Savage Legend of the Five Rings v1.1

Translated by John W. Thompson (gobackstage@prodigy.net) from Alderac Entertainment’s Legend of the Five Rings RPG and Great White Games Savage World RPG as a work of fan support and intending no challenge to the rights and ownership of any and all involved. v1.0 translates the L5R 1.0 main book material to Savage Worlds game mechanics. This is by no means official and has not as of 2/4/04 been play tested so use at your own descression. I plan to add info from the clan books and such in the future as my time and interest permit. Enjoy. V1.1 adds material from Way of the Crab.

Characters

Character Creation is as per Savage Worlds with the following modifications:

- All characters are human. Each Clan grants a starting package of Edges, Hindrances and Skills. For Schools, listed by Clan, each Rank has requirements that must be purchased at the first opportunity. These may be purchased early but they must be acquired in order. All requirements apply unless otherwise noted; such as a Seasoned Edge being required at Novice Rank obviously allows the character to purchase the Edge at Novice.

Crab: Outsider – Crab society focuses entirely on the defense of the Kaiu Wall from the hordes of the Shadowlands. It leaves little time for attention to social niceties and the vagaries of etiquette. Combined with the Crab tendency to always be armored and looking for attack, they suffer from a –2 to Charisma. Brawny – The training regimen all Crab are put through from birth teaches then to use their strength to its fullest in addition to their being physically larger than most Rokugani. Fighting d6 – All Crab know how to fight. 

- Schools
  - Hida Bushi
- Novice: Fighting d10, Shooting d4, Knowledge: Battle d4, Knowledge: Shadowlands d4, Mighty Blow

- Seasoned: Hard to Kill

- Veteran: Frenzy

- Heroic: Berserk

- Legendary: Tough as Nails

- Kuni Shugenja
- Novice: Fighting d8, Knowledge: Calligraphy d4, Knowledge: Shadowlands d4, Knowledge: Meditation d4, Arcane Background (Miracles)- May select Earth, Fire and Water spells, +2 to cast Earth spells.

- Hiruma Scout
- Novice: Stealth d6, Fighting d6, Shooting d4, Climbing d4, Swimming d4, Knowledge: Shadowlands d4, Block

- Seasoned: Run Like the Wind (Seasoned, Hiruma Scout, +2 to Fatigue based Vigor rolls)

- Veteran: Smell the Dark Lord’s Touch (Veteran, Hiruma Scout, K: Shadowlands d6, May make Notice rolls to detect Shadowlands taint, +2 to Survival rolls in the Shadowlands.)

- Heroic: Frenzy

- Legendary: Veil of the Spirits (Legendary, Hiruma Scout, Spend a Benny and become Invisible so long as one is actively hiding and not moving.)

- Kuni Witch Hunter
- Novice: Fighting d8, Stealth d4, Tracking d4, Knowledge: Shadowlands d4, Knowledge: Herbalism d4, To Strike the Darkness (Novice, Kuni Witch Hunter, 2 attacks per round vs. Shadowlands creatures)

- Seasoned: To See the Darkness (Seasoned, Kuni Witch Hunter, may detect Shadowlands Taint within 25” with a K: Shadowlands roll)

- Veteran: To Ride the Darkness (Veteran, Kuni Witch Hunter, the hunter gains bonus damage in melee combat vs. Shadowlands creatures as follows: Goblins and Walking Dead +1 damage; Ogres, Pennaggolan and Yurei +2 damage; Oni +4 damage)

- Heroic: To Repel the Darkness (immune to the effects of maho powers, roll K: Maho Tsukai Lore at –12 to immunize another to maho for one round, plus one round per raise)

- Legendary: First Strike

- Edges 

- Blood of Osano-wo: Background, Novice, Crab, +4 to Vigor rolls to resist natural weather/temperature related damage or fatigue.

- Hands of Stone: Novice, Strength d8, Vigor d8, +1 to Unarmed Combat damage

- Kaiu Sword: Novice, Kaiu family, Masterwork Katana (Str +5), lose one rank of Spirit if sword is lost, must prevent any but Kaiu to touch the blade. 

Crane: Quirk (Paragon of Culture) – The Crane are the soul of the Empire and as such they defend and uphold Rokugani culture. They must keep themselves informed on the fashions, styles and trends of the Imperial Court and do their best to present those trends to the masses. As a result, a Crane is expected to dress in the height of fashion and must learn at least one artistic Knowledge skill. In addition, they gain a +2 to art and culture based Common Knowledge rolls. Attractive – Throughout the history of the Empire, the Crane have bred with the best and brightest of the other Clans. As a result, Cranes tend to fine, attractive features that grant +2 Charisma. 

