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The Kaiu Wall.
It was one of the mighty wonders of the Empire, a wall that

stretched the entire length of Rokugan's southwestern border. It was
over one hundredfeet high in places, peppered with guard towers,
siege engines, and countless vigilant samurai. The twelve largest
towers, the famous Kaiu Towers, wereeach the sizeof a large castle.
Lookingupon such an extraordinary monument to the power of
theEmpire, Miya Hatori feltvery small in comparison.

"I have never seen the Shadowlands before," OtomoTaneji men
tioned,joining hismasterat theedge ofthewall.To thesouthwest, the
barren landscape of the Tainted lands stretched out before them.
Amongthe heavily armoredguardsand thegrizzled shugenja of the
Kaiu Wall, the two men looked distinctly out of place. Their fine
silken robes drew more than a few surly gazes. One Crab sneered
at the wakizashion Taneji's belt as if he pitiedthe weapon.

"Pray that you will never have reason to see the Shadowlands
so closely again," Hatori replied, smiling weakly at his assistant.

"Sekkou has gone forth to announce our arrival to Hida Kuon,"
Taneji said, eyes still fixed on the horiwn.

"How ishe?" Hatori asked.
"c onfused;' Taneji replied. "As am I."

Hatori lookedatTanejicuriously. "Confused?"
"What are wedoing here, my lord?"Taneji asked, tearinghiseyes

awayfrom the Shadowlandsand lookingat Hatori pointedly. "These
landsare dangerous. The span ofstone westand upon wasconquered
by the Horde mere monthsago. Daigotsu'sanniescould returnat any
time.This is no place for important men."

Hatori smiled sadly atTaneji. "That isexactly why we havecome;'
he said. "After all our travels. . . all the manipulations and political
maneuverings of the last fe w months... I have brought us here to
remind us what is truly important." Hatori restedone hand on the
parapet, fee ling the strong stone beneath his fingers. "We write our
tales, we transcribe our histories, we play our political games and tell
ourselves that we do sofor the good of the Empire. But this is what
truly insures that Rokugan will be here, tomorrow and the next day.
The stones ofthe Kaiu Wall and thecourage of the Crab Clan."

Taneji studied Hatori cautiously. "It is unlike you to wax poetic,
Hatori-san," he said, looking around carefully. "What is the real
reason you are here?Thishas todo with the ShadowedTower, doesn't
it?"

Hatori lookedat Taneji placidly."The Scorpion warned me to stay
out of theiraffairs. Why would I ignore their warnings?"

Taneji sighed. "So I can take it as coincidence that not a month
after we stumble onto a den of black magic nearthe heartof a Great
Clan, we find ourselves in the home ofa clan of warriors dedicated
to eradicating theTaint in all its form s?"

"Until I can speak to the tsukai-sagasu, yes, it is a coincidence,"
Hatori said, hisgaze suddenly intense.

"The Witch Hunters?" Taneji asked in a quiet voice. "You would
bring them into this?"

"This is their duty, is it not?" Hatori asked.
Taneji looked worried. "Hatori-sama, I have heard tales of the

tsukai-sagasu. They are brutal, violent men, even for Crab. Dealing
with them may be as deadly as dealing with the Shadowed Tower
itself. They may find you complicit simply for your knowledge of the
affair."

Hatori lookedatTanejifo r a longmoment thensighed."Tales?" he
said, looking toward the Shadowlandsagain."Very well. If you wish

to share tales, then let me share one with you. Yo u may have heard
thistalebefore. Once, longago, there wasa man whomade it hisduty
to create balance in a world of chaos. He was a great man, but he
could not do this taskalone. His brothers and sistersagreed to help
him, and each assumed a duty to aid him in his task. One sister
becamean artistandcreated beautyand culture. Onebrotherbecame
a scholar and accumulated the wisdom of the universe. One sister
became an explorer and set out to master the world. One brother
becamea recluse and made it hisduty to master themysteries that lie
within the self. One brotherbecame a warriorso that the way of
bushido would never be fo rgotten. One brother became a spyso that
his brother's secrets would be well hidden.The last brother, however,
did nothing to help build the Empire. Instead, he took those that
would follow him and marched to the southwest. They came here,
where the armies of Fu Leng gathered to rend and crush and tear
apart the world. This brother made it his duty to stand against the
darkness, to defettd what his brothers and sisters created, and to
alwaysstand apart from it.ThiswasHida, the FirstCrab."

"I know the origins of the Empire," Taneji said defensively.
"But have you ever considered what it means?" Hatori asked.

"The other clans do not realize the sacrifices the Crab have made.
We call them uncultured louts, but if it were not for them, what
culture would the Empire have? We call them brash, warlike,
destructive, but is it not their duty to make war? Even my Lion
cousins stepawayfrom combatfrom time to time, but the Crab have
no such choice. The Shadowlands are always here, and they never
rest."

"Consider me reprimandedfor overlooking the Crab Clan's noble
sacrifice;'Taneji said, histonefaintly confused. "I still fail to seewhat
thishas todowith theShadowed Tower, or why wecannot leave well
enough alone."

Hatori's eyes narrowed. "I have faced the Shadowlands before,
Taneji," he said. "My point is that the forces ofevil do not 'leave well
enough alone.'The Shadowed Tower, fo r all its delusionsof indepen
denceandvauntedgoals, still serves theHorde. We cannot defeatsuch
an enemy. Even Yojiro may not be able to defeat such an enemy.
But I knowwhocan."

Hatori restedhishandon the Kaiu Wall again, theeternal barrier
that protected the Empire against the Shadowlands. With a final
meaningful look at Taneji, he looked southwest once more.

HOW TO US£
THIS SOOlt

Secrets of the Crab'" is for players and GMs who are interested
in adding depth to their vision of the Crab Clan. Unlike Way
of theCrab:" which detailed the history and major institutions
oof the clan, this book gives finer detail to the different fami
lies, their organization , holdings, vassal familie s, and lesser
known schoo ls.

Secrets of the Crab'" is broken down into chapters as follows:
The Introduction deals with the Crab Clan's history, some

gen eral customs that the clan as a whole embraces, and several
new mechanical options appropriate for Crab characters.

Chapte rs One through Six each deal with an indivi dual
famil y: the Hida, Hiruma, Kuni, Kaiu, Toritaka , and Yasu ki ,
Each chapter presents info rmation on the family's holdings,
in cludin g several poi nts of int eres t for each ho lding and
advent ure hooks for GMs; majo r NPCs within that family;
description s of the vassal familie s th at serve them; and new
rules for characters from that family.



Cha pter Seven: The Tower of Fear delves in to th e Kaiu
watchtower permanen tly Tainted by Fu Leng 's power. All the
information needed for a GM to use the Tower of Fear as the
centerpiece of an adventure is presented.

Chapte r Eigh t: Behind th e Veil det ails the darkest , most
unpl easant tru ths about the Crab. Every clan has some shame
buri ed deep within its histories, and thi s chapter explores the
tragedies and secrets that the Crab hide from everyone, even
themselves.

CUSToms OF
TH£ C;tAB CLAn

BI~TH
For a clan that has seen as much death as
the Crab, every birth is cherished. When a
pr egnancy is abo u t to come to term,
wh ether sam urai or peasant , th e local
shuge nja ren ews all ble ssings upon the
house. During childbirth a guardian always
stands vigilant over the house , wielding
a gohei (holy wand) to keep away goblins, spirit s,
and other demons that might want to harm or
corrupt the child. In the case of important samurai,
this gua rdian is always a sh ugenja. With lesser
samurai, th e sh ugenja hands off the gohei to
a lesser priest or monk. In the case of pea sants,
the shugenja merely says a few words of blessing
and then passes the gohe i to the father. Though
the status of eta is no bett er in Crab lands than
anywhere else, a monk or lesser prie st still
drops by during chi ldbirt h to say a few
words and bless the home. After all ,
a corru pted eta can be just as
dangerous as any samurai.

A practice that was invented
by the Kuni, but has grown
popular with th e entire '
clan, is that of a wish L"..
doll. A doll is st itched .
with only on e eye, and a
wish is made upon it. The
spirit of th e doll then helps
to mak e th e wi sh come true , but bad fortune
follow s if the other eye is not added to the doll
when the wish is granted. Almost
all Crab mothers st itch a doll
sho rtly befor e ch ildbirt h and
importune the doll spiri t to
guard th eir ch ild. The se doll s are left in
places of honor in the child's room - not playthings but
vigilant watchmen. When the child comes of age, the second
eye is added.Typically the doll is then returned to the mother
as a keepsake of childhood.

G~1i\i'UI(J{U
Confronted with war and death from the day of th eir birth,
young Crab samurai are prepared to face the trials that await
them as the y begin their adult lives. This is just as well , for
the gempukku of the Crab are among the most grueling and

difficult in the empire.Thi s is an issue of pragmatism with the
Crab, for if the new samurai are not truly tested before taking
their place upon the Great Wall the y weaken the clan and the
Empire.

The Hida famil y is particularly demanding in its assess
ment of potential samurai. Applicants must demonstrate a
wide variety of martial skills, mental fort itude, and resistance
to physical injury. If the prospective samurai's sensei approves ,
the student may venture into the Shadowlands. Upon return
ing with the head of a Shadowlands cre ature the student
becomes a samurai. Though this gempukku practice is known

throughout the Empire, it is somewhat less well
known that the sensei pays careful note not to
what creature the student slays, how quickly he

returns, and how he goes about the hunt. Stu
dents who bring back the head of an oni or
other dangerous creature are given important

responsibilities on the Wall. Students
wise enough to seek out groups of

other potential samu rai and enter
the Shadowlands in a group are
groomed as officers. Students

who return with the head of a
Nezumi are cur sed as fools and
cast out of the clan.
The Hiruma are also stringent

in their demands, emphasizing
cunning and speed over brute strength.

The ability to enter the Shadowlands and
return with valuable information is

valued even more highly than th e
ability to return with an oni 's head.

In the past, any brave young soul
who was capable of bringing
back an item from th e lost

Hiruma Castle was guaranteed
his or her majority. Since Hiruma
Castle has been re taken, this has
been amended. Now any young
samur ai who can bring back a
weapon or piece of armor from
one of the many heroes who were
corrupted at Volturnum immedi
ately gains a pla ce of honor

among the family.
Among the Kuni, gempukku is

a personal thing. As each studen t
has a different teacher, each teacher

has hi s own requirements before
the student can enter adulthood.

Passage is never easy. Many elder
Kuni have a secret rivalry: the

Kuni who can devi se the most
'....;;.~.~..--

_. ' .' difficult test for his apprentice
gain s the esteem of his contemporaries, assuming that the
student passes the test.

The Kaiu and Yasuki families rarely demand excursions
into the Shadowlands as part of gempukku (though some
martially-inclined Kaiu still indulge in the tradition).Though
the Kaiu and Yasuk i disagree on most everything else, their
gempukku ceremonies are very similar. Both families require
rigorous written and oral tests in which students must display
knowledge of family techniques and practices. The teachings
are vastly different, but the methodologies are remarkably
similar.



COU~TSHI?
Samurai who reach the age of twenty-two still unmarried are
granted arranged marriages. Unlike clans who have official
matchmakers, Crab parents usually settle the arrangement.
Sometimes parents without a shred of sentimentality
(a common trait for the Hida) turn to the local magistrate to
arrange a wedding. Crab marriages tend to be brief, solemn
affairs followed by boisterous celebration. Whether peasant or
samurai, the people of the Crab lands are quite fond of drink,
and Crab marriages are a fantastic excuse to indulge in an
extraordinary amount of drinking. The drinking contest that
followed Hida O-Ushi's wedding (won by the famed warrior
Hida Yagirnaki) has become a subject of legend as popular
among the Crab as the Day ofThunder or the Battle of the
Cresting Wave. Many Crab look forward to Hida Kuon's wed
ding with great anticipation, hoping to create new legends.

SU?;:~STITlon
Living as close to the Shadowlands as they do, the Crab have
a great number of superstitions. Many of these superstitions
have a basis in fact , for the war against corruption often
requires strange weapons . Some are merely the product of fear
and boredom, but they are observed with the same zeal.
The Crab are a stubborn people, and do not change their ways
easily even in the face oflogic.

Many Crab believe it is unlucky to leave home without a
piece of jade . Most denizens of Crab territory consider this
simple common sense , as one never knows where the Taint
may be encountered. With the recent shortage of jade, most
peasants and lesser samurai carry a fingernail-sized sliver set
into a ring, bracelet, or other piece of jewelry.Those who enter
the Shadowlands are always given at least a finger of jade. Jade
that has already begun its transformation into obsidian is
never wasted, but only the desperate share jade that has
already become partially Tainted . It is considered unlucky to
carry a piece that became Tainted during someone else's jour
ney, for you are carrying their bad luck as well as your own.

The Crab naturally see obsidian as an unlucky stone (even
ordinary obsidian not created by the Taint). Wearing obsidian
jewelry is in bad taste in a Crab household, and may even
insult the lord of the house. Stepping on a piece of obsidian
with your bare foot is a bad omen.

The samurai who guard the Wall become used to the
strange landscape of the Shadowlands. For tho se who spend
more than a year on the Wall, there is no doubt that the land is
alive and filled with a seething hatred; some even come to be
able to predict its mood s. Period s of peace and quiet in the
Shadowlands are regarded with great trepidation among
seasoned veterans, for the Shadowlands is always the most
peaceful directly before a large attack or outburst of strange
phenomena. The saying that a situation is "too quiet to risk
sleeping" most likely originated in Crab lands.

As Osano-Wo, Fortune of Fire and Thunder, was the second
Crab Champion, lightning is a good omen in Crab lands.
A person who is struck by lightning and survives is said to be
blessed by Osano-Wo, able to see the future. This does not
include lightning summoned by magic, and a shugenja who
tries to gain a vision of the future by tricking the Fortunes in
such a manner will invoke the Thunderer's wrath.

Earthquake Fish Bayis home to countless spirits and myth 
ical beasts. Foremost among these is Ryujin, King of the Sea,
a great dragon made of coraLThrowing scraps of coral into the
sea during the exped ition shows respect for Ryujin and his
kingdom, and will insure calm weather during the journey.

WA~
War is a part of life for a Crab samurai. Seasoned Crab warriors
are quick to point out that their clan has more experience in
warfare than even the Lion, the most acclaimed warriors of
the Empire. The fact that the Crab spend so much of their
time fighting an enemy the Empire would rather ignore only
makes the Crab throw themselves into combat more zealously.

Perhaps the first tradition all Crab samurai learn to practice
is that of beheading. A Crab always beheads the dead when
possible , including his own fallen comrades . In the Shadow
lands , of course, thi s is done so that the dead cannot rise as
zombies. (The Kuni have recorded incidences of headless
corpses returning from the dead , but these are exceedingly
rare.) Even outside the Shadowlands the Crab behead their
fallen enemies and comrades whenever they can. Ostensibly
this is because the Crab believe that the Taint can strike
anywhere, in any place. Its effect on the Crab's reputation as
fearsome, merciles s warriors is only a bonus .

The Crab are notorious for their lack of reliance on the
katana, the samurai's typical weapon of choice . It is not that
Crab have less respect for the katana than other clans.All Crab
samurai train with the katana and most can use it quite well.
As the katana symbolizes the soul of the samurai, a large
number of Crab disdain using their katana against Tainted
opponents. To draw one's katana against corruption is to
expose one's soul to [igoku; the katana should be used against
human opponents only. of course , not all Crab samurai share
this belief. Many would just as quickly use a katana against
a goblin as any other weapon. Some Crab choose the tetsubo
or no-dachi out of pragmatism, as the larger weapons are
typically more effective against armored Shadowland s beasts.

Crab samurai have quite a reputation outside their clan
as ugly brutes, and this reputation is not undeserved.The heal
ing unguents the Kuni family developed to prevent the Taint
from infecting open wounds invariably cause those wounds to
heal with hideous scars, considered badges of courage. A Crab
warrior without scars is often nicknamed "Crane-face" by his
comrades. On the Wall , where combat is most fier ce , this
is particularly evident. A warrior with no visible sca rs is
distrusted, as other Crab assume he is either inexperienced or
cowardly.

One of the strangest traditions of the Crab is that of the
Twenty Goblin Winter. Whenever the clan has experienced
heavy losses during the year, the Crab Champion may
proclaim a Twenty Goblin Winter. Until the Crab Champion
proclaims the Winter to be at an end (and thi s period has been
known to last years beyond the actual winter in which it
begins) any ronin seeking fealty in the Crab can do so by
delivering twenty goblin heads to Kyuden Hida. By custom,
the ronin is granted fealty, no que stions asked . In reality,
suspicious or dangerous ronin are usually given unimportant
duties or immediately placed on the front lines where they
will either learn their duty or die.

~;:TI~;:1i\;:nT
Crab samurai dread the life of a monk. The idea of turning
away from one's duty to pursue a life of peaceful introspection
is anathema to the Crab way oflife. Crab monasterie s are few,
and most occupants are samurai forced into retirement due to
debilitating in juries or insanity. Many Crab monasteries
double as hospitals and asylums.

A more common fate for a Crab is a life of quasi-retirement
to a position as sensei in one of the many Crab bushi dojo.
This is see n as far more respect abl e than the pursuit of



en ligh tenment. A Crab wh o survives a lifetime fight ing
against the Shadowlands has a wealth of knowledge and expe
rience to offer, and by training the next generation a samurai
too old to fight can still contribute to the war effort .

f'Un::~AJ,.5
Funerals are a solitary exception to the Crab's usual disdain for
ceremony. Death on the Wall is common, and each death
is accepted with quiet respect. Funerals are elaborate affairs,
usually celebrating the death and life of multiple samurai
at once. In the case of large battles, such an act is not only
practical , but it allows the Crab samurai to be remembered as
they lived - as warriors and comrades. Crab funerals are
pun ctuated, as most Crab ceremonies, with a period of heavy
drinking, thi s time in celebration of the dead.

While Crab insult their living comrades with jovial famil
iarity, to speak ill of the dead is a grave offense .The only fault
ever spoken of after death is cowardice. All else is forgiven
once a soul has passed from the mortal realm . Visitors who
accidentally insult a dead Crab find every Crab in the room
suddenly turning their backs, quietly pretending that they no
longer exist. If the visitor is truly unfortunate, the dead man's
comrades or relatives will immediately demand a duel.
The Crab Champion almost never refuses permission for such
duels; to insult the dead is to insult what they have died for,
and no Crab will endure an insult to his duty.The exception to
this is the "voice after death ," who is allowed to speak of the
deceased as ifhe were still alive.

Prior to their deaths, some Crab warriors choose a friend
or loved one to act as his "voice after death." This person is
given a message that the Crab wishes to be said at their
funeral. To ask another person to be one's voice after death is
the ultimate gesture of trust and respect among two Crab; it is
a bond some Crab take more seriously than marriage . It is an
honor rarely given to a non-Crab. The voice after death is
always given leave to speak during the funeral and treated
with utmost respect. To que stion the deceased's choice of
spokesperson is the same as speaking ill of the dead.

Koten, the Crab Ancestral Hall , is not as well known as
the ancestral halls of the Lion Clan but it is still a treasured
landmark. The halls of Koten are empty compared to tho se of
the Lion Ha ll of Ancestors, for most of the greatest Crab
heroes left no remains to mark their passing and their
weapons are still in use by their descendants. Instead, the
walls are inscribed with the tales of Crab heroes. It is not
unusual for a voice after death to make a pilgrimage to Koten,
to tell heroic tales of the dead to the lonely monks.

HISTO~Y OF THE
C~AB CLAn

Hida's defeat : year 1
The Kami Hida is defeated in the Great Tournament, ensuring
he will not become the first Emperor of Rokugan. After a brief
conversation with Shinsei, the disgruntled Hida travels south
with his followers and founds the Crab Clan in the great
mountains near the Empire's southern border. Hida proclaims
that anyone incapable of surviving in the brutal environment
is unworthy of following him.

The Shadowlands are fonned: year 11
App earin g sudde nly to th e south, endless armies of dark
creatures spill int o th e Crab land s. Servants of Hida's fallen
brother Fu Leng, the se twisted creatures overwhelm Hida's
forces and pr ess into th e Empire, threatening Hantei's rule
only a short decade after his coronation.

The Day ofThunder: year 42
Somewhere deep in the Shadowlands, the Seven Thunders
and their mentor Shinsei defeat Fu Leng. Among the
Thunders is Hida Atarasi, Hidas son . Hida eagerly awaits his
return, but Atarasi never appear s and is presumed lost by all
but Hida.

Defeat of Oni no Hatsu Suru: year 43
Three of Hida 's most powerful follower s, Kaiu, Hiruma, and
Kuni, combine their abilities to locate and defeat Oni no
Hatsu Suru, whose very touch brings neverending pain . With
the Oni's defeat , Hida gives each of his men the right to form
their own family within th e Crab Clan, creating the Kaiu ,
Hiruma, and Kuni families.

Hida abdicates as Crab Champion: year 63
Without warning, Hida declares that he is stepping down
as Crab Champion in order to seek hi s son Atara si in the
Shadowlands. His second son, Hid a Osano-Wo, takes control
while his father begins preparing for the journey by leading
hand- selected strike teams deep in the Shadowlands looking
for signs of his son.



Hida Osano-Wo is murdered: year 97
Crab Champion Hida Osano-Wo, son of Hida Kisada and the
Th under Dragon , is ki lle d by an assa ssi n . Hi s son Hida
Kenzan is un able to leave his position guard ing against the
Sha dowlands to avenge h is father, but sends word to h is
brother Kaimets u-uo, founder of the fledglin g Mantis Clan.

Kairnet su -uo and h is foll owers assault the Phoenix castl e
where the assassin is hiding, and Osano-Wo, now the Fortune
of Thunde r, demon strates hi s displeas ure to the Phoenix.
Cowed by the Thunderer's wrath , the Phoenix surrender the
assassin to Kaimetsu-uo for justice, and the existence of a new
Fortune is docum ented.

Hid a, now removed from most Crab events , is outraged at
Osano-Wo's death . He agrees to Kenzan's demands to avenge
his father, however, and is secretly pleased with the way his
grand sons deal with the matt er.

Creation of the Badger Clan: year 110
A previously unknown Crab warrior wins an Imperial contest
and claims the right to form a minor clan. The newly formed
Badger Clan is given the duty ofguarding the northern borde r
of Rokugan just as the Crab guard the southern bord er. The
Badger disappear into the north ern mountains and go unseen
for decades at a time.

Hida di sappears: yea r 210
After nearly 150 years of preparation, Hid a disappears into the
Shadowlands in search of his son Atarasi. Years of search ing
later, he find s his son only to discover that Atarasi has become
Tainted and is now a servant of Fu Leng.The two engage in a
titanic battl e that lasts for weeks before Hida destroys the foul
mockery of his son and then willin gly surrenders to his age
and woun ds. The spot whe re th e two men fell is marked by
a single, untainted mountain in the deep Shadowlands.

The Nezumi-Crab Alliance is fo rmed: year 314
Crab samurai Hiruma Kazum a form s a bond with a tribe of
Nezumi and br ing s th e Crab and Nezumi toget her as allies
again st th e Shadowlands. Kazum a is regarded as a hero by
both peoples and both mourn him after his death years later.

The fir st Cr ab -Crane War: year 387
After seizing land along the Crane 'ssouthern border, the Crab
find th em selves attacke d by the vengeful Doji family.
Unh appy with their role with in the Crane, the Yasuki defect
to join the Crab and the first major internal war in Rokugans
history begins.

Th e Cr ab -Crane war ends : year 400
An Imp erial edict bans large-scale combat between the Seven
Clans, effectively ending the Crab-Crane war. The Yasuki are
recogn ized as a Crab family.During the course of negotiatio ns,
a Crane diplom at is ous ted from the Crane and goes on to
form the Sparrow Clan, adding the Crab's involvement to the
form ation of yet ano ther minor clan.

Hida Tada ka and Matsu Itagi
in the Shadowlands : year 4 12
Arrogant Lion Cha mpio n Mat su Itagi enters th e Shadow 
lands, vowing to close the Festering Pit of Fu Leng. Wh en he
fails to return, his sister threatens to go to war with the Crab,
for on ly th eir treac hery could have caused his death. Hid a
Tadaka goes into the Shadowlands after Itagi and brings him
back. Both die of their wounds shortly thereafter, but the Lion
and Crab are brought toget her by their valor.

Creation of the Boar Clan: year 44 7
A small group of Crab long thought lost to an avalan che
appear in Otosan Uchi with a huge offering of steel and jade
to the Emperor as taxes. Emperor Hantei Muh aki, known to



favor th e minor clans, awards them the family name Heich i
and gran ts the m leave to create the Boar Clan deep in th e
Twilight Mountains.

Kuni Nakanu's journals discovered: year 499
The Empero r's youngest son, Otomo [arna, discovers journals
kept by a fallen Kuni scholar. Kuni Nakanu's insight into the
Taint and its effects on dead bodies and their resurrection
begin [arna's path into darkness, which will eventually trans
form him in to Iuchiban, one of Rokugan's greatest threats.

Death of Hida Tenburo: year 5 09
Crab Cha mpion Hida Tenburo inexplicably murders his
ch ildren in th eir sleep, then take s his own life as well. The
perple xed Crab sto re away hi s blade , a sword forged by
Asahina Yaj inden th at is later discovered to be the bloodsword
Judgmen t.

The Kusatte Iru defeated: year 634
The largest oni in history, the Kusatte Iru , is defeated by the
sacrifice of two men: Kuni Harike and Kuni Ryute . Both men
die to ens ure that th is terrifyin g beast can never again
threaten the Empire with its inconceivable power. Eventually,
a mona stery is founded in their honor.

Yasuki Fumoki lost at sea: year 671
The greatest pirate in Rokugani history,Yasuki Fumoki, is lost
at sea. Furnoki is killed in combat with a gigantic sea serpent,
and both their spirits live. Some of his Nezumi crew survive
on a lost island along with his incredible treasure.The spirit of
th e oroch i destroys any sh ip that comes near the isl and,
trapp ing th e Nezumi and leaving Fumoki's spiri t eternally
restless.The Crab Clan's many attempts to find the treasure are
unsuccessful.

The Battle of the Tidal Landbridge: year 71 5
A powerful force ofShadowlands creatures attacks the weaker
Crab fortifications to the east , catching the Crab Champion
and hi s per sonal guard unawares. When it seems that the
Shadowlands will claim victory, the hunting horn of Daidoji
Mishigi , daimyo of the Daidoji family, is heard. Mishigi and
his hunting party cross the tidallandbridge separating Crab
and Crane lands to aid the Crab. Mishigi disappears under the
rising tides of Earthquake Fish Bay, locked in mortal combat
with Oni no Kinjiro. His body is never recovered, but the Crab
build a shri ne containing his battered helm , which washes up
on the shore following the battle .

Hiruma Castle falls and the
Battle of the Cresting Wave: year 71 6
A Shadowlands arm y of unprecedented size assaults Shiro
Hiruma, crushing its defenders.The shattered Hiruma forces
have no choice but to flee, watching the Shadowlands Horde
devastate their homeland in their wake. The Crab marshal a
defense and hold the Shadowlands forces off at the Saigo
River, but the Oni Lord Maw is not easily stifled. A single
Kuni shugenja forms the river into a mighty wall of water for
over a month, allowing the Great Carpenter Wall to be built.
The Crab turn back the Horde and slay the Maw, but the
Hiruma lands are lost and the Kuni lands turned into a waste
land . The Hiruma lands remain under Shadowlands control
for over four centuries.

A dark pact is made: year 1126
On the advice of sinister Kuni Yori, Crab Champion Hida

Kisada make s a pact with the Shadowlands. Kisada believes
that he can use the Shadowlands as a weapon against the oth er
clans long enough to claim the throne fr om the failing
Emperor, then use his new influence to destroy the Shadow
land s once and for all. The gamble costs Kisada the life of his
youngest son, and nearl y destroys the Crab.

The Crab storm Otosan Uchi: year 1127
Believing the Emperor on his deathbed, the Crab storm the
capital to place Kisada on the throne. Instead , Kisada and his
son Yakamo find that Fu Leng has possessed the Emperor and
that they hav e delivered his army to him by bringing their
Shadowlands allies to Oto san Uch i. Fu Leng wounds Kisada
nearly unto death , but the Great Bear lives and escapes the city
with the aid ofhis son and loyal forces.

The Jade Hand: year 1128
After the Crab's betrayal at Ot osan Uchi , Hida Yakamo
wrenches from his wrist the foul on i's claw that has replaced ,
his hand and casts it aside. He replaces it with the Jade Hand, .
an ancient artifact of legendary power with which he can
resist the Taint and begin a new era for the suffering Crab
Clan . The truth soon rings across the Crab lands - Hida
Yakamo is the Crab Thunder, heir to Hida Atarasi's leg acy.

Death of Hida Kisada: year 1130
Hida Kisada survives an incredible two and a half years after
being wounded by Fu Leng, His funeral is attended by the
Emperor Toturi, who declares Kisada the Fortune of Persis
tence in honor of his assistance during the Second Day of
Thunder despite his grievous wounds.

Crab assault on th e Shadowlands: year 1130
Vowing to retake the Hiruma lands at an y cost , new Crab
Champion Hida Yakamo leads a huge army of Crab and Naga
into the Shadowlands to seize the ruins of Shiro Hiruma.
The Shadowlands are unprepared for the assault, and th e
armies soon reach Hiruma Castle . Soon afterwards, however,
the Naga army breaks off and heads north at great speed,
leaving Yakamo and his men trapped in Shiro Hiruma and
surrounded by enemies. The warriors only survive thanks to
the Third Whisker tribe of Nezumi, who bring their allies
food and water through hidden tunnels.

Death and rebirth of Hida Yakamo: year 1132
Having escaped hi s imprisonment in Shiro Hiruma, Hida
Yakamo is killed in battle with the Shadowlands. The Lion
Clan aids the Crab in liberating Shiro Hiruma. Yakamo's body
is recovered, but the Naga seize it. With an ancient artifact,
they restore him to life and merge his soul with the Akasha ,
the Naga race'sstrange group mind.Yakamo assures his people
that the Naga are their allies once more , and that they must
work together to destroy the Lying Darkness.

Twenty-seven Days of Darkness: year 1132
Following Hitomi's defeat ofLord Moon, Amaterasu commits
jigai (the seppuku ofnoble women). Hida Yakamo is led to the
site of the event by the Akasha and serves as her second. Upon
her death, he ascend s to become Lord Sun opposite Hitomi's
Lady Moon.

The Year of Deat h: year 1158
In a devastating chain of events , the Crab lose three daimyo.
First , the Yasuki daimyo dies with no heir and no clear line of
succession. A staggering discovery is made : the nearest living



The Wall is re built: year 1160
Act ing on Hida Kucn's orde rs, th e Kaiu break down the
Carpe nte r Wall around th e Towe r of Fear and rebuild it to
leave that insidious construc t on the Shadowlands side of the
Wall. Trade rout es to the Hiruma provinces are changed , and
the guard on the Wall is doubled near the Tower of Fear.

relative is a Cr ane , and th e Emperor declares the former
Daidoji Hachi to be the new Yasuki daimyo. This sparks a war
be tween the Crab and Cr ane over con trol of the Yasuki
provinces, and a few months later Crab Champion Hida
O-Ushi perishes on the field of battle while facing Crane
Champion Doji Kurohito. During the same period, the Kuni
daimyo Kuni Ut agu , who also holds the po sition of Jade
Champion, is found murdered.

Six watch towers are re taken,
the Tower of Fear is created: year 1159
With his generals and shugenja around him, Crab Champion
Hi da Kuon launches a merciless attack to ret ake the lost
watcht owers. Kuon calls on the power of Osano-Wo, Kisada,
and Lord Sun to aid the attack. The Crab push the Hord e back
to a single watchtower, where Kuon confronts his lost brother
Hid a Kuroda. Kuroda also calls on the Heavens, bringing the
power ofJigoku down upon the last watchtower and Tainting
it forever.

The information presented before the semicolon is the
character's class and level in the d20 System."'The information
pre sented after the semicolon is the character's ran k and
school in the L5R RPG 2E System .

Sometimes material must be presented for one system
or the other. In suc h cases, this text will be contained in a
callout box with a gray background, such as the one below.
The headers for these boxes will clearly label which information
is for the d20 System?' and which information is for the L5R
RPG 2nd Edition ("L5R RPG 2E").

Generally, when a new rule or mechanic is presented,
whenever applicable we will present equivalent d20 System'"
and L5R RPG 2E System versions in close proximity.

Rules and options for the d20 System'" look like thi s.

Rules and optio ns for the L5R RPG 2E System look like
th is.

The following table lists all feats available to samurai player
chara cters as bonus technique feats. Thi s list supersedes the
ones pre sented in Oriental Adventures and Rokugan. Feats
that were prerequisites for other feats on thi s list were added ,
and some with excessive prerequisites that did not fit the Crab
fighting style were removed . To balance this loss, other feats
from the Player's Handbook have been added .

Abbreviations for the locations of these feats are as follows:
PHB=Player's Handbook, MoR=Magic of Rokugan, SoC=Secretsof
the Crab.

TH~ TO~ITAI{A f"AIi\IJ.Y
Since the publication of the Second Edition Player's

Handbook the Falcon Clan have become the Toritaka
family of the Crab (although they still occasionally
refer to themselve s as Falcon).This family is de scribed
in Wayof the Samurai,'" but their abilities are reprinted
here for the sake of completeness.

LS~ ~i'(i 2£ :
The Toritak a are finely tuned to their surroundings,

and it is a rare moment that so m et h in g escapes a
Falcon's watchful eye.

Benefit: +1 Perception.

Occasionally, extensive new information may be exclusive
to a specific system (such as New Paths for the L5R RPG 2E
System or new feat s for the d20 System?'). In such a case,
the information will follow the same convention as above.
The d20 System?' material will appear in black and the L5R
RPG 2E System material in blue .

In the case of characters, occasionally, a character's name
will be followed by a short explana tion of his character class in
lieu of full statistical information. Such an example mig ht
look like this:

TO~ITAI(A TATSUn£
[Samurai 6/Berserker 4/Shadowlands Veteran 10; Hida
Bushi 5/Hida Avenger 3]

COIi\7J.~T~ C~AB

T~CHnlaV~ f"~AT J.IST

1i\ECHATtlCSTtEW

Akodo Kaneka cl aims the Yasu ki provinces: year 1159
Acting on questionable information un covered by Hantei
Naserus vassal Kitsuki Remata , Akodo Kaneka is found to be
the true heir to the Yasuki family. Kaneka and his many Lion
followers descend upon th e provinces and claim them for
their own . Others flock to Kanek a's banner, and he declares
him self the Shogun of the Empire, a theoretical title from the
popu lar military treat ise The Book of Sun Tao. The Crab and
Crane, both busy on multiple fronts, are forced to withdraw
and temporarily accept Kaneka's claims.

The Legend of the Five Rings game setting has been officially
presented in two separate game systems, the Legendof the Five
Rings RPG 2nd Edition System (presented in the Player's Guide
an d Game Master's Guide) and Wizard s of the Coast 's d20
System'" (presented in Rokugan,'" the official supplement to
Oriental Adventures?'). While these two systems are somewhat
dissimilar, the setting present ed in both versions of the game
is the same, and thus it is our intent to present a sourcebook
tha t is useful no matter which of th ese systems you choose
to use when run ning your game.

The Wall is overrun: year 1159
In the single largest Shadowlands offen sive since the Maw's
assault in the year 716, Daigotsu 's armies attack the Great
Carpenter WalLThe Tsuno's ability to move thro ugh the Spirit
Realms allows them to transport advance troops on the other
side of the Wall and atta ck from there, throwing the Crab
defender s into chaos before the true assau lt begins. Seven
watcht owers fall to the Horde.The new Crab Champion Hida
Kuroda is killed when he deliberat ely triggers a cave-in in
hopes of kill ing Kyofu, the Onisu of Fear. His attempt fails,
and the und ead Kuroda join s the ranks of Daigotsu's generals .



C01i\7L£T£ C~AB T£ CHn IQV£ f'£AT LIST

SoC

SoC

PHB

SoC

PHB

PHB

PHB

SOC
PHB

PHB
PHB
MoR

PHB

PHB

PHB

MoR
MoR
MoR
MoR
SoC

PHB
Rokugan

PHB

Rokugan

Rokugan
Rokugan

PHB
PHB
PHB

Location
Rokugan

SoC

Proficient with weapon
Base attack bonus +1 or higher
Proficien t with weapon
Base attack bonus +1 or higher
Proficient with weapon
Base attack bonus +1 or higher
Proficient with weapon
Base attack bonus +1 or higher
Intimidate skill

Iron Will or ancestral daisho
Masterwork weapon o:;.;r:..;a;;.:;rm=o;.:r.__...-_
Dex 13+
Dodge
Mobility
Base attack bonus +4 or higher
Str 13+
Power Attack

+5 Base attack
Weapon Focus: Katana or Wakizashi
Void Use, Samurai
By DM permission only
Dex 13+

Str 13+, Power Attack
Cleave
Base attack bonus +4 or higher
Samurai level 13th +
Samurai level 15th+
Samu rai level 17th +
Samurai level 19th +
Base attack bonus +4 or higher
Str 13+, Improved Bull Rush
Power Attack
Base attack bonus +8 or higher
Str 13+, Hida's Charge
Improved Bull Rush
Power Attack
Base attack bonus +12 or highe r
Str 13+
Hi da's Charge
Hi das Terrible Wrath
Improved Bull Rush
Power Attack
Void Use
Str 13+
Power Attack
Knowledge (Shadowlands) (4 rankS)_ _ _ _ SoC
Knowledge (clan or family, 2 ranks) Rokugan
Dex13+ PHB
Dodge
Str 13+

Prerequis ite
Armor Proficiency
Armor Focus, Con 13+
Base attack bonu s +4 or hig her
Armor Proficiency (light)
Armor Proficiency (medium)
Str 13+

Sun der

Power Attack
Run
Soul Forge

Weapon Focus (greatclub)

Jade Rationing
Know the School
Mobility

Spring Attack

Hi das Terrib le Wrath

Hid as Ungodly Wrath

Yasuki'sGlare

Weapon Focus (warhammer)

Hiru ma's Speed
Improved Bull Rush

Weapon Focus (katana)

Cleave
Power Attack
Daisho Specialization

Depths of the Void
Different School
Dodge
Endurance
Great Cleave

Tough ness
Void Use
Weapon Focus (battleaxe)

Greater Daisho I
Greater Daisho II
Greater Daisho II I
Greater Daisho IV
Hida's Cha rge

Armor Proficiency (heavy)

Feat
Armor Focus
Armor Mastery



YASUI(IIS GJ.A;l.~

rC;l.AB Ti:CHnlOUi:1
You ca n intimidate opponents with a sea ri ng gaz e o r a
well -placed wor d.

Prerequisite: Intimidate skill
Benefit: You may use Intimidate in place of Bluff when

feinting in combat. Intimidate is always a class skill for you.

HI;l.UIi\A1S S?~~D

rC~AB Ti:CHnlOUi:1
You can sprint short distances at great speed.

Prerequisite: Void Use
Benefit: You can spen d a Void Point as a fre e ac tion to

increase your spee d by 20 ft. for a number of rounds equal to
your Constitution modifier.

At fourth level and every third level thereafter members of
the courtier character class gain courtier abilitie s chos en from
a sho rt li st (see page 35 of Rokugan"'). The following n ew
co urtie r abilities are available to an y Crab Clan co urt ie rs.
Members of othe r clans who have taken the Different Sch ool
feat an d app lied it to the Crab may also learn th ese abilities .
The normal co urt ier abi lities are s till available for Crab
courtiers.

Wily Trader (Ex) : Many Crab courtiers are also powerful
merchant patrons , wi th a keen ey e fo r what a potent ial
customer might desire . The courtier gains a +10 bonus when
using the Cossip ability, but the knowledge gained wh en
using th e abili ty always p ertain s to i tems the tar get h as
bough t, sold, or wishe s to buy or sell in the ne ar future. With
a DC of 35 or better, the cour tier not only knows what sort of
bu sine ss th e targ et wants to do, but how mu ch he is will ing to
payor wh at sort of offer he'll accept to give up his good s. This
ability is not always necessarily relevant to the matter at hand,
and the target ma y wish to bu y or sell something that ha s
no thing to do with the courtier or is well beyond his mean s to
purc hase, but the chance of it being true (compared to normal
use of the Gossip ability) is increased by 10%. A courti er may
choos e not to use this ability when applying Gossip, and
instead gain information not related to commerce.This ability
also grants a +1 bonus to all Profession checks and a +2 bonus
to Profession (merchant ) checks.

Prodigy (Ex) :The Yasuki are noted throughou t the Empire
for th eir unexpected talents in a variety of areas. Th e courtier
ma y choos e two cla ss skills (incl uding cl ass ski lls gaine d
through the Versatile feat ). He hen ceforth gains a +2 bonus
when using the se skill s. This abili ty may be selec ted m ult iple
times. It applies to two new skills each tim e.

Fear is a Gift (Ex) : The courtie r can use h is powerful pres
ence to cow tho se with weaker wills. The cour tier may make
an Intimidate check as a move-equ ivalent actio n against any
target that can see him, opposed by the target's Sense Motive
che ck. If successfu l, th e cou rtier gain s a +2 circ ums tance
bonus on all attack rolls and Charisma-based skills and abili
ties and a +1 to the save DC of all hi s court ier abilities again st
tha t target for the next hour.

COU~TI£~
ABILITI£S

Tt£W

A;uaO;l. li\AST~;l.Y

rC~AB Ti:CHnIOUi:1
You are able to wear heavy armor wit h littl e discomfort.

Prerequisites: Armor Focus, Con 13+, Base attack bonus +4
or high er

Benefit: Selec t anyone type of armor for wh ich you have
taken the Armor Focus feat. Your chec k pena lties whe n wear
ing thi s armor are reduced by four.

Special :This feat may be taken multiple tim es. Each tim e it
applies to a different type of armor for whic h you have taken
the Armor Focus feat.

J AD~ ;l.ATIOnlnG
rC;l.AB Ti:CHnlOUi:1

You have learned purifying me ditation techniques that allow
you to preserve ratio ns of precious jade in the Shadow lands.

Prerequis ite: Knowledge (Shadowlands) 4 ranks.
Benefit: A finger of jade protects you from the Shadow

lands Taint for th ree times the normal duration while in
aTainte d area such as the Shadowlands.

HIDA·S T~;l.;l.IBJ.~ W;l.ATH
rC~AB Ti:CHnlOUi:1

You can knock opponents flat with a powerful attack.
Prerequisites: Base attack bonus +8 or higher, Str 13+,

Hida's Charge, Improved Bull Rush, Power Attack
Benefit: When wielding a two -handed weapon you may

m ake a sin gle attack against an opponent as a fu ll attack
act ion. If thi s attack is successful, you subject your opponent
to a bull rush immediately after th is attac k (you do not move
to perform this bull rush attack). Ha lf the damage of your
init ial damage is added to you r opposed Strength roll during
the bull rush attack.

HIDA·S UnGODJ.Y W;l.ATH
rC~AB Ti:CHnlOUi:1

You can cri pp le yo ur opponents with a powerful bull ru sh
attack.

Pr erequisites: Base atta ck bonus +12 or higher, Str 13+,
tIida's Cha rge, Hida's Terrible Wrath, Improved Bull Rush ,
Power Attack

Benefit : Any time you succ essfu lly knock an opponent
prone with the use of Hida's Charge , you also in£lic t two
points of temporary Dexterity damage.

HIDA·S CHA;l.G~

rC~AB Ti:CHnIOUi:1
You are able to perform a devastating bull rush attack.

Prerequisites : Str 13+, Base attack bonus +4 or h igh er,
Improved Bull Rush, Power Attac k

Benefit: Any tim e you successfu lly knock an op po nent
back wit h a bull rush attack , you automa tically gain a free trip
attac k against that same target. Targets you knock pro ne with
thi s trip attack take subd ual damage of 1M plus your Strength
modifier. If you have the Improved Trip feat , you do not get an
additional free attac k when using this feat.





with a quietscowl, neither ceasing his mealnorrising togreat them.
Hatori could sense an auraof barely restrained violence aboutthe
man, as if he might risefrom his table and slaughter them allat the
slightest provocation. Seasoned Crab warriors who had lost much in
their fight against the Horde gave him that feeling. It saddened
~atori that samurai could be transformed into such engines of
violence and hatred, especially when they were men he knew and
respected.

"Konnichiwa, Lord Kuon," Hatori said, bowing deeply to the
samurai. "It has been too long. I was saddened to hear of the recent
tragedies in yourfamily. These are my attendants, Fuzake Sekkou
and Otomo Tanej i."

"Hatori," Kuon said, a grin spreading across his face. He set his
bowl down and rose from the table. "It has indeed been too long.
It wasat the last WinterCourt, was it not?"

Hatori nodded.
"You are welcome in Kyuden Hida;' Kuon said, smilingbroadly as

he bowed to Hatori. "My mother often told me howyouchampioned
the Crab in the courts, how youfrequently saw that the Emperor's
Blessing was used to bring food and weapons to our soldiers in the
Wall. Unlike many who bear the Emperor's name, youwill always
have friends here." Kuon's eyes fixed on Taneji. "Did Hatori sayyou
were an Otomo?"

Taneji coughed, eyes bulgingfrom his head in terror. A seasoned
courtier, hewasnot intimidated easily, but Kuon hadunnerved him
with a glance. "Yes," Taneji replied. "Allow me to apologize for the. . .
unfortunate incident with the Yasuki family. I assure youthat the
Otomo didall that theycould tomaintain peace. Wewould not have
declared Hachi the rightful heirhadhisclaim not been just."

"Just?" Kuon replied, tiltinghis head slightly. "I suppose, then,that
you would call the way Doji Kurohito murdered my mother justice?
I assume, then,that you would label the way Akodo Kaneka makes
his home in apalacethat belongs tomyclan justice? What else do you
call justice, Otomo?"

''Again, I am sorry;' Taneji said. "Even we of the Imperial House
are not perfect. There wasno way that wecould have predicted what
would occur. Wedidall that wecould."

"All that you could be bothered to do, you mean;' Kuon said.
"Hatori, you are welcome in my house, but the Otomo is not. Send
him away, and I will hearwhat youhave to say."

Taneji 's jaw dropped. suddenly all his fear was gone. "Hatori
sama,will you endure this?" heasked. "This isagrievous insulttomy
family. I will not. . ."

"Let it go, Taneji," Hatori said firmly, notingthe tendon standing
out on Kuon's throat. "Let it go. Leave now. I shall meetyou in the
village."

Taneji caught the hint and nodded obediently. "Very well, Hatori
sama;' he said, smoothing one handover his robe. He looked back at
Kuon. "Kuon, again I repeat that I am very.. ."

Kuon looked at Tanej i.
"Veryeager to leave;'Taneji finished . He quickly turned andexited

the chamber. As soon as he was gone, Hida Kuon'sface sprouted
a mischievous smile.

"Why must you torment them like that, Kuon?" Hatori asked,
seating himselfat the table.

"o h, please, Hatori-sen," Kuon said, returning to his place at the
head of the table."The Imperials spend all year mocking the brutish,
stupid, loutish Crab. It's so rare that I have achance toturn thetables
on them."

"I suppose so;' Hatori said. "I think you scared Taneji halfway to
hisgrave." Sekkou sat beside Hatori, speechless.

"He'll survive;' Kuon said."Now letusspeak ofbusiness. What can
I do foryou, MiyaHatori, andwhat canyoudofor theCrab?"

TKE KIDA
?~OUITlCES

The Hida family inhabits an enormous amount of territory.
This is only natural, as they are not only the largest family in
the Crab Clan but the th ird largest family in Rokugan (after
the Matsu and Doji). The northern provinces of the Hida are
lightly patrolled and scantily populated. Th ese area s are
mostly rocky, barren wasteland with little to offer an invading
army, so the Hida expend little effort in protecting them.
Toward the south, one is more likely to encounter bands of
armed Hida samurai.The southwestern territory of the Hida,
especially as one approaches the Wall, are regularly patrolled
by large bands of heavily armed bushi. Those without official
business in Crab lands should be warned : the Crab are suspi
cious of outsiders. Any stranger roaming near the Wall may be
perceived as a threat, and the Crab do not take threats casually.

of course, any samurai who wishes to stand duty on the
Wall can simply make his wishe s known to the local magis
trate and be assigned a post. Such outsiders are usually given
assignments of little importance so that they will not be in the
way, but are placed strategically so that they can see the most
dangerous parts of the Wall. Most visitors leave after the first
few weeks and do not return. Those brave enough to remain
may gain the friendship and trust of the Crab clan.

Hida lands are poor in natural resource s, rocky and infer
tile.The Hida must turn to outside sources to feed their popu
lation, and have come to rely on the Yasuki to provide them.
Two natural resources the Crab do have in abundance are iron
and jade.The metals mined out of the Twilight Mountains are
without a doubt the finest in Rokugan. While jade min es have
become rarer since the Battle of oblivion's Gate, most of those
that remain are found within Hida lands. Every known jade
mine in the Hida provinces is guarded by the finest Hida
troops, and out siders are rarely allowed to enter them for fear
of sabotage.

1i\AJOYl. HI"A
HOL"lnGS

While the Hida are not wealthy compared to the other great
military familie s, ever y koku the y can spare goes directly
into defense. So, while a Crab holding may not have all the
comforts and luxuries of a Crane palace, a visitor can count on
being well protected. Even the humblest Hida castle is built
from Kaiu designs , making Hida structures virtually impervi
ous.

I{.YUD~n HIDA
(LOCATion CB1?l

Kyuden Hida is not the oldest, largest, or wealth iest castle in
Rokugan but it is easily the most intimidating.The enormous
fortres s overlooks the cliffs of Earthquake Fish Bay, seemingly
carved directly out from the earth. The gates are topped by
a fanged skull the size of three horses, the remains of the
demonic Oni Lord known as the Maw.



Kyuden Hida is the most defen sible castle in the Empire,
but it has never known battle. During the Battle of the Crest
ing Wave, th e Maw's armies could be seen from th e castl e
walls. Again during the War Against the Shadow the Horde
was on the horizon when reinforcements from the Lion Clan
arrived. Neither time did so much as one enemy arrow strike
Kyuden Hida's walls.

The Crab have never needed to rely on Kyuden l-Iida's
defen ses, but no one would dare call the fortre ss unnecessary.
Kyuden Hida is the heart of the Crab's campaign against th e
Horde. It is here that the battle plans are prepared and relayed
to the front lines. It is here that soldier s are trained and
reviewed for duty. It is here that the descendants of Hida
make their home. It is here, should all oth er defen ses fail, that
the Crab Clan would make its final stand.

T~Ii\?~~ Of' ?~~SIST~nC~J

sun An" THun,,~~

A recent add ition to the top floor of Kyuden Hida is
the Temple ofYakamo. The walls of this temple are heavily
decorated in stained glass imported by the Crab's Unicorn
allies, and the cleverly modified ceiling can be winched open
to view the morning sun. The existence of this temple is
largely kept secret by the Hida family; it is their private sh rine
to Kisada (Fortune of Persistence), Lord Sun, and Osano-Wo
(Fortune of Fire and Thunder).

The Crab have a special relationship with these three divine
entities , all of whom were mortal Crab Champions who
ascended to divinity. Only members of the central Hida line
and tho se closest to them may worship in thi s temple. Hida
O-Ushi began the tradition of visiting it to seek guidance
from her divine ancestors in moments of doubt, a practice that
both of her sons adopted after becoming Champion.

Artifacts belonging to each divine Champion are on display
here, including Yakamo's wakizashi, the tessen Kisada carried
into every battle , and a shard of wood split from Shiro Shibas
gates by Osano -Wo's lightning (donated by the Hida's Manti s
cousins ). The temple is not something the Hida adverti se; its
existence is intended only for them to retain their connection
to their wisest and most powerful ancestors. Only a few Crab
outside the central Hida line have been admitted and no
non -Crab has ever seen the Temple.

HI"A ~OHIT~KI

[Shugenja 15; Kuni Shugenja 5]
Hida Rohiteki is the first High Priestess of Persistence, Sun ,
and Thunder. She is a gruff, blunt, and impatient woman with
a special connection to the temple's divine sponsors: she is
Hida Kisada's niece , Yakamo's cousin, and Osano-Wo's direct
descendant. When she prays to the gods, they listen and reply,
for she speaks to them not as a supplicant but as an honored
friend . When the Kaiu Walls were retaken, Rohiteki called
upon her ancestors and unleashed a rain of jade from the sky,
a display of magic unparalleled since the time of Kuni Osaku.

Though Rohiteki is a shugenja, she is a Hida first and no
stranger to warfare. She fought in the War Against the Shadow
and the War of Spirits, has completed six tours of duty on the
Kaiu Wall, and is among the most experienced Hida advisors.
She fills an honored place on Hida Kuon's staff. As she grows
older, her role in the Crab army has become more advisory as
she participates less and less in the campaign against the
Horde. Someday, she realizes, she will be forced to ret ire to the
temple full time. It is not a day she eagerly anticipates.

A"v~nTU~~ HOOK
Challenge: While visiting Kyuden Hida , an alarm

suddenly echoes throughout the castle. If the player charac
ters are not Crab, they find themselves forcibly detained and
surrounded by suspicious Hida bushi . If the y are Crab, the y
are immediately ordered to detain all visitor s.

Focus: Non-Crab PCs are questioned at length about their
whereabouts the previous evening, while Crab PCs ar e
ordered to patrol the outer wall s for any sign of inva sion.
Eventually, when it the party is absolved of guilt, the reason
for the heightened state of alert becomes clear. The Maw's
skull- the eternal fixture that guard s the gates of Kyuden
Hida - has been damaged. During the night the tip of its left
horn was broken off. This is espec ially disturbing, as Kuni
magic supposedly had not only purified the skull but also
rendered it nearly inde structible.

The Crab refuse to allow any visitors to leave Hida province
until the mystery is solved. Trustworthy PCs (and any Crab
PCs) are invited to aid in the investigation if the y wish, so long
as they do not get in the way.

Strike: A group of rnaho -t sukai in Daigotsu 's service
is responsible. With Fu Leng 's ascension to the Celestial
Heavens, the Maw's spirit has been freed from Iigoku , but it
cannot return to Rokugan while its skull exists in a purified
state. A group of saboteurs have been sent to destroy the skull,
but they underestimated the spells that protect it. Fleeing into
the nearby cliffs, they have adjusted their strategy and plan to
return once the Crab relax their patrols.



