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1 Mechanics
This document holds the unofficial adaptation and expansion for the published ancestor material found in the First and Second Editions using the Legend of the Five Ring’s Third Edition RPG’s optional ancestor rule set.

1.1 Ancestor Concept
The number after the titled ancestor is the minimal devotion needed to start with this ancestor and its special abilities. Samurai possessing an ancestor with a unique ability will lose this ability first if the rank of devotion decreases. 

1.2 Ancestors representing disadvantages

If a player selects an ancestor to be a disadvantage, their devotion grants EXP/CP instead of costing the player character. A player cannot modify this devotion at the creation. Ancestor devotion grows negatively if the samurai does not show proper respect to his ancestor, forcing the samurai to be controlled by the ancestor (akin to the disadvantage “haunted”). However, if a samurai shows a large amount of respect to his/her ancestor, the samurai’s devotion can grow positive and became a normal ancestor. A GM should note this opportunity is rare and should be minimized. 

1.3 Yokai Ancestors

Yokai are only shadowlands ancestors. These ancestors will join any samurai who has contracted the Shadowland Taint and/or willing surrender him/herself to the power of Fu-Leng.

Special Notes: 
Yasuki ancestors are accessible to the Crane and Crab samurai during the “Four Winds” era. Falcon ancestors are accessible to the Crab samurai after the Falcon Clan is absorbed into the Crab Clan. Agasha ancestors are available to Phoenix samurai only after the Agasha Family’s defection in Hidden Emperor (special cases made are made to make an Agasha Ancestor a Tamori ancestor for use with a samurai character).

2 Crab Clan Ancestors
· Hida (ancestor /3) 

Officer level 2. During a skirmish, you earn one void point for each crab samurai under your command up to 3 times your insight rank. Each of them earns a void point. You loose a wound rank each time one of them loose a wound rank. 

· Hida Atarasi (ancestor /1) 

This ancestor is a disadvantage. You will one day serve Fu Leng, it is your curse. 

· Hida Akemi (ancestor /1) 

Soldier. You may double the bonus of this ancestor when fighting somebody twice as big and as heavy as you are. If you are fighting in closed and small space, add two to your initiative rolls. 

· Hida Banuken (ancestor /1) 

Courage. Before rolling initiative, you can choose an ally. Do not roll initiative if you do so, you will act at the same initiative as the targeted ally. 

· Hida Ichido (ancestor /2) 

Reduce wound penalty by two, earn a rolled and kept dice when you are fighting at one against three. 

· Hida Kisada (ancestor /1) 

Tactician. If you are making a skill roll where being perseverant is helpful, you can add your will rank to your roll. 

· Hida O-Uchi (ancestor /1) 

Soldier. Add 2 ranks to heavy weapons skill when using a dai tsuchi or tetsubo. You earn all the mastery abilities and the emphasis in those cases. 

· Hida Tadaka (ancestor /1) 

Duty. You can touch somebody and transfer the wounds to yourself. It cost you one void points if he is not of the Crab clan. 

· Hiruma (ancestor /1) 

Ninja. Once per day you can re-roll a dice by spending a void point. 

· Hiruma Kazuma (ancestor /1) 

Scholar : lore ratling. You can pay a ratling ally (see “allies”) for half the cost. 

· Hiruma Mai (ancestor /1) 

Spy. When you spend a void point during a contested roll, you add his bonus twice. If you fail the contested roll, this ancestor devotion drops to zero for one day. 

· Hiruma Yoshi (ancestor /1) 

This ancestor devotion drop to zero if you drop below two in honor. Courage level 2 and + five to the TN of spells trying to control you. 

· Hiruma Zunguri (ancestor /1) 

Duty. Add your perception to your investigation (notice) rolls. You can spend a void point to re-roll a dice than given you a one. 

· Kuni (ancestor /1) 

Scholar : shadowland lore. You roll 2 times your rolls to avoid being tainted and keep the best roll. 

· Kuni Ozaku (ancestor /1) 

Sacrifice. You can once per day spend a void point to earn insight rank free raises for casting a spell. 

· Kuni Ryute (ancestor /3) 

You can use the Hiruma school rank 3 technique (page 121) and earn driven: destroy shadowland. If you have already this technique, double the bonus. 

· Kuni Tokaji (ancestor /1) 

Priest. Shugenja only. Choose a ring, your lowest trait in this ring increase by 1 when casting spells. 

· Kuni Yoshimitsu (ancestor /1) 

This ancestor is a traitor that curses the Kuni. Courage level 2 and scholar: lore maho. The maho spells you cast earn a free raise for damage, you earn the disadvantage: “compulsion: maho” level 1. This ancestor devotion goes in negative like a disadvantage ancestor if you do not show him respect. 

· Kaiu (ancestor /2) 

Artisan level 2. You can void free raises on the craft skill you picked with this ancestor. 

· Kaiu Anou (ancestor /1) This is also an imperial ancestor 

Artisan: traps or engineering. You have void ranks free raises per day to use on either traps or engineering rolls. 

· Kaiu Gineza (ancestor /1) 

Soldier. When you are striking a tainted target, you can take wounds to increase by the same amount the damage you are inflicting. 