- Schools
  - Kakita Bushi
- Novice: Fighting d6, Shooting d4, Persuasion d4, Knowledge: Etiquette d4, Quick Draw

- Seasoned: Iaijutsu Master: Seasoned, Spirit d8, Fighting d8 – Grants a +2 to Iaijutsu Duel Focus rolls.

- Veteran: Level Headed

- Heroic: Improved Frenzy

- Legendary: First Strike

- Asahina Shugenja
- Novice: Pacifist (Minor), Knowledge: Calligraphy d4, Knowledge: Shintao d4, Knowledge: Meditation d4, Knowledge: Etiquette d4, Arcane Background (Miracles)- May select Air, Earth and Water spells, +2 to cast Air spells

Dragon: Quirk (Mysterious) – Dragons are raised in a mountainous, monastic environment and are trained to understand the mysteries of the universe. As a result, they often speak in riddles or other inscrutable ways that non-Dragons find frustrating. Ambidextrous – The twin sword fighting method of the Dragons is so ingrained into them that children learn to use both hands with equal facility. Knowledge (Shugenja Lore) d6 – All Dragons learn about the mysteries of the universe. 

- Schools
  - Mirumoto Bushi
- Novice: Fighting d6, Shooting d4, Knowledge: Meditation d4, Knowledge: Shugenja Lore d8, Florentine

- Seasoned: Two-Fisted

- Veteran: The Blood of My Brothers: Dragon only - As Arcane Resistance but it grants a +2 bonus to friendly Arcane Powers.

- Heroic: Sweep

- Legendary: Frenzy

- Agasha Shugenja
- Novice: Knowledge: Calligraphy d4, Knowledge: Shintao d4, Knowledge: Meditation d4, Knowledge: History d4, Arcane Background (Miracles) - May select Fire, Earth and Air spells, +2 to cast Fire spells

Lion: Code of Honor (Bushido) – Many, even most of the bushi of the other Clans follow Bushido but all Lions strive to embody its tenants. Strong Willed – No clan adheres more strongly to the tenants of Honor than do the Lion. Knowledge: Battle d6, Knowledge: History d6 – Lions are trained to lead armies and to know the circumstances of past wars. - Schools
  - Akodo Bushi
- Novice: Fighting d6, Shooting d4, Knowledge: Battle d8, Knowledge: History d8, Knowledge: Stories d4, Way of the Lion: Novice, Fighting d6, Notice d6 – Each raise on a Notice roll grants a +2 for Called Shots against a single opponent.

- Seasoned: Mighty Blow

- Veteran: Frenzy

- Heroic: The Hand of Destiny - +1 Benny per session

- Legendary: The Final Lesson - +2 Bennies per session

- Kitsu Shugenja
- Novice: Knowledge: Calligraphy d4, Knowledge: History d4, Knowledge: Heraldry d4, Knowledge: Etiquette d4, Fighting d4, Arcane Background (Miracles) - May select Water, Fire and Earth spells, +2 to cast Water spells

Phoenix: Pacifist (Minor) – The religious devotion of the Phoenix Clan prevents them from participating in unnecessary violence. However, when roused for battle, they end the fight as quickly as possible and with overwhelming force if necessary. Luck – Due to their devotion to the study and practice of Shintao, the Phoenix are in greater harmony with the universe than the average Rokugani and thus draw one extra benny each session. Knowledge: Shintao d6 – All Phoenix follow the Way. 

- Schools
  - Shiba Bushi
- Novice: Fighting d8, Shooting d4, Knowledge: Meditation d4, Knowledge: Shintao d8, Knowledge: Tea Ceremony d4, Mighty Blow

- Seasoned: Dancing with the Elements: Seasoned, Phoenix – Spend a Benny to increase or decrease any casting roll by +/- 2.

- Veteran: Frenzy

- Heroic: Improved Frenzy

- Legendary: One with All and Nothing: Legendary, Phoenix - Spend a Benny and roll Spirit in place of one other roll.

- Isawa Shugenja
- Novice: Investigation d6, Knowledge: Calligraphy d4, Knowledge: Meditation d4, Knowledge: Shintao d8, Knowledge: Theology d4, Arcane Background (Miracles) - May select spells of any element, +2 to cast ritual spells, Way of the Phoenix: Novice, Arcane Background (Miracles), Spirit d8+, Knowledge: Shintao d8+, Spellcasting d6+ - otherwise works as the Wizard Edge.

