchiban’s forces in a bloody seven-day clash known the
Battle of the Sleeping River. The struggle was long and bit-
ter, and at times it appeared the armies of Rokugan might
buckle beneath the relentless onslaught of undead legions
and Bloodspeaker maho. Finally, the battle shifted decisively
against the cultists, and Togashi Yamatsu confronted Iuchiban
once more... with a new tattoo. When the Empire’s troops
reached Yamatsu, he stood over a dead body, whispering, “I
have him.” He had captured Iuchiban’s malign spirit within
his own body, and shuddered with the effort of holding the
Bloodspeaker’s powerful soul.

The Empire once again faced the problem of how to con-
tain Iuchiban’s power. Now that he was no longer bound by
his own body there seemed no way to keep him imprisoned
once Togashi Yamatsu’s willpower failed. Finally, the Phoenix
proposed a solution - a magical ritual to bind Iuchiban’s soul
into the stone of the Tomb itself. For thirty days a circle of
Phoenix shugenja chanted continuously, several of them per-
ishing, as they worked the spell that would bind Iuchiban into
the stone. The critical moment came at the end, when Yamat-
su would have to release Iuchiban at just the right moment
for him to be ensnared by the spell. But at the end, the effort
was successful, and Iuchiban’s soul was bound into the Tomb.

While the Bloodspeakers had been defeated again, many of
them survived the battle and fled, hiding across the Empire.
Yajinden had also escaped once more, leaping from one body
to another unmolested. Thus while its leader was lost, the
Bloodspeaker Cult lived on and would continue to threaten
the Empire.

-

THE BLOODSPEAKER
Curt WitHout Its MASTER

In the aftermath of the Battle of Sleeping River, the Blood-
speakers became a less unified and more diverse organization,
fissuring into many different cells and sub-cults scattered
across the Empire. Despite his imprisonment, Tuchiban could
still distantly interact with his followers through the Oracle of
Blood, and this gave the cult a limited degree of unity even
during its worst periods. However, the former iron-clad central
control was gone, never to return.

Over the years many cult cells would be exposed and de-
stroyed by organizations like the Kuni Witch Hunters or the
Scorpion Kuroiban (Black Watch), but others would continue
to operate undetected, cancerous growths within the body of
Rokugan. One of the most successful Bloodspeaker cult cells
was in the lands of the Unicorn: the so-called Demon’s Breath
Acolytes, who came about through the accident of the Uni-
corn Clan’s timing in returning to the Empire. Having trav-
eled distant lands for centuries, the children of the Ki-Rin
had seen many forms of exotic magic but had never actually
encountered the maho spells and seductive ideology of the
Bloodspeakers. They were easily recruited when the first Blood-
speaker cultists came to their lands in the years after the Battle
of Stolen Graves. Their first leader was Iuchi Ryutaro, and their
cult cell displayed an unusual level of unity and loyalty among
its members. Rather than being founded on mutual hatred of
the Empire’s social system and leadership, or held together by
fear of a terrifying leader, they were a group typified by strong
internal respect and mutual loyalty. This allowed them to de-
velop close and well-maintained ties even when separated by
great distances and protected them from the in-fighting and
power struggles that often exposed or destroyed other cult cells.

More typically, though, most Bloodspeaker cells during this
era were small groups of angry and embittered outcasts - peas-
ants, eta, failed and dishonored samurai, the power-hungry and
the failed.

Numerous figures of exceptional power rose among the
Bloodspeaker Cult’s ranks during this long era. None among
those was as unique as the man known only as Daigotsu,
born to the Hantei bloodline. His mother was kidnapped by
Bloodspeakers in 1111 while she was with child, and the cultists
chose to spare her in order to enact an experiment in which the
unborn child’s soul was bound to an unnamed oni, the child



banished to Jigoku itself to gain power. However, this elaborate
scheme backfired - although Daigotsu would train with the cult
for a time, he ultimately betrayed the Bloodspeaker movement
and sided with Fu Leng and the power of Jigoku itself, rejecting
the cult’s vision of personal power above all. The Bloodspeakers
had effectively created one of their own future enemies.

At the end of the eleventh century, Yajinden set out to locate
Iuchiban’s Tomb. His motive was not loyalty to his imprisoned
master, but betrayal. After the Battle of Sleeping River he had
concluded his former master was insane and untrustworthy, a
madman who had wrecked the cult’s dreams through haste and
arrogance. Yajinden hoped to reach the heart of the Tomb and
use a maho ritual to steal Iuchiban’s power, making himself the
true leader of the cult. However, his scheme failed when a small
group of samurai pursued him into the Tomb. Their interference
disrupted his ritual, and instead of stealing Iuchiban’s power
the traitorous Yajinden found his own soul imprisoned along
with his master.

THE DEATH OF IUCHIBAN

In the year 1165, Iuchiban escaped from his Tomb for the second
and last time. A powerful Lost maho-tsukai named Iuchi Shahai
manipulated samurai into breaking into the Tomb, allowing her
to enter the place safely behind them. Shahai hoped to bargain
with the Bloodspeaker on behalf of her lord, Daigotsu, but the
sorcerer double-crossed her with the aid of Yajinden, whose
imprisonment had forced him into loyalty once more. Iuchiban
possessed Shahai’s lieutenant Mohai and together the two spirits
overpowered her. The Bloodspeaker freed his original body from
its jade chains, and he and Yajinden escaped the Tomb for the
last time. Thus began the third great rise of the Bloodspeaker
Cult, one which would shake the entire Empire to its foundations.

Much like in the past, luchiban was impatient to gather power
and overturn the Empire. He deposed Daigotsu, the self-titled
Dark Lord of the Shadowlands, and seized control of the City of
the Lost, initiating a civil war in the Shadowlands. His disciple
Jama Suru had been re-created once more, and Iuchiban used
an ancient ritual discovered by Suru to sacrifice the sacred being
known as the Ki-Rin and unleash an Empire-wide rain of Tainted
blood. The Rain of Blood corrupted any who felt its touch too
long, and this sudden spread of the Taint sent the Empire into
spasms of violence and confusion. The hidden Bloodspeaker cells
across the Empire emerged to fight, their ranks swollen practi-
cally overnight by the effects of the Rain of Blood.

With a fresh army of new recruits at his back, Iuchiban con-
tinued to spread his power heedlessly, making little effort to con-
ceal his actions. This incaution cost him dearly when the Empire
launched a ruthless series of purges known as the Blood Hunt,
cleaning out cult cells anywhere they could be found and kill-
ing many senior cult leaders - including Jama Suru. Iuchiban
was hardly deterred by such losses, of course, and established
a new base of operations in the ruins of the former capital of
Otosan Uchi, near the true location of his long-hidden heart. He
personally led an assault on the ancient Phoenix city of Gisei
Toshi, where countless relics had been hidden for centuries, and
burned it to the ground. He even used one of the Black Scrolls to
create a mighty fortress within Otosan Uchi, an open challenge
to the rest of the Empire. This visible symbol of his power would
soon draw the attention of numerous enemies, including the Em-
peror’s brother Sezaru.

The final battle against Iuchiban raged in 1166, and saw an
unusual alliance between Sezaru and the Dark Lord Daigotsu.
It was Sezaru who finally located Iuchiban’s hidden heart and
destroyed it, taking the life of the Bloodspeaker once and for all.
The vast majority of Iuchiban’s loyal followers perished along-
side their insane leader, leaving the cult shattered.

THE BLOODSPEAKER CULT IN
MOoDERN TIMES

The Bloodspeaker Cult survived the final death of its found-
er, but it was considerably lessened in numbers and lacked
any clear-cut leadership. The Oracle of Blood, a creation of
Iuchiban’s dreams, vanished after his death. Yajinden had
once again escaped his master’s defeat, but his uncertain loy-
alty collapsed once again, and he departed the cult to follow
Daigotsu and his newly formed Spider Clan. Since Jama Suru
had also been destroyed once more, the few extant cells of
the cult went their own way without any central guidance.
Sezaru would continue the Blood Hunt until his death in 1169,
rooting out and exterminating any cells he could find. Some
of the surviving Bloodspeakers would emulate Yajinden and
seek refuge in the Spider Clan, while others went completely
underground, ceasing all public activities and seeking only to
maintain themselves in the hope of one day resurrecting their
lord and master once again.

The modern Bloodspeaker Cult is only a shadow of its for-
mer strength, with less than two hundred surviving members.
The survivors are hardened fanatics, determined to hide and
endure as long as they have to in order to reclaim their power
and find some way of bringing back their leader. Iuchiban has
escaped imprisonment twice, after all - why should he not
defeat death itself?
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Bloodspeaker Thilosophy

“The Bloodspeakers feel cheated by the great cosmic cycle.
Through their magic they hope to snatch what fate has
demied them. They claim to be free of the Shadowlands

Taint, but I believe the Dark One pulls at their souls all
the same. The Taint can take subtler forms than they can
possibly imagine...”

— KuN1 VIsTaN

Power is the main focus of the Cult of the Blood Red Moon.
Power was the ambition that drove Otomo Jama to search
for magical strength in blood magic and the gaijin sorceries
of the Khadi. Power drove Yajinden to betray first his own
clan and then the vision of Iuchiban, seeking control of his
own destiny once more. Power led countless mortals down the
paths of darkness the Bloodspeakers espouse in the centuries
after the Battle of Stolen Graves. Power may be though of as
the pervading tenet of ‘faith’ in the Bloodspeaker Cult, the
only thing any particular cell can truly be said to have in
common with all others.

Bloodspeakers have numerous motivations for seeking
power, but the most frequent reason is anger and frustration
with the limitations and cruelties of the Rokugani social or-
der. Feelings of injustice, unfairness, and frustration can drive
almost any Rokugani to impotent fury, lust for revenge, or
simple madness - and into the arms of the Bloodspeakers.

Iuchiban’s philosophies emphasized individualism, the right
of every person to seek power and strength without regard
for such inconveniences as birth, station, or tradition. These
teachings have always had a powerful appeal to those cut off
from power - peasants, eta, lower-ranking samurai, junior
noblemen without hope of promotion. Indeed, the eta caste
have been especially fertile ground for Bloodspeaker recruit-
ment almost since the founding of the cult.

Very few bloodspeakers are willing servants of Jigoku. In
fact, for much of its history the cult denied that its power had
any connection to the Realm of Evil at all. Although the cult’s
senior leaders and most powerful sorcerers usually recognize
they are actually using the power of the Taint, they try to
conceal this from their followers and to pretend they are ac-
cessing power from within themselves - an “innate energy”
all mortals possess. They find ways to divert their Taint into
others, to minimize their exposure to Jigoku even as they tap
into its power, and above all to escape their own deaths - for
death means facing the judgment of the Celestial Order they
have rejected.

The result of this peculiar belief system is a sort of de-
mented tight-rope act. Bloodspeakers are entranced by the
powers the kansen grant them, but their leaders are often ter-
rified of the consequences. They are both some of the most
horrifyingly corrupt and degraded souls in Rokugan and some
of the most fearful. With rare exceptions, they are terrified of
death in ways no Rokugani should ever be. The very thought
of growing old and dying mortifies them, since their doc-
trine is built entirely around personal achievement within one
lifetime. Even worse, those of them who do truly understand
the nature of the afterlife and the kharmic wheel realize their
deeds are likely to get them condemned after death as slaver-
ing gaki or an oni’s eternal plaything. They will seek any
possible magic that can extent their lifespans, grant them any
kind of immortality, or achieve self-will even in the state of
death. They become obsessed with greater and greater acqui-
sitions of magical skill as they look for any means to escape
death or to limit the Taint’s hold on their souls.




Organizationally, the Bloodspeaker Cult usually focuses on
survival and has developed many different ways to ensure it
continues to exist. While there may be strength in numbers,
large cults are more easily exposed and destroyed, so from an
early date the Cult adopted a cell organization. Recruits are
carefully chosen and are not initiated into the Bloodspeakers’
darkest and most powerful secrets until they prove themselves
truly devoted. Although Cult cells are often prone to inter-
nal power-struggles, loyalty against the rest of the Empire is
intensely promoted and maintained - without it the Blood-
speakers will too easily fall prey to the magistrates and Witch
Hunters who constantly try to root them out. While there are
often schisms, most Bloodspeaker cells are not exposed by
betrayal.

All Bloodspeakers pay at least nominal devotion to
Iuchiban, who they regard as the ultimate expression of their
doctrine of personal and individual power. When he is active,
most cultists follow him with almost slavish devotion, driven
by both their reverence for his accomplishments and the over-
whelming power of his incredible will. During eras when
he is inactive the Cult's homage is more distant, and some
members may occasionally harbor doubts or pursue their own
agendas (such as Yajinden). However, until his “true” death in
1166, there was always at least some level of loyalty to him.
Tuchiban’s defeat disrupted the Cult not only for practical rea-
sons but also because it suggested even the first and mightiest
Bloodspeaker could not overcome Rokugan.

Outside of these general philosophies and tendencies,
each Cult cell will have its own personal agenda, personali-
ties, goals, and methods. Some are more overt and blasphe-
mous, spreading Taint and destruction at every opportunity,
while others are more controlled and calculating. Given that
Bloodspeaker doctrine emphasizes the power of the individual
against Rokugan'’s collectivist values, it should not be surpris-
ing that Cult cells have always been diverse groups of people
which pursue their goals in many different ways.

Cult Organization

if one a cell is compromised, no more than one or two other
cells will be lost. The Bloodspeakers are effectively impossible
to entirely root out.

Almost all cells have only one leader who demands abso-
lute loyalty from other cell members. This senior member is
usually the only one with significant knowledge of maho and
the only one who knows the Cult’s secret methods of avert-
ing Taint. He or she is usually (though not always) the oldest
member. The remaining cultists serve as foot-soldiers for the
goals of their leader, and generally keep their activities local
so as to avoid risking accidentally exposing a Cult cell in
another territory.

The Bloodspeakers
as Adversaries

T —

Fundamentally, the structure of the Bloodspeaker Cult is de-
signed to be self-sufficient and independent, united only by
devotion to Iuchiban. During the period after [uchiban’s sec-
ond imprisonment, a group known as the Circle of Five ex-
erted loose authority over the entire Cult in Iuchiban’s name
- almost literally, since one of the Circle was the Oracle of
Blood. Outside of that era, however, Cult cells operate largely
independent of each other.

The Cult’s cell structure is created and driven by the need to
survive above all else. Each individual cell of a Bloodspeaker
Cult branch is normally no more than five to six members
with one leader, though during peak activities they may have
as many as eight or ten members. These cells are scattered
over wide geographical areas and dispersed among the nor-
mal population of Rokugan, preferably hiding within towns
or cities where population density offers further concealment.
Normally each cell knows only of its own members, though
in larger branches of the Cult the individual cells generally
have some limited contact with each other. These contacts
are run solely through cell leaders or sometimes specific other
members whose role is to maintain these contacts. In addition,
pseudonyms and false names are routinely used to further
conceal membership and identity. All of this means that even

I

Bloodspeakers can work extremely well as opponents for both
weak, inexperienced PCs and for highly capable and expe-
rienced groups. Because of the Cult’s cell organization, any
particular group of Bloodspeakers might be at any level of
power and capability. Weak cells will often have very little
spell-casting power, consisting of little more than a collec-
tion of crazed peasants and ronin, perhaps with a couple of
zombies animated by porcelain masks. A powerful or well-
entrenched cell, on the other hand, may have several samu-
rai in its ranks, and be led by sorcerers with terrible maho
spells - not to mention legions of undead. GMs who want to
challenge their players with an extremely tough supernatural
battle without actually sending them into the Shadowlands
will find the Bloodspeakers ideal to this purpose.

Even better, the Bloodspeakers can work extremely well as
recurring or persistent villains who return to bedevil the PCs
over and over again. Maho spells such as Death Beyond Life
allow cultists to escape death and return to threaten the Em-
pire once more. This can work especially well in a campaign
where the GM is employing a more cinematic style, one where
the recurrent villain is thematically appropriate.

The Bloodspeakers can also function as a more sinister and
subversive threat. Although the Kolat are perhaps the ideal
“conspiracy theory” villains, the Bloodspeakers work almost
as well. Like the Kolat, the Bloodspeakers have the potential
to be hiding anywhere in Rokugan - that trusted magistrate
or kindly priest might actually be another cell member, plot-
ting death behind a smiling face. And of course maho spells
like Possession can turn allies or friends into deadly enemies,
trapping the PCs in a nightmare world where they don’t know
who to trust. Skillful GMs can build a very frightening world
out of such a storyline, a dark fun-house mirror where the
PCs can never be sure who is a Tainted cultist and who is an
innocent.

Finally, it should never be forgotten that the three great
battles against Iuchiban are some of the greatest clashes be-
tween good and evil in Rokugan’s long history. A GM who
is running the Epic campaign type (as described in the Book
of Void in the L5R 4™ Edition core rulebook) will find the
Bloodspeaker and his lieutenants ideal villains. Although the
official “canon” history of Rokugan already has heroes who
defeat Iuchiban, the GM can always set those historical fig-
ures aside and leave the fate of the Empire in the hands of
the PCs. Are they strong enough to defeat Rokugan’s greatest
maho-tsukai?
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IucHIBAN’S INFLUENCE: i
1
TaE OrACLE oF BLooD

During those times when Iuchiban is free and active ;
in the world, the activities of the Bloodspeaker Cult |
change significantly. Iuchiban was arguably the most |
powerful single sorcerer in the history of the Empire (with |
the possible exception of Isawa himself) and his combined H
mastery of gaijin secrets and blood magic gave him a pow-
er no other Cult leader could match. When he is free and
roaming the world, the Cult functions as little more than
an extension of his immense will.

T TR T ——.
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During periods when he was inactive but alive,
Tuchiban was able to indirectly manifest his will in the §
mortal plane through the Oracle of Blood. This sinister |
creation could appear within the dreams of any member
of the Cult, allowing Iuchiban to watch over his followers
and to some degree guide their plans and activities.

e
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The Oracle appears in dreams as a shape rising from
a dark pool of blood, sometimes a human form and !
sometimes a monster or animal, literally forming itself 1
from the dark red fluid. It speaks in a deep and terrify- *
ing voice, revealing secrets of the spirit world, conveying E
strange prophecies or messages, and occasionally deliver- E
ing concrete information such as the name of a particular |
enemy. Regardless of the details of the visit, the Oracle’s
manifestations always leave their victim shaken and
stunned, intensely aware of its power and domination.
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Although the Oracle usually prefers to appear to 4

i Bloodspeakers, it can actually enter anyone’s dreams, r
! and the GM can potentially use it to feed information i
i (true or false) to credulous PCs, using them as Iuchiban’s g
[}

|

i

AN .

pawns in the mortal world.
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A SampLE Curr CELL:
TueE Brack WIND

For the assistance of GMs, we present here a small Blood-
speaker cell which can be inserted into any campaign with a
minimum of changes. Its membership and structure are con-
sistent with most Bloodspeaker cells devoted to the lineage of
Iuchiban, regardless of era.

The Black Wind is a cell formed by the greedy Crab mer-
chant Yasuki Hirotada, whose lack of ethics and obsession
with using money to gain station and power attracted the
attention of the Oracle of Blood. The cell poses under almost
all circumstances as a small merchant’s caravan with a ronin
guard detail. All members of the caravan are cult members,
ensuring security and loyalty. The Wind’s mobility has been
one of the keys to its survival. Its lead merchant is usually of
the Yasuki family, capable of maintaining and sponsoring his
own mercantile activities anywhere in the Empire so long as
no dishonor comes back to his lord and sufficient funds are
returned to the clan. This allows the cell to move elsewhere
any time there are signs of trouble or Witch Hunters move
into the area. This has kept them for the most part unnoticed
by magistrates and organizations hunting their fellow cultists
elsewhere in the Empire.

Yasuki Hirotada keeps his men well fed and is almost be-
nevolent with them in public, while maintaining iron author-
ity in private. He tries to keep the cell undercover as much
as possible, using maho primarily to subvert and manipulate
customers to ensure maximum profits and disrupt his compe-
tition. All of his followers openly wear counterfeit jade amu-
lets to make them look like devout vassals of the Crab Clan.

The Black Wind are not as ambitious or powerful as many
Bloodspeaker cells. Their current leader, Yasuki Hirotada, is
still young, willing to be patient and wait for future oppor-
tunities. While maho gives him power, he believes money is
the best way to gain access to the greater power and influ-

ence he craves. He amasses vast wealth while lining his
clan’s coffers and sharing enough with his men to
help keep them subservient and loyal. At some
time in the distant future, perhaps, he can
use the gold he garners for some great-
er plan, some mighty ambition of the
- Bloodspeaker Cult. In truth, he does
— not know yet what that plan might
be, and so for the present the Black
Wind simply maintains its dark
faith and builds its wealth, avoid-

ing attention.

Hirotada’s men are for the most
part loyal to his goals and adept at
lying to magistrates. They are already

h' wealthier than any ronin or common-
ers they've ever met, and this only con-
\Iﬁrms their faith in the Bloodspeaker doc-
rine of self-advancement. They believe
the power of their faith has brought
them success and power and will
promise more of both in the fu-
ture.



New Mechanics
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The following sections outlines new rules and spells for de-
picting the Bloodspeaker Cult

THE BLOODSPEAKER
TECHNIQUE (ALTERNATE PATH)

The secret methods of the Bloodspeaker Cult were pioneered
by Iuchiban himself and passed down through his chief ap-
prentice, Yajinden, to other members of the cult. Only those
of the Bloodspeakers who are high-ranking and knowledge-
able enough to understand that Maho is the true source of g
the cult’s strength are allowed to learn this technique. The
Bloodspeakers make no distinction between social caste, and
have taught their secrets to samurai of all types, to peasants,
and even to eta.

& Rank: Any

&  Replaces: Any

& Requirement: Can only be learned from a senior
member of the Bloodspeaker Cult.

&  Special Notes: This technique can be taught to anyone,
samurai or commoner, and can replace Techniques at
any Insight Rank. If it is learned by a samurai at Rank
1, it replaces the samurai’s Rank One Technique and
reduces the samurai’s starting Honor to 1.0, but does
not affect the samurai’s Outfit or starting Skills.

TEcHNIQUE: [ucHIBAN’S METHOD

The high-ranking Bloodspeakers realize they are meddling
with the Taint, but have learned ways to mitigate this, in part
by shunting the corruption off onto their misguided follow-
ers. You learn two Maho spells of your choice and gain a Free
Raise for Spell Casting Rolls with Maho spells. When casting a
Maho spell, you may reduce the amount of Taint you gain by
1 point for every 2 additional Wounds you take when casting
the spell. (This cannot decrease the Taint gain below 1 point.)
However, if you are using someone else’s blood to power the
spell, you may instead use this technique to transfer the Taint
for the spell onto that person, at the rate of 1 point of Taint
for every 2 extra Wounds inflicted. This can reduce your own
Taint gain to 0.

New Maho Spells

These spells have all been employed by the Bloodspeaker Cult
at various times, but many of them have been used by other
maho-tsukai as well. The kansen share their dark secrets with
all those willing to learn.

MAsTERY RANK ONE

HEART OF THE DAMNED
Ring/Mastery: Earth 1 (Maho)
Range: Touch

Area of Effect: Caster
Duration: Instantaneous

)

Raises: None

\
’.
)

A foul necromantic ritual, first practiced by Iuchiban himself,
this spell calls on the strength of the dead to enhance the
living. The caster must touch a recently-dead human corpse
(dead within the last day) when casting the spell. The corpse
shrivels and rots away as the caster draws on its essence,
reddish-black energy flowing out of the dead body and into
the caster. The caster heals 2k2 Wounds and regains 1 Rank
in any Ring or Trait which has been reduced below its normal
level.

PurGe THE WEAK

Ring/Mastery: Earth 1 (Maho)

Range: 50’

Area of Effect: Food and water for up to 5 people
Duration: Permanent

& %%

Raises: Range (20’ per Raise), Area of Effect (supplies
for 1 additional person per Raise)

This unpleasant curse ruins food and drink, rendering it foul,
diseased, and inedible. The effects of the spell are obvious
- food becomes rotten, water turns foul and discolored, and
so forth. The food and water lose all nutritional value and
anyone who eats or drinks must roll Stamina at TN 20 or
become severely ill, suffering a -3k0 penalty to all Skill,
Trait, and Spell Casting rolls. The illness is incurable with
medical treatment and will last for two weeks unless magi-
cally cured.
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Suck THE MARROW

Ring/Mastery: Earth 1 (Maho)
Range: Touch

Area of Effect: One target creature
Duration: 1 day

& &89 8

Raises: Duration (+1 day per 2 Raises), Range (change
to 50’ for 2 Raises)

This unpleasant curse impedes the victim’s ability to heal and
recover from injury and sickness. The victim becomes pale
and weak, exuding an unpleasant body odor, and is unable to
heal Wounds normally or from applications of the Medicine
skill. The victim also is unable to recover from illnesses or
poisons, and suffers a -2k0 penalty to any roll made to resist
the effects of a poison or disease. Magical healing can still
affect the target normally.

SymBoL oF BLooD

Ring/Mastery: Water 1 (Maho, Wards)
Range: Touch

Area of Effect: 30’ radius

Duration: 12 hours

&89 8

Raises: Area of Effect (+5° per Raise), Duration (+2
hours per Raise)

This spell inscribes a sinister ward onto a flat surface. The
caster writes the ward in the blood he spill to cast the spell,
and once inscribed the ward cannot be destroyed except by
physically destroying the surface on which it is written. The
ward causes its victims’ blood to become sluggish and cold.
Anyone other than the caster who enters the area of effect
suffers a -2kO0 penalty to all physical Actions. The effect only
applies while they are within the area of effect, and does not
stack with other Symbols of Blood.

WARD ofF DiviNe PEeAcE
Ring/Mastery: Air 1 (Maho, Wards)
Range: Touch

Area of Effect: 50’ radius
Duration: 8 hours

& 888

Raises: Area of Effect (+10’ radius per Raise)

This spell is favored by Bloodspeaker cell leaders, who use
it to maintain psychological dominance over their followers.
The spell’s name is an ironic joke within the cult’s ranks. The
spell creates a false aura of calm and well-being that lasts
for several hours. This makes it difficult for them to focus
their attention or resist appeals from others. Anyone who
is within the spell’s area of effect, or who enters it while
the spell is in effect, suffers a -1k0 penalty to all Skill and
Trait rolls that use Awareness or Willpower. This penalty
lasts until the end of the spell’s duration, but does not stack
with itself.

MaAsTERY RANK TwoO

Cursk or THE CLAN
& Ring/Mastery: Air 2 (Maho)
&  Range: 50’
&  Area of Effect: One target samurai
@ Duration: 1 month
&  Raises: Duration (+10 days per Raise)

This subtle curse causes a samurai to manifest his clan’s most
stereotypical and notorious behavior. For example, a Crab
might become more crude, intolerant, and ruthlessly prag-
matic, while a Phoenix might become more arrogant and ob-
sessed with magical power. The changes are significant but
not overwhelming, and the victim of the spell will try to ra-
tionalize and justify his behavior.

If a PC is targeted with this spell the GM should present
the situation as a role-playing challenge rather than dictating
how the character is played.

Curske or THE KANSEN
Ring/Mastery: Air 2 (Maho)
Range: 50’

Area of Effect: One target creature
Duration: 8 hours

%88

Raises: Range (+10’ per Raise), Duration (+1 hour per
Raise)

This curse subtly attracts hostile kansen to harass the target.
The spell’s victim begins hearing constant whispers inside his
head, voices urging him to sinful and corrupt behavior. The
continual distraction causes him to suffer a -1k0 penalty to
all Courtier, Etiquette, and Sincerity rolls. If he is rolling to
resist the Temptation Skill, the penalty is -2kO0 instead. (This
effect stacks with the maho spell Sinful Dreams.)

If the optional Honor Roll rule is in effect, the victim of this
spell also suffers a penalty of -1k0 to Honor Rolls.

Darxk WINGS
© Ring/Mastery: Water 2 (Maho)
&  Range: Self
&  Area of Effect: Caster
@  Duration: 10 minutes
&  Raises: Duration (+2 minutes per Raise)

The caster sprouts monstrous wings from his back, resembling
those of a bat or other such creature. For the duration of the
spell the caster can fly, and is considered to have Swift 3 (as



per the creature ability from the Book of Void, L5R 4™ Edition
core rulebook) while flying.

GIFT OF THE MAKER
@ Ring/Mastery: Fire 2 (Maho)
&  Range: Self or Touch
@  Area of Effect: One target creature (can be the caster)
@  Duration: 1 hour
&  Raises: Duration (+30 minutes per Raise)

The caster summons the power of Jigoku, temporarily grant-
ing the blessings of the Taint. Most Bloodspeakers rational-
ize this spell’s effects by claiming it is evoking power from
within themselves. The caster (or another person touched by
the caster) gains a Greater Shadowlands Power of his choice
for the duration of the spell.

MASTERY LEVEL 3

Dancing WitH DEMONS
@  Ring/Mastery: Air 3 (Maho)
&  Range: 500’
&  Area of Effect: Self or one target creature
&%  Duration: 24 hours

@  Raises: Duration (+6 hours per Raise)

A ritual spell first used by the notorious Doji Nashiko, this spell
is also employed by many other maho-tsukai, and has found
its way into the repertoire of several Bloodspeaker Cult cells.
The spell is a ritual and requires the caster to dance for at least
an hour (rolling Perform: Dance / Awareness at TN 25) while
casting - if the dance is interrupted or the Skill roll is unsuc-
cessful, the spell fails. However, if the spell succeeds, the caster
may choose either to gain a Physical or Mental Advantage for
the duration of the spell, or inflict a Physical or Mental Disad-
vantage on another person within range for the duration of the
spell. (The caster need not be able to see the target so long as
he is within range.) The maximum Experience Point value of an
Advantage or Disadvantage created by the spell is equal to the
caster’s Air + Insight Rank + Taint Rank, if any.