· Kaiu Osuki (ancestor /1) This is also a Badger ancestor
Magistrate and artisan: craft: weaponsmithing. Increase this ancestor bonus for artisan if you are a Badger samurai. 

· Kaiu Utsu (ancestor /1) 

You earn insight ranks free raises to all rolls to create defensives positions if you have a really limited time to do them. 

· Yasuki Fumoki (ancestor /1) 

You gain a free raise on all agility rolls outside of combat. You can predict the weather 24 hours in advance. 

· Yasuki Kiringu (ancestor /1) 

Courtesy. As long you have over one in honor, you can pay one honor case to earn a free raise on a high skill roll in a social interaction, once per roll. 

· Yasuki Kojiro (ancestor /1) 

Ambition. This ancestor devotion drop to zero if you have three or more in honor. If you have fewer than two in honor, this ancestor grant you a free raise on three low skills of your choice when you get this ancestor. 

· Yasuki Tanaka (ancestor /1) This is also a crane and imperial ancestor
Look at crane clan ancestors. 

· The Crab Scout (ancestor /1) 

Spy. Shadowland creatures reduce the result of each of their damage by one (after re-rolling 10’s), by 2 if you are at “Shinsei’s last hope”. 

· (Toritaka) Hayabusa (ancestor /1) 

Outcast: hunting. You roll an additional dice for all perception rolls. 

· Toritaka Genso (ancestor /1) 

Scholar: lore: spirit worlds. You roll and keep one additional dice for attack and damage rolls against denizens of others realms. 

· Toritaka Yotogi (ancestor /1) 

Outcast: hunting. If you know the true name of the creature you are hunting, you can roll two times and keep the best one. 

3 Crane Clan Ancestors

· Asahina (ancestor /1) 

Compassion. Shugenja only. This ancestor devotion drops to zero if you have less than two ranks in honor. You earn two free raises for damage with fire spells. If you hurt a living thing with those damages, you lose one die of honor. 

· Asahina Kamatari (ancestor /2) 

Shugenja only. You earn two free raises for air and water divination spells. 

· Asahina Tsukiyoka (ancestor /1) 

Shugenja only. You earn a free raise for tsangusuri and you need half the time. 

· Asahina Yajinden (ancestor /1) 

Shugenja only. Artisan: three for tsangusuri only. You gain one level in "lechery".
· Doji (ancestor /3) 

Artisan, courtier, daimyo, courtesy and sincerity. 

· Doji Haranobu (ancestor /1) 

Honor. You can spend any amount of void points on honor rolls. 

· Doji Hatsuo (ancestor /2) This is also an imperial ancestor 

Magistrate. If you pray one hour at the rising sun, you earn your school rank in void points to be use during the day for the skills having a bonus from the magistrate trait of this ancestor. 

· Doji Hotei (ancestor /1) 

Pick up a minor madness. Soldier. You can spend a void point to ignore wound penalties during one round. 

· Doji Hoturi (ancestor /1) 

Duelist / courtesy 

· Doji Kuwanan (ancestor /2) 

Each time you face a technique, kata, spell or any others specials type of attack, write it down. The next time you face it again, you increase the difficulty of your opponent by five. You earn a free raise against generals you already faced for mass battle rolls.

· Doji Nariko (ancestor /1) 

When in full defense, you can inspire an ally of the same race and of the opposite gender. It cost one void point. The target earns her own insight ranks additional dice to roll for all her rolls during the fight during your awareness rank rounds. The target also earns a free raise on those rolls if you seduce him. 

· Doji Nio (ancestor /1) This is also an imperial ancestor 

Administrator, daimyo. 

· Doji Taehime (ancestor /1) 

You can never tell everything you know about something. Sincerity level three.

· Daidoji Karasu (ancestor /1) 

Outcast : hunting. You increase your initiative by your perception. 

· Daidoji Kasumiko (ancestor /1) 

Soldier or spy. You are considered to have your school rank increased by one for all-purpose when you are doing Daidoji schools' techniques or being targeted as you are using them. 

· Doji Kurufimi (ancestor /1) This is a yokai
You earn + 1 in awareness, + 1 in courtier or an emphasis of courtier and a full rank of shadowland taint. 

· Daidoji Mashagi (ancestor /2) 

Courtier (allies from the crab clan only), soldier. You increase your TN to be hit by 5 for every

· Daidoji Nobuso (ancestor /1) 

Courage. When facing a human opponent, your TN to be hit increase by five per rank of difference between your honor and your opponent's one. 

· Daidoji Uji (ancestor /2) 

Soldier, spy. This ancestor drop to zero if you are below one in honor. You can lose one honor point to use any bugei or low skills to a level equal to your school rank for the duration of the roll (for a low skill) or the fight (for a bugei skill). You can choose a skill you do not have, but no emphases. 

· Daidoji Yamasaki (ancestor /1) This is also a pirate ancestor 
He helps the pirate that hunt others clan’s ships by vengeance. You have vengeance: a clan 2 times with this ancestor, and twice the bonus when raiding a ship of this clan. You cannot spend void point when raiding others clans' ships. 