Scorpion: Outsider – All Scorpions wear masks, openly proclaiming themselves to be untrustworthy. Thus all suffer a –2 Charisma when dealing with members of other Clans. Loyal – No Clan values loyalty more than the Scorpion. They are so loyal to the Empire that they willingly chose to be the Emperor’s underhand and to do that which no other would even consider. It’s difficult, but non-Scorpions can earn this undying loyalty. Vengeful (Major) – When loyalty is abused and trust broken, no one does revenge like the Scorpion. Alertness – Scorpions are taught to look for the hidden and to ferret out secrets from childhood. Strong Willed – Master manipulators, the Scorpion have their own sense of self and their own code of honor that gives them the strength to do what no other would even attempt. Stealth d6 – Scorpions all learn to exploit the loopholes in Rokugan society and thus move unseen through the shadows. Knowledge: Poisons d6 – Part of being willing to do what no other will is to kill without Glory or Honor or to unfairly weaken an enemy when needed. 

- Schools
  - Bayushi Bushi
- Novice: Fighting d8, Shooting d4, Persuasion d4, Quick

- Seasoned: Pincers and Tail: Seasoned, Scorpion - +2 to rolls for Tricks.

- Veteran: Strike at the Tail: Veteran, Scorpion - +2 to Attack and Strength rolls for Disarms.

- Heroic: Improved Frenzy

- Legendary: Mighty Blow

- Soshi Shugenja
- Novice: Persuasion d4, Knowledge: Calligraphy d4, Knowledge: Meditation d4, Knowledge: Shintao d4, Knowledge: Etiquette d4, Arcane Background (Miracles) - May select Air, Water and Fire spells, +2 to cast Air spells

Unicorn: Outsider – Generations spent wandering amongst the gaijin have left a mark on the Unicorn Clan. Their foreign ways cause them to have a –2 Charisma with those of Rokugan’s xenophobic society. Beast Master – The Unicorns are the undisputed masters of the horse and most own an exceptional mount. Riding d6 – All Unicorns learn to ride. 

- Schools
  - Shinjo Bushi
- Novice: Fighting d8, Shooting d4, Riding d10, Tracking d4, Way of the Unicorn: Novice, Unicorn, +2 to Fighting rolls made from horseback

- Seasoned: Block

- Veteran: Frenzy

- Heroic: Luck

- Legendary: Great Luck

- Iuchi Shugenja
- Novice: Fighting d6, Knowledge: Calligraphy d4, Riding d8, Tracking d4, Knowledge: Meditation d4, Knowledge: Herbalism d4, Arcane Background (Magic) - May select Water, Fire and Earth spells, +2 to cast Water spells

New Edges

- Death Trance: Novice, Spirit d6+, +2 on Guts rolls

- Great Destiny: Background, Novice, Spirit d10, once per adventure or story if character is killed he is Incapacitated instead.

- Read Lips: Novice, Notice d8, with a successful Notice roll you may read the lips of any speaker you can see.

Honor and Glory

- Honor is represented as a factor of Spirit. Spirit, strength of will, keeps the samurai following his duty when pain or persuasion would try to stop him. 

- Glory is mechanically the same as Charisma. The Renown Edge (Seasoned, +2 Charisma vs. those who know your reputation, GM call or 50/50) from the Deadlands conversion is used to represent a character that is well known for their great deeds. Those who focus on making sure they are known for their deeds should probably take Charismatic at some point.

Spot Rules

- Artistic skills: for samurai these are Common Knowledge as all samurai are expected to be conversant in these areas. Those who go out of their way to look good in Court should invest in the appropriate Knowledge skill(s). For each raise on the Knowledge roll, you get a +2 to the Common Knowledge roll. Add in the Professional, Expert and Master edges to the Knowledge skill and one can easily model a Tea Master character. The Scholar edge is useful for portraying Kakita Artisans and related types. There is a cumulative +2 to Charisma for each raise on an artistic Common Knowledge roll and a –2 Charisma for each failure for the duration of any Court situation, usually one day and night except for Winter Court. The general fickleness of the Court keeps such gains short term. The Ugly, Outsider Crab with -4 Charisma and, probably, a -2 to artistic Common Knowledge rolls, is in real trouble in social situations, as he should be. The Very Attractive, Charismatic and Renowned Bayushi Kachiko is still in a good social position despite her Scorpion Clan's Outsider status with a total +6 Charisma. 

