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Mechanics

The advantage list presents the adapted advantage/disadvantage list matched to the Third Edition rule set from previous rule sets. The original advantage/disadvantage mechanics are associated with the First and Second Edition rule set. If AEG has a problem with these conversion rules or the information therein, please let me know. I could not adapt all the advantages from previous rule-sets, because new rules superseded them or otherwise, there was not enough information to them. For dojo information, please see my Dojo updates.

Advantages

· Allies [granted]: 2 or 4 CP. You have a minor or important contact among another clan or family, who can give you information when needed. He will not act for you, nor giving you life-threatening information. X 3 if the contact is a ratling (unless you are a Crab), X 2 for others supernatural creatures.

· Authority: 3 CP. One of your ancestors was renowned in one domain (magistrate, poetry…). You have a free raise for all socials rolls involving this subject, and each time your earn status points related to the subject, you earn an additional one.

· Black Lotus Initiate [granted] (4 POINTS): You have been indoctrinated into the basics of the Black Lotus Cartel. At the beginning of each day, you gain a number of dice equal to your Insight Rank. These dice may be spent as extra rolled dice on any Social Skill Roll made with anyone with an Honor of 2 or less, or when attempting to deceive someone in authority (a magistrate, superior, or city guard, for instance). These dice may only be used once per day, and are restored each sunrise. Bonus dice not spent are lost at sunrise.
· Blessing of Blood: Four winds page 136.

· Blessing of the Golden Pearl [granted]: 12 CP. Naga or characters with a direct connection to Naga only. You can use the pearl magic like a Jakla of half your insight rank (rounded down) with one spell of each element.

· Blessing of the Stars: 4 CP. Students following your teachings understand more easily some facts. Once per insight rank of the student, make an awareness / instruction roll TN 30. If successful, the student earns 1 exp to be used in one skill of the choice of the sensei. + 2 station (sensei) points.

· Blissful Betrothal [granted]: 3 CP. An interesting wedding have been negotiated for you. During your wedding, you can pay for one of the following advantages: Ear of the court, allies, contacts, … as their cost is reduced by 2 CP (or 6 EXP).

· Blood Familiar [granted]: 6 CP. Chuda characters only. You have bound to you an animal (bird, rat, snake, and insect) with your blood and a maho ritual. After one round of concentration, you can see through his eyes or give him a one sentence order that he will try to do with the best of his abilities.

· Blood of the Djinn [inherent]: 7 CP. Unicorn shugenja only. You don’t pray the kami to cast your spells, your powers coming from the names. You are a wizard, not a shugenja. No one must know the truth about you, or you will be executed. You can cast meishodo spells without using items. You can have only Iuchi family ancestors.

· Bloodlines [inherent] (Kitsu shugenja or Sodan-senzo only 5 POINTS): Your Kitsu ancestry is far more potent than most, as you have the blood of heroes in your veins. The bonus gained from any Ancestor spell is increased by two (three questions instead of two with Commune With Ancestor, increased bene.ts with Summon Ancestor).
· Born in a Clan [inherent]: 1 CP. Monk and ronin only. You can have skills, advantages and disadvantages like a member of the chosen clan.

· Breath of Purity [inherent]: 1 CP. You are immune to all effects that would give you Shadow points without your own accord.

· Brother of the Black Lotus [granted]: 7 exp. Requires the Initiate of the Black Lotus advantage. Increase by X 1.5 all the dices received from the Initiate advantage (rounded up), and you are granted an initiate to help you in your smuggling business (family and clan up to GM, insight rank yours minus 2).

· Cadance: 2 CP. Crane clan character only. You know the secret cipher of the Crane artisans, who can be hidden among artistic works. You can cipher in it if you have 3 in the performance or artisan skill you are using for your artistic work.

· Connections [granted]: 3 CP. + 2 free raises for one social roll per day using friends’ names to support your claim. + 2 station (Ambassador) points useable only for allies.

· Crystal Cave’s Touch [granted]: 7 CP. Dragon clan characters only. Choose an element: when you are targeted by a spell of this element, the opponent’s dice pool is reduced by your rank in this element.