· Daidoji Yohko (ancestor /-1) 

The wife of the Daidoji founder grants compassion. You take this ancestor as a disadvantage, earning CP points instead of paying them. You will always help others, whatever you think is best and whatever it cost. You ignore fear when helping others. You can resist sometimes to the urge of helping others if you can convince your ancestor that it will make more peoples suffer. 

wound level you have lost. 

· Daidoji Yurei (ancestor /1) 

Tactician, vengeance: Matsu family. 

· Kakita (ancestor /3) 

Duelist 3, magistrate 2. You increase your TN to be hit by 10 when defending the Emperor, a member of the ruling dynasty or the Doji Family. You have a minor enemy in the Matsu family without the CP. 

· Kakita Rensei (ancestor /1) 

Soldier. Your damage rolls can never be reduced or ignored by something else than the carapace, dodge or parry. 

· Kakita Toshimoko (ancestor /3) 

Duelist, magistrate. Increasing iaijutsu cost you one less experience point. You can spend a void point before a duel to increase all your rolls during a duel by your honor rank. 

· Kakita Wayozu (ancestor/1) 

Artisan, pick 3 different skills. 

· Kakita Yoshi (ancestor /3) 

Courtier, courtesy, sincerity. You can spend a void point once per week to use the rank 1 of the Doji courtier school. If you are a Doji courtier, you can use the rank just over yours. 

· Yasuki Tanaka (ancestor /1) This is also a crab and imperial ancestor 

You have insight ranks free raises for commerce, and add your awareness to any roll trying to convince somebody to buy something. 

4 Dragon Clan Ancestors

· Agasha (ancestor /3) 

Priest. You earn a free raise on your spells expect those of your deficiency. Shugenja only. 

· Agasha Kitsuki (ancestor /3) 

Judgement, magistrate. You can spend a void point to succeed a poison/disease roll. 

· Agasha Nodotai (ancestor /2) 

Tactician, can add or reduce by 1 the result of his perception / battle (mass combat roll) after learning if it will give another battle opportunity or not. 

· Mirumoto (ancestor/3)

Duty: protect your daimyo. You can spend a void point to use a technique of one rank school higher to yours if you are a student of the Mirumoto bushi or Swordmaster School. You can do school rank time per day. 

· Mirumoto Gojanwan (ancestor /2) 

At the start of a combat or a duel, you can make awareness roll TN equal to 10 + twice your opponent rank school to learn on of the following: school, insight rank, higher ring and higher skill. You can take raise to learn one more thing per raise. 

· Mirumoto Kaijuko (ancestor/2) 

Courtier level 2, sincerity and courtesy. You will never marry. 

· Mirumoto Masaya (ancestor /2) 

Duelist. Peoples trying to learn your rings and skills during a duel believe they are one point higher than the truth. 

· Mirumoto Sukune (ancestor /2) 

Sacrifice / duty : clan 2 

· Mirumoto Tokeru (ancestor/2) 

Honor 2 / sacrifice. 

· Mirumoto Tsudaro (ancestor /1) 

It is a forgotten ancestor. Lose one rank of honor when you take it if you are not a sodan-senzo. Tsudaro's devotion drop to zero if you drop under two in honor rank. You gain two additional dice on your deceit (lying) and etiquette (sincerity) rolls in the purpose of hiding the truth. You get one of those emphases free. 

· Kitsuki Hakada (ancestor /2) 

You add your perception to your initiative. Troops under your direct orders add five to their determination rolls in mass battle. 

· Kitsuki Kaagi (ancestor /2) 

Magistrate. Peoples having a shadow brand or shadow points gain a free raise to attack you. When you use a void point to gain additional dice, you add your perception to the roll. 

· Kitsuki Yasu (ancestor /1) 

Magistrate/justice level 2. Every time you can act to correct an unjust act, you must take the occasion. 

· Togashi Kaze (ancestor /1) is also a monk ancestor. 

Your hand-to-hand damage is increased by 0k1 but it is non lethal damage that cannot damage your target under out. This damage is healed at the speed of 3 times the earth rank per hour. If the target died then because of your acts or your inaction, this ancestor devotion drop to zero during 45 hours and you cannot use any void points during this time.
· Tamori Chieko (ancestor /2) 

Shugenja only. Compassion. This ancestor devotion drops to zero if your honor drop under rank 2. You can cast a number of healing spells equal to your honor rank without using a spell slot. You can cast healing spells on bears of shadowland taint at sight. Your healing spells inflict honor k honor damage. 

· Tamori Masume (ancestor /1) 

Shugenja only. Artisan: craft weaponsmithing. You gain a number of free raises equal to your honor rank minus one to all spells creating or improving weapons. 

· Tamori Tsutomu (ancestor /1) 

This ancestor devotion drop to zero if you drop under two in honor. You can spend a void point to increase the number of dice your roll or decrease the number of dice your opponent roll by your honor rank each type their is an attempt to manipulate you emotionally or mentally (magical or not). 

5 Lion Clan Ancestors

· Akodo (ancestor /3) 

Tactician, officer and soldier. You add twice your insight rank to the contested perception / battle (mass battle) roll to determine who is the winner of a battle turn and to the determination roll. 

· Akodo Godaigo (ancestor /1) 

This ancestor is a disadvantage. Your rings and glory cannot exceed your honor rank. This ancestor when goes in positive add 1 to your honor rank for limiting your glory and rings. 