- Iaijutsu: Roll Notice to determine relative strength of opponent with raises adding additional information. Draw action cards as usual. Choose Focus or Strike in order of action cards. Focus: Roll Spirit to Focus Ki and gain +2 to attack and damage for each raise or draw one additional card and keep the best. Strike: roll attacks in order of action cards. Duelists without Quick Draw suffer a –2 Multi-Action Penalty to their attack roll.

Magic

- Spells

- Multi-Element

- Sense

Rank: Novice

Power Points: 1

Range: Smarts

Duration: Instant

This spell allows the sensing of a particular material or item of the appropriate element. For example: Earth – sense gold or a path through the mountains, Water – fresh water, Air – scent of a deer or the voice of a particular person.

- Commune

Rank: Novice

Power Points: 1

Range: Smarts

Duration: 1 round

This spell allows the questioning of a particular spirit. The caster may ask one question and the nature of the answer depends on the element of the spirit. For example: Earth, including plant spirits – blunt and to the point they can be too precise and may end up being misleading; Water – do not speak and only show visual reflections of the past offering no opinions but only facts; Air – usually give impressions and emotions rather than actual events and they tend to speak in cryptic whispers referring to what was spoken rather than what was done; Fire – Angry spirits that do not like to be disturbed but can be very helpful if given small sacrifices such as nice parchment.

- Summon

Rank: Novice

Power Points: 1

Range: Smarts

Duration: Instant

This spell allows the creation of a small amount (about the size of the shugenja’s fist) of the appropriate element per raise of any shape or composition. For example: Earth – metal or stones, Water – any liquid from pure drinking water to noxious poison, Air – gaseous substances, Fire – open flame.

- Counterspell

Dispel

- Earth

- Benevolent Protection of Shinsei (Ritual)

Rank: Heroic

Power Points: 7

Range: Smarts

Duration: Sunrise

This ritual creates a protected area the size of a Medium Burst Template that prevents any creature from entering unless it can beat the caster’ Spellcasting roll with a Spirit roll. A Raise increases the size of the effect to that of a Large Burst Template. If cast within a temple, the spell protects the entire temple and grants a +2 to the casting roll.

- Calling the Elements

Barrier

Creates a Barrier of weeds and brambles

- Courage of the Seven Thunders

Armor

- Earthquake
Rank: Veteran

Power Points: 5

Range: Smarts x 3

Duration: Instant

Earthquake causes a tiny but powerful earthquake that can crush foes and level buildings. The area of effect is a Large Burst Template centered within the shugenja’s Range. Victims within the template must make an Agility roll or fall into the hole where they are crushed by earth and stone for 2d10 damage. Those who make the roll cling to the sides and may climb out on their next action. Those who succeed with a raise jump free and may act normally on their next action. Walls crumble and are breached with this spell, opening a hole as wide across as the earthquake.

- Earth’s Stagnation
Lower Trait

The weight of the earth is pressed upon the target, weighing him down to the point of immobility. Footing is also made more difficult and even the air is difficult to move through.

- Elemental Ward
Dispel

- Fires From the Forge
Rank: Novice

Power Points: 3

Range: Touch

Duration: Instant

Earth shugenjas with this spell can actually mend damage done to man-made items or equipment. The shugenja must concentrate for one full action, and then cast the spell on his next. Any magic that the item had before breaking is lost. The spell works on one single piece of material per casting. e.g. A broken vase or snapped sword blade could be easily repaired with this spell, but a building’s wall would have to be mended one board or brick at a time.
- Force of Will
Boost Trait

Reduces the pain from wounds and muscle strain allowing the target to perform above their normal ability.
- Hands of Jurojin
Greater Healing

This spell is a prayer to Jurojin, the Fortune of Mercy, which heals diseases and poisons.

- Immortal Steel (Ritual)
Rank: Legendary

Power Points: 6

Range: Touch

Duration: Instant

This spell only affects metal weapons and may only be cast once on any given weapon. The spell requires a raise to successfully cast and grants +1 damage to the weapon. If the caster fails to achieve the raise, the weapon is destroyed.
- Jade Strike
Bolt

This spell only affects Shadowlands creatures.

- Sharing the Strength of Many
Boost Trait

Affects Vigor or Spirit and related abilities.

- Strike at the Roots
Lower Trait

Affects Vigor or Spirit and related abilities.