This spell cannot make extreme physical changes to the
target, such as removing limbs or organs (e.g. it cannot inflict
Disadvantages like Missing Eye). The GM should exercise in-
telligent judgment in considering its effects.

Mists oF FEAR

Ring/Mastery: Air 3 (Maho, Illusion)
Range: 50’

Area of Effect: One target creature
Duration: Instantaneous

%% 8

Raises: Special (increase Fear effect strength by 1 per
Raise)

This spell summons forth a potent illusion of whatever the
target fears most in the world. The illusion is present for only
a few moments and can only be perceived by the target, who
must roll against a Fear 5 effect. If the target suffers from a
Phobia the spell will also activate its effects.

SYMBOL OF THE BLOODSPEAKER
& Ring/Mastery: Air 3 (Maho, Wards)
% Range: Touch
@  Area of Effect: 50’ radius
%  Duration: 12 hours
@ Raises: None

The Bloodspeaker Cult uses this spell to protect their meet-
ing places against unwanted intrusion. The symbol must be
inscribed into a flat surface (wall, floor, etc) when it is cast.
The moment anyone who is not a loyal member of the Blood-
speaker Cult enters the symbol’s radius, the symbol glows a
bright sickly green and the intruder is bathed in eerie green
flames, inflicting 4k3 damage. The symbol can discharge any
number of times against different targets, but each target can
only be affected once within the duration of the spell.

MASTERY LEVEL 4

TomB oF EARTH

% Ring/Mastery: Earth 4 (Maho)

@  Range: 50’

&  Area of Effect: One target creature

&%  Duration: Conditional (see below)

& Raises: Damage (+1kO0 to damage per Raise)

This spell is a perverse inversion of the elemental spell Tomb
of Jade. Instead of targeting those with the Taint, it targets
those who are pure of soul - the spell cannot affect anyone
who has at least one full Rank of Taint. The victim of Tomb of
Earth is held immobile as he begins turning to stone, begin-
ning with the skin and working its way inward. Each Round
(including the Round the spell is cast) on the caster’s Turn, the
caster makes an Opposed Roll of his Insight / Earth against
the target’s Insight / Air. If the caster wins, the target remains
immobilized by the spell (unable to take Actions of any kind)
and suffers 2k2 damage. If the target wins, the spell’s effects
end. If the target is killed by the spell, he is turned completely
to stone, which crumbles to dust within 24 hours.
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BurNING BLoop

Ring/Mastery: Fire 4 (Maho)
Range: 50’

Area of Effect: One target creature

Duration: Instantaneous

& %888

Raises: Damage (+1kO per Raise), Range (+10’ per
Raise), Targets (+1 target per 3 Raises)

This horrible spell infuses the target’s bloodstream with angry
Fire kansen, causing his blood to superheat and boil through
his skin, emerging as a cloud of reddish vapor. The target
suffers Wounds with a DR equal to his Fire, and must roll
Willpower at TN 20 or fall Prone due to the unbearable pain.
Whether or not the target falls prone, he is considered to be
Fatigued on his next two Turns, due to the debilitating effect
of the boiling blood.

MASTERY LEVEL 5

BLooD ARMOR
&% Ring/Mastery: Earth 5 (Maho, Defense)
&  Range: 50’
&  Area of Effect: Caster and one target creature
%  Duration: 3 Rounds
&  Raises: Duration (+1 Round per 2 Raises)

This is an extremely vicious defensive spell which high-rank-
ing Bloodspeaker leaders frequently use to defend themselves.
When the spell is cast, the maho-tsukai chooses one living
target within range. For the duration of the spell, any time
the caster suffers Wounds from any source, he only takes 25%
of the damage rolled (rounded down). The target of the spell
takes the other 75% (rounded up). Casting this spell does not
produce any obvious visual effect, but each time the spell
shifts damage to the target, the caster glows with unholy
reddish-black energy, while appropriate injuries (burns, cuts,
etc) spontaneously appear on the target. This spell works on
all Wound damage, even from spells like Jade Strike that nor-
mally could not hurt the target.

Fierce BLooD oF THE EARTH
@ Ring/Mastery: Earth 5 (Maho)
& Range: Touch
&  Area of Effect: Caster
& Duration: Instantaneous
&  Raises: Duration (+6 hours per 2 Raises)

A hideous and blasphemous spell that many Bloodspeakers
use to artificially extend their lifespans. The caster touches
one living being, who must be either willing or physically
helpless (securely bound, asleep, or unconscious). The caster
must make an Opposed Earth Roll against an unwilling vic-
tim. If the spell is successful, the maho-tsukai consumes the
victim’s life force, killing him instantly. In return, the caster
heals all physical injuries, regrows any missing limbs or or-
gans, and extends his life by one year.

Although this spell has no obvious or immediate side-effects,
using it repeatedly will have a price - the maho-tsukai will
acquire a desiccated, almost mummified appearance, making
his true nature increasingly difficult to conceal.

MASTERY LEVEL 6

TAKE THE Bopy

Ring/Mastery: Air 6 (Maho)

Range: 500’

Area of Effect: Caster and one target person
Duration: Permanent

%888

Raises: Range (+500’ per Raise), Special (cast as a
single Simple Action with 4 Raises)

This spell is, to the best of anyone’s knowledge, known only
to two people - Iuchiban and Yajinden. They have guarded
its secrets carefully and so far no other maho-tsukai has ever
exhibited its power. The spell allows the caster to literally
“leap” his soul into the body of another person within range,
instantly and permanently taking their body as his own. The
caster must succeed in a Contested Willpower roll against the
victim, and if the victim wins, the caster is hurled back into
his current body. (The victim will be very much aware that he
just fought off some kind of terrible all-consuming power.)

The spell does not normally cause the souls to “switch”- the
abandoned body simply falls dead. The fate of the original
soul is unknown, and some Rokugani believe it may actually
be destroyed, a truly horrific and blasphemous act. There are
some reports of powerful Lost or maho-tsukai being able to
switch into the other body rather than be destroyed, but these
tales are not confirmed.

The occupied body retains its physical Traits and physical
Advantages and Disadvantages, but instantly acquires the
mental Traits and Void of the caster, along with all of the
caster’s Skills and any Mental or Spiritual Advantages and
Disadvantages the caster may have. (Social Advantages or
Disadvantages may or may not persist - the GM should ad-
judicate such situations.) If the maho-tsukai remains within
the same body for an extended period of time (six months
or more) it will gradually change to physically resemble the
caster’s original physical form, changing Rings, Traits, and
Advantages as appropriate.

NOTEWORTHY BLOODSPEAKERS

The following section provides statistics for three notable
Bloodspeaker leaders who have plagued the Empire’s history.

TucHIBAN, THE BLOODSPEAKER

AR 6 EARTH 7 FirRe 5 WATER 5 Voip 6

INTELLIGENCE 8 PERCEPTION 6 -

Initiative: 10k9 Attack: Knife 10k5
Damage: 7k1 (Knife) Armor TN: 35
Reduction: 10 (due to Wounds: 133: Dead

School/Rank: Otomo Courtier 5/Bloodspeaker Technique (In-
sight Rank 10)

Taint Rank: 3.2
Skills: Calligraphy 2, Courtier (Manipulation) 5, Defense 3,
Etiquette 5, Horsemanship 3, Intimidation (Control) 6, Ken-

jutsu 3, Knives 5, Lore: Gaijin 3, Lore: Heraldry 4, Lore:
History 4, Lore: Maho 10, Lore: Shadowlands 3, Meditation



5, Sincerity (Deceit) 8, Spellcraft 5, Stealth 4, Temptation ;.T"‘—"" S 6 R e %\

(Seduction) 6 f ARTIFACT: i
Spells: Iuchiban has learned and memorized all known maho !
spells, and has access to other unique maho spells and pow- P ORCELAIN MASKS i
ers as the GM wishes. . ; &
AdvaHagES T-\e infamous porcelain masks created by Yajinden and !
3 his undead student, Fushiki, were used to create un-
%  Allies (Bloodspeaker Cult) dead armies during both the Battle of Stolen Graves and
&  Clear Thinker the later Battle of Sleeping River. The masks outwardly
&  Dark Paragon (Knowledge) appear rather plain and unimpressive: they are full-face
®  Forbidden Knowledge (Maho, Gaijin) 4 mempo of smooth white porcelain. Sometimes they are
@ TohihapesciSeapet) painted or sculpted to display facial features, but more
® Sage commonly they are left blank except for a vague face- F
- = like shape. The masks have no visible method of attaching
@ Social Position (younger son of the Emperor) to someone, and normally have no immediate effect on E
&  Voice ! a living person who puts one on. They are imbued with }
Disadvantages: dangerous Tainted kansen, and those who carry them for |
@  Dark Fate long periods of time must roll Earth at TN 10 to avoid |
&  Dark Secret (actually Hantei Jama) gaining a point of Taint. i
®  Infamous The true power of these masks is manifested when f
®  Overconfident they are placed on the face of a dead human body. The !
B Sivorn Eatndihe Ergpite) mask instantly fuses with the flesh of the corpse and the §
: 4 kansen within the mask animates the body, creating a §
Special Ability: zombie. The power of the mask causes the zombie to obey |
&  Khadi. Iuchiban has removed his heart with a sinister whoever attached the mask, making it a reliable undead
gaijin ritual. As a result, he is highly resistant to pain servant.
(Reduction 10), has no Wound penalties, and heals §e 3 SO A R o

his Earth in Wounds during the Reactions Stage of
each Round. Even if he is killed, dismembered, be-
headed, or burned to ashes, his body will continue to

heal and eventually reform, although it takes time. o

Iuchiban, born the second son of the Emperor, was a man

overlooked by almost everyone despite his high birth. Under-

appreciated and ignored, he grew into a man of bitterness and

seething rage. The world he was destined to rule was denied

him by the simple injustice of birth, and his name would

be forgotten by antiquity. It was too much for his petty and -
hateful soul to take. The Empire paid dearly for his anger. §

Iuchiban in all of his incarnations was human ambition
incarnate, demonstrating the extremes a man was capable
of taking if his desires went unfulfilled. In truth, few other
men can claim to have made such an impact on the Em-
pire as Hantei Jama. Without Iuchiban, there would be no
Bloodspeakers. Without him, maho tsukai would likely have
remained a rare phenomena, isolated madmen who offered
little threat to the Empire. No single human being in the his-
tory of the Empire has engendered such horror, such disgust,
or such outright fear as the Bloodspeaker. Iuchiban is the bo-
geyman of Rokugan, the terror who nearly destroyed Roku-
gan not once, not twice, but three times. Even after his final
defeat, his immortal black heart burned to a crisp and his soul
sent finally screaming to Jigoku, the nightmare may not be
over. Iuchiban has come back so many times that people are
no longer convinced he can be truly defeated.

TAIINA THL 40 SATNANA @ s1ayeadspoolq YL

These fears may hold a certain element of truth. While
the Oracle of Blood has been silent since his death, it may
continue to exist, as it is comprised of the ethereal stuff of
dreams. It is impossible to say that death has truly defeated d
Iuchiban. His soul bides its time in whatever dark corner =
of Jigoku it resides, and one day it may yet find a
way to escape the grasp of the Realm of Evil
and return to the living world.

o
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ASAHINA YAJINDEN, THE ARTIFICER OF BLoOD

AR 7 EArTH 4 FirRe 4 WAaTER 3 Voip 5

- WiLLpower 6 INTELLIGENCE 7 PERCEPTION 6 -

Initiative: 10k9+2 Attack: Knife 10k4
Damage: 4k1 (Knife) Armor TN: 40

Wounds: Normal human
Wound Ranks

School/Rank: Asahina Shugenja 2/Bloodspeaker Technique
(Insight Rank 8)

Taint Rank: 2.3

Skills: Artisan (several) 2-5, Calligraphy 5, Courtier 3, Craft:
Mempo 4, Craft: Weaponsmith 10, Defense 2, Etiquette
(Courtesy) 6, Knives 6, Lore: Heraldry 3, Lore: History 5,
Lore: Maho 6, Lore: Shadowlands 2, Medicine 4, Meditation
4, Sincerity (Deceit) 4, Spellcraft 6

Spells: Yajinden has learned and memorized all known
maho spells, although his knowledge is not as extensive as
Tuchiban’s.

Advantages:
&  Allies (Bloodspeaker Cult)
&  Forbidden Knowledge (Maho)
&  Great Potential (Craft: Weaponsmith)

&  Prodigy
&  Soul of Artistry (Craft: Weaponsmith)
Disadvantages:

&  Compulsion (master his art)
9  Infamous
&  Jealousy (Iuchiban)

Yajinden, the master artificer of the Bloodspeakers and crafter
of the legendary bloodswords, remains an enigmatic figure.
He has spent seven centuries in an endless search to achieve
true and absolute perfection of his art, dwelling always in the
shadow of Iuchiban’s power and greatness. In the early years
he was slavishly loyal to his master, but as century mounted
on century, Yajinden grew more and more bitter and jealous
of Iuchiban. That the Bloodspeaker’s repeated defeats owed as
much to his own haste and ambition as to his enemies’ power
only further weakened Yajinden'’s loyalty. This culminated in
his failed plan to enter the Tomb and consume Iuchiban’s soul
and power.

Captivity within the Tomb alongside his master humbled
Yajinden, but he never regained his old worshipful loyalty
to his master. Once he escaped the Tomb it was probably
only a matter of time before he betrayed Iuchiban once more,
slipping away from the Bloodspeaker’s final defeat and join-
ing forces with the so-called Dark Lord of the Shadowlands,
Daigotsu.




In the aftermath of Iuchiban’s third defeat, Yajinden is the
only living member of the original three founders of the cult.
He no longer takes a direct stake in the Cult’s ongoing activi-
ties, and seems to desire no further power, only absolute and
complete mastery of his own arts. Now, finally, he believes he
himself will be remembered on his own merits and for his own
accomplishments rather than being known only as another’s
follower. Finally, the artist is free to create and experiment
once more.

REFLEXES 5 - - PERCEPTION 6 -

Attack: Katana 10k5
Armor TN: 30

Wounds: Normal human Wound

Initiative: 10k5
Damage: 7k2 (Katana)

Rank 5)
Taint Rank: 3.5

Skills: Battle 5, Courtier 2, Defense 4, Etiquette 3, Intimida-
tion (Control) 4, Kenjutsu (Katana) 5, Knives 3, Lore: Battle
3, Lore: Heraldry 2, Lore: Maho 7, Lore: Shadowlands 3,
Lore: Shugenja 3, Meditation 3, Sincerity (Deceit) 4, Spell-
craft 6

Spells: Jama Suru has learned and memorized all known
maho spells except for Take the Body. His nature as a twisted
kansen-bound entity also gives him perverse insight into the
realm of maho, allowing him to create unique spells and ritu-
als that cannot be replicated.

Advantages:
&  Forbidden Knowledge (Maho)
&  Quick
Disadvantages:
@  Antisocial
&  Disturbing Countenance
Special Ability:
&  Jama Suru’s peculiar nature makes him strangely di-
vorced from normal human behavior and weaknesses.
He gains +3k3 on all rolls to resist mental or social
influence from anyone other than Iuchiban, but suf-

fers a =3k0 penalty to all Social Skill rolls made to
influence others.

In a very real sense the name “Jama Suru” is more of a ti-
tle than an actual person. For as long as there has been an
Tuchiban, there has been a Jama Suru, and every time the
Bloodspeaker returns a new general is created for his armies
who bears the same name, as if perversely honoring the mem-
ory of the first Jama Suru - or at the very least the memory
of his loyalty to Iuchiban.

The later versions of Jama Suru are created through a blend-
ing of unique magic developed by Iuchiban and Yajinden. The
recipient of this sinister blessing is imprinted with a kansen,
much like the original Jama Suru, infusing them with both an
absolute loyalty to Iuchiban and strong magical powers. This
process re-forges the personality into one of rage and hate, a
malignant force who serves as the enforcer of Iuchiban’s will.
All versions of Jama Suru ultimately reflect the nature of the
title more than their own original personalities, the imprinted
kansen slowly degrading their individuality and replacing it
with the skill, power, and rage Iuchiban required. Whether or
not the original Jama Suru is still present in any way within
these later versions is unknown.

All those who have born the name Jama Suru died at al-
most the same time as Iuchiban was defeated, usually shortly
before. The last one actually took the name before ITuchiban’s
rise to power, but he too fell in 1166 to Isawa Sezaru. The
Jama Suru personality does seem to have some glimmering
of recognition of its past existences, and it seems at least re-
motely possible that Jama Suru might appear in a time when
Iuchiban himself is not active. The Bloodspeaker general
might one day rise again or he might be dead forever, another
secret in maho practice never explained.
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ENEMIES OF THE EMPIRE

means everything. For most of those who dwell within

the Emerald Empire, it is a nonsense word, perhaps made
up by children to name something unknown. To a few, how-
ever, it holds the power of life and death, and with its simple
utterance it can transform a single life... or kill hundreds.

T he Kolat. To some, the word means nothing. To others, it

The Kolat is a vast and terrible conspiracy, dating back to
the very founding of the Emerald Empire, conceived in absolute
secrecy and maintained through ruthless practicality, amoral
cruelty, and absolute fanaticism. Indeed, it would not be inac-
curate to describe the Kolat as a secret philosophical cult, one
which clings to its bizarre principles with the same determina-
tion as Bloodspeakers and other religious blasphemers.

When Hantei and his divine siblings fell from the Heavens,
not all the human tribes welcomed them. Although the vast
bulk of humanity adored the Kami from the moment they saw
them, some were less enthusiastic - especially the tribal chief-
tains who had previously ruled over the land which became
Rokugan. Some of these malcontents rebelled openly, only to
be quickly defeated by the Kami and their rapidly growing
armies of followers. The defeated rebels were mostly driven out
of the fledgling Empire when they were not simply crushed
outright.

Other rebels, however, were more subtle. They met in secret,
discussing ways in which the Kami might someday be defeated
and their own rule restored. Their most prominent leader was
a man known as Tora, a charismatic genius and philosopher.
Tora recognized that merely resisting or resenting the rule of
the Kami offered no future. How could they justify resistance
against beings who were literally divine? Where could they
find moral authority for such audacity? Tora and his fellow

“Forget everything you have been told.”

— YASUKI TAKA, HUMBLE MERCHANT, TWELFTH CENTURY

conspirators spent countless nights arguing over this problem,
seeking justifications for their bitter resentment of the Kami’s
rule. Ultimately, however, it was another man who supplied
them with their answer: Shinsei, the Little Teacher, whose wis-
dom enabled the early Empire to withstand Fu Leng’s assault.
Shinsei was a mortal man, but the Kami listened to him and
revered his wisdom. Tora and the other conspirators pored over
Shinsei’s Tao, seeking its wisdom for themselves.

Out of these early debates, which lasted for almost a quar-
ter-century, the fledgling Kolat devised their own philosophy,
which they called the “Rule of Man.” They saw that Shinsei
taught all things to be impermanent, changing as the Celestial
Wheel turned. If they overthrew Hantei, they would be over-
thrown in turn. However, Tora argued the Celestial Wheel need
not be an eternal circle. What if it was instead working to cre-
ate some kind of final meaning, an ultimate pattern to the uni-
verse? In that case, the question of who ruled mankind became
one of vital importance. If mankind was ruled by gods fallen
from the Heavens, it would be those gods or their descendents
who determined the final pattern. But if men overthrew these
gods and ruled themselves, it would be men who ultimately
perfected the universe, forming it in their own image. On that
basis, Tora argued, rebellion against the Kami was not merely
justified but vitally necessary. Moreover, the entirety of human
activity would need to be controlled and guided so that the
final shape of the universe would be a desirable one. It might
take hundreds or even thousands of years to bring mankind en-
tirely under control, but the ultimate goal would be more than
worth the effort. His comrades agreed, and the Kolat was born.
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F PHILOSOPHICAL
CONSPIRACY

§ The founders of the Kolat were a strange mixture of |

opportunistic power-mongers and subtle philosophers.
How much they truly believed their own doctrines is dif-
ficult to know — certainly Tora believed, but many of his
comrades may have embraced his ideals simply because {
they provided justification for the conspiracy. However,
within a few generations Tora’s ideals of the “Rule of
Man” had been firmly inculcated into the conspiracy’s re- r
cruits. The Kolat quickly became a veritable cult of true 1
believers, men and women absolutely convinced they were #
doing the right thing for all mankind. This was a source
of considerable strength for the Kolat, since it meant the |
members of the conspiracy were willing to do anything,
without compunction or scruple, to pursue their ultimate
goals. It also meant the conspiracy was from the begin-
ning an organization dedicated to patient long-term plan-
ning. The perfection of the universe was not something to
be achieved overnight, after all.
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The Kolat admired Shinsei from the moment he ap- ‘!

& peared, but saw the Little Teacher in a different light §
than normal Rokugani. To most he was a wise man and

servant of the Kami. To the Kolat, however, he repre- i

]

¢ sented the actualization of the conspiracy’s goals. He
g was a mortal who stood before gods and took command,
{ briefly imposing his own will on the Celestial Order, just
5 as the Kolat hoped to do for all eternity. The Tao of Shin-
\ sei was and remains the only religious text the Kolat re-
spect, although they twist Shinsei’s words to justify their
darkest ideals.
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The Early Centuries

T

Having settled on their beliefs and justifications, Tora and
his fellows began the laborious work of building the Kolat
into an Empire-spanning conspiracy. Their early efforts were
slow, painstaking, and not always successful. Loyal agents
were planted in office close to persons of influence, in the
hope that they might slowly build networks of sympathy and
control within the Empire. The leaders of the conspiracy, now
a council of ten Kolat Masters, began constructing a secret
headquarters - a pyramidal structure which would come to
be known as the Hidden Temple - deep within the Phoenix
Mountains. Within a generation, however, a problem devel-
oped. As the early Kolat Masters began to grow old and die,
their heirs often proved considerably less capable. The re-
maining Masters began looking outside their own families for
heirs, grooming promising recruits from across the Empire.

The growth of the Kolat was initially a painfully slow pro-
cess, and might well have failed to make significant headway
at all but for the intervention of fate. Early in the second cen-
tury, Kolat agents in the Crab lands learned of a mysterious
object uncovered by Crab miners in the Twilight Mountains.
It appeared to be a giant crystalline globe, larger than a man
and with the outline of an eye carved into one side. Where it
had come from no-one knew, and the Crab themselves were
suspicious of the object - it was clearly magical, showing
visions and images to those who gazed into its depths, and
“weeping” small crystal tears which seemed to contain some
portion of its magical essence. They called it the Oni’s Eye.
Hida, lord of the Crab, reluctantly ordered the Eye brought to
Kyuden Hida for investigation, but the Kolat struck first. Their
agents staged a bandit attack, stealing the object and quickly
moving it across the Empire to the Hidden Temple. In those
early days Rokugan was still only lightly populated, and the
Kolat agents were not detected during their journey. Hida,
secretly glad to be rid of the strange artifact, never searched
for it.

The Kolat quickly began to experiment with their new ac-
quisition and discovered it had a host of unique abilities. The
Eye permitted them to observe events from vast distances,
almost anywhere they wished, and the strange crystal “tears”
that oozed from it could be used to communicate over equally
long distances. The Kolat suddenly had an intelligence source
greater than anything the Empire could hope to match. Even
better, the Eye allowed them to regain contact with those of
their brethren who had fled into the Burning Sands after the
arrival of the Kami. These distant allies, who called them-
selves Qolat, now became an integral part of the conspiracy.

Centuries of Plotting

EESRE ey

“One day, we will stop the wheel of reincarnation forever.
And then we shall see what true divinty is.”

— SHINJO YOKRATSU, CHAMPION OF THE UNICORN,
TWELFTH CENTURY

One of the newly unified Kolat’s earliest victories came deep
in the Burning Sands, where their agents were among the
first to encounter Shinjo’s roaming Ki-Rin Clan. As part of
a nomadic tribe known as the Ujik-Hai, the Qolat arranged
to join the Ki-Rin, subtly and skillfully infiltrating the clan
under the very nose of the Kami Shinjo. They would spend the
next several centuries slowly tightening their grip on the clan,
and by the time the Unicorn Clan returned to Rokugan, the
conspiracy was fully in control of the clan’s key leadership.

Within Rokugan, the Kolat’s development of economic
power gave rise to the Empire’s first great internal war, the
Crab-Crane War of the third century. When the war was con-
cluded, the Yasuki had joined the Crab and the Kolat influ-
ence over the family had grown enormously. The financial
and historical fallout from the war only confirmed for the Ten
Masters that financial warfare would be a very useful tool for
controlling and manipulating the Empire.

The Kolat’s manipulation of events within the Empire pro-
ceeded for centuries, each tiny step advancing their plan by
almost imperceptibly small increments, each garnering more
power and influence for the conspiracy. Not every campaign



was successful. The Dragon Clan, controlled by its immor-
tal Kami Togashi, defeated every effort to place agents of
the conspiracy within its ranks. On the other hand, the Ko-
lat found that when their operations failed and drew public
attention, they could easily shift the blame to the Scorpion
Clan, using them as scapegoats. They also succeeded in in-
fluencing the development of Rokugani law, pushing it even
more strongly toward testimony and social status and away
from evidence and logical deduction. (The later rise of the
Kitsuki family within the Dragon Clan was a source of con-
siderable alarm, and the Kolat went to great lengths to paint
the Kitsuki as eccentric and peculiar to discredit them with the
rest of the Empire.)

The return of the Unicorn Clan in the early ninth century
afforded the Kolat an opportunity to take much greater steps
forward. They now had an entire clan at their beck and call,
giving them enormous economic and military leverage with-
in the Empire. But even as the conspiracy rose to heights of
power it had never before attained, dangers were lurking that
would bring its ambitions crashing down.

The Age of Man

Unicorn was more than compensated for by the ascension of
mortals to the positions of rulers over the Celestial Heavens
themselves. Indeed, they believed this event meant the Kolat
plan had to a large degree been accomplished. A considerable
schism developed within the ranks of the conspiracy’s leaders
over whether the so-called “Age of Man” meant an end to
their struggle or only the beginning of its next phase.

Reorganization and Defeat

“Humanity lives with blinders on. The Kolat must eventu-
ally remove those blinders, and show man how beautiful
the world can truly be. Until then, we will use his blind-

ness as we would any other tool; to better prepare him for
the future.”

— IxomA Soko, KOrAT MASTER, TWELFTH CENTURY

The Second Day of Thunder heralded the end of the Hantei
Dynasty and the beginning of it successor, the Toturi Dynasty.
This was something of a turning point for the Kolat. The new
Emperor, the former Akodo Toturi, was a mortal man, not
a scion of the Hantei line. Many Kolat believed this to be
a major victory for the conspiracy, a huge step forward in
their long-term program of putting the entire universe into
the hands of man. However, within a few years they would
face a series of crises that tested the conspiracy to the utmost.

The Kolat had long been aware of the Lying Darkness, and
had made contingency plans to try to deal with it if its power
ever grew too strong. When the Darkness finally made its
move, however, the Kolat dithered for months before finally
taking action. At last they stepped forward, unleashing hun-
dreds of agents with crystal weapons to purge the Shadow-
spawn from the castles and courts of Rokugan. It was a key
blow against the Darkness, but it exposed the existence of the
Kolat to the Empire as a whole.

Even worse, at the very time the struggle against the Dark-
ness was entering its critical stages, the Kami Shinjo unex-
pectedly returned from the Burning Sands. She unleashed a
great purge against the Kolat infiltration of her clan, wiping
out centuries of effort in a few weeks. A handful of loyal
Kolat agents escaped, eventually founding the Minor Clan of
the Ox, but that was hardly suitable compensation for the loss
of the Unicorn.

To some of the Kolat leadership, these costs were accept-
able, because the end of the War Against the Darkness el-
evated two mortals, Hitomi and Yakamo, to the position of
Moon and Sun. These Masters argued that the loss of the

T

“The day we need no longer depend on human weakness,
that is the day our destiny will be realized.”

— CHNoko, KoLAT MASTER, TWELFTH CENTURY

The return of Shinjo and the Kolat’s open action during the
struggle with the Darkness had exposed the conspiracy’s ex-
istence to the Empire. Previously, the Kolat had been little
more than an enigmatic mystery, a word spoken in whispers
which might mean nothing at all. Now at last the Empire had
public confirmation that the Kolat existed and had done so
for centuries.

The conspiracy attempted to deal with this by adjusting
its organization and tactics. The Ten Masters separated their
followers into code-named “sects,” such as the Cloud Sect (as-
signed to preserve knowledge and relay it to the other sects)
and the Coin Sect (tasked with accumulating wealth). The
theory was the separate sects would be less vulnerable than a
single unified organization. In practice, communication and
coordination between the sects was so close that there was
little or no improvement in the conspiracy’s security. The Ten
Masters continued to meet regularly at the Hidden Temple and
agents from the various sects worked together to accomplish
the Kolat’s goals.

Given such facts, it was perhaps inevitable that the Kolat
would face a major defeat just a few years later. During the
chaotic era known as the Race for the Throne, shortly before
the dawn of the Iweko Dynasty, a traitor to the Kolat named
Kaelung revealed the location of the Hidden Temple to the
Scorpion Clan. The Scorpion took it upon themselves to eradi-
cate this foul conspiracy and assaulted the Temple and its Ox
Clan defenders with all their might. The Oni’s Eye was cap-
tured and the majority of the Kolat perished, including all but
three of the Ten Masters. The conspiracy’s influence was also
purged from the Ox Clan. Although much of the conspiracy’s
infrastructure survived elsewhere in the Empire, it was weak
and leaderless, and the remaining Masters had to devote all
their efforts to ensuring something survived for the future.