· Akodo Hari (ancestor /1) 

Tactician. A free raise on investigation (interrogation) rolls. 

· Akodo Ikawa (ancestor /1) 

You can make an honor roll when suffering a wound penalty to ignore it during a round. The TN is the penalty itself, 45 for out. Reduce the TN by 3 for each devotion level of this ancestor. Kharmic tie cost one less point for you if the target is a Scorpion. 

· Akodo Minobe (ancestor /1) 

Daimyo, administrator: lions with less glory than you. 

· Akodo Shinju (ancestor /1) 

Soldier. You add 5 to your determination roll in battle. 

· Akodo Yokutsu (ancestor /1) 

Honor. When you are loosing honor from somebody else’s acts, reduce the loss by one. You earn a free raise to attack peoples responsible of your honor loss, unless they are of the same clan as you and having a higher status. 

· Ikoma (ancestor /2) 

Scholar with two different lore and spy. 

· Ikoma Komori (ancestor /2) 

Choose two high skills and one-bugei skills. As long as they stay at only one point of each other, you have a free raise on each of them. 

· Ikoma Kyube (ancestor /1) 

You earn a free raise on all perception and awareness rolls to be just a witness of an event. 

· Ikoma Noritobe (ancestor /2) 

You earn the advantage “sage” and scholar: two subjects. 

· Ikoma Tsanuri (ancestor /1) 

Courage. All your allies at 40 feet earn the bonus of the courage trait of this ancestor. 

· Kitsu (ancestor /1) 

Scholar: ancestor lore. You can use the kitsu shugenja school technique: ancestral guidance void ranks times per day. 

· Kitsu Gongsun (ancestor /1) This is also a Yokai 

You earn two shadowland taint points. You roll half of your shadowland taint rank (rounded up) additional dices to all your strength rolls.

· Kitsu Hariko (ancestor /1) 

Kitsu shugenja only. Scholar: ancestor lore. Once per day you can cast commune with ancestor free, and get a free raise for it for half of your ranks in ancestor lore (rounded up). 

· Kitsu Ichiosu (ancestor /2) 

This ancestor is a disadvantage. You earn “compulsion: maho level 2” because of his constant chatting about dark arts. Within 5 meters of you, all ancestors around give no bonus. 

· Kitsu Motso (ancestor /1) 

Tactician. You can modify your contested mass battle roll by your honor rank. 

· Kitsu Taiko (ancestor /2) This is also a Phoenix ancestor
Shugenja only. Choose an element; you roll one additional when casting spells of this element. You earn “friendly kami” for this element even if it is not your affinity. 

· Kitsu Tendo (ancestor /1) 

Kitsu shugenja only. You have ghostly claws, dealing 1k2 damage in hand to hand instead of 0k1. This damage is cumulative with any hand-to-hand damage bonus. One free raise to attack roll against tsuno. 

· Kitsu Toju (ancestor /1) 

Using spells to contact and sense ancestors require only two raises to save a spell slot. 

· Matsu Agetoki (ancestor /1) 

Outcast: horsemanship. You can once per day stop ranged attacks against you if you see the attack and have either a free hand or a weapon. Reflex TN 25. Does not affect special ranged weapons. 

· Matsu Hitomi (ancestor /2) 

Choose somebody: you will never be able to attack him. You can spend a void point to re-roll attack or damage rolls. 

· Matsu Meikuko (ancestor /1) This is also a Yokai. 

Once per shadowland taint rank (minimal 1), you can earn a shadowland point to re-roll any roll. 

· Matsu Nokori (ancestor /1) 

Officer: level 2. Your honor can never exceed your glory. 

· Matsu Shouko (ancestor /1) 

Non-maho hostile spells targeting you have their TN increased by five. You can make a perception (notice) roll TN 30 to sense an elemental spell being casted within 30 feet. 

· Matsu Yukari (ancestor /1) 

Courage. You roll an additional dice for your rolls to attack, damage or resist fear from undeads. 

· Matsu Yukimura (ancestor /1) 

It is a forgotten ancestor; you lose one honor rank when picking it if you are not a sodan-senzo. You are considered to always have sense ancestor like the ancestral guidance technique. 

6 Mantis Clan Ancestors

· Kaimetsu-uo (ancestor Mantis /1) 

You earn the disadvantage “brash”. Ambition. You earn a void point each time you need to a will roll, expect if one from your “brash” disadvantage. 

· Gusai (ancestor Mantis /1) 

You earn the disadvantage “brash.” You can always hide a weapon of the size of a tanto whatever happen. For a void point, you can hide something else of the size of the fist. 

· Nakano (ancestor Mantis /1) This is also a pirate ancestor
Honor. This ancestor’s devotion drop to zero if you drop under one in honor. When you are doing an action to avoid to yourself or a close relative an honor loss, you have a free raise on your entire roll. 

· Moshi Azami, the morning star (ancestor Centipede /1) 

Priest : theology. Once per day, you can a free raise for an agility or reflex roll. 

· Moshi Azami, priestess of the sun (ancestor Centipede /1) 

Priest : theology. You roll an additional dice for awareness. Hostile fire and air spells have their TN increase by your fire or air rank (depending of the element of the spell). 