- Tetsubo of Earth
Smite

Creates a tetsubo formed from the Earth, strikes with the caster’s Fighting skill and uses Strength plus spell bonus for damage.

- Tomb of Jade
Rank: Veteran

Power Points: 6

Range: Smarts

Duration: 3 (1/round)

Only useable vs. Shadowlands creatures, this spell’s casting roll is contested by the lowest of the target’s Spirit or Vigor. If the target fails the roll, it cannot move and takes 2d6 damage +2 for each raise on the opposed casting roll.

- Water

- Bo of Water
Smite

Creates a bo staff formed from the Water, strikes with the caster’s Fighting skill and uses Strength plus spell bonus for damage.

- Blessing of Purity
Greater Healing

This spell is a prayer to Amaterasu and the other Fortunes, which washes diseases and poisons from the target’s body.

- Calm Mind
Boost Trait

This spell boots Guts rolls and allows re-rolling failed rolls.

- Castle of Water
Barrier

Creates a moat of water instead of a wall.

- Heart of Nature

Rank: Novice

Power Points: Special

Range: Smarts x 100 yards

Duration: 10 minutes

This spell allows shugenja to speak with and guide the actions of Rokugan’s beasts. It works only on creatures with animal intelligence, not humanoids. It does not “conjure” up such a creature—it must be spotted and within the shugenja’s range. Certain shugenjas may keep such creatures as pets. The cost to control a creature depends on its Size. The base cost is 3, plus twice its Size for creatures with a Size greater than 0. A great white shark (Size +4) costs 3 plus (2x4=) 8 or 11 points. A roc (Size +8) costs 19 Power Points to control! Swarms may also be controlled. Small swarms cost 3, Mediums 5, and Large 8. Thus a single rat costs 3 to control, as does a small swarm of the creatures.

- The Path to Inner Peace
Healing

Sends a healing flow of ki through the target.

- Reflections of Pan Ku
Detect Arcana

Magic items are seen to shimmer like light reflecting off water with intensity relative to their power.

- Reflective Pool

Rank: Seasoned

Power Points: 5

Range: special

Duration: 3 minutes

This spell must be cast on a pool of still water. Success allows the shugenja to see but not hear any place he is familiar with as if looking through a clear pane of glass in the ceiling.

- Reversal of Fortunes

Rank: Novice

Power Points: 4

Range: N/A

Duration: 10 rounds

This spell grants the caster one benny that lasts for the duration of the spell. If not used it is lost. Each raise increases the Duration by 10 rounds.

- Sympathetic Energies

Rank: Seasoned

Power Points: 5

Range: Smarts 

Duration: 3 (1/round)

This spell lowers one trait of the target as the Lower Trait Power and increases the caster’s same trait by an equal amount.

- Torrential Rain (Ritual)

Rank: Legendary

Power Points: 8

Range: 5 Leagues squared (1 square)

Duration: 1 hour

Summons up a small but powerful squall. It takes five full rounds of concentration to cast, during which time clouds begin to form overhead. If successful, rain falls, lightning crashes, and a sudden storm manifests over an area one mile square and centered on the caster. The effects of the storm are limited visibility (1 foot) and all physical actions are taken at -4. Raises increase the area by one square mile, the duration by 1 hour or increase the penalty by –2. 

- The Ties that Bind

Rank: Novice

Power Points: 2

Range: one mile

Duration: 3 (1/round)

Grants a vision of one person or item’s whereabouts and knowledge of its location. The caster must be familiar with the item or hold something associated with the item or person. Raises increase the range by one mile.

- Fire

- Amaterasu’s Anger
Stun

This prayer to the Sun Goddess produces a blinding flash centered on, but not affecting, the caster.

- Amaterasu’s Blessing
Light

- Biting Steel
Smite

Must target a weapon.

- Evil Ward

Rank: Novice

Power Points: 2

Range: Touch

Duration: 1 day

The caster inscribes a symbol to ward off evil on the ground or other immovable object. Any creature with Shadowlands taint that comes within a Medium Burst Template centered on the symbol erupts into flame for 2d6 damage for each minute it stays inside the area of effect. A raise increases the area to a Large Burst template.

- The Fires That Cleanse

Rank: Novice

Power Points: 6

Range: Touch

Duration: Instant

The spell creates a tremendous gout of flame that engulfs the caster as well as the target(s) within a Large Burst Template doing 3d6 damage to all affected except for the caster who takes half damage. 