~A;tTHQUAI{~ f'ISH BAY
(LOCATion ~~~ In ~OKV<iAnr" LOCATion
VVV In TH~ <iAm~ mAST~~·S <iVI"~TJ.)

With so few areas of fertile farmland in Crab lands,
Earthquake Fish Bay is one of the clan's most valuable
resources.The Hida and Yasuki both fish it heavily.The salted
fish cakes that are a no torious staple on the Wall originate
here. Earthquake Fish Bay is also hom e to the Crab c lan's
impre ssive navy, a fleet secon d only to the Mantis. While the
Crab have only attacked human opponents by sea once, they
frequently use koutetsukan and other warships to fight the
Shadowland s armies on the high seas.The Taint does not stop
at the beaches, and the Seas of Shadow can appear without
warning, so Hida captains are always ready for battle .

Earthquake Fish Bay is home to a number of dormant
underwater volcanoes . When these volcanoes erupt, scores of
dead fish wash up on the shores, boiled by the tremendous
heat.The Hida never eat the se fish , for their deaths are always
a sign of ill omen. Such an eruption occurred just before the
fin al batt le for the Kaiu Towers, a battle in which Fu Leng's
personal intervention permanently cursed the Tower of Fear.

I{OT~nJ TH~ C;tAB
AnC~ST;tAL HALL
(LOCATion CB1'1.)

Modeled after the Lion Hall of Ancestors, Koten is a stark,
foreboding structure nestled in the foothills of the Twilight
Mountains. Th e sta tues of countless Cra b heroes carved
by master Kaiu stonemasons stand guard over the cavernous
hallwa ys. Th e chanting of lonely monks resound through
Koten at all time s, mo urning the dead and grieving for the
ete rn al battle that ha s become the Cra b c lan 's ex istence.
Koten may be the most depressing place in all of Rokugan.

Though Koten has many shelves and niches to ho ld th e
remains of Crab heroe s or the weapons they carried, most of
them are empty.The majority of Crab heroes leave little in the
way of remains. Many die on the Wall, where they are either
carried away by th e Horde or , occasionally, reanimate and
depart of their own accord. As for mementoes of th e dead ,
few Crab samurai would put a weapon on display in a tomb if
it could still be used agains t the enemy. For these reason s,
Koten is an empty place.

While Koten has few mementoes, the Crab Ancestral Hall
has legends in abundance. The monks who tend Koten are
renowned for their memories, and listen patiently to any tales
of dead Crab heroes. A visitor to Koten can ask the monks for
tales of nearly any Crab hero , no matter how obscure , and be
rewarded with a stirring tale of courage and duty. Visitors
from othe r clans sometimes remark that the monks could not
possibly remember all the tales they claim to know, and that
surely th e stories they tell mu st be false. Such visitors are
escorted from the Crab lands and asked not to return.

xmsn, CVSTODIAn Of' KOT~n
[Inkyo 8; Four Temples Monk 3]
Strangely, no one remembers the Crab An cestral Ha ll 's
custodian's real name . His cho sen name, Kinen ("Memory"),
is an obvious pseudonym. The old monk never speaks of his
life be fore he came to Kot en , and sometimes jokingly
comment s th at he pushed his old life out of his memory to
make more room for stories. Kin en seems ou t of place in a

Crab temple. He is a calm, soft-spoken little man with none of
the scar s or deb ilitating injuries common in Crab monks.
Despite this fact , even hardened Crab vet erans treat Kinen
with reverence and respect , for they know that one day it will
fall to Kinen to remember their story.

Kinen has an incredibly sharp memory and is an excellent
storyteller. If he cannot recall a tale of a Crab hero, then that
hero never existed . While he is calm and polite to guests in his
temple, he is extremely strict toward the lesser acolytes.Those
who fail to keep the temple clean or fail to maintain the chants
for the dead are cast out. Those who cannot rem emb er the
tales of Crab heroes are punished severe ly. Kin en has the
deepe st respect for the sacrifices the Crab have made for the
Empire, and will not tolerate tho se who do not take his dut ies
as seriously as he does.

LOnG WALI{
(LOCATion CB9)

The Hida make little effort to conceal th eir dislike of
outsiders. Visitors to Crab land s find much greater hospitality
in the Yasuki or Kaiu provinces. On tho se occasions when the
Hida fin d it useful to trade with non-Crab, Nagai Aruki 
Long Walk - is where they choose to do so, in inimita ble
Hida fashion.

The "cit y" is on ly a city in th e most technical sense.
For whatever reason, the Hid a decided to build Long Walk in
the mid st of a rare area of ferti le farmland. As a result, it is
peppered with larg e rice paddies. Bridges allow visitor s to
walk over the paddies without ge tt ing th eir feet wet (the
bridges are mo stly for the rice crop's protection ) and Long
Walk's numerous shops and trading hou ses are scattered on
higher ground over an area of three square miles. For a clan
that pride s itself on pract ical design as much as the Crab, Long
Walk is designed to be uncharacteristically inconvenien t.The
Hida would not have it any othe r way.

Some of the most talent ed Hida weaponsmiths and crafts
people make the ir hom e in Long Walk. Visitors who wish to
tr ade with the H ida are fo rce d to learn the in terminable
bridges and waterways. When a visitor find s what he is seek
ing , the arti san invariably forces him to place a special order
and wait for several weeks whil e he completes previous orders
for the Hida family.The situation would not be endured if the
Hida craftsmen (most of who m were train ed by Kaiu masters )
were not so unden iably good at wh at th ey do. Thu s, Long
Walk allows the Hida to conduct a small amount of business
with other clans, all the whil e firml y reminding outsiders that
all business must be on Crab terms.

Th e Yasuki frequently urge the Hid a to cease using Long
Walk as their center of trade. They view the place as a public
relations nightmare, a testament to Hid a arrogance .The Hida
disagree, claiming not to und erstand why visitors find Nagai
Aruki so inconvenient.

HA~V
[Expert 6;True Ronin (Insight Rank 2)]
Haru and hi s fam ily are known th rou gh out Long Walk .
He, like his ancestors, is an ashigaru. His family has served the
Hida for over four hundred years; they perform their duties
with as much pride and zeal as any true samurai. Harus du ty is
to prot ect the city of Long Walk, bu t since the city has rarely
been threaten ed thi s duty is a fairly easy one. His secondary
du ty is to act as a runner. Once every three months Haru
makes a circuit of all th e major Hida castles and notes any



su pp lies th ey mi ght n eed fro m Long Walk. Haru makes
certain to mee t any Crab samurai that enters the village. Ifhe
is not pre sent, on e of his sons wi ll appear in his place. Haru
and his family eagerly act as scouts, mes sengers, and gofers for
any Crabs visiting Nagai Aruki, Crab samurai are invi ted to
stay in Harus hom e (which is extraordinarily comfortable for
a peasant 's home) whi le Haru con ducts business in the city on
their beha lf. No Crab who want s anything from the city need
ever set foot on a single bridge, or in any way put up with th e
intentional in convenience built into Nagai Aruki,

A 17I1;:n TV~;: HOOK
Ch allen ge: Th is adventure hook works best if the party is

composed of Crab chara cters or characters tha t have won the
clan's tru st. The PCs are invi ted before an influen tial Crab lord
to deal with a sens itive matter. A Crab caravan was attacked on
its way to Long Walk, and the daimyo wants the PCs to return
an item of great value .

Focus : While the sh ip m en t of steel th e caravan wa s
carrying was nearly priceless, the true treasure th e cara van
bore was Haru.The ashigaru was taken prisoner by the band its
and forced to join th eir nu mber, as band its often do with peas
ants they encoun ter. What the bandits do not realize is tha t
Haru was also on his way back to Long Walk to place ~rders
for all the Hida lord s, and he still carries this info rm ation in
his memory. If Haru is not rescued, this information will be
lost, causing havoc in the Crab supply lines.

Strike: The ban dits h ave no ide a h ow valua ble Haru is.
If they realize th e player characte rs are afte r th em, th ey will
assume their targe t is the stolen goods. Haru , for his part, will
do his best to escape and help th e party take down the bandits.
If the band it leader sho uld learn how valuable Haru really is,
on the ot he r h and , the ashigaru will suddenly become
a valuable hostage.

SHlnS£IIS LAST HOI'£
(CB22j 5;:;: 1i\A7 on 7AG;: 96)

Shinsei's Last Ho pe is rarely vis ite d by non-Crab . Mo st
outsiders do not even realize it exists. Despite this fact , the
Hi da regard Shinsei's Last Hope amo ng th eir most important
settlements. It is an island of purity in the midst of festering
Taint. It is th e on ly uncorru pted ci ty on th e Wall 's western
side.

When the Seven Thunders firs t defeated Fu Leng , it was a
lonely Crab scout who firs t spied Shi nse i, Shiba, and Shosuro
returning from the Shadowlands. The Crab greeted the three
famo us heroes, share d hi s water , bandaged Shiba's ter rible
wounds, an d then prepa re d to an n ou nce the Thunders'
success. Before he could leave, Shinse i stopped th e scout and
whispered a sho rt pro mise .

"This place where we stand now," Shinse i said, "will never
fall to the Tain t so long as your children protect it. Guard it
well, for it is in th is place tha t th e Empire shall find its last
hope."

Needless to say the scout was rooted to th e spot and Shinsei
and the others traveled on. Most hi stori es do not recall him,
and eve n th e Crab do not remember his n am e. All th at is
kn own is th at he stood his ground for seven days and nights
until ano ther Crab found him . He would not dare mov e for
fea r th at h e wo uld n ot be able to find the place again.
The second scout returned to Kyuden Hida with th e news of
Shi nsei's promise. Kun i sh uge nja were dispatch ed to deter
min e the tru th of the scout's claim. Sure eno ugh, it appe ared

as if an area of th e Shadowlands large enough to hold a small
village had been purified, Alread y green plants had begun to
grow there, and the Tainted waters ran pure.

Wi thin months, a Vill age was built in the Sha dowlan ds.
The Ho rde soon noticed it and directed their best efforts to
destroy the tiny com mu nity. The Crab samurai fought fiercely
to defend what the y had bu ilt, and again st all hope, the Village
survived.The Village was named Shinseis Last Hope after the
promise th e little man had given the Crab Scout.

Over the cen tur ies , Shiri sei 's Last Hope ha s becom e a
stagi ng gro und for those about to enter the Shadowland s. It is
th e last place where a samurai can hope to pick up food, water,
jade, and a safe night 's rest. It is th e on ly safe place within
mile s for those fleeing the Horde's wrath. The Village's outer
walls of are studded with jade, enchanted by the Kuni at great
expens e so that they never tarnish and shine like a be acon
in the nigh t.

Even when the Maw dominated the lan d all around,
Shinsei 's Last Hope was never con quered. Many Hiruma
fleeing th e conquest of Shiro Hiruma fou nd refuge there as
th e eternal jade's green light repelled the Horde. As th e Village
co n tained little worth looting, the Maw was con ten t to



besiege the village until the ir supplies ran low. By the time
they did, the Kaiu Wall had been completed.The Crab armies
rallied, slaying the Maw and pushing the Horde back beyond
the Forgotte n Tomb.

Every time a Twenty Goblin Winter is declared, Shinsei's
Last Hope buzzes with activi ty. It is in th is village that most
aspiring Crab gather to be outfitte d, and it is here th at they
return to drop off the ir grisly trophies. A large white sto ne
stands as a monument in the village's center, inscri bed with
the names of every brave ronin who earne d th e Crab name
du ring a Twen ty Gob lin Wi nter. The ronin are allowed to
carve their own names upo n the monument, adding to th e
Crab Clan's glory in the ir own small way.

li\lno~ HI"A
HOL"lnGS

WE:ST movnrnm 1111.1.AGE:
U.OCATlon CB10l

Like mos t large Hida settleme nts, West Mountain Village
(Nishiyama Mura) is an outpost and training ground for Crab
soldiers. Situated along the western halfof the Wall Above the
Ocean Mountains, this remote village is only connected to the
rest of the Empire by the single narrow road that bisects the
village . Certain cavern s in th e surrounding moun tain s can
lead a traveler to Higashiyama Mura, if he knows where he is
going and wishes to defy the legend s ofbeasts and spirits who
dwell within the caves.

When the win te r snows co me, Nishiyam a Mu ra is
completely cut off from th e outside world except for those
wh o dare th e caves. Were it not for the small jade mine just
north of th e village it is un likely th e Hid a would have any
presence here. It is, perhaps, the village's secluded nature that
has attracted its most famous resident.

unA~1

[Samurai 10/ Hida Elite Guard 5 ; Hida
Bushi 4/Hida Elite Guard 1]

At one time, Hida Unari was numbered
among the mo st famo us Crab

her oes. He joine d the Cr ab
armies only a few week s before

th e Sco rpion Coup, and earn ed a
name fo r himself during th e Clan

War. He was one of the first to swear fealty to H ida
Yakamo when the Crab Thu nder denounced the path of

corruption the Crab had begun to tread. He was one of
on ly a handful of heroes to stand beside the Acolyte of Fire as

he defeated Lord Moon's avatar, and he led a Legion of Crab
to Volturnum. Una ri cult ivated a reputat ion as a me rciless
warrior and a ru th less co mma nde r, dr ivin g h is troops to
exhaustion for the sake of honor and glory. Wh en he lost the

lower half of hi s left leg in the Battle of o blivion's Gate,
a num ber of men in his own command quietly rejo iced.

After retu rning to Crab lands, Una ri relucta ntly retired.
The Crab warrior found the sedentary life of a monk

somewhat chafing, unt il one chance afternoon his life
took a turn. Bored and listless, Unari happened upon a
copy of the Tao that his gran ddaughter had given him

to help acclimate to h is ne w life. Unari ha d always
des pise d the book, though he had nev er read it. Wi th

no th ing but time on his hand s, he decided to read the Tao
and finally see what he despised so greatly.

To Unari's surprise, he foun d that the book inspired him
as few things ever had. He was mystified at how Shinsei used
words and turn ofphrase to create world s that had never been,
to inspire thought where the re had been non e. Hung ry for
mo re, Unari delved into histories and legend s. He who had

been a blun t, surly, barely literate warrior became an avid
reader , a student of the classics. Unari decided tha t he
wished to give something back to the Empire, to create
someth ing as great as the works he now loved so welL
After three years of labor, he offered his firs t novel as
a gift to Hida O-Ushi. The book was entitled Persistence,



and told th e bittersweet tale of Hida Kisada's rise , fall , and
ultimate sacrifice for the Clan he loved so dearly.

Th e book was so well written that O- Ush i was moved to
tears. At the following Winter Court she proclaimed Unari the
Crab's foremost author an d poe t, a treas ure of th e Empire.
A Phoenix who had known Unari in hi s youth snicke red
at O-Ushi's words. The Crab Champion left the man lying in
a pool of his own blood . Copies of Persiste nce were dist rib
uted to the great hou ses of ot her clans. Even wi thout the
threat of violence, Unari's talents as a write r were widely
acknowledged . Young writers began to und ertake journeys to
Crab lands to study under hi m. Unari wan te d non e of it ;
he merely wished to be left alone so he could continue writing.
He moved to Nishiyama Mura where he hoped to be left in
peace, and he has lived there ever since .

Unari is as muc h a village fixture as any bui lding or monu
ment. Everyone who lives there knows him and the peopl e
have corne to rely upon his immense wisdom and experience .
The years have treated him well , and were it no t for his shaved
head and missin g leg he would look very much as he did
during his days as a warrior. Though Unari recogn izes th e
need for warriors, he has embraced the life of a monk and
practices no violence unless it is first visited upon him.

A"II::nTV~:: HOOK
Challenge: Whi le passin g th rou gh West Mountain , th e

characters are invited to Unaris modest horne. The old monk
greets them amiably. If any of them have read his novel, he
accepts their pr aise with humility. If no one men tion s h is
wor ks, he seems slightly more at ease. Unari has a message
that he wishes the player characters to carry for him, a scroll
intended for Kinen , master of the Crab Ancestral Hall.

Focus: Unari does not seal the message and does not forb id
the characters fro m reading it; he merely assumes that they
will not. The letter requests th at Kinen dispatch on e of h is
aco lytes to Nish iyama Mu ra so that he can sha re stories.
It seems that since the great success of Persistence, Unari has
been overw helmed by the reaction and can no longer write.
He hope s that the tragic tales of Koten can inspire him once
more. If the characters are honorable enough not to read the
message , they shou ld be rewarded appropria tely.

Strike: An unpublish ed author by th e name of Ikom a
[uic hi is jealous of Unari's success, and ha s lately tak en
to spying on the old monk's horne. Wh en he sees the player
charac ters are bearin g a scroll from Unari bound for Koten ,
[uichi assumes th at it must co n tai n some tale Unari ha s
written, intended for the Ancestral Hall. [ui chi hires a band of
thieves to steal the scroll so he can publish the story under his
own name. Should he obtain it and discover that Unari can no
longer writ e, he will take advantage of the situation to make
a laughingstock of the Crab Clan's pet author.

£AST movnrnm 1111.J-AG£
U.OCATlon CB12)

East Mountain Village is similar to its cousin only in name.
West Mountain is a small, secluded settlement;East Mountain
(H igash iyama Mura) is ne arl y a sma ll ci ty. The village is
strongly fort ified and hou ses a large number of Crab samurai.
As one of a handful of set tlements guarding the Crab's shared
border with the Crane, it is always watched carefully.There is
no love lost between Crab and Crane, especially following the
recent Yasuki debacle. Any Crane who tries to cross the River
of Gold may end up peppered with Crab arrows long before he

reaches the western shore. Crane who wish to make peaceful
con tac t with the Crab are enco uraged to t ry Long Walk
instead.

Aside from it s rol e as a minor militar y ou tpos t ,
Higas hiyama Mura is also a subject of curios ity for the Hida
family. Many natural cavern s extend through the Wall Above
the Ocean Mountains, con nec ting East Mountain to West
Moun tain . For whatev er reason , the caverns on the moun
tain s' eastern side are frequently infested with all manner of
pre datory Shadowlands creatures and violent spiri ts. Every
year a squadron of Hida bushi gathers to clean out the caves
an d extermi na te th e corr up tion at its source, but within
wee ks th e problem always returns. Crab scholars find the
problem baffling. Sure ly if the caves were to be infested at all,
one would expec t the prob lem to be worse in the western part
of th e mountains, closer to the Shadowlands. In st ead ,
th e wes tern caverns are entirely free of dangerous beast s.
The Kuni Witch H unters have theori zed that a powerful
maho-tsukai may be responsible for the recurrin g probl em,
but their investigations have turned up nothing.

For the time being, the residents of East Mountain have
essentially grown accustomed to the prob lem and avoid th e
caves except in emergencies. The Crab stationed in the area
have corne to look forwar d to the yearly "Higash iyama Purge."
After all, the village is quite far from the Kaiu Wall and the
Crane in Ookami Toshi generally mind their own business, so
the yearly excursion is the most action the Crab bushi see all
year. Those who have spent three years or more statione d in
Higash iyama Mu ra plan for the Higash iyama Purge as if it
were a vacation or a grand camping trip. They trade stori es of
past Purges with their comrades and some time s invite oth er
bushi frie nds to th e village so th ey can participate. A small
"Purge Fest ival" always acco mpan ies the Crab squadron's
return from the caves, transforming the annual battle against
the mysterious infestation into a strange local holiday.

A" II::n TV~:: HOOK
Challenge: The son of a local Hida magistrate is missing.

Th e PCs are in vit ed to jo in the investigation ; should they
discover the ch ild's wherea bouts they will gain a powerful ally
in the Crab Clan.

Focus: The trail of clues soon suggests that the child wan
dered into the haunted caverns despite his parents' warnings
and became lost. Following the trail, the PCs locate the child
before any harm can corne to him.

Strike: Just as th ey do so, a mon strous roar echoes from
the caverns far above. The tunnels behind the party collapse,
cutting off the path back to East Mountain Village.The magis
trate's son thinks he kno ws ano the r way through the cavern s,
but it leads all the way to West Mountain Village. If the party
wishes to esca pe , they'll have to follow the trail und er the
mountains, through the heart of the haunted caverns, whi le
protecting the magistr ate's son from harm.

TWIJ-IGHT movnTAlnS
(LOCATi On AAA In ~OKVCiAnf' LOCATion

"""In TH:: CiA1i\:: 1i\A5T::~'5 CiVI" ::"' )
This spectacu lar mountain range dom in ates the Hi da
provin ces' northwestern bord er. Tho ugh the mo untains fall
closer to the Kaiu and Torit aka provinces, they are tech nically
the Hida family's doma in . Settleme nts are small and sparsely
populated . Th ose who see k th eir fortune in the rich iron
mines beneath the peaks rarely stay for more than a few years.



Mo st samu rai who patrol th e area are Toritaka phantom
hunters, an d even th ey see m more morose in the lonely
mountains. Anyone who spends time in the Twilight Moun
tains ine vitably feels as if he is being wat ched. Though the
mountains are no t Tainted, it is obviou s that some powerful
spiritual presence dwells there, and thi s presen ce prefers to be
left alone.

In th e late fourth ce n tury a group of Crab explorers
vanished in the Twilight Mountains, lending credence to the
idea that the area was haunted by some powerful malevolent
entity. Scouts who explored the area found no sign of the lost
party, and they were assumed lost forever. Sixty years later the
explorers' descendants returne d. Present ing the lavish wealth
of their mines to the Emperor as "back taxes" they gained the
Hantei's favor and were granted perm ission to take the Heichi
family name as the minor Boar Clan.

The Boar's cousins in the Crab were surprised by this turn
of events. They were prepared to welcome the Boar back, but
the Heich i did not wish to return. Some claimed resentment
over their "abandonment" in the mountains. Others gave no
excuse at all. One thing was cert ain - the Boar possessed the
fines t iro n mines in Rokugan, and their armorers were so
talen ted th at even the Kaiu looked at their work with
unabashed envy.

Ove r a hundred years lat er th e Boar Clan van ished as
sudde n ly as they had reappeared . A sinis te r Bloodspeaker
named Agasha Ryuden , work ing beside Iuchib ans lieutenant
Asahina Yajinden, discovered that the Twilight Mountains had
been the site of the First a ni's death . The Boar were aware of
a powerful residual evil that staine d the Mountains and had
made it their duty to prote ct the Empire from it. Visiting the
Boar in the guise ofdiplomats, the Bloodspeakers storme d the
hidde n mines an d slaugh tered th e Boar. Using corru pted
steel, th ey forged the Anvil of Desp air , the mo st deadly
nemuranai the Bloodspeakers had ever created .

The n, to the Empire 's surprise, not to mention the Blood
speakers, the surviving Boar simply vanished.The magistrates
who later came to investigate found only bloodstain s and the
discarded possessions of the mighty Boar. By Imperial Edict,
the lands retu rne d to the Crab Clan's possession. As no other
fami ly wanted the haunt ed lands, th ey fell to th e Hida by
default. Since then the Hida have made good use of the rich
iron mines whenever possible, th ough it can be difficult to
fi nd workers brave enoug h to venture into th e Twil igh t
Mountains.

The truth beh ind th e Boar 's disapp earance is one of th e
strangest tales ever seen in Roku gan, and few will ever know
it. When the First a ni died, its residual evil awakened some
th ing deep in the eart h . A powerful spi ri t - th e Shakokl
Dogu - was roused by the demon's corruption. The pain the
First ani brough t the earth outraged the Shakoki Dogu, and
the spiri t swore to spend ete rnity contain ing th e dem on 's
corruption.

Afte r many cent uries, th e Shakoki Dogu became lonely.
When a grou p of Crab explore rs entered the mountains, the
Shakoki Dogu imprisoned them between the Spirit Realms.
It wished for companionship, and forced the lost Crab samurai
to help it main tain its lonely vigil. For sixty years th e Crab
str ugg led to escape, until fina lly th eir lead er Hida Heichi
confronted the Shakoki Dogu spiri t and demand ed to kno w
why they had been imprisoned.

When Heichi learned the tru th, he found himself sympa
thetic to the Shakoki Dogu's pligh t.The spiri t's eternal, thank
less duty reminded Heic hi of the Crab Clan's endless war. He
promised th at as long as the Shakoki Dogu fought the First

ani's corruption , hi s descendants would stand besid e th e
spiri t. Ove rcome with gratitude, the Shakoki Dogu allowed
the captured Crab to return to the mortal world .

When the Bloodspeakers began to slaugh ter the Boar,
the Shakoki Dogu felt that it had made a mistake. In its zeal to
protect th e Boar, it tore th em from the mortal realm again,
perm anently transforming the entire Minor Clan into flesh
less spirits. Now the Boar walk beside the Shakoki Dogu, not
quite alive but not quite ghosts, as they help the strange earth
spirit maintain its vigil.

Forever.

A"II£nTV~£ HOOK
Challenge: Thi s adventure hook begins in a large city far

from the Twilight Mountains. While browsing a small shop ,
a PC not ices a str ange stone doll (a Shakok i Dogu effigy).
After momentarily blacking out he find s himself in the street,
clutching the doll in hand. He has vague memories of
purchasing th e doll, but does not rememb er wh y he did so.

Focus: After a few night s of possessing the doll, the character
begins to have terrible nightmares.The nigh tmares encourage
th e charac te r to bring th e doll to th e Twilight Mountain s.
The effigy was separated from the Twilight Mountains during
a period of dorm ancy by a greedy bandit who did not realize
what he had found . Now thi s lost piece of the Shakoki Dogu
wants to return hom e. If the character attempts to dispose of
the doll , it somehow turns up in his possession once again.

Strike: Unknown to th e cha racte r, th e Shakoki Dogu is
able to communicate with him because he is distantly related
to the Boar Clan. His ancestor was an ambassador fortunate
enough not to be in Boar lands when hi s clan disappe ared.
If th e cha rac te r returns th e spiri t , th e Shakoki Dogu may
decid e to tr y to "protect" th e cha racter by rende ring him a
fleshless spiri t as it did the othe r Boar.The character must find
a way to get rid of the cursed doll or reason with the strange
spiri t.

IIi\I'O~TAnT

IiIDA nrcs
HIDA I(VOn
C~AB CJ.An CHAIi\'?IOn

H ida Kuon never expecte d to reign as Crab Champion.
He contented himself with the life of a warrio r, loyally serving
his twin brother Kuroda. Upon passing his gempukku, Kuon
threw himself into personal combat, embracing the bloodlust
of his Hida forebears. Meanwhil e his brother Kuroda studied
the tactics and strategies of great Crab and Un icorn generals.
The brothers were th e perfect pai r. With Kurod a's cunning
an d Kuon's power th ere were few ene mies th ey could no t
overcome. Even so, there was little doubt in anyone's mind ,
including Kuons , th at Kuroda would ult imately be a bett er
leader for the Crab. So it came to pass that when Hida O-Ushi
died, Kuroda became Crab Champion and Kuon served as his
most tru sted officer.

When Kurod a fell defending the Kaiu Wall, Kuon reluc 
tan tly assumed the man tle of Champion. Kuon was uncertain
in his new role, un able to adjust to the idea of so many lives



dep ending on his decisions. When Kuroda returned ,
pos sessed by the demonic Kyofu , Kuon was galvanized by
rage. As he charged into battle against his corrupted brother,
tho se Crab who had begun to lose spirit when the KaiuTowers
fell were heartened by the sight of their seemingly invincible
leader. Samurai on the brink of surrender took up their
weapon s again and fought against insurmountable odds .

When Kuon realized that he had won the loyalty ofhis clan,
he took steps to make certain he would not fail them. Recog
nizing his weakness as a strategist , he surrounded himself
with the wisest and most experienced military minds in his
clan. He learned quickly, and in the meantime he continued to
serve as he always had - at the vanguard of the Crab armie s.
No Clan Champion risks himself in personal combat with
the fr equency of Hida Kuon. He wields his grandfather's
legendary tetsubo to devastating effe ct , cleaving a bloody
swath through the Lost.

Where once the Shadowlands held six of the twelve Kaiu
Towers, the Wall is now fully in the Crab 's possession again
thanks to Kuon's leadership. Though the Tower of Fear still
stands, permanently corrupted by Fu Leng's intervention,
Kuon organized the Crab to tear down the Wall and rebuild
around it.The Wall stands pure once more , not the same as it
once was but as strong as it has ever been.

Recently some of Kuons advisors have begun to criticize his
tendency to charge into battle at the head of his army. While
Kuon realizes that the Crab cannot afford to lose another
daimyo, he knows that neither can they afford to lose courage.
He is a symbol of hope, throwing himself against countless
odd s and always emerging victorious. The Crab look to him,
drawing strength from his example. Some say that with Kuon
as their leader, the Crab cannot be defeated.

Kuon prays to his ancestors that his people are right to put
their faith in him , but in his heart he fears for the future. Each
time he charge s into battle , he finds it more difficult to reach
the depths of rage and bloodlust that have served him so well
in the past. He find s himself distracted by thoughts of tactics
and st rategy. He finds hi s rage derailed by thoughts of
concern for his comrades.

Kuon worries that he is becoming weaker, but those who
stand beside him would argue that the opposite is true . Kuon
is becoming a leader.

HI17A xuon
Male h u m an Crab Ftr i n/ Ber 5: CR 15; Medium-size
humanoid (human); HD 15dl0 + 60; hp 185; Init +2; Spd 40
ft .; AC 27 (touch 13, flat-footed 25); Atk Kisada's tetsubo
+28/+23/+ 18 melee, Idl0+16 damage +2d6 holy damage vs.
evil; SQ Class sk ill - Knowledge: Shadowlands (family
bonus), Rage 2/day, Uncanny Dodge (Dex bonus to AC, can't
be flanked); Honor: 2; AL NG; SV Fort +16, Ref +7, Will +5;
Str 20 (24), Dex 15, Con 19, Int 10, Wis 11, Cha 11; Maximum
Void: 2; Height 6 ft. 2 in .

Dojo: Sunda Mizu Dojo; Kata: Shards of Earth, Striking as
Earth, Striking as Water.

skills and Feats: Speak Language (Rokugani, Nezumi, Oni),
Climb +14, Intimidate +12, Intuit Direction +6, Jump +14,
Knowledge (Shadowlands) +13 , Listen +9, Wilderness
Lore +9; Cleave, Hida's Charge, Hida's Terrible Wrath,
Improved Bull Rush , Kharmic Twin (Ancestor - linked to
Hida Kuroda), The Mountain Does Not Move, Power Attack ,
Void Use, Way of the Crab, Weapon Focus (die tsuchi),
Weapon Focus (tetsubo), Weapon Specialization (die tsuchi),
Weapon Specialization (tetsubo).

Possessions: Kisada's tefsubo (see page 29), +2 amulet of natural
annor, stoneofgood luck (shaped like a figurine of Fukurokujin),
obi of giant strength +4, ring of protection +1, Yakam o's armor (+5
greatannor).

HII7A xuon
Earth: 6
Fire: 3

Agility: 4
Water: 4

Strength: 6
Air: 3

Reflexes: 4
Void : 3
School/Rank: Hida Berserk er 2/ Hida Bushi 3
Dojo: Sunda Mizu Dojo
Kata: Shards of Earth, Striking as Earth, Striking as Water
Honor: 2.3
Glory: 8.1
Advantages: Kharm ic Tie - Hida Kuroda (3 points), Large,

Strength of th e Eart h (8 points), Way of th e Land (Crab
Lands)

Disadvantages: Driv en (to pu ni sh the Shadowlands ),
Neme sis (Hida Kuroda)

Skills: Athletics 6, Battle 3, Defen se 6, Die Tsu chi 7,
Hunting 4, Int imidat ion 4, Jiu jutsu 5, Kenjutsu 4, Lore
(Shadowlands) 5, Nezumi 3,Tetsubo 7

HIDA ~~IHAJ
ADVISO~ TO LO~D KUOn

One of the youngest officers on Kuon 's council of adviso rs,
Hida Reiha is liked and respected by the Hida.Though she is
of relatively low birth, none doubt her courage and ded ica
tion . She is intelligent, insightful, and diplomatic, able to see
all sides of a situation despite her inexperience. Her prowess
on the battlefield is unquestionable , and her be auty h as
inspired even the most in articulate of Hida samu rai to
attempt to compose haiku in her honor.

Born to the Kakeguchi vassal family, Reiha was tr ain ed
from an early age to serve the Hida with loyalty and honor.
As the Kakeguchi family daimyo's niece, she was given th e
honor of tra ining at the prestigious Sunda Mizu Dojo and
invited to live in the household of Hida O-Ushi.The opportu
nity was like a dream for young Reiha ,who had been raised on
tales of O-Ushi's heroism and worshiped the Crab Champion.
Reiha performed exceptionally well , and her sens ei recom
mended her for a position on the wall under Hida Kurod a's
command. As she had come to look upon Kuroda as a brother,
friend, and comrade, she eagerly accepted.

The Shadowlands had been silent for many years at that time ,
but Reiha took her post seriously. While other Crab officers
took the opportunity to relax, Reiha vigilantly organized scout
ing parties and saw to the Wall 's defenses . Kuroda noticed
her initiative and promoted her to his second-in -command.
Like Reiha, Kuroda considered the silence from the Shadow
lands a reason to be even more vigilant. Reiha came to respect
Kuroda like no other samurai.

Though Reiha always got along well with Kuroda, she
disliked his brother Kuon at first. Compared to his brother,
Kuon was surly, arrogant, and had poor control over hi s
temper. He had a tendency to tell raunchy jokes and had
teased Reiha relentlessly when they were children. Kuon 's
only positive trait was that he was always able to make Kuroda
laugh . Kuroda always tolerated his brother's gruff humor, and



always li stened to hi s adv ice . Reiha tolerat ed Ku on fo r
Kuroda's sake, an d because Kuo n was also th e son of O -Ushi .

W he n Hida O -Us hi was kille d, Reih a was su rp rise d to see
the change that came over bo th broth ers. W h ile Kuroda was
overcome with grief, Kuon was appa rently u na ffect ed. He
simply bore th e news without emotio n , even wh en Kuroda
was in tears. Ange red by Kuon's apparent lack of concern,
Reiha decided to face him, co nsequences be damned. W he n
sh e burst in to Kuons cha mbers to confront him, she foun d the
younger twin's eyes red fro m grief, tears streaming down his
face.

It was then that Reih a real ized tha t Kuon was no t th e boor
ish lout he appea red to be. He simply played the lout 's par t to
keep up hi s brother 's sp ir its in the face of the im possibl e
demands placed upon him. He preten ded to be un affected by
h is mother 's death so that Kurod a cou ld draw from h is
st ren gth . Reiha had new re spect fo r 1-!ida Kuon , an d with
a sin cere apo logy and a promise not to share what she h ad
seen she left him to h is grief

When Kuroda fell to the Sh adowlands, Reiha was sha tte red.
It was she wh o carr ied th e broken shards ofYurug inai to th e
Kaiu Forge, and it wa s sh e who bro ught Kuon n ew s of h is
brother's death. Despite her ter ribl e sorrow, sh e perform ed
both du ties with quiet fo rtitude . She had fai th in the cla n's
future, for Reih a was one of the few Crab who felt confi den t
in Kuons abili ty to lead. All th at he require d was encourage
ment, someone to support Kuon as Kuo n had once supporte d
h is bro th er. Reiha therefore stood by Kuon th roughout th e
tria ls that followed his ascension to Cha m p io n , offering
advice and support. Still angered at h is brother's death, Kuon
was stubborn ly resistant to her offers of support.

After a crushing defeat in the campaign to retake th e fallen
Kaiu Towers, Kuon becam e particu larly fr ustra ted. H e
retreated from hi s advisors an d refu sed to spe ak to anyone .
Reiha disobeyed Kuon's commands , con fro n ting h im an d
in sisting th at he pe rsevere . Kuon , ashame d and grateful, took
new strength from her words. Since the n, he has rarely been
seen without the young sam urai-ko by hi s side . He has neve r
regretted placing hi s trust in her.

With Kuon now a strong leader of th e Crab Clan, m an y
H id a fee l that it is time tha t he p roduced an h ei r. Thou gh
many poli tica l marriage ar rangements have been offe re d ,
Kuon has refused them alL Few amo ng h is advisors doubt th at
th e headstrong young Crab will m ake hi s own choice. Reiha
has come to realize that her respect for Kuon had grown int o
some th ing mu ch more, an d tha t he loves her in ret urn. Kuon
h as privately offe red to marry Reiha once the Wall is secure
an d a new Emperor h as be en proclaimed. She h as gladly
accepted .

The idea of a Crab Cha mpion marryin g a mere vassal would
ca use a scandal in any ot her Great c lan. In th is case, bo th
Kuon and Rei ha are so beloved that th e news w ill almost
certainly bring joy throughout the Cra b c lan .

HI"A ~=:IHA

Female human Crab Sam 9: CR 9; Med ium-size humanoid
(h um an) ; H D sdro + 48; h p 129 ; Init +1; Spd 30 ft. ; AC 21
(tou ch 11 , flat-foote d 20 ); Ark +3 katana +15/+ 10 me lee,
1d 10+8 dam age; SQ Ancestra l Daisho , Class skill - Knowl
edge : Shadowlan ds (family bonus); Ho nor: 2; AL CG; SV Fort
+10, Ref +4, w ill +6; Str 14, Dex 12, Con 16 (18), In t 12, Wi s 10,
Cha 16; Maxim um Void: 2; He ight 5 ft . 10 in .

Dojo:Sunda Mizu Dojo ; Kata: Str iking as Water.
skillsand Fea ts: Spe ak Language (High Rokuga n i, Rokugan i,

Nezumi), Climb +13, Jump +13, Kn owledge (Sh adowlan ds)
+13, Sense Motive +12, Battle +12, Intimidate +15; Daisho Spe
cia lization (katan a), Hida Technique, St rength of th e Eart h,
Th e Mo untain Does Not Move, Tough nes s, Void Use, Way of
th e Cra b, Weapon Focus (katana).

Possession s: +2 great armor, +3 katana (an cestral daisho), +3
wakizashi (ancestral daish o), bracers of health +2, haori of res is
tance +2.

HI"A ~=:IHA

Earth: 4
Fire: 3
Water: 3
Air: 3

Awareness: 4
Void: 3
School/Rank: H ida Bus hi 3
Dojo: Sun da Mi zu Dojo
Kata: Str iking as Water
Honor: 2.3
Glory: 6.2
Advantages: Bent en 's Blessing, Large, Strength of the Eart h

(4 points),Tru e Friend (1-!ida Kuo n)
Disadvantages: Idealisti c
Skills: Athlet ics 3, Ba ttl e 3, Defense 3, Dip lo m acy 4,

Int im idation 5, Jiuj ut su 4, Kenju tsu 5, Lore (Shadowlands)
5, Nezumi 3, Ono 4, Tetsubo 3

HI"A HITOSHI,
LIAiSOn TO TH£ SHOGUn

H ida H itoshi is eager to prove hi mself H is gran dfather was
a ro ni n w ho joined a Crab vassal fa mily du r in g a Twe n ty
Goblin Winter. Hi s father was a hero of th e Clan War who so
distingu ish ed h im self th at he was adopted as a true Hida .
H is fam ily has risen through the Crab's ranks in an extraordi
na ry am ou nt of ti me, through extraordinary circumstances.
No w Hi tos hi sees it as his dut y to conti n ue the tradition .
His de termina tion has given him a focused, headstrong char
ac te r. He ofte n speaks w ith out th in king and ha s few rea l
frie n ds. Fort unately his talent as a warrior makes up for this
lack , an d he h as fou nd a place among H ida Kuon's advisors.

When Hida Kuon aske d for someone to act as an emissary
to Akodo Kan eka , H iroshi immed iately volunteered. Hitoshi
was greatly im p ressed by Kan ek a's actions in the Yasu ki
provin ces. He resolved a volatile situa tion with a m ini mum of
blo odsh ed , and sho we d great wisdo m in not making the Crab
h is enemies. In H itoshi's opin ion, Kaneka was exac tly the sort
of Emperor the Crab Clan need ed on th e th rone . By suppo rt
ing the Bastard, Hitosh i would make certain th at Kanek a did
not forget the Crab onc e h is positi on in O tosan Uchi was
secure d. When Kan ek a deman ded that his fo llowers b reak
th eir wakizas hi so tha t he could forge a new katana from the
steel, Hitoshi was among the first to step forward .



Unfortunately for Hitoshi, he is not suited to politics. He is
a warrior, and a talented one, but Kaneka already has plenty of
fine warriors. While Hitosh i struggles to find a way to ma ke
himself indispensable to the Shogun, every path he explore s
has already been taken . Moto Chaga tai offers cavalry power.
Ako do Ijiasu 's troops are the fin est in the Empire . Yoritom o
Kurn ikos fleets dom inate the seas.

If Hiroshi could offer the en tire Crab Clan's support, th ere
is no question th at Kanek a would accept him as an hon ored
advisor. Ho wever, Hida Kuon is not yet prepared to offer full
support to Kane ka.The Shogun is occupying lands that righ t
fully belong to th e Crab, and whi le Kane ka has not int erfered
wit h th e Crab's wa r agai ns t th e Horde , Tot u ri Tsudao and
Tot uri Seza ru have done m uch more to aid the cam paign .
W hi le Hirosh i finds it obvious th at Kan eka would do mu ch
for the Crab if they allied with h im, Kuon does not agree th at
su ch is in th e Crab's best inter est s. For the mom ent , Kuon
is staying ne u tral in th e stru ggle between th e W inds an d
focusing on the war against the Shadowlands.

Hitosh i is not about to argue with h is daimyo, but he find s
the who le affai r frus trating. Every tim e he watch es Kane ka
tu rn to th e Mantis or Un icorn for military advice, it chafes
h im. He kn ows that the Crab have a more powerful arm y, even
afte r their recent conflic ts with the Horde. He does not like
Yoritomo Kumiko and he does not tru st Mot o Chagatai. He is
certai n that an alliance with the Shogun would be in the best
interes ts of both th e Shogun and th e Crab. If he could bring
th at alliance to pass, hi s own place in th e Crab histori es would
be secure.

For now, Hitosh i co n tin ues to ac t as em issary, patiently
wait ing for an opp ortunity to prov e himself He has becom e a
familiar face in the Yasuki lands, and has developed a strange
sor t of friendship with the de facto Yasuki leader, [inn-Kuen .
[i nn-Kue n under stands Hitosh i's pl ight and is quite sym pa
the tic. He has prom ised that, sho uld the opportun iry arise, he
will do his best to aid Hitoshi in his quest to ally the Crab and
the Shog un. o f course, [inn-Kuen will be expecting some sort
of favo r in return later, bu t suc h is standa rd prac tice for a
Yasuki.

HIOA HIT05HI
Male h u m an Crab Sam 8/Ftr 4: CR 12; Medium-si ze
humanoid (human); HD 12dl0 + 36; hp 140; Init +0; Spd 30 ft.;
AC 24 (touch 12, flat-fo oted 22 ); Atk +3 keen katana
+20/+ 15/+10 melee, idio-rr dama ge; SQ Ancestral Daisho,
Class sk ill - Knowledge: Shadowlands (fam ily bonus);
Honor : 2; AL CG; SV Fort +17, Ref +5, Will +8; Str 16 (18),
Dex 11 , Co n 17, Int 12, Wi s 9, Cha 9; M aximum Void : 5;
Height 5 ft. 11 in .

Dojo: Daishiki's Anvil ; Kata:Striking as Earth.
skills and Feats: Speak Language (H igh Rokugani, Rok u

ga ni ), Battle +14, Cli m b +19, Intimidate +10, Jump +19,
Knowledge (Shadowlands) +12, Ride +15; Armor Focus (great
armo r), Dep ths of the Void , Grea t Fortitude , H ida's Rag e,
Power Attack, Th e Mountain Does Not Fall , The Mountain
Does Not M ove , Toughness, Vo id Use , Way of the Crab,
Weapon Focus (katana), Weapon Specialization (katana).

Possessions: +3 greatannor, +3 keen katana (ancestral daisho),
+4 wakizashi(ancestral daisho), amuletof natural annor+2, cloak
of resistance +2,gauntletsofogre power.

HIOA HIT05HI
Earth: 4
Fire: 4
Wa ter : 3
Air : 2

Reflexes: 4
Void : 4
School/Rank: Hida Bushi 4
Dojo: Daishiki's Anvil
Kata: Striking as Earth
Hon or: 2.5
Glory: 5.3
Ad vantages: Ally (Akodo Kaneka), Larg e, Streng th of the

Earth (4 points)
Disadvantages: Brash, Contrary, Obligation (Akodo Kan ek a),

Obtuse, proud
Skills : At h letics 6, Bat tl e 5, Defense 4, Horse manship 4,

Intimidation 4, Jiuju tsu 3, Kenjutsu 6, Lore (Shadowlands) 5,
Tetsubo 2

VASSALS OF
TH£ HI"A

THE I{AI{EGUCHI f"AIi\IJ..Y
One of th e oldest vassal families, the Kakeguchi descend from
H ida 's origin al followers. Kak egu ch i was a close frie nd of
H iruma wh o stayed behind to protec t the young clan wh ile
H irum a, Kuni, an d Kaiu left on thei r legenda ry qu est to
des troy Oni no Hatsu Suru. When the three heroes returned
and were granted family nam es by th e Kami , Kakeguchi and
his brothers maintained th eir qui et vigiL

O ne night a week afte r H ir uma's return , Kak egu ch i was
keepi ng watch in the h ighest tower of Kyude n H id a.
His younges t brother Jaku chu came to him, full of anger and
jealou sy. Jakuchu to ld Kak egu chi th at he sho uld be angry
with Hida, th at he sho uld resent th e fact th at Hi ru ma and th e
others were rewarded so greatly for leaving th e clan beh ind
while Kakeguch i maintain ed his post and was given nothing.
Kak eguchi st ruck his brother fiercely an d curse d h im for
a fooL "We all must play our part s, Iakuchu," he repli ed . "I do
not do what I do with th ou gh t of rewa rd". Hi rumas titl e is not
a playth ing; th e family H ida has granted him will be as mu ch
a burden as a rew ard. Th at is hi s destiny. It is our dest in y to
guard H ida, and ifyou do not under stand that you are not my
brother."

Ashamed, Jaku chu apo logized for h is outburst and swore to
stan d by hi s brother loyall y fo r all h is days. What n either
brother realized was that th e mighty Hida had overheard their
conve rsa tion. Fille d wit h pride in such two worthy vassa ls,
he immediately join ed Kakegu chi an d Jakuchu in th eir vigil,
He told Kak eguchi that h e was blesse d for h aving suc h
wisdom , and th at [akuch u was equally blessed for being wise
enough to learn from hi s brother. He promised Kakeguchi
that h is name would never be forgo tten , an d th at all of h is
descendants and follower s would bear the Kakeguchi name
along with the l-Iida name. Jakuchu eagerly asked to be the
first to swear fealt y to Kakeguchi's name, and the Kakeguchi
vassal family was born.



Since then the Kakeguch i have served as officers in th e
Hida armies. While the true Hida always ho ld the highest
positions of command, Kakeguchi often serve as nikutai (cor
porals), gun so (sergeant s), and chui (lieutenants) in the Crab
armies. The Kakeguchi also serve as wardens, riding out in
large patrols to keep the peace in the vast Hida lands while
th eir master s pr ot ect the Wall. Kakegu chi make excellent
magi str ate s. While they may not be as learned as Kit suki
investigators or as ruth less as Tsuruch i bounty hunter s,
Kakegu chi are utterly tireless in th eir pursuit of ju stic e. A
Kakeguchi never rests wh ile he is on the trail of a suspect, and
never forg ets a crime committed in his territory. Numerous
are th e tal es of ronin bandits wh o fled Hida lands only to

return years later, th inking their crimes forgotten, onl y to find
a Kakeguch i magistrate waiting patiently for their return.

The Kakeguchi have served the Hida for so long that in the
minds of man y Crab the two families are indistinguishab le.
The Kakeguchi are the Hida family 's most loyal and dedicated
vassals . They are th e Hida's strong right arm, their voice of
wisdom an d enc ouragement. The Kakeguchi tra in almost
exclusively in th e Hida Bushi school, and at least once a gen
eration a promising young Kakeguchi is raised alongside the
Hida dairnyos heirs . In thi s way the friendship between fami
lies is maintain ed, and close ties remain between vassal and
lord.

<:)

The fact that Hida Kuon has frequently been seen in close
company with Kakeguchi Reiha has not gone unnoticed.The
Hida generally agree that Kuon could do far worse than wed
din g a Kakeguchi, and the elder Kakeguchi family memb ers
have already begun to quietly make arrangements for the mar
riage th at is sure to occ ur once an Emperor h as taken th e
throne.

SHI~O KAKEc;UCHI
Just as the Kakeguchi seldom wander far from the ir Hida mas
ters, so does Shiro Kakeguchi stand only a short distance from
Kyuden Hid a.The small castle stands exactly halfway between
Kyuden Hida and the Kaiu Wall. Man y Kakeguchi claim that
the castle's presen ce there is a symbol of their ded ication to
the Hida. Should the Horde overcome the wall, they must yet
face the Kakeguchi before the y can touch the Hida's ancestral
home. This claim is, of course, apocryphal; Shiro Kakeguchi
was built centuries before the Battle of the Cresting Wave and
the Kaiu Wall's construction. Regardle ss, it is a popul ar belief
among the Kakegu ch i, who care more for their vows to th e
Hid a than getting their histori c detail s straight.

Like Kyud en Hida , Shiro Kakeguch i is an impressively
designed castle . Like Hiruma, Kaiu also becam e fast friends
with Kakeguchi and was pleased to design the hom e of Hidas
first vassal family. The castle is not large, but its defen ses are
quite formidable . Man y hav e called it a min iature Kyud en
Hida ,

Unbeknownst to tho se out side the Hida or Kakeguchi fam
ilies, Shiro Kakeguch i is in fact an extension of Kyuden Hida's
defen ses.Tunnels run between them, allowing messages, sup
plies, and troops to move swiftly from one castle to the other
unseen . Like Kyuden Hida, Shiro Kakeguchi has never been
attacked, so these cont ingencies have yet to be put to the test,
but they bring the Hi da great comfort all the same.

THE KAKEc;UCHI f'A1i\IJ.Y
Favored Class: Fighter

Starting Honor: 1

"}!' Class skills: Knowledge (Shadow-

~
lands) or Search
Starting Outfit:

, 1. Mast er work martia l
" weapon of choice.

/ I

,-M . , THE KAKEc;UCHI

f'A1i\IJ.Y
Benefit: +1 Agility

Glory: 0.5 (rather than 1.0)
Special: Members of th e Kakeguch i family

may exchange their in itial rank of Lore (Shadow
lands) for one rank of Investigation if

the y wish.

TH~

li\05HIBA~V

FAli\ILY
In th e lat e fo u rth ce ntury, th e

demon known as On i no Usu arose
from the Festering Pit. Unlike most

oni who rise directly from the Pit, Usu
was extremely intelligent and possessed of

free will. He gathered an army of dem ons



and marched on Hiruma Castle, where the Crab armie s gath
ered to figh t him . For the first tim e since Fu Leng 's imprison
ment the Crab were at a serious disadvantage .They had never
faced an enemy as cunning or ruth less as Usu, and took seri
ous casualt ies befo re they adjusted th eir strategies. By that
time the Crab forces were serious ly outnumbered, and all
see med lost. Runners were dispa tched fo r Lion lan ds to
inform the Akodo of the Hida 's imminent failure , and warn
them to protect the Emperor at all costs. Accustom ed to oper
atin g independently without the Empire caring about their
war, the Crab dug in and prepared for the worst.

One week later, the greater part of the Imperial Legion s
arrived in Crab lands, led by none othe r than Emperor Hantei
Fujiwa. The Emp eror placed the Imperial Legions und er the
command of Crab Champion Hida lchido , He even placed
himself under the Crab lord 's command, an act that shocked
the Legions and greatly impressed the Crab.

"My ances tor gave you this duty, to fight th is men ace,"
Fujiwa said. "We have failed you by not offeri ng all the aid we
could. Show me how to fight the Shadowlands."

Ichido did no t hesitate , throwing the Legions into combat
against Oni no Usu's dem on s. Despite Ich ido's repeated
attempts to protect the Empero r, Fujiwa charged into combat
beside him, cutt ing down countless demons with his shining
katana. Wh en the battl e was done, and Uso had been defeated,
Ichi do knelt before the Empero r and gave him his thanks.The
Emperor replied that the Crab could show their strength by
rebui lding the Empire's defenses. He bestowed a large sum of
Im pe rial go ld on th e Cra b to help th em rebuild , and gave
Ichido permission to recru it new troops however he wished.

Recru iting new troops was th e difficult part . After rum or
spread of the horror s the Crab had faced, few samurai would
willingly join the Crab. Even ron in mercenaries were wary. To
risk one 's life for gold was one thi ng, but to risk one's soul and
san ity agains t th e for ces of darkness was someth ing el se
entirely.

So Ichido hit up on a new solut ion. If money was no t
enough, he would offer his allies honor and glory. He insti
tuted the custom of the Twenty Goblin Winter. Any warrior
who entered the Shado wlands and returned with twent y
goblin heads would be granted samurai status in a Crab vassal
family, no questions asked.

Hu ndre ds of bu sh i floo de d th e Crab land s, eager for a
chance to win their way into a tru e samurai family.Only one
in three returned alive, and th e goblin population was deci
mate d, bu t Ich ido had gat hered the warri or s he needed to
rebuild h is army. The on ly question was, wha t to do with
them? Many new Crab were former criminals, vagrants, and
even peasa nts who had taken advantage of Ichidos offer to
gain samurai sta tus. If they were given too mu ch influence
they might cause more problems than they solved.

Ichidos cousin, Hid a Moshibaru, hit up on a solution. He
offered to take these new Crab and form a vassal family.Thus,
wh ile they were technically still Crab, they would always be
subordinate to other Hida.They would be given a small parcel
of land in a rem ote part of the H ida provinces. Th ose wh o
wo uld be Crab mu st pr ove th at they deserved th e honor.
Ich id o en do rse d the solu t ion, and the Mo sh ibaru vassal
family was born .