· Moshi Hotaru (ancestor Centipede /1) 

You have a free raise for all your fire spells. 

· Mukami (ancestor Wasp /1) 

Ninja. You add your athletics rank to your TN to be hit when there are no opponents within eight feet of you. You water ring is increased by one for the purpose of the distance you can run during a round.

· Yoritomo (ancestor Mantis /1) 

Honor. This ancestor devotion is reduced to zero if you drop under two in honor. You earn a void point each time you need to resist to somebody’s attempt to control you. 

· Yoritomo Furikae (ancestor Mantis /1) 

Once per day, when you are in out or down, you can spend a void point to heal enough void points to be in crippled. 

· Tsuruchi Ikado (ancestor Wasp/1) 

Magistrate. You add your rank in Kyujutsu to all damage from weapons using this skill. 

7 Phoenix Clan Ancestors

· Asako (ancestor /2) 

Courtier level 4. You earn the disadvantage “brash”. If you are betrayed, you earn driven: avenge yourself. 

· Agasha Fujita (ancestor /1) 

Your kenjutsu skill is increased by two. You can use one of your air spell slot to increase your kenjutsu by your air rank for insight rank rounds.

· Asako Ingen (ancestor /1) 

Priest: lore elements. You earn a free raise for riddles. 

· Asako Ishio (ancestor /1) 

Courage level 2. You can play drums to let peoples hearing you use the honor bonus of your ancestor. 

· Agasha Hanujito (ancestor /1) 

Priest and scholar. You add your fire ring to your entire intelligence roll but you need a free raise to succeed any awareness roll. 

· Asako Hanasaku (ancestor /1) 

Compassion. You earn the emphases: herbalism and antidotes. 

· Asako Sagoten (ancestor /1) 

Ambition. You can choose every day a little objective (like convincing somebody, or beating somebody) for the day, and you double the bonus of the ambition bonus of this ancestor to accomplish this objective. 

· Isawa Akuma (ancestor /1) 

Scholar: shadowland lore. You earn void free raises for fights with oni. You loose one rank of status. 

· Isawa Chuda (ancestor /1) 

You add your insight rank to the damages you inflict to peoples who targeted you with maho spells or inflicted you wounds in a fight. 

· Isawa Ijime (ancestor /1) 

Priest. This ancestor is a disadvantage. You have constant sights of an illusionary world; some think you see the dragon lands in Tengoku. 

· Isawa Nimuro (ancestor /1) 

Tactician. Artisan : games : go, the game he created. 

· Isawa Norikazu (ancestor /1) 

Shugenja and monk only. By meditating one hour, you can make a void roll against a TN chosen by the GM. You earn a cryptic vision of the past, present or future. You can take raises to increase the clarity. If you fail the roll, you earn one of these disadvantages: a level of antisocial, bad health, Benten’s curse, one level of coward, cruel, elemental imbalance, epilepsy, frail mind, haunted, lame, low pain threshold, permanent wound or weakness. Peace of the Kami spell can cancel one of these disadvantages permanently once per month. 

· Isawa Tadaka (ancestor /1)

You must have affinity earth. You roll an additional dice for earth spells and earn a free raise to spells used against shadowlands creatures. 

· Isawa Takao (ancestor /1) 

Priest: lore elements. You roll an additional dice for fire spells and the disadvantage “brash”. 

· Isawa Takeshi (ancestor /1) This is also a yokai
You reduce the number of wounds suffered from maho spells by two, but you can reduce them more than that.

· Kitsu Taiko : see Lion ancestors 

· Naka Kaeteru (ancestor /3) 

This ancestor devotion drop to zero if you have less than one in honor. Monk: meditation and sensei. You roll two additional dices for meditation and helping other meditate. You have two additional void points per day that you can only recover at dawn. 

· Miyuko (ancestor /2) This is also a ronin ancestor
Your insight rank is considered to be increased by two ranks for spells effects (but not casting). 

· Shiba Chikai (ancestor /2) 

Yojimbo level 2. You roll and keep a number of additional dices equal to your insight ranks when using the defense skill to protect somebody. 

· Shiba Gaijushiko (ancestor /1) This is also an imperial ancestor
Courtesy. You earn two free raises for opposed social rolls. 

· Shiba Kaigen (ancestor /1) 

Yojimbo. A shugenja within 3 meters can once per combat spend a void point to have the selected character gain an action. 

· Shiba Konyo (ancestor /1)

This is a forgotten ancestor. You lost one rank of honor when you pick it up if you are not a sodan-senzo. Soldier. When you spend a void point in fight, you earn once per fight a free raise. 

· Shiba Kyo (ancestor /1) 

You earn three ranks in kharmic tie. You can spend a void point insight ranks times per day to let your kharmic tie share your feelings and thoughts. 

· Shiba Muryasu (ancestor /1) This is also an Otomo family ancestor
You roll one less dice when doing a full attack. The TN of the opponents that attacked you this turn is reduced by five. You can always do the tide of battle roll even if you have been wound during a round. 

· Shiba Tetsu (ancestor /1) 

Scholar : spirit world lore. Denizens of spirits realms others than Toshigoku, Gaki-do and Jigoku doesn’t attack you unless you threaten them. You earn three free raises per day for social interactions with such peoples. 