Less than a year later, Yakamo and Hitomi were expelled
from the Celestial Heavens by the new Sun and Moon, the
Jade and Obsidian Dragons. A new dynasty took power with
the direct mandate of the Heavens, ending the influence of
mortal man over Rokugan'’s leaders. From the seeming heights
of near-victory the Kolat had plunged to a position nearly as
weak as at its founding, 1100 years before.
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Organization of a Conspiracy:
The Masters and the Sects

Although the ten Kolat sects were officially created and named
during the Toturi Dynasty, in practical terms they existed for
centuries before that time. Each of the ten Kolat Masters had
always been assigned to run a particular aspect of the con-
spiracy, and giving names to these branches merely codified
the practice.

The identity of the ten Kolat Masters is one of the con-
spiracy’s most closely guarded secrets, even from its own
members. What is not known cannot be betrayed, after all,
and the knowledge held within any one Master’s mind would
be enough to destroy the entire Kolat if it fell into the wrong
hands. Thus, when the Masters met in the Hidden Temple
they always wore full-body black robes and golden masks to
conceal their forms and faces. When a Master dies, each of
the remaining Masters is allowed to anonymously nominate
a potential successor from within the Kolat ranks, and the
candidates are tested rigorously by the entire leadership. This
theoretically ensures only the finest members of the Kolat can
rise to the position of Master, although in practice it does not
always work out that way.

When not visiting the Hidden Temple, the Kolat Masters
live ordinary lives, behaving in all ways like the loyal and
pious Rokugani they appear to be. Their positions in the “real
world” often have little relation to their status within the con-
spiracy, for the Kolat pays no attention to the rules of Roku-
gan’s social hierarchy and will recruit eta as readily as it will
samurai. For example, at the end of the eleventh century one
of the Ten Masters was none other than the Champion of the
Unicorn, while another was a geisha and still another was a
captain in the Imperial Guard.

Kolat are masters of concealment and patience. To evade
the eye of the Empire’s defenders for a thousand years requires
strict loyalty and discipline. Individual Kolat agents must live
their “real” lives flawlessly, whether they be samurai or peas-
ants, without failing in their duties to the Kolat Masters. One
traitor can ruin decades of work, so the conspiracy picks its
recruits carefully, often luring and indoctrinating them for
years before allowing them to become conscious agents of
the Ten Masters.

CHRYSANTHEMUM SECT

The Chrysanthemum Sect was the name given to those who
served for a thousand years as the Kolat’s eyes and ears within
the Imperial City - first Otosan Uchi and later Toshi Ranbo.
These agents had one of the most dangerous jobs within the
conspiracy, for their operations were always liable to draw
the attention of Imperial Magistrates or the Seppun family’s
Hidden Guard. Every agent in the Imperial City was required
to keep a vial of poison at all times, to be taken in case of
discovery.



Otosan Uchi, site of the first Hantei’'s home, was a vast,
sprawling, and chaotic city, easily infiltrated by new indi-
viduals. The key activities in the city were conducted within
the innermost holdings, however, where security was vastly
more severe. Further, the magical protections of the city grew
stronger with every generation, so much so that even the
Oni’s Eye could not always see into the place. Thus, agents
were constantly needed to infiltrate the place, and casualties
were high. Fortunately, those who perished never exposed the
conspiracy’s existence.

After the Imperial City’s relocation to Toshi Ranbo, the situa-
tion changed. The city’s rapid expansion into a major metropo-
lis was not closely supervised, and the Kolat had ample op-
portunity to not only infiltrate the city but to construct secret
holdings in many neighborhoods. Even after the destruction
of the Hidden Temple, the Chrysanthemum Sect continued to
operate within Toshi Ranbo, albeit with far fewer resources.

CLoup SEecT

The Kolat has existed for a thousand years, and all of the
knowledge it accumulates, especially all knowledge dealing
with espionage, magic, blackmail, and mental conditioning,
is maintained and studied by the Cloud Sect. The sect’s task is
both simple and demanding: preserve everything the conspir-
acy knows, and distribute the information to the other sects
as needed. Thus, the Cloud Sect is among the most outgoing
and least secretive branches of the Kolat, freely sharing its
wisdom with the rest of the conspiracy. It is staffed heavily by
shugenja but also includes scholars and historians of many
other stripes. Although most of its membership dwells within
the Hidden Temple, its agents are dispatched throughout the
Empire when needed.

The Cloud Sect is unique in that almost any member may
directly contact its leader, Master Cloud. Every shugenja in
the sect is taught a special spell which allows them to directly
contact the Master of the sect, albeit without actually seeing
him. This allows Master Cloud to maintain tight and direct
control over his agents without compromising his identity
even if an outsider learns the spell.

The fall of the Hidden Temple all but destroyed the Cloud
Sect, an especially heavy blow to the Kolat organization.

CoiN SEcT

The Coin Sect is in charge of the Kolat’s extensive efforts in
economic warfare, something the conspiracy has pursued ag-
gressively since the third century. The sect raises vast sums
through its control and manipulation of trade within the Em-
pire, and has strong influence within the Yasuki, Daidoji, Yori-
tomo, and Ide families, among others. It also controls many
criminal organizations throughout the Empire. Economic
warfare and trade manipulation have been staples of Kolat
power for a very long time, and the Coin Sect is quite power-
ful, albeit somewhat controversial. Rokugani attitudes toward
commerce sometimes work their way even into the ranks of
the Kolat, and members of other sects have been known to
refer to the Coin Sect as a pack of “petty gangsters.” More-
over, the Coin Sect often seems to suffer from an unusually
high level of internal strife, infighting, and betrayal. Greed is
a terrible and powerful force, most especially for those who
peddle greed to others.

That being said, the activities of the Coin Sect remain vital
to the Kolat and more than one Master Coin has pointed out
that commerce can undermine the rule of the Heavens more
effectively than any doctrine. Moreover, the Coin Sect’s na-
ture makes it far more hardy and resilient than other branches
of the conspiracy. The Coin Sect survived the fall of the Hid-
den Temple with less damage than almost any other branch of
the organization, and if the Kolat rise again during the Iweko
Dynasty, it will likely be the work of Master Coin.

DReAM SEecT

A considerable number of Kolat have absolutely no idea they
are part of any conspiracy. This is the work of the Dream Sect,
which specializes in the strange and unnatural task of creat-
ing “sleepers” - Rokugani who have been brainwashed and
reprogrammed to serve the needs of the conspiracy. When
a sect needs a sleeper agent, they find and kidnap a suitable
subject, then hand the poor soul over to Dream Sect agents.
The victim is spirited back to the Hidden Temple and spends
weeks undergoing physical and mental torture in a careful
mixture, using both mundane and supernatural means. The
exact methods are a secret known only to senior operatives
of the Dream Sect and their leader, Master Dream, also some-
times called simply “the Breaker.” After the conditioning is
over, the sleeper agent’s memory is erased and he or she is
returned home with a suitable story justifying the absence.

Sleeper agents may be activated by a trigger word, phrase,
or poem, by a set time passing, or any of a wide variety of
other signals. Once activated, sleepers lose all sense of self
and behave only as previously commanded during their in-
doctrination. They fulfill their mission at any cost, forgetting
their deeds afterward. Sleepers may awake in the morning
to find themselves clutching weapons, their lord’s blood on
their clothes.

The Dream Sect’s methods are not perfect, and more than
one strong-willed samurai has resisted programming. Failed
subjects are killed, and the sect constantly strives to improve
its work and to develop more sophisticated sleeper agents.

Like the Cloud Sect, the Dream Sect was largely wiped out
when the Hidden Temple fell. The sect’s sleeper agents, how-
ever, continue to live out their lives, unaware of the program-
ming hidden within their minds. They are an asset which the
rest of the Kolat may yet be able to reclaim.
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JADE SECT

Just as the Kolat were never willing to tolerate the rule of the
Kami over mankind, they also are unwilling to let any other
supernatural or otherworldly influence determine the fate of
the universe. Indeed, the Kolat have long recognized the ful-
fillment of their ideals will require them to control the spirit
world as well as the mortal realm. The duty of the Jade Sect
is to oppose supernatural threats to the conspiracy’s goals —
whether those threats be the Taint of Jigoku or the corruption
of the Lying Darkness. The Jade Sect exists to fight the rule
of corruption just as the other sects fight the rule of Tengoku.

Jade agents rarely take direct action. When the scope of a
threat is within the ability of a few agents to deal with, they
will do so, but more often the Jade Sect utilizes the Kolat’s
powerful network of control and influence to bring allies to
bear on the problem. The Kuni Witch Hunters, the Scorpion
Kuroiban, the Phoenix Inquisitors, or the Jade Magistrates
sometimes receive anonymous information pointing to dan-
gerous threats — vast Bloodspeaker Cult cells, entire villages
fallen to the Taint, or powerful samurai who have gained their
positions through corrupted means.

The Jade Sect’s most famous member was a tragic figure,
the former merchant Yasuki Taka. At one time he was
both a Kolat and a secret enemy of the conspiracy, and he
witnessed the death of the woman he loved when she tried to
assassinate the possessed Emperor Hantei XXXIX. When the
Lying Darkness rose he was among the first to combat it and
ultimately, he was consumed by it. However, a combination of
his own will and Kolat intervention saved him from becoming
a mindless pawn of the Darkness. He was encased in a prison
of crystal. His memories were mostly destroyed, but his guile
and his hatred of corruption remained fully intact, and he
ran the Jade Sect for decades from within his crystal cocoon.
He finally died when the Scorpion Clan stormed the Hidden
Temple.

After the fall of the Hidden Temple, the Jade Sect largely
collapsed as an arm of the Kolat, though individual mem-
bers often continued their personal war against the forces of
Jigoku.

-
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Lotus SecT

The Lotus Sect is responsible for dispatching the enemies of
the Kolat. They are some of the finest assassins in the his-
tory of Rokugan, with skills that would be the envy of any
Shosuro shinobi. Lotus assassins live in secluded monasteries
in remote regions, training perpetually, waiting for orders
from their superiors in the other sects. The Lotus philosophy
is that an assassin must be free of human contacts with the
outside world, thereby ensuring the assassin can take life
without hesitation when the time comes. Master Lotus lives
within each of these temples at different times, this constant
movement ensuring that even if his location is discovered he
will be long gone before the information reaches anyone with
the ability to act on it. The Master’s constant movement also
keeps the Lotus assassins themselves at their best, since he
may arrive at any moment without notice. Master Lotus keeps
in close contact with Master Silk, with three couriers at each
temple ready to run missives between the two. After all, most
assassination targets are determined by information given to
the Lotus by the Silk Sect.

Kolat assassins are not actually feared by most Rokugani,
but this is only because the existence of Kolat assassins is
unknown to most Rokugani. Even the few magistrates who
investigate Kolat activities seldom recognize the danger they
are in... until it is too late. Moreover, the Kolat sometimes
employ ronin such as the Weavers as front-men for their as-
sassinations to further confuse their enemies.

Roc Sect

The Roc Sect is a mixture of Kolat and Qolat, and serves as the
connection between the two conspiracies. When a Rokugani
resource might aid the Qolat’s efforts in the Burning Sands,
a Roc agent is dispatched to deliver whatever might be re-
quired. Likewise, the Roc can deliver the powers and secrets
of the Burning Sands to Rokugan. The Roc Sect serves as
the medium through which two worlds collaborate toward the
same goal.

Indeed, the danger posed by the Heavens is not unique to
Rokugan. The Burning Sands were once a lush and fertile
realm before the Heavens’ wrath reduced it to dry dunes,
bleached rocks, and embattled oases. The Qolat, formed origi-
nally from the refugees who fled the Kami in Rokugan, have
found the Burning Sands ready and willing to hear their mes-
sage of human supremacy and metaphysical perfection.

Roc agents are among the most scrutinized members of
the conspiracy. Due to the freedom of movement required to
perform their job, they must be chosen from only the most
trusted and loyal recruits, especially since they often spend
long periods of time completely beyond the reach of either
organization. Before any potential Roc agent is welcomed
into the sect’s ranks, he or she is kidnapped and tortured for
a full week by Kolat disguised as Imperial magistrates. If the
agents break they are killed. Only those who withstand this
harsh initiation without betraying the Kolat are welcomed
into the Roc Sect.

Master Roc is often a recruit from the Qolat, and thus can-
not show his or her face openly within Rokugan. However,
this also means Master Roc can leave the Empire without fear,
knowing the Qolat will be waiting on the far side of the desert.



The fall of the Hidden Temple thus had relatively little im-
pact on the Roc Sect, and the Qolat maintain the conspiracy’s
dream in foreign lands, waiting for the time when they can
return to Rokugan once more.

Sk SECT

The Kolat know that knowledge is power. Knowledge of a
single samurai’s dishonorable grandfather can be the catalyst
for the downfall of an entire family. A single moment of
weakness discovered by the Kolat can undo a lifetime’s good
deeds. Conversely, all the cunning and resources of a thou-
sand years of conspiracy means nothing if the Kolat does
not know how or when to use its power. The Silk Sect is
responsible for gathering intelligence for the conspiracy, col-
lecting information in every possible way and conveying it
back to the Hidden Temple for analysis.

Many Silk agents are actors, geisha, or courtiers, and a
large number are heimin or even eta. They are the open ears
that none are aware of. They are the comforting arms in
which to confide. They are in every city, have agents in every
court. They have ears almost anywhere a samurai could be
expected to speak. Truth is power to the Silk Sect, and they
are in the business of obtaining as much of it as possible.

A separate faction within the Silk Sect analyzes and
disseminates the information collected by their field agents.
They send reports to the other Sects about what has happened,
what may happen, and what the Kolat can do to affect this.
They also forge and falsify anything the Kolat might need,
from legal documents to famous weapons.

Because of their special function, the Silk Sect is both
the most trusted and the most carefully watched of all
the Kolat sects. They know everything and thus could
betray any of the other sects, even the ruling Tiger.
Further, their agents are the most likely to be-
tray the Kolat. A disguised geisha might fall
in love with her mark. A power-hungry
information broker might decide to try to
buy his way into a better life with Silk Se
intelligence. A courtier might succumb t
the lure of honor and choose his own clan"
over the Kolat. In such cases, of course, a
Lotus assassin ends the betrayal efficiently
and swiftly, but such risks are constant and'
the conspiracy is ever-vigilant.

Few Silk Sect agents actually died when .
the Hidden Temple fell, but the loss of -
their central headquarters left them
helpless, unable to report their infor-
mation or put it to use. The majority
of them simply focused on their “nor-
mal” lives, hoping that someday the
conspiracy might revive and contact
them once again.

STEEL SECT

The Steel Sect is the name given to the military force which
guards the Hidden Temple. Of course, this small army of high-
ly trained ronin, called the “Hidden Guard” in mockery of the
Seppun family, existed for many centuries before it took on
the name of Steel Sect, and its responsibilities were no dif-
ferent in those earlier eras. After the purging of the Unicorn,
the Steel Sect also included the newly formed Ox Clan, whose
territories were deliberately placed to occupy the most direct
approaches to the Hidden Temple.

The Steel Sect’s responsibilities are simple: prevent any
outsiders from approaching the Temple. When travelers
stray too close, the Steel patrollers first attempt to cause
‘accidents’ to turn the visitors away. If the accidents do not
achieve their desired effect, Steel Sect warriors take a more
direct approach. Whenever possible they attempt to main-
tain the appearance that people died accidentally, so as to
give the entire area a reputation as naturally dangerous.
Even after the creation of the Ox Clan, the Kolat still had to
be careful - the Ox could only explain away so many deaths
of Great Clan samurai in their lands. Far better to discourage
visitors with ‘accidents.

Ultimately, the Steel Sect and the Ox Clan failed in their
missions when the Scorpion Clan attacked the Hidden Temple
directly. In the aftermath of the attack, the Steel Sect lacked a
true mission - there was no longer a central headquarters to
protect. The handful of survivors from the sect attempted to
re-purpose themselves as bodyguards

and enforcers, hoping the vacant

Master positions will be filled and

the new Kolat Masters will require
protection.
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TIGER SECT

The Tiger Sect is tasked with the simplest and at the same time
the most difficult and vital of duties - making sure the Kolat
conspiracy remains a secret at all costs. Thus the Tiger may
be considered first among equals. Their members are the only
Kolat agents who are routinely given the identities of other
Kolat as part of their duties. They identify and execute those
who detect or betray the conspiracy, as well as noting targets
for the Lotus Sect to dispatch. Many samurai who have come
too close to learning the truth about the Kolat have met their
end at the orders of the Tiger Sect.

Within the Kolat, Tiger agents are spoken of in hushed
tones and whispers. Their tactics are harsh and they are mer-
ciless in their approach. An internal enemy is treated with
the same ruthlessness as an external one, and when someone
betrays the Kolat the punishment extends not only to that in-
dividual but also to his family and friends. Death at the hands
of a Tiger agent is never a swift or painless affair.

Master Tiger, the leader of this sect, is an enigmatic figure,
and his identity is known only to the other Masters. This is
done to prevent him from gaining too much power over the
Kolat as a whole, since in theory all the Masters should speak
with an equal voice. Even so, the Tiger Master often functions
as the de facto leader of the conspiracy.

Resources and Methods

The Kolat rarely find themselves forced into a situation
where they must directly confront a group or individual.
Problems are uncovered and dealt with far before direct
action is required. The Kolat always prefers to act indirectly,
using its influence to steer unknowing samurai toward an
identified problem. While a few Rokugani do know or guess
at the existence of the Kolat, the great majority do not, and
the conspiracy likes to keep it that way. They employ a soft
and subtle hand whenever possible. For example, the Kolat’s
influence can be used to ruin the career or reputation of a
troublesome magistrate, or to bankrupt a merchant who is
working against Kolat interests. Forged documents, seduc-
tions, bribery, blackmail... all of these things are weapons
in the conspiracy’s arsenal. Why go to the trouble and dif-
ficulty of killing someone when they can be destroyed so
much more easily without bloodshed?

The Silk Sect is particularly adept at dealing with foes
in this manner. Their enormous information resources al-
low them to unleash incriminating evidence to shame a
target publicly, usually resulting in exile or seppuku, if not
execution. The power of the Oni’s Eye makes it pitifully easy
for the Kolat to discover dark secrets about its targets once
they draw its ire. Moreover, since these sorts of maneuvers
are commonly employed by clan samurai against each oth-
er, few will question how a particular samurai happened to
come across a piece of incriminating evidence. A variation

of this method is to actually forge and replace a document
or item, then expose the forgery so as to shame a suitable
person. A famous katana suddenly breaks in a duel, a mer-
chant is discovered selling counterfeit goods, travel papers
suddenly become cheap forgeries... the method has infinite
applications, and the skills of Kolat agents can ensure the
substitution is never discovered.

All this being said, there are still many occasions when
the Kolat must end someone’s life, either to protect itself or
to advance its cause. Death is not easily hidden, so the Kolat
instead hides the cause and method of death. Sleeper agents
are a vital tool in this program, since they can be unleashed
without warning to kill someone for no apparent reason or
motivation. The Lotus Sect is also available, a formidable
group of actors, killers, and liars. The typical Lotus assas-
sination will be carried out by an agent who pretends to be
someone close to the target, murders him, and then fakes his
own death. Poisoning is also a popular method, since poisons
can be extremely difficult to trace back to their source. Kolat
resources allow their agents to procure the deadliest of toxins
and easily slip them into food, drinks, or even gifts. They
generally use slow acting poisons, to lessen the chance of dis-
covery beforehand and to create a confusing delay between
the poisoning and subsequent death.

The Kolat does not wage open warfare with its enemies - it
lacks the resources to do so. If an army is needed the Kolat
will try to maneuver the forces of one of the clans into do-
ing the work instead. For example, in the eleventh century
members of the Hare Clan stumbled across a Kolat operation
in the Imperial capital. The conspiracy quickly arranged for
the Scorpion Clan to blame the death of one of its samurai on
the Hare, unleashing a Scorpion army to besiege and destroy
the Minor Clan’s modest castle.

Enemies and Weaknesses

PN g

Although the Kolat may appear to be an all-powerful and
unstoppable organization, history clearly shows this not to be
the case. From the peak of its power in the early twelfth cen-
tury the conspiracy was cast down into near-ruin just a few
decades later. This could not have happened if the Kolat were
as invulnerable as its leaders believed. Indeed, long before the
fall of the Hidden Temple the Kolat faced many enemies, and
it is possible that at almost any time one or more of these foes
could have brought the conspiracy crashing down.

The Kolat’s most persistent foe throughout its history was
the Dragon Clan. For over a thousand years the Dragon were
ruled by none other than the Kami Togashi, who changed his
name each generation so as to remain in the mortal world
until he could face his brother Fu Leng once more at the Sec-
ond Day of Thunder. Togashi’s divine sight could identify
every Kolat infiltrator, and the conspiracy’s efforts to gain
a foothold in the Dragon were always defeated. The Kolat
were deeply alarmed by Togashi’s power and puzzled by his
refusal to simply expose them and wipe them out. The rise
of the Kitsuki family, whose strange methods of investiga-
tion made them capable foes of Kolat plots, further deepened
the conspiracy’s fears. Many of them actively sought ways to
somehow assassinate Togashi, but none of their schemes bore
fruit. For his part, the Dragon Kami allowed the Kolat to exist
because he saw they, too, had their part to play in the destiny
of the Empire.



WYy SAMURATI FALL
TO THE KOLAT

Betraying the will of the divine and fighting to re-
order the Empire is nothing an honorable samurai
should do. In a land where honor is stronger than steel,
why would anyone willingly join the Kolat? For a few,
the simple draw of power is sufficient. Kolat recruiters
will lure in easily corrupted samurai with demonstra-
tions of financial and political power. Such recruits are
rare, however — not because of a lack of dishonorable
samurai within the Emerald Empire, but rather because
it is difficult to find someone with such petty desires who
still has the guile and loyalty to serve the Kolat effec-
tively.

Many of the agents who serve the Masters are ac-
tually drawn to the ideals of the Kolat. All too often
samurai are forced to choose between their lord and
themselves. Some samurai are unable to bear the pres-
sure. They begin to blame the Celestial Order for the
tribulations in their lives, for dead lovers and lost for-
tunes. The Heavens dictated their suffering, so they
turn against the Heavens. These fallen samurai who
turn to the Kolat are convinced their sacrifices are nec-
essary to free the rest of humanity from their own fate.

PEASANTS
AND THE KOLAT

The Kolat is by no means an exclusively samurai orga-
nization. To the contrary, the Kolat’s goals and meth-
ods mean they judge men by their abilities rather than their
birth. Heimin and eta are frequently members of the con-
spiracy and more than one of them has risen to the position
of Kolat Master. For example, during the reign of Hantei
XXXVIII, one of the Kolat Masters was a geisha while an-
other was a criminal gang leader.

The use of peasants and untouchables offers many ad-
vantages to the Kolat. Commoners are unseen even when
plainly visible, for those below a samurai’s station are be-
neath a samurai’s notice. This can make it very easy indeed
to gather information for the Silk Sect, to pass information
on targets to the Lotus Sect, or to smuggle goods for the
Coin Sect.
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e Kolat are the masters of Rokugani conspiracy, but !
) this does not mean they are the only conspirators in
¢ the Empire. Conspiracies are not that uncommon on a lo-
cal level, such as criminal gangs who work to take control
of towns or cities, or clan samurai plotting to control their
fief. These conspirators often use methods that closely re-
# semble the Kolat, although obviously the Kolat itself has
a much greater reach and much more experience. How-
ever, local conspiracies can very effectively control small
provinces or individual cities without the need for a larger
network. These groups sometimes come into conflict with
the Kolat itself, although more often the Ten Masters al-
low such groups to operate without interference — after |
all, such groups can form effective scapegoats for failed
§ Kolat plots.
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In addition, on at least one occasion a misguided meg-
alomaniac has created his own “Kolat,” imitating the
rumors about the true organization and embarking on -
plots and schemes of his own. The true Kolat found this
very useful, since the charlatan not only drew attention
away from them but his eventual exposure and elimina-
tion convinced the Empire that the Kolat had never been
anything more than a trivial group of plotters. It is likely
that such imitation Kolats have come into existence more
i than once in the Empire’s history, and GMs can use them
5 to challenge PCs without forcing them to take on the im-
i mense power of the true Kolat.
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Ironically, the Scorpion Clan - the supposed masters of se-
crets — were never a serious threat to the Kolat until the end,
when they learned of the Hidden Temple’s location. Up until
the twelfth century, most Scorpion were too secure in their
own sense of superiority to believe a monstrous conspiracy
was lurking undetected within the Empire. Indeed, for much
of its history the Kolat routinely used the Scorpion as scape-
goats for its own operations.

One enemy the Kolat did watch and fear was the Lying
Darkness. Although most Rokugani were unaware of the
Shadow and its growing power, the Kolat became aware of it
from an early date and observed the Darkness’ slow growth
and sinister infiltration of the Empire with concern. The
conspiracy could not abide the thought that another power
might remake the universe into its image, and as the Dark-
ness grew stronger the Kolat employed ever more stringent
measures against it. Kolat agents were routinely tested for
Shadow corruption, and the Jade Sect was tasked with de-
stroying Shadowspawn as well as the forces of Jigoku. The
Kolat knew the Darkness could be defeated by naming it, and
during the tenth and eleventh centuries the conspiracy began
to assemble the ingredients for a potent magical ritual that
could summon the Sun and Moon out of the Heavens to do
just that. The ritual was never actually used, which was prob-
ably for the best - who knows what destruction might have
resulted from mortals compelling the very highest Fortunes?

Ultimately, the Kolat’s greatest weakness was that it had
to remain absolutely secret if it was to survive. Even at the
peak of its power, during the period between the return of
the Unicorn Clan and the Second Day of Thunder, the con-
spiracy’s real numbers were small and the Masters knew they
could not survive full-scale exposure to the Empire. The Kolat
had to continually exert tremendous effort to hide itself and
crush anyone who might be stumbling onto its existence. Af-
ter the Kolat revealed its existence during the War Against the
Darkness, the catastrophe that followed was probably only a
matter of time.

The Kolat as ;Adversaries
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Conspiracy stories have an intrinsic appeal - just look at the
success of The X-Files and the enduring obsessions with the
JFK assassination. The Kolat are the perfect vehicle for intro-
ducing such stories to an L5R campaign. The GM can employ
the Kolat in a variety of ways, from single mysterious en-
counters (why did that magistrate seem so uninterested in the
death of Akodo Jinoku?) to a full-scale epic in which the PCs
face off against the entire conspiracy. Because the Kolat has
agents all through Rokugani society, from the highest levels
to the lowest — not to mention sleeper agents - the GM can
create a powerful sense of isolation and paranoia among the
players. Up until the War Against the Darkness, no one in
Rokugan really believes there is such a thing as the Kolat,
and PCs who try to prove otherwise will soon find themselves
discredited and isolated.

Of course, a story where the PCs are inevitably crushed by
an all-powerful conspiracy is not very fun. Some players may
be willing to embrace such a story - it is certainly in keeping
with the tragic themes of L5R role-playing - but most will
prefer to at least have a chance of getting the better of their
foes. If the GM is going to make the Kolat into the central
focus of the campaign, the players will probably need to have
a legitimate chance at turning the tables and ultimately tri-
umphing against the conspiracy.

There are a number of ways this can be done, but the most
obvious is to alter the Empire’s history such that the PCs can
and must take center stage. This is especially important if
the players are familiar with the canonical timeline of Roku-
gan and thus “know” the Scorpion will eventually destroy the
Hidden Temple. The GM should strive to take away this sense
of certainty and put the players into a situation where the de-
feat of the Kolat clearly rests on their shoulders. For example,
what if the Kolat finally succeeds in assassinating Togashi?
The death of a thousand-year-old Kami will certainly let the
PCs know they can’t depend on canonical history to save the
day.

KorLAT PLAYER CHARACTERS

Running a game with Kolat player characters is a challenge
not to be taken lightly. Player characters as enemies can lead
to exciting games, but an overzealous player can quickly
destroy any suspense with obvious and blatant actions,
while a timid player may not ever gain the confidence to
play the role of villain. More generally, a Kolat player char-
acter will often be in direct conflict with the rest of the party,
subverting their efforts and sabotaging them whenever the



conspiracy requires. This can quickly lead to inter-character
conflict, bad feelings, and a failed campaign. Other players
will be tempted to “meta-game” their knowledge of the Ko-
lat character’s true nature, and the Kolat character in turn
will be tempted to take improper advantage of his knowl-
edge of the PCs. The GM can obviate this problem easily
enough if all of the players are willing to run Kolat charac-
ters, but if only part of the group is interested in running a
member of the conspiracy, problems may easily arise. The
GM should discuss such matters up front with the players
and make sure everyone will be comfortable with such situ-
ations and can maintain a distance between themselves and
their characters. Inter-party conflict is one of the easiest
ways to destroy a role-playing campaign, as intense feelings
from character interactions spill over into real life, and the
GM should be wary of such problems.

That being said, a character who is a member of the Kolat
should take the Advantage Forbidden Knowledge: Kolat and
the Disadvantage Dark Secret: Kolat. (Needless to say, ex-
posure of this Dark Secret will mean ignominious execution
- Kolat are, by definition, traitors to the Emerald Empire.)
The player and GM should choose an appropriate Sect (or, in
earlier eras, the branch of the conspiracy that corresponds
to the later Sects) and establish one or more NPC contacts
who deliver orders to the character and collect his reports.
In general, player characters cannot be members of the Roc
Sect, but any other branch of the Kolat is potentially avail-
able.

A good way to handle the flow of information and pre-
vent “meta-gaming” in a game involving Kolat characters is
to make every character write down their actions and pass
them to the GM. This method can actually greatly
enhance a game where there is more than one
Kolat present, since Kolat agents don’t necessarily
know who other Kolat are or whether they are on
the same mission. Two agents reporting to different
Masters may be separately tasked to interfere with the
same group of samurai without ever knowing about
each other. Using the note-passing method can result in
an entertaining and tense situation in which neither the
Kolat PCs nor the rest of the party are really sure what is
going on.