- Fires of Purity

Boost Trait

The target bursts into a magical flame that looks impressive, +2 to Intimidate rolls, in addition to boosting the chosen trait(s).

- The Fire From Within

Bolt

The caster hurls a ball of fire towards the target(s).

- The Fist of Osano-wo (Ritual)

Rank: Heroic

Power Points: 7

Range: Sight

Duration: 3 (1/round)

This spell targets one building or other equivalent size object in the shugenja’s sight. It causes the target to be struck by lightning in the form of a massive fist. It does 3d6, AP: 4, Heavy Weapon damage.

- The Fury of Osano-wo

Blast

This spell is prayer to Osano-wo, the Fortune of Fire and Thunder, to strike the target with lightning, even from clear skies. It grants +2 to casting if cast during a rainstorm. 

- Heart of the Inferno

Blast

The caster hurls an exploding fireball.

- Inflame

Rank: Novice

Power Points: 1

Range: Smarts x 2

Duration: Instant

A successful casting ignites paper, kindling or similar materials. One raise affects dead wood, cloth and similar materials while two raises affect hardened but flammable materials, non-metallic armor and leather.

- Katana of Fire
Smite

Creates a katana formed from Fire, strikes with the caster’s Fighting skill and uses Strength plus spell bonus for damage.

- Wings of Fire
Fly

Creates fiery, eight feet long wings under the target’s arms that allow them to fly. The target cannot use their arms or hands for anything while controlling the wings.

- Air

- Accounts of Shorihotsu
Detect Arcana

- Benten’s Touch
Boost Charisma

Duration is one hour, +1 to Charisma or +1 hour duration per raise on casting roll.

- By the Light of Lord Moon
Rank: Novice

Power Points: 2

Range: Sight

Duration: 3 (1/round)

This spell causes items deliberately hidden (traps, false bottoms, etc.) to have a faint blue glow that will draw the shugenja’s eye. Magically hidden items require a successful Knowledge: Shugenja Lore roll to see.

- Call Upon the Wind
Telekinesis

This spell summons a number of wind spirits that carry the target as the caster wishes.

- Cloak of Night
Rank: Novice

Power Points: 3

Range: Touch

Duration: 1 day

This spell conceals an item carried on the target’s person so long as it is not in the target’s hands or readied or used. The item may only be detected by magic.

- Command the Mind
Puppet

The caster must be able to look into the target’s eyes.

- Echoes on the Wind
Rank: Seasoned

Power Points: 4

Range: Touch

Duration: Special

This spell stores a whispered message of 10 words or less in a location to be heard by a target person (may be an individual or “everyone”) when they enter the area. Two raises make the spell permanent so that the message is delivered until dispelled or each raise may increase the message by 10 words.

- Essence of Air
Invisibility

- Know the Mind
Rank: Seasoned

Power Points: 6

Range: Smarts

Duration: 30 seconds

The caster may read the surface thoughts and emotions of a target. Raises grant additional information. A Spirit roll is necessary if the target is non-human and a Guts roll is necessary if the target is a Shadowlands creature.

- Know the Shadows
Rank: Novice

Power Points: 4

Range: Self

Duration: 3 (1/round)

This spell bends shadows to hide the caster, granting +2 to Stealth rolls and –2 to rolls to be hit with ranged weapons (if seen) per success and raise.

- Mists of Illusion
Rank: Novice

Power Points: 7

Range: Sight

Duration: 1 minute

This spell creates a very convincing illusion. It may be as large as an adult human and makes no sound. So long as it is not touched or required to make noise, a raise on a Notice roll is required to pierce the illusion. Raises improve the illusion as follows: Motion – slow, simple: 1 raise - complex or fast: 2 raises; Sound – single sound: 1 raise – sentence: 2 raises; Size – 50% greater size: 1 raise; Number – increase by 1 per 2 raises; Duration – 1 extra minute per raise; Precision – additional –2 to Notice rolls per raise.

- Nature’s Touch
Rank: Novice

Power Points: 1

Range: Sight

Duration: 1 question

This spell allows the shugenja or another target to speak to the creatures of Rokugan. It allows the asking of one question and the comprehending of one answer to that question. Each raise allows one extra question.

- Quiescence of Air
Rank: Novice

Power Points: 5

Range: Self

Duration: 10 (1/round)

This spell creates a zone of silence in a Small Burst template around the caster that silences all noise made within. Two raises create a bubble dampening any sound going in or out.