· Shiba Toriilo (ancestor /1) 

Compassion / honor. You always use the karma rule if you died for defending peace. 

8 Scorpion Clan Ancestors
· Bayushi (ancestor /1) 

Spy, sincerity. Choose somebody. You can use the void points of your target and she does it. If one of you die, the remaining one can't use anymore void points. 

· Bayushi Rikoji (ancestor /1) 

You have two free raises on perception rolls. Against magical illusions, you have an additional chance of discovering them in addition of your normal chance by a perception roll TN 25. 

· Bayushi Shoju (ancestor /1) 

You add your intelligence at your awareness-based rolls and your awareness to your intelligence based rolls. Any effect detecting gakis and ghosts detect a presence around you. 

· Bayushi Shunsen (ancestor /2) 

Yojimbo level 2. Choose somebody. You ignore fear when protecting him, and get 3 free raises on your honor rolls to protect him. This target can give freely your protection to somebody else. If your charge died, you earn the disadvantages "weakness" in awareness and "forsaken" 

· Bayushi Tangen (ancestor /1) 

Sincerity, you gain the disadvantage "can't lie". You reduce the insight rank to change of school rank by 10. 

· Bayushi Tesugari (ancestor /1) 

Ambition. You always get 50 % more than you were supposed to get as a reward. You cannot keep a secret. 

· Shosuro Furuyari (ancestor /1) 

Artisan: acting and courtesy. 

· Shosuro Hyobu (ancestor / 1) 

Administrator / daimyo 

· Shosuro Ikawa (ancestor /2) 

Duty level 2 / honor. 

· Shosuro Sushanume (ancestor /1) 

Passion. You add twice your school rank to your awareness-based rolls. 

· Soshi Burezu (ancestor /1) 

You earn carapace level 2. You increase your carapace level with your devotion, but if you reach devotion 3 you earn a shadow point. You have a small Shadow spot. 

· Soshi Saibankan (ancestor /1) 

Magistrate and justice. This ancestor gains a free rank of devotion if you are a magistrate. 

· Soshi Takasho (ancestor /1) 

Magistrate. Double the bonus of void points for perception rolls. 

· Soshi Seiryoku (ancestor /1) 

Outcast : underworld. If you think the target you are attacking is a kolat or a shadowland taint bearer, you can declare it. If true, you earn + 1g0 for your attack and damage roll. If wrong, this ancestor devotion drops to zero for a week. 

· Yogo (ancestor /1) 

Scholar : maho level 3. You earn school ranks additional shadowland points when using maho. 

· Yogo Asami (ancestor /1) 

When you are concentrating yourself on a target in sight at ten meters, the target lost two dices on all his socials and meditation rolls for school rank hours. The effect ends if you are farther than ten meters or not in sight.

· Yogo Itoju (ancestor /1) 

This ancestor left you if you ever practice maho. You roll three additional dices to resist to the shadowland taint. You can roll against the shadowland taint for others peoples at 15 meters of you with your own traits and bonus, but if you fail both you and the targets get one shadowland point. 

· Yogo Junzo (ancestor /2) 

You can throw a negative chi attack to your opponent when you are doing a hand-to-hand strike or a spell. Contested will roll, if your opponent failed he reduce all his agility and strength based rolls by two dices (minimum 1) for twice your insight ranks minutes. 

9 Unicorn Clan Ancestors

· Ide (ancestor /3) 

As long as you don't try offensive actions, any opponent must make a contested roll between your honor and his will to attack you. Sincerity and courtesy. 

· Ide Dalib (ancestor /1) 

Scholar level 2. You add your intelligence to your rolls against fears effects. 

· Ide Gokun (ancestor /1) 

Vengeance against one type of enemy. Choose a weapon; you double the bonus of Gokun when you use it. 

· Ide Suari (ancestor /2) 

Sincerity, courtesy and courtier. 

· Iuchi (ancestor /1) 

Shugenja only. Once per day you can use your void rank instead of any other rings to cast a spell. 

· Iuchi Ateroso (ancestor /2) 

You are always considered in full defense from ranged attacks. 

· Iuchi Morijiro (ancestor /2) 

Shugenja only. You can use a spell slot to earn a free raise on an attack roll. The carapace rating of the target is reduced by the ring rank of the spell slot. 

· Iuchi Tsubei (ancestor /1) 

You can use a void point to use your insight rank instead of your school rank for any roll or effect and the duration of it. You reduce all spell castings penalties when horse riding by 10. 

· Horiuchi Junnichiro (ancestor /1) 

Priest : theology. You have visions everyday, but only occasionally is one useful. 

· Moto (ancestor /1) 

You increase the TN of all spells trying to limit your movement by five + your school rank. You roll to extra dice at all your attempts to get free of something limiting your movement. 

· Moto Chai (ancestor /1) 
You keep all your rolled dice for athletic skill rolls. You earn a void point for athletics exploits. 

· Moto Chang (ancestor /1) 

Shugenja only. When casting a damage-dealing spell, you can before rolling damage, take any amount of wounds. The wounds dealt by the spell are increased by this value. If you died by this effect, the damage are increased by 15 more. 

· Moto Mingham (ancestor /1) 

You start the game with a scimitar. You roll an additional dice for attack roll with scimitar. No one can use know the school on you when using a scimitar. 