The three biggest temptations for GMs running Kolat
characters are under-use, over-use, and “safety netting.”
Under-use is simply never bringing the character’s Kolat
loyalties into the game - the Masters never give the character
anything to do, and his Kolat background loses its value and
has no impact on the game. Over-use is the opposite problem,
constantly giving the player char-
acter special missions
to the point that he is
playing a separate cam-
paign from the rest of the A A
characters, who generally
won't get nearly as fulfilling LN
a play experience. The issue N
of “safety netting,” however, is
possibly the most subtle and the o
most tempting to the GM: using the
Kolat to continually rescue and guide
the PCs, allowing crucial information
to be handed to the Kolat":fglayer character
any time the party isn"t ﬂi‘qving as quickly

A

as the GM might like, and generally employing the Kolat to
solve all plot problems. This leaves the players as passive fig-
ures who are shuttled through the plot by the machinations of
the conspiracy, a situation they will quickly find frustrating
and uninteresting.

The key to running a campaign with an active Kolat player
character is balance. The GM and players alike should be
prepared for both the benefits and the potential consequences
of allowing a member of the conspiracy into the game. If a
PC is exposed as a Kolat agent, the rest of the party’s duty
is clear-cut: Imperial law demands the Kolat be put to death.
Even fellow Kolat agents will follow this edict to maintain
their own cover. Likewise, the Kolat game mechanics (Paths
and Advanced School) are not to be granted lightly. A samurai
doesn’t walk into the Lotus Sect Assassin dojo and spend a
week training. These Techniques should only be granted to
characters who have earned them, and they are as much a
burden as they are a source of power.

GMs who wish to introduce the Kolat into the party without
most of the problems outlined above can instead opt to add a
sleeper agent to the group. In this case, the GM should speak
in private with the player for the potential sleeper, making
sure the player is ready and willing to undertake such a chal-
lenge - which will, after all, probably result in the character’s
disgrace or death once his sleeper programming is activated.
The GM should not force an unwilling player into such a situ-
ation - but if the player is willing to embrace the drama and
tragedy inherent in such a storyline, it can be a very exciting
addition to the campaign.
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The Kolat employ a large number of different methods and
personnel to carry out their plans. Herewith we present
an assortment of “standard” Kolat NPCs who the GM can
use to challenge and threaten the PCs.

KoOLAT ASSASSINS

Nothing is more terrifying than the knowledge that someone
you trusted has betrayed you, and the Kolat utilize this terror
to devastating effectiveness. Kolat actors and assassins of the
Lotus sect are often trained to eliminate a specific target and
replace him or her. This allows them to spy unseen on their
enemies, attack completely unsuspecting targets, and then
leave the area without anyone suspecting the conspiracy.
Their training is rigorous and extensive, often lasting for
months or years before they are sent out to conduct missions
for their masters.

On those rare occasions when a direct assassination is
needed, a Kolat will usually kill the target subtly with poison.
This is usually done subtly while the victim is surrounded by
others, maximizing terror while minimizing any chance of
detection. For example, a Kolat posing as a geisha or servant
will slip poison into the victim’s food or drink while leav-
ing everyone else’s meal untouched.

Often the poison is slow-acting
or mimics the symptoms of
normal illness.

1(’5

On some occasions the Kolat finds it more useful to carry
out a bloody murder and plant evidence framing another par-
ty. In these cases the assassin will often attack openly while
impersonating someone from the group who is being framed,
allowing witnesses to corroborate the story and make sure the
targeted group takes the blame. (This is a tactic heavily employed
when the Kolat wants to start a war within the Empire.)

DIRECT ATTACK ASSASSIN

AR 4 EARTH 3 Fire 4 WAaTER 3 Voip 2

- - - STRENGTH 4 -

Attack: Katana 8k4 or Tanto

9k4 (normally Complex)
Damage: 7k2 (katana) Armor TN: 30 (5 from light
or 5k1 (tanto) armor)

Reduction: 3 (from light Wounds: Normal human
armor) Wound ranks

Initiative: 9k4

School/Rank: Clan samurai 2/Lotus Assassin 3
Skills: Acting 5, Athletics 2, Courtier 2, Defense 4, Etiquette 2,

~ Kenjutsu 4, Knives (Tanto) 5, Sincerity 5, Stealth (Sneaking) 5

Advantages:

&  Quick

&  Forbidden Knowledge (Kolat)
Disadvantages:

&  Dark Secret (Kolat)

INFILTRATOR ASSASSIN

AR 4 EARTH 3 Fire 4 WATER 2 Voip 3

PeRcepTION 4 -

Initiative: 9k4 Attack: Knife 6k4 (usually
Complex)

Damage: 3k1 (knife) Armor TN: 25
Wounds: Normal human

Wound ranks

School/Rank: Lotus Assassin 3 (Insight Rank 5)

Skills: Acting 5, Courtier 4, Defense 2, Etiquette 4, Knives
(Tanto) 6, Sincerity (Deceit) 5, Stealth 5

Advantages:

%  Bland

&  Forbidden Knowledge (Kolat)
Disadvantages:

&  Dark Secret (Kolat)

WiLy TRADER

A vast network of agents and an equally vast arsenal of exotic
weapons and tactics does not come cheap. Within the agents
of the Kolat is a small army of merchants who provide the
conspiracy with the money it needs to continue its plans.
Sometimes these are samurai merchant patrons, but they are
just as likely to be commoners. The key to their success is
their ability to procure high-demand goods though the Kolat’s
networks. Whether it be foreign goods from the Burning
Sands delivered by Roc Sect messengers, or high grade Kaiu
steel from Yasuki contacts, Kolat merchants know where to
get what the samurai of Rokugan want.



The Yasuki family has always had a large role to play in the
Kolat’s mercantile ventures, although over time the conspira-
cy has also worked its way into other trade-oriented families
such as the Daidoji, Yoritomo, and Ide. None of these clans are
aware of the degree to which their trade networks serve the
needs of the Kolat conspiracy, of course, and the Crab Clan
in particular are too pragmatic to examine Yasuki operations
very closely - as long as the Yasuki produce a hefty profit to
fund the clan’s war on the Shadowlands, the Crab do not care
much about their methods.

AR 4 EARTH 2 Fire 2 WAaTER 3 Vo 4

- WiLtpower 4 INTELLIGENCE 5 PERcepTION 4 -

Initiative: 8k4 Attack: Wakizashi 5k2 (Com-
plex)
Damage: 5k2 Armor TN: 25

Wounds: Normal human
Wound ranks

School/Rank: Yasuki Courtier 4

Skills: Acting 3, Commerce (Mathematics) 5, Courtier 5,
Etiquette (Courtesy) 6, Forgery 3, Investigation (Notice) 4,
Intimidation 3, Kenjutsu 3, Lore: Heraldry 3, Lore: Law 4,
Sincerity (Deceit) 7, Stealth 3

Advantages:
@  Crafty
&  Forbidden Knowledge (Kolat)
&  Wealthy
Disadvantages:
&  Dark Secret (Kolat)
@  Greedy

HAND OF THE MASTERS

The Hands of the Masters are among the most elite of the
Kolat agents, reporting directly to the Ten Masters and carry-
ing their will to the rest of the conspiracy. They are selected
carefully from the most loyal of Kolat and are often being
groomed for eventual leadership themselves.

AR 4 EARrTH 4 Fire 3 WAaTeR 3 Voo 4

AwARENEss 6 WiLLPower 6 INTELLIGENCE 5 PERcepTioN 5 -

Attack: Katana 7k3 (usually
Complex) or Tanto 9k3 (usually
Complex)

Damage: 6k2 (katana) Armor TN: 25
or 4k1 (tanto)

Initiative: 8k4 or better

Wounds: Normal human
Wound ranks

School/Rank: Variable, but always at least Insight Rank 4

Skills: Acting 5, Courtier (Conversation) 5, Etiquette (Cour-
tesy) 6, Forgery (Documents) 6, Intimidation (Control) 4, In-
vestigation 4, Kenjutsu (Katana) 4, Knives (Tanto) 6, Sincer-
ity (Deceit) 7, Stealth 6
Advantages:

%  Leadership

@  Perceived Honor (4 points)

Disadvantages:
&%  Dark Secret (Kolat)
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A SAMPLE KoLAT MASTER:

<« YASuKkI JinnN-KueN,

MASTER COIN, LATE TWELFTH CENTURY

Bright and energetic despite his increasing age, Yasuki Jinn-
Kuen is fortunate to look much younger than he is, merely
one of many tools he employs to make sure others grossly
underestimate him. Jinn-Kuen joined the Kolat so long ago
he barely remembers life before the conspiracy, but he is quite
convinced it must have been very boring. Now, however, life
is always interesting. Not always pleasant, of course, but nev-
er, ever boring. He would have it no other way.

D

Pt

Jinn-Kuen recognized fairly early on that although the
Kolat was largely meritocratic in nature, merit was highly
relative. As one of the finest merchants in the entire Em-
pire, he gravitated naturally to the Coin Sect, and quickly
discovered his Master, Moshi Shanegon, was only competent
by the barest of measures, vastly more concerned with his
own well-being and comfort than the prosperity of the Coin
Sect. This disturbed Jinn-Kuen greatly, and in time he began
to formulate a plan. It was adequate to deal with the boorish
Shanegon, he felt, but for it to be successful without bringing
attention to himself, he required an unwitting agent, someone
highly competent and with an obvious vendetta against the
Kolat. When the former Unicorn general Moto Chen left his
clan behind to hunt the men who had ruined his reputation,
Jinn-Kuen saw his chance.

Subtly guided by Jinn-Kuen, Chen destroyed a large per-
centage of Shanegon’s more important operations, ruining

~ the Master’s reputation so completely that he fled the Empire,

fearing Master Tiger's enforcers would be coming for him.
After years of positioning himself, Jinn-Kuen was the natural
replacement for the disgraced Shanegon. As the new Master
Coin, Jinn-Kuen has been vastly more successful than his pre-
decessors, and has rapidly become one of the most powerful
members of the Ten Masters. He is dismayed by the schism
between the Masters over the Kolat’s policies, and increas-
ingly believes there is no need to destroy the last vestiges of
Celestial involvement in the mortal realm. Jinn-Kuen recog-
nizes the power Master Tiger holds over the other Masters
and has begun another of his elaborate plans, hoping to bring
Master Tiger to his side of the argument and end the schism
once and for all. How he will react to the destruction of the
Hidden Temple remains to be seen.

AR 4 EARTH 3 Fire 4 WAaTeR 3 Vo 4
AWARENESS 5 - INTELLIGENCE 6 PERCEPTION 5 -
Honor: 2.7 (4.7) Status: 7.2 Glory: 6.4

School/Rank: Yasuki Merchant 5 / Kolat Master

Skills: Animal Handling (Falcons, Horses) 4, Calligraphy
(Cipher) 5, Commerce (Appraisal, Mathematics) 8, Courtier
(Manipulation) 7, Defense 5, Etiquette 6, Forgery 4, Heavy
Weapons 2, Intimidation (Control) 7, Kenjutsu 3, Knives 5,
Lore: Kolat 7, Lore: Sake Breweries 5, Meditation 2, Sincer-
ity (Deceit) 6

Advantages:

Allies (many)

Blackmail (many)

Crafty

Perceived Honor (4 points)

Social Position (Yasuki Family Daimyo)

Wealthy

%988

Disadvantages:
&  Dark Secret (Kolat)
&  Obligation (Kolat)



New Mechanics

The following sections offer new mechanical options for rep-
resenting Kolat characters in your campaign. They are pri-
marily intended for NPCs, but a GM who is willing to allow
Kolat PCs (as outlined earlier) can also make some or all of
these mechanics available to the players.

New ADVANTAGE:
SHADOWED HEART [MENTAL] (5 POINTS)

You have trained your mind to be nigh-inscrutable to those
who surround you. Rolls made to discern your true intentions
or motivations, including Social Skill rolls and Spell Casting
Roll for any spells which might lay bare your thoughts, have
their TN increased by +5.

NEw ADVANTAGE:
Sry NETWORK [SociAL] (8 POINTS)

You have access to an intelligence network that can provide
you with a variety of covert information. Once per session if
you can contact your spy network you can acquire a piece
of useful information which would otherwise be unavail-
able. The GM has the final say on what you learn, but it will
always be something useful to your current endeavors. This
Advantage cannot be used in environments where it would
be impossible to make contact with your spy network (e.g.
wandering the desert, exploring the Shadowlands or the Shi-
nomen Mori, etc).

Daidoji family characters may purchase this Advantage for
7 points, Scorpion characters may purchase it for 6 points,
and Kolat characters may purchase it for 5 points.

New DISADVANTAGE:
SLEEPER AGENT [MENTAL] (5 POINTS)

Unknown to you, the Kolat have previously kidnapped you
and programmed you to be one of their sleeper agents. A trig-
ger word or phrase is implanted in your mind. Anyone who
knows it may speak it aloud, followed by a simple command
of five words or less. You will be compelled to carry out the
command regardless of personal wishes. Sleeper agents are
generally considered one-time-only assets, so their survival is
not a factor in the tasks they are assigned. Some sleepers are
given a fail-safe that causes them to kill themselves should
the mission fail - if this is the case for you, this Disadvantage
is worth 8 points.

NEw ALTERNATE PATH: KOLAT MASTER

The Ten Kolat Masters are among the most devious, manipu-
lative, and ruthless individuals in the entire Emerald Empire.
Only ten exist at any one time, and they generally achieve
their position by rising through the ranks of the conspiracy,
demonstrating great loyalty, adaptability, and efficiency... or
great ability to forge alliances with other Kolat. Regardless,
no one becomes a Kolat Master without years of dedicated
service to the conspiracy.

& Technique Rank: 6 (can also be taken at Insight Ranks
above 6)

& Replaces: Any Technique (or none) at Insight Rank
6 or higher

@ Required Rings/Traits: Two mental Traits at 5 or
higher

&  Required Skills: Courtier (Manipulation) 5, Intimida-
tion (Control) 4

@  Other Requirements: Must be a member of the Kolat
conspiracy and chosen to lead one of the ten Sects.
Cannot be Tainted or corrupted by the Nothing.

TecHNIQUE: WILL OF THE MASTER

The ten Kolat Masters exert total control over the conspiracy.
All members of their Sect are answerable to them and other
Kolat will show them the greatest of respect and deference.
You are considered to be Status 10 to any character who is
a member of the Kolat conspiracy and who belongs to your
Sect, and Status 9 to any character who is a Kolat but not of
your Sect. You gain +2k0 on all Courtier and Intimidation
Skill rolls.

New RoniN PATH:
GuARrDIAN oF THE HIDDEN TEMPLE [ BusHi]

The ancient order of the Hidden Guard, named mockingly af-
ter the Seppun Shugenja who safeguard the Emperor, is tasked
with protecting the Kolat’s headquarters, the Hidden Temple.
They are recruited from skilled ronin who have already joined
the Kolat conspiracy and shown their loyalty and dedica-
tion. Although their primary duty is to protect the Temple,
they may also serve as yojimbo to important or high-ranking
members of the conspiracy.

The Hidden Guard are taught defensive tactics to allow
them to defeat the more specialized warriors of the Great
Clans. Of course, they also fight with tactics which most clan
samurai would consider dishonorable, and have no compunc-
tion at eliminating their foes with ambushes, surprise attacks,
and similar methods.

@  Technique Rank: 4

& Requirement: Must be recruited by the Kolat for their

Hidden Guard. Cannot be Tainted or corrupted by the
Nothing.

TecuniQuE: Tigers Do Not FALL

The lesson of the Hidden Guardians is that defenders must
make themselves immovable, stopping all who might threaten
the Hidden Temple. Any time an opponent in a skirmish de-
clares a Maneuver against you (including the Increased Dam-
age Maneuver), you may choose to immediately take a Free
Action to spend a Void Point and negate the beneficial effects
of the Maneuver. (The opponent must still make his Raises in
order to hit you, but no longer gains any benefit from them.)
In addition, at all times you may ignore the penalty to your
Armor TN for being Grappled.
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NEw ADVANCED SCHOOL:
KoiaTr AssassiN [Ninja]
The assassins of the Lotus Sect are among the deadliest killers
in the Empire, swift and merciless. Much of their training is
dedicated to infiltration and deceit, allowing them to disguise
themselves and replace others, but they are also taught all
possible methods of murder. Few of those marked for death
by the Kolat are able to escape the reach of Lotus assassins.
Requirements:
@  Rings/Traits: Agility 4, Reflexes 4
@  Skills: Acting 5, Knives 5, Stealth 5
&  Other Requirements: Must be a member of the Ko-
lat and recruited into the Lotus Sect. Cannot be
Tainted or corrupted by the Nothing.

TECHNIQUES:

RaNKk 1: Kiss or THE Lotus

The Kolat assassins are taught to slip through Rokugani soci-
ety all but unnoticed. You are a master of deception and infil-
tration. When you spend a Void Point on a Stealth or Acting
” Skill roll, you gain a +2k2 bonus instead of the normal +1k1.

RaANK 2: TIGER’S CLAW

When striking on the first Round of a skirmish against an
unaware opponent, or an opponent who does not realize you
are a threat, you gain a +1k0 bonus to your attack rolls and
may make melee attacks as Simple Action.

RANK 3: STEAL THE LIGHT

During a skirmish, once per opponent you may call 2 Raises to
make a melee attack that keeps only 1 die of damage (regard-
less of the weapon used) but leaves the opponent either blind,
deaf, or mute (your choice) for a number of minutes equal to
your Water. Blinded characters suffer the Blind Conditional
Effect from the L5R 4th Edition core rulebook. The GM has
discretion to decide the exact penalties of being deafened or
muted, but some effects should be obvious - for example, a
muted character cannot cast spells.



NEw SPELLS

It may seem strange at first glance that the Kolat, who seek
to overthrow the Celestial Order, would be able to call on the
kami to do their bidding. In truth, however, the kami have
no true understanding of human motivations or morals and
do not have free will as humans know it. They will obey any
mortal who can speak the proper prayers to invoke their aid.
The Kolat have used this power as they have every other,
turning the powers of the kami to their service in order to
further the conspiracy’s goals.

MasTER CLoup’s EYES
@  Ring/Mastery: Air 3
&  Range: 50’
&  Area of Effect: One target creature
@  Duration: 2 minutes
&  Raises: Duration (+1 minute)

The kami can share the vision of others. You may view the
world through the eyes of another living creature within your
line of sight. You only see, you do not experience any of the
target’s other senses, and you have no control over what the
target looks at. For the duration of this spell, any Perception-
based rolls you make for your own body suffer a -2k2 pen-
alty, due to the distraction created by the spell.

THE MIRROR’S SMILE

Ring/Mastery: Water 4
Range: Touch

Area of Effect: Caster
Duration: 1 Day

8888

Raises: Special (cast after only seeing the target’s face
once, 4 Raises)

You call on the Water kami to make your face become that of
another person. This is not an illusion but an actual change to
the flesh and bone, re-molding your face to match that of the
other person. This is a painful experience and it takes several
minutes for the kami to complete the re-shaping. Normally,
casting this spell requires you to be familiar with the face
of the target (you must have studied it for at least 8 hours),
although with enough Raises you can take on a face you have
seen only once.

Your face looks exactly like the target’s face, to the point
where even close friends and family members will believe you
are the target. However, this spell only affects the face, not
the rest of the body or the hair. Scars, birthmarks, and other
identifying features elsewhere on the body must be replicated
or hidden if the deception is to succeed. Also, this spell does
not change your voice.

THE WORLD 1S TRUTH
@ Ring/Mastery: Air 6
& Range: Touch
%  Area of Effect: One target person
@  Duration: 1 month
%  Raises: Duration (1 additional month per 3 Raises)

This secret spell is an important element in the Kolat’s methods
for creating sleeper agents, but even when used by itself it is a
potent weapon in the conspiracy’s arsenal. The Kolat typically
use this spell when it is vitally necessary to conceal their opera-
tions without actually killing someone - typically because the
person in question is too important to be easily disposed of.
Casting this spell requires the caster to hold the target by the
head and focus on him for 8 hours uninterrupted; typically, the
target will be bound to prevent interruptions. If contact with
the target is broken for more than 3 minutes the spell will fail.
At the end of 8 hours the shugenja makes a Contested Insight/
Air roll against the target. If the shugenja wins the roll, the
target’s thoughts and memories are rewritten and rearranged in
whatever way the caster prefers. Mental Advantages and Dis-
advantages cannot be changed, but the target may be made to
think he is someone else, to forget something that happened, to
remember events or persons differently, and so forth. (This does
not grant any Skill ranks, Techniques, or other actual capabili-
ties. The target may believe he is the Elemental Master of Fire
but this will not make him capable of casting spells.)

NEew ITeEm: TEARS OF THE ONI'S EYE

These items appear to be nothing more than a teardrop-
shaped piece of crystal, about the size of a man’s pinkie fin-
ger. Trusted Kolat agents carry these items with them, usually
disguised as a pendant or other item of jewelry.

Those who control the Oni’s Eye can use it to communicate
mentally with anyone carrying a Tear. There is no outward
sign of this communication, for the person with the Tear will
hear their voices directly inside his mind.
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In the Beginnming

“ Atarasi-sama, he was the first. Though he fought until he had passed one foot into death, the Great One commanded
his servants to stay far from his brother’s son, and left Atarasi there, mind bathed in the same pool to which he had
condemned my master. When he healed, he knew he had fought for the wrong side.”

self. When Fu Leng launched the First War and brought

the Taint surging into the Empire, countless men and
women, commoner and samurai alike, were consumed by its
sinister power. Most of them became madmen, raving beasts
who turned on their fellow Rokugani with all the fury that
Jigoku could grant. The tales of the First War are full of sto-
ries about these cackling lunatics, who fought without the
slightest hint of self-preservation and whose behavior was
more bestial than the goblins and ogres who joined them on
the field of battle. But even in those earliest days, there were
a few fallen mortals who became... something more.

T he Lost have existed almost as long as the Empire it-

Tales spread in the ranks of the Empire’s armies, tales of
samurai who had vanished in battle only to reappear fighting
for the other side. Tales of wives killed and devoured by hus-
bands who seemingly had returned home safely from battle.
Tales of warriors who followed Fu Leng more loyally than
they had ever served the eight Kami. At first, the Rokugani
blamed such horrors on Fu Leng’s terrible magical powers.
None of them, not even the Kami themselves, truly under-
stood the nature of the Shadowlands Taint or the profound
and terrible corruption it wrought on those it consumed. In-
deed, Fu Leng’s own transformation into a being of evil baf-
fled many of his siblings, especially Shinjo, who made futile
efforts to reach out to the brother she remembered.

— Moto TsuME

Only gradually as the First War progressed did the Roku-
gani come to understand that some manner of evil power
was spreading with Fu Leng’s army, causing dead men to rise
again and living men to turn to madness. By the time the
Seven Thunders rode forth to confront Fu Leng, they knew to
protect themselves with jade and to behead their fallen to pre-
vent the corpses from rising once again. After the battle with
the Dark Kami was finished, the Crab Thunder Hida Atarasi
took the heads of his fallen comrades, then stayed to fight the
creatures of the Shadowlands while Shosuro fled back to the
Empire with the twelve Black Scrolls that held Fu Leng’s soul.

Atarasi never returned to Rokugan. Some accounts claim
he fought a long battle that lasted for weeks or months, while
others suggest he fell quickly, within minutes of Shosuro’s
departure. What is certain is that Hida Atarasi, the greatest
hero of the Crab Clan, finally succumbed to the Taint and
became Lost, the first hero of the Empire to meet such a fate.
He stalked through the Shadowlands, slaughtering all those
who fell into his path, raising their bodies to serve him as
undead. With time, rumors of his fate reached the Empire,
and almost two centuries later his father Hida finally entered
the Shadowlands in search of his fallen son. The two met in
epic battle. Supposedly Hida finally slew his son, outliving the
battle long enough to entomb Atarasi’s remains along with
the bones of the other Thunders before finally perishing and
ascending to Tengoku.
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THE LLEGEND OF ATARASI

" % rlthin the Shadowlands a very different tales is told

of Hida Atarasi’s fate. According to the foul crea-
tures who dwell there, when the Crab Clan Thunder fell
to the Taint he embraced it eagerly and drank the blood
of Fu Leng, becoming the first of the akutenshi, the
most terrible servants of the Dark Kami. Even worse,
these creatures falsely claim Hida never actually killed
Atarasi. The two battle each other still, they say. Deep
within the Shadowlands their battle rages, and on the
day that Atarasi finally kills his father he will emerge
from the dark realm to destroy the world.

Such stories are foul lies, of course. Hida is known
with certainty to dwell within Tengoku, which could not
be true if he were still fighting his son. The existence
of the Tomb of the Seven Thunders, visited by samurai
during the twelfth century, likewise puts the lie to any
claims that Hida Atarasi still walks the Shadowlands
wastes. Those witnesses who claim to have seen the
battle still taking place were surely driven mad by the
Taint, or deceived by illusions created by that malicious

4 realm.

But in other times, in other worlds, perhaps it is these
stories that are true, and the beliefs of the Rokugani
that are wrong...
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THe LoNG PEACE

After the end of the First War, the Shadowlands remained
weak and divided for many years. Most of those mortals
who fell to the Taint continued to become short-lived rav-
ening madmen. Atarasi’s dark fate was known to few out-
side of his own family, and none in the Empire as a whole.
The stories of those samurai who had joined the enemy and
fought at Fu Leng’s side became blurred by time and forget-
fulness. As a result, most Rokugani had little idea that the
Lost even existed.

With time the Shadowlands threat would begin to rise
once again. During the fourth century, a fearsome attack on
the Crab would force Emperor Hantei Fujiwa to march forth
with the Imperial Legions and join with the Crab to turn
back the invasion. In the eighth century the terrible inva-
sion by the army of the Oni Lord known simply as the Maw
would likewise draw the Empire’s attention. But in these
cases the invading forces consisted chiefly of oni, goblins
and other beasts, and undead. The Lost played little to no
role in these incursions, for their numbers were still sparse.
Thus, Rokugan as a whole remained ignorant of the Lost and
their capabilities.

The Crab were another matter. Always alert to new threats
from the Shadowlands, they soon came to realize the ranks
of their enemies included a small number of creatures who
were formerly human and who seemed to retain some sense
of self-identity and volition, in contrast to the violent luna-
tics usually created by the Taint. Initially the Crab treated
these foes little differently from any other type of self-willed
Shadowlands creature, and in the early days even sometimes
mistook them for bog hags or shape-changed oni. Over time,
however, the combination of bitter practical experience and
the ruthlessly pragmatic research of the Kuni family revealed
that these creatures were in fact former humans who had suc-
cumbed to the Taint but somehow failed to become mind-
less. The Crab called these mysterious enemies akutsukai, or
“servants of evil,” and soon came to regard them as some of
their most potent enemies. They saw little reason to share this
information with the rest of the Empire, however. Rokugan
treated the Crab as pariahs for their duty of fighting the Shad-
owlands, and the Crab in turn regarded the rest of Rokugan as
soft, cowardly, and childish. They felt no need to share their
hard-earned knowledge with those who would only despise
them for it.

The typical Lost during these centuries was a lone creature
wandering the Shadowlands, killing or cowing weaker crea-
tures, avoiding or falling under the sway of stronger ones.
Their power varied widely - most of them were not much
stronger than they had been as mortals, and often they did
not survive long within the Shadowlands. The exceptions,
however, were fearsome indeed. Notable among these were
some Lost who exhibited truly terrifying fighting skills, to
the point of being able to slaughter entire squads of heavily
armed Hida bushi. These Lost warriors had not studied proper

fighting techniques of the sort taught in a
dojo - rather, they fought with an un-
natural speed, ferocity, and power that
seemed to draw strength directly from

the Taint itself. The Crab called them maho-
bujin, warriors of maho.



Tue EARLY CHAMPIONS

A few notable individuals did appear in the ranks of the Lost
during this era, fallen samurai whose unique skills and power
made them long-term and potent threats to the Empire. Sev-
eral of them would become akutenshi, the most powerful Lost
of all, although their nature would not be fully understood
even by the Crab.

Among the more alarming of these creatures were Doji Na-
shiko, a courtier from the sixth century, and Daidoji Tsukuro,
a fifth-century warrior of the Crane. Nashiko became a fear-
some and inhuman seductress, known in the Empire by the
whispered title of the Demon Bride of Fu Leng. Tsukuro, a
Crane whose cursed birth eventually drove him to rage and
madness, become a known and feared leader of Shadowlands
armies, and the Crab learned to watch for his banners with
trepidation.

THE AKUTENSHI

“My love is elsewhere, bound to me in blood, and not in
beauty, and to him, I shall return.”

— Doir NASHIKO, AS QUOTED IN THE PLAY VIRTUE.

Throughout the history of the Empire, there have been re-
ports - sometimes mere rumors, sometimes confirmed with
terrible experience - of Lost who exhibited truly exceptional
capability. These creatures boasted powers even beyond those
of maho-bujin, powers rivaling or exceeding the capabilities
of an Oni Lord. The Crab came to refer to these entities as
akutenshi (“evil angels”), although they had no true way of
recognizing them other than by their sheer might.

Exact understanding of the akutenshi has largely escaped
the Rokugani, and the term dropped out of usage later in the
twelfth century as the Empire’s battles and dealings with the
Lost became more frequent and the distinction between their
power levels became more difficult to make. Regardless of
terminology, the creatures sometimes called akutenshi do ex-
hibit both significantly greater power than other Lost and a
disturbingly high level of self-will and personality. Unlike the
normal Lost, who are twisted and perverted echoes of their
former selves, akutenshi seem to exhibit a sort of “will to
evil,” a delighted embrace of their new corrupt nature that
grants them a degree of personal volition beyond even that
enjoyed by a normal Lost. The most infamous example of this
is the so-called Dark Lord of the Shadowlands, Daigotsu, who
appeared in the mid-twelfth century as the primary leader
of the Lost. Daigotsu’s combination of immense power and
apparent free will was quite shocking to the Empire, and left
many Rokugani scrambling to explain and understand it.