- Secrets on the Wind

Rank: Seasoned

Power Points: 5

Range: special

Duration: 3 minutes

The caster gains favor with wind spirits. Success allows the shugenja to hear but not see any place he is familiar with as if standing in the center of the area about the size of a small room.

- Tempest of Air

Deflection

- Way of Deception

Rank: Novice

Power Points: 5

Range: Touch

Duration: 30 minutes

This spell creates an illusionary costume and mask that moves as the target does but vanishes if touched. The costume may make minor changes in the targets appearance, i.e. portraying another human with similar features. One raise may change size by 10%, add additional appendages such as wings or simulate a particular person. Two raises may change size by 50%, supply inhuman sounds, etc.

- Whispering Winds

Rank: Novice

Power Points: 3

Range: Special

Duration: Instant

This spell informs the shugenja if the last thing the target said in the shugenja’s presence was a lie, as the target perceives it. Raises provide the degree of lie and possibly even if the statement was true regardless of the target’s beliefs.

- Wind-borne Slumbers

Rank: Seasoned

Power Points: 4

Range: Sight

Duration: 1 hour

The caster rolls Spellcasting versus the target’s Vigor and success puts the target to sleep for one hour. The target will awaken immediately if anyone comes within a foot of the target or if the target is damaged. Raises increase the duration by 1 hour.

- Wind-borne Speed

Fly

- Wind’s Distractions

Deflection

Summons troublesome air spirits to distract opponents.

- Yari of Air
Smite

Creates a yari formed from the Air, strikes with the caster’s Fighting skill and uses Strength plus spell bonus for damage.

Creatures
- Bakemono

- Typical
Attributes: Agility d6, Smarts d6, Spirit d6, Strength d4, Vigor d6

Skills: Climb d6, Fighting d6, Guts d6, Notice d4, Stealth d6

Pace: 5; Parry: 5; Toughness: 4(5)

Gear: Sword (Str+3), Light Armor +1

Special Abilities: Size –1

- Warmonger
Attributes: Agility d8, Smarts d8, Spirit d8, Strength d6, Vigor d8

Skills: Climb d6, Fighting d8, Guts d6, Notice d6, Stealth d6

Pace: 6; Parry: 6; Toughness: 5(6)

Gear: Sword (Str+4), Light Armor +1

Special Abilities: Size -1

- Yorei
- Gaki

Attributes: Agility d10, Smarts d10, Spirit d12, Strength d8, Vigor d12

Skills: Fighting d10, Intimidate d12+2, Notice d8, Stealth d12+4

Pace: 5; Parry: 5; Toughness: 8(9)

Gear: 

Special Abilities: Armor +1, Ethereal (can only be seen in full moonlight or affected by magic, crystal or jade), Fear -3

- Shi-ryo

as SW Ghosts

- Ubume 

plot device, stats not necessary, Fear -2

- Goryo 

plot device, stats not necessary, Fear -3

- Shapeshifters
- Kitsune 

Attributes: Agility d8, Smarts d8, Spirit d6, Strength d8, Vigor d6

Skills: Climb d6, Fighting d6, Guts d6, Notice d8, Stealth d6

Pace: 6; Parry: 5; Toughness: 5

Gear: 

Special Abilities: Bite (Str), Charm (Charisma +6), Industry (does domestic work in the blink of an eye), Shapeshift (human or fox)

- Kumo 

Attributes: Agility d10, Smarts d10, Spirit d4, Strength d6, Vigor d4

Skills: Climb d10, Fighting d10, Guts d4, Notice d6, Stealth d10

Pace: 6; Parry: 7; Toughness: 4

Gear: 

Special Abilities: Bite (Str), Webs (Strength d12, range 5”), Poison (-5 paralysis, bite or spit: range 2”), Shapeshift (human or giant spider), Fear -3

- Nezumi
- Typical 

Attributes: Agility d8, Smarts d8, Spirit d6, Strength d6, Vigor d6

Skills: Climb d8, Fighting d8, Guts d6, Notice d6, Stealth d8

Pace: 6; Parry: 6; Toughness: 5(6)

Gear: Spear (Str+2), Light Armor +1

Special Abilities: 

- Shaman 

Attributes: Agility d6, Smarts d6, Spirit d6, Strength d8, Vigor d6

Skills: Climb d6, Fighting d6, Guts d6, Notice d8, Stealth d6

Pace: 6; Parry: 5; Toughness: 5

Gear: Knife (Str+1)