To this day nearly all those who gain the Crab name during
th e Twenty Goblin Winter becom e Moshibaru. Unlike most
vassal families, the Moshibaru are actually rwo families in one.
The "new" Moshib aru are tho se who have recently obtained
the name or who have not yet proven themselves to the Crab.

The "old" Moshibaru are tho se born into the family (including
th e dire ct descendants of Hida Moshibaru ) and othe rs wh o
have proven them selves wor thy of bein g Crab and decided to
remain in the vassal family. Most new Moshi baru who dem on
st rate worthiness to be true Crab are promoted out of the
vassal family, unle ss they wish to remain and help oth ers find
their way.

I(YUOi:n Ii\OSHIBA~U

(l.OCATIOn CB23j Si:i: Ii\A7 o n 7AGi: 96)
Loc at ed a little ove r a day's ride north of Kyud en Hida,
Kyuden Moshibaru is a remote and secluded place. It sits in
the center of a large , rocky plain with little useful farml and .
The roa ds leading to and fro m the castle are rough and ill
tend ed, and seem to resist all attempts at repair . High winds
scour the plain with such force that the Kyuden is in a contin
ual state of repair. Life in Kyuden Moshibaru is not easy, nor is
it intended to be.

The castle is both home to the Moshibaru family and dojo
for the newest recruits of the Crab Clan . It is here tha t men
and women wh o have survived th e brutalit y of th e Twenty
Goblin Win ter learn what it truly means to be a Crab, adopt 
ing the Hid as techniques and philosophies. Presently Kyuden
Moshibaru is filled to overflowing with new recruits, as th e
Crab have had a Twenty Goblin Winter in effect for over a
year. In other periods of history it has been almos t unoccu
pie d, as the Hi da so me ti me s go for ge nera tions wi thout
declaring aTwenry Goblin Winter.

Ii\OSHIBA~U KInASHITA
[Figh ter 4/Samurai 3; Hida Bushi 3]
Kinashita is the current Mosh ibaru daimyo, a direct descen 
dant of Hida Moshibaru , To say that she takes pr ide in her
legacy is a great unders tatement. She is a merciless taskmaster,
punis hing all those who wish to prove the mselves worthy of
the Crab name with ruthless efficiency. She has an instinc t for
picking out the mental and physical weak nesses of new com
ers, and exploits them unfailingly. It is not uncommon for a
newly sworn ronin to fle e Kyuden Mos hi baru , ne ver to
return, rather th an contin ue to face her tr ain ing. Kinashita
does not care. It is her dury to take scum and forge them into
Crab, not to coddle weak fools. She is difficult because th e
Crab's dury is difficult , and there is no room for weakness on
the Wall.

THi: Ii\OSHIBA~U FAIi\Il.Y
Favored Class: Berserk er, Samurai, or Fighter (choose
one)
Starting Honor: 1
Class Sk ills: Hide, Intimidate, or Knowledge (Shadow
land s) (choose one)
Starting Outfit:
1. 300 koku , which must be spent on items. No master

work items.

THi: Ii\OSHIBA~U FAIi\Il.Y
Benefit: +1 to any physical Trait
Glory: 0.5 (rather th an 1.0)
Special: Members of th e Mo sh ib aru family ma y
exchange their ini tial rank ofLore (Shadowlands) for one
rank in any Bugei skill.



AnC£STO~: HIDA O...USHI
(S i'OInTS)

Your Strength and Agility are considered one higher for attack
and damage rolls when wielding any large weapon such as a
tetsubo, dai tsuchi , or no-dachi .

TH£ C~AB SCOUT
(S i'OlnTS)

You subtract on e Wound from each dam age die inflicte d upon
you by a shadowlands creature. If you are within the village of
Shi nsei 's Last Hope, you subtract two from each die. (Th is
effect is applied after lOs are rerolled .)

BUJ.J..Y
rAnC£STO~: H IDA O-VSHI:I

You bear the strength of the legend ary Hida O-Ushi.
Clan: Crab
Prerequisite: Str 15+
Benefit: Your Strength is considered two higher for attack

and damage rolls when wielding a two-handed weapon.

DOGUSHAI{OI{1
Many strange spirits haunt the Twilight Moun tains, the most
formidable of whic h is the Shakok i Dogu. An ancient spirit
drawn from the eart h by the First Oni's poisonous blood , the
Shako ki Dogu possesses an intellect few mortals can under
stand. It lives on ly to protect, but it does so in a manner of its
own choosing. The Sha koki Dog u doe s not understand
human thought, beh avior , or physiology and sometimes its
gestures go tragically wro ng . The entire Boar Clan was ren
dered fleshless spirits by the Shakoki Dogu's well-inten tioned

~UA~DIAn Of" 7~07H£C.Y

rAnC£STO~: TH£ C~B SCOVT:I
Your will to survive aga in st the forc es of darkness is
ind omitable.

Clan: Crab
Benefit: You gain damage redu ction 1/- against all attacks

from en emies wit h th e Shadowlands subtype . Th is damage
reduction increases to 2/- within the village of Shinse i's Last
Hop e, an d stacks wit h simi lar forms of dam age reduc tion
(such as that gaine d from level s of the berserker cha racter
class).

HIDA O...USHI
One of the most beloved Crab Champions of recent memory,
"the Bully" led her clan to victory during the War Against the
Darkness and again during the War of Spirits. She was a pow
erful warrior, often defeating on i three time s her size with a
single swing ofher mighty dai-tsuchi , Her death at Doji Ku ro
hitos hands came as a shoc k, but was a fate that O-Us hi real
ized was comi ng . Growing bent and gre y with age, O-Ushi
feared that she would soon be un able to serve her clan as a
warr ior. She kn ew only one fin al way to aid her clan, by galva
nizing them against the invading Crane Clan.Thus it was that
she challenge d the master duelist Doji Kuroh ito to personal
combat, her death igni ting her clan's fighti ng spirit. She will
always be remembered.

ArtC£STO~S

IiIDA
Ii\~CIiAnlCS

The Hi da are no t typically obsessed with ceremony. Their
celebrations ten d to be marked more by drunken revelry than
ben edict ion s to the Fortunes. They seem to enjoy thumbing
their nose at sam urai tradit ions and in te rpre ti ng bushido
thro ugh their own un ique world-view. One important excep
tion to th is rul e is the worshi p of their ances tors. Th e l-Ii da
regard those who have gon e before with quiet reverence and
solemnity. Crab ancestral shrines are impress ive monument s,
usually ded icated to nu mero us samurai who died in the same
battl e.The Crab Ancestral Hall at Koten is the most drama tic
example, but mo nume nts to dead Hi da heroes can be found in
many places, often eng raved into the stones along the Kaiu
w all.

n£II£~ SU~~£nD£~

rAnC£STO~: HIDA ICHIDO:I
You continue to fight on even when all seems lost.

Clan: Crab
Benefit: You gain a +1 to all attac k and damage rolls any

time you are redu ced to less than half your hi t point s, or any
tim e your party is outnumbered at least three to one. These
ben efits stack with each othe r.

IITH£ C~AB SCOUT11

His name has bee n forgot ten to hi story, th ough he appears
most often to the Hi da fami ly. Even when he appears to his
descen dants, th e Crab Scout never introduces himself. The
mysterious Crab Scout who gree ted Shinsei upon his return
from the Shadowlands and founded the village of Shin sei's
Last Ho pe continues to guide hi s clan. One day, the Scout
kn ows, th e prophec y th at Shi nsei utt ered in th at village so
long ago will come to pass, and his descendant s mu st be ready.

HIDA ICHIDO
(6 i'OInTS)

You can ignore Wound pen alties up to +10 (this is cumulative
with Strength of the Earth ). You roll and keep an extra die on
all attac k rolls any time your party is outn umbered at least
three to one.

HIDA ICHIDO
The first Crab Champion to declare a Twenty Goblin Winter,
Hida Ichido was a peerless warrior and staunch supporte r of
th e Hantei. He was the first Cra b Cha mpion since I-Iida to
fend off a large, organized attack by the Shadowlands Hord e.
Sadly, most historians rem emb er Ichid o less for his successes
than for hi s failures. Ich ido was Crab Champion during the
Crab- Cran e War, the first true civil war in Rokugani history,
and was slain by a Crane arrow. Many poin t to his death as a
factor in the Gozok u's subseque nt rise to power, as Ich ido's
successor was a less vocal supporter of the Hantei.



actions. Other visitors to the Twiligh t Mountains have gone
insane or been killed because the Shakoki Dogu per ceived
them as a threat and attempted to drive them away.

The Shakoki Dogu is formless, fathomless, inconceivable to
mortal minds. If anything, its body is the mountain range it
inhabits. The spirit affects the environment in the Twilight
Mountains in subtle ways. Given time , it can control the
weather or cause small earthquakes and avalanc hes . It can
open and close caverns, restricti ng passage into the rich mines
for those it deems unworthy.

SH AltOI(J DOGU ~f'f'IGI~S
The most dramatic manifestations of its power by far are the
Shakoki Dogu effigies, tiny stone dolls with deformed limbs
and wide staring eyes.These effigies can frequently be found
lying about the mountains, often near mysterious stone cir
cles.These dolls are formed from the mountain rock and pos
sess a shred of th e Shakoki Dogu's awareness. The y are the
spirit's attempt to und erstand the mortal realm, a reflection of
how it perceives humanity. These dolls manife st within mys
terious circles of stone created by the Shakoki Dogu.

When the Shakoki Dogu wishes, it can animate these effi
gies. The dolls possess extraordinary magical powers, but use
them on ly at the whim of the enigmatic spirit that animates
them .The effigies never speak, except to occasionally whisper
the Shakoki Dogu's name. For this reason, many explorers
have assumed that dolls are Shakoki Dogu. From one point of
view, this is correct , and the Shakoki Dogu does not care
enough to correct the mistake.

SH AltOltl DOGU ~f'f'IG.Y
Tiny Construct
Hit Dice: 4d10 (22 hp)
Initiative: 0
Speed: 20 ft.
AC: 23 (+2 size, +1 Dex, +10 natural)
Attacks: Slam +4 melee
Damage: Slam 1d3-1
Face/Reach: 2 )12 ft. by 2 )12 ft./o ft.
Special Attacks: Dream Cont rol, Song, Spell-like

abilities
Special Qualities: Bound to Mountains,

Construct, Shakoki Dogu awareness
Saves: Fort +1, Ref +3, will +1
Abilities: Str 8, Dex 12, Con - , Int -,

Wis 11, Cha 14
Skills: None
Feats: None

Climate/Terrain: The Twilig ht Mountain s
Organization: Solitary (1) or mob (20-200)
Challenge Rating: 3
Treasure: None
Honor: Nil
Alignment: Always chaotic neutral
Advancement: None

Sha ko ki Dogu effigies are t iny stone
dolls create d by the spi ri t that haunts
th e Twilight Mountain s. The y are ulti
mately controlled by the Shakoki Dogu, and can
sometimes beha ve quite strangely or even vio
lently as th ey carry out that enigmatic spirit's
wishes.

comsnr
Sha koki Dogu effigies pretend to be inan imate doll s until
they can gauge the purpose of an ene my. If they are attacked
or damaged in any way, or the enemy seems to bear ill will
toward the Twilight Mountains, the dolls attack without con
cern for th eir own safety. They prefer to use their spell-like
abilities and overwhelming numbers to wear down opponents
or make them flee in terror.

Dream Control (Su) : A Shakoki Dogu effigy can influence
the dreams of any sleeper with in 60 feet.Th is has no mechan
ical effect, but it is the only way the Shakoki Dogu spirit can
effectively communicate with humans.

Song (Su): If three or more Shakoki Dogu effig ies are
within thirty feet of one anothe r, the y can emit a horrify ing
song that draws upon the Shakoki Dogu's power. Their eyes
fill with an eerie blue light as th e spiri t channels its power
through them .This song fills a th irty-foot radius around each
Shakoki Dogu and affects all targets with an Intelligence of 3
or higher except Nezumi, who are immune. This is a fu ll
round action. The song can have anyone of the following
effects.



Fear: All targets must save or become panicked for three
rounds. The save DC is equal to to-the number of effigies
singing, maximum DC 30.

Pain: All targets suffer 2dB holy damage , with a Fortitude
save for half damage. The save DC is equal to to-the number
of effigies singing, maximum DC 30.

Sleep:All targets mu st succeed at a will save or fall into a
deep sleep. sleepers awaken if they take damage , if any living
creature approaches within five feet (effigies are not living
creatures), or after one hour. Effigies often use this ability to
cast intruders into a slumber and then carry them to a remote
area of the mountains where they will die of starvation.
The save DC is equal to 5+the number of effigies singing,
maximum DC 30.

Spell-like abilities: At will - detect Taint, meld into stone,
passwall (only the effigy can use the passwall); 3/day - stone
shape.These abilities are as per the spells cast by a 4th level
sorcerer (DC 12+spelllevel).

Bound to Mountains: If an effigy is removed from the
Twilight Mountains it becomes dormant, and cannot move ,
attack, or use any ofits abilitie s save the Dream Control ability.
Even this can be used only once per day outside the
mountains.

Construct: Shakoki Dogu effigies are immune to mind
influencing magic and effects, and are immune to poi son ,
sleep, paralysis, stunning, disease, death, and necromantic
effects. They are not subject to critical hits, ability damage,
ability drain, or energy drain . Further, they are immune to any
effect that requires a Fortitude save (unless the effec t also
works on objects). Guardian Statues are not at risk of death
from massive damage, but when reduced to 0 hit points or
less, they are immediately destroyed. The se con structs have
darkvision with a range of 60 feet.

Shakoki Dogu Awareness: The Shakoki Dogu can see,
hear, and feel through its effigies and is aware of everything
that happens to them. Should an effigy be threatened, th e
spirit will dispatch more to punish the attacker s, or may use
its powers to create a blizzard, avalanche , or other devastating
natural disaster centered on its enemy.

SHAltOIU DOGU £f'f'IG.Y
Earth : 3
Fire: 1

Agility: 2
Water: 2

Perception: 3
Air: 1

Reflexes: 3
Roll s to Art ack: 3k2
Rolls for Damage: 2k2
TN to Be Hit : 25
Carapace: 6
Wounds: 5: +10; 10: +15; 15: +20; 30: Dead

S75:CIA.L ABI.LITI5:S:
Dream Control: A Shakoki Dogu effigy can influ ence the

dream s of any sleeper within 60 feet.This has no mecha nical
effect, but it is the only way the Shakoki Dogu spirit can effec
tively communicate with humans.

Song: If three or more Shakoki Dogu effig ies are withi n
thirty feet of one anothe r, they can forego moving or attacking
to emit a horri fying song that draws upon the Shakoki Dogus
power. The ir eyes fill with an ee rie blue light as th e spi ri t
channels its power th rough them.This song fills a th irty-foot
radiu s around each Shakoki Dogu. The song does not affect
animals, plant s, other effigies, or Nezumi. Singin g is a full
round action. This song can have any on e of th e following
effects.

Fear 5: Th is Fear increases by one for each additional three
effigies, to a maximu m of B.

Pain:All targets must make an Earth roll vs.TN 10 or suffer
two dice of Wounds.Those who succeed suffer only one die of
Wounds. The TN is inc reased by 5 for each addi tiona l th ree
effigies singing , to a maximu m of 40.

Sleep:All targets must make an Earth roll vs.TN 5 or fall into
a deep sleep. Sleepe rs awake n if th ey take dam age, if any
living creature app roaches within five feet (effigies are not
living crea tures ), or afte r one hou r. Effigies often use th is
ability to cast intruders into a slumber and then carry them to
a remote area in the mountains where they will die of starva
t io n . The TN increases by five fo r each addi tiona l th ree
effigies singing, to a maximum of 40.

Shakoki Dogu's Eyes: Shako ki Dogu effig ies can see in
total darkn ess and sense the Shadowlands Taint at will.
Earth Mastery:Through their connection to the pure spirit of
th e eart h, Shakoki Dogu effigies can pass through normal
earth and ston e at will. Three times per day, they can perm a-



nently reshape up to fifteen cubic feet of stone in a manner of
their choosing.

Bound to Mountains: If an effigy is rem oved from th e
TWiligh t Moun tains it becom es dorm ant , and canno t move ,
attack, or use any of its abilities save the Dream Control ability.
Even th is can only be used once per day outside th e moun
tains.

Construct: As un liv in g creatures, Shakoki Dogu are
immune to all spells wh ich would not normally affect a block
of stone.

Shakoki Dogu Awareness: Th e Shakoki Dogu can see,
hear, and feel through its effigies and is aware of everything
th at happen s to th em. Should one of th e effigies be threat
ened, the spirit will dispatch more to pu nish the attackers, or
may use its powers to create a blizzard , avalanc he , or other
devastating natur al disaster centered on its enemy.

A~TIFACTS OF
TH£ HI"A

In the thousand years the Hida have guarded the Kaiu Wall,
many legends have been born. Sometimes the spirits awaken ,
and create powerful nemuranai. The following are a few of the
Hida family 's most potent artifacts .

TH£ li\AUrS SKULL
Following the Battle of the Cresting Wave, Hida Banuken's
followers discovered the mighty Oni Lord's corpse among the
fallen . A un it ofTainted Crab samurai, the first unit in Crab
history to carry the banner of the Damned, had brought the
demon low.The Maw was the most devastating threat that the
Crab had yet faced, and the Crab Champion decided to make
an example of the demon's defeat. The Maw's skull was
cleaned, purified of all Taint , and mounted above the gates of
Kyuden Hida. Since that day it has stood as a mute guardian of
the Crab 's most powerful family. After a time, the purified
skull began to adopt the Hida family 's fighting spirit.

Since Fu Leng's escape from Me ido , his most powerful
servants have likewise been summoned forth from the depths
of Iigoku. This includes the Maw, who stands among Fu
Leng's lieutenants in the army of demons currently besieging
the Celestial Heavens.To the Maw's dismay, the On i Lord has
been unable to dispatch any of its spawn to the mortal realm
since its return. Apparently the existence of its purified skull
bars it from affecting the Empire in any physical way. The
Maw has recently begun communicating with human pawns ,
hop ing to man ipulate them into destroying the skull.

All creatures with the Shadowlands subtype that look
upon the Maw's skull must make a will save (DC 30) or
become panicked.The skull has a hardness of30, 1000 hit
points, and is impervious to all damage except by maho
spells oflevel 7 or higher. The skull loses its fear aura if it
is removed from the gates of Kyuden Hida.

All Shadowland s creatures within two hundred feet of
th e Maw 's skull are affected by Fear 8. The skull has a
Carapace rating of 10 and can suffer 1,000 Wounds before
it is destroyed. It is impervious to all damage except by
maho spells of Mastery Level 4 or higher.The skull loses
its fear aura if it is removed from the gates of Kyud en
Hida.

TH£ AnC£ST~AL WA~

BAnn£~ Of' TH£ HIDA
The Hida family have carried th e same j'uma jirushi (great
standard) into battle since Hida march ed into battl e against Fu
Leng a thousand years ago. The enormous battl e standard has
weathered the ages well. A small family of Hida art isans is
dedicated to its maintenance and approach their dut ies with
the unwavering dedication of the Crab.

Whenever the Crab Cha m pi on march es in to bat tl e ,
the Anc estral War Banner of th e H ida accompanies h im.
The banner is so large th at it must ei ther be carried by two
soldiers or flown from an immobile struc ture . Wh enever the
Crab Champion is on the Kaiu Wall, the bann er is flown from
the nearest watchtower. Even the most mindless beasts of the
Horde appear to recognize the sta ndard, so th e fighting is
usually the th ickest wherever it is pre sent .

Since Hida Kuon conquered the fallen Kaiu Tower s, th is has
changed somewhat. Even th e Horde's demon s and mindless
undead have an irrational fear of H ida Kuon , and avoid h is
presence at all costs. For th is reason , Kuon occasionally travels
without the standard so that the Horde will be unprepared for
his arrival.

Like all great standards, the Ancestral War Banner of the
Hida allows its general a +10 circumstance bonus to all
Battle checks that involve commanding troops on a mas
sive scale. In addition, the war banner confe rs a pr ayer
spell on all Crab soldiers in its artny so long as they face
opponents with the Shadowlands subtype.

The pair of soldiers carrying the banner move at half
speed , may not run or charge, must fight on e hand ed ,
and suffer a -4 circumstan ce penalty to attack rolls and
Reflex saves.

As when bearing any great standard, the general of an
army with the Ancestral War Banner of the Hida may add
three to hi s Battle ro ll , and rece ives fo ur Free Raise s
when attempting to deliv er commands using the Battle
skill. In addition, all Crab soldiers in an army with th e
war banner receive one Free Raise every round so long as
they face Shadowlands creatures.

The pair of soldiers who carry the banner move very
slowly, suffer a +15 penalty to all TN's when carryi ng the
banner, and mus t fight one-handed.

1{ISADA1S T£TSUBO
After his trademark die tsuchi was destroyed in a confronta
tion with Daigotsu, Hida Kuon took to carrying th e tetsubo
once wielded by his grandfather, the legendary Hida Kisada.
Though Kuon also carries Yuruginai, th e Celest ial Sword of
the Crab, he has sworn to wield it only against his corru pted
brother, Kuroda.

Kisada'sTetsubo is a +5 holy tetsubo. Any successful strike
against a Shadowlands creature with Kisadas tet subo is
considered a critical hit, even again st targets normally
immune to critical hit s.

Kisada'sTetsubo inflic ts 2k4 Wound s and, like all tetsub o,
ignores armo r and reduces Carapace ratings by 5. Wh en
striking a Shadowlands creature, it roll s and keep s two
extra damage dice. In addition, if any lOs are rolled for
damage agai nst Sha do wlands crea tures, tw o dic e are
rolled and added to the total damage instead ofone.



W£Ai'OT\S OF
TH£ C;tAB

There is a saying among the Crab that "there is no work of
Kaiu engineering that Hida violence cannot improve."
Indeed , wh ile th e Kaiu are talented smiths, the Hida have
developed a number of ingenious modifications to Kaiu inno
vations.

DEmon A~O~
The idea of adding spikes to a suit of armor would be seen as
dishonorable, or at least distasteful, by most samurai. Th e
Hida have no such qualms. Their famou s "demon armor" is
covered with spikes and blades, cunningly arranged so that
the wearer will not be harm ed by his own armor. Ifa Shadow
lands beast would rush up to envelop a Crab bushi in its limbs,
the Hida are prepared to make that beast regret the decision .
Most Crab spike armor is decorated in elaborate , intimidating
designs, usually incorporating purified skulls taken from gob
lins or minor oni.

There are two variations of Hida Demon Armor. Lesser
Demon Armor is identical to the armor spikes described
in the D UNGEON M ASTER'S Guide:" Greater Demon Armor
features large r blade s that inflict rds piercing damage
(19-20/x2 crit ) and count as an exotic weapon. If used
during a grapple attack without the proper weapon profi
ciency, the user suffers a - 4 penalty to all att ack roll s.
A non-proficient character wearing Greater Demon
Armor suffers a - 2 penalty to all attack rolls as the over
sized blades get in the way.

Demon Armor can be equipped with jade-tipped
spikes.These spikes inflict only 1d3 damage against ene
mies without the Shadowlands subtype. The spikes count
as four fingers of jade and must be repl aced if they are
corru pted by exposure to Taint. Jade sp ik es cost five
times the normal cost and are always masterwork.

There are two varia tions of Hida Demon armor. Lesser
Demon Armor is used with the Wre stling Skill and
inflicts 2k1 Wounds on any grappled opponents. Greater
Demon Armor fea tures larger blades tha t inflict 3k2
Woun ds. A chara cter with Greater Demon Armor must
use the Demon Armor specialized Weapon Skill in place
of Wrestling on all grapple rolls. Characters that do not
have at least one rank in the Demon Armor Weapon s kill
suffer a +5TN penalty to all attack rolls whil e wearin g the
armor as the oversized blades get in the way.

Demon Armor can be equipped with jade-tipped
spikes.These spikes only inflict t kt Wounds against ene
mies without the Shadowlands Taint .The spikes count as
four fingers of jade and must be replaced if they are cor
rupted by exposure to Taint . Jade spikes cost five times
the normal cost and are always Fine Quality.

JADE EGGS
Though the Hida would never admit it, the first Jade Egg was
inspired by the eggshell smoke bombs used by Scorpion ninja.
The Jade Egg is a mixture of explosives, irri tants, and finely
ground jade within an eggshell. When thrown, the egg cracks
open and releases a cloud of du st . The jade du st ir ri tate s
Shadowlands cr eatures terribly, an d can provide a quick
advantage in an otherwise difficult battle.

With the recent shortage of jade, these eggs are very rare.
The Hida do not make many of these items, and give them
only to their most trusted bushi.

A jade egg has th e same statistics as a smokestick, and
require s an Alchemy check (DC 20) to create, as well as
the appropriate materials.

A jade egg is a thrown weapon with a range incre
ment of 10 feet, and is thrown as a grenade-like weapon .
Upon striking a surface it explodes, filling a 5-foot radius
with irrit at ing gas. Targe ts who fai l a Fort itude save
(DC 15) are bl ind ed for three rounds. Targets with th e
Shadowland s subtype suffer a - 5 to their saving th row
and are also nauseated for one round if they faiLJade eggs
cost 150 koku each.

A Jade Egg is thrown using Ninj utsu or the Jade Egg
specialized Weapon Skill, It can be th rown up to sixty
feet , and upon striking a surface fills a five-foo t radius
with irritat ing gas.Those with in the cloud must make an
Earth roll vs. TN 10 or be blind ed for th ree round s (+15
TN to all rolls requiring sight).Targets with the Shadow
landsTaint have the TN of their Earth roll increased by 20
and cannot act for one round if they fail their roll.
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" I am ofte n better suited to do Masagaro-sama's speaking than he
is;' theCrab replied."So what can the Hiruma dofor a servant ofthe
Miya?"

Hatori felt off-balancefrom the Hiruma's blunt manner and
insultingcomment about his daimyo. "Forgive me;' he said quickly.
"I am afraid that you are hardly what I wasexpecting."

"o f course;' Tats uya said. "You were expecting Masagaro-sama."
It was Hatori 's tum to laugh. "No,no, Tatsuya-san. I meanto say

that I had come prepared todeal with the brutesofthe Crab Clan or
its clever courtiers. I did not foresee I would have to do both at the
same time."

The Hiruma bushi raised a critical eyebrow and smiled at Hatori.
"Make no mistake, Hatori-san. I would muchrather meet samurai at
the end of my sword than attempt to bandy words with them."
Tatsuya leanedin sl ightly, as if to make hiswords clear over thedin of
a noisy market. "Let me be direct, Hatori-san, fo r I understand you
are a man whowOllld ratherdeal in honesty than wordplay. Many in
the Crab have come to respect you and we are most honored to have
you and YO llr retinue visit our humble lands. YOIIarea man ofaction
when it is due and one ofpeace when it would serve theEmpire best.
I say th is without guile or flattery. Please feel free to ask of me
whatever you would, and I promise your requests will be given full
consideration."

Hatori noddedpolitely at the praise and replied,"What makesyou
believe I havecome toask somethingoftheHiruma?I simply wish to
extend an invitation to the Crab Clan. In this time of turmoil,
we must not forget it is your clan that keeps the Empire safe to. . ."
Hatori almost stopped himself, but decided there was no harm in
continuing. ". . .to make war upon itself and waste the peace youbuy
with your lives." TheMiya's words conveyed sarcastichumor, but his
face was regretful.

"YOII even th ink like a Crab, Hatori-san. Most impressive,"
the Hiruma said solemnly. "I can tell you this, then. Do not waste
your time loo king for problems to solve among the Crab - the
Hiruma least ofall. Though I truly understand and appreciate your
concern, my kin would only take offense at such an offer. We have
become defined by our struggle, Hatori-sama, and wish to gain total
victory by our own effort alone. The Shadowlands challenged our
strength and bested us centuriesago, but now we have thechance to
avenge that loss." Tatsuyapaused a moment, then let hisgazeslideup
the wall to a tapestry depicting the defunct Boar Clan. "Should our
strength prove insufficient a second time, then we are not worthy.
That isour way."

Hato ri nodded slowly and sipped thoughtfully from his teacup.
"I understand, Tatsuya-san. Thank you for making it clear to me."

"Think of it asafavo r to you, Hatori-sama. A favor I would like to
call upon now, if you are willing."

"Oli?" Hatori said, fearful he hadlethimselffoo lishly stumbleinto
someclevertrap.

"Hai, Hatori-sama," Tatsuya said. "I would requestthe honor of
you recounting to usa taletonight before the night watchbegins. Any
taleat all. As I have said, we do not deal with outsiders much here
and sometimesweforget theEmpire wefight fo r."Ta tsuya paused and
held Hatori's gaze. "Sometimes weforget hope."

"A taleof hope to return your favor ofenlightenment,Tatsuya-san.
I cannot reasonably refuse such an honor," theMiya said.

"Thank you, Hatori," the large Crab replied. "You will never be
fo rgotten by the soldiers you share a meal with tonight, I swear."

TIfE IfI~UIi\A

?~OIlITlCES
The lands of the Hirum a family are the Crab's largest physical
reminder of the price of failure. Once these lands were fertile
and dott ed with the holdings of the Hiruma family. Centurie s
ago, how ever, the armies of the oni lord The Maw attac ked
without warn ing, overrunning Crab land s all the way to the
site of the Kaiu Wall. Though the Battle of Cresting Wave is
the stuff of legend and the Crab were ult imately victorious,
the Hiruma were dealt a blow from which they would take
over three hundred years to recover.

Today, the Hiruma stand pro udl y once again on the ram
parts of their ancestral castle. They have held these land s for
over thirty years and (with the aid of the Kuni) cleansed the
Taint from a grea t swath of land so uth of the Kaiu Wall.
Though the Hiruma have not regained even half of what they
lost to the Maw, they once again have th e right to call land
their own and have a stronghold from which to found a new
direct ion for th eir famil y. Since the reconquest of Hiruma
Castle, the Crab have made littl e headway in reclaiming more
land from the Shadowlands. What they have regained, how
ever, is a silent ghost of the lands th e Hiruma were driven
from. Like the Kuni Wastes, the Hi ruma lands are completely
barren. Much of the land holds only standing dead trees and
broken patches of dry earth and rock.

1i\AJO;t HI;tU1i\A
HOLDinGS

With the no table exception of Shiro Hiru ma, every large
hold ing th e Hi ruma own wi th in th eir land s has been con
structed within the past gene ration . Countless tiny outposts
dot the landscape to serve as points of reference and meeting
for th e constantly moving Hirum a patrols. Wit h no Wall to
hid e beh ind , the Hiruma accept the fact they can be attacked
within their homelands at any given time, and their construc
tion reflects thi s. Every building on Hiruma land s is heavily
fortified and connected to escape tunnels that emerge miles
away. These tunnels generally connect to one of the myriad
sma ll scout tower s th rou ghout the lands but so me time s
simply lead to an opening in the middle of nowhere.

SHI~O HI~U1i\A

(LOCATiOn CB13)
Daylight Castle has undergone constant construc tion since

Hi da Yakamo's raiding party reclaimed it four decades ago.
Wh en the major repairs were completed, Shiro Hiruma was
almost completely restored to its former glory. The Hiruma
had nei ther time or desire to decorate their ances tral home
for th ey never host major delegation s fro m othe r clans, 0;
even othe r Crab families. Any visitor to the castle is exceed
ingly unu sual; most samurai do not wish to travel past wh at
th e Empire regards as its southwestern border. Though th e
Hiruma land s are barren and lonely, Shiro l-liruma eterna lly
rem inds the famil y of how truly isolated th ey are from th e
Empire.



HIGHWAYS Of" TH~
HI~UIi\A ?~OlJlnC~S

None. The Hiruma have a tenuous hold on their
lands and have had neither the time nor inclination to
construct major roads. The only well-worn path
stretches from Razor of the Dawn Castle to Shiro
Hiruma through Lone Candle Keep. Most of the
Hiruma's supplies travel on this fiercely guarded road.
Though it is not officially recognized, it is referred to
as the Road of Jade. There are no easily discernable
paths between any other Hiruma holdings. Scouts and
patrols of the Hiruma make their runs by memory
and their skills and are forbidden to carry maps.

The Shadow land s cons tan tly assault Shiro Hi ruma - man y
of th e Tainted beasts pe rceive Hiruma cas tle as "theirs."
The Crab suffered years of attacks thro ugh un seen tunnels or
breach es in th e outer walls before sealing th e last of th em .
The walls of Hi rum a Castle have und ergon e mu ch the same
trea tment as the Kaiu Wall did , though on a smalle r scale.
Thoug.h the armies of the Shadowlands have become highly
orga nized under the rule of Daigot su , th e Hiruma have
constantly adapted against the Lost. Small hidden ambush pits
dot the land around Hiruma Castle, making siege weaponry
nearly useless. The Hiru ma Stalkers sabo tage large weapon s
before they can be put to use. For now, the Hi ruma have made
it clear to Daigotsu tha t Daylight Castle would be a jewel too
cos tly to pluck fro m the hands of the Cra b. For over two
decades, the on i and goblins have made attac ks too small to
take th e castle , but large eno ugh to pose a cons tant threat.

CAnl1L£ T£Ii\Y'L£
One of th e new features co ns truc ted by th e Hiruma is a
temple of unusual size for a Crab holding. Candle Temple
houses the largest shrine to Hiruma as well as a number of
mon ks from the order of Osano-Wo. The Fortune of Fire and
Thunder has taken a kee n inte res t in th e Crab atte mpts to
purify lands beyond the Carpenter Wall. Candle Temple is the
only struc tu re on the grou nds of Shiro Hiruma that is not as
bleak and gray as the surro un ding lands. The monks dress in
garb colored to hon or their Crab hosts, wearing bold shades of
red and blu e as th ey stand watch with th e Hiru ma and go
through their daily rout ines.The trim of th e temple is gilded,
and several colorful paintings depicting the Fortune of Fire
and Th unde r in combat with Tainted bea st s de corate th e
interio r and exterior of the struc ture. The few times Shadow
lands creatures have breached the fortifications of the castle,
they have avoided the temple grounds as if the very earth was
made of jade.

The Hiruma respect the Osano-Wo sohe i for th eir martial
prowess and the wisdom that sets the m apart from average
bu sh i. Import an t Hiruma daimyo oft en have at least one
monk from Candle Temple as a clo se advisor and per sonal
gua rd, an d the rel ati on sh ip between th e monks and the
Hiruma samurai grows closer each year.

TH£ HI~VIi\A BA~~ACKS

The vast chambers underneath Shiro Hiruma are solely the
training an d livin g quarters of th e H iruma samurai. Fir st
Strike Dojo is located in these seemingly endless corridors,

as are the sleeping barracks of nearly every Hiruma samurai
with in the castle. Buryin g the barracks ensures that they will
never come und er direct assault from the Shadowlands even if
th e outer walls of the castle are lost, and also provide an excel
lent base of operation s should Sh iro Hiruma onc e again 'be
lost to the Shadowlands. Fire is forb idden, and the Kuni have
placed wards against fire throughou t the chambers.

Fiftee n tunnels lead from barracks to surface exit s, some
miles away, some only a few feet from the walls of the Hiruma
stronghold. These tunnels mean th at the Hiruma can make a
rear assault on any force attacking the castle. Locating these
"exit points" is often a fru itless effort by the armies of the Lost,
though rare enterprising Tainted foes have found the tunnels.
Without exception, anything foolish enough to try and follow
the Hiruma back to their castle through the passages has been
dispatched by the Kun i ward s of jade or th e prowess of th e
Hiruma Stalkers.

AI1U£nTV~£ HOOK
Challenge: During a stay in th e Crab lands, one of th e

characters is told to deliver a message to a Hiruma daimyo at
Shiro Hiruma. Usually messages to and from Daylight Castle
are relayed by special couriers, but in this case the character's
lord wish es to make a spe cial impression on th e H iruma.

Focus: Even if the selected character is from another Crab
family, the request is odd . Gain ing access beyond the Kaiu
Wall is a complicated matter to begin wit h and the Crab are
loath to grant access to the path s th at crisscros s the Hiruma
land s. The lands south of the Wall are populated with mortal
and spiritual dang er, and the Tainted denizens of the area pay
special attention to the purified land s of the Hiruma. Unless
the character and his group can prove themselves to the Hida
and the Hiruma samurai within the Wall, the y will make it no
further than Lone Candle Keep.

Strike: s hould the characters be granted permission to
tra vel to Sh iro Hiruma, danger and paranoia plagues their
jo urn ey.The payoff is fulfilling the ord er s of th eir lord in a
di stinguished manner (having to hand off th e message at
Lon e Candle is con sidered a barely acceptable execution of
their orders), and gaining some measure of acceptance by the
solitary Hiruma.

TH~ WHIT~ T~Ii\?L~
North of Shiro Hiruma and along the western edge of the
purified Hiruma lands stands an impressive structure ofstone
and steel called the White Temple. Kuni come here to conduct
"field research" and study the Crab's eternal enemy up close.
Th e Kuni and Hiruma work side by side, combining th e
relentlessly inquisitive minds of the Crab shugenja and the
agile intellect of th e Hiruma to unravel the secrets of th e
Shadowlands. Sin ce the Temple's construction 21 year s ago,
th e libraries of the Kuni have grown astoundingly, to the
benefit of the entire Crab Clan. The Hiruma have becom e
quite adept at practical applications of the Kuni's findings at
White Temple . The Kuni here routinely dissect the creatures
the Hiruma bring back from their forays. Combined with the
Hiruma Stalkers' ob servation of their enemy, th e Hiruma
have come to understand certain groups of Shadowlands
beasts better than the creatures know themselves.

White Temple also serves as a necessary base of spiritual
and physical well-being. Though Shiro Hiruma and other
important outposts of the Hiruma house shugenja to tend the
sick, White Temple is a bastion ofkn owledge and skill so great
th at even those on the brink of death can be healed .



The temple also serves as a phy sical reminder of the power of
the kami and the strength of the Fortunes in the heart of the
bleak Hiruma lands .The stone of the temple was drawn from
the earth slowly, grown and tended like a £lower bush in the
Emperor's garden. Due to the relative lack ofkami in the puri 
fied Hiruma lands, the slow proce ss dr ained the Kun i
shugenja who enacted it, but the result s are impressive. Wh ite
Temple earn s its name from the pure ivory sheen of the stone
walls accented by the polished fin ish of the steel that girds it.
Though the sigh t of it seems to call out like a beacon to the
Shadowlands to come and tr y to destroy it, its proximit y to
Daylight Cas tle and it s she e r number of ded icated Kuni
shugenja is more than eno ugh to ensure it is one of the safest
ho ldings the Hiruma claim.

BISHAIi\On AnI' KISA[7A SH~tn;:

The largest of the shrines in the Wh ite Temple is
dedicated to the Fortune of Strength . Next to
Osano-Wo, Bish amon is the Fortune most
commonly invoked by the shugenja of the
Crab Clan wh enever th ey mu st use their
magic again st th e Shadowlands. Many of
tho se stationed within White Templ e pray
here daily for guidance and th e
blessings of th e For tun e of
Strength.The Shrine of Bishamon
stan ds next to an impressiv e
Sh ri ne of Kisad a, th e Fortune of
Persistence, whom the Hiruma revere
both for his mor tal ties to th e Crab and
the virtue he represents. Like many Crab,
the Hiruma value the ability to stand firm in
the face of adver sity. Unlike them, they are walk
ing reminders of the tru e blessing of persisten ce
- not simply to hold ground against challenges
but to create gains in the face of constant
troubles.

A siz able number of monks
de dic ated to Bishamon mak e a
pilgrimage to th e sh rine to
stay several years as part of
their vow s to th e ir orde r.
Tho ug h th e monks aid the
Hiruma in times of need, the y
do not see them selves as part
of the Crab m il itar y as
the monks of Osano-Wo
within Shiro Hiruma do.
The Bisha mon monks are
responsible for mainte
n an ce of th e W hi te
Temple an d are in con
stant prayer for protec
t ion of th e grou n ds
when not at their othe r
dut ies.

CHAIi\B;:~S Of' TH;: xvru
Th e floor s of the tem ple beyond th e gro und level are largely
the province of the Kuni shugenja, tho ugh the Hiruma main
tain a presence. Many of the rooms here are dedicated to the
ar t of th e Kun i and their macab re study of everything
contained with in the Shadowlands. Common sights include
co rpses ofTainted beasts impaled on jade-studded spears,

or barely living subjects caged by Kuni magic. Eta servants
constantly scuttle about , fetching supp lies for their masters or
dispo sing of test materials that are no longer useful. Those
unused to the Kuni's practices are often warned not to wander
beyond the ground £loor of the White Temple, as even the
Hiruma are not alway s prepared for the sigh ts contained
therein .

The Kuni's library here is vast, rich in knowledge useful for
tho se combating the Shadowlands. Every scroll contained in
the librar y at White Temple is copied at least twice, with one
copy go ing to Shiro Kuni and another sen t to the halls of
Kyuden Hida .

An y Knowledge skills regarding the Shadowlands,
Tainted creatures, the Taint , or the magic of the Crab are
considered to be five points higher when making a skill
check with th e aid of the Kuni's library at th e White
Temple. GMs may feel fre e to add this bonus to othe r
skill chec ks as deemed appropriate.

Any Knowledge or Lore Skills regarding the
Shadowland s, Tainte d creatures, the Taint, or

the magic of the Crab are considered to be two
ran ks higher when making a Skill chec k with

th e aid of th e Kuni's lib rary at the W h ite
Tem pl e. GMs may fee l free to add this

bon us to ot her Skill checks as deemed
appropr iate.

CHono
[M o n k 6/Samurai 9; Hida Bushi 3/
Seven Fortunes 2]
The gruff and aged master of the White
Temple was once Hida Ch cn o, fea red
commander of the Crab force s during the

Clan War and through the troubles of the
Empire until hi s retirement shortly after th e

War of Spirits. Th e retired Crab samura i never
on ce left hi s duty at the Wall , proving hi s

valor time and again in some of the Crab's
da rk est hours. His advanced age

eventually caught up with him
and c h on o was practically

for ced to retire by the clan
elde rs. With att acks on th e

Wall far less frequ ent now
du e to the h abitations
of land s fu rther sout h ,
th e Crab had no n eed
for another sensei with
Chonos experience. Instead

he might represent a new
age for the Crab: one where

aged samurai of the clan could
retire in blessed peace durin g

their twilight years.
Cho no accepted the will of hi s superiors but asked to retire

to White Temple so that he would never be too far to aid his
clan sho uld the need arise. Chonos requ est was granted, his
head shaven, and his life begun anew as a pious monk of the
Seven Fortu nes. With in a year, hi s o rgan ize d m in d an d
surprising natu ral grasp of theTao and the Fortunes made him
one of the most valued members of the order wit hi n White
Temp le. Two months before the deat h ofTotur i I, the gris ly
death of the senior monk within the temple left a void that



Chono was onl y too happ y to fill. Once again productive and
useful , the retired Hida bush i has beco me indispensable to
Hiruma Hijime, the master ofWhite Temple. While Chono is
not the most spiri tually powerful or wisest monk within the
temple, his familia rity with the way of the Crab combined
with hi s iron will has made h im the perfect leader for the
sohei at the White Temple .

mlno~ HI~UmA

HOL" ln GS

i.ons CAnDL£ 1(££7
For hund reds of yea rs , the Cra b have been loath to let
outsiders, even th ose of grea t import ance, near or past th e
Kaiu w all. The Cra b can no t guarantee th e safety of th eir
guests, and it is their dut y to protect othe rs from dang ers they
can no t und erstand. Now th at a great swath of Hiruma land
has been purified beyond the Wall, visitor s are onl y margin
ally more welcome beyond it. The Hirum a lands are far from
safe even compared to the Shinomen Forest and the haunted
regions near th e Tori taka hold in gs. O nly rarely are th ose
outside the Hi ruma fami ly - eve n othe r Cra b - give n
permission to travel beyond the large outpos t kno wn as Lone
Candle Keep.

The Keep was the first structure built after Hiruma Castle
was completed. It sta nds only five miles into th e H iruma
lands, just sout hwest of Razor of the Dawn Cas tle . Th ose
wishing to deal with the Hiruma come here under close guard
and usually meet with a minor daimyo of th e family. In the
rare sit ua tio ns th at warrant it - like a vis iting daimyo of
anothe r fami ly or th e Cha mpion of th e Crab Clan - the
Hiruma daimyo comes to Lone Candle to meet with the visitors.
The Hiruma daim yo would certainly make an appearan ce
if an Emperor were to visit Lone Candle, bu t the Emperor is
more likely to summon the Hiruma.

A VI1ISn CS HALL
Though Lone Candle Keep is far from the largest struc tu re the
Hiruma claim, it is easily the most opulent.The dry winds and
grains of sand blasting across the surrounding plain s make
ado rning th e outside of th e keep a lost cause , but Lone
Candle's interior must be ready to receive honored guests with
some mod icum of pomp. Th e large st and mo st frequented
chambe r is the audience hall , wh ere outsiders meet with
whomever the Hiruma have sent. Th e large room does not
compare to the graceful halls of the Doji and the Isawa, but it
is surprisingly warm and comforting for a place in a blasted
wasteland beyond the Carpenter Wall.

The main feature that distingu ish es the audienc e hall
of Lone Candle Keep is the extra ordinary number of guards.
The Hiruma do not wish to suffer any shame by allowing any
visitor to perish und er their guard. Family leaders constantly
worry th at the wand ering creatures of the Shadowlands will
eventually come to underst and th e import anc e of Lone
Candle Keep and assault the small castle at the worst possible
moment. The Hiruma have consi de red receiving visitors at
three different locations instead of just one, but the logistics
are a nu isance the Crab family has yet to see as worthwhile.

HI~V1i\A TS VKII(O
[Courtier 3/Ranger 6; Hiruma Bushi 3]
The current master of Lone Candle Keep is a curious young
Hiruma named Tsukiko. Though hardly the most intimidating
warrior of the Hiruma,Tsukiko is one of the brightest samurai
of her generation and showed dip lomatic talent early.Like any
dutiful Hiruma, she train s daily in the art of stealthy combat ,
but her true passion is unlo cking the hearts of others. She is
adept at understan ding how others think and is most often the
representative the Hiruma use when dealing with out siders.
Aged visitors who think Tsukiko too young to deal with 
she has just turned 17 - are quickl y disabused of the notion
by her disarming smile and unsettling insight s.

Tsukiko was raise d by her father and his famil y in Sh iro
Hiruma whi le her mother was off scouting for the Hiruma
armies. Tsukiko is mu ch like her mother in many ways, but is
sec retly ashame d of her. The distance fostered resentment;
now Tsukiko has learn ed th at her mo ther is over seeing the
cons truc tion of a Hiruma ou tpos t in an abandoned Nezumi
warren. They have spoken only once within the past ten years
- at Tsukikos gem pukku where her mot her's acidic tongue
and gruffbehavior, even for a Hiruma, nearly shamed her and
Tsukiko before the day was over.Tsukiko almost thinks th ings
are better off th at her mother prefers the company of rat s
to her own family.

BLU£ f'U~ WA~~£n
Shortly after the Hirumas consolidation of power at Daylight
Castle , scouti ng parties were dispat ched to find other ruins
left by th e ravages of th e Shadowlands that could po ssibl y
also be repaired. These expeditions found little beside s a few
crumbling stone foundations the size of towers. Some of these
remains were used as th e base for new outposts and towers
tha t serve d as running points along the Hiruma lands, but
man y were abandoned. The scouting run s continue to thi s day
even though mo st of th e reclaimed land has been scoured
thoroughly.

Several months before the assassinat ion of Emperor Toturi ,
a Hiruma sc outing party happen ed up on an aba n doned
Nezumi warren, burrowed deep into the earth ten miles south
of Shiro Hiruma, devoid of life. The scouts found the warre n
at the same time as a sma ll tribe of wa nde ring Nezumi.
A conflic t seemed inevit able , as the leader of the Hiruma
party had already claimed the land.The Hirum a saw the value
ofa habitable, camouflaged base ofoperations and was willing
to start a minor conflict with the band of ratlings,

Fortunately, an accord was reac hed befo re b loodshed
occurred - the Crab scouts and the Nezumi would share the
warren as packm ates. Now the Hiruma had not only another
outpost , but a band of Nez umi that look ed upon them
as members of their tribe. For the past two years, the Hiruma
an d the Nezumi have worked side by side in a bizarre but
successful experiment.

All of the Hiruma samurai from the original scouting party
remain within the Blue Fur Warren ,joined by a dozen Hiruma
scouts sen t a month after the initial bargain. The se samurai
make infrequent contact wit h the outside worl d (including
th eir kin in the Hiruma fami ly), tho ug h di spa tches move
between the warren and Shiro Hiruma every month. Human
members of the Blue Fur Warr en have becom e noticeably
more Nezumi-like in th eir actio ns , while othe r ratl ings are
quick to point out how mu ch the Blue Fur Nezumi act like
pink- skins.



HI;l.Un\A TSUn£KO
[Ninja to/Fighter 6 ; Hida Bushi t/Hiruma Bushi 5]
H iru ma Tsune ko is th e n igh tmare eve ry cult ure d sam urai
bach elor fears when his marriage arrange me nts begin. She is
a beaut iful wom an (even in her old age) wh o bathes when she
remembe rs to. Tsune ko remembers precious little of human
etique tte an d her behavior can no t be remotely conside red
soci ally acce p tab le. s he is quic k to speak her mind and is
constantly rea dy to stri ke at an y wh o would cha lle nge her.

In her yo u th , Tsuneko wa s a promising warrior of th e
Hi rurna fami ly and part of the scouting parties that gathered
in tell igenc e on Shiro Hiruma before the Cra b an d Naga
struck to reclaim it. In the fina l conflict for the castle ,Tsune ko
was saved by th e intervention of th e spi rit H id a Sukune .
Already an ally of several Nezumi, some rarlings witnessed
the eve n t and na me d her Sun's-C ho se n-Daugh te r-Warrior
(Aw at' Ich tr 'foo-ss tch'ch), having misinterpreted th e golden
glow surrounding Suk une .

The combat had taken place so far from Daylight Castle that
the ratlings took Tsuneko to their warren instead of the castle to
heal her. When sh e d id not rep ort tha t night, the Crab
presumed her dead. Knowing her clan would assume she had
died on the field of battle, she too k her tim e in returning in
order to learn mo re about the Nezumi. She want ed to under
stand the ways the Nezumi dealt with living with in the Shadow
lands as the Hiruma would now have to, and to memorize their
paths and arts of stealth. After three years Tsuneko returned to
her family and revealed all that she had learn ed. s he was given
free rein to come and go as she wished; not since the days of
Hirurna Kazuma had a Crab been more accepted by the ratlings.

Tsuneko was following the br eakaway pack of Crippled
Bone ratling s wh en th ey encounte red th e Hirurna scouting
part y and was th e one to in tervene an d preve n t bloodsh ed .
The aging Hiruma scout is responsibl e for nearly every com
pro mise between th e two grou ps, and is the only member of
the Blue Fur Warre n equally accepted as leader by both races.
Tho ugh she is respon sibl e for th e governa nce of the warren,
Tsuneko often leaves its safety to personally pat rol the areas of
th e Hi rurna lands and keep up her relations with ch ieftains
and shamans from ot he r tribes. She has kept the existence of
the Blue Fur from th e other Nezumi for the tim e being, wor
rying that the Crippled Bone may not be so agreeable about
th e warren as their wayward cou sins.

IIi\?O~TAT\T
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Masagaro is the first modern daimyo of the Hiruma never to
know the shame of having lost lands to Fu Len g. He was only
two years old when Daylight Castle was taken back and recalls
no other home. Despite th is, Masagaro is keenly aware of th e
time when th e Hiruma were fatalistic samurai with nothing
left to lose . Every day he he ard th e stories of the years the
Hiruma had no place to call th eir own, and countless tales of
the darkness of th e Shad owlands,

Masagaro could have grown into an inspi rin g figure ofhope
and a personific at ion of a new age for th e Hiruma, but he
instead has become as grim as the samurai from the h istories
he has learned . He is the grand son ofHirurna Yosh i, one of the
mo st rev ered names among the n ew generat ion of th e
Hiruma, but he focuses instead on his fath er Hi rurn a Kage 
the last Hiruma daim yo to die while failing to recl aim th e
home of hi s fami ly. The two previou s daim yo, Hiruma Zun 
guri and Masagaros mother Nikako, have made great strides
in push ing the Hi ruma int o a new era , but the current leader
of the Hiruma family constantly wallows in the failure s of the
past.

Raised mostl y by hi s mother, Masagaro was keenly inter
ested in th e h istory of his famil y. He was more fascin ated with
the terrors of the Shadowlands th an most Crab chi ldren and
became equally ena mo red with bu sh ido as a guide to steady
the soul. Th e yo ung man was raised in Razor of th e Dawn
Castle , as man y Hirurna ch ildre n are due to th e dangero us
nature of the Hiruma lands. Arrogan t in hi s kn owledge and
status, Masagaro began snea king int o the Hi rurna land s on his
own at th e age of ten. After three such excursions, Masagaro
had tak en the head s of seve n gobli ns an d narrowl y escaped
from three troll s.

Confide n t of his abili tie s, Masagaro convinced four other
ch ildre n to acc om pa ny h im on another trip past the Kaiu
Wall. Inst ead of t reading the ways he had previousl y,
Masagar o explo re d areas he h ad n ot scou ted before. The
young Hirumas luck finally ran out, and he led his small party
into a goblin breeding warren at th e edge of the Hiruma land s.
Masagaro was wise enough to kn ow he and his gro up wou ld
easi ly be ove rru n an d yelle d for a retreat. The Hirurna ch il
dren ran with a speed tha t came from their heritage, but two
did not return to th e Wall th at day.

Th e young man was immediately called into a meeting with
his mother where he was forced to recount every detail of the
expe d it io n . When Masagaro fi nis he d , h is sto ic mother
nodded with a disturbing air of appro val. She had known of
his secret forays and allowed th em to continue. "So now you
know the face of our enemy, ch ild," she said. "Not the Taint
and not the beasts it controls, but the blind arrogance and fear
inside all of us."