· Moto Sanjo (ancestor /1) 

Scholar : shadowland lore level 2. When you are facing shadowland creatures in a fight, you will always here this ancestor laughing and you must drop your highest dice in attack rolls. This ancestor devotion increase when you do not go to the temples, increasing not the scholar level, but the number of dropped dices. 

· Moto Soro (ancestor /2) 

You can call on Soro void ranks times per day, ignoring wound penalties during one round when you do so. 

· Otaku (ancestor /2) 

You can speak to all mammals. Soldier, courage and courtesy. 

· Otaku Kunami (ancestor /1) 

You gain two additional dices for all acrobatics actions when riding. 

· Otaku Shiko (ancestor /2) 

Soldier, outcast: horsemanship and officer. 

· Utaku Kamoko (ancestor /1) 

Soldier. Once per day, you earn honor ranks free raises for an attack roll against somebody with less honor than you. 

· Utaku Kuriko (ancestor /2) 

Soldier, magistrate and monk : meditation. 

· Otaku Tetsuko (ancestor /1) 

Duty. You can sacrifice a wound rank to roll and keep two additional dice when trying to resist to any effect trying to make you fail to your duty.

· Utaku Tokuzen (ancestor /2) 

Tactician and artisan: traps. When you have only day to create defenses, the bonus of this ancestors are doubled. 

· Shinjo (ancestor /2) 

Daimyo, courtier and courtesy. 

· Shinjo Inejiro (ancestor /1) 

Passion. You add your insight rank to the results of void points used to increase the number of dices rolled and kept. 

· Shinjo Martera (ancestor /2) 

Honor : level 3 

· Shinjo Rojin (ancestor /1) 

Outcast : hunting. You can use as many void points as you want on hunting rolls. 

· Shinjo Suritoshi (ancestor /2) 

Magistrate, judgment and justice. 

10 Imperial Family Ancestors

· Doji Hatsuo : see Crane ancestors 
· Doji Nio: see Crane ancestors 
· Kaiu Anou : see Crab ancestors
· Miya (ancestor /1) 

Honor, compassion and courtesy. This ancestor devotion drop to zero if you have under two in honor. 

· Miya Naganori (ancestor /2) 

You can spend a void point to ignore all the effects of your wounds (include death) for honor ranks hours. This extraordinary devotion end if you ever attack at the end of the action. 

· Seppun (ancestor /1) 

Monk. If you are doing the contested perception / battle (Mass Combat) in a battle, your opponent battle (mass combat) is reduced to his honor rank if he is a human. The opponent does loose mastery abilities and/or emphases. 

· Shiba Gaijushiko: see Phoenix ancestors 

· Shiba Muryasu: see Phoenix ancestors 

· Seppun Hanako (ancestor /1) 

Sincerity. You can use your etiquette rank halved instead of any non-lore, non-artisan and non-performance high skill, insight rank times per day. 

· Otomo Madoko (ancestor /1) 

Courtesy. You earn a free raise for any non-lore, non-artisan and non-performance high skill. 

· Takuan (ancestor /1) Imperial magistrates and samurai in Imperial Legions may access this ancestor 

Honor. When you are doing a perception roll, you can spend a void point to add your honor to each of the kept dices.
· Yasuki Tanaka: see Crane ancestors 

11 Minor Clan Ancestors
· Chuda Barakun (ancestor Snake /1) This is also a Yokai
Scholar: maho lore. If you use your own blood, you can add your insight ranks to the damage deals by your maho spells. 

· Chuda Sinjuko (ancestor Snake /1) This is also a Yokai 

Passion. You can spend a taint point to earn a free raise for the use of the passion trait of this ancestor. 

· Chuda Tenkazu (ancestor Snake /2) This is also a Yokai 

Spy. You are skilled at hiding your taint. The TN to discover your taint is increased by ten and automatic success is now opposed awareness rolls.

· Hida Domogu (ancestor Badger /1) 

You use strength instead of any other traits for engineering. 

· Hayabusa see Crab Ancestors
· Ichiro Fureheshu (ancestor Badger /1) 

Soldier. Once per day you can use strength in place of any other trait for a roll. 

· Ichiro Mako (ancestor Badger /1) 

When somebody attempt to force you to act against your duty, you can re-roll all dice who have give a result lower or equal to your honor and force your opponent to not kept dice how are equal or lower to your honor. 

· Kaiu Osuki: see Crab ancestors
· Kasuga (ancestor Tortoise /1) 

Sincerity. You roll and keep an additional dice for all socials rolls with heimins and hinins. 

· Kasuga Haruhiro (ancestor Tortoise /1) 

This ancestor devotion drop to zero if you have over 2.5 in honor. Artisan: craft shipbuilding level 2 and artisan craft: sailing. 

· Kasuga Kemmei (ancestor Tortoise /1) 

Choose three of your school starting skills. You can choose insight ranks times per day the trait you will use for them for a roll. 

· Osusuki and Akomachi (ancestor Fox /1) 

Outcast : hunting. You can spend a void point to earn “way of the land” for the place you are located for 24 hours. Furthermore, you roll and keep an additional die to all your rolls when you are in Kitsune Mori. You have green eyes, and you can instead of praying in a temple respect a kitsune taboo during 24 hours to show the respect to your ancestor. 