The Lost themselves claimed for centuries that akutenshi
were created by willingly taking the blood of Fu Leng himself
into their veins. This explanation reached the Empire from
the few prisoners who managed to escape the clutches of the
Lost. However, it remains intensely controversial even among
the Kuni, many of whom believe it to be a lie - after all, if Fu
Leng was defeated at the Day of Thunder, how could his blood
have still been available to drink centuries later? Some have
theorized that akutenshi are actually created when a power-
ful Lost passes through a spirit gateway into Jigoku itself,
taking the power of the Realm of Evil directly into its body

- which may even fit with the claim of drinking Fu Leng’s
blood, since the Dark Kami’s death left his soul trapped in
Jigoku. This theory also seems to match what little is known
of the Dark Lord Daigotsu’s origins — supposedly, he spent
many years in Jigoku before returning to the mortal world to
lead the Shadowlands. Other Kuni have argued the akutenshi
were unique creations of Fu Leng, insisting that Daigotsu is
a different class of enemy altogether. Ultimately, however, all
such theories remain unproven speculation. Most of the Crab
are content simply to know that such dangerous beings exist
and must be fought.

Akutenshi exhibit powers of immense potency and scope,
even compared to other Lost. Almost all of them are invulner-
able to mundane attacks, and they seem to be skilled shape-
shifters as well, routinely altering their forms to whatever
suits their fancy. Some witnesses have recorded instances of
akutenshi who seem to be able to move in a completely un-
natural manner, “falling” through reality from one place to
another, or walking on air as easily as on the ground. Oth-
er Shadowlands creatures readily fall under their sway and
even the great Oni Lords have been known sometimes to act
at their command. Whatever the source of their power, the
akutenshi are terrible foes, often strong enough to turn the
entire course of a battle on their own. Thankfully, they are
also extraordinarily rare - the Crab have recorded no more
than a dozen such beings over the course of twelve centuries.

THE FALL OF THE MoOTO

“We have never wished an escape. We came here because it
is where we want to be.”

— Moto TSUME, LATE ELEVENTH CENTURY

Despite the appearance of notable individuals like Nashiko
and Tsukuro, the Lost as a whole remained few and scat-
tered until the ninth century. In that era the Moto family of
the newly returned Unicorn Clan made their doomed attempt
to conquer and defeat the Shadowlands. The daimyo of the
family, Moto Tsume, was a fearsome warrior and general but
a flawed man, haunted by the subtle but persistent hostility
of his family’s old gaijin gods, the so-called Lords of Death.
Under the influence of their curse, Tsume publicly boasted
that he and his mighty army could do what the Crab had nev-
er done - conquer and destroy the Shadowlands forever. He
swore before the Unicorn Champion to destroy every Shad-
owlands creature which touched his blade, and in the summer
of the year 825, Tsume led nearly the entire strength of the
Moto family into the Shadowlands.

Most of them never returned. Those who did were mad-
dened or crippled, many dying within a few weeks. And in the
years to come, new forces appeared in the Shadowlands: le-
gions of cavalry, flying the Moto banner as they rode against
the Crab. Countless Moto had died and reanimated as undead,
but even worse, hundreds had become Lost, forming a ma-
jor new military force within the Shadowlands. And foremost
among them was Moto Tsume himself, one of the mightiest
Lost ever to stalk the bleak landscapes of Fu Leng’s realm.
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Moto Tsume had been a cunning and deadly commander
while he was mortal, and as one of the Lost he became more
powerful and terrifying still, practicing tactics of cruelty, ter-
ror, and subversion as well as direct attacks. His raids against
the Crab lands were both brilliant and deadly, and the Crab
soon came to regard him as their foremost enemy, more cun-
ning and terrible than the brutal direct force of the Oni Lords.
Tsume gathered Lost, undead, and Tainted beasts under his
banner, forming dark communities deep within the Shadow-
lands. Indeed, he was the first example of a Lost champion
who formed long-term armies and something approximating
a society, rather than simply roaming the dark lands and ac-
quiring whatever followers were available. Tsukuro, recogniz-
ing Tsume’s capabilities, soon fell into his orbit and became
one of his chief subordinates. Tsume’s army was in many
ways a cruel imitation of a samurai army, and those few who
encountered Tsume and were fortunate enough to survive de-
scribed his entire existence and purpose as a mockery of the
Rokugan which he had betrayed.

Much of what the Empire knows about Moto Tsume is
recorded by Iuchi Karasu, a Unicorn shugenja who fell into
Tsume’s clutches at the beginning of the twelfth century. His
rambling, often hallucinatory account of his extended captiv-
ity and torture remains a highly controversial document, and
even the Kuni doubt the truth of much of it. However, Kara-
su’s descriptions of Tsume’s behavior - his strange mixture of
sadism and solicitude, his dogged insistence that Fu Leng was
in the right and the Rokugani were dupes of the Kami - seems
to ring true to those Kuni who study the Lost. The later Lost
societies created by Daigotsu exhibited very similar behaviors
and claims.

Tsume’s career of terror finally came to an end in the early
twelfth century. Otaku Kamoko, the Unicorn Thunder, had
become Tainted. She pretended to succumb to her Taint and
traveled into the Shadowlands to lure the Dark Moto into
a final confrontation with the Unicorn Clan. The combined
strength of the Unicorn, including the Desert Moto who had
recently returned from the Burning Sands, crushed Tsume and
the Dark Moto and ended their scourge on the Empire.

Later tales would assert that in the wake of their defeat, the
few remaining Dark Moto were stripped of their Taint by a
wrathful Fu Leng, leaving them to swiftly whither and die as
free-willed mortals. This tale is seldom-told within the Empire
and is controversial even among those who know it - some
scholars claiming that not even Fu Leng could go against

y Jigoku’s will so far as to remove the Taint. Regardless, it is
| indisputable that the remnants of the Dark Moto did not long

survive the defeat of their leader Tsume.

Although Tsume and the Dark Moto perished, he had
shown the path which the Lost would follow in the future. His
legacy would be inherited by Daigotsu.

. EMERGENCE orF DAIGoTsu

At the climax of the twelfth-century era known as the War
Against the Darkness, the Empire sent a huge army into the
Shadowlands to confront the Lying Darkness in the ruins of
the ancient troll city of Volturnum. Although the army ulti-
mately triumphed against the forces of the Darkness, hun-
dreds and then thousands of samurai succumbed to the Shad-
owlands Taint. Perhaps Jigoku sensed an opportunity here,
for an unusually high proportion of these fallen samurai be-
came Lost rather than simply degenerating into crazed mad-
men. Abandoned within the Shadowlands by their un-Tainted
brethren, this large new group of Lost would become the seed-
bed of a dangerous new threat to the Empire.

Many of the Lost had already made a practice of aping the
ways of samurai within the Shadowlands - building “samurai
houses” of bone and tanned skin, enlisting zombies to la-
bor as peasants, and similar madness. When their numbers
swelled after Oblivion’s Gate, they continued to ape the rituals
and conventions of their former samurai life, forming scat-
tered communities within the Shadowlands. All they lacked
was a leader - and that was supplied to them a few years later,
in the form of the Dark Lord Daigotsu.

Daigotsu’s origins were obscure, and for many years only a
few of his closest allies knew that he was descended from the
Hantei bloodline, born to an Empress who had been kidnapped
by the Bloodspeaker Cult. More details on this peculiar tale
can be found in the Bloodspeaker chapter elsewhere in this
book. Daigotsu spent many years in Jigoku, absorbing its dark
power and learning the ways of maho at a level few other
mortals would ever match. His exact nature and capabilities
remain a mystery to the Rokugani - for example, he seems to
show more self-will than almost any other Lost, to the point
of exhibiting what appear to be positive human emotions like
love. There are even rumors he may have somehow lost or
given up his Taint for a time, presumably regaining complete
free will and control of his actions, yet remaining loyal to Fu
Leng. Perhaps the fact that Daigotsu specifically worshipped
the Fallen Kami, rather than serving Jigoku more generally, is
part of the explanation for such peculiarities.

Whatever his nature, when Daigotsu returned to Ningen-do
he immediately began to gather and organize the Lost, form-
ing them into a larger society. Building on the twisted pseu-
do-culture the Lost had already begun to construct, Daigotsu
forged them into a dark and perverse reflection of the Empire
which they could no longer inhabit. And as their home he
created the City of the Lost.



Located deep within the Shadowlands, the City of the Lost
was designed, built, and organized to closely resemble a
Rokugani city, even to the point of having a palace and court,
as well as more basic social conveniences such as tea-houses
and inns. A great temple was raised to Fu Leng, the Ninth
Kami, and Daigotsu proclaimed the Lost would worship him
in the same way as the Rokugani worshipped their own Kami.
Whether the Lost truly comprehended all that Daigotsu de-
manded of them is unknown, but they certainly proved quite
willing to obey his commands and organize their society on
the lines he laid down.

A handful of Rokugani eventually discovered and visited
the City of the Lost. They were horrified by this strange and
perverted version of the Empire’s society, a place where Lost
samurai ate meals with chopsticks of bone and created “art”
from the flesh of living human prisoners. Daigotsu even com-
manded the Lost to marry and raise children, swelling their
numbers by natural reproduction to supplement the more
conventional method of corrupting the Rokugani.

THE “CODE” OF SHOURIDO

In addition to commanding the Lost to live like samurai,
Daigotsu also created for them his own alternative to the Code
of Bushido that guided the lives of normal samurai. This was
Shourido, a twisted inversion of Bushido that supported self-
ishness and raw power. Shourido offered seven Dark Virtues to
set against the seven Virtues of Bushido: Control, Determina-
tion, Insight, Knowledge, Perfection, Strength, and Will.

The Rokugani were and are uncertain as to how much
Shourido truly matters to the Lost. Are they capable
of “believing” in Shourido, given that Jigoku’s
evil has control of their minds and
souls, denying them true free will?
This remains an open question,
and the few Lost who were cap-
tured and questioned on the mat-
ter were hardly honest or forth-
coming in their answers - indeed,
they seemed to relish the confusion
which Shourido created for the
Rokugani. The situation only be-
came further confused when some
non-Lost samurai — Tainted or more
often merely ambitious or misguid-

As their names implied, the Dark Virtues were designed
to encourage those who sought selfish advancement at the
expense of Honor. Shourido had powerful appeal to those
Rokugani of weak morality who sought justification for their
dishonorable thoughts and deeds. Clearly this was part of
Daigotsu’s purpose in creating this “code,” and his minions
went to great efforts to spread the sinful doctrines of Shourido
across Rokugan. Shourido definitely has the power to attract
willing followers, regardless of whether the Lost themselves
can choose it of their own will.

Irrespective of Shourido’s appeal within Rokugan, it cannot
be denied that this new Code made it easier for Daigotsu to
organize and discipline the Lost, to form them into a society
and army that could challenge and confront Rokugan. In the
past, even the most well-organized groups of Lost had tended
to be governed solely by power, with the strong dominating
the weak by sheer force rather than through authority and
discipline. By imposing a set of rules and a perverse form of
“honor” on the Lost, Daigotsu ensured they would work as
a single group and obey their superiors. The strict demands
and disciplines of Shourido also made the Lost somewhat
less likely to succumb to the intrinsic homicidal urges of the
Taint, again allowing their power to be better-organized and
directed than before.
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THE RISE OF THE SPIDER

Late in the twelfth century, Daigotsu abandoned his earlier
tactic of direct attacks on the Empire in favor of a new policy
of infiltration. He organized a portion of the Lost into the
so-called “Spider Clan.” The Spider were a deliberate imita-
tion of a Rokugani Great Clan, designed to operate within the
Empire, exploiting the Empire’s own rules and social conven-
tions in order to corrupt it slowly and subtly. Although the
initial membership of this new clan was almost entirely Lost,
Daigotsu made a point of recruiting the ambitious and corrupt
- some of them lightly Tainted and some even pure - to swell
the clan’s ranks and assist its efforts to infiltrate and win ac-
ceptance within Rokugan. The Spider Clan enabled the Lost
to enter the Empire and work in cooperation with non-Shad-
owlands allies, a unique phenomenon in Rokugan’s history.

The Spider Clan operated from hidden strongholds in the
Empire’s remote corners and unclaimed territories - the ruins
of Otosan Uchi, the shattered valley of the former Beiden Pass,
the remote vastness of the Shinomen, and similar locales.
From these locations, soldiers of the clan swept out to fight
bandits and criminals, building a false reputation as protec-
tors of the downtrodden. Meanwhile, infiltrators wormed their
way into the courts and strongholds of Rokugan’s true clans,
forging alliances and winning converts.

To be sure, not all Lost joined the Spider or even the City
of the Lost. The random murderous and destructive impulses
of the Taint were too strong for some Lost, who could not
tolerate the rigidly disciplined lifestyle demanded by the Dark
Lord. Even at the peak of Daigotsu’s power, many individual
Lost continued to wander the Shadowlands without following
any higher loyalty save the evil impulses of their Taint.

Ultimately, while the schemes of the Spider Clan made con-
siderable headway, they were not wholly successful. Daigotsu
was unable to plunge the Empire into the total chaos he had
hoped to foment, and the ascendance of the new Celestially-
endorsed Iweko dynasty exposed much of his scheme.

The Minds of the Lost
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“You can never become enlightened until you see beyond
the light.”

— YocGo Junzo

Of the many aspects of the Lost that horrify the Rokugani,
few are more disconcerting than the fact that they are think-
ing creatures who retain their memories and, in many respects,
their personalities from their former human lives. Indeed, the
Lost are quite capable of expressing many human emotions,
even of conceiving and bearing children (who, while Tainted
from birth, are not always themselves immediately Lost). This
outward humanity can be both unsettling and quite deceiving,
since it allows the Lost to masquerade as normal humans and
to infiltrate the Empire.

The Lost are often described (especially by the Crab) as lack-
ing free will. This is literally accurate, but at the same time
misleading. What the Crab are describing is the profound
subversion which overtakes the mind and soul of one who
is Lost. All former loyalties, all normal human feelings and
moral impulses, are replaced by the dark desires of the Realm
of Evil. Kindness and compassion give way to cruelty and sa-
dism, propriety to malignant lust, honor to ruthless selfishness,
courage to murderous rage. Former friends, allies, and family
members are now regarded as fools, pawns, victims, or perhaps
even as food. Former loyalties to Empire, Bushido, and clan are
now replaced by the urgent desire to bring about the victory
of Jigoku. Piety and reverence for the Fortunes and ancestors
gives way to reverence for Jigoku and the Fallen Kami Fu Leng.

Yet despite these hideous changes, the Lost still retain their
human intellect, memories, and knowledge. They remember
their former lives and the skills and education they may have
gained as samurai of the Empire. Even worse, they retain the
ability to plan and plot, to form independent goals and pursue
them, even to regard their fellows with jealousy and envy. Lost
do not always cooperate with each other or with the other crea-
tures of the Shadowlands, and are fully capable of pursuing

personal ambitions without regard for the general status of

Jigoku’s cause. Indeed, even the mighty Daigotsu sometimes

faced disloyalty and rebellion from his Lost followers.

The human-yet-inhuman nature of the Lost is in many
ways their most horrifying trait, and certainly the one
which most appalls the Rokugani. To the samurai of the
Empire, raised in a tradition of unswerving loyalty and
devotion to causes and principles higher than them-
selves, the profound subversion of identity and motiva-
tion caused by the Taint is truly dreadful. At a more
personal level, meeting a former friend or family mem-
ber who is now a seemingly-willing servant of evil is
emotionally disturbing, to say the least. Discovering that
a family member is now Lost is particularly devastating,
and more than one samurai has been driven to madness or
suicide by such knowledge.



UsING THE Lost IN A GAME

The Lost are among the most fearsome creatures of the Shad-
owlands, but also the most psychologically subtle and complex.
Because they retain their minds and memories (albeit twisted
and perverted by Jigoku) they do not merely fight for the cause
of evil - they also speak, argue, seduce, and manipulate for
it. As a result, the Lost offer a very broad scope of potential
threats, plots, and schemes for imaginative GMs to unleash on
their players.

At the center of any scenario or campaign dealing with the
Lost, however, is the profound horror which they represent. The
Lost are the ultimate symbol of what the Taint can do - turn
friends into enemies, lovers into betrayers, allies into impla-
cable foes. The Taint perverts the mind and soul as well as the
body, and transforms the personality into a hideous dark reflec-
tion of its former self. Any game dealing with the Lost should
not limit itself to their physical threat - it should strive also to
depict their psychological and emotional impact.

The following sections discuss different ways to use the Lost
in an L5R campaign. The GM need not focus on one of these
over the others - indeed, all three elements can be combined.

THE LOST AS ADVERSARIES:
BrutaL PowEer

A “typical” newly-Lost samurai with only three or four Shad-
owlands Power is only modestly more powerful than his
human counterparts. But the ability of the Lost to continue
gaining more Taint and acquiring more Shadowlands Pow-
ers allows them to soon outstrip any comparable mortal foe.
Even worse, the Lost are organized enemies, able to employ
cooperative tactics against their Rokugani foes. A squad of
experienced Lost bushi can be a formidable combat challenge
to most groups of Player Characters.

Higher-power Lost, especially the maho-bujin and akuten-
shi, are quite capable of annihilating any number of PCs.
This can make them very effective as “end boss” villains to
challenge very strong and experienced characters. Their sheer
power, comparable to Oni Lords and similar creatures, can be
daunting to all but the most capable of PCs, so GMs can also
use them as the Shadowlands equivalent of a natural disaster,
an inescapable force before which the PCs can only flee or
die. Of course, many samurai are reluctant to retreat from a
fight, even a hopeless one, but the Crab understand that duty
may require them to live to fight again. It is not a bad idea for
other PCs to learn the same lesson. Samurai do not fear death,
but that does not mean they should feel obligated to throw
their lives away foolishly or without purpose.

In fact, an enemy who is too strong to defeat can offer
many story opportunities to a clever GM. GMs who are run-
ning a campaign that relies on an early defeat or humiliation,
such as the Vengeance plot described in the L5R 4" Edition
Core Rulebook’s Book of Void, will find that a powerful Lost
is well-suited to such a task. For example, a plot could begin
with an akutenshi defeating and capturing the PCs, exposing
them first-hand to the bitterness of captivity and the horrors
of the Shadowlands. Eventually the PCs manage to escape,
or better yet are rescued by the sacrifice of a brave Crab pa-
trol. Now they must overcome the shame of their defeat, grow
strong enough to avenge themselves on their tormenter, and
perhaps struggle to resist the Taint they may have picked up
during their travails.

THE LoST AS ADVERSARIES:
SEDUCERS

Although the Lost (especially the akutenshi) are brutal mani-
festations of Jigoku’s raw power, they do not always have
to appear in the game as relentless destroyers. The outward
human appearance of most of the Lost and their knowledge
and understanding of human behavior and emotion allows
them to function as very effective infiltrators and subversives.
Nearly all Lost seem to feel a powerful urge to bring more
and more “pure” humans into the grasp of the Taint. Some
Rokugani have even suggested this compulsion reflects some
lingering remnant of lost humanity - having fallen to the
Taint themselves, the Lost feel the desperate need to prove
that all others can fall as they did. Or perhaps this is simply a
projection of human motivations onto creatures that no lon-
ger possess such things, and the Lost pursue the corruption of
others merely because that is the goal of Jigoku itself.

It should come as no surprise that luring men and women
to the Taint is far easier for a Lost, who looks human and can
remember what it was to be human, than it is for a Shadow-
lands beast. Furthermore, some Lost have Shadowlands Pow-
ers that enable them to conceal their own Taint, making it
easy for them to slip into human society unnoticed. The GM
can use such sinister creatures to offer false friendship to the
PCs, to tempt them with another path when Bushido seems
too hard and duty weighs too heavily. The perverse power
of the Taint often causes the Lost to appear happy with their
fallen status, to claim they have joined the better side and to
mock the beliefs of the Empire. Such creatures are well-suited
to undermine samurai beliefs, especially the beliefs of those
who may already be feeling conflicts or doubts.

GMs who wish to use the Lost as tempters can create a very
powerful campaign built around the lure of Shourido and the
psychological drama of struggling to remain on the path of
Honor. The Lost will use all manner of dishonest arguments
and ruthless temptations to snare their victims, freely exploit-
ing the characters’ flaws and desires. Why should the PC en-
dure the misery of futile service to an uncaring lord when the
Taint offers everything he might want? Why should the PC
endure the mockery of a rival when Shourido would permit
him to destroy his foes without guilt?

Of course, the Lost will not rely solely on persuasion to win
their “converts.” A Lost infiltrator will slip Tainted blood into
tea or sake, not only spreading the Taint but also allowing
him to employ Shadowlands Powers like Blood Domination.
A Lost seductress may bestow the Taint through her intimate
attentions. A cruel and ruthless Lost may commit a murder
and then plant the blood-soaked weapon on a suitable target,
leaving that unfortunate with no choice but to sign up or
die for a crime he did not commit. Creative GMs will find all
manner of ways for the Lost to lure, undermine, and manipu-
late the PCs.
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THE LoST AS ADVERSARIES:
GRrAND GuiGNOL HORROR

Any adventure that features themes of maho or the Taint will
tend to include horror elements. Conveying horror in a samu-
rai role-playing game can be tricky, but it is an important
aspect of any Shadowlands adventure. Horror role-playing is
discussed in more detail in the Undead chapter elsewhere in
this book, and most of the advice offered there is equally ap-
plicable to adventures using the Lost. The inhuman cruelty
of the Lost combined with their tremendous physical powers
make them ideal for a horror plot that focuses on gruesome
suffering and violence, but the GM should be wary of push-
ing things too far and turning horror into nausea. If a Lost
is going to torture a captured PC, this is something far better
depicted indirectly rather than in explicit descriptions. Too
much horror will cause the players to overdose and either
walk away in disgust or lose interest in the story.

New Mechanics

—

The following sections provide new mechanics for depicting
the Lost in greater detail and capability. It is important to
note that the Lost are villains and by definition NPCs, since
becoming Lost strips away their ability to be anything other
than willing servants of Jigoku. Thus, these mechanics are
not designed or intended to be “balanced” in the same man-
ner as the mechanics for player characters. The GM should be
cognizant of this at all times. Lost are enemies, terrible and
lethal enemies - they should not be unleashed on the player
characters lightly or casually.

NEw LESSER SHADOWLANDS POWERS

@  Chitinous Armor: Your skin has hardened into an
insect-like shell that protects you physically but also
exposes your inhuman nature. This grants you Reduc-
tion of 10 (which stacks with any Reduction you gain
from armor, spells, or other effects).

@ Calligraphy of Thought: You can read the surface
thoughts of anyone within your line of sight. This is
a Free Action and requires you to win a Contested Air
Roll. With a success, you sense whatever the target
is thinking about at that moment. This power cannot
root out deeper emotions or subconscious knowledge.

©  Eyes of Hell: The power of the Taint allows you to see
with an unnatural clarity under any circumstances.
You may choose to see through darkness, shadows,
fog, smoke, or any similar visual impairment. Howev-
er, whenever you use this power your eyes glow with
an unnatural light (usually green or blue), betraying
your presence and nature.

&  Fear: The power of the Taint allows you to unleash a
wave of inhuman terror, freezing the blood of your
enemies. Once per skirmish you can project an aura
of fear, inflicting a Fear 5 effect on all your enemies
within sight.

&  Sense Purity: The absence of Taint calls to you, set-
ting your teeth on edge with the knowledge of pu-
rity and honor. As a Free Action you can sense the
presence of non-Tainted humans within fifty feet by
winning a Contested Awareness Roll. (This naturally
makes you extremely difficult to surprise.) You can
sense them at greater distances, up to a half mile, but
this requires a Complex Action and they receive two
Free Raises on their Awareness roll.

&  Wings: Your body has sprouted large wings that allow
you to fly for short distances. These wings may be bird-
like (feathered), leathery, or reptilian in nature. They can
be folded up and with some difficulty can be concealed

beneath a cloak or haori (with a roll of Acting / Aware-

ness at TN 25). Folding or unfolding the wings
is a Simple Action. When unfolded, the
wings allow you to fly, with your

Move Actions calculated at Wa-

ter +2.



NEw GREATER SHADOWLANDS POWERS
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Armor of Death: The power of the Taint allows you
to strengthen yourself by spilling the blood of others; e THE LOST
making you resistant to their attacks. Each time you ; IN ROKUG ANI CULTURE
inflict at least 15 Wounds on an opponent, you gain :
Reduction of 10 (5 to jade) for the remainder of that . Tt should come as no surprise that most Rokugani prefer

skirmish. This effect stacks with other sources of Re- L toignore the very existence of the Lost, and consequently
duction but cannot stack with itself. Rokugan’s artists, poets, and playwrights generally refrain
Beyond the Elements: Your Taint makes you ex- from mentioning them or their deeds. This is typical of
tremely resistant to the power of the kami, inflicting L EASSEHIECEEASIR-CICCIREGCIGE R R RTINS

a +15 TN penalty on any elemental magic that targets TEASSCUSEERTEERR R EE S CMNE SR LU G

you. In exchange, however, maho spells that target ~ occasional exceptions.

you gain two Free Raises. This power stacks with the  + SEEERIEINVERTERRIESUZ IV RALETEIER CEATET L IRTR T
e A O e E et oS @ Crab. The Clan of Hida must deal with the threat of the
Shadowlands on a daily basis, and thus finds no shame in
discussing it openly and even depicting it in art. The sinis-
ter powers and foul deeds of the Lost have found mention in
the works of more than a few Crab artists. One of the more
notable examples is the play Closing Night by Hiruma Na-

Blood Shouting: Your blood carries a sinister power
that allows you to share your injuries with anyone
who has ingested it. It works on anyone within hear-
ing who has ingested any of your blood (even as little

ESEROO )RS NLIRENSUORI SRS N RLERIVEI  huko. First performed in the Yasuki Winter Court during
and terrifying scream, and half the damage you would ¢ ~ the early tenth century, this notorious play depicts the final
LEWREN IR RN IRV RGO R DBIE days of Hiruma castle from the perspective of the wife and
gested your blood. If there are multiple such persons daughters of a Hiruma general. The final scene, in which
within hearing of you, the damage is divided between the general returns as one of the Lost and slaughters his
them (rounded up). own family, were so shocking and horrifying that the play

Disrupt the Chi: Your aura of power and dominance was forbidden from being performed again — however, it
is rumored that the Crab continue to have it performed for

causes lesser persons to succumb to their own inner ; ; e i
their own lords, without inviting outsiders.

weakness. Using this power is a Simple Action and it
can only target an opponent within your sight. You
make a Contested Willpower Roll against the target.
You add your Taint to the total of your roll, while
your target adds his Honor to the total of his roll. If
you succeed, the target must use his lowest Trait for
all Skill and Trait rolls for the next ten Rounds.

Much more rarely, the Lost have appeared in the work
of other Rokugani artists. Ikoma Jijo’s play Virtue indi-
rectly depicts Doji Nashiko’s transformation into one of the
Lost and eventually into an akutenshi. The so-called “evil
angels” are also briefly mentioned in Ide Tadehiro’s elev-
enth-century novel Meifumado, which depicts an akutenshi

\ attacking a Crab-hosted Winter Court. His fanciful aga. . °
Evade the Unworthy: You can become completely " count is the only known record of this incident, which ’? .-
invisible, undetectable to any normal sight. Activat- Imperial histories insist never took place.

ing this power is a Simple Action and it encompasses The Lost, of course, have a “culture” of their own, one
both your body and anything you are carrying (in- given considerable scope after the founding of the City of
cluding helpless or unconscious persons). This invis- the Lost and the later Spider Clan. The art and poetry
ibility does not conceal noise or scent, and can be which they create is both foul and darkly compelling, made

penetrated by magical effects such as the spell By the the more horrible because it often employs the most ghastly

Light of the Moon. It comes to an end immediately + mediums. “Music” performed through the torture of pris-
after you make an attack. J oners, paintings made by brushing blood onto preserved ™

Flight of Darkness: You may call upon the Air kansen human sk1.n — such are th.e atro.c%txes report.ed by the few
S Rokugani who have survived visits tothe City of the Lost

to carry you through the sky, moving across air as LR R
easily as the ground. You can fly at will, without need ,; ,‘.and s MR SO Stronghollds. Al
for spells or wings, and moving at the same speed aw‘ ;

your normal ground movement. 1y
Strength of the Dark One: The power of the Taint 4 | ; ) » - g o T | u\ A2
enhances your physical resilience, making you ex- " .
tremely difficult to kill. You gain +5 Wounds per
Rank. This power’s effects stack with those of Blessing o
of the Dark One.
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THE POWERS OF THE AKUTENSHI

The Lost known as Akutenshi exhibit powers not seen among
others who have embraced the Taint. Presumably this is due
to their having taken in Fu Leng’s blood, granting them un-
natural powers and capabilities. However, some of these abili-
ties have also been displayed by Daigotsu and his most potent
followers, who never took in the blood of the Dark Kami. Thus
in game terms, the GM can use these abilities to represent any
Lost of unique and exceptional power.

An akutenshi can have any number of Lesser and Greater
Shadowlands Powers, and will always have at least three of
each. In addition, all akutenshi possess some of the special
powers on this list, usually between one and four of them. It is
theoretically possible for an akutenshi to actually have all of
these powers, although no such being has ever been recorded,
and would certainly be a foe more terrible than anything save
Fu Leng himself.

@  Awe of the Dark One: The akutenshi may exert its
will against other Shadowlands creatures, forcing
them to do whatever it might desire. No die roll is
needed. This power will work against any undead
creature and any beast or oni of the Shadowlands, as
well as against any Lost with lower Willpower. It will
not work against Lost with equal or higher Willpower,
nor against Tainted humans who are not Lost. This
power cannot affect uniquely powerful creatures such
as Oni Lords or other akutenshi.