Special Abilities: Spells: choose 3 Novice or Seasoned spells

- Bushi 

Attributes: Agility d10, Smarts d10, Spirit d10, Strength d6, Vigor d10

Skills: Climb d10, Fighting d10, Guts d10, Notice d6, Stealth d10

Pace: 6; Parry: 7; Toughness: 7(8)

Gear: Sword (Str+4), Light Armor +1

Special Abilities: 

- Ogres 

Attributes: Agility d8, Smarts d8, Spirit d6, Strength d12+2, Vigor d12+2

Skills: Fighting d6, Intimidation d6, Notice d4, Stealth d6

Pace: 6; Parry: 5; Toughness: 12(13)

Gear: Large Club (Str+3)

Special Abilities: Armor +1, Fear –2, Size +3

- Walking Dead 

Attributes: Agility d6, Smarts d4, Spirit d4, Strength d6, Vigor d6

Skills: Fighting d6, Intimidation d6, Notice d4, Stealth d6

Pace: 4; Parry: 5; Toughness: 7

Gear: 

Special Abilities: Claws (Str), Fearless, Undead, Weakness (porcelain mask), Fear -4

- Kenku 

Attributes: Agility d8, Smarts d8, Spirit d6, Strength d10, Vigor d6

Skills: Climb d8, Fighting d10, Guts d6, Notice d10, Stealth d8, Spellcasting d10

Pace: 6; Parry: 7; Toughness: 5

Gear: Katana (Str+4)

Special Abilities: Beak or Claws (Str), Quick Draw, Spells (Mists of Illusion, others as needed – Air, Fire or Water)

- Kappa 

Attributes: Agility d4, Smarts d4, Spirit d4, Strength d8, Vigor d6

Skills: Fighting d8, Guts d6, Notice d8, Stealth d6, Spellcasting d6

Pace: 5; Parry: 6; Toughness: 4(6)

Gear: 

Special Abilities: Armor +2, Size –1, Mists of Illusion (3/day), Weakness (-4 to all rolls if spills water from head bowl)

- Pennaggolan 

Attributes: Agility d6, Smarts d8, Spirit d8, Strength d8, Vigor d8

Skills: Fighting d8, Intimidate d6, Notice d8, Stealth d10

Pace: 6; Parry: 6; Toughness: 6

Gear: 

Special Abilities: Fear –4, Constricting Viscera (Str), Bite (Str), Invulnerability (Magic, Crystal or Jade, destruction of shed body)

- Oni (WC)
- Kyoso 

Attributes: Agility d8, Smarts d10, Spirit d10, Strength d8, Vigor d8

Skills: Fighting d8, Notice d10, Stealth d8, Spellcasting d10

Pace: 6; Parry: 6; Toughness: 6(8)

Gear: 

Special Abilities: Armor +2, Burrowing, Fear –5, Fearless, Spells (4 Earth, 4 Fire, 2 Water, 1 Air), Invulnerability (Magic, Crystal or Jade), Multiple Attacks (3 per round), Unholy Fire (Spirit roll or lose a benny, if no bennies to lose then knocked unconscious with failure)

- Shikibu 

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d8, Vigor d6

Skills: Climb d8, Fighting d6, Notice d6, Stealth d6

Pace: 6; Parry: 5; Toughness: 5(7)

Gear: 

Special Abilities: Armor +2, Fear –3, Fearless, Invulnerability (Magic, Crystal or Jade)

- Akuma 

Attributes: Agility d12, Smarts d10, Spirit d12, Strength d12, Vigor d12

Skills: Fighting d12, Intimidate d10, Notice d12, Stealth d12, Spellcasting d12+3

Pace: 6; Parry: 8; Toughness: 8(10)

Gear: 

Special Abilities: Armor +2, Fear -4, Fearless, Fire Tongues (Str+2, leaves burning saliva that causes 2d6 damage until washed off with vinegar or alcohol), Invulnerability (Magic, Crystal or Jade), Spells (5 Fire, 4 Earth, 3 Water, 2 Air)

- Tsuburu 

Attributes: Agility d4, Smarts d6, Spirit d4, Strength d12+4, Vigor d12+4

Skills: Fighting d4, Notice d4

Pace: 6; Parry: 4; Toughness: 12(16)

Gear: 

Special Abilities: Armor +4, Fear -4, Fearless, Invulnerability (Magic, Crystal or Jade), Size +2, Teleport (may instantly move anywhere in sight as one action)