Reparations were made to the fami lies of the two lost ch il
dren, and with a wor d from Masagaros father, the incident was
buried. Since the n, Masagaro has never been satisfied with h is



progress as a bu shi. The word s ofhi s moth er and th e death s of
his frie nds haunt his mind every waking moment and often in
his nightmares. He cons tan tly struggles again st himself in
a competition that will never end .The daimyo of the Hiruma
ha s no clo se friends, only trusted lieutenants and reliable
servan ts . Those that know Masagaro well enough realize
th at he do es not just hide h is lighter side from his
vassals, but that he is a man filled with onl y anger and deter
minat ion .

Masagaro sees himself as possibly the most unfit man to
ever lead the Hiruma, but refused to dishonor his father 's
name by backing down from hi s inheritance. His mind is too
clouded with visions of failure to focu s on gaining further
ground from th e Shadowlands; instead he intend to hold the
Hirurna gains until a better leade r steps forward to replace
him. Oddly enough, the Hiruma daimyos det ermination not
to giv e a si ngle inch of land back to the Shadowlands has
made him one of the most respected and successful leaders
the Hiruma have ever had .

HI~vmA mA5A<;A~O

Male hum an Crab, Rgr 5/Sam 2/Rog 2/Shadowlan ds
Veteran 6: CR 15; Medium-size humanoid (h u man);
HD 13dl0+52 plus 2d6+8; hp 172; Init +5; Spd 30 ft.; AC 28
(touch 22, flat-footed 21); Atk +3 keen Kuni crystal katana
+20/+ 15/ +10 melee (i dro- > damage); SQAncestral Daisho,
Favored Enemy (Goblin, Ogre), Grim Visage, Knowledge
Class skill - (Shadowlands) (family bonus), Evasion, Resist
th e Darkness, Sense the Darkness , Sneak Attack +ld6,
Strength Boost (3 x Day), Unchained Fury ; Honor: 2; AL LN;
SV Fort +16, Ref +11, will +8; Str 15, Dex 20, Con 18, Int 16,
Wis 9, Cha 14; Height 5 ft. 4 in .

Skills andFeats:Speak Language (Rokugani, High Rokugani,
Goblin), Balance +9,Climb +13, Heal +10, Hide +37, Intimidate
+14, Intuit Dire ction +14, Jump +15, Knowledge (Sh adow
lands) +20, Listen +3, Move Silen tly +37, Search +3, Spot +3,
Tea Ceremony +1, Tumble +10, Wilderness Lore +10; Armor
Focus (Ashigaru), Daisho Focus (Katana), Improved Critical:
Katana, The Mountain Does Not Move, Track, Triumphant
(Ancestor: Hiruma MaO, Void Use , Weapon Focus: Katana.
Dojo: First Strike; Kata: None.

Po ssessions: +3 keen Kuni crystal katana (ancestral daisho),
+2 jade wakizashi of speed (an cest ral daisho), +2 short bow,
+4 ashigaru armor of displacement, cloak of stealth (as cloak of
elvenkind), boots ofstealth (as boots ofelvenkind), amuletofnatural
armor +4, Hirumas hakama, jade pendant.

HI~vmA mA5A<;A~O

Earth: 5
Stamina: 6

Water: 4
Perception: 6

Fire: 4
Agility: 5

Air: 3
Reflexes: 6

Void: 3
School/Rank: Hiruma Scout 5
Dojo: First Strike
Honor: 2.2
Glory: 8.1
Advantages: Quick, Social Position (H iru m a Family

Daim yo),True Friend (HirumaTodori )
Disadvantages: Antisocial (2 points)

Skills: Arche ry 7, Athletics 7, Defense 4, Hand-to -Hand 5,
Her aldry 4, Hi story (H iru m a Family) 7, Intimidation 5,
Ken jutsu 5, Medicine 8, Shadowlands Lore 8, Shintao 3,
Stealth 8, Subojutsu 5

Kata: None.

HI~U1i\A TODO~IJ SEnSEI
Of" f"1~ST ST~II(E DOjO

The most trusted advi sor of the grim Hiruma daimyo is the l

equally grim HirumaTodori.Todori was one of the children to
follow Masagaro over the Wall on the trip that would change
the course ofboth their lives. After th e death s of two children
Masagaro led into the Hiruma land s,Todoris fath er chastised
him for his stupidity.The man knew his son well and realized
Todor i's stubborn nature would probably lead him to ano the r
such journey, so the young H iruma was sent off to train in th e
Far Runner Dojo in Unicorn land s.

Todori grew up in the lands of the Un ico rn for mo st of
his life , isolated from the re st of the Cr ab Cl an until hi s
gempukku at age fifteen . By that tim e, he had grown up as a
strong Crab, hi s severity tempered by his Unicorn upbring
ing. Todori 's talent at sprin ting had made him famous among

- the Unicorn samurai, and he sometimes raced the Unicorn's
swiftest steeds. After his gempukku,Todori asked to remain at
Far Runner as a senior student and perhaps serve the Crab as
a sensei some day. He sent his request by letter to the distant
lands of the Hiruma and patiently awaited th e reply.

The response was nothing that Todori expected. A brief
note from his uncle told the young Crab th at h is mother and
father had both been killed in a goblin raid on the perimeter
of Shiro Hiruma. Todori's uncle was now his legal guardian;
Todori could stay at Far Runner with his blessing, but could
instead stay with him in the Hiruma lands. Tod ori was
shocked into denial, and with a deadl y calm he thanked hi s
uncle for his kindness. He knew what he wished to do with
his life: stay at Far Runner Dojo.

Todori was quickly forgotten by his uncle and was left to
tend to his life. The master sensei of Far Runner was
impressed by the Hiruma's dedication, as Todori quietly
convinced himself that there was nothing for him outside th e
walls of the school. Though the techniques of the school
taught combat against Tainted foes , eventually th e Shadow
lan ds became a distant memory. Students remarked to one
another that Todori seemed not to fear the ancient enemy of
the Crab Clan, and they were correct.ToTodori, the threat was
not real.

All of this changed fifteen years later when the master
sensei of First Strike Dojo was slain by a powerful Taki-bi no
ani spawn. Hida Masagaro sought a replacement, and th e
master of Far Runner told his daimyo of the talented and fear
less Hiruma Todori. Ma sagaro instantly agreed when his
childhood friend was strongly endorsed by the venerable
sensei. Though Todori had not set foot in Crab lands for two
decades, Ma sagaro felt sure that the fateful trip into the
Hiruma lands had left Todori with a strong impression.

Todori's world crumbled again . First Strike was located in
Shiro Hiruma and beyond the safety of the Kaiu Wall. Hiruma
Todori informed his master that he felt his destiny lay with
Far Runner; perhaps he could best serve the Crab where he
was already. The aged sensei told Todori that he was great in
both skill and talent, and it would be a great disservice to the
clan to not go where Masagaro had requested. Pressured both
by his master and the request of his daimyo,Todori could not
refuse.



Life in First Strike Dojo was unlike anything he had experi
ence d. Instead of train ing in peaceful solitude, Todori was
expected to lead st ri ke forces against the Shadowlands
creatures in the area. Every day was filled with un certainty,
and Todori constantly fough t the urge to run back to the open
plains of the Unicorn lands.

His fear took only one week to overcome him.
On a routine expedi tion into th e border s of th e Hiruma

lands, a gig an tic Taki-bi no a ni assaulted Todo ri 's group.
The demon h ad seeming ly come fro m thin air, but it was
alone . With their superior numbers an d the skill of their
sensei, the Hiruma party should have eme rged easily victori
ous th at day. Instead, Todori could only think of th e sense i
before h im - slaugh tered by a demon such as this. What
chance could he have? He found his reflexes almost stopped
by h is paralyzing fea r an d could barely cho ke ou t the
command to run. It was too late.

Todori reach ed Shiro Hi ru ma alone two days later, dying
fro m lack of food and drink. Once he was brought back to
health, Hi ruma Masagaro visited him. The Hi ru ma daim yo
dismi ssed the sensei's attendants and dem anded an explana
tion with a stern face.The master sensei could say nothing but
the tru th to his lord and every word was a needle in his soul.
H e h ad run from the oni an d co uld no t save an y of the
students un der his comman d. Twe nty senseless de ath s fell
upon his weakness an d he be gged h is lo rd to allow him
seppuku to atone .

Masagaro refused and told him the same th ing the Hiruma
daim yos mot her had said years before. "Some are defined by
their failure . But the stronger among us are defined by what it
teaches us.TThe Hiruma daimyo gave his childhood friend the
choice to remain in Shiro Hiruma or return to Far Runner.

Todori has rem ained in First Strike Dojo and is the nearest
th ing to a close friend that Masagaro has.The two have a deep
und erst an ding of both eac h othe r an d th e ene my th at
surrounds them. While Todor i is nowhere near as fatalistic as
his lord, he shares Masagaro's dark convict ion th at some day
th e Shadowlands will cla im h is life. Many have compared
Todori-sense i to the very lands of the Hiru ma - a dark figure
wit h a grim vengean ce again st th e thing that took th e light
and joy from his soul.

t"~UJi\A T0t70;tl
Male human Crab, Rgr 7/Nin 6/Stalker 5: CR 18; Medium
siz e humanoid (h uman ); H D 7d l 0+21 plus 6d6+18 plus
5d8+15; hp 183; Init +8; Spd 30 ft.;AC 27 (touch 24, flat-footed
22); Ark +3 jade tanto of speed +27/ +27/ +22/ +17/ +12 melee
( l d6+5 damage), +2 keen crystal tanto +24 off-h and (l d6+3
damage); SQClass Skill - Knowledge (Shadowlands) (family
bon us), Discriminating Cut , Favored Ene my (Goblin, Troll),
Hirurna's Strength, Hiruma's Vengeance, Ninja Dod ge +2,
Piercing Strike (+5), Poison Use, Sneak Attack +3d6, Speed of
Darkness,Taint Resistance (+8), Unca nny Dodge (Dex bonus,
Can't be flanked); Ho nor: 1; AL NG ; SV Fort +14, Ref +16,
w ill +7;Str 14, Dex 20, Con 17, In t 16, Wis 14, Ch a 10; Height
5 ft. 7 in.

skillsandFeats:Speak Language (Rokugani, High Rokugani,
Goblin), Balance +11, Heal +12, Hide +42, Intuit Dire ction
+18, Knowledge (Shadowlands) +24, Listen +23,Move Silently
+42, Spot +23, Use Rope +11, Wi lderness Lor e +17; Cleave,
Improved Critical:Tanto, Needle Strike, Power Attack, Stab At
the Face,Track, Weapon Finesse:Tanto, Weapon Focus:Tanto.

Dojo:Far Runner; Kata:None .

Possessions: +3 jade tanto of speed, +2 keen crystal tanto, +2 long
bow, +5 ashigaru armor, cloak of stealth (as cloak of elvenkind),
boots of stealth (as boots of elvenkind), amulet ofnatural armor +4,
Hiruma's hakama, jade pendant.

HI~UJi\A T0t70:;tl
Earth: 4

Willpower : 5
Water: 3

Perceptio n : 7
Fire: 4

Intelligence: 7
Air : 4

Reflexes: 6
Void : 3
School/Rank: Hiru ma Scout 2, Hiruma Stalker, Berserker 2
Dojo : Far Runner
Honor: 1.3
Glo ry: 7.3
Advantages : Magic Resistance (2 ranks), Soci al Position

(Master Sensei), Kharmic Tie - Hi rum a Masagaro, Death
Trance

Disadvantages: Driven (Redeem failure)
Skills: Stealth 9, Archery 7, Athletics 7, Falconry 4, Hand -to

Hand 2, Kenjut su 3, Lore (Shadowlands) 6, Sensei 8,
Shi ntao 4,Tantojutsu 6,Tea Ceremony 3

Kata: None.

HI~UIi\A TATSUYA
HirumaTatsuya has never been one for subtlety.Though he is
on e of the few Hiruma actu ally raised on the groun ds of Day
ligh t Castle, he never showed interest in become a sneaking
scout. In stead, ever since Tatsuya was able to understa nd the
co ncepts of battle , he alway s pointed out where straight
forward assaults or brute force would have been more effective
th an th e tradit ional Hi ruma stra tegies. Naturally, this gave
Tatsuya a bad reputation among the Hiruma and the nickname
"Hida Tatsuya."His father, Crab general Hiruma Koharu, made
the mistake of bringing the boy to his war council only once.
He was barely able to save face as his chi ld made an embarrass
in g displ ay of cont radic ting seve ral respected bush i of th e
Hiruma family.

After th at incident, Tatsuya's father deci ded tha t perha ps
his child's disposition was indeed better sui ted to the Hida.
He arranged entry into the Hi da Bushi School, an d Tatsuya
was sent out of his father's sight for years. Dispatches between
the two became more and more infrequent as Tatsuya became
more conv ince d his fath er was a fool an d Koh aru began to
think ofhis eldest child as an embarrassment to his line.

Tats uy a impressed h is superiors at Su n da Mizu Dojo .
He placed a high value on strengt h of arm s and superior force
but fused his Hiruma herit age with the teachings of the Hida.
He became a clever and un predictable warrior, besting oppo
nents through strength or guile.The young man survived many
personal attacks out side the practice dojo from rival students
convinced he was little better than a cheati ng Scorpion. After
the twelfth such ambush ended in the assailant unable to attend
lessons for weeks, they stopped.

Tatsuya remained in Sunda Mizu for three years after hi s
gempukku as a senior student at the master sensei's personal
req uest. The sensei bel ieved that Tatsuya's strange tact ics
would benefit ot her stude nts. After his period as a jun ior
sensei, Hiruma Tatsuya received an invitat ion from Hi ruma
Masagaro to attend him at Daylight Castle. Th e young man



was stunned at such an honor - to have gained the attention
of the family daimyo at such a young age was a great honor.
Tatsuya readily agreed, not caring what Masagaro want ed with
him .The fact that he would return to Shiro Hiruma as an hon
ored vassal aft er being practicall y expe lled in shame was
enough for him to return without question.

The recepti on for Tatsuya was nothing he had anticipated.
Masagaro brou ght his tru sted general, H iruma Koharu , before
h im an d annou nced th at th e aging war lead er woul d be
appointed a successor. Koharu accepted his lord's wishes but
was not pre pa red fo r Masagaro to call forth h is son. The
reunion was tense for a moment until Koharu bowed low to
his daimyo and then his son.Tatsuya returned the gesture and
knelt before his father once again, pledging to learn what the
elde r Hiruma had to teach and never dishon or his lesson s.

Four years ago, Koharu was slain and Tatsuya stepped for
ward to take his father 's place as Masagaro's milit ary advisor.
Tatsuya's unique perspe ct ive h as
made him a great success at his
positi on . Th e on ly ne gative to
his cur rent post is his con stant
co nfl ic t with th e H iruma
dairnyos other advisor, Hiruma
Tod ori. The two men are like
night and day in their strategies
an d rarely agree. Where in
many situations two Crab would
leave such rivalry behind after
conferring with their daimyo,Todori
sees Tats uya as an unimaginative
moron.Tatsuya spent several months
attempting to cool relation s between
them, but ha s si nce gi ven up and
regards Tod ori much in th e same
mann er.

HI~umA TATSU.YA
Male human Crab, Sam 10/Hida Elite 5:
CR 15; Medium-size humanoid (h uman);
H D 10dl0+80 plu s 5d12+40; hp 238; In it +1;
Spd 30 ft.; AC 34 (touch 19, flat-footed 31);
Atk +22/+ 17/+12 +3 keen Kuni crystal no-dachi
mele e (2d6+9 damage); SQAncestral Daisho ,
Cla ss Skill - Knowledge (Sh adowlands)
(family bonus), Hida's Armor, Hida's Strength,
Fear the Mountain; Honor: 2; Al, LG; SV Fort +19,
Ref +5, Will +9; Str 18, Dex 16, Con 22, Int 15,
Wis 13, Cha 14; Height 5 ft. 11 in.

skills and Feats: Speak Language (Rokugani,
High Rokugani), Battle +19 , Diplomacy +17,
Iaijutsu Focus +15, Intimidate +26, Knowledge
(Shadowlands) +15, Ride +16, Sense Motive +17;
Cleave, Depths of the Void, Great Cleave, Great
Fortitude, Hida Technique (2X), Power Attack, Soul
Forge (No-Dachi), Strength of the Earth,The Moun
tain Does Not Fall, The Mountain Does Not Move,
Toughness, Void Use, Way of the Crab.

Dojo: Sunda Mizu ; Kata: Soul of Stone, Shards of
Earth (Tetsubo).

Possessions: +3 keen Kuni crystal no-dachi (soul forge),
+5 lawful katana (ancestral daisho), +5 holy wakizashi
(ancestral daisho ), +4 great armor, netsuke ofprotection+4,
jade pendant

HI~umA TATSU.YA
Earth: 6
Water: 4

Strengt h: 6
Fire: 3

Intelligence: 5
Air: 3

Reflexes: 5
Void: 3
School/Rank: Hida Bushi 5
Dojo: Sunda Mizu
Honor: 2.7
Glory: 6.7
Advantages: Strength of the Earth (2 ranks), Sage
Disadvantages: Non e
Skills: Athletics 5, Battl e 6, Defense 5, Go 3, Int imidation 5,

Jiujutsu 3, Kenjutsu 6, Kyujut su 2, Law 4, Lore (Shadow
lands) 6, Sh intao 4, Siege 4, Tea Ce remony 4, Tetsub o 3

Kata : Soul of Stone, Sha rds of Eart h
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THE EnDO f'A1i\IJ.,Y
Sho rt ly afte r the Hi ruma took their castle back from th e
Shadowlands, the magnitude of the task before them became
clear to the Crab. After nearly thre e centuries of abuse at the
hand s ofTaint ed beasts, only the most stalwart stone struc
tures of the castle remained. The outer and inner walls were
broken and useless in many places, and the Kaiu were amazed
that the main chambers of th e castle had not yet collapsed.

The leaders of the Kaiu family agreed that restoring Shiro
Hiruma to its previous state would be too cos tly in both
materials and manpower. Though the Crab had wrested th e
stronghold away from the Shadowlands, it still fell under
regular assault .The min ions ofFu Leng were hardly willing to
casually surrender such a prize.The Kuni suffered losses daily
as their shugenja wounded their very souls to purify the lands
around and under Daylight Cas tle, and the Kaiu were too
practical to suffer further losses in the endeavor. Suman , Kaiu
daimyo at the time, submitted a conservative estimate to Clan
Champion Hida O-Ushi and Hiruma daimyo Zunguri. Under
Suman's projections, th e castle could be restored swiftly by
attempting to only repair the least damaged areas and break
down the existing walls to create a smaller perim eter.

Zunguri was furiou s. He dem anded Suman make an effort
to rest ore th e cas tl e to it s origin al state. He wo uld not
di sh ono r th e vows of th e pr eviou s Hiru ma lords and th e
sacrifices of the Hiruma who had given thei r lives by settling
for scraps th e Crab would steal from the Shadowlands. The
Kaiu daimyo did not waver, saying Zunguri was being foolish
and acting without clear th ought. Just when the two lords
seemed ready to come to blows in front of their Champion,
a young bu t respecte d noble of the Kaiu family stepped
forward and calmly claimed he could give Zunguri exactly
what he wished for.

The young samurai, Kaiu Endo, quietly explained several
flaws in Suman's estimation: the Kaiu daimyos plan did not
use rocks in the area or the copio us amounts of lifeless sand
the Kuni were creating with their pu rification rituals. Endo
continued to note problems with Suman's plan until the Kaiu
daimyo cut off his vassal with a wave of his hand . "If you wish
to take these problems on yourse lf," he grumbled, "then do so.
On your own." Suman left , taking th e rest of the Kaiu with
him.Though offended by Endos effrontery, he was still a Crab
and realized that Endo was only doing what he thought was
best for the clan.

Endo was not with out resources. Though the young Kaiu
was out of favor with the daimyo, Suman did nothing to stop
Endo from gatheri ng willi ng Kaiu to h is cause . Two years
lat er , Kaiu Endo and h is small ar my of Kaiu enginee rs
finished their major repairs on the castle and submitted Shiro
Hiruma for inspection. Impressed by the near-miracle Endo
and his followers had enacted, O-Ushi grante d him his own
family name and declared all those who had assisted him his

followers. With the obvious favor of the Crab
Champion and the whole Hi ruma family,
it was expected Endo would return to the
Kaiu and to glory. Instead, he gratefully

acce pted h is Cha mpion's hono rs and
turned to kneel in front of Hiruma Zunguri .
"Though what we have done was with the
skill of the Kaiu, it was from the land s of

th e Hiruma and wit h their favor we have
acte d. I wou ld have th is state of affairs
con tin ue, if you fin d my meag er wort h
acceptable, Zunguri-sama,"
Since that time , the En do have conc erned

themselves solely with the restorat ion and mainte
nance of the Hi ruma holdings.They take great glee in
discovering forgott en outpo sts of the Hiruma still in
serviceable condition, and claim the endless duty of
repairing the walls of Dayligh t Castle . The Endo's
second gen eration has just come of age, and the y are
much like th e Kaiu from whom they are largely
descended. However, the t ime in th e thick of th e

Hi ruma lands has bent them into a grim reflection
of the Kaiu, just as the Hiruma have been hardened

by the Shadowlands' constant assault.

aneo 17070
The Endo live in Sh iro Hiruma with
th e fami ly they serve. Un us ually, th eir

"superior" family regards the End o with very
little diffe ren tiation in st atus. The Hirum a

respect their vital duty.The Endo maintain a school for the ir
children on the grounds of Daylight Castle. Hiruma and Endo
alike are free to study with the sensei of the school so long as
they take their education seriously.



Endo Dojo is the most heavily guarded bu ilding within the
walls of Shiro Hiruma, for the charts and plan s of the Endo
expo se every single defensive secre t the Hiruma maintain.
The Hirum a deplore these do cuments, but concede their
necessity for the Endos work. There are never less than two
additional guards on duty at the Dojo at all times with a single
tas k - sh ould the walls of Shiro Hiruma be breached,
the guards must destroy the Endo's papers.

TH:: snno FAmIL,y
Favored Class: Rogue
Starting Honor: 2
Class skills: Craft (any one)
Starting Outfit:
1. Mast erwork thieves' tool s or two sets of masterwork
art isan's tools , masterwork partial armor, five jade fingers.

TH:: sneo F AmIL,y
Benefit: +1 In telligence
Glory: 0.5 (as opposed to the normal 1.0)
Special: May only att end th e Hiruma Bush i Schoo l or
Kaiu Engi nee ring Sch ool without taking the Different
School advantage. Members of the Endo family takin g
the Kaiu Eng ineeri ng School mu st also take a 2-poi nt
Obligation to the Kaiu family (the character receives no
points for th is Disadvantage). Members of the Hiruma
family treat me mbers of the Endo as if their glory were 5
points higher.

TH£ ~AIJ{UTO ,"Ali\ILoY
The hi story of the Raikuto family begins with an aging
Hiruma noble named Saitsune. Hiruma Sait sune was the
advisor to the Hiruma daim yo of the time and generally
considered the wisest and clevere st of the Hiruma line . Some
said even the fi rs t H iruma would have been confounded
by her sly intellect. Though none contested her keen wit,
Saitsune was not a in spiring leader or great general in the
battlefield and therefore made the perfect advisor. The man
she served was only the third Hiruma daimyo , and the Empire
was still recovering from the war against Fu Leng, so her wise
counsel was greatly valued . Saitsune was largely responsible
for steering the Hiruma and the Crab Clan as a whole through
the politically dangerous times of the early Empire.

As the Hida were too aggressive , the Kuni too intimidating,
and the Kaiu too invested in construction to be well suited to
repre sent the Crab outside of their lands , such duties often fell
to the clever Hiruma family. Many Hiruma considered the
games of th e courts to be like their hunting expeditions
within their homelands - the hunter would sometimes
chase, sometimes wait , and sometimes entice his quarry until
the moment was proper to seize what was sought. The Hiruma
annoyed the Scorpion and Crane with their uncanny ability to
sense and avoid political trap s.

When Saitsune became too old to serve in the dangerous
Hiruma lands, she petitioned her lord, now the son of the
man she had first served, and her Champion to serve the Crab
in the courts ofOtosan Uch i.The life of a nun did not suit her
and she felt she still had enough spirit left to serve the clan.

Hirurna Saitsune's exploits in the Imperial City immedi
ately became both numerous and legendary. Even the
enigmatic representative of the Dragon Clan was amazed at
her almos t supern atural ability to know everything that
occurred within the city.The Crane spent money like water,
but no Crab would betray her. The Scorpion eventually saw

her as such a potential threat to their cover t opera tions th at
they planned to have her quietly dispatched and lay the blam e
on th e Lion .. . or perhaps th e Phoenix , it didn't matter.
The day before th e assassination order, the Champion of the
Crab sent a mis sive to the senior emissary of the Scorpion
within Otosan Uchi, It courteously inquired after the health
of the Scorpion court iers and expressed deep concern for the
Scorpion's wild western border the Scorpion wh ich often saw
Shadowlands raiders. The Champion suggested that should
the Scorpion ever wish to ask the Crab to en sure the safety of
their borders, they would only need to speak with the wise
Saitsun e,

Never on es to disregard a hint, the Scorpion never sent
their assassin.

Unlike man y Crab, Hirurna Saitsun e died aged and in good
company far from th e Shadowlands when her time finally
came.Though surrounded by opulen ce, Saitsune never failed
to protect the Crab Clan from the machinations of the other
clans and was reportedly still able to outrun the young Fox
ambassador a week before her death. In honor of her service,
Saitsune was posthumously declared th e first daimyo of the
Raikuto vassal family.Many of tho se who served as her agents
and spies within Otosan Uchi swore their service to her son .

When the Hiruma lost their lands, the Hiruma daimyo for
mally asked the Raikuto to swear to the Yasuki,The Hirurna's
inability to defend their lands and their status as wandering
samurai shamed them deeply, and they did not wish th e
Raikuto to share their loss. As the Yasuki had be come th e
public face of the Crab, the transition was smooth, though the
Raikuto still kept close relations with the Hiruma, After the
Crab reclaimed Shiro Hiruma, the vassal family gladly
accepted Hiruma Zunguri's offer of fealt y, feeling that their
return to the service of the Hiruma finall y allowed their lord
to say he had reclaimed all the famil y had lost.

Currently, the Raikuto serve as pra cti cally the sole Crab
ambassadors. Though they no longer have a home within
Otosan Uchi, many Raikuto have managed to work their way
into the graces of powerful ho sts for "extended stays." With
the turmoil surrounding the Yasuki st ill far from over,
the Raikuto often serve where the Yasuki would have, under
the name of the Hiruma,

HOL17m~S

None. Less than a year ago, the Raikuto held an estate within
the walls of Otosan Uchi, That holding was lost with the rest
of the Imperial City, and the Raikuto have lived off the favors
and graces of their hosts for the time being . The irony of the
vassal family losing its own ancestral home a generation after
Shiro Hiruma was reclaimed has not been lost on the Raikuto,

TH:: ~AIKUTO FAmIL,y
Favored Class: Rogue
Starting Honor: 2
Class Skills: Bluff
Starting Outfit:
1. Wakizashi, 200 koku.

TH:: ~IKUTO FAmIL,y
Benefit: +1 Intelligen ce
Glory: 0.5 (as opposed to the normal 1.0)
Skills: Members of the Raikuto famil y may sacrifice any
one of their starti ng Bugei skills to gain a rank (or an
additional ran k) in Courtier.



KI;tUli\A
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HI;tVIi\A .YOSHI
Hi ru ma Yoshi was the first Hiruma daimyo to stand within
the walls of Daylight Castle since its loss to the Shadowlands.
Hi s cont emporaries would never have guessed th at Yoshi
would become a legen dary Hiruma name; he was merely a
man of strong hon or and calm emotions. He never expressed
the rage towards the Shadowlands most Crab harbored in
their souls, and many leaders wrote him off as a man history
would forget .

When Yoshi reti red shortly before the Clan War and ceded
control of the family to his son Kage, it would seem everyone
had seen hi m correctly. Kage's dea th forced a decision on
Yoshi: either come out of retirement or leave the Hiruma in
the hands of a fooL A year later, Hiruma Yoshi stood with the
Hida and the Naga as they forced the Shadowlands back and
reclaimed Hiruma Castle.The Hiruma daimyo would sacrifice
his life only months later to buy the Crab enough time for the
Lion to come to their aid. Never was Yoshi un certain of his
destiny or his way - his quiet purpose became a byword to
the Crab.

HOnO;t BEf"O;tE ACTiOn
rAnC£STO~ F£AT: HI~VIi\A .YOSHI:I

Your actions are guided with an unw avering purpose so long
as you never bring shame upon your name or family.

Clan : Crab
Benefi t: As long as your Honor is 2 or higher, you gain a +1

bonus to all saving th rows agai ns t mind-affect in g magic.
In additio n, if you gain th e bonuses of a Favored Enemy
(per th e Ranger class ability and simila r abilities) against an
opponent, tho se bonuses are increased by +1 if that opponent
has the Shadowland sTaint .

AnCESTO;t: HI;tUIi\A .YOSHI
(5 701nTS)

So long as you have at least 2 rank s of Honor, you gain a Free
Raise on all rolls to avoid the effects of fear, intimidation, and
similar effects. In addition , any spell targeting you that would
affect your mind in any way has its TN raised by 5.

HI;tUIi\A ZUnGU;t1
Born to a Kaiu mother and a Hiruma father , Zunguri had just
completed his gempukku when the Crab went to war against
the Crane in the Clan War. Zungur i was one of th e tok en
Hiruma left to guard the Kaiu Wall while Kisada marched
alongside the Sha dowlands forces. Zunguri served at his
undistinguished po st with unfail ing dedication and spent
much of his time studying the Wall. As it was the first tim e it
had ever been und er no thre at of direct assault , Zunguri had
his Kaiu relatives begin repairing sections that badly needed
it.



Hida Yakamo returned just over a year later carrying the
barely-living body of his father on the heel s of the Shadow
lands betrayal. Zunguri had come to be recognized as a
capable leader and keen judge of logist ics. When the Crab
later reclaimed Hiruma Castle and Hiruma Yoshi was slain,
Zunguri had accumulated eno ugh political power to claim the
leadership of the Hiruma. Zunguri met his end five years later
choking th e life out of an ogre as it crushe d him to death .

Oi'i'O~TUnIST'S nun"
[AnC5:STO~ f'5:AT: HI~V IilA :ZVnGV~II

Guided by the spirit of your ancestor, you have the uncanny
ability to see the possibilities in every situation .

Clan: Crab
Benefit: You gain a +1 bonus to all Spot, Listen, Sense

Motive and Search checks.

AnCESTO;C HI~U1i\A ZUnGU~

(3 70lnTS)
The keen and agile mind of your ancestor guides your senses,
allowing you to see opport unity where others see nothing at
all. You gain a Free Raise to all Perception rolls when attempt
ing to find something out of the ordinary (such as a hidden
trapdoor under a tatami) and may spend a Void Point once a
day to re-roll any die with a result of 1.

HI~U1i\A 1i\AI
The daugh ter of Hiruma was as full of bravado as her father.
Mai was obsessed with proving her superiority to everyone
and everything she came in contact with. She was not quite a
witless fool, though, and knew when to keep her nee d for
conquest in check.

Though Mai is genera lly regarded as one of the most unfor
giving and insensitive commanders in the history of the Crab
(and quite possibly the Empire), few could ever find fault with
the results of her instruction . She believed in victory at almost
any cost, and her philosophy became the foun dation for the
Hirumas evolution into a family of stalkers and spies instead
of simply hunters and warrior s.

There are any number of stories about Hiruma Mai's death,
fro m her atte mpt to leap th e width of the Feste ring Pit to
losing a race against a an oni of the wind.The truth is that Mai
lost a bet against an Ikoma lord and was forced to marry him
and take his name. Infuriated th at her ego and bravado had
been used against her, Mai planted flamboyant stories of her
disappearance before sneakin g into Lion land s under a false
name. Mai 's heart rem ained with th e Crab eve n after her
natural death due to age.

T~IU1i\i'HAnT

[AnC5:STO~ f'5:AT: HI~VIilA IilAII
You have inheri ted the blood of Hiruma Mai and the calling to
constantly transcend your limitations.

Clan: Crab
Benefit: Any time you spend a Void Point to enhance an

opposed roll the effect is doubled. Should you fail the roll, thi s
feat is inactive for the rest of the day.

AnCESTO~: HI~U1i\A Ii\AI
[3 70lnTSI

The blood of Hiruma Mai makes you push yourself to become
better than everything aroun d you . Whe never you spe nd a
Void Point on a Contested Roll, the effect is doubled. Should
you fail the check, this ability is inactive for the rest of th e day.

v= q -

Classes: Rogue, Ninja , Ranger, Samurai, Fighter

Sch ools: Hiruma Bush i

HISTO~Y
Shortly after the return of the Unicorn to Rokugan, the chil
dren of Shinjo foun d themselves unwelcome in the company
of the other clans , save one - the Crab. Spurn ed for their
uncouth demeanor, the Unicorn found friends in the families
of the Crab Clan . The bond bet ween th e Hiruma and Moto
grew particularly strong. The two grim families found much
in common and th e alliance was sealed shortly after the loss of
Moto Tsume and his war party to the grip of the Shadowland s.
Th e Moto offered the Hiruma a place within th eir land s to
train and the Hiruma eagerly accepted. The Hiruma gained



great open plains to practice speed and wooded forests to train
in stealth, while the Moto could learn about the Shadowlands
and the dark forces there.

When the Hiruma reclaimed their ance stra l fortress from
the Shadowlands, the dojo in the Moto land s was practically
abandoned for a decade. Out of respect to the courtesy the
Moto showed th e Hiruma centuries ago, they continued to
train small forces of Hiruma in Far Runner Dojo while the
majority of the family rebuilt what had been lost. Since that
time, the Hiruma have slowly returned to Far Runner as their
numbers steadily incre ase. The Hiruma understand the value
of strong allies now more th an ever , and now th at the Moto
command the Unicorn Clan, the Crab know they can count
upon the Uni corn as steadfast brothers should the need arise.

~unrunG f'1~J.DS
The Hiruma are legendarily capable of running at top speed
for hours or even a full day.The grass of the Running Fields is
crisscrossed with paths taken by new students and kept low to
ens ure a Hiruma collapsed from exhaustion can be easily
found and tended to. If on e could see the fields from a great
height, they would resemble a great ne st of ants con stantly
scurrying large distan ces from the dojo in odd patterns and
returning. Even at night, the Running Fields are in con stant
use as the Hiruma train in the art of stalking and track ing in
the darkness.

The plains roll gently, so the squat structu re of Far Runner
Dojo is hard to find from mor e than half a mile away. In itiates
are never sent more than this distanc e away from the school;
more advanced students go miles off and mu st remember
their way back home. Visitors are warn ed of the confusing
nature of the Fields, but once a curious Matsu scout was lost
for a full week after asking permission to wander the Running
Fields.

SOCIAl. B£n£f'IT
Memb ers of the Far Runner Dojo often serve as messengers
and go-berwee ns for the Crab to other clan s, or from one Crab
fam ily to another. Because of this, its stude nts are adept at
dealing with a wide variety ofpeople .

Benefit: Stud ents of th e Far Runner Dojo gain a +1
circums tance bonus when attempting to use a skill check
to act with in the parameters of prop er etiquette .

Benefit: Students of the Far Runner Dojo gain a bonus
eq ual to th eir Insigh t Ran k to all socia l ro lls when
at te mpt ing to act wi thin the pa ram et ers of prop er
etiquette.

T~AlrunCi B£n£f'IT
The Far Runner Dojo trains its students exhaustively in the
arts of running and evasion. •

Benefit: When sprinting, running, or making a double
move action , a student of Far Runner has his movement
for the round increase d by his character level.

Benefit: Wh en running, a student of Far Runner has his
movement for the round increased by his Earth Ring in
feet.

1i\AGIC In TH~

HI~U1i\A J.An"S
Like the Kuni lands, the Hiruma lands are barren

and inhospitable to the kami. The spellcasti ng penal
ties that app ly to sh ugen ja while in the Kuni lands
apply also to the Hiruma lands (see Chapter Three). As
the Hiruma do not have the same spellcasting tradi
t ion as the Kuni, sh ugenja also suffer penalties when
within a Hiruma castle (a penalty normally not
applied in Kuni lands). The exception is the White
Temple, where all sh ugenja can use magic normally.

BLU£ FU~ T~IB£
n£ZUIi\I

O rigina lly a large pack of Crippled Bone ratli ngs , th ese
Nezumi fo u nd th em selves aban do ne d an d alo ne in the
Shadow lands wh en th eir pack leader was killed in combat
with an ogre . The ratl in g tha t took command of the pack
quickly pointed out several facts to th e survivors, the most
important of whi ch being th at none of them had liked their
previous Chief, and that if they escaped everyo ne else would
think they had died.Talks went long into the night , but in the
end the new tribe was fully convinced of its superiority to the
res t of the Cripp led Bone. The tri be made Kch'ay-Bur th eir
chieftain, as he was obviously the smartest of them all and was
guid ed by the spirit ofaTranscendent. Guided by the Name of
Rik 'Tik 'Tich ek , Kch 'ay-Bur led hi s new Tribe wh en they
reac he d the warr en where they me t the pink-skins of th e
Hiruma tribe and eventually allied with them.

The tribe has taken the name of Blue Fur as a reference to
their packm ates of the Crab and uses the grays and deep blues
of the Hiruma in their warpaints.

Nezumi of the Blue Fur tribe are physically similar to the
Cripple d Bone. Ho wever, they gain th e fol lowing
bonuses instea d of those presen ted in Rohugan:'"

• +2 Strength, - 2 Wisdom. Though they are several gen era
tions rem oved from th e Crippled Bone Tribe, Blue Fur
Nezumi ten d to be strong and imp ulsive like their cousins.

• Favored Class : Ni nja . Train ing side by side with th e
Hirum a has introduced the Blue Fur Nezumi to the many
uses for this class.

• Starting Outfit: Masterwork tanto. Blue Fur Nezum i have
begun treat ing the short knives given to them by the
Hiruma in much the same way samurai treat the ir wakiza
shi. They conside r it a badge of their tribe and are fiercely
prote ctive of it.

Nezumi of th e Blue Fur tr ibe are ph ysically sim ilar to
those of the Crippled Bone.The y may select Advantages,
Ski lls , and Sch ools as if the y were Cri ppled Bone and
may purchase rank s in Rokugani Culture as if they were
human. Due to th eir status as runaways hidden within
the confi nes of a Hi ruma -owned warren , they start with
o Niche and all their Nich e gains are halved until they
reach Niche Rank 2.





"Vulnerable?" offered Tansho. Seeing his mute nodof agreement,
she shook her head. "Are those in the Empire at large so ill-informed
oftheCrab's waysthat they feelweare secure?Do you honestlybelieve
we do not share the feelings you haveexperienced? Because if you
think for one moment that we sleep everynight confident that we
will live to see the sun rise, then perhaps you are the fool my cousins
believe you to be."

"I am no foo l," Hatori said, his blood rising. "I clearly made a
mistake." He stood to leave. "I believedthat it was the Kuni's duty to
oppose theTaint wherever it appeared. Apparently your jobis to fight
it in your own homeandmockotherswhowishtodo the same. I will
take up no more of your time with my foolishness." He turned and
stonned fro m thechamber, his jaw set and hiseyes blazing.

"Hatori!" Tansho called after him. He stopped and turned to face
her. "What do you want from me?" she demanded. "Do you think
I can easilyexplain how todealwith theTaint?How toensure that it
won't take those you love away from you before you even realize it's
reached your home? Because I cannot do that. If I had that type of
expertise, then theShadowlandswould havefallen longago. I can tell
you how todestroy a hundred differentcreaturesthat comeout ofthat
hellish realm, but I can't tell you anything about the thousands
that I've never seen, and I can't tell you how to stop theTaint from
seducing the weak and thefearful."

Hatori stared at herfor long moments. "What can I do?"
"Be strong;' she said,her voice low. "Be aware of those around you.

Never drop your guard, and never stop questioning the motives
ofthose you love."

The historian shook his head."That isnokind of life."
Tans/to noddedsadly."But it is theonly life a Crab knows."

TIiE ItUru
?;tOUITlCES

li\AJO~ Itunl
HOLDinGS

Like the Yogofamily among the Scorp ion, the Kuni have had
their name all but destroyed by the actions of a single sinis ter
individual. Kuni Yori nearly brought their family to ruin, but
they have resume d their ancient duties with a new passion.
They hold fie rce ly to their ancestra l lands, det ermined to
remember the ir former glory and return to that state.

HIGH T~~~ IJILLAG~

U.OCATlon CS'l
The somewhat frivolously named High Tree Village is a place
devoid of humor. The Village's location high in the Twilight
Moun tain s means that its dwellers only see th e Crab lands
below them when the tallest treetop peeks through the thick
fog that perp etu ally shrouds the foothills - thus the name.
The actual village is without trees, or life of any sort save the
heimin workers and samu rai who live there. Food is brought
up to the village every week by the families of the men who
work there.

Midaki sano Mura is an important source of iron for the
Crab Clan. The mines that th e villag ers work are deep and
twist ing, reac hi ng into the ve ry heart of th e mountains.
Although uncommon, th e miners have disturbed sleeping
Shadowland s beasts often enough that the Kuni daimyo has
stationed a garri son of samurai within the village. The Hida
protect the village, the Kaiu ensure that the mines are stable,
and the Kuni destroy and study anything that billows forth
from th e darken ed pit s th e min ers descend into each day.
The peasants are a cowed, defeated lot who every day expect to
meet their deaths at th e hands of Fu Len g h im self. They
perform their du ry like Crab, however, and do not complain.
Every worker receives one week a month to return to thei r
hom e village and visit their families, and thi s is what drives
them to return to the min es with the sunrise every morn ing.

TH~ raon lilln~

The iron mine at Midaki sano Mura is one of the oldest of its
kind. The iron ores th ere were discovered early in th e clan's
history and have been steadily mined ever since. There have
been many occasions when it was believed that the iron had
fin ally run ou t, but each time ano ther vein has been foun d,
ever deeper in the Twilight Mountains. The twisting caverns
see m endless , reac hi ng for th e center of the worl d. Many
peasant miners are terrified of the mines, but consider it the ir
sacred dury in the name of the Crab samurai who defend them
from the Shadowlands.

Wh ile they would never admit it, many Crab feel uncom
fortable around the min es.This region of the Twilight Moun
tains is kn own for strange and dangerous phenomena, and
many feel that having mined in one location for so long is an
invitation for disaster. Most feel it is only a matt er of time
befor e th ey awake n some thi ng terrible deep ben eath the
earth.The King of the Trolls awakened not so long ago, some
say, and the Kusatte Iru sleeps only a few hundred miles or so
to th e west. Is it so hard to imagine th at othe r such beasts
slumber beneath the earth?

Regardl ess of th eir reservations, dozen s of men desce nd
into the mines every day and return with precio us iron ore.
The ore pro duced is of above-average quality and is put to a
thousand differen t uses by the Kaiu. Ore from this village is
rarely used for things such as pots or farming imp lements,but
is instead reserved for weaponry and armor.

A"IJ~nTV~~ HOOle.
Challenge: The peasan ts wo rk ing the iron mine have

begun to report strange things from deep insi de the moun 
tains. Accounts vary, but most describe glowing red eyes in the
deepest tunnels. Even the most loyal peasants are beginning to
balk at the notion of going in each morning, and if things are
not dealt with , the Crab will have a serious problem.

Focus: Expec ting no thi ng more serious than minor oni ,
bakemono, or perhaps mountain goblins, the Crab enlist the
characters' aid in dealing with the situation. The characters
must deal with wildly supers titious peasants, dark and treach
erous tunnels, and potenti al hazards such as cave-ins in the ir
attempt to debunk the peasants' fears.

Strike: The tunne ls have descend ed far enough into the
earth to att ract the atte ntion of the Shakoki Dogu, a race of
earth spiri ts whose rea lm lie s far below the surface. The
Shakoki Dogu are not really harmful, but are curious. Unfor
tunately, since their encounter with hum ans have turned out
so poorly in the past, they are likely to react badly to attempts
to engage them unl ess they are handled with the utmost care.



HIGHWAYS Of' TH~
I(unl .7~01JInC~S

The Stone Road (Con nects CB7 to CBS ) - This road
connects Midaki sano Mura to Kakita Bogu. It is very
lightly t raveled, as no one wants to go to Kakita Bogu.
Most traffic involves the transport ofore from Midaki
san o Mura to the ironworks in the marsh village.

Wasted Path (Con n ect s CB7 to CB 11 ) - This mor
bid ly named pat h travels through some of the most
desolat e portions of the Kuni Wastes. It is a depress
ingjourney that m os t try to avoid .

TH:: ?IT
Near the outskirts of Midaki sano Mura is a deep chasm with
walls far too shee r for anyo ne to descend into it . When the
village was founded, the Kuni investigated the site and found
th e chas m not to be Tainted , but co nceded that th ere was
someth ing decid edly unnatural about it . It was decl ared
unsafe, to be avoided. This was an easy comman d to follow,
as the Pit is far outside the village and difficult to reach , and
there is nothing of any value to the village in th at direc tion.

The Pit, as the chas m came to be called by th e villagers,
might have lapsed into obscurity except for a tragic incident a
few hundre d year s afte r the village's foundi ng . The son of
a promine nt Hi da magis tra te accompanied his father to th e
village an d heard of th e Pit from ot he r children. Being an
adventuro us sor t, the youngster went to explore the Pit and
disappeared . The magistr at e's inves tigation turned up few
leads, and the best guess is that th e boy fell into the chasm .
The ang uis he d magistrate ordered th e min ers to dum p all
unusable stone and residue into the chasm until it was filled
up.

Centuries later, the chasm appears exactly as it did that day
so long ago. Granted, much of the stone and ore the miners
extract from the tunnels is used by the Crab, but at least a ton
of debris is dumped into the chasm each month. Yet somehow,
it has never been filled, nor can anyone peeri ng into it discern
the bottom or any sign of the tons of stone and dirt that have
been poured into it over the centuries.

AI1I1::nTU~:: HOOK
Challenge: Eager to purge th e cla n of any potential

danger s and prove h im self in the process, a zealous Kuni
witch-hunter has launched an investigat ion into the nature of
the cha sm. His aunt , a powerful woman within the Kun i
family, politely requ ests th at th e charac ters keep an eye on
him and pre vent h im from do ing any thi ng overl y fooli sh .

Focus: The young Kuni is intent on using a bizarre combi
nati on of Kaiu apparatus and magic to descend into the dep ths
of the chasm. He makes a good case for how it cannot fail, but
pragmatic characters will recognize that his plan requires far
too many things to go in his favor to be depended upon. It is a
plan rife with potential for disaster.

Strike: Somewhere deep in the chasm is a passage into one
of the Spirit Realms. Exactly wh ich Realm the chasm leads to
depends upon your particular campaign. Should the charac
ters enter it, they are likel y to meet its angry residents who
would like to know where all that rock has been coming from
for so long . . .

SHI~O xvru
(1-0CATIOn CB11l

Ofte n gro upe d with suc h p lace s as Yogo Sh iro and the
Moto famil y's Ou tsi de r Keep , Sh iro Kun i is a feared and
misunderstood place. Despi te the family's labors to keep the
Shadowlands at bay for over a th ousand years, the ir strange
appearance an d demean or has always set ot hers on edge,
and the betrayal of Kuni Yori durin g the Clan War was enoug h
for most to condemn the Kuni. Fortunately, the Crab Clan has
see n Yori for wh at he was , an abo mina tion an d a traitor,
and has allowed the Kuni to return to their ances tral pursui ts.
The Kun i have proven th ei r worth to the Hida a h und red
times over since then, even if the rest of Roku gan refuses to
recognize the trut h.

Shiro Kuni is not a par ticularly imposing struct ure , but its
location in th e cen te r of a dead, twi sted wasteland tends to
give it a rather sinis ter feel. The most striking feature of the
castle is its enorm ous size; it is among the largest fortresses
contro lled by a sh ugenja family in all th e Empire. Not even
Kyuden Isawa or Shiro sano Ken Hayai can rival it for shee r
size . The reason fo r th is is simple : Shi ro Kuni sits at th e
approximate center ofCrab land s, and as such a large standing
army resides here so that it can deploy anyw here within th e
provinces at a mom ent 's notice. It is not uncommon for enti re
uni ts to be sent forth from Shiro Kun i to reinforce the Great
Wall. Wh ile many of these soldiers never return to their post
at Shiro Kuni, new arrivals are common as samurai fresh from
their gempukku arrive to receive their unit assignme nts and
begin the ir combat train ing.

The Kuni rarely hold court at th eir hom e. It is a strange
combina tion of military outpost and shugenja laboratory, and
as such is unsuitable for guests. Instead the Kuni are involved
in the cour ts held at the Face of the East Castle in the Kaiu
provi nces. They assist the Yasuki , wh o oversee such events,
and are a common sight at the Crab win ter courts.

TH:: KUru 1-ABO~ATO~I;:S

Childre n all across the Empire tell each othe r horror stories
involving the terrors of a Kun i shugenja's workshop. Grisly
and night mari sh, the workshop of a Kuni is a gruesome place
where horribl e things are done in the name of defending the
Empi re . Over the cen tur ies , th e Kuni have expe rimented
upo n and dissected hundreds of different kinds of Shadow
land s creatu res, carefully cataloguing the ir abilitie s and weak
nesses. It is a wret ched du ty unfit for a samurai, yet the Kuni
perform it without hesitation or complaint. If the Hida and
Hiruma are de st in ed to d ie on th e Wall to pr eserve th e
Empire, then the Kuni can surel y sacrifice their honor to the
same end.

Following the Kuni provinces' decimation by Shadowland s
forces centuries ago, many Kuni settlements were un able to
survive in the renamed Kuni Wastes. The small family chose
to con solidate th e majority of its resources into a few sett le
ment s, the largest of whic h was Kuni Shiro . During tha t time,
individua l sh ugenja ofte n es tablis hed workshops in the
wildern ess, conducting their research on their own with only
their apprentices and servants to witness their achievemen ts.
While th is arrangement worked for man y years, many believe
th at the famil y's isolat ionist tendencies contributed to the
corrupt ion of many powerful me mbers, includi ng the
infamous Kuni Yori, daimyo of the family du ring the Clan War
era.



BA~~CI{S Of" TH:i 17Amn:i17
Outside the walls of Shiro Kuni is a nondescript building with
none of the normal military markings. No banners flap in the
wind identifying the units stationed within, nor does it bear
any boasts of the courage and prowess of the soldiers within.
There is only a single banner flying above the barracks: a black
crab clutching a decaying finger of jade . Not a Crab soldier
fails to instantly understand its meaning. The Damned are
stationed here .

Th is barracks was the birthplace of th at strange sect of
berserkers. It was here that the Kuni first began exploring the
possibility of using Tainted but not yet Lost samurai as front
line troop s against the Shadowland s. understandably, many
Crab samurai cannot avoid contracting the Taint during the
course of their duty on the Great wall. Whether through
wounds received in battle or through the abilitie s of insidious
creatures like the Pekkle no Oni, dozen s of samurai contract
theTaint each year, far more than that during periods of heavy
conflict. Most die within a short time.

Those who survive are brought to the nameless barracks
outside Shiro Kuni. There, they are subjected to countless
examinations and tests by the Kuni shugenja who supervise
such individuals. On ce it has been determined that they pose
no immediate threat to themselves or others, they are taught
meditative techniques to aid them in controlling the wor st

aspects of their Taint. Those who master thi s difficult task are
placed in units with others like themselves and train ed in the
strange, eclectic fighting styles of the Damned. Fully staffed
units are assigned a Kuni sh ugenja to oversee them and
relocated to one of the handful of Damned barracks along the
Great wall.

Dissident Crab have prote sted that assigning a shugenja to a
single unit of soldiers is a gross misuse of resources. Those
who have seen the Damned in action, however, know th at
the y are an incredibly effective weapon against the Shadow
lands. One Kuni minder per unit has been found appropriate,
and two might not be a bad idea.

xvru ~'H'TO. OU:i~S:i:i~ Of" TH:i 17Amn:i17
[Shugenja 16 ; Kuni Witch Hunter 4]
If one were to imagine the stereotypical Kuni that comes to
mind when other clans discu ss that sinister, intimidat in g
family, the image would surely resemble Kuni Rihito. Rihitos
duty is to oversee the Tainted samurai who are assigned to the
barracks outside Kuni Shiro. He has the final word on who is
suitable to serve the Damned and who must be killed before
they can threaten the clan. He trains the Damned in the
techniques they need to survive jus t lon g enoug h to be
sacrificed on the front line s of the Crab army. Rihito knows
that the men and women he sends forth into batt le will die ,
and soon.



The we ight upon Rihi to's shou lde rs is ove rwhe lm ing.
Death lives with him every day of his life, and he considers
himself little better than a common murderer. Countless men
have been sent to their deaths by his hand alone , and he must
live with the knowledge than any man sen t to him will die ,
in battle or by the Kuni's hand when they prove unstable.

mmoa xvru
HOL"lltGS

The devastation of the Kuni provinces centuries ago has yet to
be overcome. Much of their land is a useless wasteland.
Despite this, the Kuni have abandoned few of their lands,
preferring to use them for whatever meager purposes they can
still serve.

KAKITA1S B;tEATH
U..OCATIOn CBS)

Perceptive individuals might note that the peasants of Kakitas
Breath seem more appropriate for a Kaiu village than a Kuni
holding. However, very few visitors ever reach it at all. Kakita
Bogu lies on the edge of a vast salt marsh, and the stink of the
marsh drives away all but the most determined travelers .

Kakita Bogu would almost certainly be known for the
skill of its inhabitants if it were not for the fact that the stench
dominates any conversation concerning the village. The
peasants receive a sizeable portion of the ore taken from the
mines at Midaki sano Mura to the west , and over the years
they have developed considerable met alworking skill. They
do not produce samurai weaponry, of course, but the y craft
many farming implements and everyday items used by
samurai and peasant alik e throughout th e Crab provinces.

l~on\!J0~t5

This unimaginatively named busines s is the largest building
in Kakita Bogu, and employs most of the Village's non -farmers.
The ironworks has a large forge, deemed "crude but effective"
by the Kaiu, that renders down the ore brought from Midaki
sano Mura. The peasants here get the low-grade ore; the
higher qualiry ore goes to the Kaiu for weapons or other useful
items. The ironworks in Kakita Bogu produces essential but
low priority items such as pots, farming implements, yari
heads, arrowheads, and even portions of the Crab's great metal
ships, the koutetsukan. These items go to offset a portion of
the village's taxe s. The Crab consider this an appropriate
arrangement, as the nearby salt marsh severely limits the
village's ability to produce crops.