· Tonbo Maroko (ancestor dragonfly /1) 

Priest: theology. You earn a free raise on perception rolls. 

· Reichin (ancestor Hare /1) 

Magistrate level 2 and Justice. You roll one less dice for all your rolls when acting discreetly. 

· Suzume (ancestor sparrow /1) 

Courtesy level 2 and sincerity level 2. One of your dice must be of a different color, because if this dice rolls a one or a ten you are going to have unexpected effect because of some misunderstanding of what you say. 

· Toritaka Yotogi see Crab ancestors
· Toritaka Genso: see Crab ancestors
12 Ronin Ancestors
· Hamuko (ancestor /1) 

When selection this ancestor, choose one bonus: sincerity, priest, passion or scholar. Once per day you have two free raises for the skill offered by this ancestor. For a shugenja, if you choose priest, you can instead use them for the spells of one element chosen when you picked up this ancestor. 

· Hiro (ancestor /1) 

Outcast : underworld. This ancestor devotion drop to zero if you have more than 0.9 in honor. You roll and keep an additional dice for all your rolls about influencing somebody. 

· Miyuko: see Phoenix ancestors 

· Rezan (ancestor /2) 

Artisan: storytelling (poetry), duelist and passion. 

· Sun Tao (ancestor /2) 

Tactician. Once per day, you can spend a void point to add 10 to the result of a failed roll. If with this bonus the roll is a success, the raises used on the roll are cancelled. The change in the roll is clearly visible: you were going to fail and suddenly succeed. 

13 Monk Ancestors
· Amiko (ancestor /1) 

Priest : theology. You can spend one more void that normal on every action allowing you to spend void points. 

· Hido (ancestor /1) 

Magistrate. One free raise on perception rolls. 

· Kazemu (ancestor /1) 

Monk. One free raise on intuition rolls. 

· Mizumoto (ancestor /1) 

Priest. You keep an additional dice for intelligence rolls. 

· Togashi Kaze: see Dragon ancestors 

· Tsukino (ancestor /2) 

Monk. You can add 2 to your wounds at each rank. 

14 Yokai Ancestors
· Chuda Barakun: see Minor Clan ancestors
· Chuda Bikomi : see Minor Clan ancestors
· Chuda Sinjuko: see Minor Clan ancestors
· Chuda Tenkazu: see Minor Clan ancestors 

· Daigotsu (Hantei) Hochiame (ancestor /1) 

Cannot be picked up by a bloodspeaker. You never loose honor when acting for the Daigotsu family. You have a free raise when fighting within 30 feet of another Daigotsu. 

· Iuchi (Daigotsu) Hyotaru (ancestor /1) 

Cannot be picked up by a bloodspeaker. You earn vengeance: bloodspeakers level 2, and a free raise to discover their disguise. 

· (Daigotsu) Mizushai (ancestor /1) 

You earn outcast: hunting level 2 when in the shadowlands. You can always found a place you have already been in the shadowlands. 

· Doji Kurufimi: see Crane ancestors 

· Gubukaru (ancestor /2) 

Shugenja only. Scholar : maho lore. When casting a maho spell, roll a dice. This dice does not explode. If you successfully cast the spell, increase your result by the value of the dice for determining the number of wounds you need to give. 

· Isawa Takeshi: see Phoenix ancestors 

· Kitsu Gongsun: see Lion clan ancestors 

· Kitsu Ujiyasu (ancestor /1) 

Courtier (Shadowland allies only). You roll and keep one additional dice during social interactions with shadowland creatures. 

· Kotego (ancestor /2) 

Sincerity and spy. All attempts to discover your taint need to do an intuition contested roll after succeeding. 

· Kyoden (ancestor /1) 

Duellist. You have a level 5 fear in duels. Peoples refusing your challenges lose a void point and cannot use void points facing you. 

· Matsu Meikuko: see Lion ancestors 

· Moto Yoshisuke (ancestor /1) 

You earn "brash". You earn two free raises during full assault attacks. 

· Orshat (ancestor /1) 

When doing a full attack, you earn a level 5 carapace that cannot be reduced by non-magical effects. You earn "brash" and need to make a will roll TN 15 or attack the more powerful enemy. 

15 Shadow Ancestors
· Goju Adorai (ancestor /2) 

Ninja. Once per day per insight rank, you can add half of shadow points (rounded up) to one of your trait rolls. 

· Goju Kyoden (ancestor /1) 

Ninja, duty and duelist. You do not loose honor when acting for the Shadow dragon or the shadow ninjas. This ancestor devotion drop to zero if you have over three in honor or lower than one. 

· Ninja Mystic (ancestor /1) 

Ninube only. If you are discreet by normal ways, magic ways cannot detect you once per day.
16 Unaligned ancestors 

These ancestors may favor anyone sharing the function they once undertook. 

· Mamoru (Yojimbo ancestor /2) 

Yojimbo and ninja. Choose a charge for everyday; no one may catch you and this person unaware. 

· Doji Yamasaki: See Crane ancestors
· Nakano: See Mantis ancestors 

· Takuan: see Imperial Families ancestors 
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