&  Body of Damned Time: The akutenshi can force those
gazing upon it to see their own deaths. This power re-
quires a Simple Action to use, and may target a num-
ber of opponents up to the akutenshi’s Taint Rank, all
of whom must be able to see it. (Thus it will not work
against blind opponents, for example.) Anyone who is
affected by this power momentarily does not see the
akutenshi, but instead a terrible void within which
they can see their own future death. The akutenshi
makes a Contested roll of its Taint against the Void of
the targets; all targets who lose the roll immediately
age by 1-10 years.

Breath of Taint: The akutenshi breaths forth an in-
visible cloud of pure Taint, corrupting and befouling
everything it touches. The cloud can target any one
creature within ten feet, forcing the target to make an
Earth Roll at TN 25 or immediately gain 1-10 points of
Taint. The breath can also be directed against a physi-
cal object (as large as a door or wagon), causing it to
become Tainted - anyone subsequently touching that
object must roll Earth at TN 15 or gain 1 point of Taint.
Jade targeted with the Breath of Taint will instantly
corrupt into black sludge, but crystal is immune.
Claim the Body: The akutenshi has the ability to send
out its spirit and possess other Shadowlands creatures,
controlling them like puppets. The akutenshi remains
aware of its own body (which is immobile and inac-
tive) but can see, smell, feel, and otherwise sense ev-
erything the possessed creature perceives. This power
can target any Shadowlands creature the akutenshi
can see. If it has previously possessed a particular
creature, it can now do so at any distance, even from
all the way across the Empire. Each such possession
attempt is a Simple Action and requires the akutenshi
to win a Contested Willpower roll. If the possessed
creature is killed, or the akutenshi’s body is harmed or
disturbed, the akutenshi’s spirit immediately returns
to its own body. It can also return to its own body
voluntarily as a Free Action.

Passing Through the Light: The akutenshi moves
with inhuman and unnatural speed, to the point that
it seems to “warp” or “fall” through space from one
location to another. The akutenshi can move up to its
Water x25 as a Free Action, and up to its Water x50
as a Simple Action.

Mastery of Darkness: The akutenshi is a supreme
master of the art of maho, and its spells are fearsome-
ly powerful and effective. It knows all maho spells
and can cast them without the need to spill blood. (If
the akutenshi does spill blood to cast a maho spell,
it gains 3 Free Raises on that spell.) In addition, the
akutenshi can cast non-maho elemental spells as
maho, although it must spill blood in the normal way
to do so.

Shapeshifting: The akutenshi can freely alter its ap-
pearance, so long as it remains broadly human-like
in size and shape. It can shift its body and features
instantly, combining human and monstrous features,
making itself as beautiful or as horrible as it desires.
It can imitate anyone it has seen before, although its
monstrous nature means that those familiar with the
original person can try to see through the akutenshi’s
deception (this is a Contested Roll, typically Investi-
gation against the akutenshi’s Acting). Shapeshifting
is a Free Action that may be taken any number of
times each Round.

Soul Drinking: The akutenshi can consume the soul
of a victim, sucking it out through the mouth. This
is normally done to a dying victim, but can also be
employed against a living but helpless target by mak-
ing a Contested Roll of the akutenshi’s Taint against
the target’s Honor /| Willpower. The consumed soul is
stored within the akutenshi’s intestines, where it ex-
ists in endless torment and agony. Imprisoned souls
can only be freed by killing the akutenshi.



&  Terror of Fu Leng: The akutenshi unleashes a wave of
monstrous, supernatural terror that freezes the blood
of everyone within sight. Activating this power is a
Complex Action and it affects everyone within line
of sight. All targets are afflicted with a Fear 10 effect.

Lost BAasic ScHOOL:
DaArk Moto CavALRY [BusHi]

After the Dark Moto became a new force within the Shadow-
lands, they began to modify their traditional Moto fighting
techniques to their new nature as creatures of the Shadow-
lands. Over time, a new school evolved, one known at first
only to the Dark Moto themselves but later taught to other
Lost who served alongside Tsume’s fearsome legions. After
the destruction of the Dark Moto in the twelfth century, their
school survived among a handful of Lost and eventually was
passed down to Daigotsu’s forces. The later Spider Clan also
employed some of the techniques of the Dark Moto.

Unlike the maho-bujin Advanced School (see below), the
Dark Moto school does resemble a proper Rokugani school
in that its techniques are taught by sensei rather than simply
being learned directly from the Taint. Its techniques can be
learned by those who are not yet Lost, but the masters of the
school will only teach students who are already clearly suf-
fused with the Taint. The school’s “outfit” is the result of Lost
who equip themselves from their victims or their former lives,
and can be expected to vary widely in practice. Naturally, the
Dark Moto have no Honor.

@  Benefit: +1 Strength

&  Honor: 0.0

@  Starting Skills: Defense, Horsemanship, Kenjutsu,
Kyujutsu, Lore: Shadowlands, Polearms, Spears, any
one Bugei or Low Skill.

&  OQutfit: Armor (light, heavy, or cavalry), katana or
wakizashi, spear or polearm, bow (yumi or dai-kyu)
with 20 arrows, onikage steed

@ Requirement: Must be Tainted. The Dark Moto have
sometimes taught their techniques to those of their al-
lies who not yet Lost, but never to those who have not
at least been firmly touched by the power of Jigoku.

TECHNIQUES:

Rank 1: POWER IN THE DARKNESS

The embrace of the Taint grants the Dark Moto strength be-
yond that of mortals. Your maximum Raises are now limited
by your Taint Rank or your Void, whichever is higher. You
add your Taint Rank in unkept dice to all attack rolls. How-
ever, you no longer gain any benefit from the Full Defense
stance.

RaNk 2: RIDE BEYOND DEATH

Not even death can break the connection between a Unicorn
and his steed. The Dark Moto are bonded to onikage, the mon-
strous creatures created from horses that fall to the Taint. You
may mentally summon an onikage as a Simple Action. The
creature will appear at the start of the next Round, bursting
forth from the ground.

RANK 3: DARk LorD’S Fury

The rage of Jigoku courses through the Dark Moto’s body,
driving him to inhuman speed and fury. You may make at-
tacks as a Simple Action instead of a Complex Action.

RaNk 4: VisAGE oF THE DAMNED

The Dark Moto radiate a powerful aura of terror and malig-
nance, and can intensify this power to the point where it will
cripple their foes. Once per skirmish as a Simple Action you
may create a Fear effect equal to your Taint Rank against all
those who gaze upon you. Any opponent who succumbs to
the Fear is, in addition to the normal penalties, limited to one
Simple Action (and no Complex Actions) on their next Turn.
They may take Free Actions as normal.

RaNK 5: DEATH 1S AN ILLUSION

The corrupted forms of the Dark Moto are nearly impervious
to injury, and they can continue to fight until they are de-
stroyed. You no longer suffer any Wound penalties, not even
at the Down or Out Ranks, and you heal Wounds equal to
your Taint Rank during the Reactions Stage of each Round.

LosT ADVANCED SCHOOL:
MaHo-BujiN [BusHi]

Throughout the history of the Empire, Lost warriors of great
power have occasionally appeared who manifested fight-
ing skills of terrifying capability. These individuals had not
learned at a school, or from the words of a sensei - rather,
they were instructed by Jikogu itself, whispering into their
bodies and minds through the medium of the Taint. When the
Lost began to form communities, they saw these warriors as
receiving special blessings from Fu Leng and revered them ac-
cordingly. Although the Spider Clan later made some attempts
to form organized schools around the maho-bujin techniques,
they were not successful - the ways of the maho-bujin can
only be learned from the Taint itself. The Spider developed
simpler techniques that could be taught normally.

In game mechanics terms, the maho-bujin “school” func-
tions somewhat like a normal Advanced School, but it can
only be learned by the Lost - who are NPCs, of course. Any
Lost who is sufficiently powerful and useful to Jigoku can
potentially become a maho-bujin, although thankfully few of
them qualify for such attention from the Realm of Evil. The
“school” has no real requirement other than that the recipient
be powerful enough to be worthy of such dark blessings. Of-
ten, maho-bujin are Lost who were already trained as warriors
- in such cases, the combination of their former knowledge
and power of the maho-bujin techniques can be formidable
indeed.
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@ Requirements: Must be Lost, have Jiujutsu 3 and at
least one Weapon Skill at Rank 5, and be chosen by
Jigoku to learn the ways of the maho-bujin. There are
no actual Trait requirements for the school, although
its gifts are usually only bestowed on those with sig-
nificant physical capabilities.

TECHNIQUES:

RaNK 1: CARVE THE CRIMSON ROAD

The maho-bujin’s body flows freely with the Taint that in-
habits it, and his blows strike with a terrible power no mortal
flesh can match. Your maximum Raises are now limited by
your Taint Rank or your Void, whichever is higher. You gain
a bonus in unkept dice equal to your Shadowlands Taint Rank
on all damage rolls. You can now make the Extra Attack ma-
neuver with only 2 Raises instead of 5.

RaNK 2: CORRUPTION REWARDS

The fighting instincts of a maho-bujin sense blood and leap
for it, striking with preternatural skill and speed, and as his
foes grow weaker the maho-bujin moves relentlessly faster
and faster. During each Reactions Stage of a skirmish, you in-
crease your Initiative by your Taint Rank. You may now make
attacks as a Simple Action instead of a Complex Action.

RANK 3: DEVOURER OF PurITY

The warriors of Jigoku are able to heal themselves by feeding
on the suffering of their enemies, even consuming their honor
and strength of soul. Moreover, the maho-bujin has now tran-
scended the Celestial Order and fully embraced the power of
the Taint, making him nigh-indestructible. Any time you re-
duce someone to Down or Out or kill them, you instantly heal
a number of Wounds equal to 2 x (their Honor Rank). This
may be done any number of times per Round, but you cannot
heal off the same person more than once in the same Round.
In addition, you gain the creature ability of Invulnerability.
(If you are already Invulnerable due to a Shadowlands power,
you gain Reduction 10 instead.)

NoTABLE LoST VILLAINS

The following sections lists several unique Lost of legendary
power and capability. These individuals come from several
different eras in the history of the Shadowlands, and GMs
can also use them as models for other villains of their own
creation.

Doj1 NasHiko, THE DEMON BRIDE oF Fu LENG

AR 6 EARTH 5 FirRe 4 WATER 4 Voip 3*

AWARENESS 8 Witpower 7 INTELLIGENCE 6 PeRcepTiON 5 -

*(cannot spend Void points)

Attack: Wakizashi 7k4+8
(Simple) or Blackened Claws
8k4+8 (Simple)

Armor TN: 35

Initiative: 10k9

Damage: 10k4 (wakiza-
shi) or 10k5 (claws)

Wounds: 95: Dead

School: Doji Courtier 4/Maho-Bujin 2 (Insight Rank 10)
Taint Rank: 8.5

Skills: Acting 8, Courtier 6, Defense 5, Etiquette 7, Intimi-
dation (Control) 5, Investigation 4, Jiujutsu 4, Kenjutsu 3,
Knives 4, Lore (many) 3-6, Sincerity (Deceit) 8, Stealth 4,
Temptation (Seduction) 10

Shadowlands Powers: Above the Elements, Blackened Claws,
Blood Domination, Blood Knows Blood, Calligraphy of
Thought, Child of Darkness, Father of Lies, Mind of Dark-
ness, Undead Strength, Unholy Beauty

Akutenshi Powers: Body of Damned Time, Mastery of Dark-
ness, Shapeshifting, Soul Drinking
Advantages:
@  Dangerous Beauty
@  Voice
Special Abilities: p
)

Invulnerable - T




Doji Nashiko was a vain woman from the era of Clan Cham-
pion Doji Komatsu. Her obsession with her own poor looks
prompted her to embrace maho and with it, the Taint. She
is remembered in the Empire solely through the play Virtue
by Ikoma Jijo, a work described as “a homily on the evils of
lust, vengeance, and the Crane, not necessarily in that order.”
Nashiko seduced Komatsu and over half the men of the Crane
courts, gave their names to oni, triggered a major war that
was later erased from the Imperial histories, then fled into the
Shadowlands when her crimes were exposed. There she found
her way to the Festering Pit, becoming one of the Lost and an
akutenshi. She is rumored to have become Fu Leng’s lover and
perhaps even born him children, although such ghastly stories
cannot be confirmed.

It is known that Nashiko has returned to Rokugan more
than once, using her powers of illusion to seduce and corrupt
men, as well as to kill women whose beauty arouses her in-
human jealousy. She wears nothing but an illusion spell and
employs the most ruthless and merciless techniques of manip-
ulation and seduction. Nashiko considers men to be weak and
pathetic creatures, easily manipulated and controlled, and she
takes a sinister delight in leading them down the path of sin
and desire. She is also incredibly vain, wishing to always be
known as the most beautiful woman in Rokugan. Any highly
attractive woman is liable to draw her hostility.

HiDpA ATARASI, THE FIRST AKUTENSHI

EARTH 7 Fire 4 WATER 4 Voip 5*

REFLEXES 6 STAMINA 10 Aciuty 7 STRENGTH 10 -

*(cannot spend Void points)

Initiative: 10R7+2 Attack: Heavy weapon 10k9+11
(Simple)

Damage: By weapon Armor TN: 45

+9k0

Reduction: 15 (Maho-

Bujin 3 plus Heavy

Wounds: 197: Dead

School: Hida Bushi 3/Maho-Bujin 3 (Insight Rank 7)
Taint Rank: 9

Skills: Athletics 5, Defense 7, Heavy Weapons (Tetsubo) 8,
Intimidation (Bullying) 5, Jiujutsu 8, Kenjutsu 5, Kyujutsu 3,
Lore: Shadowlands 4, Stealth 3

Shadowlands Powers: Blessing of the Dark One, Child of
Darkness, Chosen of Fu Leng, Eyes of Hell, Fear, Strength
of the Dark One, Undead Strength, Unearthly Regeneration
Akutenshi Powers: Awe of the Dark One, Mastery of Death,
Shapeshifting

Special Abilities:

&  Atarasi’s Avalanche: Atarasi’s unarmed strikes infuse
the target with Taint. Each time he strikes someone

¥
'1\”:- with an unarmed attack, the victim must roll Earth

at TN 20 or gain 1-5 points of Taint. Anyone who is
killed by Atarasi’s unarmed attacks will be resurrected
as undead 5 rounds later.

&  Invulnerable

.

Hida Atarasi was born to the strongest of the Kami. He lived
a harsh life of strict training, a life he relished and embraced.
When Fu Leng attacked the fledgling empire, Atarasi stood
faithfully by his father’s side. His greatest joy in life was
battle, and he lived to cut down the enemies of his beloved
father. Some have suggested in retrospect that Atarasi knew
his time was short and his path led to death on the battlefield.
Whatever the case, he seemed utterly fearless. When Shinsei
came looking for mortals to confront the dark god Fu Leng,
Atarasi was more than ready to join in. To perish in battle
with the Dark Kami would be the greatest death any samurai
could hope for.

But Atarasi did not die in combat with Fu Leng. Instead,
he remained behind to win time for Shosuro and Shinsei to
return to the Empire with the twelve Black Scrolls. In some
ways it was the most courageous choice of his life, for hav-
ing already beheaded the five fallen Thunders to ensure they
were safe from undeath, he knew none would remain to do
the same for him. Still, he was prepared to accept that his
body would become a travesty of unlife, so long as his soul
remained pure. As Atarasi went down under a vast horde of
Shadowlands creatures, his fading thought was that he had
finally met his good death.

But it was not to be. Atarasi did not die in his final battle,
but lay shattered and comatose in the blood-soaked field, suc-
cumbing to the power of the Taint. He became Lost, and fed
upon the blood of the fallen Dark God to transform into the
first of the akutenshi. The transformed Atarasi was a creature
as utterly evil as his former self had been noble and true. His
former loyalty to his father Hida became monstrous hatred.
After all, if Hida had truly loved his son as Atarasi had loved
his father, Hida would have accompanied him into the Shad-
owlands to ensure he was given the death he had earned. His
father had served the cowards of Rokugan, had abandoned
him, and Atarasi would make him pay. He would make them
all pay.

For almost two centuries after the Day of Thunder, Atargsi
stalked the Shadowlands, killing every Crab he found. Those
who perished at his hands rose from the dead as hyakuhei,
serving the cause of Jigoku. Rumors of his terrible activi-~
ties slowly filtered back to the Empire, and finally reached
Hida, who had never truly believed his son was dead. In 210,
the Crab Kami marched into the Shadowlands to confront his
fallen son.
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Moto TSsuME,
GENERAL OF THE SHADOWLANDS

AR 6 EARTH 7 FIRe 5 WAaTeR 5 Voo 4*
PERCEPTION 6 -
............................................. (Canm)t spendVold pom ts)
Attack: Katana 10k6+11
(Simple)

Armor TN: 40

Initiative: 10k9+2

Damage: Katana 10k5
(Maho-Bujin 1)
Reduction: 13 (Maho-
Bujin 2 and Light Armor)

School: Moto Bushi 5/Maho-Bujin 3 (Insight Rank 11)
Taint Rank: 9

Skills: Athletics 4, Battle 9, Courtier 2, Etiquette 2, Horse-
manship 7, Hunting 4, laijutsu 3, Intimidation (Control,
Torture) 9, Investigation 3, Jiujutsu 4, Kenjutsu (Katana) 8,
Kyujutsu (Dai-Kyu) 4, Lore: Shadowlands 10, Polearms 6,
Spears 5, Stealth 4, Temptation (Control) 6

Wounds: 157: Dead

®

Shadowlands Powers: Armor of Death, Blessing of the Dark
One, Child of Darkness, Disrupt Chi, Eyes of Hell, Flight of
Darkness, Jade Sense, Sense Purity, Undead Strength

Akutenshi Powers: Awe of the Dark One, Passing Through
the Light, Shapeshifting, Terror of Fu Leng

Special Abilities:

&  Invulnerable

If there is a single tale in Rokugan that captures the dangers
of the Taint more clearly than any other, it is the story of
Moto Tsume. A great general and daimyo of a mighty war-
rior family, Tsume was undone by his own arrogance and
by the lingering curse of his family’s old gods, the Lords of
Death. Many in the Crab warned Tsume that his army could
not possibly prevail against the power of the Shadowlands,
but he refused to listen. The Crab did not have his skills or his
genius, their army was a slow and turgid force of infantry that
cowered behind a fortified wall. He would show them, show
the entire Empire, the true strength of the Moto.

Instead, he became the greatest general of Fu Leng and led
the armies of the Shadowlands against Rokugan for three cen-
turies. Perhaps only Daigotsu and Iuchiban have been a more
terrible enemies to the Emerald Empire than Moto Tsume. A
brilliant general who specialized in terror tactics, Tsume also
reveled in kidnapping his fellow Unicorn and slowly torturing
them into submission to the Taint. While he lived, he was by
far the most capable and effective leader of the Shadowlands,
although he was matched or exceeded in sheer power by the
Oni Lords. His dark charisma affected the Rokugani as well as
the forces of the Shadowlands; the Crab developed a grudging
respect and even admiration for his skill and ruthlessness, and
his name hung over the Moto family like a curse. Stories of
the final battle between the Unicorn and the Dark Moto claim
that the Moto family daimyo, Soro, actually was paralyzed
with fear and awe by Tsume’s approach, only managing to
draw his sword at the last possible moment.

There have been other Lost who have exerted greater influ-
ence on the history of the Empire - most notably the infa-
mous Dark Lord Daigotsu. But perhaps no other Lost has so
dominated a sustained era of Imperial history as Tsume did.
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Tsukuro, THE FALLEN CRANE

AR 3 EArTH 4 Fire 5 WATER 4 Voip 4*
PERCEPTION 6 -

*(cannot spend Void points)

Attack: Katana 10k6+8 (Simple)
Armor TN: 25

Initiative: 9k3

Damage: Katana
10k4+2 (Maho-Bujin 1)

Reduction: 3 (Light Wounds: 100: Dead

School: Daidoji Iron Warrior 4/Maho-Bujin 1 (Insight Rank
6)
Taint Rank: 8
Skills: Athletics 4, Battle 6, Defense 7, Horsemanship 3,
Hunting 4, laijutsu 5, Intimidation (Control) 5, Investiga-
tion 3, Kenjutsu (Katana) 7, Knives 2, Kyujutsu 4, Spears 5,
Stealth 4, Temptation 3
Shadowlands Powers: Above the Elements, Blessing of the
Dark One, Child of Darkness, Eyes of Hell, Fear, Sense Purity,
Thy Master’s Will, Undead Strength
Akutenshi Powers: Awe of the Dark Lord, Breath of Taint
Special Abilities:

&  Invulnerable

@  Undead

‘:& Daidoji Tsukuro was a fifth-century warrior of the Crane

who was born under a curse - from his birth, the Asahina
proclaimed him forsaken by the ancestors and prophesied
that he was doomed to betray the Empire. Tsukuro tried re-
lentlessly to reject this doom; he became an Emerald Mag-
istrate and served bravely in the Crane army, developing
many tactical innovations. But superiors who feared his
curse blocked every opportunity for him to advance. Over
time, frustration made Tsukuro bitter, and he turned to the
solace of opium, taking bribes to finance his vices. When
a superior was investigated for corruption, the blame fell
instead on Tsukuro, and he was ordered to commit seppuku.
Instead Tsukuro fled westward into the Shadowlands - a
much easier task in the days before the construction of the
Kaiu Wall - and embraced the Taint.

Once he became Lost, Tsukuro led armies of Shadowlands
creatures with the same deadly skill he had previously em-
ployed for the Crane. Until the rise of Moto Tsume, he was
the most prominent of the Lost, and after Tsume’s fall he
remained a significant leader in the Shadowlands. Tsukuro
lacks the shapeshifting powers of many akutenshi, and even
more bizarrely, the Taint has granted him the power to return
from the grave time and time again, no matter how often he
is slain. He has died at least twice, and resembles a rotten
corpse with burning red eyes. He always wears a “mempo” of
stitched-together human faces, torn from the bodies of those
he has killed.
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ENEMIES OF THE EMPIRE

“You say you fight to honor your ancestors, human, but you know so little of them beyond tales of valor. I can feel mine
within my soul, and he whispers the truths of the universe into my ears.”

humans ever stepped foot on the world, and for many

centuries humans were not even aware of them save as
strange ruins in the Shinomen Mori. Ironically, although they
are known for their peaceful nature and refuse to fight against
each other, their greatest contributions to the world have been
defined by wars, wars reluctantly waged when they believed
their cause was right. Long before the first Day of Thunder,
the Naga fought the insidious influence of the Nothing and
the Shadowlands Taint all across the world. After their great
struggle against the Foul, as they called these forces, the Naga
left the world behind and entered a Great Sleep. They had

T he ancient civilization of the Naga rose and fell before

- THE SHAHADET

foreseen the Foul would rise again in the far future, and the
Great Sleep would allow them to be ready to fight when they
were needed by the world once more.

To humans, Naga are fantastical creatures: they have the
torso and arms of a human but the tail of a massive ser-
pent. Over the centuries, the Naga have crossed paths with the
Rokugani more than once. Though conflict was perhaps in-
evitable, when faced with greater evils the two alien cultures
were able to put aside their differences, at least for a time.
And if evil rises again in the future, the Naga may return from
their Great Sleep once more to stand against the Foul.

69

TAIINA THL 40 SATNANA t "\E. e3eN oYL



-

{o)

The Naga i H‘

| ENEMIES OF THE EMPIRE

Naga Physiology

=

Naga have the upper body, arms, and head of a human, albeit
one whose skin is covered in a fine layer of scales. Their lower
body is that of a great serpent, usually three to five times as
long as their human-like torso. Depending on bloodline, from
head to tail a Naga can be as short as twelve feet or as long
as twenty-five or more. They are usually four to ten feet tall
when reared back to “stand” upright, and they can rise up on
their tails to achieve extra height. Female Naga have the abil-
ity to change their tails into a pair of humanoid legs through
magical ritual and concentration, allowing them to traverse
areas where the males cannot go and to mingle more easily
among other races.

All Naga partake of the Akasha, a sort of collective mind
and “well of souls” that connects all Naga to each other and
to their ancestors. It is the influence of the Akasha, constantly
whispering to every Naga within his own mind and soul, that
makes it all but impossible for Naga to fight each other.

Although Naga are warm-blooded and grow hair from their
scalps, their nature is nonetheless reptilian and they do not
have hair anywhere else on their scaled bodies. They repro-
duce by laying eggs. Naga mate for love but seldom for life,
and a female Naga will lay a clutch of eggs only three or four
times during her lifetime. The eggs are cared for by the entire
community, and only some of them will hatch - this seems
to depend on the fertility of the female’s mate, and since the
Great Sleep the race’s fertility levels have dropped sharply
and perhaps fatally.

When Naga grow to adulthood, they molt their skins like
snakes - this is an important moment, typically coming
around fourteen years of age, and marks the moment when
the child becomes an adult. When it happens, the young Naga
undergoes a special magical ritual that makes him forever im-
mune to the Shadowlands Taint.

Naga are sometimes born with mutations and deformities.
For the most part, these do not affect their ability to serve
as part of their society, but a few Naga have severe muta-
tions that also impact their connection to the Akasha. These
unfortunate creatures are known as Abominations to the rest
of their race, and are treated with horror and revulsion. The
Naga will not actually kill one of their own, so the few Abom-
inations that survive infancy are typically abandoned in the
forest to survive or die on their own. The handful who survive
on their own to adulthood are sometimes allowed to earn a
place and rejoin Naga society.

Naga Religion:
The Atman and the Akasha

2 T T

The Naga, like humans, believe themselves the children of the
sun and the moon, which they refer to as the Bright Eye and
the Pale Eye of their universal god, Atman. According to Naga
mythology, their race was born from a great stone, a stone
which fell as a tear from the Atman’s Bright Eye. When the
stone struck the earth and broke, the Naga sprang forth - all
from one stone, all with one soul. So did their people begin,
and to this day the Naga turn their faces to the west three
times a day, paying worship to the Place of Falling, the Holy
City they are certain still exists.

The Naga worship Atman, the creator and knower of all
things, and his two Eyes that traverse the sky. They believe
the Bright Eye sees all the good in the world, and the Pale Eye
all of the evil, but the Atman sees all and understands the
world as it truly is. The Naga believe in reincarnation, but not
in the conventional human sense. Rather, all individual Naga
souls are part of the greater collective soul which they call the
Akasha. When a Naga is born, his soul is crafted from parts
of other ancient Naga souls floating within the Akasha, and
when he dies his soul in turn rejoins the Akasha. A Naga can
sense his own past lives in the back of his head, guiding his
actions and helping him perform deeds he would normally be
unable to do. If the Naga has a particularly strong connection
with the Akasha, he may speak directly to his past lives and
discern even more secrets and advantages to help serve his
people. Ultimately, the Naga are all connected by the Akasha.
It is both comforting and protective, and those who can feel
its influence strongly can coax magic out of pearls, determine
lies and emotions, and even gird their souls against outside
influences. The Naga can use the Akasha to speak to one an-
other without words, directly from mind to mind. Because of
this connection, the Naga feel a sense of brotherhood between
every single one of their race, and can act as a cohesive whole
in the face of external threats and problems.

The Naga form of reincarnation is very different, obviously,
from the Rokugani belief in souls walking individual paths
through the Celestial Order. Humans have great difficulty
comprehending the Naga connection to the Akasha - while
the Naga, for their part, find the isolated and separate lives of
human souls quite baffling.

Naga Culture and Customs

o R T T

The Naga Empire is a merit-based society where each Naga’s
own actions determine his responsibilities and status. The
Naga care very little about lineage - their children are raised
by the community from a very early age. In fact, acknowl-
edging one’s birth parents in conversation is a social error
that can easily result in embarrassment and shame for those
involved. The Naga emphasize order and service to the nation
over individuality and personal quirks, and value hard work
and results over all else. This is not to say they do not en-
joy life - Naga are quite capable of happiness, joy, and love.
But their deep connection through the Akasha causes them to
place their race’s collective good ahead of themselves.



e are not so different, you and I, Rokugani. You
do not understand because you cannot see the truth
behind our titles and our souls. You trust your daimyo un-
derstands your position in the Celestial Order, and so do the
Naga. The Naga are gifted with the ability to listen to the
innermost thoughts of our leaders, and thus understand the
intentions of any questionable order.

The Qatol is the leader of the Naga. He is the soul of the
Akasha and acts as its voice when the future becomes un-
clear. He is the spiritual leader, the one who unites all Naga
under one banner. He is the child of the Bright Eye, blessed
beyond us all. He is the warrior who loves peace and the dip-
lomat who leads us into war. The title has remained vacant
ever since the original Qatol disappeared into legend, but we
would all instantly obey one who could rightfully lay claim
to his title. Your courtiers and your Ikoma speak of the one
called the Hantei; the Qatol was that Naga to us, bringing us
enlightenment and the foundation of our great empire. We
have never seen him since the early days of our empire, yet
we have faith he will one day return.

Below him are the two leaders of the Naga who truly gov-
ern the day-to-day actions of our people. The Qamar as-
sumes complete command in times of war. He is the best
fighter among us, one who understands the best way to de-
feat an enemy can sometimes follow the path of peace. He
must be an accommodating Naga, to assuage the concerns
of the five bloodlines. He must be stalwart, to keep their
requests from diverting him from his own plans.