THi: m.A~5H

The marsh ju st beyond the borders of Kakira Bogu is not
particularly large , but it is especially foul. On a bad day the
stench can reach the peaks of Midaki sano Mura. On those
days, productivity in the mines is often exceptional as many
miners go deeper into the tunnels and stay longer into the
evening in order to escape the wretched stink.

Un surprisingly, the peasants of Kakita Bogu have many
superst i tions regarding the marsh. One of their more
advanced theories is that it is fed by an underground river that
originates in the Shadowlands. less scientific theories suggest
that the marsh is a portal to the Dark Oracle of Water's lair,

or that it is a site whe re the First Oni once marked its territory
in the manner of all beasts.

Despite the many wild theories and accusations, the marsh
is a natural phenomenon. The plain on which it rest s dips
down very slightly, and the marsh collects all the runoff water
from mile s around. This causes periodic size flu ctuations,
making it seem as though th e marsh grows and reced es.
While it certainly may be true that there are Shadowlands
creatures hiding within, the marsh is decidedly ordinary.

A[7I1i:nTU~i: HOOK
Challenge: Recent heavy rainfall has caused the marsh to

grow con siderably, threatening to cross th e vill age's bord er
and begin flooding it. The villager s are desperate to forestall
thi s disaster , and desperately plead to visitors for assistan ce.

Focus: There is little th at can be done outside of using
magic to stem the water 's advance or digging a ditch to divert
the water. Characters with any skill in Engineering autom ati
cally know the appropriate means of dealing with th e
problem.

strike: The rising waters and activity near the marshs edge
has attracted the attention of a Shadowlands beast (or beasts)
within the marsh. It may be an aggressive, dangerous creature
like a Sanshu Denki or a Bog Hag , or it might be a mor e
passive creature like a complacent marsh troll or even a family
of swamp goblins. How the creatures react to the characters
and vice versa depends upon the circumstances.

£)(T;mT£~~TO;UAL

HOL"lltGS
The Kuni have little interest in anything out side their borders.
The only exceptions to this are their handful oflabs and work
shops in the Hiruma provin ces, close to their chosen object of
study: the Shadowlands.

THE .{UN TOWE~

AT SHI;tO HI~UIi\A

U..OCATlon CB13)
Relations between the Kuni and Hiruma have been tense since
the Clan War.The Hiruma lost everything to the Shadowlands,
then watched in horror and disgust as the Kuni daimyo
willingly embraced the very darkness that robbed them of
their lands, their school, and their honor. While Hiruma
Masagaro has publicly voiced his support of both Kuni Utagu
and now Kuni Tansho, many among the family quietly disagree
with their dairnyo's assessment. The Kuni betrayed them once,
and may do so again.

Despite these hard feelings, the Hiruma have acquiesced to
their daimyo's wishes and assisted the Kuni in the con struc
tion of a large tower adjoining their ancestral home.The Kuni
stationed there have committed themselves body and soul to
the defense of Shiro Hiruma, unlea shing their most powerful
magic upon the beasts that assault it daily. Their efforts have
met with great success: not only have they gathered a tremen
dous amount of information regarding their enemies, but they
have saved coun tless live s among the defenders of Shiro
Hiruma with their spells and insight. Slowly but surely, the
bond between the two familie s is growing.
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xvru J(IYOSHI.
WITCH HunT£~

Kuni Kiyoshi 's parents died in the Battle of oblivion's Gate,
and he was raised alongside other oblivion's Gate orphans in a
small mon astery. Kiyoshi was a strange and solitary child who
spent all his tim e in study, learning the history of the Crab
c lan. Th e monks fear ed for Kiyosh i's future, as he had no
friends and no intention of making any. When the time came
for th e orphan s to en ter training as samurai, the monks
brought Kiyoshi's solitary nature and love of history to the
attention of the local Kuni magistrate.

Three days later Kuni Utagu arrived at the monastery and
made Kiyoshi his personal apprentice. The Kuni expect each
shugenj a to tak e an apprentice at some point in his career.
Utagu acc epted no students who did not match him for
dedication an d love of learning. He and his wife Tansho
became surrogate parents for young Kiyoshi, who developed
into a clever and powerful young shugenja. He followed
Utagu into th e Wit ch Hunters, and brought seven maho
tsuka i to ju stice in th e first year after his gempukku. Some
whispered that Kiyoshi was surely Utagus heir, ifnot his true
son.

Though Kiyoshi want ed nothing more than to investigate
hi s ado pte d fat her's mysterious murder, he was quickly
recalled from Otosan Uchi to deal with the growing crisis at
th e Kaiu Wall. Kiyoshi's skills were put to the test . The day
Kuro da fell , Kiyoshi saw th e attack coming and could do
nothing. Sha ha i, th e Dark Daughter , stepped forward and
used her magic to cripple Kiyoshi's leg. He could only watch
helplessly as Hida Kuroda died.

Oddly, Shahai did not kill Kiyosh i when she could have.
The Witch Hunter esc aped the battlefield and, us ing hi s
magic, soon recovered th e use of his leg. Since then he has
never been far from Hida Kuon 's side. He has entered into
training with Hida Roh iteki, and has found that the gruff
h igh pr iestess' teachings supplement those of his adopted
parents quit e well. He has grown much stronger in a short
time, and he feels ready to face the Horde again.

Each day that passes he is more restless, but he has come to
realize th at h is restlessness has nothing to do with combat.
Each night is filled with fevered dream s, which have recently
become lucid. Again and again he sees the same face, the same
pair of depthless lavender eyes. He hears the same sultry voice
call out his name, and he longs to answer.

Deep in his heart he knows he should resist, but he fears he
cannot.

He knows the face now. She is Shah ai, the Dark Daughter,
th e Dark Lord 's consort. Som ehow she is speaking to him,
tormenting him, calling him . Kiyoshi wonders if the dream s
are just a fevered respon se to the magic she worked on him, or
if there is somet hing dark er behind them. Kiyoshi has come
to dread the day when he will face the Dark Daughter again.

He fears that she will call to him again.
He fears th at he will go to her.

xvru I(IYOSHI
Male human Crab, shu 5/Witch Hunter 9: CR 14;
Medium-size humanoid (h uman), HD 14d6+87, hp 146,
Init : +2, Spd 30 ft., Atk +2 wakizashi +8/+3 melee , ld6+2
damage , AC 20 (touch 13, flat-footed 18), SQ Class Skill 
Knowledge (Shadowlands), Element Focus (Earth), Hunter 's
Focus, Sense Elements, Sharpened Senses, Shrug off the
Darkness,Track the Darkness, Witch's Bane, Honor 1, AL LN,
SV Fort +12, Ref +6, Will +13, Str 12, Dex 15, Con 20 (24),
Int 14, Wis 16, Cha 14, Maximum Void: 8, Height: 5 ft. 6 in.

skills and Feats: Speak Language (Bakemono, High Roku
gani , Nezumi, Oni, Rokugani), Concentration +19, Heal +14,
Knowledge (Shadowlands) +19, Knowledge (h istory) +14,
Knowledge (Shintao) +14, Knowledge (maho ) +19, Spellcraft
+16; Depths of the Void (X2), Elemental Insight, Jade
Rationing, Strength of the Earth Taint Binding , Toughness,
Void Use.

Dojo: Kuni Wastelands.
Spells per day: 6/8/8/8/7/ 7/6/4 base DC 17 + spell level

Elemental Focus - Earth. Spells Known (Kuni School) +9
spellcasting level; 0 - commune with elements, detect magic,
hands ofclay, ]urojin's balm, mage hand, mending, purifyfood and
drink , read magic, summon, summon water, 1st - cure light
wounds, detect taint, mage armor, protection from taint, walk with
out passing, whispers of the land;2nd - bull's strength, endurance,
hold person, hurried steps, lesser restoration, makewhole;3rd - cure
serious wounds, dispel magic, Kaiu's jade, magiccircle against Taint,
stone shape;4th - dismissal, jade strike, lessons ofthe Crab, minor
globe ofinvulnerability, restoration;5th - flame strike, majorbind
ing,summon nature's allyV;wallofstone; 6th - banishment, heal,
importune kami VI, power of the earth dragon; 7th - earthquake,
tomb ofjade.

Possessions: +2wakizashi, +3ashigaru armor,amuletof health +4,
amulet of natural armor +1, level 3 Kuni crystal amulet, ring of
protection +1.

xvru I(IYOSHI
Earth: 5
Water: 3
Fire: 4
Air: 3
Void: 5
School/Rank: Kuni Shugenja 5
Dojo: Kun i Wasteland s
Honor: 1.8
Glory: 5.5
Advantages: Strength of the Earth (2), Irreproachable (3),

Heartless
Disadvantages: Fascination (Shahai), Lost Love (Kuni Utagu,

adopted father)
Spell s: (Spells mark ed with " are memorized ) Commune",

Earthquake, Evil Ward"', Fires From the Forge , Hand s of
Clay, Hands of [urojin, Heart of the Inferno, Jade Eternal",
Jade Strike", Path to Inner Peace", Preservation , Sense",
Strength of the Crow,Summon",The TieThat Binds",Tomb
of Jade, Walk Without Passing, Wings of Fire

Skills: Calligraphy 3, Defense 3, Goblin Culture 3, History 4,
Ken jutsu 1, Lor e (Maho) 6, Lor e (Shadowlands) 6 ,
Medicine 4, Meditation 4, Nezum i Language 3, Shintao 4,
Wakizashi 5



TAnSHOJ

f'A1i\IL.Y "AI1i\.YO
Kun i Tansho is a somewhat peculiar person , which is quite a
statement for a family as peculiar as the Kuni. Though she is
almost nine ty years of age, she is still brigh t, witry, and extra
ordinarily tough.The Crab have come to rely on Tansho as an
indispensible source of wisdom and magical expertise. Upon
first me eti ng her, most are taken aback by Tansho's rapier
tongue and tend enc y to intrude into others' business, but
such is her way. After her lifetime of service to the Clan,
few among the Crab would dare question her.

Early on Tansho was apprenticed to Kuni Masami, an
adven turo us sh ugenja who trave led througho ut the
Emp ire. During th is time Tansho deve loped a taste for
adventure and excitement . Return to the desolate, remote
towers of the Kuni family did not appeal to her.

As soon as Tansho had co mplete d her studies and had
passed her gempukku, she immediately set out on a life of
adventure once more. Joining a company of Witch Hunters,
she sent out to "burn the Taint from the Empire," though her
primary goal was to see as mu ch of th e world as pos sible.
Tansho was ofte n di stract ed by worldly matters, aiding
magistrates on assignme nt or becoming absorbed in local
politics.
After a time, she developed a reputation across the Empire.
In some cities she was welcomed as a hero . In others, she was
rev iled as a nosy interloper. Tan sho cared little for what
others thoug h t of her. After a time she allowed a Doji
storyteller to publish a book containi ng tales of her man y
adventures: the Tansho Chro nicles. Readin g aloud from the
Ch ron icles was a popular pastime for several years afte r
their release, and many librarie s retain copies of the manu
script.Tansho th ink s that the book was nicely done, though
the author tended to und erstate her exploits.

When she grew to o old to adve n ture she becam e a
popular guest at court s across the Empire. Nobles would
invite her to their wint er courts, seeking to impress their
gue sts , or to perhaps ga in a na me for themsel ves by
ou twi tting th e legendary Tansho. Such a thing rarely
happened , of course, for Tanshos wits had only become

keen er with age.
The only samurai who bested Tansho in a battle of wits

was the Jade Champion and Kuni daimyo Kuni Utagu.
During a rare winter spent among her Kun i brethren,
Tans ho came to know Ut agu . The man the Empire
called The Wall had a surp risingly agile mind behind
his grim exterior, and Tansho made it her goal to know
th e mysterious Jade Champion. During that Winter,
Utagu and Tansho stumbled onto a cell of Bloodspeak
ers who had killed a Kuni shugenja and replaced him
with one of their own, sh rouded with magic.
Together, Tansho and Utagu discovered the cell was
led by the legendary maho-tsuk ai Mohai. Together
they destroyed the cell and killed all of the Blood
speakers save Moha i him self, who was last seen
fleein g into th e Twilight Mountains. Along
the way, Tansh o came to know Utagu
bett er than any oth er in the Empire
could claim to. A month later,
they were married.

When Utagu was mur
der ed , rulership of th e
Kun i fam ily fell to Tansho.
Sin ce her husb and's death,



Tansho has turned he r cons idera ble talents toward disc over
ing Utag u's killer. Tho ugh m an y suspec t that Toturi Sezaru
was some how respon sible,Tans ho ha s never accused the Wolf.
She does not discuss the matter publicly, and always eng ages
in her inves tigations alone .

xvru TAnSHO
Female human Crab, shu 18 : CR 18; Medium-size
h um anoid (human); HD 18d6+54; hp 145; In it: +2; Spd 30 ft.;
Atk +5 wakizashi +13/ +8 me lee , Id6+4 damage; AC 21 (touch
13, flat-foot ed 21); SQ Class Skill - Knowledge (Shadow
land s), Element Focus (Eart h) , Se ns e Eleme n ts ; Honor 2;
AL LG; SV Fort +14, Ref +8, will +16; St r 8, Dex 11 ,
Co n 16 (22 ), Int 16, W is 16, Cha 12; Max imum Void: 2;
He igh t: 5 ft. 5 in.

skills and Feats: Speak Languag e (Bak em on o, High
Rok ugan i, Nezumi, O n i, Rokugani), Concen tra tion +27,
Diplomacy +22, Kn owledge (n ob il ity and ro yalty) +14 ,
Kn owled ge (arcan a) +24, Kn owledge (Fo r tu n es ) +10,
Kn owl edge (rnah o) +24, Knowledge (research) +10,
Kn owl ed ge (Shadow lan ds) +24, Knowled ge (Sh in tao) +10,
Scry +14, Spellcraft +24, Brew Potio n, Craft Wondrous It em ,
Elemental Insig ht (X2), Extend Spell, Greater Element Focus
(Earth), Taint Binding, Void Use.

Spe lls per day: 6/8/8/ 7/ 7/7/7/6/ 5/ 3; base DC 16 + spell level,
20+ spell level fo r Ea rt h spe lls , Ele men tal Focu s - Earth.
Spells Known (Kun i School) 0 - be the mountain, call earth,
commune with elements, detect magic, disrupt undead, handsofclay,
mage hand,mending, read magic, summon;1st -burning hands,CIIre
light wounds, magearmor, protection from Taint, sanchwry, whispers
of the land; 2n d - barkskin, earthen barrier, endurance, lesser
restoration, makewhole, produce flame; 3rd - burn the soul,dispel
magic, greater magicweapon, magiccircle against Taint, stoneshape,
tremor;4th - CIIre critical wounds,dis missal,jadestrike, locatecrea
ture, minorglobe of invulnerability; 5th - commune with nature,
importune kami V, scrying, spell resis tance, symbol of earth, wall
of stone; 6th - banishment, disintegra te, final rest, stoneskin;
7th - earthquake, guardian of earth, tomb ofjade, wooden prison;
8th - binding, mass heal, oni warding; 9th - elemental swarm,
imprisonment, purity of the seven thunders.

Possessions:+2 ashigaru annor,+5 wakizashi,amuletofhealth +6,
amu let of natural armor +3, cloak of resd ance +2, ring of
protection +3.

I{unl TAnSHO
Earth: 5
Water: 4
Fire: 4
Air: 4
Void: 6
School/Rank: Kuni Sh ugenja 7
Doj o : Kuni Wastelands
Hon or: 2.1
Glory: 7.3
Advantages: C lea r Thinker, Daredevil , Irreproachable

(2 points), Precise Memory
Disadvantages : Elderly, Gossip, Meddler
Sp ells: Kuni Tansho has all th e magic of the Kuni family at her

disposal, including a large number of Earth spells as Innate
abilities.

Skills: Calligraphy 5, Defense 5, Dipl omacy 4, He raldry 3,
Kenjutsu 4 , Lore (m ah o) 7, Lore (Sh adow lan ds) 7,
Med it at ion 6, Nezumi 3, Shintao 4, Spe llc raft 5, Tanto 3,
Tetsubo 3

01i\En. O~ACLE Of" JADE
Rokugan has never known an Oracle of Jade; the mysteriou s
man named Omen is the first to have that title. He carries th e
ble ssings and the power of th e young Jade Dragon, come to
th e lands of Rokugan to help the Crab fight Fu Len g's sinister
power. of his past , he says little. Omen was a Crab once , and
th at is all he will reveaL

The truth of Omen's origins are so strange th at some times
even he does not believe th em . Hi s mem ories of th e past are
foggy, like tales of someone else's life. Sometimes he wonders
if he ever truly had a life before th e Jade Dragon found him in
th e City of th e Lost, or if his memories are a fantasy created to
make sense of hi s tortured exis tence.

IfOmen's memories are to be believed , he was once th e son
of Kuni Utagu and Kuni Tan sh o, a couple th at th e Em pire
rem embers as having had no chi ldren. Hi s name was Kiyoshi,
and the sh ugenja now known as Kun i Kiyoshi was nam ed
Sh igeaki, Shigeaki was an orphan who had come int o Utagus
training by cha nce and h ad dev el oped into h is mos t
promising stud ent. Kiy oshi w as ete rnally in Sh igeaki's
shadow, stru ggling to prove himself to hi s indifferent fathe r.

Kiyoshi's quest eventuall y led him to hunt Mohai , the
infamous Blood speaker who had escaped his fath er 's jus tice
years before.The trai l led Kiyoshi to a place th at th e eyes ofan
uncorrupted Cr ab had ne ver seen before - th e City of th e
Lost. When Kiyoshi reported th e existence of an en tire city of
corrupted sam urai, Ut agu did not believe him. Kiyosh i had no
proof, and th e othe r members of hi s party had not seen the
city. Vowing to return with th e proof he need ed to gai n hi s
father 's respect , Kiyosh i foolish ly returned to the City of the
Lost alone.

Wounded during hi s escape fro m th e city, Kiyosh i found
himself infected with th e Taint. While wanderi n g the
Shadowlands, deliriou s, he was discovered by Hida Hio , a lon g
range Shadowlands scout and liaison to seve ral Nezumi tribes .
With th e help of Hida H io he made hi s way to th e Crippled
Bone Tribe, where th e pow erful Nameseeker Te'tik'ki r tended
his wounds. Te'tik'kir gave Kiyosh i a magical spear th at would
slow the spread of hi s Taint.

Kiyo sh i reali zed th at there wo uld be no fu ture for h im
amo ng hi s father's W itch Hunters. H is pride had led hi m to
destruct ion . He also realized too late th at the City of the Lost
co uld det ec t purity jus t as Crab sh ugenja co uld detect the
ste nc h ofcor ru ption. Any wh o found th e city would meet the
same fate as he did.

Gambling on a Nezumi legend, he aske d Te'tik'kir to take
hi s nam e away. With no nam e, and no m em or y of h is ex is
ten ce, th e Lost would never recognize him as Kuni U tagu's
son . He could gathe r inform ation on Daigotsu's activi ties and
give it to Te'tik'kir, wh o could the n pass it on to th e Crab Clan.

Te'tik'kir took away Kiyosh i's name, and Ome n was born.
The pas t sh ifte d aro und th e form er Kiyosh i so none wo uld
ever rem ember him. Sh igeaki, wh o had always been like a son
to Utagu, becam e th e new Kiyosh i. Alon e with on lyTe'tik 'ki r 's
spear to guide hi m, Omen venture d in to th e City of th e Lost.

Du ring h is t im e th ere he he lpe d Ryosei to es ca pe her
imprisonment in th e city. He also secre tly supplied the Crab
wi th crucial informa tio n th at aide d in the conquest of the
fallen Kaiu Towe rs. As the month s passed, Ome n could feel
himself succ umbing to the madness of th e Taint .

By a strange qu irk of fate , Omen happened to be in th e
Temple of the Nin th Kami ju st as the Jade Dragon completed
his daring flight to the mortal realm. Using th e on ly passage
he cou ld find , the dragon eme rg ed in th e midst of the



Shadowlands, appearing in the presen ce of the Celestial [itte
that the Horde had stolen months before. Unable to exist in
the mortal realm for long, th e Jade Dragon quickly reached
out to Omen. The en igmatic shugenja's corruption burned
away in an instan t, and the first Oracle of Jade was born.

As the Jade Dragon is less powerful than his elder brethren ,
Omen is less powerful than the othe r Oracles. His abilities are
nevertheless quite potent when directed against the Shadow
lands. Hida Kuon is suspicio us of Omen's mysterious arrival,
but he cannot deny that the Oracle has been an indispensible
aid to the Crab armies. Even Omen is un cert ain what future
the Jade Dragon has planned, but for now he is simply pleased
to stand against the armies of [igoku once more .

His father would be proud.

0 1i\£ n
Male Jade Dragon Crab, shu 10 : CR 18; Med ium-size
humanoid (h uman); H D 10d6 +53 plus 8d 12+40; hp 220;
Init : +2; Spd 40 ft. , fly 90 ft., Atk Omen's crimson spear
+19/ +14/+9 mel ee, Id8+6 damage, AC 22 (touch 12,
flat-footed 20); SA Breath wea pon, spe ll-like abi li ties;
SQAlternate Form, Class Skill - Knowledge (Shadowlands),
Elemen t Focus (Eart h), Ome n Qua lities, Purity, Sense
Elements; Honor 3; AL LG; SV Fort +13, Ref +11, Will +15;
Str 15, Dex 14, Con 19, Int 16, Wi s 13, Cha 11; Maximum
Void: 2; Height: 5 ft. 7 in.

skills and Feats: Speak Lan gu age (Bakemon o, Hi gh
Rok ugani , Nezum i, O n i, Rokugan i), Concen tratio n 13,
Diplomacy 11, Heal 13, Knowledge (arcana) 13, Knowledge
(maho) 13, Kn owl edge (Sh adowlands) 13, Knowledge
(Shintao) 13, Spellcraft 13; Elemental Insight , Strength of the
Earth,Toughness, Void Use, Weapon Focus (yari),

Spellsper day: 6/ 8/7/7/6 / 4 base DC 15 + spell level, Elemen 
tal Focus - Earth. Spells Known (Kuni School);0 - callearth,
commune with elements, detect magic, hands ofclay, lurojin's balm,
mending, pebblecharm, purify food and drink, read magiC, mmm on;
1st - burning hands, cure light wounds, mage armor, pass without
trace, protection from Taint, whispers of the land; 2nd - courage of
the seven thunders, endurance, flaming sphere, lesser restoration,
minor globeof invulnerability; 3rd - blood curse, dispel magic,
greater magic weapon, importune kami III , Kaiu's jade, keen edge;
4th - cure critical wounds, minor globeof invulnerability, spell
immunity;5th - dispel taint, wall ofstone.

Possessions:+2 ashiganl armor, amuletof health +2, Celestial litte,
haori ofresistance+1, Omen's crimson spear.

on sn a UA1.ITI£ S
Wh ile Omen is bound to the Jade Dragon in a manner similar
to the Oracles, the Jade Dragon is not as powerful as the other
Eleme n tal Dragon s. Th us, Ome n is not as powerful as the
Oracles described in Creatures of Rokugan:'"

Jade Dragon: Omen has all the powers and abilit ies of the
minor Jade Dragon described in Crea tures of Rokugan .
He can transform into a Jade Dragon or back into human form
as a standard action. He may only use his breath weapon in his
dragon form .

Minor Oracle Abilities: Ome n can divine the fu ture as
the Oracles in Creatures ofRokugan:'" Like other Light Oracl es,
Omen mu st obey certain rul es. He is not allowed to use his
powers to interfere in the affairs of the mortal world , except as
an advisor. He can use his powers only to preserve hi s own
life. He is not allowed to seek out othe rs to give advice, but
must wait until he is asked.



omsn
Earth: 6

Water : 3
Fire: 3
Air: 5
Void: 6
Sch ool/Ran k: Kuni Shugenja 4
Dojo: Kuni Wasteland s
Honor : 3.4
Glory: 0.0 (Has no past or history)
Advantages: Oracle
Spells: (Spells marke d with " are memorized) Commune",

Ear thquake , Evil Ward", Fires From the Forge, Han ds of
Clay, Hands of Jurojin, Heart of the Inferno, Jade Etern al",
Jade Strike", Path to Inner Peace", Preserva tion, Sen se",
Streng th of the Crow, Summon",The Tie That Bind s",Tomb
of Jade, Walk Without Passing, Wings of Fire

skills: Callig raphy 2, Defen se 4, Jitt e 2, Kenju tsu 1, l ore
(Maho) 6, Lore (Shadowlands) 6, Medicine 4, Meditation 4,
Nezum i Language 3, Shintao 3, Yari4

01i\5:~S ABILITI5:S
Au ra Sigh t: Ome n can instantly determine the true Honor

rank of a person with a glance, as well as if a creature has the
Shadowlands Taint .

Carapace: 5, 7 against Shadowlands creatures.
Fl ig ht : Omen can fly at wi ll at fou r ti mes hi s normal

walking speed.
Jade Dragon: Omen can take the form of a jade dragon,

roughly the size of a horse, at will. While in this form, he can
br eat he green fir e in a th irt y-foot co ne. All Shadowlands
creatures with in th is cone take 7k7 Woun ds. Non -Tainted
creatures are not affected.

Magic Resistance: Omen has Magic Resistance 15, as per
the Advantage, save that it applies only against magic cast by
Tainted creatu res.

Oracle Abilities/ Restrictions: Like all Oracles, Ome n
has a natural ability to divine the future; this ability is not mag
ical, but part of his very nature. Any mortal being may ask
Omen one question. If Omen wills it, he imm ediately knows
the answer to this question (the knowledge appears in his
mind) and he must tell the questioner the answer.The answer
may be cryp tic, but it is always truthful. Omen cannot use this
ability more than once for any given mortal, even if he wishes
to do so. Ome n has some cont rol over wh en this power is
used. He need not use it on the first ques tion posed to him
("Are you really the Oracle?"), th ough he may do so if he
wishes to.

Omen may not use his powers to interfere in the affairs of
the mortal world , except as an advisor. He can use his enor
mous magical might only to preserve his own life. He may not
seek out others to give them advice, but must wait until he is
asked. Should he violate these rul es, the Jade Dragon can
retract its blessing at any time, destroying Omen .

Tele portation: Once per day, Ome n can teleport to any
place in Rokugan that he has visited before, brin ging up to
three other human- sized creatures with him .

VASSALS OF
THE xvm

TH£ 1i\£ISHOZO F A1i\IL oY
Meishozo can be read as "false face,"a vague clue to the myste
rious nature of th is vassal family. Publicly, the Meishozo are
respon sible for mixin g th e Kuni's whi te face makeup . On ly
among ce r tain Kun i is th e tru e missio n of th e Meish ozo
known.

In th e Empire's eig h th cen tury, the Kun i investigated
a s hosuro actor, Akamiru, who seemed to have acquired the
Taint in order to portray villains more convincingly in kabuk i
plays. In fact Akamiru was using Tainted mud in his makeup
while protecting him sel f with a layer of jade pas te an d a
neutral unguent. In th is way he could projec t the theatrical
effect of un ease created by prolonge d closeness to the Taint,
while staying technicall y pure . The wi tch h unt ers wer e
unimpressed by his artistic excuse but offered Akamiru his
life in exchange for hi s method. Usin g th ese techniqu es,
refined over th e yea rs to include co sme tic s simulati ng
physical corruption, the Meishozo distin guished them selves
in th e near-suicidal mission of infiltrating maho cult cells.

Lacking a family stronghold, the Meishozo wander Roku
gan, indistinguishable from oth er Kuni. To bett er understand
the secretive mindset of their prey, the Meishozo have devised
a system of clandestine meeting places and markers by which
they communica te with othe rs of their family. Work ing on
their own or under othe r Kuni , th ey carry out two kind s of
missions.

The ir standard mission is one of entrapment , creati ng
a false maho cell to catch the easily tempted. Wh ile no real
maho is inv olved , th ese mission s are not without danger ,
as occasionally tru e maho-tsukai discover the sting operation.

Mu ch mor e di ffi cult is their occa sio na l infiltration of
existing maho cells.The Meishozo are strongly averse to using
maho th em selves, and cannot use the air magic that woul d
facilitate illusion s. Traditionally, they pose as an acolyte or a
tra veling maho-tsuk ai for jus t long enough to expose the
meeting place and ringleaders. A Meishozo who survives such
a mission is considered lucky; one who survives three or more
is a legend.

In the years before the Clan War, a group of investigators
discovered that the notoriou s Bloodspeaker Asahin a Yajind en
had, with dark iron y, been posing as a Meishozo shugenja.The
scandal raised the possibi lity th at th e Meish ozo had been
counter-infiltrated.The family volunt arily disbanded, becom
ing ronin on a dangerous quest to puni sh those who betrayed
th e family secrets. During the Clan War several Meish ozo
even served Kun i Yori, lured by the possibility of using actual
Taint and maho to un cover Bloodspeaker s. When Yori later
became a Shadowlands overlord, these un fort unates found
themselves pawns in his rivalry with [ama Suru. In the tum ult
of th ose years , the Meish ozo mi ssion was all but
forgotten by Kun i and Bloodspeaker alike.

A genera t ion passed before the Jade Cha mpio n, Kuni
Utagu, saw fit to reinstate the family under the leadership of
one of its few remaining un corrupted mem bers, Meishozo
O-Churi. In truth, the most advanced sects of Bloodspeakers
had been detecting and subverting Meishozo infi ltrators for
decades before the scandal, using a rit ual bath (in blood , of



course) to wash away the cosmetics and expose them as spies.
The reformed Meishozo devised a new secret spell, Stench of
Taint, to simulate the Taint more effectively.

Omen, Oracle of Jade , has taken a special interest in the
Meishozo . He find s it sadly ironic that his father sponsored
a secret family of shugenja who could easily have infiltrated
the City of the lost in hi s place and spared the loss of hi s
name. The Oracle of Iade has not explained the reason for his
interest to the Meishozo, but he is ver y protective of the
family and has offered his guidance to its members on more
th an one occasion. In return, Omen has requested that the
Sten ch of Taint spell no longer be kept secret among
the Meishozo, though he has not asked that it be spread any
further than the rest of the Kuni family.

HOl.DlnGS
None. The Meishozo stay on the move, and use a network of
hidden rooms in roadside inns scattered throughout the Crab
and Scorpion lands when they need to rest, meet , or prepare.
The inns are identified by a system of secret marks.

THS mSISHOZO f' Am ll.Y
Favored Class: Shugenja
Starting Honor: 1
Class skill: Bluff
Starting Outfit: (Choose one )
1. Masterwork tanto and five jade fingers.
2. Scroll of one 1st level maho spell (for prop and
bargaining use only), staff, and 20 koku .
Special: Mei shozo shugenja must learn the 2nd -level
spell stench of Taint upon reach ing level 4.

THS mSISHOZO f'Amll.Y
Ben efit: +1 Willpower
Glory: 0.2
Honor Rank: 1
Special: Meishozo shugenja must star t with the Kuni
secre t spe ll Stenc h of Tain t. Charac te rs fro m th e
Meishozo family may replace one of their starting skills
with Acting.

mSISHOZO f' ACS i'AInT
Though it is no longer commonly used, the Meishozo and
some other members of the Kuni family still remember how
to produce the face paint they once used to simulate the
Shadowlands Taint. It costs six koku per application.The face
paint lasts 6 hours or until washed off.

Meisho zo face paint makes its wearer seem to have the
Shadowlands subtype, with a Taint modifier equal to his
highest ability score modifier, for the purposes of detect
Taint and all other abilities that detect Taint.

Meish ozo face paint makes its wearer see m to have a
Taint Rank equal to his highest Ring for the purposes of
all spells and abilities th at detect Taint.

STsnCH Of' TA inT
ncvru SSC~ST Si'Sl.l.)

Illusion (Earth)
Level: shu 2
Components: V;S, DF
Casting Time: 1 minute
Range: Personal
Target: You
Effect: Aura of Taint
Duration: 1 hour/level (D)
Saving Throw: For titude negates (harmless), Wi ll ne gates

(special)
Spell Resistance: Yes

An invisible aura clings to your skin, simulating the Shadow
lands Taint. During th e spe ll 's durat ion , you seem to have
a Taint modifier equal to your highest ability score modifier
for the purposes of all abilities and spells th at detect Taint.
The illusory Taint disappears when the spell ends.

This spell is an illusion, and does not make you vuln erable
to effects that apply to Tainted individuals (such as jade strike).
However, any damaging spe ll tha t h arm s Sha do wlands
creatures but fails to harm you allows all viewers a w ill save to
disbelieve the illusion .

STsnCH Of' TAinT
CI{Uni SSC~ST Si'Sl.l.)

Ea rth Spell
Mastery Level : 2
Duration : 1 hour
Range: Personal
Area of effect : Personal
Raises: Duration

An invisible aura clings to your skin, simulating the Shadow
lan ds Taint. Dur ing the spe ll's duration, you seem to have
a Taint Rank equal to your highest Ring for the purposes of
all abili ties and spe lls th at detect Taint. The illusory Taint
disappears when the spell end s.

This spell is an illusion , and does not make you vulnerable
to effects th at apply to Tainted ind ividuals (such as Jad e
Strike). However, any dam aging spell th at harms Sha dow
land s creat u res but fail s to harm you allows all viewe rs a
Perception check vs.TN 15 to see thro ugh the illusion .

TH~ UGAWA~I f"Ali\I1.Y
Very early in their researches into the nature of the Shadow
lands and its creature s, the Kuni discovered certain realities of
the labor they had assume d. Mon sters had to be captured,
brought back alive, subdued, and kept alive while waiting for
the scalpel. The Hida and Hiruma seldom volunt eered for
such duties. In their view, Tainted abomination s sho uld be
exterminated, not captured and coddled. Th e hunters and
zookeepers of the Kuni instead came from what is euphemisti
cally described in the official historie s as "stock of the Minor
Clans," but almost certainly compris ing ronin and possibly
even heimin.

This lack of status in the ir servants caused probl ems for the
Kuni; a ronin bushi trying to persuade a Hida samurai to let a
wounded ogre live for study was seldom heeded and would



sometimes be attacked outright. In the fourth ce nt ury of
Rokugan, the Kuni saw fit to grant vassal family status to the
more respectable of their monster-catchers.Thus, the Ugawari
were born.

Even for Crab the Ugawari are an ill-favored lot, their faces
and bodies scarred and warped from hand-to- hand com bat
with vicious creatures. They wrap their limbs in coarse cloth
sleeves, cover their vulnerable areas with battered armor of
solid iron , and wear cage-like helmets. They fight with blunt
weapons: tetsubo, thrown chain s, whips, nets, and th e
man-catcher weapon known as the sasumata. Because the y
shun use of the katana (it's far too fatal), samurai ofother clans
classify the Ugawari, with sarcastic disdain , as "the Kuni bushi
sch ool." Even the samurai of the Crab look down on the
Ugawari, wh ose duties are coar se and fou l even by a Hi da's
standards.

Most of the Kuni shugenja who dwell on the edges of the
Shadowlands have one or more Ugawari assistants. These in
turn supervise gangs of eta who do the close and dirty work of
dealing with the mon sters and cleaning up afterwards.The eta
are considered expendable and are given only meager protec 
tion against the Taint. When they expire or begin to display
signs of corruption, it is considered efficient to use their
remains to feed the Kuni's pet s. The Ugawari the mselves are
never far from jade fingers, tea ofjade petals, or the protective
spells of their shugenja associate s. Despite their foul reputa
tion , most Ugawari bathe several times a day as a precaution
against infection.

On ce a monster is captured, the Ugawari are skilled at
co ns t ru ct ing restraints and dungeons that will hold the
creature. While they are guests of the Kuni, monsters are fed
and tre ated at the direction of the Ugawari, who use their
kn owledge of the Shadowlands to asse ss their prisoner's
require me nts and behavior. This task is no less perilous,
especia lly if th e shugenja prefer s to keep his subjects alive
an d he althy. Becau se they pay the price for the mistakes
of in cautiou s Kun i experimen ters , the Ugawari have th e
re puta t io n of being a voice of common sense and even
compassion in a Kuni laboratory.

When the Shadowlands overran the Kaiu Wall early in
the era of the Four Winds, Ugawari Torid-e, the family keep ,
held out valiantly against a wave ofbesieging goblins and oni
until help could arrive. Sadly, the creatures in its dungeon s
had already been slaughtered as a precaution against their
release should the castle have fallen. With the menace of the
Horde greater than ever before , the Ugawari are increasingly
seen as irre levant, a luxury from a more secure time when the
Shadowlands could be studied at lei sure instead of fought
with fire and iron. Without any stores of pri soners to prove
the ir usefuln ess, the Ugawari are hard pressed to prove their
value to the clan.

One exception, if rumors are to be believed, is the presence
of several corru pted Ugawari keepers in Daigot su's City of
the Lost. There, presumably, they are encouraged to tend the
corrupt beasts kept in that helli sh mirror image of Rokugan.
It is not a prospect that consoles the rest of the family.

UGAWA;tI TO~II7-£

The Ugawari have a small and ancient keep, Ugawari Torid-e,
wh ere family members are trained. It lies close to the Kaiu
Wall between Shiro Kuni and Kyuden Hida .The keep is little
mo re than five stone tow ers linked by walls, c reating a
cen tral courtya rd or arena wh ose walls are lined with rows
of ben che s. The true extent of th e keep lies underground,

in a maze of cells where captured Shadowlands monsters are
kept. In the arena, the Ugawari practice and observe the
techniques of subduing monsters.

Sometimes, young samurai of the other Crab families have
been known to overcome their disdain and visit the arena,
hoping to improve their skill by being allowed a bout to the
death with one of the creatures. There are also usually a few
Yasuki around the keep who will innocuously engage any
visitors in side wagers on the action in the arena .The leader of
the Ugawari , Furoken, knows about these irregularities but
takes the cyn ical attitude that the reputation of this vassal
family can not become any worse than it already has.

TH£ UGAWA;tI f'A1i\IJ..Y
Favored Class : Ranger
Starting Honor: 0.5
Clas s skill: Knowledge (Shadowlands)
Special: Ugawari rangers do not select a creature type
against which to get a combat bonus. Instead, their
ranger combat bonus applies to striking any Tainted crea
ture native to the Shadowlands . As with most Rokugani
rangers (see d20 Rokugan;'" p.29), the Ugaw ari rece ive a
bonus fighter feat, other than Weapon Specialization, in
place ofgaining access to new levels of spells.
Starting Outfi t : (Choose one )
1. Tetsubo , weighted net , and three jade fingers.
2. Sasumata, light armor, and three jade finger s.

TH£ UGAWA~I f'A1i\IJ..Y
Benefit: +1 Streng th
Glory: 0.5
Honor Rank: 0.5
Special: Ugawari cha racte rs may sacrifice one of the ir
starting skills to gain Lore (Shadowlands) or raise their
Lore (Shadowlands) skill by a rank if it is already a start
ing skill.

ItUN
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xvru .YOSHI1i\ITSU (.YOI{AI)
Yoshimitsu was a practical man . Like most Kuni , he didn't shy
away from corpses, or on i, or any creature that walks or crawls
or slithers. Goblins, ogres, trolls: nothing frightene d Kun i
Yoshimitsu . He was simply unable to fee l fear - a fact of
which he was ver y proud. "Fear," he was often heard to say,
"is th e onl y dishonor." He took great pains to not allow his
attitude to turn to overconfidence. He was the consummate
hunter - prepared, un afraid, and talented.

On his last raid into the Shadowlands, he chose to take with
him a scroll of mah o - a powerful and deadly invocation. His
reasoning was simple : it was more powerful th an anything
else he had, and there migh t come a time where it would stand



between him and utter disaster - especially as his quarry was
a Oni no Kyoso spawn.The raid went poorly, and Yoshimitsu
elec ted to fini sh off the beast quickl y with the maho . The
spell was a success, but th e rush of powerful kansen dro ve
Yoshimit su instantly mad. He turned the maho on his friend s
and allies, and in short order became completely Lost.

Yoshimitsu's is a caut ionary tale among the Kuni ; a story
(one of hundreds) that sensei tell their students to remind
them of the dangers of the Shadowlands. His yokai wanders
th e Shadowlands and the Kuni Wastelands, occasionally
haunting other Kuni.

B1.00D-C~AZ£D In.ADn£SS
rAnC£STO~: KUnJ .YOSHI1i\ITSU:I

You are fearless, though you also have an un holy attraction to
maho.

Benefit: You are immune to magica l fear. Any time you
inflict damage with a maho spell, you do one additional point
of damage per die of damage.

Special: Unlike other ancesto rs, you may take this feat after
first level so long as you have the Shadowlands Taint.

xvru .YOSHIJn.ITSU
(0 ?OlnTS)

Yoshimitsu had no descendants, but his spiri t still guides and
hau nts the Kuni family. For whatever reason , hi s spiri t has
chosen you as one of his successors. You are immune to fear
effect s and gain a Free Raise for damage on all maho spell s.
However, you also automatically gain the Fascination (Maho)
Disadvantage .

xvru TOJ(AJ"I
Tokaji was daimyo of the Kuni long before the Maw's attack
dispersed the family throughout the Wastelands. He was
a vain and arrogant man, and believed that his mag ic was
supreme. He set out to prove to the Emperor that he was the
most powerful shugenja alive.

He traveled to the lan ds of the Crane, Lion, and Scorpion
looking vainly for a shugenja to matc h his graceful control
and the sheer power of the kami that obeyed his call Follow
ing that, he sough t to cha llenge th e Agasha family in their
mountain home. He was met at Kyuden Tonbo by a runner
with a message from the Agasha family daimyo: the Dragon
would not partic ipate in his braggart's quest.

Hi s next stop was the Phoenix Council of Elemental
Masters. They told Tokaji in no uncertain terms that they
considered him unw orthy of their attention.

Bearing th is ins ult in typical Crab fashion, and taking
advantage of a rare Imperial Winter Court in Crab lands,
Tokaji approached the Emperor himself. "I am the greatest
sh ugenj a in the Empire. The Crane, Lion, and Scorpion
cannot produ ce a shugenja to match my skill, and the Dragon
and Phoenix are afraid of me. Excellency, allow me to protect
the Empire with the strength and puriry that only jade and my
family can bring. Make me governor of magic in the Emerald
Empire. Ifall shugenja answer to me, I shall police magic and
keep away the fou l touch of the Dark Brother. Iuchiban's
legacy must be purged, and I am the man to do it."

As fate would have it, the Crab were in favor in the Imperial
Court at the time, and the Emperor rewarded Tokaji by
making him the first Jade Champion.

J"AD£ CHAJn.710~S In.IGH T
rAnC£STO~: KUnJ TOKAJ'"I:I

You are an inheritor ofTokaji's power.
Prerequisi te : Shugenja level 1

Ben efi t : You may double th e cast ing time of any spell
to in crease your effect ive caster level by two. Spell s th at
normally take one action to cast are increased to full round
actions in stead. Spells with instant ane ous casting time are
unaffected.

J(vru TOI{AJ"I
(5 ?omTS. SHU<i£ nJ'"A oru.so

You may consider one of your Traits in each Ring to be one
Rank higher for the purposes of determining your Ring Rank.
Th is increased Ring applies only for yo ur spellc asting.
For example, Kuni Itamori has an Earth Ring of 4, and Traits of
Stamina 5, Willpower 4. Tokaji's guidance allows Itamori to
cast Earth Spells as if he had an Earth Ring of 5. IfTokaji had
Stamina 5 and Willpower 5, the ancestor would have no effect
until one of the Traits was raised once more.

C~YSTAL

True crystal has only one source - the tears of the Sun. At the
beginning of the Empire , and on several rare occasio ns
throughout its history, the tears rained down from the heav
ens, and became crystal as they touched the ground.There is a
large amount of crystal present in the Empire relative to jade,
wh ich has grown even more scarce in recent years. Unlike
jade, crystal never wears out with use, though it cannot pro
tect its bearer from the Taint as jade does.

Cr ystals come in five levels of stren gth, with each
increasing level of strength being progressively less
common. Light focused through a cr ystal deals Id 3
damage per crystal level per round to a Shadowlands
creature, and twice that to a creature of the Lying Dark
ness. Regardless of the amount of light that a creature is
exposed to, only the single highest-level crystal's damage
applies. This damage igno res all damage reduction abili
ties, and may not be regenerated or healed with the fast
healing ability Focusing a crystal's light in this manner is
a full round action and requires a successful ranged touch
attack (modified at the GM's discretion for the beam's
width). The range of this attack is 20 ft. per level of the
crystal.

Shadowlands creatures may not come with in 1 ft. per
crystal level of a shining crystal without making a Will
save (DC 15 + 2 x crystal level).

A piece of true crystal costs 500 koku per level, has a
hardness of 2 and 4 hit points per inch of thickness.True
crystal is too frag ile to be suitable for use as a weapon
unless properly awakened by magic, a difficult and time
consuming process. Making a magic weapon out of crys
tal double s the base cost.

Every crystal has a Strength Rating of one through five,
with stronger crystals being progressively rarer.

All crystal weapon s ignore Carapace on Shadowlands
creatures and beings with one or more Shadow Points.



C~YSTACS AWAI{SnlnG
ncvru f"A1i\IL Y 5£C~£T 57£LL)

Element: Earth
Mastery Level: 3
Duration: Permanent
Area of Effect: 1 crystal item
Range:Touch

This two-hour rit ual transforms a crystal into a Kuni crystal.
Only one crystal ma y be tra nsformed pe r casting, and the
ri tual requ ires th e crystal spen d the fu ll time in sunlight
focused thro ugh another Kuni crystal to be effective.

The new Kuni crystal is of the same Strength Rating that it
was as a nor mal crystal. If it is broken (note that Kuni crystals
are nea rly as hard as steel, mu ch harder tha n most crystals),
th is spell 's magic is lost and the crys tal becomes normal
crystal on ce more.

C~YSTACS AWAI{SnlnG
ocvru f"A1i\ILY 5£C~£T 57£LL)

Transmutation
Level: Shu 4 (Earth)
Components: V, S, F, DF, XP
Casting Time: 2 hours
Range: Touch
Target: One crys ta l object weighing no mo re th an one

Ib./level
Duration: Instanta neo us

CYl.YSTALSxvru

LS~ ~7Ci 2£:
All shugenja not trained by the Kuni have a +10 to the

TN of any spell they cast in the Kuni or Hiruma lands.
Characters who wish to learn the Kuni secrets to avoid
this effect may spend a single experience point to learn
to cast in the barren lands if a teacher can be found.
The Kuni consider this instruction very dangerous; it is
taught approximately as often as Kuni Secret Spells are
(i.e, almost never). Shugenja may cast spells normally
while within a Kuni castle.

Upon casting thi s spell the shugenja mu st expend a bit of
his own life force to power the crystal.This process drains him
of 5 Experience Point s per Ib. of crystal. If he cannot pay thi s
cost, the spell fails.

The substance known as "Kuni crystal" is new to the Empire,
and it has proven highly effective in the Crab's fight against
the Shadow lan ds. It glows when near a Shadowlands crea
ture, and allows its bearer to resist the taint almost like jade
without corro ding away (though it is not as effective). Most
importantly, it is especially useful in crystal magic - a new
field developed by the Kun i over the last few decades, and
one that shows great pro mise .

The ritual to create Kuni crystal requires a Kun i crysta l as
well, so the Kuni family someti mes speculate: where did the
seed crys ta l co me fro m? The truth is th at the recen tly
deceased Jade Champion Kuni Utag u created it. It was this
feat of magical pro wess, in an area th at even the Isawa had
not considered, that earned him the title of Jade Champio n.
After the debacle of previous Jade Champion Kitsu Okura's
reign,Toturi was pleased to have a Jade Champion dedicated
to his intended task - the dest ruction of the Shadowlands.

"20 5Y5T£1i\;"
All shugenja not of the Kuni school are considered

to be two levels lower when cas t in g a spell within the
Hiruma or Kuni lands. Characters who wish to learn the
Kuni secre ts to avoid this effect may do so by spending
two sk ill points , though the Kuni guard this secret
jealously as Secret Lore. Shugenja may cast spells
normally while within a Kuni castle.

S7SJ.J.CASTlnG In THS
I{vnl An" HI~Vli\A J.An"s

Spellcasting is difficult within the Kuni and Hiruma
lands, thanks to the powerful cleansing magic by which
the Kuni expunged the Taint from their lands centuries
ago, and the Hiruma lands more recently. The kami who
power a sh ugenja's magic travel only in specific "dragon
lines" throughout the provinces; these "dead areas" are
not habitable for them.These lands are truly devastated.

This elemental waste does not affectany form ofmagic
other than sh ugenja's elemental magic. Kiho, rnaho,
Nezumi Name magic, etc. all function normally.

Si'ELLSnEW

Shadowlands creatures who attempt to come within a
distance of (St reng th Rating) feet mu st make a
Willpower roll vs.TN 10 x Strength Rating or be unab le
to proceed further of the ir own volition.

Light proj ected through a crystal deal s xki Wounds
per round to a Shad owlands creature, and Xk(X-l) to a
being with Sh adow Points, whe re X is the cry sta l's
Strength Rating. The light must be held on the creature
for the entire ro und to deal damage, so a ch aracter
actively using a crystal and light source this way may take
no other actions du ring the round.The targeted creature
may make an Agilit y roll (at the GM's discretion, based
on the beam width) to avoid the crystal's light. The maxi
mum range of this damage is 20 ft. x Strength Rating.

With thi s ritual, you tr an sform a true crys ta l into a Kuni
crystal (see below). Only one crystal may be transformed per
casting, and the ritual requires the crystal spend the full time
in sun ligh t focu se d th ro ug h ano th er Kuni crys ta l to be
effective.

The new Kuni crystal is of the same level of strength that it
was as a normal crys tal. If it is broken (note th e increased
hard ness and hit points of Kuni crystals over normal crysta l),
thi s spe ll 's magic is lost an d th e crys tal be com es normal
crystal once more.

Focus: A Kun i crystal at least as large as th e crys tal to be
transformed.

XP Cost: 500 XP per Ib. of crys tal, per level of crystal



Witch's Bane
Bonus Feat

Bonus Feat
Dispel the Darkness

Special
Hunte r's Focus, Shrug Off Darkness
Bonus Feat
Sharpened Senses
Track the Darkness

Spells per Day*
+1 level of exist ing class
+1 level of existing class
+1 level of exist ing class
+1 level of existing class
+1 level of exist ing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of exist ing class
+1 level of existing class

wearer rolls extra dice equal to the crystal's level on all
attempts to resist the Taint. Mult iple Kuni crystals do not
provide extra protection ; only the strongest one counts.

For the purposes of crystal magic (any spell that makes
use of crys tals), Kuni crystals are considered to have a
Strength Rating rwo higher.

Kuni crystals have no extra effect against creatures of
the Lying Darkne ss. Except as not ed above, Kuni crystals
have all the same powers th at normal crystals have.

I{UN WITCH...
HUT\T£;l.S

CJ.ASS SKIJ.J.S
The tsukai-sagasu's class skills (and the key ability for each
skill) are Alchem y (Int), Concentration (Con) , Craft (Inr),
Diplomacy (Cha), Heal (Wis ), Knowledge (all skills , taken
individually) (Int), Listen (Wis), Profession (Wis), Scry (Int,
exclusive skill), Spellcraft (Int), Spot (Wis).

Skill Points at Each Level : 2 + In t modifier.

~~aUI~~Ii\~nTS
To qualify to become a tsukai-sagasu, a character must fulfi ll
all the following criteria.

Clan: Crab.
Skills: Knowledge (maho): 8 ranks , Knowledge (Shadow

lands): 8 ranks , Spellcraft: 4 ranks.
Feats: Void Use.
Special: A character must be specifically trained as a tsukai

sagasu by another tsukai-sagasu. Every tsukai -sagasus reasons
for training a student are different, but worthy and humb le
students should find little trouble convincing a tsukai-sagasu
to train them.

The rules presente d here do not supersede the rules present ed
in Oriental Adventures'" and Way of the Crab'" for the tsukai
sagasu, but are instead presented as an alternate, to represent
the other forms that Witch Hunters take.

THE TSUI{AI...SAGASU
(IIA~IAnT CJ.ASSl

The order of tsukai-sagasu, the Witch Hunters, is centuries old
and less policed than other Kuni teachings.Thus , several vari
ant traditions of Witch Hunters have cropped up over the
years.

Hit Die: d8/d6"

Will
Save

+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Like th e true crys tals that they are made from, Kuni
crystals have five levels of strength. A Kuni crystal keeps
th e sam e level of strength it h ad before the crystal's
awakening spell, above.

Kuni crystal has a hardness of 7 and 12 hit points per
inch of thickness. Because it is so strong, it can be made
into weapons (see Oriental Adventures,'" pages 61, 126- 7).

A Kuni crystal needs no external light to affect s had
owlands creatu res - if a creature with the Taint
approaches within 30 ft. of the crystal , it begins to glow
with a white light (akin to a daylight spell), hindering the
approach of the Tainted creature.The creature must make
a will save (DC 15 + level of the crystal or total enhance
ment bonus if a Kuni crys tal weapon) or be una ble to
approach the crystal bearer closer than 5 ft/ crystal level.
If th e crys ta l be arer approaches clo ser than half this
distance , the pro tection is brok en against th at creature.

A Kuni crys tal protects against th e Taint, though it
cannot stave off the inevitable corruption . While wear
ing a piece of Kuni crystal at least as large as a finger , the
wearer gains a sacred bonus to all Fortitude saves against
the Taint equal to the crystal's level. Multiple Kuni crys
tals do not provide extra protection; on ly the strongest
one counts.

For the purposes of crystal magic (any spell that makes
use of crystals), Kuni crystals are considered to be two
levels higher.

Kuni crystals have no extra effect against creatures of
the Lying Darkness . Except as noted above, Kuni crystals
have all the same powers that normal crystals have.

Lik e th e tru e crysta l th at they are mad e from , Kuni
crystals have five levels of strength. A Kuni crystal keeps
th e same St reng th Rat in g it had before the Cr ysta l's
Awakening ritu al, above.

Kun i crys tal is nearly as strong as stee l, and can be
made into effe ctive weapons . A Kuni crys tal weapon
deals +2k2 Wound s against a Shadowland s creature.

If a Shadowlands creature comes withi n 30 feet of a
Kun i crys tal, the crystal begins to glow with a white
light. This pure light hinde rs th e approach of Tainted
beings. Th e Shadowlan ds crea ture must succ eed at a
Willpower roll vs. TN 5 times the crys tal's level or be
unable to approach closer than 5 feet times the strength
rating of the crystal. If the crys tal bearer approaches
close r than half th is dis tance, th e protection is broken
against that creature.

A Kuni crystal pro tec ts agains t th e Taint , though it
canno t stave off the inevitable corr uption. While wear
ing a piece of Kuni crystal at least as large as a finger, the

TABLE 3-1: THE TSUKAI-SACASU
Class Base Fort
Level Attack Bonus Save
1st +0 1+1 +2
2nd +1 1+2 +3
3rd +2 1+3 +3
4th +3 1+4 +4
5th +31 +5 +4
6th +4 1+6 +5
7th +5 1+7 +5
8th +6 1+8 +6
9th +61 +9 +6
10th +7 1+10 +7
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All of th e following are class featu res of the tsukai-sagasu
prestige class.

Weapon and Armor Proficiency: Tsukai-sagasu gain no
additional weapon or armo r proficiencies .

Hunter's Focus: At firs t level , th e ts ukai -sagasu must
choose to be a mart ial hu nter or a spirit ual hunter.

Martial hunters receive the high er base att ack
bonus listed in Table 3-1, and ds hit dice. Mar-
tial hunters receive no spell abili ties. If a
charac ter does not have any divine
spellcasting abili ty from a previo us
charac ter class, he must be a martial hunter.

Spiritua l hu nter s receive th e lower base attack
bonus an d ds h it die. Spiri tual h un ters also
rece ive the inc rease d spe lls per day at odd
numbered levels, as listed in the table above.

Spells per Day: A spi ri tua l tsukai-sagasu
(see H un ter 's Focus) continues training in the
ways of the kam i. Wh en a new tsukai-sagasu
level is att ai ne d, th e
character gains new spells per day as if
he had also gained a level in any divin e
spellcasting class he had before becom
ing a tsu kai-sagas u. He does no t, how
ever, gain any other benefits of gaining
a level in that class (such as improved
sense elements ability, turn undead ,
et c.) This essentia lly means that a
spir itual tsukai-sagasu add s his cla ss
level in tsukai-sagasu to sh ugenja (or
other divine spellcasting class) for the
purposes of determining spells known,
spells per day, and caster leveL

Shrug off Darkness: Tsukai-sagasu are
trained to be resistant to ma ho . At fi rs t
level , the tsu kai-sagasu gains spell resis
tance 15 + class level, which only appl ies
against maho spells.

Bon us Feat: The tsukai-sagasu gains
a bonus feat at 2nd, 7th , and 9th leveL
The bonu s feat must be Taint Bind ing or
a feat from the Cra b Tec h n ique list.

Sh arpened Senses : The tsu kai
sagasu has an uncanny ability to detect
creatures and minions of the Shadow
land s. Starting at 3rd level, the tsukai
sagasu gains a +5 competence bonus
to h is Spo t and Listen checks to
sense a Shadowlands creature.

Tr ack t he Darknes s : At 4th
level, th e tsuka i-sagasu gains Track
as a bonus feat. Whil e tracking Shad
owlands creatures (on ly creatures
native to the Shadowlands such as ogres,
goblins, e tc.), the tsukai-sagasu may
substitute his Knowledge (Shadowlands) skill
rank for his Wilderness Lore skill rank. If the tsuk ai-sagasu
already had Track, he gains Alertness instead.

Witch's Bane: At level 6 the tsukai-sagasu becomes capable
of the swift elimination of maho-tsukai, punishing them with
the wrat h of the Crab for treason against the Celestial Order.
Once per round, when a maho spell is cast with in 100 feet or
targeting the tsukai-sagasu, he may spend a Void Point as a free
action to gain a bonus against that maho-tsukai.

Marti al hunters get a +2 bonus to all attack rolls until the
end of th e combat agains t the maho-tsukai, This

ability may be used several times against the
same target in the same combat with

a cumulative effect.
Spiritual hunters gain a +1 bonus to the save

DC ofall spells cast upon the maho-tsukai for
the duration of the combat. This ability may
be use d seve ra l t imes against the same
target in the same combat with a cumula
tive effect.

Dispel the Darkness (Sp): At 10th
level, the tsukai-sagasu becomes adep t at
thwarting ma ho use. As a standa rd
actio n, the witch hu nter can cancel any
maho spe ll cast wi th in 100 feet by

ma kin g a Spe llc raft che ck (DC 20 +
spe ll level) and spe n di ng tw o Void
Points.

TOI{AjllS 1i\IGHT
(nEW i'ATH)

Technique Rank: 2 or 3
Path of Entry: Kuni Witch Hunter 1
Path ofEgress: Kuni Witch Hunter 2
Witch's Bane: A properly trained

tsukai-sagasu is capable of the swift elim
ination of maho-tsukai, punishing them
with th e wrath of the Crab for trea son
against the Celestial Order. Each time a
maho spell is cast in the tsukai-sagasu's
presence, he may spend a Void Point to
gain a +l k l bonus to all attack ro ll s
agains t the cas ter until th e en d of th e
combat. This ability may be used several
times in the same combat, with cumula
tive effects. It may not be used twice in
response to the same maho casting.

Technique Rank: Variable
Path of Entry: Kuni Sh ugenja or

Kuni Witch Hunter 2
Path of Egress: Kuni Witch Hunter

or Kuni Shugenja 1 (may not reenter th e
same school twice)

Dispel the Darkness: The tsuka i
sagasu becom es adept at thwarting mah o use.

Th e witch hunter can counter a maho spell by
making a Lore (Maho) roll (TN 10 + 5 x Mastery Level

of the mah o spe ll ) and spending two Void Points.
The countered spell automatically fails.





he?" He lookedboth men squarely in theeye. ''And doeshe believethat
the Kaiu are common laborers, to be hired like a peasant carpenter
might be?"

"No,Namboku-samll, ofcourse not,"Taneji added hastily."Hedoes
not wish to payyou for your services, of CO llYSe. He plans to purchase
the materials and hire the laborers, but he humbly requests the
presence of a unit of your family's peerless engineers to oversee the
project. He believes that unless one plans to do a thing correctly,
it should not bedone at all."

"Tell Hatori to find one ofhis Anou cousins to do it."
Taneji was taken aback. The venerable Anou bloodline was not

prominent among theMiya.TheAnouvassal familyofthe Kaiu had
been absorbed into the Miya centuries ago by Imperial decree; they
weregenerally regarded assomeofthe finest architects in theEmpire.

"Hatori has great respect for his Anou brothers," Sekkou added,
"but he knows that their skill stems from the Kaiu blood in their
veins." The Monkey shugenja smiled knowingly. "Hatori-sama ofte n
says that one should not travel to the market to purchase stone if one
can take it from the mountainitself"

Taneji managed tokeephisrelief from showingasNamboku broke
intoa smile. "And we Kaiu should perform this service fo r your lord
out of thegoodnessofour hearts, 1 suppose?"

"Hatori-sama is known for his generosity;' Taneji said. "And who
better to demonstrate his generosity to than those who aided him in
so personal a task?"

Namboku's smile grew broader. "Well then, perhaps we should
perform this task for our grea t friend Miya Hatori. It will prove
an excellent leam ing experience for some of our brighter students.
You perhaps have information fo r me?"

"o f course;' said Taneji, withdrawing a thick scro ll from the fo lds
of his kimono. "This is the information on Hatori's es tate. He said
it should provide you with everything you require."

The Kaiu grunted."That is rarely thecase."
"In anticipationof that;' the Otomo continued,"Hatori-sama has

reqllested that 1 provide any infomtation you require. 1 have livedat
Hatori-sama's estate most of my life, and there is little 1 cannot tell
you."

"Verygood, verygood," muttered Namboku, unrolling and looking
over the scrolls. ''And you?" he asked Sekkou.

"I have business to attend to in the north, in the Toritaka
provinces," Sekkou replied. "And in any event, Taneji-san is far more
knowledgeablein mattersofconstruction than 1. 1am merelya priest,
after all."

"Every stone serves its purpose;' Namboku said. "You'll learn that
if you're among theCrabfor verylong."

TH£ ItAIU
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The Kaiu are as scientifically-minded a family as can be found
in Rokugan, and they place great importance on holdings that
can provide them with valuable resources or wh ich provide
logistical value to the clan . The Kaiu typically oversee every
detail of th e holdings und er their co n tro l, keeping th eir
provinces orderly, efficient, and precise.

I{AIV 5H I~O

U.OCATIOn CB'I)
For centur ies, many have procla imed th at only the Imperial
Palace in Otosan Uchi could be considered more secure than
Kaiu Shiro. Now that the capital city has been destroyed, some
Kaiu have somewhat smug ly observed th at the Palace could
not have been as secure as Kaiu Shiro, or it would never have
falle n to th e Shadowland s. Wh ile zea lou s samur ai would
certainly take umbrage at thi s statement, few would contest
the notion that Kaiu Shiro is now un questionably the single
most unassailable stronghold in the Empire.

Visitor s to Kaiu Sh iro have no dou bt where they are.
The castle itself seems to have been hewn from a single piece
of ston e. Th e numero us ad ditions to th e castl e over the
centurie s have been so flawlessly integrated into the existing
building that they cannot be distinguished from the original.
Siege engines of all kind s adorn the castle walls, most facing
the Shadowland s. The western Crab land s have never been
attacke d seriously by th e Horde, and many believe it is
because even the insane mind s of that dark realm recogni ze
the futili ty of assaulting the Kaiu lands.

Kaiu Shiro is among the more hospitable Crab strongholds.
The Kaiu alwa ys iss ue invitati on s to ot her clans for th eir
winter court s, if th eir wint er activities can truly be called
such. Guests are typically those who share similar interes ts
with the Kaiu, and among generals and talented blacksmiths
an invitation to Kaiu Shiro is considered a mark of consider
able distin ction .

TH:: ~~::AT FO~~::

Easily the mo st distinctive feature of Kaiu Shiro, th e Great
Forge dominates that struc ture's sizeable courtyard.The Great
Forge is the mo st sacred location in th e Kaiu pr ovinces.
Among the oaths a Kaiu swears at h is gempukku is one to
defend the Great Forge with his life, no matte r the cost. Kaiu's
original forge , crafted when he and his follow ers settled in
these land s, was built upon until it became the largest forge
in the Empire. It is the onl y forge worthy of producing th e
legendary Kaiu blades, and a small number of tho se sacred
weapons are produced each year for the Kaiu lords to bestow
on tho se that have earne d their favor.

Only th e Kaiu master smiths may use th e Grea t Forge,
and then only once they have perform ed several preparatory



rituals. Others occasionally mock the Kaiu's reverence, their
"foolishness" in placing such importance on so ut ilitarian a
device. The Kaiu poi n t to the rit uals bu sh i pe rfo rm before
donning th eir armor and say nothing more. If the average
man places so much imp ort ance on armor crafted from silk,
wood, and metal, how can the Kaiu not revere their founder's
most sacred relic?

I(AIV T5V~II(OJ 1i\A5T::~ Of'
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[Samurai 1O/Master Smith 5; Kaiu Engineer 4]
Many visitors to Kaiu Shiro are surprised to discover that the
gigantic, hulking master of the Forge is a woman.There can be
no qu est ion that Kaiu Tsuriko is amo ng th e larg est and
strongest of all Crab warriors.Tho se who know her claim that
she can crush a barrel in her steel embrace, and few have the
courage to question such claims.

The brooding and intense Tsuriko rule s the Great Forge like
a veng eful Fortune. Those who would request access to the
Forge often change their minds when told they must receive
permission from Tsuriko. When using the Forge herself,
how ever , a strange transformation comes over her. She is
gentle, quiet , and cont emplative.Tho se close enough to work
alo ngs ide her claim she is a different person altogether.
In truth, this is Tsuriko's real nature. The gruff, unpleasant
exterior she present s to oth ers is just an ourward sign of her
anger at having to spend time doing anything other than her
tru e love, shaping metaL

TH:: KAIV ::n~m::::~m~ ACAD::1i\,Y
The Kaius detractors have said that the family's engineering
academy is a replica of the Kakita Artisan Academ y robbed of
all joy and beauty. The family's proponents, however, claim
that th e engineers possess th e form and purpose that the
artisans lack. While neither of thes e views is truly correc t,
th ere are striking similari ties between the two groups. Both
encourage students to pursue th eir interests. Both have an
un conventional tea ching style and method of measuring
advancement among their pupils. Perhaps most importantly,
though, both are considered the pinnacle of achievement in
their fields. Few would argue that the Kakita artisans are
unparalleled experts of the performing arts, and no one would
question that the Kaiu are the finest engineers in Rokugan.

Among the myriad disciplines taught at the Kaiu Engineer
ing Academy are the studies of battle , siege weaponry,
weaponsmithing, armorsmithing, architecture, and traps.This
last topic , while normally dishonorable , is cons idered of the
utmost importance when ensuring that Shadowlands forces
atte mpting to cross the wall suffer considerable losse s. The
tunnels beneath the Wall are laden with traps, as goblins and
various burrowing creatures frequently attempt to make their
way into Rokugan through them.

Out siders are permitted to study at the Academy only after
sign ific an t political pr essure . The Kaiu con sider their
methods to be family secrets that have been derived through
centuries of experimentation and revision . To rurn them over
to another clan , or even a single student from another clan ,
goes against their nature.They also realize, however, that the y
are obligated to pass on their knowledge in the event that the
unthinkable ever happens and the Shadowlands overrun the
Crab altogether. They never voice their concerns, of course,
but so practical a family as the Kaiu mu st consider them.

ADv::nTV~:: HOOK
Challenge: A strange tower has been discovered in th e

mountains west ofRokugan, and it has fallen to the characters'
lord to determin e wh at should be done regarding it. After
having his scribes make rough sketches of the tower, the lord
sends th e cha rac te rs to see k the wisdo m of th e Kaiu at the
Enginee ring Academy.

Focus: The Kaiu are un in terested at first, but allow their
st ude nts to review th e ske tches. When the Kaiu studen ts
begin discussing th e unique features of the tower, however,
the sense i take notice and immediately confisca te the plans.
They refuse to see the charac ters for severa l days; it is clear
that they find something disturbing.

Strike: Several arch itectural features of th is strange tower
all point to a sing le gr eat eng inee r who was lost to the
Sha dowlan ds de cad es ago. Th e exis te nce of this tower
indicates that he may have survived, or that he now works for
the Dark Lord and has been active in the western mountains.
In either case, the Kaiu insist on sending one of th eir own
to accompany the chara cters in a further investigation .

~AZO~ Of" TH£ DAWn
CAST1.£ U.OCATlon CB3)

Also known as Kamisori sano Yoake Shi ro, thi s ancient strong
hold mark s the border berween the Great Carpenter Wall and
the Crab provinces beyond it th at do not ben efit from its
protection. The land s beyond it are dom inated by the Plains
above Evil, a vast, empty region that is all but devoid of life.
For whatever reason , the Shadowlands creatures avoid thi s
region just as the samurai of Rok ugan do. Essentially, Razor of
the Dawn Castle is the last point along the Crab -Shadowland s
border that can be expected to see attacks from the Shadow
land s, and those attacks are rare ind eed.

The castle ne stles between two peaks in the Twilight
Mountains in an extremely secure and eminently defensible
location. In other words, it is a typ ical Kaiu strong hold.
Because there are so few dire ct att acks on th e Crab land s in
th is region, most of the troops stationed here are essen tially
reservists. Their normal bushi training is augmented by fast
response conditioning and cavalry training so that they may
ride forth and bolster troops anywhere else in the Crab land s
in days or even hours. This arrangement was sorely tested in
re cent months , but the Kaiu reputation for efficien cy
remained: the reserve troops from Razor of the Dawn
responded to Daigotsu's atta cks in time to prevent th e loss
of additional watchtowers. They were also essential in th e
recovery of those same watchtowers.

In addition to its importance as a so urce of additio na l
manpower, the castle serve s as an excellent infiltration poin t
for the Shadowlands. The jagged peaks and yawning ravines of
the su rroun ding mountains make it relat ivel y easy fo r
Hiruma scouts to sneak past the creatures that often patrol the
Shadowlands northern borders and penetrate the deep er
lands beyond.

DOJO Of' TH:: ~AZ;0~'5 ::D~::

While not the most pre stigious of Crab dojo, the Razor's Edge
Dojo is certainly among the be st known. It was found ed
rather recently, being only a few decades old. It is a dojo
of berserkers, that strange sect of Crab warriors who hurl
themselves into battle with no thought of self-preservation.
The Kaiu find them strange, but they are respectful to their
hosts and serve as an additional source of reservists, so they



are allowed to practice their techniques in their small dojo
outside the castle walls.

For more information on Razor's Edge Dojo and the morbid
samurai who serve there, see Way ofthe Samurai;'" pages 18-19.

A17V£nTV~£ HOOK
Challenge: The characters' lord sen ds them to the

Kaiu land s to solicit the testimony of a particular bushi. Thi s
samurai was present as a visitor in the lord 's lands during an
unpleasant incident that ended with an illegal duel. The lord
now requires the bu shi's testimony in order to punish the
respon sible parties.

Focus: For one reason or another, perhaps one that applies
to the incident under investigation, the bushi has joined the
ranks of the Crab berserkers. He now resides at Razor 's
Edge Dojo, wh ere he eagerly anticipates the next great
battle that may claim his life in the name of his clan.
The berserker refuses to leave, as an attack on the
Wall is expected in short order and his squad may be
required to reinforce the bushi alre ady at the site.

Strike: The berserker agrees to accompany
the ch aracters once the battle is fini shed.
The attack comes in three days' time , and the
berserker and his unit are deployed to
reinforce the wall. will the characters
fight alongside him , keep ing him safe
so that he may give the testimony
their lord requires? Or will they trust
in the Fort unes to bring him back
intac t?

TH£ HI~V1i\A OVT70ST
The stra tegic value of Razor 's Dawn
Castle is amplified cons iderably by th e
abili ty of th e Hiruma to infi lt rate the
Shadowlands from the ir outpost near the
castl e. Since th e loss of th eir anc est ral
lands centuries ago, the Hiruma have
conducted countless reconnaissance
m ission s into the depths of th e
Sha dowlands in order to deter- ' c --:

mine wha t their enemies th erj:e l / lJ
were planning . Now th at the y J.t~ :'{:~ .
have recove re d their lands, , Ll . .j

th ese missions are mor/tr- . ) .
important than ever. If the .\:1 ._
Crab can not an ticipa te .,/ ' .
th eir ene mies' acti ons , ~.i: . .,~4

d --r~i~ d /'''rthe Hiruma landscoul . ,, '~~.:;. . , r ·'