The Dashmar assumes command of our race when we are
not at war. I am but an old and foolish Naga, and I barely
do justice to the title. The Dashmar must make allies of our
neighbors and discern where the empire must tread if we
are to survive in the future. The world is a dangerous place,
my friends, and the Naga do not shy away from the

truth. We are nearly always at war, and the
Dashmar has the steady hand to guide the
Naga. He can be considered the same as

your Emperor. "? X ‘
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THE LLEADERS OF THE NAGA

A Speech by the Dashmar to the Rokugani Imperial Court, twelfth century

Below the Qamar and the Dashmar are the champions
of the five bloodlines. Once, we Naga fought amongst each
other until we recognized we were all brothers under the
Akasha. Each of the five races of the Naga are led by the
Bloodline Champions. The leaders of the Asp, the Chame-
leon, the Cobra, the Constrictor, and the Greensnake races
hold great honor among our people and keep the interests of
their own race at heart. Many of them are familiar to you,
as they often make ventures out into Rokugan to fight on the
front lines. The Asp Champion the Shahadet is a military ge-
nius, leading many of the Naga armies into battle. The Sha-
shakar is an amazing jakla, wielding unspeakable powers
at his fingertips. The Lord Vedics teach us what is right or
wrong. These brave Naga are akin to your Clan Champions.
The rest of our society functions nearly identically to your
own. Your daimyo serve under your Champions to oversee
the minor details required in leading a people. Our generals
such as the Isha, the Taquar, and the Malekish serve under
the Champions to make sure our civilization can continue
against all the threats facing us.

Now, friends, do you still believe that we have so little in
common?
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Naga do not have personal names. Instead, each Naga is
given a functional title, such as “the Qamar” or “the Isha,”
that describes his role and caste in the Naga Empire. If a Naga
changes his social situation and joins a different caste, he
gains a new title. This does not cause confusion since others
can sense through the Akasha that the individual Naga is still
the same person. (Humans interacting with the Naga often
found this method of titles and names quite troublesome and
confusing, of course.) The Naga are divided into three basic
social castes, the Vedics, the Warriors, and the Jakla. The Ve-
dics are keepers of wisdom and moral purity, philosophers
who help guide the rest of their race. The Warriors are the
soldiers and scouts who protect the Naga race from its many
enemies. The Jakla are the keepers of forbidden wisdom, mas-
ters of pearl magic, whose power protects the whole race.

The Naga listen to orders from their superiors with little
question. They understand their superiors gained their rank
through hard work and achievements, not through heritage.
In any given situation the Naga with the most expertise be-
comes the effective leader, chosen by conversation through
the Akasha. During a battle, for example, the highest ranking
Naga Warrior will become the leader, while during a diplo-
matic mission the Naga will defer to highest-ranking Vedic. In
cases where there is no highest rank, the Naga with the stron-
gest connection to the Akasha becomes the leader. The Qamar
and the Dashmar are both considered the leaders of the entire
Naga Empire, with the Qamar leading during times of war and
the Dashmar during times of peace. It is a convoluted system
by human standards, but it works because all the participants
share the mental link of the Akasha.

The Naga have a spoken language, but due to their ability
to also communicate through the Akasha their language in-
corporates long pauses, subtle gestures, and silences that can
be baffling to humans. It is impossible for Naga to misunder-
stand or misinterpret each others’ words.

Naga morality upholds three supreme virtues, and all Naga
swear to follow these virtues when they become adults: Pu-
rity, Self-Control, and Truth. These virtues include many sub-
themes such as courage (an aspect of purity) and patience
(an aspect of self-control). Needless to say, the Naga find it
very difficult to comprehend the human morality of Bushido,
especially the internal conflicts which often arise between the
seven Virtues - in the Naga view, morality is always clear and
non-conflicting.

A Brief History
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Naga history is long and complex, full of strange myths and
legends. Little of its details are known to humans, but the
Rokugani have gleaned a basic picture from their limited in-
teractions with the Naga race.

THE BLoODLINE WARS

A thousand years before the kami fell to Rokugan, the differ-
ent Naga bloodlines coexisted in a wary peace. They saw each
other and could only perceive the obvious differences in their
races instead of celebrating their similarities. Constrictors
could see that their large and powerful frames differed greatly
from those of the tiny Greensnakes. Most Naga shunned the
Cobra, for they were heavily mutated and reclusive. In those
days the Akasha was new and its connections tenuous, and
the Naga souls did not yet understand their union to each
other. Conflict soon erupted.

The Asp, led by one called the Shahismael, decided to con-
quer all of the Naga bloodlines and bring them under their
rule. The military genius of Shahismael fueled the war and the
Asp defeated all who tried to stop them. Though he was win-
ning, Shahismael fell into insanity, and his cruel tortures and
evil orders began to upset even his closest followers. Finally, a
warrior named the Qatol gathered a powerful army to his ban-
ner and faced the Shahismael’s army on the battlefield. The
crazed general finally met his match, and the Shahismael lost
everything he had ever gained. The Qatol ordered the Shahis-
mael be imprisoned and magically ejected from the Akasha so
his corrupting influence would not destroy the Naga.

In the wake of this victory, the Naga Empire was born un-
der the watchful eye of the Qatol. Although the Qatol disap-
peared long ago into the mists of legend, his legacy lives on
even into modern times in the form of a united people. No
Naga has gone to war against other Naga since his time.

THE FIRST BURNING OF THE LAND

The First Burning of the Land is the name the Naga give to
the first great threat their Empire faced in ancient times. The
forces of Jigoku and the Nothing, which the Naga collectively
referred to as the Foul, raged across the land and threatened
to swallow it whole. The war was bloody and costly. In the
end, the Naga were victorious, but a curse was placed on them
which would engulf those who stepped beyond their Empire
into the Burning Sands. Despite this and other heavy costs,
the Naga were satisfied with their victory. The war engen-
dered a burning hatred of the Foul within the heart of the
Naga culture, an obsession that has lasted through all later
centuries.

THE ASHALAN THREAT

The Ashalan are a race of immortal sorcerers that live deep
within the Burning Sands. After the Burning of the Land,
they foresaw the Naga could be a problem for their long-
term goals and decided to strike first. They lured Naga out
to the Burning Sands, where they succumbed to the curse
and underwent painful transformations, becoming the Naar
Tebaan. The Ashalan ambushed them and hoped to destroy
them wholesale. Unfortunately, after the Naga finished their
transformations they struck back with a swift counterattack
that devastated the Ashalan ranks.



The Naar Tebaan never returned to the Naga civilization,
and after this incident the Naga vowed to attack any Ashalan
on sight. The strange immortal sorcerers remain eager to re-
turn the favor, and occasional clashes between the two have
continued since.

THE GREAT SLEEP

Although the Naga Empire flourished after the First Burning,
some threat was darkening the future of the race. The Constric-
tor astronomers could foresee in the stars the complete death
of the Naga race, and the vedic mystics gave prophecies that
spoke of the return of the Foul. The Naga would be needed, the
prophecy said, a thousand years in the future when the Foul
would threaten to engulf the world once more. The jakla sor-
cerers conferred amongst themselves and decided on a drastic
course of action that would make sure the Naga were ready for
the Second Burning of the Land.

The Naga fell into a magical hibernation for a thousand
years, leaving only a few guardians to stay awake and pro-
tect their homes. Unfortunately, the guardians were not always
enough to endure for so many centuries. Several Naga cities
and their inhabitants were lost forever to attack, natural disas-
ters, and magic. Even as they slept, the Naga race dwindled.

THE SECOND DAY OoF THUNDER

The Naga woke from their Great Sleep to find a completely
new world. They were no longer the dominant species. Instead,
humans now roamed the breadth of what had once been the
Naga Empire, and even the great Shinomen Mori was full of
strange creatures and unnatural threats. The Naga were initial-
ly disgusted by humans, who waged petty civil wars amongst
themselves instead of focusing on the real threat of the Foul.
Nevertheless, the Naga sent their political leader the Dashmar
to broker a temporary peace with the Emerald Empire. Under-
standing was further aided by a few humans who visited the
Naga cities and came to understand and admire their culture
- most notably a Dragon samurai named Mirumoto Daini. Ulti-
mately, the Naga joined with mankind to fight against Fu Leng
and his armies, driving the Foul out of the heart of Rokugan.

THE YAKAMO

In the aftermath of the Second Day of Thunder, the Nothing
moved to unmake the world, and Naga efforts to oppose it led
to further confusion and violence between them and the hu-
mans.

During this time, a Naga prophecy foretold the return of a
great warrior to their fold. Under the orders of a jakla called
the Shashakar, the Naga stole the body of the Crab Thunder,
Hida Yakamo, who had perished fighting the Shadowlands. The
Shashakar gave his own life and used a powerful artifact to
bring Hida Yakamo’s soul into the Akasha. The man returned
to life as both a human and a Naga, the first of his kind. The
Yakamo, as the Naga called him, led them against the Lying
Darkness, and fulfilled the prophecy and saved the world when
he ascended to the position of Lord Sun - the Bright Eye in
Naga cosmology.

RETURN TO THE GREAT SLEEP

In the aftermath of the Nothing’s defeat at Oblivion’s Gate in
the early twelfth century, the Naga decided they had perhaps
woken prematurely. Their astronomers still foretold a great
evil in the future, and the land no longer welcomed their pres-
ence. Their numbers were dwindling and many of them were
sterile, unable to produce fertile eggs. Unknown to nearly all,
it was in fact the Great Sleep itself which had weakened their
fertility to the point of almost surely dooming their race. The
end of the Naga seemed imminent, most humans still did not
understand or accept them, and the Second Burning of the
Land was still to come. The Naga decided to return to the
Great Sleep once more. They left one of their eggs with allies
in the Unicorn lands and disappeared back into their cities,
leaving Rokugan to its own devices once more. The egg even-
tually hatched, revealing a young Naga-like human girl, the
legacy of her people. Taking the name Akasha, she stayed in
Rokugan and immersed herself in human culture, continuing
the Naga presence in the world.

The Bloodlines of the Naga

The Naga race is divided into five bloodlines, each a differ-
ent sub-species born from the Great Stone at the dawn of
time. Although Naga of different bloodlines can mate with
each other, the children produced are not “mixed,” but always
belong distinctly to the bloodline of one or the other of their
parents. Much like the families of Rokugan, the bloodlines of
the Naga bestow specific strengths (Trait bonuses) upon their
members.

THE Asp

“WWe are the warriors, serving the will of the Akasha with
our bodies and our blades.”

— THE SHAHADET

BLOODLINE BENEFIT: +1 STRENGTH

The Naga of the Asp are known for their sturdy bodies and
strong minds. The Asp are the most militaristic of all the
bloodlines and dedicate their lives to martial excellence. They
believe in the power of might and will follow the strongest
among their bloodline. Asp are fearless and determined, and
do not back down either from enemy armies or from opposing
arguments. The Shahadet, the Bloodline Champion of the Asp,
serves as the general of the Naga armies and is generally the
most physically powerful Asp.
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3 Unfortunately, this dedication to the physical leaves the

Asp short in certain aspects. The Asp are prone to hubris
and arrogance, far more so than other Naga. The Bloodland
Wars, the conflict that raged before the formation of the Naga
Empire, occurred because the Asp leaders decided to conquer
their Naga brothers. The crazed leader Shahismael started the
bloody quest, but he could not have accomplished his trag-
edies if the Asp had not followed his orders. The Asp engaged
in the Bloodland Wars with relish because they believed their
martial might gave them the right to lead other Naga.

Naga of the Asp often speak to others with condescension,
for they believe themselves to be the greatest of all. The other
bloodlines accept this as a personality quirk, for they know
the Asps’ hearts are in the right place. The Asp form the ma-
jority of the Naga armies, and fight the creatures of the Foul
with complete relish and dedication. The Naga Empire would
quickly fall to outside forces were the Asp ever to fail in their
duties.

CHAMELEON

“We are the hunters, digging out the enemies hiding in the
shadows of our world.”

— THE QARASH

BLOODLINE BENEFIT: +1 AWARENESS

The Chameleons find themselves at home within the shadows
more than the rest of the Naga. They blend in with their sur-
roundings, naturally hiding from predators. The Chameleons
are physically smaller than most other bloodlines - only the
Greensnakes are smaller. This has never been a problem to the
Chameleons, who see their diminutive size as another benefit
for their duties.

The Chameleons are naturally adept at performing the role
of the scout, since they are able to stalk their targets while re-
maining unseen. Their penchant for moving through the dark
corners of the world makes them comfortable with stealth
and deception. They train with the spear and bow, and their
familiarity with subterfuge makes them ideal guardians for
Naga temples, pearl beds, and the houses where their eggs
and children are kept.

Chameleons suffer more mutations than some of the other
bloodlines, though rarely enough to turn them into Abomi-
nations. In particular, the majority of Chameleons are born
with the ability to breath underwater. It should be no surprise,
then, that the Chameleons built a city under the sea. They
happily tend to the largest banks of pearl beds, knowing the
rest of the Naga Empire could not survive without the steady
stream of magical pearls they provide to the jakla.

CoBRrRA

“We are the masters of the secrets of the universe.”

— THE SHASHAKAR

BLOODLINE BENEFIT: +1 PERCEPTION

The Cobra bloodline has a unique connection to the Akasha
that gives them abilities beyond those of the other bloodlines.
They can sense the inherent power that lies in many pearls
and manipulate them to create potent magic. Other bloodlines
can learn to harness the same powers, but they must struggle
to complete the simplest tasks while the Cobra master the
more potent abilities with ease. This provides the Cobra with
many responsibilities to fulfill for the Naga. Physically, the
Cobra are the strangest of Naga, with great hoods and serpen-
tine features that make them almost monstrous compared to
the rest of the Naga race. Indeed, the Cobra skill with magic
comes at a steep price. Their bloodline is the most mutated
among the Naga, and the vast majority of the Cobra have at
least one significant physical disability.

The Cobra also tend to suffer somewhat from the arrogance
of power. They are more comfortable with deceiving other
Naga, for they believe their mastery of magical secrets gives
them justification in keeping dangerous knowledge away
from their lesser brethren. Much like the Asp, the Cobras are
arrogant and dismissive of those they believe weaker than
themselves.

CONSTRICTOR

“We are the judges, shining the light of truth in the shad-
ows of our empire.”

— THE RADAKAST

BLOODLINE BENEFIT: +1 STAMINA

The Constrictors are the most physically imposing Naga in
their race, able to spread fear in the hearts of their enemies
simply by looming over them. They are often as long as thirty
feet from tail to head, and their mighty tails can crush en-
emies with little effort. However, the Constrictors are also the
most peaceful of the Naga, known for their wisdom over their
physical strength.

The Constrictors have the strongest connection to the Aka-
sha of any Naga, and understand its ways more than any
other bloodline. Some Cobra insist their connection to the
Akasha must be stronger because of their mastery of pearl
magic; the Constrictors do not contradict them, but simply
say everyone must serve the Akasha in their own way. The
Constrictors are the arbiters of their civilization, settling dis-
putes and feuds without bloodshed. Every Naga heeds the
words of a Constrictor, for they understand the Constrictor
only speaks after deep thought and careful study.

Just as they delve the depths of the Akasha, the Constric-
tors have cast their eyes above to the stars to perceive the
future. Astronomy is an imperfect art among the Rokugani,
but the Naga consider it a precise science. Because Naga re-
ligion revolves around the sun and the moon, astronomers
are greatly revered in their society. They can plot out specific



events that will occur in the future by reading the state of the
stars. It was a Constrictor who saw the dire future ahead of
the Naga Empire and directed them to enter the Great Sleep.

There are fewer Constrictors in the modern Naga Empire
than any other bloodline. No one understands why they have
failed to make fertile eggs, and everyone worries one day the
Constrictors will become extinct. The Constrictors themselves
acknowledge their fate with stoicism, stating the will of the
Akasha will always guide their nation.

(GREENSNAKE
“We are the lovers, the diplomats, and the soul of the
Akasha.”
— THE MARA

BLOODLINE BENEFIT: +1 REFLEXES

Greensnakes are the smallest of the Naga bloodlines, with
adults often measuring as little as ten feet from tail to head.
They are also the most numerous of the Naga and have ad-
opted every single role within their society. They serve as
warriors within the Naga armies and scouts among the for-
ests. They learn the wisdom of the vedics and even sometimes
master the pearl magic of the jakla. They adapt with ease and
are always eager to learn more.

The Greensnakes are quick to reach decisions and quick
to act, often relying on instincts over reasoning. They are an
optimistic bloodline, always choosing to believe in the good
in others rather than the negative. Because of this, they often
act as the diplomats of the Naga Empire. A Greensnake Scout
was the first Naga to make contact with Rokugan after their
race woke from the Great Sleep, and it was the Greensnake
diplomat the Dashmar who established a working relation-
ship with these strange human neighbors. Above all, it was a
Greensnake named the Mara who formed a romantic relation-
ship with the human named Mirumoto Daini, giving birth to a
unique human-Naga hybrid named Mirumoto Mareshi.

Among the other bloodlines, the Greensnakes have a repu-
tation for frivolity and impatience. The Greensnakes do not
mind, for they know their zest for life and their enthusiasm
for the world allow them to appreciate the little details that
often pass by unnoticed by the rest of their people.

ABOMINATION

“We are the unwanted, but the Akasha will always be our
home.”

- AsETH, NAGA ABOMINATION

BLOODLINE BENEFIT: +1 TO ANY TRAIT

Mutations among newly born Naga are sadly not uncommon,
especially in the Cobra bloodline. However, severe mutations
can also hamper the Naga’s connection to the Akasha. Those
unfortunate Naga who can barely sense the Akasha are born
only a handful of times per generation. These Abominations
come from all bloodlines with equal frequency. Although they
are still connected to the Akasha, they cannot sense it. They
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TaE GREAT SLEEP

The Great Sleep was a ritual of massive proportions
cast by all of the jakla in the Naga Empire. It was
a last ditch effort to send their entire race into hiberna-
tion in order to live long enough to meet the future crisis
prophesied by the vedics. The Naga gathered in the hearts
of their cities and went to sleep for centuries, awaiting the
Second Burning of the Land. Casting the ritual cost many
jakla their lives, for the power required was more than
they could handle. Maintaining the spell also required the
constant concentration of several jakla. Volunteer jakla,
mainly Cobra, stayed awake for centuries to perform this
5 lonely duty.

i The ramifications of the Great Sleep have yet to be ful-
ly understood by the Cobra jakla. They recognize their
race’s looming sterility might well be one of the side ef-
fects, for ever since the race awoke fewer and fewer Naga
have been born. Unfortunately, the remaining jakla do
not have the resources to figure out a solution, and must
helplessly watch their species dwindle away into extinc- !
tion. The next time the Naga awaken, it may well be their 1
last appearance on the mortal world. i
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usually suffer debilitating physical mutations, but many also
have their bodies strengthened by their changes. Such crea-
tures are abandoned in the forest or sea to survive on their
own. Most perish without a chance, but the few who survive
can sometimes rejoin their society. Since they do not have the
support of the rest of the Naga Empire, their mutations often
must be vital to their survival.

The Naga are so accustomed to their connection with the
Akasha that they cannot imagine a life without its comfort-
able presence in their minds. The Abomination represents
their worst fear and forces them to face those fears every
time they see it. Many Abominations who survive to adult-
hood ultimately become alienated and choose to step further
away from Naga society, even though their people might al-
low them to return.

The souls of Abominations return to the Akasha upon
death and they join the reincarnation cycle once more. This is
a small comfort, but one that keeps many Abominations’ faith
against heavy temptations.
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THE ABOMINATIONS
OF THE DESTROYER

i Some Abominations who survive their abandonment

actually grow to hate the society that spurned them.
They travel as far away from the forests and seas of the
Naga Empire as they can, seeking another home. Many
l find themselves in the Ivory Kingdoms, and indeed the
superficial similarities between Naga culture and that of
the humans in that distant land may be due to the influ-
ence of Abominations who have visited from time to time
over the centuries.

| The Cult of the Destroyer worships Shiva and the as-
i pect of the goddess known as the Destroyer. The cult
seeks the death of all living beings in her name. Several
Abominations have become indoctrinated into the cult
and serve it with fanatic enthusiasm. Perhaps someday
they will turn their attentions toward Rokugan and
their Naga brethren once more.
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The Naga as Adversavies

Naga civilization is a powerful nation that has lasted for count-
less centuries, standing united against all the threats surround-
ing it. The Naga have survived centuries of constant warfare
and intend to fight more wars to come. Anyone who rouses the
anger of one of the Naga risks fighting a much larger enemy.

Like the Rokugani, Naga culture highly respects martial
prowess. Unfortunately, pride and arrogance can come hand-
in-hand with reliance on martial excellence. A Naga warrior
may spend years trying to avenge a perceived slight inadver-
tently given by a clueless human. The likelihood of such an
occurrence is minimal, thanks to the connection of the Naga
collective mind, but it is important to note the limitations of
the Akasha. The Akasha guides the Naga but does not control
them. It does not wipe away individual personality. A particu-
larly prideful Naga may defy the Akasha’s guidance and dedi-
cate himself to destroying a human who has angered him.

Culture shock is a ready and tragically easy source of unin-
tentional disasters between the Naga and humanity. Naga do
not know what would be considered a social error in highly
ritualized Rokugani society. A samurai can suffer huge loss of
face and status if he offers the wrong type of greeting to a pass-
ing guest, or mentions the wrong incident in polite company.
The slightest misstep in court could mean the abrupt end of a
diplomatic career built over decades. Samurai are able to func-
tion in this minefield of dangers because they are indoctrinated
from birth to skirt these potential traps. Naga, on the other
hand, cannot even see the hidden dangers around them and
blunder directly into the political danger zone.

During the twelfth century the Naga eventually become
wary allies of the human race and are welcomed, albeit with
reservations, into polite society. A certain amount of leeway
is granted them due to their ignorance of civilization’s rules,
and the Rokugani endure inadvertent insults and brutal hon-
esty from the Naga because they are guests and allies against
the Foul. (To be sure, most sophisticated Rokugani still treat the
Naga with veiled disdain, as backwards and ignorant yokels.)

Unfortunately, even in the best of times the Naga and hu-
mans are still often able to push each other beyond their limits.
Here we present three options for introducing the Naga to an
L5R campaign as enemies to the Rokugani.

THREAT ONE:
MENACING SACRED LAND

Naga civilization existed long before the human Empire, and
due to the Great Sleep many of its temples and structures
appear abandoned to the passing eye. Some guardians re-
mained awake to destroy any trespassers on their land. The
Naga consider their cities, temples, pearl beds, and egg beds to
be sacred land and will defend these locations to their death.

Explorers eager to uncover the secrets of Rokugan’s great
forests and seas have occasionally stumbled onto fabulous
Naga ruins. Until the Great Sleep ended, humans had no
frame of reference for these discoveries and would inadver-
tently breach the sanctity of Naga settlements to find trea-
sures and magical pearls. Needless to say, the Naga are usu-
ally highly incensed by these intrusions, viewing them much
as the Rokugani might see a stranger who simply walked into
the Imperial Court without announcing his presence or his
intentions.

Further complicating the matter is the lack of communica-
tion between the races. The Naga temple guardians would of-
ten attack on sight if anyone drew close to sanctified ground.
For their part, human explorers would simply see snake-like
monsters attacking them with no provocation. Since most
Rokugani have no personal knowledge of Shadowlands crea-
tures, they readily mistook the serpentine Naga for oni. Both
sides are proud to a fault and prefer to strike first and ask
questions later, and the initial encounter would be enough to
destroy any chance for a peaceful resolution.

Of course, the conflict does not simply end there. If the
explorers escape with their lives intact, they will be subject
to further harassment from the remaining guardians. If they
took any keepsakes from the ruins, the Naga will be honor
bound to retrieve them. The Naga will not stop until either
the explorers are dead or their honor is satisfied in some other
way. Any compromise between Naga and explorer would be
difficult, since the two cultures hold vastly different priorities.

The same situation can also happen in reverse. The samu-
rai of Rokugan hold many places sacred, all of them incon-
ceivable to the Naga. Temples, ancient battlegrounds, and
proximity to Imperial land would all be considered sacred in
Rokugan. Naga do not recognize these explanations and will
enter the land if they have need. Furthermore, the Rokugani
must follow strict protocol to approach the Imperial family or
the leaders of the clans. Touchy samurai can take umbrage if
a Naga attempts to bypass those protocols. Samurai must fol-
low orders despite their personal convictions, so once offense
is given a fight is inevitable.
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creased over time as the Naga awakened and make their pres- " the domain of the Ashalan, a hated enemy, and the Naga £ 2 ;
ence known, but any campaign set in this era could lead to know they must fight if they meet. Even worse, the desert =5 s
conflict:inl fhis way. houses a magical curse upon any Naga who enter. Those
who venture into the Burning Sands are transformed by
* the magic inherent in that blighted land, a painful and
THREAT TWO: THE POUL b sometimes lethal transformation whose agony echoes
The Naga have always had one eternal enemy they will do . through the Akasha, incapacitating those who are clf)se
anything to destroy: the Foul. Rokugan sees this as two dif- . {8 enough to hear the scream. When the transformation
ferent threats, the creatures of the Shadowlands Taint and the ends the Naga has become a Naar Tebaan.
minions of the Lying Darkness, but such distinctions are lost The Naar Tebaan bear little resemblance to what they
on the Naga, who see them all as a single enemy. used to be, and are usually referred to as “fire salamanders”
There are few goals closer to Naga hearts than the eradica- 8 by tl-lose who SPOt. them. Their s.cales are sparkling gold,
tion of the Foul. Indeed, they undertook the disastrous Great 8 scindmg shards.of 11'1candescer1t rainbows whenever the su}l
Sleep solely because they believed they would be needed for hltS. them. Their ta1ls.fa11 off completely, replace.d by a pair
a great battle against the Foul in the future. The Emerald Em- of lizard legs. Most bizarrely, they can breathe fire.
pire, however, has not always stood quite as firm against the Unfortunately, the transformation also irrevocably
ancient enemy. Many powerful military and political leaders warps the mind. The Naar Tebaan lose all connection
have succumbed to the siren song of easy power and un- to the Akasha, and feel constant pain from this loss. No
relenting corruption. Since the Naga seek to eradicate all creature can withstand perpetual pain, and nearly all
sources of the Foul whenever they sense its presence, with no Naar Tebaan are mad creatures with little to distinguish
exceptions, this can easily create problems in their relations them from mindless animals. Furthermore, the sun :
with humans. They do not care about political ramifications outside of the Burning Sands reacts dangerously with ‘ - 3 =
for their actions, nor will they explain the reason why they the salamander’s scales, causing him more duress and A (
struck - without provocation, from the view of the Rokugani. preventing him from leaving the land which has trans- L " 2 A 5 k] :
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ment. Many Crab warriors died as a result, and the survivors away from Rokugan.

carried a bitter grudge. From a human viewpoint the Naga ac-, The souls of the Naar Tebaan do not return to the
tions were a clear violation of friendship and alliance, but the Akasha upon death.

Naga did not see it that way. They believed all other matters _
were secondary to destroying the Foul. The lives of dozens of |
Crab warriors meant nothing in the grand scheme of things. -~
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These sorts of situations could easily occur in any cam- ,
paign with ‘friendly’ Naga. The Naga are completely alier\l‘- :
creatures, and do not hold the same priorities or thoughts ¥
as humans, nor do they embrace the same emotions. Indeed, r
many Naga believe themselves better and more important
than any human allies and would sacrifice them in a heart-
beat to gain the tiniest advantage over the Foul. Such a quick -
and unexpected ‘betrayal’ could provide an interesting focus
for conflict between the two races.
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THREAT THREE: ANCIENT ENEMIES

The Naga Empire flourished for centuries without any com-
petition, but the modern world is vastly changed from that
ancient age of Naga power. For example, in ancient times
the Nezumi were a semi-domesticated animal which the Naga
used for food and for hunting. They see no fault in resuming
such usage now, even though the Nezumi are now sentient
and have their own culture. Of course the Nezumi do not rel-
ish the thought of becoming food once more and will do what
they must to preserve their lives. In fact, since some Nezumi
have been faithful allies of the Crab Clan (and even other
clans during the height of the One Tribe), the conflict between
the two alien races could spread to include the Empire as well.

Much like with the Foul, the Naga hold strong opinions
about the Nezumi and will not let others sway them. While
the status of their former food might not be particularly im-
portant in the grand scheme of things, to the Naga it is a re-
minder of their fallen greatness. Their empire no longer spans
all of Rokugan as it once did, and many of their cities are
isolated or ruined. It is a matter of pride for the Naga to hold
on to their old customs.

The other great enemy of the Naga is the Ashalan, a race of
immortal sorcerers who live in the Burning Sands. Their war
with the Naga only ended because both sides tacitly agreed to
keep within their own boundaries. However, after the Second
Day of Thunder the Scorpion Clan endured a brief exile in
the Burning Sands and made an alliance with the Ashalan.
As a result, several Ashalan returned with the Scorpion to the
Emerald Empire. Their immediate goal was not to defeat their
ancient Naga enemies, but the enmity between the two races
is deep and eternal. It is all but inevitable that their paths will
cross once more and the Naga strike with as much ferocity as
they would against the Foul. Rokugani could easily get caught
in the crossfire, for the Naga hold nothing back when they are
faced with an enemy.

NAGA TAcTICS

The Naga prefer to eradicate their enemies as swiftly as pos-
sible, hitting them with a thousand strikes until nothing re-
mains. They have a highly trained military that works to-
gether with inhuman precision. PCs who find themselves in
conflict with the Naga will face significant challenges.

THE NAGA AS GUARDIANS

The primary objective of Naga guardians is to protect their
homes, temples, pearl beds, and eggs. They will utilize defen-
sive tactics focused on keeping the enemy away. Intimidation
is employed to cow the enemy, especially foes who seem weak
or contemptible. The Naga are well aware of how frightening
and even demonic they appear at first glance, and shock and
fear are effective tools to drive enemies away from their sa-
cred lands. Some Naga guardians, referred to as the Rattlers,
use the tips of their tails to emit a threatening sound that
further unsettles their opponents.

Asp Warriors make up the large majority of guardians, as
they function as the backbone of the Naga army. Greensnake
Warriors are often found guarding the Naga underwater cities.