fall beneath a wave ./'<~;·:;:;;.r~~

~~~lt~i~~~am:::' [JfilJ; ' ...
all too aware that ~ .. ~ .:;':'¢f.?'..E'::>;'-"?!'.
if their lands are . , ... '-.,

lost again , they will never retake anything more tha n
a blasted, twisted wasteland that cannot support life.

Ironicall y, th e Hiruma outpost at Razor 's Dawn Castle
continues to see extensive use despite the fact that the family
has man y holdings clo ser to the Shadowlands. Daigotsu 's
legions patrol the Hiruma borders heavily, making it difficult to
infiltrate his dark realm from there. It is much easier to send
long-range patrols from the Castle of the Razor's Dawn through
the Plains above Evil.The paths through those expansive Plains
are well hidden and as yet unknown to Daigotsu's forces.

HI~V1i\A K.YV~VJ

svnso Of' ~AZO~'S 17AWn CASTL£
[Ranger a/Ninja 4; Hiruma Scout 2, Hiruma Stalker 1]
A veteran of countless sorties into the Shadowlands, Hiruma
Kyuru looks much older than his true age . The scars that
criss-cross his face and limbs map the Crab's activities in the
Shadowlands for the last decade . Despite his intimidating
exterior, Kyuru is not a morose or angry man. He is as quick to
smile as to frown , belying the standard preconception of the
Hiruma scouts.

Although he enjoys himself when not on duty, Kyuru
considers his duty sacred. He was appointed to his position by

Hiruma Masagaro himself, and he will not be derelict for
any reason. He places a great deal of tru st in his men,
allowing them a great deal of input into the planning

and execution of the missions he assigns to them,
but he does not take suggestions from others
well. Kyuru cannot trust anyone who ha s
not conducted at least one extended mission in
the Shadowlands. They simply do not have
the experience necessary to understand the

enormity of the Hirumas task.

I{UDA 1i\U~A

(LOCATiOn CBS)
It seems that every clan has a single
village that serves as the center of the
clan's food product ion. In Crab
lands, that role falls to Kuda Mura .
This bustling vill age was placed
exactly in the center of the largest
expanse offertile land in the Crab

provinces. It falls within the Kaiu
lands, so that family is respon sible for

maintaining high yields, but the Hida
take a personal interest in its security
and protection. A visitor to th e

village might find Kaiu engineers
issuing orders to various peasant

farmers under the wat chful
eyes of Hid a magistr ates and

soldiers stat ioned at its
barracks.

Like many of their kind
in Crab lands, th e peas

ant s of Kuda Mura are
mor e likely to meet a

samurai's eyes with a
re spe ct ful dip of

th e head rather
than prostrating
th emselv e s .
These men and

women are proud
of the role the y play in the Crab's protection of the Empire.
Kuda Mura has never been evacuated, not even during the
worst fighting of the Clan War and War of Spirit s. When the
rare attack has come from the Shadowlands, the peasants take
up their farmi ng implements. The folk of Kuda Mura are a
hardy, courageous lot, and will not be driven from their home
and duty by anything less than death .



li\Ac;.IST~AT::·S OFFIC::
While the magistrate's post in Kuda Mura is technically a
position under the Kaiu's control, no Kaiu has held the office
for over a hundred years.The ever-pragmatic Kaiu do not bear
any resentment toward the Hida because of this. If they
wanted to, the Hida could annex the province with nothing
more than an informal proclamation from the Champion.
Instead, they have merely taken over the magistrate's position,
which results in Kaiu samurai who can be instead assigned
to the family 's innumerable engineering tasks. Ultimately,
the loss of this position is of little importance.

The magistrates' position in Kuda Mura has been filled by
several different samurai since the Hida took control; the
constant rotation of troops on and off the Great Wall makes it
difficult to fulfill any position with consistency. It has become
normal procedure for this position to be given to highly
decorated soldiers who can no longer serve atop the Wall for
one reason or another. As a result there have been many faces
attached to the position, but the rule has always been the
same: unwavering consistency, devotion to duty, and swift ,
merciless punishment to any who risk the village's peace by
breaking the law.

KAIU SU~II::YO~'S OFFIC::
The Kaiu have turned their scientific expertise toward maxi
mizing the crops in Kuda Mura's many rice fields. They have
adopted a former tea house and converted it into a laboratory.
The engineers stationed at Kuda Mura have made an exten
sive study of agriculture and soil, topics that most samurai
would consider beneath them. These men and women have
condensed centuries of farming experience and superstition
into a few decades of extensive research . Unique in Rokugan,
these engineers are beginning to explore the notions of fertil 
izers and even crop rotation, things that would befuddle most
farmers. To the Kaiu, progress is unavoidable and should be
embraced.They have not yet revealed their plans to the Hida ,
and it remains to be seen if the traditionally-minded overlords
of the Crab will be as receptive to change.

li\lrlO~ It.AIU
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The Kaiu find a use for almost everything within their
borders. Holdings that are not of immediate value to their
logistical efforts are typically relegated to vassal families.

WATCHTOWE:a Of" THE
WEST (J,.OCATlon CB19)

Unlike the Watchtower in the East (see below), this tower holds
virtually no military significance. It has never seen military
action since its creation shortly after the Great Carpenter Wall
was built. It is so remote, in fact , that it has become a post
for the disgraced and undependable among the Crab.
An appointment to the Watchtower of the West is a mark
of shame from which a samurai is unlikely to recover.

The men and women of this watchtower are a surly, quiet
lot. They have the look of men who have seen their fate and
found it wanting. They are not hostile toward travelers or
outsiders, but neither are they particularly welcoming.

HIJ:7A li\O~ITOSHIJ WATCH COIi\Ii\AnJ:7::~

[Samurai 10 ; Hida Bushi 3]
Hida Moritoshi is in hell. A man of strong moral fiber , h is
only crime was to be the sole survivor of a unit guarding the
Wall one cold winter night. One of his men betrayed the clan
and made a pact with darkness, allowing a single deadl y on i
onto the Wall. All of Moritoshi's men died in its attack , and it
went on to claim three dozen lives before it was destroyed .
Moritoshi took full responsibility, and was banished to th e
Watchtower of the West.

The Hida consider Moritoshi's di shonor to have been
expunged long ago. He remains at the Watchtower because
of his ability to bring discipline and honor to the wretched
creatures the Crab condemn to thi s place of darkness. It is his
ability to overcome adversity that chains him to the place he
hate s so much.

•
The Kaiu have very little interest in things that lie outside
their provincial borders.Their land s provid e them with every
thing they require , so they have little reason to covet the lands
of others. Nevertheless, they maintain a sma ll number of
extraterritorial holdings, either due to their great importance
or because it is required of the Kaiu by their Hida lords.

THE G:aEAT
CA:a,?ETlTE:a WAl.l.

Although the Great Carpenter Wall is the responsibility of all
Crab families, it is also known as the Kaiu Wall for very good
reason : they maintain, repair, and improve upon the gigant ic
construct. This is not an easy task, as the Wall is by far
the single largest structure known to exist. Indeed, even the
Unicorn histories of that clan's travels abroad record nothing
to rival it for sheer size and complexity. Dozens of Kaiu
engineers along the wall's length direct hundreds of peasant
workers in a constant maintenance effort .

The most recent activity along the Kaiu Wall has been the
reconstruction of those portions that were destroyed during
Daigotsus siege several months ago. Despite the Kaiu's speed
and determination, the final repairs have only just been
enacted. There has been concern from several quarters that
this delay in repairs might have allowed man y Shadowlands
beasts to enter the Empire. Unfortunately, the Kaiu simply do
not have the resources to make repairs along the entire wall
at once. Under orders from Clan Champion Hida Kuon,

. the Kaiu were forced to do something they never imagined:
they destroyed a portion of the Wall. This was to separa te
the greater Wall from the terminally Tainted Tower of Fear.
The subsequent reconstruction of the Wall to circumvent the
Tower has been a huge drain on the family 's resources, and
is the primary reason the other sections were allowed to
languish for as long as they did.

The Great Carpenter Wall is home to more advanced and
numerous siege engine weaponry than anywhere else in
Rokugan. No standing army, not even that of the Lion Clan ,
can match the sheer destructive power of the Crab's constant,
ever-vigilant defensive force.



KAIU H05A~UJ £n~m££~

[Samurai 6; Kaiu Engineer 2]
One of hundreds, Kaiu Hosaru is th e perfect example of a
dedicated Kaiu enginee r. He rises with the sun each morning
to perform the first of a thou sand different maintenance tasks
that the Great Wall requires every day. The past few months
have been more hect ic than usual, bu t now that the majority
of repairs have been completed, work has begun to resemble
its normal routi ne again.

Hosaru often performs menial labor alongside his peasant
workers.This is unu sual, and would likely be found dishonor
able by othe r clans. Like so much else, however, things are
different on the Great Wall. Hosaru believes he cannot ensure
a job is done correctly unless he participates, and the Hida
who defend the Wall for wh ich he is respons ible appreciate
his eye for detail and devotio n to du ty.

WATCHTOWE~

Of" THE EAST U.OCATlon CB2)
A Yasuki hold in g, th e Watchtower of th e East mark s the
eastern edge of th e Great Ca rpe nter Wall and the border
between the Crab an d Crane provin ces. The Hida decreed
decades ago, however, that the Yasukis service to the clan lay
in other quarters, not defense. As a sort of counterbalance to
the Yasuki diplomats who serve at Face of the East Castle in
Kaiu lands, the Kaiu have taken over administration of thi s
tower.

Unti l recently, the eastern watchtower has not been of any
military significance. The war with the Crane over the fate of
the Yasuki family changed that .The tower became the rallying
point for force s pre parin g to enter the contested provinces,
and thi s is the po in t to wh ich th e army routed by Hida
O-Us hi's death retreated after Doji Kurohito cut her down .
More rece ntly, the tower has com e to represent the border
betwee n Crab lands and those lands seized by Akodo Kaneka ,
the self-s ty led Shogun of th e Empi re . As suc h, th ere are
always a large number of troops in th e ramshackle, hast ily
erected barracks near the tower.

1Ji\?O~TAnT
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If a more unflappable man than Kaiu Umasu lives in Rokugan,
no Crab has met him . Umasu is as unyielding as the steel he
works, and as unrelent ing as the siege engines he unl eashes
agains t the Shadowlands. He is a man without doubt or hesi
tation , and he knows deep in his soul that the Crab can never
be defeated by the in human filth spawned by th e Shadow
lands. He and his family will see to that.

Umasu was born into an influential branch of the Kaiu, but
as a young man he had few pol itical aspirations. He was not
inte rested in court life, or even in the family's management.
Umasu was a studen t of enginee ring even before entering the
Kaiu Academy. While other young men dreamed of forg ing
weapon s that would claim the lives of a thou sand oni , Umasu

dreamt ofexpanding the Great Wall to protect all of Rokug an.
Masonry and stonec u tti ng were hi s passions, and he
embraced them with zealous fervor when he entered the Kaiu
Academy.

Umasu might very well have gone on to serve as a combat
engineer, lost among the hundreds of Kaiu who perform that
essential duty on the Great Wall every day.That was not to be,
however, as Umasu 's uncl e died with no he ir. When the great
Kaiu Utsu died in Urnasus youth, his father became the family
daimyo. His fathe r was not a well man , unfortunately, and he
passed on after only a decade serving as th e family daimyo.
The mantle fell to Umasu.

His first few years were not easy. Um asu's personality did
not inspire loyalty or even friendship . It was not until a signif
icant attack on the Wall that others realized Umasu's potential.
His leadership in rebuilding the Wall was nothing short of
amazing. He went without sleep for days, direct ing mu ch of
the work him self, and improved upon the original in many
ways. When the effort was complete, the Wall was stronger
and more defen sibl e than eve r an d th e Kaiu had rallied
around their daimyo.

It was an eye-ope n ing ex pe ri ence for Um asu as well.
He saw in others the same passion he had felt his entire life.
His fellow Kaiu leapt at the chance to rebu ild the Wall. Some
shared his enthusiasm for engineering, while oth ers devoted
themselves to improving the siege engines atop it. Still others
filled the tunnels beneath the Wall with deadly traps. For the
first time , Umasu felt that he belonged. He had discovered his
family.

The past decade has proven eventful. The retak ing of th e
Hiruma provinces has given Umasu the chance to order many
new fortifications throughout those hotl y contested land s.
The Great Wall has been attacked countless time s, and each
time Umasu has had it rebuilt stronger than before. The engi
neers under his command have taught him warfare, and he
has truly earned the title of Siege Master that his uncle carried
before him . Byfar the most notable event was Daigotsu's siege
of the Great Wall. The horror of losing his beloved Wall was
almost more than Umasu could bear. He never left the borders
where Crab and Horde territory met, and he stood alongside
H ida Kuon when hi s Cha mpio n led th e attack to re take
the lost watchtowers.

The re was never a mo re painful mom ent in Um asu's life
than when Kuon ordered him to destroy the Wall around the
so-called Tower of Fear. Umasu wept openly as cen turie s of his
family's work were torn to rubble, but he led the rebuilding
effort personally, and now a new Wall separates the Crab from
th e Shadowlands. Kaiu Um asu has sworn th at he will di e
before he allows the Wall to be taken or destroyed again. None
among the Kaiu doubt him .

I{AIV VIi\ASV
Male hum an Crab Sa m urai 7/Siegemaster 10: CR 17;
Medium-size humanoid (human); HD 7dl 0+28 plus 10d8+40
(hp 151); Init +5; Spd 30 ft.; AC 19 (touch 13, flat-footed 18);
Atk +23/ +18/ +13/+8 mighty cleaving die tsuchi melee (l d8+10,
+3); SQ Class skill - Knowledge (architecture and engineer
ing) (family bonus), Ancestral Daisho, Command +5, Leader
ship Bonus +3; Honor 2; Al, LE; SV Fort +12, Ref +5, will +8;
Str 24, Dex 13, Con 19, Int 16, Wis 12, Cha 9; Height 5 ft. 6 in.

skillsand Feats: Battle +21, Craft (armorer) +23, Knowledge
(architectu re and engineering ) +25, Intimidate +27, Listen
+23, Sense Motive +19, Spot +23; Alertne ss, Endurance,
Cleave, Great Cleave, Improved Initiative, Leadership, The



Path of Dest ru ction, The Path of War, Powe r Attac k, skill
Focus (Knowledge (architecture and eng ineering», Versatile
(Listen, Spot), Void Use, Weapon Focus (die tsuchi).

Possessions: +3 mighty cleaving die tS l/chi, obi of giant strength,
bracers of armor +6, amulet of natural armor +2, masterwork
smithing tools.

ItAIV V1i\ASV
Earth: 4

Stamina: 6
Water: 4
Fir e: 3

Intelligence: 4
Air: 3
Void : 4
School/Rank: Kaiu Enginee r 4 (Path of Stone 3, Path of

Destruction 1)
Dojo: Kaiu Shiro (no benefits)
Honor: 2.9
Glory: 7.2
Advantages : Social Position (Kaiu daimyo)
Disad van tages: Bad Reputat ion (Difficult), Bentens Curse
Skills : Armorer 3, Battle 5, Engineering 8, Hi story 4,

Shintao 3, Siege 4,Traps 5, Weaponsmith 3
Kata: None

ItAIV nA1i\BOltVJ 1i\ASTE~

SEnSEI Of' THE ItAIV
EnGlnEE~lnG ACADE1i\Y

During his studies at the Kaiu Engineering Academy several
decade s ago, Namboku attracted the attention of one of the
senior sensei. Most did not consider Namboku to be a particu 
larly gifted student, but Kaiu Noriko saw someth ing in him
that others did not. She took him under her wing , and under
her tutelage, his hidden talent s blossomed. Before long he had
advanced to the head of his class.

One of the advantages Namboku received was the honor of
accompanying a Kaiu unit to the Unicorn lands to oversee the
cons tr uc tion of Shi ro Moto, the palace of the new Unicorn
Champion Moto Gaher is. The work was fascinating, but very
different from anythi ng Namboku had studied before. The
Moto were insistent that the Kaiu use the styles and materials
of their hom eland, which the Crab engineers had no experi
ence with at all.The initial stages went well , but over time rela
tion s between the two families bec ame somewhat frayed .
Eventually, the Kaiu withdrew from the arrangement alto
gether, causing some bad feelings between the two families .
Namboku in particular found himself the target of enmity
from one of his Moto counterparts, an impulsive young bushi
who singled out the slightly built Crab for persecution.

The experience had a strange effect on Namboku. He took
to his studies with even more fervor , and added an element of
martial training to hi s studies. Some believed that after his
altercation with the Moto he wanted to be able to defend him
self, whil e others whi spered that his relationship with Noriko
was more than just that of student to mentor.

Regard less of the rea sons, Kaiu Namboku's redoubled
efforts resulted in hi s graduation with much acclaim. He
served several tours of duty along the Great Wall as a siege
engineer, but his real talent lay in smithing. Namboku even
apprenticed to the Master of the Great Forge , aiding in the
creation of over a dozen Kaiu Blades during his years of
service. Ten years ago, the Acad em y's master sensei died.

Nambo ku, who had been serving as a lesser sensei amo ng the
smithing students, was asked by the family daimyo to assume
the position . He did so gladly.

Like most Kaiu , th e rece nt con flic t with Daigotsu's forces
has galvanized Namboku. He has led large groups of his finest
students in repair efforts on the Great Wall, giving them vital
experience in the field and allowing him to escape Kaiu Shiro
an d perform a valu ed service for h is clan in the p rocess.
He has at last found common ground with Kaiu Umasu, with
whom he had had several ent h usiastic disagreements regard
ing th e role of th e Kaiu in the clan . The irony of Daigotsu's
attack on the Crab is not lost on Namboku: what was meant to
shatter the clan has, at least in part, bro ught it closer together.

ItAIV nA1i\BOltV
Male human Crab Samurai 8/Siegemaster 4/Master
Smit h 6: CR 18, Medium-size humanoid (h uman); HD
8dl0+21 plus 10d8+30 (h p 140); Init +1; Spd 30 ft.; AC 22
(touch 13, flat-footed 21); Atk +2 keen lawful katana
+23/ +18/ +13/ +6 melee (i dt o- s (+2d6 vs. chaotic ); SQClass
skill - Knowledge (arch itecture and engineering) (family
bonus), Ancestral Daisho , Command +2, Leadership bonus +2
Legendary Craftsman, Temper the Blade; Honor 3; AL LN;
SV Fort +15, Ref +5, Will +12; Str 18, Dex 12, Con 16, Int 19,
Wis 14, Cha 10; Height 5 ft. 4 in.

Skills and Feats: Battle +16, Climb +18, Craft (armorer) +25,
Craft (weaponsmith) +27, Disable Device +14, In timidate +14,
Jump +17, Knowledge (arch itecture and eng ineering ) +25,
Open Lock +11, Use Magic Device +10;Alertness, Craft Magic
Arms and Armor, Endurance , Leadersh ip, Path of Destruction ,
Path ofSteel, Power Attack , Skill Focus (Craft (weaponsrnithj),
The Mountain Does Not Move, Void Use, Way of th e Crab,
Weapon Focus (katana).

Possessions: +2 keen lawful katana, +2 great armor of spe ll
resistance (SR15), ringoffreedom ofmovement, ringof protection +1,
rod of metal and mineral detection, amulet of natural armor +1.

ItAIV n.A1i\BOltV
Earth: 6
Water: 5

Perception: 7
Fire: 4
Air: 3

Awareness: 5
Void: 4
School/Rank: Kaiu Engineer 6 (Path of Steel 3, Path of th e

Anvil 3)
Doj o: Kaiu Shiro (no benefits)
Honor: 2.7
Glory: 6.4
Advantages: Allies (many among other clans), Social Position

(Master Sensei)
Disadvantages: Blackmail , Dark Secret, Sworn Enemy
Skills: Armorer 5, Athleti cs 2, Bat tl e 4, Court ie r 3,

Engineering 6, Hi story 3, In struction 6, Intimidation 4,
Ken jutsu 4, Sh intao 3, Siege 6, Suboj u ts u 5, Traps 5,
Weaponsmith 6

Kata: Striking as Earth
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In any other family, a man like Kaiu Ryojiro would likely have
been punished for no other reason than having been in th e
right place at the right time. Ryojiro was an engineer assigned
to the Grea t Wall an d was p resent wh en a lone oni made
it over the wall and attacked Hida Kuroda, son of Crab Cham
pion Hi da O -Ushi. Alt ho ugh Kuroda an d hi s guards were
hold ing their own agains t the beast , Ryojiro triggered a trap
that held the oni in place, allowing the bushi to kill it wit hout
loss of life. Kuroda was impressed wit h Ryojiro and had him
reassigned to serve in h is person al staff A few months later,
Hi da O-Ushi was killed and Ryojiro suddenly found himself
serving as one of the Crab Champion's chief adviso rs.

In ano ther family, the family daimyo or master of the family
school might resent Ryojiro for occupying a position they felt
they sho uld hold. Ryoj iro was surprised to discov er th at
ne ither Kaiu Umasu nor Kaiu Namboku cared in the slightest.
In fact , th e two men seemed pleased at this development,
since it allowed each of them to pursue the ir own duties and
interests with out having to painstakin gly explain complicated
enginee ring principles to a non -engineer.

Ryojiro's duties are simple in theory. He advises the Cham
pio n of potent ial logistical problems and in te rp re ts the
actions of opposi ng siege engineers during battl es. It is not
a difficult task, and when Ryojiro served und er Hid a Kuroda
it was almost effor tle ss . Hida Kuon is a different matter.
Whi le he is learn ing to deal with the bu rdens of being Crab
Champio n, Kuon is a warrior at heart , not a general. Ryojiro
m ust explai n man y rudimentar y engineeri n g and siege
concepts to Kuon during battle, and often circumstances have
cha nged by the tim e he has fin ished, requiring him to begin
ane w. It is a frus tra ting expe rie nce for both of th em , but
Ryojiro is patient and Kuon is learn ing rapidly. The two have
forge d a mutual understandin g an d respect ove r th e past
months , one mad e necessa ry by th e see mi ng ly en dless
conflict with Daigotsu's forces.

Despite Ryojiro's growi ng confidence in his abili ties and in
his Champion, there is a terr ible ache in hi s soul that refuses
to heal. It was Ryojiro who prepared the trap that Hi da Kuroda
use d to end h is own life wh en confronted with Kyofu , the
Onisu of Fear. Realistically, he knows tha t Kuroda made his
choice, and that he is not to blame for his Champion's death .
He cannot help but won der, however, if Kuroda would have
joined the Shadowlands so readily if he had been taken alive.
No one had a greater spirit th an Kurod a, afte r all , an d he
would have resisted corruption with every fiber of his being.
Or maybe he mig ht not have died at all if Ryojiro had defied
hi s orders and stayed to fight. He may not be a warrio r, but he
is a Crab, and has no fear of death .

Ryojiros grief has caused him to make mistakes, but he has
recognized his weakne ss and is str iving to overcome it. Others
have noticed the new determ ination in him and attribute it to
Kuons influence . While that is part ially true, few realize that
Ryoji ro's redoubled efforts on beh alf of hi s family and clan
stem from a dr iving need to atone for a sin that is not really
his.

I{AIU ~.YO~I~O
Male human Crab Samurai 6/Siegemaster 3: CR 9;
Medium -size human oid (h uman) ; HD 6d10+18 plu s 3d8+9
(hp 73); Init +2; Spd 30 ft.; AC 19 (touch 13, flat-footed 17);
Atk +1 katana +11/+6 mel ee (1d 10+4) ; SQ Class skill 
Knowledge (architectur e and en gineering) (fam ily bonus),
An ce st ral Daish o, Comma n d +2, Leadership Bonus +1;
Honor 3; Al, LG; SV Fort +11, Ref +5, will +6; Str 16, Dex 14,
Con 16, In t 14, Wis 11, Ch a 11; Height 5 ft. 6 in.

skills and Feats: Craft (trap) +14, Dipl om acy +12, Disabl e
Device +14, Knowledg e (arch itecture and engineering) +11,
Ope n Lock +8, Rid e +11, Spo t +14; Aler tn ess, Endurance,
Lead er ship, Th e Pat h of Death, Versatil e (Disable Devi ce,
Spot), Void Use , Way of the Crab, Weapon Focus (katana).

Possessions:+1 katana, +1 lamellar annor, bag ofholding (1), lens
ofdetection, ringof protection +1.

I{AIU ~.YO~I~O
Earth: 3
Water: 4
Fire: 2

Intelligence: 4
Air: 2

Awareness: 3
Voi d: 3
School/Rank: Kaiu Engineer 3 (Path of War 1, Path of Death 2)
Dojo: Kaiu Shiro (no benefits)
Honor: 3.1
Glory: 3.4
Advantages: Higher Purpo se (Serve the Champion)
Disadvantages: Obligation, Unluck (1 level)
Skills: Armo rer 3, Battle 2, Calligrap hy 2, Chi saijutsu 2, Craft

(Stonemasonry) 4, Defense 3, Engineering 4, Etiquette 3,
History 2, Horsemanship 3, Jiu jutsu 2, Ken jut su 3,
Locksmith 4, Mountaineer 3, Siege 4, Subojutsu 3,Traps 4,
Weapon smith 2

Kata: Soul of Ston e

IIASSALS OF
THE ItAIU

TH~ f'un"AI f'AIi\ IJ.,y
Five hundred years ago, piracy along Rokugan's coasts was
mu ch mor e com mo n. Some beli eve th is was becau se the
Manti s Clan had not yet tamed the shipping rout es that enjoy
heavy use today, while othe rs believe it was because no one
was keeping close eye on the sons of Kaimersu-uo. Wh atever
the reason, shipping along the coas t was substa ntially more
difficult. Weary oflosing shipments to petty th ieves, the Clan
Champion ordered the Kaiu daimyo to find a solution.

The Kaiu daim yo im me diate ly to ok stock of all Crab
shipping vessels, and was disgusted to find such shoddy work
manship in service to her clan. She assigned one of her senior
adviso rs , an accom plis he d engineer in h is own right ,
to evaluate and improve upon the Crab shipping system by
whatever means possible. As she was following a direct order
fro m he r Ch amp ion , the Kaiu daimyo alloca ted substantial
resources to her advisor, a battle-hardened veteran nam ed
Kaiu Shirnatsu .



Shimatsu dealt with the situation in a methodical fashion.
Fir st, he h ired ro ni n to guard Crab shi ps. While the clan
contin ue d to lose some sh ipmen ts, th e pirat es soon came
to recognize that Crab vessels would fight mu ch more
ferocio usly than others, and began avoiding them . Shirnatsu
kn ew this was only a temporary solution, and immediately
established a headquarters in a small village on the shores of
Eart hquake Fish Bay. Here, he and his followers began plan 
ning a bett er type of vessel, one that could outrun the pirat e
shi ps. Within a year , trial and error had provided the first
group of the se newer vessels for Crab merchants to use.

The first fleet of these new vessels was a great success.They
were hard ier , faste r, and ge nera lly superior in every way
to th ose kobune used by other clan s. The ir style was soon
duplicated by other clans, bu t th e pirate s did no t have the
resources or crafts ma ns hi p necessary to repl icat e these
advances.The Crab Champi on was so pleased that he ordere d
Shimatsu and his men to continue to oversee the production
of ships, both those necessary for the Yasuki to conduct their
trade and th e rare "iron turtle" ships the Hida required for
battl e.

A problem aro se years later between the Kaiu and th e
Yasuki.The Yasuki insisted that they should not be respon si
ble for paying taxes on the growing port village Shim atsus fol
lowers maintained.The Kaiu returned that they would gladly
pay th e tax es if they were allowed con tro l of the
surrounding land in order to generate th e funds , but the
Yasuki bal ked at suc h a sugges tion . The Crab Ch ampion
se ttl ed the matter by declaring Shimatsu's followers to
be a vassal family of the Kaiu, entitled to a small
percent age ofall goods transported by their ships.
The Yasuk i were clearly not pleased with this
arra ngeme n t, but acquiesced to their lord's
command.

The Fu ndai vassal family
contains the finest shipwrights
in the Crab Clan, and many feel
they are second on ly to
the Watanabe shipwrights
of the Mant is Clan. Every
sh ip th at sails under th e
Crab mon was constructed
under the watchful eye of
th e Fundai, and they tak e
grea t pain s to ens ure that
each vessel is perfect in
every respect .

In addition to their pri 
mary role within the clan
as shipwrights, the Funda i
occasionally provide secu
rit y for important sh ip
ments personally. The
family considers the safety
of Crab vessels a facet of
their duties, and the y take
threats to their domain very
seriously indeed. Ifa shipment is
of particular importance, or if there
are rumors of strong pirate activity,
th ey take a more active role in the
defense of their ships as a matter of honor.

~un"AI li\U~A

More a port than a village, Fun dai Mu ra is a bustling town on
the western shore of Eart hquake Fish Bay. The village offers
relatively little in the way of amenities, as the Fundai remain
focused on their task. There are a hand ful of sake and geisha
houses; the Fundai realize that if their workers have no way to
alleviate the stress of thei r jobs, productivity will suffer.

The Fundai do not mai ntain an esta te per se with in the
village , but in stead consider the shipya rds th eir cen te r of
influence. The samurai dwell in houses th roughout the city,
cong regating each day at th e shipya rds to fulfill th eir duty
to th eir lord s at Kaiu s hiro. The shipyards are quite large in
contrast to the village, and they can accomm odate up to two
dozen kobune at any given time. If circumstances demand it,
th ey can service half that number of iron turtle warsh ips,
altho ugh th ey rarely se e more than one or two at a t ime,
and then only during tim es of extens ive military action.



TH:: FunDAI F AmlJ.Y
Favored Class: Samurai
Starting Honor: 2
Class Skill: Craft (Shipwright)
Starting Outfit:
1. Masterwork ashigaru armo r and 50 koku.

TH:: FUnDAl FAmiLY
Benefit : +1 Intelligence
Begin ning Honor: 2, plus 5 boxes
Glory: 0.5 (as opposed to the normal 1.0)
Skills: Regardless of wh at school they atte nd, a member
of the Fundai fami ly may sacrifice one ran k in any of
thei r school skills to gain a rank (or an additional rank) in
Craft (Shipwright) or Sailing .
Ot her: May only attend Kaiu or Hida schools.

TH~ 1i\AISUnA f'A1i\IL'y
Durin g Rokugans eighth century, the Shadowland s laid siege
to the Hiruma land s with an army more terrible and powerfu l
than anything the Crab had ever seen. The Crab were forced

to retreat before the Maw's forces until they reached the River
of the Last Stand . There, the magic of Kuno Osaku held the
Maw and its forces at bay for over a month while the Great
Carpen te r Wall was erec te d. Once th e Wall and the
subs equen t Battle of th e Cres t ing Wave were fi n ished,
th e Shadowland s had been defeated . Already th e Wall had
suffered considerable damage.

Recogn izing how ma ssiv e an undertak in g the Wall 's
upk eep would be, the Kaiu daimyo gathered the leaders of the
work crews that had gathered the stone to construc t the Wall.
The daimyo commissioned th ese men and women to begin
what would become their lifelong dut y: min ing stone from
th e Twil ight Mou nta in s to repair and expa nd the Great
Carpenter Wall. A small keep near the northern edge of the
Kaiu pr ovinces was assigne d to these ind ividuals and th e
peasant s wh o would serve the m, and the y set to th eir task.

The Crab are a loyal people, and the se individuals did not
question th eir lot . They imme dia te ly began exploring th e
foothills of the mountains, testing the various outcroppings in
search of the stro ngest and most du rable stone. At first they
broke these outcro ppings into bould ers and hauled them back
to the keep.There, they would be carved into the appropria te
shape and transported to th e Wall. Over time, the stonema
sons came to perfect the process so that they could carve the

great cubes of sto ne th ey need ed directly
fro m th e mountain, eliminat ing time

and expense in transport .
The descendants of th e original

stonemasons were even tua lly
awarde d a vassal nam e for their
cease less effo r ts in th e cla n's
name. In addition to their duti es,
th e Maisuna samurai becam e
exceptional sculptors and artists.
Having so man y smaller stones
tha t were unsui table fo r use

on the Wall , it was perhaps
inevitable that the samura i found

so me recrea tional use for them.
In addition to their invaluable service to

the clan , the Maisuna are very pop ul ar
among courtiers and are ofte n individu

ally commissioned to produce
artwork for castles and courts

all across the Empire.
;>;;. ' '' ,~ The Maisuna are a hardy
k'~ people, like the Kaiu from;iQ.~

. - , whom they are descend ed.
They value strength highl y,

for it is impossible to carve
rock fro m the mo un tain with 
out it.They also prize the ability
to finesse stone, and to uncover
the beauty that lies h idde n
beneath the surface of all rock.
Their lands are surpri singly
beautiful and decorated wi th
a varie ty of exquisi te stat ues.

It is said by the more poe tic
Crab tha t wh en one mee ts a

Maisuna, one wit ne sse s th e
strength of th e mounta in as

well as its qu iet be auty, all in
a single human form .



1i\AISUnA SHI~O

As a rule of thumb, most of Rokugans vassal families govern
unimportant village s or a small keep somewhere ou t of the
public eye.The Maisuna were originally no exception , having
been given a small keep near the base of the Twilight Moun
tain s. Being exceptionally gifted stonemasons with literally a
mountain of raw material at their disposal, however, the
Mai suna were not inclined to make do with their meager
accommodations. Shortly after being given vassal fam ily
status, the Maisuna began a massive construction effort and
carved a large, exquisitely beautiful castle from the mountain
itself. Th e Maisuna commemorated their achievement by
connecti ng the castle to the tiny keep they had been given
and declaring that they had expan ded the keep in service to
their lords the Kaiu. The Kaiu daimyo of that era is reputed to
have found thi s declaration hilarious, and the Maisun a were
commended for the ir devotion.

Maisun a Shiro is a breathtaking sight, and one th at force
fully demonstrates how differently the Maisuna regard their
work compared to their lords the Kaiu.To them, Maisuna is a
work of art, a masterp iece of skill and devotion . They are not
merely sto ne maso ns, but art ists capturing th e essen ce and
strength of the earth in a static, unchanging form. Perha ps the
blocks they hew from the mountainside only go to rebu ild the
Great Wall or other stark Crab fort ification s, but in Maisuna
Shiro, the fam ily can express their true calli ng and talent.

TH:: 1i\A ISUn A FA1i\ILY
Favored Class: Samurai
Starting Honor: 2

Class skill: Craft (Stonemasonry)
Starting Outfit:
1. Ashigaru armor, warhammer, and masterwork stone
cutt ing tools.
2. Masterwork warh amm er and 25 koku.

TH:: 1i\AISUn A F A1i\ILY
Benefit: +1 Strength
Beginning Honor: 2, plus 5 boxes
Glory : 0.5 (as opposed to the normal 1.0)
Skills: Regardless of wh at school they attend, a member
of the Maisun a fami ly may sacrifice one rank in any of
their school skills to gain a rank (or an additional rank) in
Craft (Stonemasonry).

ItAIU
1i\ECKAnJCS

AnC£ s TO;tS
By the standards of most families, the Kaiu are a practical lot
with littl e use for supersti tion. Most assume that this extends
to norm al religiou s conventions, and are surprised to discover
that the Kaiu are indeed a pious family.To the Kaiu, however,
it makes perfe ct sense. There is more th an ample proof that

the Fortunes and ances tors watch over their descendants, and
th e gu idance of suc h spiri tua l bein gs ca n on ly aid in th e
defen se of Rokugan from the Shadowlands.

I{A IU OSUKI
Two passions dominated Kaiu Osuki's life: steel and th e law.
He began life as a simple smith serving the Hid a. His keen eye
for detail and penchant for intense scrutiny resulted in some
of the fine st blades th at his lord had ever received, and before
long Osuki found himself the favored vassal of the provincial
daimyo. Although he felt ill at ease in court, Osuki's presence
was frequently reque sted by his lord. During one particularly
int ense winter court, coin cidence and Osuki's eye for detail
resulted in the exposu re of a duplicitou s Crane plot that
would have cost h is lord muc h honor. Osuki was rewarded
with a positi on as a magistrate within the Crab lands, and
with in five years he had become an Imp erial Magistrate.

The tru e test of Osuki's abilities came in 1126, when he was
sent on a relatively un important mission to the Badger Clan
provinces. Located in the northernmost reaches of the moun
tains separating Roku gan from the Burning Sands, the Badger
Clan often went unnoticed for decades at a tim e. Upon his
arrival, Osuki discovered the Badger land s in ruin s, decim ated
by an unknown foe. He immediately set up camp near th e
ruins of Shiro Ichiro and requi sitioned more men to secure
the area. Osuki soon found himself commanding a sizable
force of Imperial troops, overseeing th e area in the name of
the Emperor. Two years later, he peri shed in final combat with
Oni no Hi deo alongside a band of youn g Badger samura i
devoted to cleansing the ir land.

Kaiu Osuki is remembered amo ng both the Cra b and
Badger clans as a great hero and a master smith. His spirit still
guides others, particularly young smiths and magistrates wh o
embod y the twin virtues he held dear during his life.

SOUL Of' STEEL
rAnC::STO;G KAI U OSUIO:I

Your passion for stee l and th e law focu s your energies and
allow you to achieve great th ings.

Clan: Crab or Badger
Benefi t : Up to three time s per day, you may add a compe

ten ce bonus equal to half your character level (rounded up) to
any Craft (Weaponsmi thing) or Gathe r In formation check.

I{AIU OSUI{I
('I ?Oln TSj 3 ?OlnTS FO~

BA"Ci::~ CLAn CHA~ACT::~S)

Spiritual descendants of Kaiu Osuki share his undeniable pas
sion for the perfect blade and the perfection of law.The char
acter may add h is Insight Rank to th e total of all Weapon 
smi thing and In vestigation rolls.

I{AIU UTSU
During any other era, Kaiu Utsu would have been the fine st
tactical mind of his age. Utsu had the misfortune (or fortune,
depend ing upon one's outlook ) of living in the same era with
such incredible generals as Bayushi Shoju, Akodo Toturi , and
th e Great Bear Hida Kisada, ens uri ng th at h is considerable
gifts as a tactician wou ld seem meager in comparison. To his
credit, however, Utsu never gave any indicatio n that th is dis
turb ed him . In stead he focused only on his duty, spending the
entirety of th e Clan War defending the Great Wall from the



Shadowlands during the height of that dark realm 's power.
It is a credit to his skill that more foul creatures did not escape
during that time.

Utsu believed that duty to one 's ancestors and family was
of paramount importance. Despite the Crab pact with the
Sha dowlands during th e Clan War, Utsu would permit no
Tainted creature to cross the port ions of the Wall under his
command. He believed that doing so would be a perversion of
all th at hi s fami ly had worked for since the time of their
founding, and would be a betrayal of his duties as the family
daim yo. Ut su's implied disapproval of Kisada's tactics was
tolerated only due to the Great Bear 's tremendous respect
for Utsus abilities.

Kaiu Utsu died of natural causes during the War of Spirits.
His shrine is rath er unusual: a portion of the Great Wall has
been dedicated to hi s memory, with a shrine built along a
sec tio n th at suppor ts numerous sieg e engines , each one
pointed toward the heart of the Shadowlands.

SI~G~Ii\AST~~
rAnC£STO;l: KAIV VTSV:J

You are an expert at defending against attacks from others.
Clan: Crab
Benefit: An y time you are defending a location from

a ph ysical attack, whether thi s location is the Great Wall or
a forest campsite, you gain a +1 insight bonus to attack s and
to AC. Th is bonus is lo st if you do not have at least five
minutes not ice before the attack begins.

KAIU UTSU (6 701nTS)
Those over whom Kaiu Utsu watches share his ability to plan
and implement extremely effective defensive strategies. If the
character has at least five minutes notice before an attack
begins, he may roll one additional die on all Full Defense and
Standard Attack actions.

Under different circumstances, th e Kaiu might be considered
a family of scho lars or academ ics. Wh ile they do conduct a
great deal of research and experimentation, they also put th is
learning to use, standing alongside their Crab brethren on the
Great Wall every day. Wherever the Crab employ their great
engines of war , there are Kaiu to gu ide and direct them.
Whe rever th e Crab require gre at tacti cal minds, the Kaiu
stand ready to advise their Hida lords on how to deal with the
realities of their constant war.

Kaiu Eng ineers are a varied lot , with a large number of
differ ent train ing areas available to them. Many stu dy th e
science and art of warfare, aiding in the destruction of the
Shadowlands at every opportunity. Others produce weapon s
and armor to equip the Crab for their stru ggle. Still others
prefer to build and maint ain the enormous fortresses of th e
Crab, keeping their clan strong against all who would attack
them. The master s of the Kaiu Engineering Academy endorse
and support each of th ese courses of study, allowing ind ivid
ual Kaiu to find the path that best suits them and the ir clan.

TH~ 7ATH Of' TH~ AnJlll.
rC~B T£CHnlOV£ f'£AT:J

Youare trained in creating the great protective armor used by
the Crab.

Prerequisites: craft (Armorsmithing): 8 ranks
Benefit: Armor you craft has its armor bonus increased by

one . Alternately, you may choose in stead to raise the maxi
mum Dexteri ty bonus allowed by a piece of armor by one .This
effect is cumulative with masterwork bonuses, but is replaced
by enchantments.

TH~ 7ATH Of' I7~ST~UCTIOn

rC~AB T£CHnlOV£ f'£AT:J
Youare expert in the operation of siege machines.

Prerequisites: Battle : 4 ranks, Knowledge (architecture
and engineering): 6 ranks

Benefit: When operating a siege machine (see the DUNGEON
M ASTER'S Guide'" orthe information later in thischapter), you may
choose to increase the engine's range increment to 150% of its
total , or you may increase the total of the engine's damage rolls
by 30%.

TH~ 7ATH Of' ST~~l.

rC~AB T£CHnlOV£ f'£AT:J
You have learned the Kaiu's secret steel-folding techniques.

Prerequisites: Craft (Weaponsmithing): 10 ranks
Benefit: You can produce non -magical katana that possess

an in nate +1 enhancement bonus. These weapons hav e a
market price of 3,700 koku and must be produced according
to the Craft rules found in the Player'sHandbook~

TH~ 7ATH Of' WA~
rC~AB T£CHnlOV£ f'£AT:J

Youare a student of war, an accompli shed tactician of the Crab
Clan.

Prerequisites: Battle: 6 ranks , Listen: 6 ranks ,Spot : 8 ranks
Benefit: When in combat, you can keep track of your ene

mies and anticipate attacks, even when facing multiple oppo
nents. Any attac ker who could normally ignore your Dex
modifier to AC must first make a contested Spot check against
you. Ifyour result is higher, you may add your Dex modifier as
normal.

TH~ I(AIU
~nGln~~~ SCHOOl.

Benefit: +1 Inte lligence
Skills: Armorer, Battle , Engineering, History, Siege,Traps,

Weaponsmith
Beginn ing Ho nor: 2, plus 5 boxes
Outfit : Katana, wakizashi , heavy armor , kimon o, surveying

tools, drawing paper and pen s, scroll case.

T£CHnIOV£S
The Kaiu Engineering School does not teach a set progression
of Techniques like most Rokugani schools. Instead, the y offer
a number of different areas of study, each of which is vital to
th e Crab's ongoing struggle against th e Shadowlands. Each
tim e a Kaiu En gineer gains a new Insigh t Rank, he may
choose one of th e abilitie s listed below. These abil it ies are



sequential, so a Kaiu Engineer with only the first level of the
Path of the Anvil may choose to learn the second level of that
path or the first level of another path, but not the third level of
the Path of the Anvil. Each of the following paths is based on
one skill that the Engineer gains as part ofhis school training.

THE: '?ATH Of' THE: Antill. CA~Ji\.O~E:~

Rank 1: Th e Cr ab's Sh ell
The engineer may custom fit armo r to sui t th e needs of its
wearer. This requi res 4 ho urs of work for ligh t armo r and 8
hours for heavy armor. With a successful Armorer roll (TN 15
fo r lig h t armor, 25 for heavy ar mor), the engine er may
increase the armor's bonu s to TN by 1.

Ran k 2: Protection of Kaiu
The engi neer's armor far exceeds th e standard fare. When
creating armor, the character may choose one of the following
benefits to confer upon the armor. Light armor (TN 20): - i ko
initiative for the first round of combat, an additional +2 to the
TN bonu s the armor confer s, or the benefit of a Free Raise in
social settings whe n wearing the armor. Heavy armor (TN 30 ):
Remove the standard heavy armor penalty, confer a Free Raise
in socia l settings , or subtract an additiona l die of damage
when rolling on the Battle Table.

Ran k 3: Hida's Armor
The eng inee r can create tru ly magnificent armor. The armor
gra n ts its weare r a Carapac e rating. The arm or's Carapace
rating may not exceed th e engineer 's Scho ol Ran k (not
Insig ht Rank).The TN to create th is armor is equal to 10 + the
desired Carapace rating x 5.

THE: '?ATH Of' WA~ CBATT1-E:)
Rank 1: Strike as One

Wh en coordinating men in battle, the engineer kn ows how
best to distribute his troops for maximum efficiency. Othe rs
taking dire ction from the engineer in a skirmis h gain a bonus
to the ir Ini tiative rolls equal to the enginee r's Insigh t Rank.
The engineer may confer th is bonus on a maximum number
ofwarrio rs equal to his In sight Rank x 5.

Rank 2: Sun Tao's Lesson
Tactics come easily to the trained mind.The engineer may add
or subtract one from any of his Battle Table rolls for each unit
under his command.

Rank 3: Kisada's Blessing
During a skirm ish, the engineer gains a number of additional
dice equal to his Insight Rank. The se dice may be granted to
any man un der his command, and may be used to roll extra
die on any combat roll. Also, in large battle s, the engineer may
negate a number of damage dice equal to his In sight Rank per
round of battle. Negated damage dice may be assigned to
others und er the engineer's command if he so chooses.

THE: '?ATH Of' STE:E:1- CWE:A,?OnSJi\.ITH)
Rank 1: The Crab's Claw

Wh en creating a weapon, the engi neer may grant it the ability
to confer Free Raises. The weapon may hold no more Free
Raises than the engineer's Insight Rank, and these Free Raises
are used once and then refresh at th e beginning of eve ry
month.The TN to create the weapon is increased by five times
the number of Free Raises conferred by the weapon.

Rank 2: Hiruma's Blade
Similar to the Rank 1 benefit , the eng ineer may in still
additional rolled dice in a weapon . The maximum number of
additional dice is limited to the engineer's Insight Rank, and
th e addit ional dic e are used once and the n refresh at th e
beginning of each month . The TN to create th is weapon
is increased by ten times th e number of add itional di ce
conferred by the weapon .

Rank 3: Steel of the Crab's Soul
The engineer may craft weapons that completely ignore non 
magical armor, and that redu ce any creature's Carapace rating
by 3. These weapons may also cut through wood or similar
substances of up to 6 inches in thickness. The weapon may
also cut through up to three inc hes of stone or no n-folded
steel wit h the expenditu re of a Void Poi nt by the wield er.

THE: '?ATH Of' STOnE: CE:n~InE:E:~In~)

Rank 1: Stan d Against t he Enemy
Fortifications, buildings, or other constructions planned and
overseen by the engi nee r have their buil ding time reduced by
10%.This is cumulative if multiple enginee rs are coordinating
on a project, with a maximum redu ction of 30%.

Rank 2: None May Enter
The Kaiu build their fortification s to last. Those defending a
fortification built by a Kaiu of Rank 2 or greater in the Path of
Stone gain an additional ro lled die on th ei r Defen se ro lls.

Rank 3: Master of Stone
Engineers who devote their training to architecture are capa
ble of truly amazing accomplishments. The Kaiu may roll an
additional number of di ce equa l to h is Insight Ran k on
all Engineering rolls.

THE: '?ATH Of' [7E:ST~VCTIOn CSIE:~E:)

Rank 1: The First Strike
The Kaiu engineer counts as two people whenever ope ratin g
a siege engi ne , reduci ng the number of crewmen ne cessary
by one.

Rank 2: The Distant Strike
A siege device constructed by an engineer of this rank or
high er has its maximum range increased by 25%.

Rank 3:The Final Strike
Any siege engine operated by a Kaiu engineer of this rank
rolls an additional two dice for damage .Thi s may not take the
amount ofdamage rolled over 150%of the normal amount thi s
engine inflicts.





The young man frowned. "Surely you don't think I seek to free the
shuten doji , do you? Hatori-sama only wants the details that have
been neglected by other historians. I will do whatever you deem
necessary, butI musthavethat information,else I willhavefailed my
master. In return, I can offer theTorita ka any aid that the Miyacan
provide."

The Toritaka sensei smiled faintly and bowed to Sekkou.
"Very well. You mustgain an audience with theCouncil ofTwilight.
One week fro m tonight, we will initiate you into the spirits' myster
ies, and you shall help usfight the hannful kami. In the meantime,
you must train at my side, observing my lessons tothe next generation
ofToritakapriests. Once theCouncil approves it, I willescort you into
the librariesand help you find the information you seek. As for your
offer of aid, we want fo r nothing. My family has been self-sufficient
in this valley forgenerations. I sincerely doubt the Miya can offer
anything we might desire."

For the next seven days, Sekkou learned more than he hadthought
possible about the Spirit Realms and how Ningen-do connected to
them. Ikanko taught him to determine a spirit's type fro m subtle
hints, like the faint jangling sounds a powerful yorei makes when
moving from one Realm to another. The Monkey shugenja began to
comprehend theperil in the information he sought.

On the seventh night, Toritaka Ikanko convened the Council of
Twilight. The Falcon had created the Council to deal with the evil
spirits that hauntedtheirvalley;over the years, it hadbecomea guid
ing force for theMinorClan, and then for the Crab family.

With greatceremony, theCouncil testedSekkou's knowledge ofthe
Spirit Realmsaswell ashisunderstandingofthe kami. Afterhours of
interrogation, they deemed him ready. Ikanko led him deep into the
libraries of the Toritaka and watched him pore over the detailed
accounts written by the survivors of the attach that had crippled the
Falcon. Sekkou memorized as much as he could. He would carefully
record the details of the shuten doji's rampage, but keepthe secrets of
theToritaka at thesame time.

Ikanko bowed before the Monkey shugenja once they
had finished with the library. "Farewell, Sekkou-san.
Remember what you have seen. One day, theToritaka
will call in thefavor they havegranted you and your
master. For now, however, spend the rest of the
evening in meditation with me, and I will
tell you the final secret of the Toritaka
family."

Fuzake Sekkou left what had
once been the lands of the Falcon
shortly afte r the next sunrise. He
had learned a great deal from
Ikanko andhopedhecouldreturn
in thefuture.TheToritaka seemed
to respect Hatori , if grudgingly.
As with the other Crab families,
however, their independence and
survival instincts had made his
offer of aid pointless. For now,
Sekkou had to catch up to
Hatori and Taneji in the
Yasuhi lands.

THE
TO;tITAltA
?;tOIlIT\CES

1i\A£1i\II(AK£
(.LOCATiOn CBGl

This town has grown into a city mu ch larger than any of the
nearby village s. Formerly ruled by th e Hiruma, Maemikake
came und er the control of the Toritaka after the return of the
Hiruma to their ancestral land s. A great deal of th e lumber
from surrounding Falcon land s is funneled south to the Hida
and Kaiu to build dojo, siege weaponry and other items. In
return, the Hida shi p some of the food produced in Kud a
Mura to this city for di stribution to the Falco n and Crab
patro ls in the Shinomen Mura .

.LAK£ OF CH£~~.Y B.LOSS01i\ snow
The shore s of Mizu-umi no Sakura Yuki are lined with cherry

tree s. When the stark white blossoms fall
in the autumn, the lake looks as if it

has been covered in snow. Many
monks and devout samu ra i

visit during the Che rry Blos
som Festival. Each sits und er
a tree and med itates until its
blo ssom s fall. Tradition says
th at he who sits longest (i.e.

h is blossom s fall last ) is most
pure.

ADII£nTV~£ HOOK
Challe nge: Som e of th e pl ayer

charact er s have ove rhea rd tales of
seve ral Crab samu ra i wh o have

uncharacterist ically boasted tha t they
will be found to have the greatest purity.
At one point, it looks as if two samurai
might duel over the matter.

Focus : W hen the group goes to
the Lake of Cherry Blossom Snow to
investigate, they find pairs and groups

ofsamurai sitting around the lake, staring
at one ano ther with th e focus on e would

find before a duel or battle . Ever yone is
tense; no one is actually celebrati ng the
Cherry Blossom Festival.
Strike: If the player cha racters invest igate

fu rther, they find a sin iste r mag ic at work.
Someone has enchanted the waters of the lake
to turn anyone who consumes it into an obses
sive maniac. Because of the peacefu l nature of
th ose who come to test their purity, no one has
come to blows just yet . The enchantment was
cast by a Crane shugenja. For the party to find
out whether the Crane meant for violence to
occur or if this is just a colossal joke gone wrong,
they have to find the shugenja.



l(yu.,5:n TOI(5:T5U
(I-OCATIOn CB21 f'~Om ~OKUGAn;"

nOT In GAmE mASTE~'S GUII7ET")
Kyuden Toketsu was founded by a wealt hy Yasuki me rchant
who wished to re tire in comfort. He built h is castle near
a monastery whose monks preserved the tale of Kuni Harike,
a Crab shugenja who sacrificed hi s life to imprison perhap s
the most powerful oni that has ever existed - the Kusatte
Iru, Harike is remembered as a great Crab hero, and some have
suggested that worship of hi s example might on e day elevate
him to th e status of a minor Fortune. Most visitors to the
castle move on to Hanke's temple, but the occasional Yasuki
caravan rest s here overnight on it s way bac k to the more
populated highways of the Empire. The family of the castle
foun der st ill lives he re in rel ativ e peace , but is alw ays on
guard; they live just no rth of the Twilight Mountains, and only
a few miles east of where the Kusatte Iru once spawned.

HA~KE SEI170
The temple to Kun i Harike is ju st west of Kyuden Toketsu.
Ten monks, all retired Crab, tend it and invite visitors to gaze
upon the Iru husk th at is mostly buri ed underground here.
Wh ile they do enjoy travelers passing through, the brothers
neve r allow anyone to actually touch the Iru hu sk remnant s,
for fear that those with devious intentions might find a way to
reawake n the Kusatt e Iru. A monk guards each side of th e
area, north, south, east and west , during all hours of the day
and night.

AI7VEnTU~E HOOK
Challenge: One of the monks of the temple runs up to the

party, out ofbreath and looking very worried. Once he catches
hi s breath, he introduces himself as Tatomo and tells them
that all of his brother monks have been knocked unconscious.
He reque sts aid, and rushes back to the temple whether or not
the characters agree to help him .

Focus: Th ose wh o follow h im find several more of the
brothers recovering from whatever kn ocked them out . They
were ambushed from behind and never saw their atta ckers.
Evidence ind icates recent mah o use: one of the brothers does
not awaken. Hi s corpse is near the temple, drained of blood,
his face grim and determined even in death .

Strike: A piece of the Kusatte Iru husk has been removed.
The monks ask the player characters to find those responsible
for th e theft , and several of them set off to nearby Crab
outposts to summon help .Tracking down the thieve s won't be
easy, bu t the Crab would be extremely grateful for the aid ,
especia lly since it invo lves such a dangerous potential threat
to the Empire.

TAN HITOI(AG5:
(I-OCATIOn CB20 f'~om ~OKUGAnr

1-0CATIOn mm f'~Om THE GAmE
mASTE~'S GUIDEr,,)

Tani Hitokage, known as the Valley of the Spiri ts, is the home
of the Toritaka fami ly. Located between the Shinomen Mori
and the haunted Twilight Mountains, living in the valley
necessitated the focus on the Spirit Realms that the Falcon
cultivated over the years.

The valley is still sparsely populated, even after all the years
since the shuten doji attack that almost wiped out the Falcon.
Both of the generations sin ce then have been focused on
repopulating the area, but war and the clan's need for the Tori
taka's specially trained warriors has made that difficu lt.

One of the greatest spectacles here is the nightly ritual of
lighting the lanterns and watchfires that surround the valley.
From several points in Tani Hitokage, it appears as if a ring of
fire forms each night, protect ing the valley from harm . The
patro ls involved in the ritua l time their routes so that the ring
appears exactly at sundown each nig ht . Other patrols cover
the routes in between the fires, to keep intruders from sneak
ing in while the Toritaka are light ing their borders.

f'AI-COlts S?I~T 170JO
The dojo run by Toritaka Ikanko has been in operation for
almost 30 years. Her mother, Hiruk o, founded the school
shortly after com in g to the Falcon lands following their
absorption into the Crab.

Once a Kuni , Hiruko met and married Toritaka Kitao
sh ort ly after he had come home from hi s blood quest to
avenge hi s family's murder. Kitao cha sed the bloodspea ker
Agasha Kaushen for years and finally tracked the corru pted
shugenja to the streets of Ryoko Owari. There, in the City of
Lies, Kitao beheaded Kaushen and cremated the remains.
Sin ce the day of their marriage , Kitao and Hiruko have
strengthened the ranks of the Falcon , having seven children.
They have also helped to construct and maintain the Falcon's
Spirit Dojo, training both bushi and shugenja in the ways of
their Toritak a and Kuni ancestors.

Hiruko and Kitao have retired from active duty, but both
still live on the grounds and can often be found teaching a
lesson or two when Ikanko is too busy with her own lessons
or hosting visitors.

TO~ITAKA IKAnKO
[Shugenja 15 ;Toritaka Sh u genja 5]
One of the fine st shugenja the Torit aka have ever seen, Ikanko
has molded the current generation of Crab with in the Valley
of Spirit s to value sword and spell equally.Toritaka Ikanko is a
patient te acher who in structs her students to revere their
ancestors as well as the kami. The sensei also teaches the iden
tification ofspirits, both harmful and ben evolent . Ikanko wel
comes visitors, but is fiercely prot ective of the libraries of the
Toritaka, wary of those who seek her family 's secrets for their
own ends.



ADv::nTV~:: HOOK
Challenge: While the part y is visi ti ng th e dojo , one of

Ikankos student s, Kuni Yarim a, invites them to participate in
a specia l ritual that used to be performe d whe n the Torit aka
were still the Falcon Clan. He is secretive, but obviously wants
an audience. The ri tual itse lf is simple, but observant PCs
notice that the student shugenja moves so gracefully that he
seems to float above the ground.

Focus: Kuni Yarim a is, unfortunately, dead. He was coming
to learn the spirit lore of the Toritaka, but he and his escorts
were kill ed by bandits halfway to the Valley of th e Spi rits.
Yarima was asleep at the tim e and hasn't quit e realized what
has happened to him . He reported to classes norm ally, and has
been attending them for the past couple of days with no one
the wiser.

Strike: The Torit aka haven't noticed Yarim as condition yet;
they were told that the Kuni wore long robes and was a very
private individual, so no one has touched him yet. Once they
became aware of the situation, it may become very embarrass
ing, as the Falcon somehow failed to observe a spirit in their
midst. The party can decid e how to handle the situation, but
Ikanko will do anyth ing within reason to keep the incident
under wraps.

IIi\?O~TATlT

TO~ITAI(A

Tl?CS
TO:aITAKA TATSUn.~
1i\ASTE:a SEn.SEI Ott
SUn.DA 1i\IZU :aYU

Born in the Falcon provinces on the same day that Hantei the
38th was made Emperor,Tatsune has seen a great deal during
hi s years. The you ng samu rai was rai sed as a Falcon and
trained alongside hi s cou sin, Toritaka Genzo, in his youth.
However,Tatsune was fostered to the Crab only days after his
gempukku, in an att empt to garner the Great Clan's favor .

Dur ing the next decade, Tatsune would work as a liaison
between the Falcon and the Crab, learning the ways of the
Hida but always looking north to his family 's home. His post
ing at Face of the East Castle was a great honor. As Crab patrols
investigated th e Shinomen Forest to di scover its secre ts ,
Tatsun e became respected for his strength and his ability to
use his troop s' supplies efficiently.

When a powerful maho-tsukai ritu al allowed many of his
clanmates to be possessed by shuten doji , Tatsune was bliss
fully un aware, still serving the Crab at Face of the East Castle.
As soon as he heard word of the shuten doji attack, Tatsune
reque sted leave and rushed back to the Falcon lands. While
Genzo and a few others survived the att ack, the Falcon had
been decimated. Toritaka Genzo was now daimyo of the clan
and decided to use his and Tatsune's close connections with
the Crab to save their family from complete destruction.

In 1129, the Falcon were officially absorbed by the Crab
Clan and the Toritaka recognized as a family by the newly
crowned Toturi. While Genzo attem pted to hold the clan

toge ther, Tatsune went to study at Razor 's Edge Dojo . He
thought that the sensei migh t help con tro l the anger he felt
for having had most of hi s fami ly taken fro m him while he
was off serving with the Hida.Tatsune took the event that had
shattere d his family as a personal failur e and would awaken in
th e middle of th e ni ght, screa ming for jus tice . Whi le the
sensei at Razor's Edge made Tatsune into a berserker, he soon
understood that the sense i the re only kn ew how to inflame
his hatred. After talking to a visiting Hiruma,Tatsune realized
his place was at Sunda Mizu Ryu. He could channe l his rage
into an ind omitable will to survive and use that fury to fight
th e creatures of th e Shadow lands, wherever th ey migh t be.

During the Battl e of o blivion's Gate, Tatsune led the Crab
int o battle. Hi s un it destroyed hundreds of bakem on o and
troll s, but was overru n by a batt alion of ogres. Tatsune and
Genzo fou ght to save th eir troops, but simply weren't fas t
enough. The ogre bush i leading the group attacked Toritaka
Genzo directly and crus hed the Falcon daimyo's skull with his
bare hand s. Tatsune, enraged, pummeled th e ogre wh o had
slain his cousin into the rocky ground and contin ued attack
ing anything th at moved until the gro up of ogres retreated.
On e ogre stayed behind to fin ish offTatsune. It snapped the
Falcon's tetsubo, so Tatsun e drew his father's sword and buried
it s blade in th e ogre's h id e. Dyi ng co nvulsively, the og re
swung its club at Tatsun e and shattered the samu rai's leg.The
Crab had won , but at a significant price.

Reinforcements finally came and took the injured Toritaka
back to Crab land s. Tatsune's leg never prop erl y healed and
still festers, emitt ing a foul, rotting odor when unbound from
its bandages. Fortunately, he has a Kuni shugenja at Sunda
Mizu Ryu apply a special poultice to the wound to keep its
stench from getting any worse.

For his valor and so that he might remain in service to the
Crab Clan,Toritaka Tatsun e was named sensei of Sunda Mizu
Ryu soo n after oblivion's Gate . He was also named Falco n
daimyo at the same time , but his wife Toritaka Koiso takes care
of mo st of those daily duties. Th e Toritaka have the utmost
respect for both Tatsune and his wife, bu t hope that he will
on e day return to his homeland to settle down . Contrary to
th eir desires, Tatsune beli eves h is work will never be don e.
Each generation of Crab mu st be prepared to fight the Shad
owlands with every ounce of streng th th ey have. He greets
each new student of Sunda Mizu with the same words: "I will
teach you how to fight. And I will teach you how to survive."

TO:aITAI{A TATSUn.E
Male Human Sam 6/Brk 4/Shv 10: CR20, Med ium -sized
humanoid; HD 16dl0+96, plu s 4d12+24; hp 291; Init +2, Spd
40 ft; AC21 (touch 10, flat-footed 21); Attack +3 Kuni crystal tet
mbo of speed and initiative +28/ +23/ +18 melee (l d8+9 damage
plu s 2d6 holy vs. Shadowl and s); SA Rage 2/ day, Un chained
Fury +2; SQ An cestral dai sh o, Grim Visage , Class sk ill 
Knowledge (Spiri t Realms) (family bonus), Resist the Dark
ne ss, Sense the Darkness, Strength Boost 4/day, Surv ivalist,
Uncanny Dodge (Dex bonus to AC); Honor 2;Ai NG; SV Fort
+29, Ref +8,will +19;Str 19, Dex 9, Con 22, Int 14,Wis 11, Cha
8; Height 5 ft.l0 in.

skills and Feats: Speak Language (Bake mono, Rokugani ,
High Rokugani, Nezumi, Oni, Ogre), Battle +10, Climb +13,
Intimidate +14, Jump +7, Knowledge (Shadowlands) +14,
Knowledge (Spirit Realms) +4, Listen +11, Move Silently +14,
Ride +5, Spot +15, Wilderness Lore +20; Cleave, Hida Tech
nique, Iron Will, Mountain Does Not Move , Power Atta ck,
Power Attack - Shadowlands (Ancestor: Kaiu Gine za),Tough
ne ss, Void Use, Way of the Crab, Weapon Focus - Tetsubo .



Dojo: Sunda Mizu; Kata: soul of Sto ne, Shards of Earth .
Possessions: +3 Kllni crystal tetsuboofspeed and initiative,+5 taint

resistant katana of mightycleaving and thundering, +4 great armor
of healing and stamina (+4), goggles of night, haori of resistance +3,
Hiruma 's hakama , jade pendant, ring of sustenance, twilight
lantern.

TO~ITAI{A TATSUnE
Earth: 8

Stamina: 9
Water: 7

Perception: 8
Fire: 4

Agility: 5
Air: 4

Awareness: 5
Void: 4
School/Rank: Hi da Bushi 5/Hida Avenger 3
Dojo: Sunda Mizu Ryu
Honor: 2.2
Glory: 8.7
Advantages: Ancestor: Kaiu Gineza , Crab Hands, Larg e,

Leadership, Strength of the Earth 3
Disadvantages: Lame, Permanent Wound
Skills: Athletics 7, Battle 3, Defense 8, Goblin Culture 3,

Horsemanship 2, Hunting 3, Intimidation 4, Jiujutsu 2,
Kenjutsu 4, Lore (Shadowlands) 8, Lore (Spirit Realms) 2,
Ratling Speech 4, Stealth 5, Subujutsu 8,Tetsubo 7

Kata: Soul of Stone , Shard s ofEarth

TO;tITAltA
li\ECKnrucs

AT\C£STO~S

TO~ITAI{A YOTOGI
Enigmatic foun der of the Falco n Clan Toritaka Yotogi was
rewarded with lands after his father's sacrifice to protect the
Emperor from a supposed ninja assassin. He revea led the
assassin as a maddened peasant who might have been aided by
dark mag ic. While he could never prove the use of maho,
Yotogimeditated for many days after the inci dent and eventu
ally emerged from contemplation a much wiser man. When
asked wh at he had learned, he only replied, "There are not
enough name s." From that day forward , the Falcon trained in
the arts of meditation and it is believed that some of their leg
end ary awarene ss is provided by their ancestors.

Yotogi had learned of the power of a name and part of the
connection between name s and the Celestial Order. His spirit
occasionally manifests within the Toritaka lands. It is said
those to whom he whispers will be part of a great destiny.

f"A1.CO~S SEnSES
rAnCS:STO~: TO~ITAKA .YOTOc;I7

Youcan track those whom you know through almost any con
ditions.

Clan: Crab
Benefit: If you know the true name of the creatu re or

person you are tracking, you gain a +15 in sight bonus to
making any Wilderness Lore check while using theTrack feat,
no matter what the conditions are.This feat has no effect if the
name you know is not the true name of the creature or person
being tracked.

AnCESTO~: TO~ITAI{A

YOTOGI (5 70mTS)
Those who are whispered to by the first leader of the Falcon
Clan find that they can track any creature or person th rough
almos t any con di tion s, pro vided the y kn ow its true name.
While using making any Percep tion -based chec ks involving
tracking or hunting down the creature or person in question,
you may add the highest-rolled kept die twice to your total.
This Ancestor has no effect if you do not know the true name
of the creature or person being tracked.

TO~ITAI{A GEnZO
Genzo was born to the Yotogi - clan daimyo - of the Falcon
soon after his sister had a son who would eventually be known
asTatsune . Genzo was always a curio us young boy, constantly
wanting to learn more about both yorei and the Shadowlands.
Everything he wrote was annotated with the name s of people
involved in the event.

Genzo was personally responsible for destroying more than
ten different spirits and corrupted samurai, including Moto
Saibusa , an undead Unicorn who had been fighting and
killing students of the Kuni for decades. Genzo cultivated a
strong relationship with the Crab, one that would only be
reinforced by the actions of his cousin,Toritaka Tatsune.

Genzo died during the Battle of Oblivion's Gate, fighting
alongside many other Crab. Hi s bod y was returned to the
Falcon lands by Tatsune, who had been injured by an ogre
during the battle. It is said that Genzo's spirit protects the
lands of the Toritaka, manifesting occasionally as a ephemeral
falcon of pure jade.

S71~IT En1i\ITY
rAnCS:STO~: TO~ITAI(A c;s:nzo:J

Your ancestor 's thirst to vanquish evil spirits has been passed
on to you.

Clan: Crab
Benefit: You gain a +2 to all attack and damage rolls when

facing a creature with the Spirit subtype. You gain an addi
tional +2 to your attack rolls if the spirit has an evil alignment.

AnCESTO~: TO~ITAI{A

GEnZO ('I 7 01n TS)
Descendants of Tori taka Genzo feel the thirst of Cenzo's
hatred for yorei. Wh ile facing a yorei, yokai or other harmful
spirit, you may roll and keep an additional die on both attack
and damage rolls.





an age! I do not wish to insult youryears,but I would not dishonor
you with lies. You are no youngcolt, and it must be exhausting."

Hatorismiledand noddedback."Yes. I am afraid I may notbe able
to continue in my service like this much longer. If youdo not mind,
Yasuki-san;' he added quickly, "I must be gettingtomy travelsnow."

"Soverysoon," Jinn-Kuen repeated,almost tohimself "And yet you
have notspoken with theYasukiasyou have theother families?How
odd. I do so hope we havenotoffendedthe Imperial families."

Sekkou and Taneji shared a quick glance. Jinn-Kuen's tone and
statement could have implied any number of insults.

"o f course not, my friend," Hatori replied, chuckling mildly.
"Armies move acro ss the Empire and threaten the peace Emperor
Toturi worked so hard to forge, and you think you may have
affronted the Imperial houses?" He smiled broadly. "You have noth
ing to fea r, I assure you." The shishahoped it would be leftat that, but
he somehowknew it would not.

"I see," theCrabreplied, showingobviousreliefandgratitude."Why
did the Yasuki receive no such guest, then?Are we no longerofconse
quence? I would hate to believe such a thing, but I must admit with
our dwindling numbers of late I canunderstand such an opinion."

Hatori knewJinn-Kuen wastryingtobaittheMiya intosayingor
even implying theYasuki didn't havea daimyoforhim to meet with.
If Hatori were not careful, he would leave the Yasuki lands deeply
indebted to thisman."No indeed,Jinn-Kuen;' the Miya said, strain
ing to maintain hisfafade ofgoodhumor. "I'm afraid it's more com
plicated." Hatori lowered his voice conspiratorially. "The business
with the Emerald Champion and the bastard son ofToturi have
made matters regarding your family murky. The Imperial nobles are
under strict orders to interfere no further in the Yasuki's affairs."

Jinn-Kuen stroked his chin as if what Hatori had just told him
wereunknown tohim before."I see," hesaid,staringoff for a moment.
"well, I must say I appreciate your candor and the wisdom of the
Imperial houses in this matter. Who was clever enough to think of
suchan edict, I wonder?"

TheMiya waved a handdismissively. "I donotrecall;' Hatorisaid,
not wanting to say it was he who suggested such an action months
ago. "Some minor functionary of Otomo Hoketuh ime's, I believe."

"Hmm," Jinn-Kuen placed his hands in his kimono sleeves and
stared off thoughtfully for a second. "Well, the journey calls to you,
Hatori-sama, and I will not keep you. Before you go, though 
I actually came to giveyou this." The merchant produced a sealed
letter fro m the fo lds of his sleeves. "A message from the Miya lands."

Hatori raised a cun eus eyebrow and nodded his head in thanks
before taking i t fro m Jinn-Kuen's hands. "Domo, Jinn-Kuen-san.
When did you receive this?"

"Just this morning. I believe the messenger said it was most
urgent." Surprisingly, theCrab leftwith nothing further tosay.

Hatori cracked the seal and read the scroll quickly, not knowing
what newswould bringa messengerall the way to Crab lands when
he wasdue back in hishome within the week.

** *
My dear frie nd -

A samurai loses muchin service, andI fearthatI musttell you thatthe
pain thatgripstheEmpire hasstruck yourveryhome.YoursonSenkazu
hasreportedto methat your wife hasgonemissing.Shemay havebeen
gonefor a weekby thetimeyou receivethis. Senkazu will attend toyour
estatewhile you are away if you find you cannot return toyour home.
War creates opportunity for villains andheroesalike- I cannot help
but think some enemy you have hadfor solong has taken a chance to
strike at you now. Seek out those whowould do such a thingandknow
theMiya,theSeppun,and theOtomostand readytoaidyou.
Fortunes be with you, Hatori.
- Miya Yumi

''''',
Hatori read silently for a moment before hisgrip loosened and a

breeze blew the letter out of his hands. With impressive reflexes,
Sekkou snatched it outoftheairandlookedat hismaster. Hatori had
not moved to try and get the letter back. "My lord?" Sekkou asked
hesitantly. Even Taneji's usually stoic face showed clear concern.

"Home will have to wait," Hatori said quietly. "We have other
business toattend to. We are bound for Crane lands."

From inside the building, Yasuki Jinn-Kuen looked at the scene
with none of the frivolousness he had displayed moments before.

"Enjoyyour travels, Hatori,"the Kolat said, hiswhite teeth show
ing ever so slightly in a cold smile.

TJ+E
YASUI(I

?~OUIT\CES
The remaining Crab-controlled Yasukilands are mostly arable
land and breathtaking shorelines, easily the most beautiful
Crab land . As the Yasuki lands spread from the southeast to
the most northern point in Crab territory, it is difficult to cat
egorize the ir provinces in one group.

At the end of the recent Crab-Crane war over the Yasuki,
the Crane claimed much of the Yasuki territory on the former
clan border.This was less a military loss than one precipitated
by roughly half of the Yasuki siding with th e Crane when
Akodo Kaneka intervened to end the conflict. For now, the
Yasuki name is shared between the Crab and the Crane , and
the two branches of the family have little use for one another.

Ii\AJO~ YASUlt l
H-OJ.DlnGS

One of the fortunate results of the Shogun's intervention in
the Crab-Crane war was that the fighting ended before the
Crane could capture any of the truly important Yasuki hold 
ings. The major unfortunate result was that without a clear
Crab Yasukidaimyo, none could contest Kanekas claim on the
stronghold of the Yasukifamily without force of arms.

YASUI( I YASHII(I
U.OCATIOn CB18)

The ancient Yasuki stronghold hangs dramatically on a cliff
edge overlooking Earthquake Fish Bay. Yasuki Yashiki was
originally the family estate ofYasuki Kiringu and became the
family's primary stronghold after its break from the Cran e
clan. Since that time, the holding has gone from being a
stately household to an opulent and impressive testament to
the Yasuki family's wealth . Its towers reach higher than most
great castles across the Empire and it s splendor rival s th e
Crane and Phoenix palaces. Unlike most simi lar hold ings,
Yasuk i Yashiki also boasts an impressive array of defensive
structures.



At the star t of th e recent Crab-Crane confl ict , Yasuki
Yashiki stoo d mostl y empty as most Yasuki samurai eithe r
flocked to the banner of Yasuki Hach i or stayed loyal to th e
Crab and marched against the Crane. As the Crab and Crane
prepared to skirmish for the palace, Shogun Akodo Kaneka
named himself it s legal heir - citing an obscure lineage
found by the Miya and Otomo - and commanded both clans
to remove themselves from his property.The Crab were eager
to see the conflic t ended, for it drained resources away from
th e wall. Th e Crane withdrew as well; had they not ,
the Shogun would have rallied his forces and crus hed them.

While the Crab are grateful that Kaneka ended th e war,
the Crab still have no clear daimyo for their Yasuki. Because of
this, non e can contest th e Shogun's shaky claim to Yasuki
Yashiki, so the Crab must stand by and allow him to establish
h is would-be rul ership in th eir lands. Should the situation
cha nge in the Cra b's favo r, however , Akodo Kaneka may
find him self in a position to supplicate the Yasuki instead of
intimidating them.

SHOGV~S BA~~ACKS

Man y of the stables and vast storehouses of Yasuki Yashiki
have been emptied in order to house Akodo Kanekas personal
army. The previous contents of these chambers have eithe r
been disbursed among the Shogun's troops or tran sported to
other strongholds in Crab territory. Though only three clans
support Kaneka in large numbers - the Mantis, the Unicorn,
and the Crab - members of every clan, Great and Minor, can
be found in these barracks. For the most part, the soldiers
from different clans have quartered themselves together.
Those living in Yasuki Yashiki have begun referring to each
section as if it were a valid division of space within the palace
(e.g. "Scorpion Halls," "Lion Chambers," etc.).

The northern field s of the palace grounds have been con
verted into a gigantic marshaling field and practice area for
the restless followers of the Shogun. To the south, innumer
able Mantis kobune and larger vessels await commands from
their general while at anchorage in the bay. Kaneka has wisely
chosen to keep the lands and structures open to members of
the Crab, and has begun to send a small tax to the Hida from
the profit s of the land s. ofcourse, the Shogun calls these koku
a gift , "to aid the Crab in their war," to avoid anyone getting
the impre ssion he is beholden to the Crab. Because of thi s, the
Crab are happy to continue running the day-to-day functions
of the palace and the surroun ding lands as if there were
indeed one of their kin in charge. The Shogun silen tl y
wonders if the Yasuki act as if nothing has changed because
they intend to return things to normal.

"AIKOKV An" .YASVKI SH~In5:

The Yasuki have preserved two things from their Crane
heritage: their remarkably attractive feature s and their skill as
merchants and artisans. Because of their economically
minded philosoph y, they revere the Fortune of wealth above
all others. In the heart ofYasuki Yashiki stands a gigantic pair
of statues in the likenesses of Daikoku in his beneficial aspect
and the first Yasuki. The statue ofYasuki is markedly stockier
than the way the Crane represent her, a fact that is generally
the first point of debate whenever Crane and Crab courtiers
deal with one another. Violence follows shortly after, without
exception.

The Yasuki are nei ther the least nor the most religious of
families, and Daikoku Seido is a cen ter of unusual spirituality.
Outsiders tend to stereotype Yasuki merchants as koku -pinch
ing misers who part with no coin unl ess driven by necessity.
Th e Yasuki have battled this im age since th eir Crane days.
An oft-repeated fami ly adage is, "Koku is made round to go
around." In reality they are the least likely to hoard koku just
for the sake of counting their own wealth. The largest Yasuki
trading grounds have shrines to Daikoku in their cen ter, and
th e family is mo st con te n t wh en goo ds and koku change
hands all day.

The Yasuki vene rate Daikoku because he enc ourages th e
sp read of wealth and good fortun e, and th ey endeavo r to
follow his example. The monks that tend Daikoku Seido are
sh rewd bu sinessmen - either retired Yasuki merch ants of
great success or th eir students - and aspiring businessmen
from all clan s come to Daik oku Seid o in th e Yasuki lan ds
seeking advice.

5:IK.YV
[Courtier 6/Inkyo 4; Yasuki Merchant 2/Seven Fortunes
Monk 1]
The current master of the major shrine to Daikoku and Yasuki
is much younge r than most retired sam urai. Ei ky u was
a courtier and bu sinessman of the Yasuk i fami ly from his
gempukku at age 13 until his retirement at 25. Eikyu's mastery
of both the human psyche and the nature of trade made him
legenda ry among his peers.The Daidoji learn ed to be wary of
the young Yasuki , and the Bayushi family quickly made him a
close ally to forestall future unpleasant bu sin ess wit h hi m.
During the War of Spirits, Eik yu fo rge d all iances and
brokered deals that kept the Crab arm y from starving . Like
most of his family, Eikyu always wanted to see his trading
partners profit from his business, and usually ensure d such an
outcome. When ambassadors from other clans grew tired of
shady deals with the Mantis tradesmen and having to tolerat e
the barbaric Moto and Ide, they would come to deal with
Yasuki Eikyu. After the defeat of the Stee l Chrysanthemum,
the young Yasuki courtier counted all ies in major houses
across the Empire and called in favors that easily supplied the
Crab after the lengthy war.

It was just as nothing seemed impossible for th e chee rful
and clever young Yasuki that he shockingly announced his
retirement. Daikoku had visited him in his dreams, instru ct
ing Eikyu to tend his great shrine in the land s of the Yasuki.
Eikyu practically begged this favor of hi s daimyo Yasuki
Oguri, citing his unparalleled service to his clan. Reluctant to
see his most promising vassal retire to a life of contemplation,
Oguri nevertheless acceded to Eikyu's request , consoled by
the fact that the young man would always be close at hand to
share his wisdom.

Within a week, a mysterious dis ease ende d th e lives of
Oguri and his heir.Two week s later , a Cran e named Hachi was
declared daimyo of the Yasuki, and war began . Since that time ,
Daikoku has made hi s purpose clear - Eikyu ha s be en a
shelter for the Yasuki family in the se time s of turmoil. Even
the Yasuki who defected to the Crane refuse to speak ill of the
young man and write to him fondly. Hi s efforts, alongside
those ofYasuki [inn-Kuen, keep the rem aining Crab Yasuki
united. They are almost completely responsible for keeping
the family from falling apart.



f"AC£ Of" TH£ £AST CASTL£
U..OCATlon CB1)

Shi ro Kaotsuk i no Hig ashi rests between the southe rn leg of
the Shinomen Forest and the Twilight Mountains, a location
tha t would not be un usu al fo r any other Cr ab holding.
However, Face of the East is governed by th e Yasuk i family
and is wh ere th e Crab receive ambassadors and representa
tives from othe r clans. The castle is incon ven iently located ,
but historically it has been one of the safest Crab strongholds.
With no ot he r cla n's bord ers nearb y th ere is no fear of
diplomatic business being interru pted by a sudden skirmish;
and wh ile Shiro Kaotsuk i no Higashi is relatively close to the
Shadowlands, its proximity to the Shin omen Forest generally
keeps Tainted beasts at bay.

More rece n tly, however , th e Cra b have had to conduc t
diplomacy in the Watchto wer of the East (CB2) or Maemik ake
(CB6) due to the sudden presence of Shadowland s beasts in
th e Shinomen. Visito rs to Face of the East Castle have been
sparse recently, as most of the Crab's dealings with oth er clans
have involved the new Yasuki border. The number of troop s
stationed at the genera lly quiet stronghold has nearly doubled
due to the even ts of the past two years. Wi th the resources of
the Yasuki halved and the manpower of the family at its limit,
the courtiers of the Crab don't seem to mind tha t their base of
exte rnal relations is nearly defun ct for the time being.

GOL"s:n CA~i' li\A~KS:Ti'LACS:

Second in size only to the trading grounds at Yasuki Yashiki,
the Golden Carp Marketplace houses the deals the Yasuki try
to keep out of the public eye. Its secluded locat ion ensure s
tha t prying magistrates or those with no business in the castle
will never set foo t on the grounds. Though away from any
shipping port , the marketpl ace is the point of entry of man y
Unicorn goods into Yasuki hands and through the Yasuki, into
the Empire.

f"~I£n[7LY T~AII£L£~

IIILLAG£ (LOCATiOn Cn19)
The small Village of Friendly Traveler has endured hundreds
of years of anonymity un til the past century. The village had
little in the way of resourc es, and was littl e more than a set of
docks on Earthquake Fish Bay until fifty years ago, wh en an
enterprising young Yasuk i Taka discreetly purchased a small
sake works from the local Crane lord and within a year turned
it into one of the most successful bu sinesses in the Empire.

To the villagers of Friendly Traveler, the change seemed to
occur overnig ht . Other profitable businesses such as inns and
play ho uses spr ang up around th e popular sake works, and
soon FriendlyTraveler Village was easily the most frequented
an d active village in th e Yasuki lands, if not in Rokugan .
Though th e Crane were disgu sted by the lost opportuni ty,
though there was little they could do about it.

One of the first significant holdings to witness open war
between the Crab and the Crane was Friendly Traveler. The
Crab swiftly moved to hold the village , fort ifying it with a
quick sea raid. The Crane respo nse was immediate , repelling
th e Crab in a surpri se attack and re lying on the ir tactical
advantage to overcome th e Crab's superior numbers. When
the two forces even tually met on an even battlefield to decide
the fate of the Village, the Crab and Crane commander s did
the last th ing their respective clans expected - they declared
a tr uce an d ne got iat ed a pea ceful solut ion . When Akodo
Kaneka later tried to oust the Crane from the Village, Emera ld

Champion Yasuki Hach i drew upon the dregs of his support
in the area to demand that the Shogun allow th e peaceful
Village to remain jointly held by Crab and Crane.

For now, the bulk of the village's taxes go the Crane but the
Crab claim the land legally.Samurai from both clans exist side
by side in the small town , and for now life in the busy village
has returned to some semblance of normalcy.

HI"A 5HA~A

[Samurai 7; Hida Bushi 3]
The un expected resolution over Friendly Traveler Village

has cost young Hida Shara more than she had expected. It was
a great honor for her to be appointed the captain of the force
that attacked Friendly Traveler and protected the Crab's inter
ests in the town . Man y were surprised by her appointment by
Crab Champion Hida O-Ushi, but after th e speed in which
she claimed Friendly Traveler, few skeptics remained.

Sharas reputation among the Crab has fallen just as quickly
as it rose. After negotiating peace, some scorn her as a coward,
or worse - a Crane conspirator. Others within the clan see
the wisdom in her actions, but neither group is moved enough
by the situation to take direct action for or against the young
samurai. All agre e that once peace reigned in Frie ndly
Traveler and along the Yasuki border, the Crab needed to turn
the ir full attention to the Wall.

Shara has earned a gre at deal of respe ct from th e Crane
within th e village she now presides over. As a stipulation of
the agreement, Hida Shara is the official magistrate and lord
of FriendlyTraveler and has the authority to settle all disput es
within its grounds.The Crane endorse her as the Crab do, and
all within the village have quickly grown to appreciate her
dedication to the ideals of honor and justice. Shara has vowed
to herself that desp ite what her cri tics may th ink, she will
continue to labor for the greater good of Rokugan just as her
kin do on the Kaiu Wall.

m.lno~ YA SUI( I
HOLDin GS

YASVI(J HAnl{O
(LOCATion CB16)

Th e villa ge of Hanko, also known as Yasuki Hanko or
"The Yasuki's Defiance ," carries the scars of th e rel ations
between the Crab and Cr ane sinc e the fi rs t Yasuki War.
In more recent time s, Doji Kurohito contested it with the
Crab . Shortly after th e Yasuki defected to the Crab family,
the Crane refused to allow the Yasuki to claim control of the
Village (then called Oyabashi Mura) due to its control of the
river th at flowed into Earthquake Fish Bay. Th e peasants
refused to accept rule by the Doji magistrates sent to secure
the Village, revolt ed, and were slaughtered for their impert i
nence . Even tua lly, the Cr ane tr an sferred th e Village into
Yasuki cont rol in exchange for trade concessions.

Recently Hanko was a focal point for the second Yasuki war.
The end of the war found Hanko in Crab hands, and the Crane
were forced to relinquish their claim. Yasuki Hanko remains
one of th e precious few fertile farmlands under Yasuki con
trol, and the Hida have sent a large continge nt of guard s to
ensure its food produ ction does not falter.



5H~m:: Of" YA 5 VKI KI~m~V

When the Yasuki broke from the Clan of th e Crane and swore
their fealty to th e Crab, a man named Kiringu led them to

their new clan . In the annals of Crane history, few villains are
so despised as th e thief and traitor Yasuk i Kiringu. Crimes of
that era that could not be traced back to a particular person are
often blamed on Kiringu by the Doji and the Daidoji familie s,
who are eager to sully th e man's name furthe r.

To th e Crab, th e heroic Yasuki Kiringu is the skilled nego
tiator who freed the persecuted Yasuki from their un just treat
ment at th e hands of the Crane and brought th em into the
welcoming arm s of the Crab. Kiringu is also hailed as the man
responsible for adding th e Yasuk i's cons iderable wealth to the
coffers of th e Crab, saving them from starvation. H is shrine
was cons t ruc ted am id the bountiful farmlands of Yasuki
Hank o village to represent th e resources he brought.

During th e more recent conflic t between th e Cr ane and
Crab, Yasuki Hanko change d hand s on an almos t weekl y basis.
When th e Cran e first captured th e village , the ir first act was to
destroy Kiringu's shrine ; when th e Crab retook it, the irs was
to begin rebuilding it.This process was repeated several tim es
until the conflic t ended and Yasuki Kiringu's monument was
left in Crab hand s.

~OA"S Of' THE
YASVI{I 7~01l1nCES

The Yasuki currently have no major highways that
connect their sparse holdings within the Crab lands,
but the merchant family maintains several trade
routes that it forgets to report to the Imperial
Cartographers each year.

Black Crane Way (Connects CB18 to CBl 7) - - The most
valued secret route of the Yasuki connects the Yasuki
stronghold to the Hida family's castle, skirting the
edge of Earthquake Fish Bay. The path is maintained
with the utmost attention, as an interruption of
supplies to the Hida could endanger the entire clan.

Path of No Man (Connects CB18 to CB19) - This route
travels directly through the mountain range north of
Yasuki Yashiki, and is hard to spot even by experi
enced climbers.The route ultimately ends at the base
of the mountains near Watchtower of the West. The
Yasuki constantly make su re outsiders are aware just
how treacherous the mountains are, ensuring the
route is never accidentally stumbled upon.

IIi\?O~TAIlT

YASUI(I Il?CS
YASVI{I .rmn-uvsn,
YASVI{I T~A"E~

With the conclusion of the Crab -Crane war over the Yasuki,
[inn-Kuen has assumed the role of the most powerful Crab
Yasuki daimyo . With the Crab's strength unflagging in the face
of the Crane's attacks, the young Yasuki has aligned his
purposes with the Crab once and for all.The Scales of the Carp
have continued to wage a silent war against the Daidoji in the

Crab's name, and [i nn-Kuen has person ally overseen several
agreements th at have hit th e Cra ne Yasuki in th eir coffers.

While many of th e rema in ing Crab Yasuki are con ten t to
rebuild, [inn-Kuen has already planned for the future of his
famil y and th e increase of hi s own wealth. Firm in his loyalties
to th e Crab, the Kolat mer ch ant is fully aware th e success
of the Yasuki only m ean s further opportun it ies for h im .
His masters in th e Kolat's Coin Sect approve of his ambitious
nature and hi s importance among th e organ iza tion grows
each month.

For the fir st time in hi s life , however, Yasuki [irin-Kuen
suspe cts his ambitions may have exceede d hi s capabilities.
Though he is not particularly honorable, he does not know
if he wishes the Kolat to rul e th e Yasuk i fami ly through him.
He has made several discreet atte mpts to reach an agreeme nt
with the Kolat th at the y would not interfere with his rul e over
the Yasuki, but has been refused at every turn. [inn-Kuen is
concerned less with th e Yasuk i's futu re th an with his safety 
he is not completely sure the Kolat would no t instruc t h im to
do some thi ng that would bring undue atte ntion to him once
he takes control of th e Yasuk i. After weeks of contemp lation,
th e young Yasuki h as hi t up on a solu tion . Before he takes
contro l of th e Yasuki family, he will have to rep lace his lord in
the Kolat, Master Coin.

YA5VKI :T1nn..KV::n
Male human Crab [Ctr 4/Rog 8/Mas 3]: CR 15; Medium
size humanoid (h um an); HD 12d 6+24 plus 3d4+6 ; hp 93;
Init +2; Spd 30 ft .; AC 34 (touch 19, flat -foot ed 31); Atk +3
wakizashi +9/+4 melee (l d6+3 damage); SQ Courtier Abili ties
(Whisper From the Soul ), Evasion, Gossip, Skill Bonus (Diplo
macy), wealth, Talent, Style and Grace, Sneak Att ack +4d6,
Uncanny Dodge (Dex bonus, Can't be flanked ); H onor: 1;
Al, NE; SV Fort +6, Ref +9, Will +14; Str 11, Dex 15, Con 14,
Int 20, Wis 16, Ch a 22; Height 5 ft. 5 in.

Skill s and Feats: Speak Language (Rokuga n i, High
Rokugani), Appraise +18, Bluff +24, Decipher Script +23,
Diplomacy +27, Forgery +16, Gam es (go) + 12, Ga ther
Information +24, Innuendo +24, Intimidate +24, Knowledge
(eti quette) +20, Listen +6, Per form +13, Pick Pock ets +13,
Profession (merchant) +21, Read Lips +20, Sense Motive +23,
Spot +14,Tea Ceremony +10; Iron Will, Leadership, Perceived
Honor (zx), Skill Focus (Di plom acy), Skill Foc us (Sen se
Motive), Versatile (Pick Pocket, Appraise), Wily Trader.

Dojo: Favorable Tide s Inn; Kata:None.
Possessions: +3 wakizashi, ring of protection +5, ring of mind

shielding, haori ofcharisma+4, amuletofnatural annor +3,bootsof
jumping.

YA5VKI J"lnn..KV::n
Earth: 3

Willpower: 5
Water: 2

Perception: 6
Fire: 5

Intelligence: 7
Air: 6

Awareness: 7
Void: 4
School/Rank: Yasu k i Merchan t 4, The Carp Sm iles,

The Silent Current
Dojo: Favorable Tides Inn
Honor: 1.1
Glory: 4.3



Advantages : Perceive d Honor, Voice, Luck
Disadvantages : Dark Secre t (Kolat), In sensit ive
Skills : Co m me rce 8, Co ur tier 5, Craft 5, Defense 4,

Etiquette 6, Gambling 4, Herald ry 3, Kuenai 6, Lore (Crab
Clan) 6, Lore (Crane Clan) 5, Lore (Kolar) 4, Manipulation 5,
Shi ntao 4, Since rity 7,Tantojutsu 3,Tea Ceremo ny 3

VASSALS OF
TH£ YASUI( I

TH£ KAno F AIi\ILY
The Kano family da tes back to th e time of th e fir st Yasuki,
a wise woman who befriended th e nobl e Kakita an d taught
him how to win Doji's hear t. Tho ugh Kaki ta was a clever and
honor able samurai, he often turned to Yasuk i for advice and
the two were close friends. As Kakita was not mu ch ofa crafts
m an , man y specula te th at it was th e peaceful and ski lled
Yasuk i wh o imp ressed him wit h the worth ofcraft and artifice
and led to his family's traditi on as artisans of th e high est rank.

W hi le th e fami ly of Yasuki gre w and und ertook a great
many purs uits, a hand ful of her followers always learned the
art ofcrafting at her feet. Blessed by th e Heaven s for her kind
ness and wisdom, Yasuk i lived over a hundred years. Toward
the end of her life, a small group of her favored students came
to live in th e estate her son had built. As the years passed ,
Yasuki's own children cast aside her traditions in the face of
the Kakita's growing mastery of th e arts. When Yasuki lay on
her deathbed , her last act was to name her follow er Kano the
keeper of her ways. She granted his family the stat us ofvassals,
beho lden to her true heirs.

Since th at tim e, th e Kano have quietly forged item s of great
beauty, and th eir masters in th e Yasuki family hav e always
been happy to trade them away fo r favo rs and resources.
W hen the Yasuki brok e from the Crane , th e Kano followed
them into the Clan of the Crab. Th e Yasuki becam e th eir new
cla n's co urt iers an d mer ch ants, but th e Kan o con tinued in
their role as artisans providing goods to selL

Duri ng the recent troub les, the Kano have been surprisingly
loyal to the ir lords in the Crab c lan. Th e small famil y retains
many of its Crane her itage and mannerism s, including th e
desire for peace. Tho ugh expose d to cen turies of war th rough
their Hi da cousins, they were horrified by the action s of the
Crane at the start of the war - stealing cities by force from the
Crab and slaughtering the peasan ts that dared defy the sudden
change in ru lership. The Kano have done everythi ng the y can
to support the ir clan in the se times, tu rn ing their art s to the
smith ing of steel weapons and armor and even sending their
ch ildren to bushi schools.The other families of the Crab have
been impressed by the tiny, peaceful family 's actions , and the
name "Kano" has becom e synonymous with "patriot."

KAno Tt\U~A

The Kano fam ily lin e is gove rned fro m the re latively large
village of Kano Mura, just outside Yasuk i Yashiki. Kano Mura
is the thi rd hom e th e Kano family has inhabited after leaving
Yasuk i's firs t palace to foun d their line an d then leaving th e
lands near th e Doji to live among the Crab.The village is unre
markable, with fewer farms and sources of raw material than
most ho ldings within Crab lands, and hardly anyone who is
no t a Yasuki knows the village exists. Visitors to Kano Mura

are usually surp rised to find th e place and sho cked to learn
of th e fan tast ic crea tions it houses. The Kan o do not se ll or
di sp lay th eir items they produce for the cla n's commerce ,
leaving that to their Yasuki lords, but gladly haggle over prices
with the rare visitor to Kano Mura.

TH:: KAnO f'ATt\U..Y
Favored Class: Courtier
Starting Honor: 2
Class skills: Craft (any one)
Starting Outfit:
1. Royal outfit and 100 koku.

TH:: KAnO f'ATt\I~.Y

Ben efi t : +1 Awaren ess
Glory: 0.5
Special: Kano cha racters may choo se to give up one of
their startin g sk ill s to ga in any Craft skill or increas e
their beginning Craft skill to 2 ranks.

YASUltl
1i\~CJ+ATtiCS

AnC£STO~S

YASVI(J It03Ti~O
During the time of the Clan War, the infa mo us pirate Yasuki
Kojiro plied th e waters of th e Crane, the Phoenix, and even
the weakened Imperial lands in search of loot and adventu re.
Hi s capit al gain s he sent back to his Yasuki lords to help fund
Hida Kisada's ca m paign in Crane lands, or resold to hi s
victims months later. Koj iro was eventua lly capt u red and
exec u ted by the agents of the Mantis acting under d irect
orders from Emperor Toturi shor tly after he came to power.
Th e Yasuk i publicly denounced Kojiro as a villain and traitor
to the Crab, but privately revere him to th is day for h is
cunning and bravado.

WILY T~A"£~
rAnC::STO~: .YA SUI(I I(OJ"I~07

Like your ancesto r, you are a deviou s and unpredi ctable foe.
You are willing to sacr ifice a great many things in pursuit of
your goals, including your own hon or.

Clan: Crab
Benefit: As lon g as your Honor is below 2, you gain a + 1

bonu s to all low skill chec ks. If your Honor ever rises above 2,
you lose the benefits of th is feat forever. (See Rolwgan;" page44,
for an explanation ofLowskills. )

AnC£STO~ - YASVltl
KO:rI~O (5 70lnTS)

Choose three Low Skills. As lon g as your Hon or is below 2,
you gain a Free Raise when making Skill Chec ks with any of
those three Skills. If your Honor ever rises to 3 or greater , you
lose th is Ancestor forever .





The Tower of Fear can be used in several ways:

o The Crab conduct periodic raids on the Tower in an attempt
to keep the Shadowlands from staging another attack on
the Wall from it. By constantl y disrupting the Horde's activ
ities within the Tower , the Hida hope to prevent further
losses along the Wall.

o Kaiu tunnels run along the Tower 'sbase.The Kaiu may have
some thi ng of importance that yet remains within them.
They might contract outsiders to regain th e item in ques
tion, tru stin g in the element of surprise and the unfamiliar
ity of the Tower 's defenders with outsiders' fighting styles
to get the job don e.

o Groups running reconnaissance in the Shadowlands might
find th at th e I-Iiruma tunnels leading into and out of the
Sh ado wlands h ave be en cross ed by a new tunnel. The
Nezumi tunnels ben eath the Tower of Fear could provide a
means to take the Tower by force.

HOW TO US£ THIS
Inf"01Ui\ATIOn

Each of the major areas of the tower is presented here with all
the information a GM needs to use it. Each sect ion contains a
heading entitled "At a Glance ,"wh ich summarizes the compo
nents of that area. Specific port ions of the tower and the sur
rou nding area are given their own descriptions , which may be
read aloud to players if the GM so desires. Individual GMs are
encouraged to alter or expand the information presen ted here
to suit their own games.

D£nlz£ns Of" TH£ TOW£~
The majority of creatures found within the Tower of Fear are
simply Lost or undead, and as such are common foes for the
Crab and their allies. If they were the only foes the Tower con
tained , th en retaking it would be simple. The true danger

posed by the Tower is the heavenly power of Fu Leng that suf
fuses it. The Tower has become an anchor tying the dark Spirit
Realms to the mortal realm . It is not unusual for creatures to
cross over from ]igoku, Gaki-do, and even Tosh igoku when
they sen se the delicious untainted flesh of samurai within the
Tower.The Crab have yet to realize the spiritual ramification s
of the Tower's corruption. When they do, they will realize that
the Tower poses a far greate r threat than the y imagine.

TH£ 1.0ST
Medium-size Undead (Shadowlands)
Hit Dice: Sd12 (52 hp )
Initiative: +1 (Dex)
Speed: 30 ft.
AC: 16 (+1 Dex, +1 natural, +4 parti al armo r)
Attacks: Katana +7 melee
Damage: Katana ldl0+3 melee
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Abilities: Damage reduction 10/ +1 (jade), fear aura
Saves: Fort +2, Ref +3, will +7
Abilities: Str 14 , Dex 12, Con -, Int 10, Wis 12, Cha S
Skills: Intimid ate +10, Int uit Direct ion +11, Knowl edge

(Shadowlands) +11, Ride +12
Feats: Power Attack, Weapon Focus (Katana)

Climate/Terrain: Shadowlands
Organization: Patrols (5- 10), squadrons (11-25), battalions

(50- 100) often with one large zombie (horse) or onikage
per Dark Moto

challenge Rating: 4
Treasure: Non e
Honor: 0
Alignment: Always lawful evil
Advancement: By characte r class

TH£ 1.0ST
Earth: 5
Water: 4
Fire : 3

Agility: 5
Air: 4

Refl exes: 6
School/Rank: Black Guard 3 or Daigotsus Legion 3
Shad ow lan ds Taint: 7.0+
Shadowlan d s Symptoms: Various
Advantages: Combat Reflexes, Quick
Disadvantages: Obligation (Defend the Tower)
Skills: Archery 4, Athletics 3, Battle 4, Defen se 4, Horseman

sh ip 4, Hu nt ing 5, In timidat ion 5, Invest igati on 4 ,
Kenjutsu 5, Lore (Shadowlands) 5, Subojutsu 4, Yarijut su 4

Other suitable crea tures tha t might be drawn through fro m
other spirit realms include gaki, kansen , Toshigoku/L egacy
spir its, yokai, an d the like. (Sample statistics for these crea
tures can be found in Creatures ofRokugan,'" Fortunes& Winds,'"
and various other L5R supplement s.)

TH£ sU~~OUnDlnG A~£A
At a Glance: Much to the Crab's disgust, the Tower of Fear

lies on ly 200 feet from the Kaiu Wall. W hi le they despise
being so close to such an abom ination , the Crab were unwill
ing to move the Wall any fur ther back, surr endering more
territory to the Shadowlands.The Tower is often wrapped in a
sickly, otherworldly mist that part ially obscures it from view,



even fro m a short dist an ce away. The ground around th e
Tower appears to be growing ever more Tainted, and stands
out because of its sickening black coloration. Hiruma scouts
report that the ground around the Tower is much like that
found far deeper inside the Shadowlands, and have expressed
concern that if it does not stop spreading that it could reach
the Great Wall soon.

The Swamp: The ground surrounding the Tower has suc
cumbed to its foul power, becoming increasingly thick and
viscous as time goes on. The mud sucks at boots like a living
thing. o dd bits of armor and bone jut out of the mud here and
there.

This region is considered a mar sh terrain (see the DUN
GEONM ASTER'S Guide'" for terrain types). Characters cross
ing it must succeed at a Fortitude save (DC 15) every 100
feet or become fatigued from the effort of crossing the
th ick mud . For every 15 minutes spent in the marsh (it
requires a minimum of 45 minutes to reach the Tower
from the nearest edge ), there is a 30% ch ance that the
ground will react as if it had been the affected area of an
imprisonment spell cast by a 17th level sorcerer. Th is
effect is temporary, lasting one hour before the terrain
returns to norm aL

Crossing the mud around the Tower is difficult at best.
Characters are reduced to one -quarter of their maximum
speed as they slog through the viscous mess. For every 15
minutes spen t crossing the swamps to reach th e Tower
(this takes a minimum of 45 minutes), roll a d10. On an 8,
9 , or 10, the thick mu d gra bs at the party's legs an d
attempts to drag th em un der. The characters must suc
ceed at an opposed Earth roll to break free. The mud is
considered to have an Earth of 6 for thi s rolL

The Rubble at the Tower's Base: The stones scatt ered
about by the Kaiu'sseparation of the Tower from the Wall have
changed from their original dull gray color to a glossy black.
They bear a striking resemblance to obsidian with their flaw
less black sheen and the twisted, ghastly reflections they cast.
Th ey remind onlookers of great pile of teeth, or perhaps a
mass of gigantic beetles crawling across one another in an
attempt to feast on the flesh of some bloated and forgotten
corpse.

This rubble is particularly treacherous, and requires a
Climb check (DC 20) every ten feet for those trying to
access the Tower's upper levels this way. Failure results in
a fall , inflicting tds damage for each ten feet fallen .
Accessing the Tower's upper levels requires climbing 50
feet to the lower ramparts.

This rubble is part icularly treacherous, and requires an
Athletics or Moun taineer roll versus aTN of 15 for every
ten feet for those trying to access theTower's upper levels
this way. Failure result s in a fall, infl icting 2k1 Wounds
for each ten fee t falle n . Accessing the Tower 's upper
levels requ ires climbing 50 feet to the lower ramparts.

TH~ ~)(T~~IO~
At a Glance: The Tower of Fear is constructed from the

same stone as the Great WalL Already the slate gray exterior
has begun to warp. The Tower no longer resembles the Great
Wall at all, but instead appears to have been built from obsid
ian. A thick, slimy mold grows over much of the Tower's exte-

rior, cutting down on the glare that one might expect from an
obsidian construc t. For the most part the Tower and the por
tion of the wall tha t remains connected to it s base look s
exactly as it did before it was Tainted. The exceptions are the
two ends where the Tower was forcibl y separated from th e
Wall by the Kaiu siege engineers.The broken rubbl e on those
end s is strangely chaotic, and th e Kaiu who keep watch over
th e Tower believe th at th e sto ne is actually heal ing, like a
wound.

The Tower can be ente red eithe r through a massive steel
door that leads from the ground into th e storage room or by
ascending a ladder that leads to th e lower ramparts.

The Tower of Fear: The Tower's blackened, battle-scarred
exterior reach es towa rd th e sky, bl asphem ou sly defying
Kisada, Osano-Wo, and even Lord Sun. It seems somehow
aware, regarding onloo kers with amuseme nt , outrage , and
hunger. It seems to swell and deflate imperce pt ibly, drawing
Tainted breaths from the noxious fumes the marsh generates.

The Tower of Fear generates a powerful Fear effect. Char
acters attempting to ente r it must succeed at a Will save
(DC 30) or becom e shaken. Chara cters who miss the ir
save by more than 10 point s are frightene d, and charac
ters who miss it by 20 points or more are panicked. c har
acters must leave the Tower's area in order for this effect
to subside; it will persist so long as they remain within
sight of it.

The Tower of Fear generates a powerful Fear effect. Char
acters intend ing to enter it must succeed at a Willpower
roll versus a TN of 30. Failure means that the characters
cannot brin g them selves to enter the building. A charac
ter may roll once per hou r to atte mpt to overcome th e
Tower's debilitating mental effects.

TH~ LOW~~ L~II~LS
At a Glance: The lower levels of the Tower compr ise th e

base upon which the Tower itself rests. When it was part of the
Great Wall, the Tower's base was the lifeline that connected all
the watchtowers. The supply room could support dozens of
troops for weeks at a time and replace the weapons and equip
ment neces sary during an extended siege. The Kaiu tunnels
once connected all the watchtowers, although they were far
less accessible than the other portions of the Wall. While
many Crab knew of them, only the Kaiu engineers and Hida
unit commanders knew how to access them, and even then
their traps made travel exquisitely dan gerous. In th e level
above, the runner's tunnel allowed Hiruma scouts to carry
mes sages along the Wall without needing to stop at each
watchtower. Additionally, the lower ramparts were the battle
ground on which countless struggles with the Shadowlands
were played out. More blood has been washed from the se
stones than any other section of the Tower.

The Nezumi tunnels th at descend from the Kaiu tunnels
are even more securely hidden. The Nezumi have had over a
thousand years of practice hiding from the Shadowlands.
Locating the entrance to their tunnel require s a [Spot check,
DC 25/Perception check, TN 20].The tunnels are mostly the
remnants of a bolt-hole the Third Whisker trib e carved out
beneath the Wall, but the y have also dug a new tunnel th at
leads to safety beyond th e marsh that surrounds th e Tower.
There is a 50%chance that 3-5 members of theThird Whisker
tribe will be present in th e tunnels at any time. Th ey are
almost certain to attack first, as they do not expect anything
coming from the Tower to be an ally.



The Lower Ramparts: The mist swirls all around th e
Towe r, making it difficult to see more th an a few fee t.
The th ick, disturbing mist swirls unnaturally despite the lack
of wind , and faces and forms move about in it just out ofsight.
There is a dull , roaring sound as well, like the ocean or some
thing calling from deep inside a cavern .

Note:The inc redible number of death s that have taken place
on this portion of the Wall over the centurie s have combined
with the influence of the Taint to result in a link to Toshigoku,
the Realm of Slaughter. o f all the Tower locations, th is is the
most likely site for a crossover to occur. If any living character
remains on the lower ramparts for more th an ten minutes,
there is a 10% chance that a Toshigoku Spirit will cross over
during the following five minutes. During the five minutes
following that , the chance increases to 20%,and so on.

The Tower is both awa re and hostile. Any one who
approaches the edge of the lower ramparts will find that
the stones th er e sudde n ly give way for no re ason .
The Tower is not structurally un stable, but can alter its
phys ical struc ture as necessary to deal with intruders
once it has grown bored wit h th em . A Reflex save (DC
20) is necessary to avoid plummeting the fifty feet back
down to the ravenous marsh below.

The Tower is both awa re and ho stile. Anyone wh o
approaches the edge of the lower ramparts will find that
the stones there sudde nly give way for no reason . Th e
Tower is not structurally un stable, but can alter its physi
cal structure as nece ssary to deal with intruders onc e it
has grown bored with them. An Athletics/Dexterity roll
versu s a TN of 15 is necessary to avoid plummeting the
fifty feet back down to the ravenous marsh below.

Runner'sTunnel: The gap between the Tower 's upper and
low er level s is fi lle d by the so-calle d run ner 's tunnel.
The tunnel on ly tall eno ugh to accommo date a man atop a
horse. It is wide, however, and it was not uncommon along
the Wall to see as many as half a dozen riders abreast of one
another emerging from the tunnel into th e sun ligh t. Th at
image is little comfor t now, however, as the tunnel is as black
as mi dn ight, wi th only a wea k light emana ting fro m th e
openings at either end .The wind through the tunnel sounds
a great deal like breath ing, and it is difficult not to imagine
that the walls are slowly closing like the jaws of some horrific
beast.

The runner's tunnel is the source of an additi onal Fear
effect. All cha racters mu st make a will save (DC 20) or
become shaken for the rem ainder of their visit.

The runner 's tunne l is the source of an additiona l Fear
effect . All cha racters mu st roll Willp ower vers us a TN
of 25 or be unable to spe nd any Void Points for the
remaind er of their visit.

The Storage Room: The dank recesses of th is room are
mercifully hidden from view. The stench of rott en food and
fle sh is almost ove rwhelming, and weapon s and masonry
materials are strew n abo ut as if a monsoon had been
contained with in thi s room. The stairs appear to have survived
relatively intact, however, and they appear to give access to the
upp er levels.

Note:Th ere are roughly half a dozen plague zombies lurking
in this room at any given time. Combat in the storage room is
a risky prospect, as the re is a 10% chance each roun d that a
character can stumble over a weapon or other sharp object and
injure himself

?LAGUE ZOJi\BIES
Medium-size Undead (Shadowlands)
Hit Dice: 2d12+3 (16 hp)
Initiative: - 1 (Dex)
Speed: 30 ft.
AC: 11 (-1 Dex, +2 natural )
Attacks: Slam +2 melee
Damage: Slam ld6+1
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Plague
Special Qualities: Undead, part ial actions only
Saves: Fort +0, Ref - 1, will +3
Abilities: Str 13, Dex 8, Con - , 1m - , Wis 10, Cha 1
Feats: Toughness

Climate/Terrain: Any land and und erground (Shadowlands)
Organization: Solitary or mob (2-40)
challenge Rating: 1
Treasure: None
Alignment: Always chaotic evil
Advancement: 3- 6 HD (Medium-size)

?LAGUE ZOJi\BIES
Earth : 0

Stamina: 4
Water: 3

Strength: 4
Fire: 2
Air: 0
Rolls When Attacking: zk:
Rolls For Damage: 5k2 (various improvised weapons)
TN to Be Hit: 5
Carapace: 7
Wounds per level: 75: Dead
Invulnerable: If a zombie take s more than 15 dam age in a
single strike, it loses a random limb: 1-2: left arm, 3-4: right
arm, 5-6: left leg, 7- 8: right leg, 9: cut in half, 10: decapitated.
Severed limbs slither beh ind the zombie and attempt to attack
or to ho ld a target while the zombie attacks. Zombies are
destroyed instantly by decapitation. Zombies suffer no pena l
ties as a result of wounds received.





The Kaiu Tunnels: The scent of fresh earth tinged by the
rancid tang of a swamp pervades thi s area.The stones here are
damp an d slick to th e touch fro m a nause ati ng mold that
slowly creeps in from the marsh outside.The soil is still fresh,
however, and the stone does not appear to share the obsidian
finish of the Tower's exterio r.The Taint has rrot yet infi ltrated
this secret place, it seems.

Note:Th e Kaiu Tunnels can only be accessed fro m th e
sto rage room. The difficulty to locate th e sec ret doo rs is
considerable [Spot, DC 25 / Perception, TN 20]. Once located,
the doors must still be forced open [Strength check, DC 20 /
Strength,TN 15].

The Nezumi Tunnels : Unli ke the Kaiu tunnels, th is cru de
passage has none of the elega nce or stability th at marks the
work of a Crab engineer.This tu nnel seems to have been dug
entirely by hand, and a thick, musky scent fills it. The re is no
illumination of any kind, and the tunn els lead downw ard into
unknown territory.

TH~ U77~~ ~~U~~5
At a Glan ce: The upper levels of the Tower are perhaps the

most sinister. The barracks and war room are the command
center for most of Daigotsus troops within the Tower, and the
upper ramparts are home to two of the most insi dious crea
tures ever spawne d by the Taint. Daigotsu has left two living
can no ns, spawn of the beasts carr ied aboard the flagships of
Garen's Tain te d n avy, atop the Tower. When th e h id eou s
things grow to maturity, they will be able to shower the Great
Wall with their bile.They are as yet unable to see thro ugh the
mis t and mu st instead sate their blood lus t by destroying all
who dare visit their territory.

The War Room: Once the cent er for Crab tacticians and
enginee rs, th e war room has become a crude and blasph e
mous temple devoted to the worship of Fu Leng. The tables
that once detailed the terrain around the watchtower have
been repl aced wi th an obscene altar hewn fro m bon e and
rock. The altar is faintly lum inescent, casting the entire room
in a sinister scarlet light alleviated only by the shafts of light
feebly struggling through the murder holes on the walls.The
temple is not abandoned, however, as Fu Leng's adherents
appear to worship at all time s.

Note:There are 6- 10 Lost prese nt in this room at all times,
along with a single maho -tsukai,The maho-tsukai has the stats
of the Lost above, but also possesses numero us maho abilities.

The maho-tsukai Lost may cast maho spells as if a maho
tsukai of 12th level (see Oriental Adventures'" for more infor
mation on themaho-tsukai prestige class).

The mah o-tsukai may cast maho and Earth spells as if he
were a shugenja of In sight Rank 3.

The Barracks : Thi s chamber once served as a barracks for
samurai awaiting an attack on the Great Wall. Now it is barely
recogn izable. Much of the sparse furn ishing lays strewn about
the chamber in tatt ered ruins. Here and there body parts are
scattered abo ut, occ asionally an entire cadaver. Daigotsu's
troops are not gentle in thei r training exerci ses. The room is
dark and visibility limited, for the Lost do not need light. On ly
faint shafts of ligh t illuminate the darkness, spilling inw ard
from the murder holes on the southern face of the wall.

Notes:The barra cks are always occ upied. During the day,
the re are 4- 6 Los t (see above for statistics) found With in .
At nig ht , this nu mber inc reases to 8-10 as the "guards" on the
ramparts are redu ced to a few sen tries.

The Upper Ramparts: At the very pinnacle of the Tower
of Fear, its awareness is almo st palpable. Its eyes turn from
the Great Wall to regard intruders with its full attention. The
tr apdoors leading below close with a slam, stranding those
intruders alon e with the strange form s moving in the mist.

The Living Cannons: Skittering atop the Tower like gigan
tic, grotesque in sects are a pair of hideously inhuman siege
engines . Th ey do not appear to be iron at all , but rather a
misshapen carapace of bon e and hardened sinew. The things
re st up on a trio of leg s th at en d in menacing talons, and
alth ough the y seem incapable of movem ent from looking at
them, they drag them selves across the roof of the tower with
terrifying speed. Th e most offen sive feature, howe ver, is the
gaping maw that dominates the front of each beast. A thi ck,
foul ichor drips from th em in long ropes, lik e a predator
salivating at the thought of its next kill.

Z;~nJi\~n50n50U 
~IUlnG GAIJin CAnnon

Large Construct (Shadowlands)
Hit Dice: 10dl0 (55 hp)
Initiative: +0
Speed: 20 ft.
AC: 18 (-2 size, +8 natural )
Attacks: Slam +12/+7 mel ee, bite +6 mel ee; or canno n fire

+15 ranged
Damage: Slam 2d6+7, cannon fire 6d6
Face/Reach: 10 ft. by 10 ft./5 ft.
Special Attacks: Fear, spell-like abilities
Special Qualities: Damage redu ction 12/ +2 (jade),

regen eration 5
Saves: Non e
Abilities: Str 25, Dex 10, Con - , Int 4, Wis 10, Cha 2

Climate/Terrain: Any Shadowlands
Organization: Solitary, units (2-4)
Challenge Rating: 8
Treasure: Non e
Honor: 0
Alignment: Always chao tic evil
Advancement: 11- 30 HD (Huge)

Spell-like Abilities (Sp): A living cannon may cast spells
from the destruction domains as a cleric of 17th level.

Z;~nJi\~n50n50U 
~IUlnG GAIJin CAnnon

Earth : 6
Air: 3
Fire: 2

Agility: 6
Water: 6
Taint : Inn ate
Rolls when Attacking: 6k4
Rolls for Damage: 10k3
TN to Be Hit: 25
Wounds: 50: +1, 100: +3, 150: +5, 200: Dead
Special: The living gaijin cannons have the followin g special

abilities.
Maho: The living can nons may cas t any mah o spe ll th at

directly targets and deals damage to an individual or over an
area.





Kolat agents among the Lion were few and far between. While
fueling the Lion's feud with the Crane would have been easy,
the ensuing war would have been too difficult for the Kolat to
control. The Masters intended to demonstrate not only that the
Crane needed to rely on the Yasuki to survive , but also that rely
ing on the Yasuki worked.That would hardly be accomplished
by taunting the Lion into a war the Crane could not win .

The Scorpion were the next choice, but the Kolat were not
quit e ready for such an undertaking. The risk of discovery by
the Emperor's clan ofspies and watchers was too great . For the
moment, the Kolat were content to leave the Scorpion alone .

The Kolat finally settled upon the Crab. Even so early in the
Empire's hi story many Crab resented their lot in life . Many
chafed at the duty the y had been given and were willing to
hear the philosophies the Kolar had to offer. It was simple to
en courage a few influential Crab to begin expanding their
borders into Crane territory. Soon enough, war had erupted
between the Crab and Crane, and the Kolat agents among the
Yasuki were ready.

The Ma sters de ftly manipulated both clans. The Yasuki
produced weapons and supplies for the Crane, and the ir spies
provided critical information about Crab troop movements
(due mo stl y to Kolat double agents within the Crab). The
Kolat Yasuki expe cted the Crane Champion to be grateful.
Instead, to the Masters' great surprise, the Crane Champion
Doji Mizobu refused to be a party to the Yasukis underhanded
dealings. He ordered the Yasuki to cease all illegal activities;
the y were to deal onl y in honest trade with other clans , or face
the Emperor's justice.

The Kolat were dumfounded. Even in the face of his clan's
dest ruc tion, Mizobu failed to see the value in what he had
been offered. Luckily, the Masters had a contingency plan.
The ir association wi th the Crab had taught them that the
Empire's defender s cared little for fairnes s so long as their
duty was maint ained. In a famil y as traditional as the Crane,
the Yasuki would never grow as the Kolar intended, but in the
Crab th ey would flourish so long as they did no t interfere
with the war. The Kolat agents within the Yasuki began their
subtle manipulations and eventually engineered the Yasuki
break , simultan eous ly making cer tain that the Crab were
prepared to accept them.

Without even drawing attention to their existence, the Kolar
had engineered a civil war and caused an entire family to leave
one clan and join another.The Masters were overjoyed .

Wi th greater freedom , the Yasuki began to rely more
heavily on crim inal ventures and underhanded dealings.
Iron ically, th e Kolat discovered th at since they gained more
freedom the Yasuki had become more difficult to manipulate.
Ever vigilant for magistrates, business competitors, or simple
hon est sam urai who would interfere with their act ivities,
it was rare indeed that any Yasuki would listen to the subtle
manipulation s of Kolat recruiters. The few rel iable agents in
the Yasuki famil y were the descendants of agents who had
joined before th e break. Due to the Kolar's distaste for inher
ited positions, th ese agents were rarely given any duties of
note.The Yasuki quickly went from the Kolat's primary focus
for domination of the Empire to a grand but ultimately un suc
cessful experiment.

TH~ .YASUI(.1 TODA.Y
While th e Kolar's invol vement in th e first war over the Yasuki
lands may come as a surprise, the Empire would be mor e
shocke d to learn that the recent Yasuki conflic t was also a
result of Kolat intervent ion .

Daimyo YasukiTaka had been a powerful Kolat agent before
his transformation into the creature now known as Master
Jade. Before the War of Spirits he had been the spearhead of
a slow revolt within the Kolat. Taka did not agree with the
organization's ultimate goals, that rulership of the Empire and
the lands beyond could only be accomplished through the use
of assassination, sleepers, and other morally questionable
activities. While Taka was hardly a saint, he preferred to limit
his sins to the subjugation of others' free will. He passed these
beliefs on to his nephew Oguri, who became Yasuki daimyo
upon his death.

With the reorganization of the Kolat following the Battle of
Oblivion's Gate , Yasuki Oguri saw an opportunity to change
the entire nature of the Kolat. He endeared himself to Doji
Akae, Master Coin . When Akae died of illness during the War
of Spirits, he named Oguri his heir. Immediately Oguri drew
upon hi s resources to begin a quiet war within the Kolat.
Those who did not agree with his philosophies were denied
the Coin Sect's considerable resources. He even went so far as
to name hi s son, Kamoru, as th e heir to hi s position. Oguri
made it clear that he had a large number of supporters both
within the Kolar and the Yasuki, and if the Masters did not
give up their goal of dominating the Celestial Order he would
destroy them. Even other sects that did not agre e with the
traditional goals of the Kolar were disturbed by Karnoru's
rebellious actions. For years he waged his quiet war against the
other Masters until, finally, the Kolat had had enough.

In the dead ofwinter in 1157, Yasuki Oguri died ofa myste
rious illne ss that the Kuni healers could find mentioned only
twice in their extensive arch ives . The following sp rin g,
Kamoru died of the same illness. With no direct heirs, th e
Yasuki scrambled to determine the closest relation. They dis
covered that any other Yasuki with a potential to assume lead
ership had either died in the War of Spirits or perished under
mysterious circumstances following Kamorus death.

The closest heir, it seemed, was a Crane, and the Crane were
eager to use the Yasuki family's wealth to fund their campaign
to win back the courts from the Scorpion. A briefwar between
Crab and Crane followed .The Kolat used the war as an excuse
to exterminate Kamorus remaining sympathizers, making the
deaths look like casualties of war. In the meantime, the Mas
ter s saw to it that a more sympathetic agent used the conflict
to rise to a position of influence among the Yasuki.

That man is Yasuki jinn-Kuen , a man that most believe will
be the next Crab daimyo of the Yasuki. The Kolat eagerly look
forward to th e day that one of th eir loyal agents commands
the dest iny of the Yasuki. For the moment only Yasuki Hach i,
the Emerald Champion who still technically holds the posi
tion of daimyo, stands in their way. Hach is guards are excep
tional and he is ever vigilant for assassins, makin g it difficult
to eliminate him. Fortunately, the likelihood of the Crab
accepting a Crane daim yo of their mo st powerful merch ant
family are slim, so the Kolat need only wait. . .

TH£
As feared as the Shadowlands are , there is a sect of warr iors
among the Crab who are fear ed even more by the Empire.
While th e Shadowlands can never truly be understood , th e
horror of the Damn ed is all too obvious: men and wom en who
have been consum ed by the Taint and who measure the ir lives
by the week s, days, or hour s that th ey have left. They are



feared not only for what they are, but for what they once were.
Even a child can understand the horror of the Damned.

The Damned come almos t exclusively from the Crab. Not
only are Crab samurai the most likely to becom e Tainted, but
few outs ide the cla n have th e fort itude to resist th e Taint.
Those wh o en du re th e Kurii 's scree n in g proce ss an d are
deem ed suitable to serve are grouped into units and placed
under the direct supervision of a shugenja.Thi s shugenja aids
them in coping with the ir Taint , but will destroy them if they
find that they cannot control it. Units of the Damn ed are sent
to one of a small number of barracks maint ained spec ifically
fo r th em along th e Great Wall. They do not mi x with
no n-Tainte d troop s, nor do th ey participate in any sort of
non -combat activities with thei r pu re brethren. The Damned
are a society unto th em selves, and only interact with others
when ordered into battl e alongside them .

svzruns THS SHA" OW
rrzcaruovs F::AT::I

You may tap the power of your Taint witho ut allowi ng it to
corru pt you.

Prerequisite: Membersh ip in the Damned, Taint modifier
of +1 or high er, Concentration (8 ranks).

Benefit: You may make a Conce ntration chec k (DC 10 +
your number of Taint points). If successful, you may add your
Taint modifier to a single Strength, Constitu tion, or Dexterity
chec k witho ut accumulating additional Taint points. Th e DC
of th is chec k in creases by 2 each time beyond the fir st it is
used each day.

Normal: A character with the Shadowlands Taint may add
his Taint modifier to such a roll , but gain s a single Taint point
in the process.

SHOUT AT THS "A~){nSSS
rrzcaruovs F::AT::I

You can summo n the darkness inside you and unl eash it upon
your ene mies . .. for a pri ce.

Prerequisite: Membership in the Damned,Taint modifier
of +2 or higher, Conce ntration (8 ranks)

Benefit: You may add your Taint modifier to all damage
rolls against Tain ted oppone nts or creatures with the Shadow
land s subtype . You gain on e point ofTaint in the process and
receive dam age equal to half your Taint modifier (ro unded
down to a minimum of 1).

"A~){nSSS ASCSn"AnT
rr scamovs F :: AT::I

Your Taint has all but overwhelmed you, yet you will not sur
render to it.

Prerequisite: Membership in the Damned, Taint modifier
of +1 or higher, Base Will save +4 or bett er.

Benefit: You are allowed a Concentration check on ce per
day (DC =20 + your Taint modifier). If successful, you are not
subject to becom ing Lost , but instead retain control of your
mental faculties despit e the overwhelming influence of the
Taint.

Normal: If a character 'sTaint modifier exceeds his highest
ability modifier, he becomes Lost and is no longer suitable as
a player character.

THS "AmnS" BS~SS~){S~
SCHOOL (~SIIISS")

Benefit: +1 Willpower
Sk ills : Battl e, Defense , Herbalisrn, Kenjutsu , Lore (Shad

owland s), Medi tation , any on e Bugei skill.
Beginning Honor: 1, plu s zero boxes
Starting Outfit : (All Average Quality) Katan a, Wakizashi ,

Yumi, 20 arro ws of any type, Ligh t or Heavy Arm or, Helm ,
Traveling Pack, Kimon o, any 2 weapon s, finger of jade, 2 koku .

Special:The character mu st have at least one point of Shad
owlands Taint.

T::CHmoves
Rank 1: Burn ing the Sh adow
The Damned have learn ed a series of herbal and meditation
techniques through which the y can slow th e corru ption of
their bodie s. A Damned berserk er may make a Void/Medita
tion roll once per month against a TN of 30. If successful, the
berserker's Taint is reduced by on e point.This roll may not be
attempted more than once a month, wh ether or not the roll
fails.Th is may not reduce a berserker's Taint below a full rank,
if he has that much, or below one point. This is an individual 
ized process, an d cannot be used by a berserker to reduce
anoth er person's Taint . In addition, the berserker may add his
Taint Rank to all attack and damage rolls.

Rank 2: Turn the Dark Lord's Battle
The Damned walk a razor's edge between embracing the Tain t
and using it as a weapon . A Damned berserker may perma
nently gain one point of Taint to gain an extra attack each
round against a Tainted opponent. The berserker gain s no
Taint ifhe kills hi s opponent within three rounds.

Rank 3: s h ou t at the Darkn ess
At thi s point, the berserker is very nearly Lost, but it does not
stop him from giving his death meaning .The Damned gains a
number of Free Raises eq ual to hi s Taint Ran k against all
Tainted opponents. On a successful strike agains t a Tainted
target, the berserker may choose to double his damage roll ,
but gains a rank ofTaint and receives Wound s equal to those
inflicted on the target if he does so.

Rank 4: Swallowed by Shadow
Th ose Damned who survive lon g enough becom e uns top
pab le engines of dea th and destru ction . The berse rker may
make an additional attack against any Tainted opponent. This
may be combined with the Rank 2 technique to grant three
attacks per round against a Tainted opponent, but ma king
three attacks per round grants the berserker a point of Taint
that cannot be avoided.

Rank 5: Darkness Ascen d an t
Only a h andful of berserkers h ave ever reac hed thi s lev el.
Most lose control long beforehand, while others are killed in
battle . At thi s point, the threat of becoming Lost is very real.
At th is level, a ber serk er whose Taint increases above his high
est Ring is not automatically Lost. He may make a Willpower
roll each week versus aTN equal to his Taint Rank x 5. Success
means that he has resisted the siren call of the Shadowlands
for another week. Eventually, he will fail, and he knows this.
The Shadowlands has no more hated an d feare d foe than a
Damned who longs for death in battle.
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A sam urai lives h is life without fear. But even the bravest
samu rai has hi s mo me n ts of weakness, and it is in these
mome nts that the Onisu of Fear is strongest. It was Kyofu that
defeated the renegade Oni Lord , Kyoso. It was Kyofu th at
marched at the forefront of Daigotsus legions when the Kaiu
Towers fell. He is the most intimidating of the Onisu, and he
draws power from the fear he inspires in his oppon ent s.

After Kyofu's defea t at th e hands of a fearless Nezumi
warrior, Daigotsu decided to increase the Onisu's power even
further.Though all Onis u inh abit the bodies of dead samurai,
the memories and souls of th e previous owne rs are usually
wiped away. In Kyofu's case, Daigotsu left them intact. Kyofu's
new vessel was none ot her th an H ida Kur od a, form er
Champion of the Crab c lan.

To see their former daimyo leading the armies of the Lost
against th em has broken th e spirits of many Crab samurai.
Fortuna tely, many more are fi lle d with rig hteous outrage
wh en they see the abom ina tion Kuroda has become. Kyofu
cares nothing for those brave enough against to stand against
h im .. . all men fear somethi ng, and he is a pat ient dem on .

It is imp ortant to no te tha t Kyofu is th e only on e of th e
Onisu with a di stinct ge nder. Whi le th e other seve n are
genera lly refer red to as "it," Kyofu, wearing the body of Hida
Kurod a, is mo st certain ly male. In fac t, wh en th e Onisu
speaks, it is never enti rely clear wheth er the entity speaking
is Kyofu or Kuroda. In Daigotsu's mind, th ere is no longer
a distinction.

I(YOf"U. orusv Of" f"£A~.

nIGHTJi\A~£ Of" TH£ C~AB
Large Outsid er (Evil, Oni, Shadowlands, Spirit)
Hit Dice: 16d8 + 160 (232 hp)
Initiative: +14 (+10 Dex, +4 Improved In itiative)
Speed: 40 ft.
AC: 26 (- 2 size, +10 Dex, +8 Natural)
Attacks : Katana +26/ +21/ +16/ +11 melee
Damage: Katana idto-i s
Face/ Reach: 5 ft. by 5 ft. / 10 ft.
Special Attack s: Fear aura, spell-like abilities, enhancement,

onikage summoning
Special Qualities: On i Qualities, hon orable vulne rability ,

possession, regeneration 5, rejuvenation, SR 25
Saves: Fort +19, Ref +24, Will +13
Abilities: Str 30, Dex 18, Con 30, Wis 12, Int 15, Cha 14,Taint 9
Skills: Battle +17, Climb +26, Handle Animal +18, Jump +26,

Knowledge (Crab) +18, Knowledge (Shadowlands) +18,
Knowledge (Yume-do) +18, Ride +20, Sense Motive +17,
Spot +17

Feats: Kharmic Twin (Ancestor - linked to Hida Kuon),
Multiple Schools (Un icorn), Rid e-By Attack, Spirited
Charge, Way of the Unicorn

Climate/Terrain: Shadowlands, Yume -do, any land or un der
ground

Organization: Solitary or with onikage mount and 20-200
zombies

Challenge Rating: 18
Treasure: Standard
Honor: Always 0 Honor
Alignment: Always lawful evil
Advancement: 17-48 HD (Large)

C01i\BAT
Kyofu looks like a withered, undead version of Hida Kuroda.
He wears black armo r at all times, with an impressive helm
that he always removes in the presence of anyone who would
recognize him as Kuroda.

Enhancemen t (Ex): Any time a person with in 100 feet of
Kyofu commits a dishonorable act of cowardice the Onisu
gains one bonus hit die. All other benefits of advancement
(such as high er saves, base attack, and caster level for spell-like
abilities) are also gained.This benefit lasts for one week, after
which time the Onisu loses one bonus hit die per week until
he returns to the above statistics. Each time the Onisu gains
ten levels from this ability, he increases by one size category.
Enemies who £leefrom its fear aura are not necessarily guilty
of dishon orable cowardice unless they fail th ree Will saves
against Kyofu's fear in one roun d. Any target th at fails four
fear saves agai ns t Kyofu in one ro und must make an
additional Fortit ude save (DC 20) or die from fright .

Corrupted Katana: Kyofu's katana is a +5 unholy katana of
wounding. Any opponent struck with it must make a Will save
(DC 20) or be affected by h is fea r au ra. Targets normally
immune to fear receive a +4 bonu s to this save.

Fear Aura (Su): Kyofu is surro unded at all times by an aura
of fear so strong that even enemies normally immune to fear
are affected (albeit with a +4 bonus to their save). All enemies
with 5 HD or less that are not norm ally immune to fear are
automatically panicked (no save). Othe r enemies are allowed a
will save every round (DC 25) to avoid being panicked. Even
those who make their save successfully are still shaken unl ess
they are normally immune to fear. If Kyofu does nothing but
concentrate on his fear aura (a full round action) he can force
all enemies in range to make three Will saves instead of one.
An enemy who fails his save remain s affected for ten rounds.

Honorable Vulnerability (Ex): Any time a person within
100 feet of Kyofu commits an act of selfless bravery (such as
standing alone agains t Kyofu while comrades run for help),
the O nis u rec eives a negati ve level. This negati ve le vel
remains for one week, or unt il the Onisu can cancel the effect
with his Enhancement ability. If the Onisu is reduced to zero
levels due to th is effec t, he peri she s. His damage reduction
and spell resistance are entirely negated for any opponent
who has commi tted an act of selfless bravery within the last
minute.

Oni Qualities (Su): All oni have ce rta in qualit ies,
described on page 5 of Creatures of Rokugan~ Unlike normal
onikage, Kuroda's onikage has a flight speed of 60 with Poor
maneuverability.

Onikage Summoning (Su) : Kyofu can summon an
oni kage steed (see Oriental Adventures"') to his side as a free
action or banish the steed with a free action. Kyofu may only
have one onikage in exi stence at a time, tho ugh he can
summon another if his previous steed dies.

Regeneration (Ex): Holy and honorableweapons do normal
damage to Kyofu, as do weapons that have been immersed in
the water ofYume-do, the Realm of Dreams.

Rejuvenation (Su) : If slain, Kyofu can be harvested from
the Realm of Dreams once more via a specia l ritual known
only to the Dark Lord Daigotsu and the Tsuno Soultwisters.



The Onisu cannot be restored more often th an once a month.
It if. unknown whether Hida Kuroda would still be a part of
Kyofu if the Onisu were restored.

Spell-like abilities: at will - detectpassage~·, dispel magic,
knowalignment,obscuring mist,passage intodarkness",passage into
dream", protection from good. 3/day - deeper darkness, detect
thoughts, emotion, haste.The se abilities are as cast by a 16th level
sorcerer (DC 12 + spell level). Spells marked with an aste risk
are described in Fortunesand Winds.'"
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Earth: 6
Fire: 3

Agility: 4
Water: 4

Strength: 6
Air: 3

Reflexes: 4
Rolls to Attack: 7k4
Rolls for Damage: Sk2 plu s corrupted katana effects
TN to be Hit: 30
Carapace: 5
Wouunds: 75: +10; 100: +15; 150: +20; 200: Dead.

5"?£ CIA J. ABIJ.lTI£5
Fear 9: Enemies normally immune to Fear are still affected

as if Kyofu had Fear 6. If Kyofu does not attack or move, he can
force every opponent in range to be subjected to his Fear three
times that round. Any enemy who fails three Fear rolls against
Kyofu in one round must make an Earth roll vs. TN 20 or die
of fright.

Corrupted Katana: Kyofu can attack three times per
round with his corrupted katana. Any opponent struck by the
katana loses one Wound per round un til he spends a round
tending his wounds. Any target st ru ck by the katana is
affected by Fear 5. Targets normally im m un e to Fear are
affected by Fear 3.

Enhancement: Any time a person within 100 feet of Kyofu
commits a dishonorable act of cowardice, one of the Onisu's
Traits (and all associated attributes) increases by one.This ben
efit lasts for one week, after which time the Onisu loses one
bonus Trait per week until it returns to the above statistics.
The oni grows slowly larger each time it draw s upon betrayal
in such a manner.

Honorable Vulnerability: Any time a person within 100
feet of Kyofu commits an act of selfless bravery (such as stand
ing alone against Kyofu while comrades run for help), one of
the Onisu's Trait s (and all associated attributes) decreases by
one .This penalty remains for one week, or until the Onisu can
cancel the effect with hi s enhancement ability. If one of the
Onisu's Traits is reduced to zero, he perishes.

Onikage Summoning: Kyofu can sum mon an onikage
steed (see the Game Master 's Guide"') to hi s side or banish the
steed with a thought. Kyofu may only hav e one onikage in
existence at a time, though he can summon another ifhis pre
viou s steed dies .

Passages: The Onisu can cast Detect Passage, Passage Into
Darkness, and Passage Into Dream at will .

Carapace: Weapons that have been dipped in the waters of
Yume-do ignore Nikushimi's Carapace rating.

Rejuvenation: If slain, Kyofu can be harvested from the
Realm of Dreams once more via a special ritual known only to

th e Dark Lord Daigorsu an d the Tsu no Sc ultwiste rs. Th e
Onisu canno t be restored more often than once a month. It is
unk nown whether H ida Kuroda would still be a part of Kyofu
if th e Onisu were restored .
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The world of Rokugan as present ed in the Legend of the Five
Rings CCG is a living, breathing, ever-changin g place wh ere
major events occur all the tim e. Th is section is in tended to
keep you up to date on even ts th at have happen ed in th e
Empi re, especially those reco unted in various RPG sour ce
book s, th e CCG expansion Heaven & Earth, and in fict ion
found on line at <URL:http:/ /l5r.alderac.com/ fi ct ion / >.

The dark god Fu Leng, freed from his imprisonment in the
Realm of Waiting, continues his assault on th e Celestial Heav
ens . With vast arm ies of on i an d other evil creatur es at h is
command, Fu Leng th reaten s not only to destroy the gates of
Teng ok u, bu t also to corru pt the heavenly realm by virt ue of
his evil presen ce.

Enraged by a failed assassin ation attempt, Shogun Akodo
Kan eka leads h is army to Ryok o Owari in an att empt to
dest roy h is h ated rival Hantei Naseru, Although lacking a
force to match th e Shogun's, Naseru possesses enoug h men
and influence to blun t his half-bro ther's attack, and his own
Scorpion allies kn ow th e terr it ory well enoug h to defend
themselves indefi nitely.

Cra ne Ch ampion Doji Kurohito voluntari ly reli nquish es
contro l of th e hotl y contested city Tosh i Ranbo to the Lion
Clan. Doing so flies in th e face of centuries of warfare, but
Kurohito does so to provoke the vengeful spirits wit h in his
cursed blade , Ch uka n do mo. W ith th e cu rse brought to .
fruition, Kurohito and Doji Yasuyo confront th e spiri ts in an
attempt to end Chukandornos threat.

Emerald Champion Yasuki Hachi returns to Friendly Trav
eler Village in an atte mpt to unite the Crab and Crane th ere
and stop th e war between Kan ek a an d Naser u. When both
clan s refuse, Hachi becom es frustrated by th e lack of respect.
Gathering troops loyal to him, he march es beyond the Great
Ca rp ente r Wall and en te rs th e Shadowlands, fo llo w ing
rumors th at an arm y of Lost samurai plans to attack th e village
of Shinsei's Last Hope. Most believe Hachi will never return.

Shiba Aikune separates a small port ion of the Last Wi sh's
power, cre atin g a flam ing dagger of exquisite beauty an d
inc redible potency. He offers it as a gift to th e EmpressTsudao,
pledging the Phoenix Clan's loyalty to her. Shortly thereafter,
Aikune attempts to use th e Wish to enter th e Celestial Heav
ens and join the battle agains t Fu Len g.The attempt fails, and
in the ensuing backla sh of power Aikune destroys a mountain
and a small monastery. Shocke d, Aikune ret reats from the
Empire, vowing to master th e Last Wish in a place wh ere none
can be harmed.

Followin g the dest ru ction of Otosa n Uc hi, the Otomo
famil y seeks a new home amid the Great Clans. A ten se court
session is held to see which clan will enjoy the hon or of host
ing th e Otomo. In the end, Doji Tanitsu cleve rly outmane u
vers Ikoma Sume and bluffs Bayushi Kauk atsu , securi ng the
Otorno's home within th e Cran e lands for th e foreseeable
future.
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Hil Garanto Province
Hi2 Iuuln Province
Hi3 Kyoukan Province
Hi4 Ishibei Province
HiS Ishigaki Province
Hrl Hissor i Province
Hr2 Ienikaeru Province
Hr3 Kinbou Province

Kat Hokufuu Province
Ka2 Yoake Province
Ka3 Kuda Province
Kt Midakai Province
K2 Adauchi Province
YI Sunda Mizu Province
Y2 Junkin Province