THE NAGA AS STALKERS

When the Naga must follow prey or enemies away from their
own homes, their Scouts take pride of place. Naga scouts can
relentlessly follow offending humans for countless miles.
They hide in the shadows and strike with their deadly arrows
when their targets least expect it. The Naga have unbelievable
accuracy with their bows, even in the dark of night. Stalk-
ing Naga use hit-and-run tactics to sow confusion and fear
among their enemies. If caught in the open they can easily
perish, since they are not trained for prolonged defense, so if
their foes turn and confront them they use their speed to dis-
perse away from the battlefield... then regroup, wait patiently
for the next opportunity, and strike again.

Hunting parties are usually formed of Chameleon and
Greensnake Scouts.

THE NAGA ON THE BATTLEFIELD

The armies of the Naga rely on overwhelming firepower to
devastate their foes. The Naga Master Bowmen hide behind a
wall of Asp Warriors who protect them from the enemy army
while they devastate it with missile fire. Naga Master Bowmen
are adept at arcing fire designed to cover the enemy with a
barrage of arrows as they approach the Naga army. The Naga
fight with no finesse on the battlefield, preferring to smash
their enemies with the combination of steadfast defense and
superior archery.

Campaign Options:

ST VY S

THE NAGA As PCs (or, Can I Pray A Naga?)

The Naga were once a powerful force in Rokugan, and the
temptation to play these creatures as characters is great. Every
Legend of the Five Rings GM may one day face a decision on
whether to allow a Naga character into the campaign. The
Naga are attractive for those who want something different
(and powerful). The Naga do not follow the Code of Bushi-
do, which can make them appealing to players who struggle
with the strict nature of Rokugani society. However, they still
share enough emotions and values with humans that playing
a proud and virtuous Naga is not too much of a stretch for
most players.

The simplest way to allow the players to run Naga charac-
ters is to have an entire Naga campaign. This will certainly be
a unique role-playing experience, running characters who are
able to sense each others’ very thoughts and emotions while
retaining self-identity. However, while the all-Naga campaign
is a simple solution it is also the least likely. After all, most
gamers are drawn to Legend of the Five Rings by the appeal
of playing honorable samurai, battling monsters and engag-
ing in cutthroat political intrigue. Such players may not be
willing to try an entirely Naga-focused campaign.

The alternative of adding a Naga character to an exist-
ing L5R campaign is not always easy either. The focus of the
campaign must shift to include the presence of this alien in
midst of xenophobic Rokugani samurai. Although the Naga
are welcomed in the Empire after the Second Day of Thunder,
when they proved themselves against the forces of Fu Leng,



their social errors and odd behaviors remain problematic. A
Naga player character does not have carte blanche to ignore
all Rokugani sensibilities. Even the most accepting lord has a
breaking point where he can no longer put aside proper man-
ners, and the results can be devastating.

SNAKES IN SOME PLAINS:

A Naga CAMPAIGN

Playing an entirely Naga campaign eliminates any need to
worry about culture clash, and can potentially be a very re-
warding experience, but it is also potentially very difficult.
The GM does not have to worry about divergent goals, since
the Naga can work together for the same goal with ease. The
GM can also engage in some fun role-reversal by highlight-
ing Rokugan and its strict samurai as villains. Destruction of
the Foul, defending Naga cities, or even hunting down errant
Naga Abominations can all serve as fun adventures that will
have the players hissing in no time. However, there are some
pitfalls to keep in mind:

PiTeaLL ONE:
THe AKASHA Is Not A Hive MIND.

The first assumption when dealing with the Akasha is that
the Naga are mentally linked to each other so they may share
thoughts and experiences. In fact, taken to the extreme, this
might cause players to think they are essentially playing ex-
tensions of the same person. Nothing could be further from
the truth. The Akasha links all Naga together with their shared
experiences and the collected knowledge of past souls, but
each Naga retains his own individuality and his own per-
sonality.

The Akasha is limited in exactly what it can illustrate to
others. The Naga learn to convey complex thoughts by a se-
ries of emotions broadcast to their fellows, but this system has
its limits. Using the Akasha has no mechanical benefits and
should not be allowed to impede the progress of the game.
Above all, the GM should be wary of players who seek to
use the Akasha as a sort of universal short-cut to solve the
problems they face.

PitraLL Two: THE NAGA
ARE Not Crose WitH ALL OTHER NAGA.

The Akasha allows a Naga insight into a companion’s emo-
tions and some of his thoughts. However, this does not mean
each Naga is completely friendly with all other Naga. Every
Naga has his own personality, and just like human society
Naga can clash and disagree amongst themselves. The Asp’s
condescending nature could grate on the Greensnake’s posi-
tive attitude. The Constrictor’s wisdom and declarations based
on astronomy could sound pompous to a Cobra. Playing a
Naga campaign does not mean there can be no interpersonal
drama. Ambitious Naga will want to increase their Caste and
may do whatever is necessary to make that happen. An all-
Naga political campaign could still have Naga who stab each
other in the back to get their own way. :
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A NAGA DipLoOMAT
IN A DAaimYo’s CourT: ONE NAGA

When a single player wishes to play a Naga, the GM must
figure out a way to incorporate the character into a group
of Rokugani samurai. This is rather difficult to do before the
Second Day of Thunder when the Naga have not yet proven
themselves to Rokugan. The one cause which can unite a Naga
with Rokugani would be the destruction of the Foul. Rokugani
would certainly not trust a Naga, especially if they had never
seen one before, but might be willing to use a strange tool at
their disposal to defeat Fu Leng. After the Naga prove them-
selves stalwart allies, adding a single Naga to an L5R campaign
is much easier. A Naga could certainly work as an ally of mag-
istrates or Witch Hunters with little trouble, for example.

Once the Naga has integrated into the group, however, the
real trouble begins. It is not fair to the setting to completely
ignore the cultural differences between the two races, yet over-
emphasizing the culture shock is very likely to ruin the game
experience for the players. The Naga player must find a happy
medium between acting incredulously at every single Rokugani
tradition and just being a “samurai in scales.” The player and
the GM alike must also keep in mind that the Naga holds very
different values and priorities, which could lead to exciting
complications in the party dynamics.

The biggest advice on playing a Naga is simple: don’t over
play the ‘stranger’ aspect. The point of the game is to have fun,
after all, and interjecting alien comments and objections will
get old very quickly.

Character Mechanics:
Creating a Naga

Creating Naga characters (whether as NPCs or as PCs) follows
the same basic rules as for human characters, outlined in the
Book of Fire in the L5R 4™ Edition Core rulebook. However,
a number of modifications are made to reflect the unusual
nature of Naga, as listed below.

S1EP 1: Pick YOUuR BLOODLINE

Naga are not members of any Great or Minor Clans. While
there have been divisive factions in the Naga in their histo-
ries, these factions do not define the Naga and do not confer
any mechanical benefits on a character. Instead, a Naga is
defined by the Bloodline (Abomination, Asp, Chameleon, Co-
bra, Constrictor, or Greensnake) into which he is born. When
he chooses his Bloodline he gains a Trait bonus, similar to a
Family bonus for human characters. These are listed in the
discussion of Bloodlines both earlier in this chapter and in the
following section.
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ST1EP 2: Pick YOUR ScHOOL

There are four Schools available to the Naga: Jakla, Scout, Ve-
dic, and Warrior. These four basic schools have been present
almost since the beginning of Naga civilization and thus can
be taken in any era of play. Naga cannot learn schools from
other races and Naga jakla cannot cast any kind of spell other
than those focused through his pearl. Full details on these and
other limitations can be found below under the Naga Jakla
School.

St1EP 3: CusTOMIZE YOUR CHARACTER

A Naga begins with the standard 40 Experience Points.
Skills, Advantages, and Disadvantages may be determined
normally, though some restrictions apply (listed below).
Naga combat styles, education, and skills differ vastly from
their Rokugani counterparts. For example, the Naga aim
their arrows instead of using the reflexive shooting preferred
by Rokugani. However, for ease in character creation, Naga
characters should use the same Skills as the Rokugani (Ken-
jutsu, Kyujutsu, etc).

STEP 4: DERIVED ATTRIBUTES

Certain abilities or traits that a Naga character possesses are
determined based on different standards, as appropriate for
a foreign civilization. To complete your character, note his
Honor (determined by his School), and Glory (0.5 by default).
A Naga character does not care about Glory within his own
civilization; in a culture where every other person can sense
your concept of self through the Akasha, Glory is irrelevant.
However, a Naga who fights within the Emerald Empire may
be able to increase his reputation and Glory among the hu-
mans.

Naga have a code of ethics (outlined earlier in the chapter)
and their sense of Honor is based on how they uphold this
code rather than on the Code of Bushido. GMs should adjust
Honor awards and penalties accordingly.

Since the Glory Rank on a Naga’s character sheet only ref-
erences how famous (or infamous) the character may be in the
Empire of Rokugan, Naga Glory Ranks tend to be lower on av-
erage than their Rokugani counterparts. However, since they
are few in number, Naga are readily noticed and remembered.
Any time they earn Glory, they earn an additional point.

All Naga are completely immune to the Shadowlands Taint,
and thereby are also incapable of casting maho spells.

BLOODLINES

The Naga Bloodlines are vastly different in physical terms.
Each Bloodline has its own racial benefits that suit its mem-
bers for specific roles. The Asp is built for strength and en-
durance and is well suited for the Naga Warrior School. The
Greensnake is built for speed and stealth, and often joins the
Naga army as a Scout. Of course, these roles are not limita-
tions. Individual Naga occasionally decide on alternate call-
ings and often become famous for their successes.

The exception is the Cobra bloodline. Cobra Naga rarely
become anything other than jakla because of their unique ra-
cial abilities. When a Cobra decides to follow another route,
he becomes the focus of much attention and consternation
from the rest of Naga society. There is a lot of pressure and
expectation on that wayward individual to make sure he is
not wasting his heritage.

Asp
Benefit: +1 Strength
Preferred School: Warrior

CHAMELEON
Benefit: +1 Awareness
Preferred School: Scout

CoBrA

Benefit: +1 Perception
Preferred School: Jakla

CONSTRICTOR

Benefit: +1 Stamina
Preferred School: Vedic

(GREENSNAKE
Benefit: +1 Reflexes
Preferred School: Scout

ABOMINATION

Benefit: +1 to any Trait

Preferred School: None. Abominations cannot become jakla
or vedics.

CHARACTER OPTION DIFFERENCES

@ Caste: Status represents a samurai’s standing in the
Rokugani, and its replacement ability for Naga is
Caste. Caste represents a Naga’s position within the
Akasha. A Naga’s Caste determines what jobs he may
have and the overall position he holds within the so-
ciety. A Naga character starts at 2.0 Caste by default,
and may raise or lower that rank by performing ac-
tions important to Naga society. A simple list of pos-
sible rewards and penalties is listed below.

& The Akasha Trait: The Void Ring is the representation
of man’s connection with the elements and the ability
to draw upon the strength of mortal men to do the
impossible. The Naga do not have such a link. Instead,
Naga draw power from their connection to the Aka-
sha, the great consciousness that connects all Naga
souls. For Naga characters, the Akasha Trait replaces
the Void Ring and mechanically functions in the same
way, including the ability to spend and regain Aka-



sha Points for the same effects as Void Points. Spells,
Techniques, and other effects that target the Void Ring
target the Akasha Trait instead; effects that prevent
the character from spending Void Points (such as the
Disadvantage Momoku) prevent the character from
spending Akasha Points instead. Effects that regain
Void Points, such as the skills Tea Ceremony and
Meditation, affect Akasha Points (but good luck con-
vincing a Naga to perform a Tea Ceremony properly!).
Jakla characters have bonus pearl magic spell slots
equal to their Akasha Ring, and these can be used to
cast additional pearl magic spells in any Element of
their choice.

&  Kyujutsu: Naga archers aim at their targets, a radical
method that seems foreign and completely ineffectual
to most Rokugani. Naga characters use Agility instead
of Reflexes when using the Kyujutsu skill.

CasTE RANKS,
AND How 10 GAIN CASTE
Rank 10: The Qatol, Spiritual Leader of all the Naga

Rank 9: Leaders of the Naga (the Qamar, the Dashmar)
Rank 7-8: Bloodline Champions

& 888

Rank 6-7: Military generals, local rulers, major reli-
gious figures, great minds
Rank 5-6: Minor rulers, vassals of major leaders

& 8

Rank 4-5: Mid-level military leaders, local political
administrators

Rank 2-4: Starting player characters
Rank 1-2: Mundane workers, favored servants
Rank 0-1: Lower-caste servants

&8 %8

Rank 0: Abominations, Outcasts

NAGA SPECIFIC ADVANTAGES

AwmprHiBIOUS [PHYSICAL]
(3 Points, 2 PoINTS FOR CHAMELEON)
Your gills allow you to breath under water as well as in the

air. Naga in their underwater cities must have this Advantage
to survive.

DiviNe Focus [SpiriTUAL] (3 POINTS)

You have an unusually strong connection with the Akasha.
Sometimes, you may concentrate to increase your empathy
with the rest of your race. Twice per day, you gain a +1k0
bonus on a Social roll with another Naga.

ENHANCING MUTATION

[PHysicAL] (5 POINTS, 4 POINTS FOR
ABOMINATIONS AND COBRA)

You were born with physical alterations that are more ben-
eficial than crippling. You retain your connections with the
Akasha, and you are able to use your changes to help your
standing in the Naga civilization. These modifications are so
minor they do not impede your status among the Naga.
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The mechanics in the Fourth Edition Core book are
¢ designed for Rokugani and are not ideal for depict-
ing Naga. Many of the Skills and other elements focus-
ing on Rokugani society cannot be used because the
Naga are completely alien to the Rokugani world. Con-
sequently, the following Skills cannot be taken by Naga
characters: Animal Handling, Horsemanship (female
Naga may take this skill), and Tea Ceremony.

1
E_.

Naga cannot take human Social or Spiritual Ad-
vantages or Disadvantages. Material, Mental, and
Physical Advantages and Disadvantages may or may
not be applicable to Naga, depending on their specific
nature — the GM has the final say. A list of Naga-only
Advantages and Disadvantages appears later in this
chapter, and these are available only to Naga characters.

TABLE 5.1: SUGGESTED
CASTE REWARDS AND PENALTIES

Great ExpLois CASTE
PoinTs GAINED

Defeating creatures of the Foul 0-1
Successfully defending a Naga city 1-2
Render a successful judgment 0-2
Devising a new philosophy or adding to an 1-3
existing thought
Creating a fertile egg (laying or fertilizing) 1-4
Successfully forge an alliance with another 2-4
culture
Developing the Akasha by doing something 2-5
completely new
Finding a new cluster of pearls 2-5
Forming a new magical pearl 3-6
Achieving mastery in one skill (Rank 8+) 4-8
Evolution: gaining an Insight Rank 4-8
Finding a lost Naga city 5-10
lsNosLE Deep ChstE
Points Lost
Losing a battle to a creature of the Foul 0-1
Discussing one’s birth parents 0-1
Lying to another Naga 0-2
Hiding secrets from another Naga (when the 1-3

fact is discovered)

Running from battle prematurely 1-4
Fighting another Naga 2-4
Allowing intruders into a sacred area 3-8
Letting fertile eqgs be destroyed 4-10
Allying with the Foul 9-15
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If you wish to determine the nature of your mutation ran-
domly, roll a single die and gain the benefits listed below. Oth-
erwise, collaborate with your Game Master to develop a specific
mutation ability (from the chart or personally created).

1. Fins: You may swim with ease. You gain a +1k0 bo-
nus on Athletics (Swimming)/Agility rolls and when
swimming you move as though your Water is 3 Ranks
higher.

2.  Camouflaging Scales: Your scales blend in with your
surroundings, giving you a +1k1 bonus to Stealth
rolls.

3.  Swift Charge: You move your tail with such speed that
your Water Ring is considered to be 1 Rank higher for
the purposes of land movement.

4. Night Vision: You may see in darkness as well as in
daylight.

5. Enemy Senses: You gain a +2k1 bonus to Perception
rolls when trying to track or spot creatures of the Foul
(creatures of the Nothing or the Shadowlands).

6. Hardened Scales: Your scales are well formed and
strong enough to deflect blows. You gain Reduction 1.

7. Regeneration: Your body is able to regrow lost ap-
pendages over weeks of rest. However, this ability is
both physically and mentally excruciating.

8.  Powerful Spit: You may make a spitting attack (Jiu-
jutsu/Agility) as a Simple Action. This attack ignores
armor bonuses to Armor TN and Reduction, and deals
3k1 damage.

9. Venom: Your fangs and claws are coated with a poi-
son that can cripple smaller targets. You gain a +1k1
bonus to all unarmed damage rolls.

10. Fertile: You are revered in Naga society as an adult
who is able to continue the dwindling race. You gain
5 points of Caste.

HunTER OF THE FouL [ MENTAL] (6 POINTS)

You have devoted your life to one goal only: the destruction
of the Akasha’s enemies. You have vowed to never rest until
the world is free of creatures of the Shadowlands, the Lying
Darkness, and the Ashalan. You gain a +0k1 bonus on dam-
age rolls against those creatures.

PREeHENSILE TAIL [PHYSICAL] (2 POINTS)

You are able to use your tail efficiently, as if it were another
one of your limbs. You may use it to lift objects and dexter-
ously maneuver small items.

STuDENT OF THE PAST [SPIRITUAL] (VARIES)

You have a strong connection to your spiritual predecessors,
the Naga whose lives and memories helped form your soul
from the Akasha. These past lives remain strong within your
mind, allowing you to draw on them to help in times of dire
need. When you purchase this Advantage, you should devise
a name and history for the ancestor whose mind now resides
within yours.

Abominations cannot gain this Advantage, as they often
have a weak connection to the Akasha.

NAGA SrEecIFic DISADVANTAGES

ADRIFT FROM THE AKASHA [SPIRITUAL] (3
POINTS)

A Naga uses his connection with the Akasha as a link
with the rest of his society. When a Naga’s bond with
the Akasha weakens due to disease, corruption, or other
factors, he is instantly alienated by the foreign emotions
of being alone. You suffer a -1k0 penalty on all Social
rolls and all Willpower Trait rolls.

Cursep MurtartioN [PHysicaL] (5 PoiNTs, 6
POINTS FOR ABOMINATIONS AND COBRA)

You were born with physical deformities that must be over-
come to find your place among the heroes of your civiliza-
tion. These defects are visible to those around you, and other
Naga wonder if you are a representation of a weakness in the
Akasha. They are loath to interact with you lest they suffer
the same ignoble fate in their next life.

If you wish to determine the nature of your mutation ran-
domly, roll a single die and gain the benefits listed below.
Otherwise, collaborate with your Game Master to develop a
specific negative mutation (from the chart or personally cre-
ated).

In addition, any time you gain Caste points, you gain one
less point. Any time you lose Caste points, you lose one ad-
ditional point.

1-3. Weakened Health: You are smaller than your fellow
Naga, and your body has always been frail. Your Earth
Ring is considered one rank lower for the purposes of
determining Wound Ranks and resisting disease. This
Disadvantage is cumulative with the Bad Health Disad-
vantage.

4-5. Brightly Discolored Scales: Your scales are a sickly
color that catches the vision. Those who see your color-
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ation are often dismayed and fear contagion. You suffer
a -1k1 penalty on all Stealth rolls.

. Failing Eyesight: Your eyes never adjusted well outside
the egg. You suffer a -1k1 penalty on all sight-based
Perception rolls.

8-9. Albino: You are unable to step into direct sunlight

without feeling pain along your body. You suffer 1k1
Wounds every twenty minutes you spend in sunlight.

0. Uncontrolled Naar Tebaan. You are heavily deformed
with the abominating qualities of the Naar Tebaan, and
your presence within the borders of Rokugan causes
you physical pain. While you are within the borders of
Rokugan, you suffer from all of the other Cursed Muta-
tion penalties listed above. This result also grants you
an additional Experience Point above all other modi-
fications. If you roll this result, you may wish to seek
mercy and request permission from the GM to reroll: the
condition is crippling and should not be incurred solely
at random.

TERROR OF THE FouL [MENTAL] (3 POINTS)

You have had several traumatic experiences with your en-
emies that left you with an irrational fear of facing them.
All of your TNs are increased by +5 whenever you are near
creatures of the Foul or if you are facing them in battle. Ad-
ditionally, you suffer a -1kO penalty on damage rolls against
the same creatures.

New NAGA SCHOOLS

The Naga schools listed below are defined by the same school
tags (bushi, shugenja, etc.) as their Rokugani counterparts.
However, it is important to note that Naga schools follow
completely different philosophies that do not translate well
into the Rokugani paradigm. Indeed, the Naga refer to their
schools as “Lessons,” part of the “Great Lesson” of the uni-
verse.

Naga schools are much like Rokugani schools in one re-
spect, however: no Naga characters may take Ranks in both
a Bushi School and a Shugenja School. There are no further
restrictions with regards to Schools. Multiple School charac-
ters are very rare in Naga society, due to their strict caste
structures, but a few notable heroes have been trained in mul-
tiple Lessons, and the option is included so higher-Insight
characters may continue their progress if they finish their
original School.

NEew Basic ScHooL: NAGA JAKLA [ SHUGENJA]

The Naga jakla act as conduits of the mysteries of the uni-
verse. Jakla learn to use their connection with the Akasha and
focus it into displays of powerful magical prowess. They also
perform the major religious and spiritual rituals of Naga soci-
ety, such as the special ritual that makes all Naga immune to
the Shadowlands Taint. Only members of the Cobra bloodline
can unlock the magic of the pearls and join the jakla School.
Other Bloodlines can sometimes coax magic out of the pearls,
but at a greatly reduced power, and in mechanical terms they
cannot take this School.

&  Benefit: +1 Intelligence

&  Skills: Athletics, Kyujutsu, Lore: Shadowlands, Medi-
cine, Meditation (Akasha Recovery), Spellcraft, any
one High Skill

&% Honor: 5.5

&  Outfit: Sturdy Clothing, Bow and Twenty Arrows,
Naga Spear, Traveling Pack, Pearl Cache, 4 (non-
magical) Pearls

&  Affinity/Deficiency: Water/Fire

TECHNIQUE: SHINING HEART

The jakla learns to hone his focus until he can tap into the
magical powers that lie within his pearls. Every day, you may
cast two of your spells without expending spell slots. You
gain one Free Raise on spells cast in this manner.

Pearls: Sense, Summon, 3 Pearls of Water Level 2, 2 Pearls
of Earth Level 1, 1 Pearl of Air Level 1

NEew Basic ScHoor: NAGA Scout [BusHi]

The Naga have always felt at home in the wilderness, and
their greatest cities lie within forests and beneath the sea.
Their chosen habitat often holds great mysteries and dan-
gers that need to be dealt with before the Naga cities can be
considered safe. The Naga Scouts solve these mysteries and
plumb the innermost sanctuaries of forests and oceans. The
Scouts are masters are moving without making noise or dis-
turbing their surroundings.

%  Benefit: +1 Perception

&  Skills: Athletics, Hunting (Tracking), Investigation,
Kyujutsu, Lore: Shadowlands, Stealth, any one Bugei
Skill

&% Honor: 4.5

&  Outfit: Light Armor, Sturdy Clothing, Bow and Twen-

ty Arrows, any one weapon, Traveling Pack, 2 (non-
magical) Pearls
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TECHNIQUES:

RANK 1: THE SILENT STALKER

The Scout is at home within the forest, as comfortable as the
animals that reside within. You add +1k0 to all School Skills
while inside a forest. Additionally, you may ignore any penal-
ties for wearing light armor.

RANK 2: THE GREAT ENEMY

The Scout can sense the foul presence of the Shadowlands
Taint nearby. You may make an Awareness roll at TN 20 to
discern any creature of the Shadowlands or the Nothing with-
in 50 This TN may be higher if the creature has abilities that
obfuscate attempts to find it. This Technique cannot discern
any creatures with less than one full Rank in their corruption.

RANK 3: EYES OF AN EAGLE

The Scout learns to spot the minutest details, able to spot even
the remnants of a trail in the dead of night. You may spend
an Akasha Point to add +4k1 to any Hunting (Tracking) roll.

RANK 4: BLACKENED SKY

The Scout learns to defeat his foes before the enemy is even
aware of his presence. You may make attacks as a Simple Ac-
tion instead of a Complex Action when using a bow.

RANK 5: RELENTLESS RANGER

The Naga Scout learns to push aside the stresses of his own
body when on the hunt, relying on the focus of the Akasha
to continue beyond his own means. You may function at full
capacity without sleep, food, or water for three days. Once
these days are past, you must have food and at least four
hours of rest to continue functioning at the best of your abili-
ties — otherwise you become Fatigued.

NEew Basic ScHooL: NAGA VEDIC [ COURTIER]

The Naga Vedics serve many different roles within Naga civi-
lization and hold high positions in their society. Vedics who
serve the Bright Eye teach the Naga young and heal the sickly.
Vedics who serve the Pale Eye are magistrates who render
judgment in disputes between different Naga. No matter what
role they play, all Vedics are widely known and respected for
their wisdom.

Benefit: +1 Awareness

Skills: Courtier, Divination (Astrology), Etiquette,
Lore: Naga Law, Medicine (Non-Humans), Meditation,
any one Lore skill

&  Honor: 6.5

@  OQutfit: Silk Clothing, Hunting Knife, Traveling Pack,
4 (non-magical) Pearls

& @

TECHNIQUES:

RANK 1: REFLECTING CALM

The Vedics are often diplomats and negotiators when situa-
tions requre a calm eye and an unshakable mind. You may
make a Contested Courtier / Awareness roll to impart the calm
of the Akasha on any one target. You gain a bonus of +2k0

1o the total of this roll, +3k1 if the target is a Naga. If the roll

succeeds, you sway the target’s mood to be more amenable
to your position. The target will no longer be combative; if
the test occurs during a skirmish, the skirmish immediately
ends and the target will attempt to talk through the situation.
If anyone else attacks your target or if the talks fail, combat
immediately begins once more and your target gains a free
Combat Round before normal combat continues.

You may not attempt to use this Technique on the same
target more than once a day.

RANK 2: ARBITER

The Naga Vedics are masters of the laws of Naga society and
act as judges when the situation merits. You gain a bonus of
+2k1 to the total of any Social rolls with Naga.

RaNk 3: HEARTBEAT OF THE WORLD

The Naga Vedic attunes himself to the pulse of the world,
becoming one with nature itself. You immediately gain one
Inner Gift of your choosing (subject to GM’s discretion).

Rank 4: FINDING HARMONY WITHIN

The Vedic is calm at all times, balancing his personal desires
with the will of the Akasha. While you are acting in the best
interests of the Naga, you gain a bonus of +2kO0 to the total
of any Social Roll. This Technique stacks with your Rank 2
Technique.

RANK 5: SWIMMING THE DEPTHS OF THE AKASHA

The Vedic is in tune with the desires of the Akasha, and the
great consciousness of the Naga wishes to protect its children.
You may take a Complex Action to touch a target and suffer
Wounds equal to one full Wound Rank. If your target is a
Naga, he immediately heals two full Wound Ranks; otherwise,
the target heals one full Wound Rank.

If the target suffers from a disease, infection, mental ill-
ness, or similar problem, you must immediately make a
Stamina roll (at an appropriate TN as set by the GM) or
succumb to its effects. However, if the roll is successful, you
cleanse the target of the negative effect, whatever it might
be. You may not be healed from any diseases or other effects
gained from this Technique by any means for a minimum
of one full day.

The Shadowlands Taint and the Nothing are unaffected by
this Technique.



NEew Basic ScHooL: NAGA WARRIOR [BusHi]

The backbone of the Naga armies is formed by the Naga War-
riors. They are fearless in battle, striking out against impos-
sible odds to defeat the enemies of the Foul. The Naga live in
a martial society, and similar training makes the Naga Warrior
ready to stand against the greatest Rokugani bushi and fierc-
est oni without ever backing down.

&%  Benefit: +1 Strength

@  Skills: Defense, Hunting, Kenjutsu, Kyujutsu, Spears
(Naga Spear), Lore: Shadowlands, any one Bugei Skill

& Honor: 4.5

&  Qutfit: Light or Heavy Armor, Sturdy Clothing, Naga
Spear, Bow and Twenty Arrows, any one weapon,
Traveling Pack, 3 (non-magical) Pearls

TECHNIQUES:

RANK 1: THE SouL OoF THE NAGA

The first lesson for the Naga Warrior is that he can rely on the
Akasha to guide his hand. Once each Turn you may gain a bo-
nus equal to your Akasha Trait to the total of any one roll (ex-
cept damage rolls). This bonus doubles against enemies of the
Naga (Shadowlands creatures, Nothing creatures, Ashalan).

Rank 2: HIGH STRIKE

The Naga Warrior learns to rear to his full height, rising over
his comrades in the front lines to strike at the enemy. As a
Free Action you may rear onto your tail to tower over your
enemies. While you are standing tall in this way, your Armor
TN is lowered by 5 but you add +2kO0 to all melee attack rolls
against targets at ground height. You may drop back to your
normal stance in the same Round as a Simple Action, or as a
Free Action on a different Round.

RaNk 3: CHOSEN OF QATOL

The Naga Warrior is the consummate fighter, never relenting
in the face of his enemies. You may make attacks as a Simple
Action instead of a Complex Action while using a weapon
with the Naga keyword.

RaNk 4: THE AKASHA PROTECTS

The Naga Warrior is never alone, knowing that his
connection to the rest of his race cannot be severed.
Once per skirmish, you may take a Free Action at the
start of any Round to activate this Technique. You gain
Reduction equal to your Akasha Trait for 3 full Rounds.

RaNk 5: HEART OF A WARRIOR

The Naga Warrior never falters or stops, as the Akasha cleans-
es his soul. You may spend an Akasha Point as a Free Action
during your Turn to remove any one Status Effect on yourself.
If you are Stunned, you may still use this Technique but it
counts as a Simple Action instead.

NEew ALTERNATE PATH:
DisciPLES OF THE DASHMAR [ COURTIER]

The Dashmar is the political leader of the Naga, 