· Darling of the Court [granted]: 2 CP. You are the center of the attention at the court, because you have caught the attention of maybe the Emperor himself. During 6 months, your glory rank is considered 2 ranks higher, and you have a lot of sycophants turning around you. For 2 EXP you can turn them into minor contacts. After 6 months, this advantage is lost, but you can keep the contacts.

· Disciple of Water [inherent]: 5 CP. For opponent’s Tides of battles rolls when you are the general, they are reduced by your water rank minus the difference between your insight rank and the opponent insight rank (but only if he is superior to yours).

· Discovered Spy: 5 CP. You know the identity of a spy or ninja who is infiltrated among your clan or shiro. Can be used as blackmail or to feed him false information.

· Ear of the Court [granted]: 5 CP. You have an important contact at the Imperial court, giving you a way to have some political leverage. You earn an additional 5 cases of glory and 5 of status.

· Edge of Madness [granted]: 1 CP. Monks of the three orders with the disadvantage: enlightened madness only. You have been taught ways to deal with your madness. You can spend one hour in meditation and makes a Void + meditation roll TN 20 to earn a free raise for all resist attempts to your madness for insight rank X 2 hours.

· Elemental Communion [inherent]: 5 CP. Monks and shugenja only. Choose an element. You are considered to be one higher insight rank for learning kihos of this element.

· Elemental Harmony [inherent]: 1 CP. Mirumoto and Shiba Bushi only. When a shugenja cast a spell, you can detect it. The range of this sense is the insight rank of the spell X 3 feet and the roll is awareness TN (10 minus insight rank of the spell) X 5. Spell casted discreetly increase the detection TN.

· Favor [granted]: 1 CP per favor rank. You can call upon you for a favor from a Doji courtier. See page 123 of the third edition to see which favor you can call upon. The favor is lost after use.

· Furnace’s Touch [granted]: 10 CP. Dragon clan characters only. Choose an element other than Void. A shugenja choose then an innate ability spell of this element that he will be able to cast once per day without using a spell slot, and without a dice roll and any raise of any types. Non-shugenja can now spend a Void point to attempt to cancel a spell targeting them, by making a contested roll of the spell’s ring against the same ring for the caster. Can’t cancel a spell that has a mastery level superior to their school rank + 2.

· Glorious Sensei [granted]: 4 CP. You are renowned for your teachings. + 1 station (sensei) point and your glory ranks are of 8 cases instead of 10.

· Great Strategist [granted]: 4 CP. + 2 station (warlord) points you can use for units. You have also a + 3 bonus for battle maneuvers.

· Guardian [granted]: glory rank of the guardian. Ronin only. You have an employer that gives you missions and pay you money if you accomplish them. He also protects you from some magistrates by giving you traveling papers.

· Half-Blood Kitsu Ancestry [Inherent] (Kitsu Shugenja Only, 3 Points): Although the Kitsu blood in your veins is not pure enough for you to commune with the ancestors, you have some small ability with the spirits. You can cast Sense Ancestor as a sodan-senzo of the same School Rank.
· Hand of the Shadowed Tower: Four winds page 82 with the Shadowed powder.

· Harmonic Balance [inherent]: 10 CP. Imperial families and monks characters only. You are sensible to the presence of the Living Shadow and things with over 2 ranks of Shadowland taint because of the harmonic balance of your elements. The GM can make a Void roll TN 15 for you to feel the presence of such foul things.

· Heisho: 2 CP. You dream of dying. You are now considered to have the death trance advantage, but you are so focused on your death that you have a 5 TN penalty to all courtier and deceit rolls and give a free raise to all such rolls against you.

· Influence [granted]: 3 CP. Once per game, you can call for a favor of your clan. You can get items for a value equal to 30 times your insight rank. Those items can only be used to be offered as political gifts to non-player characters or be returned after the mission. + 2 station (Ambassador) points useable only for gifts.

· Inquisitor [granted]: 4 CP, then 4 exp for each additional rank. Phoenix clan shugenja and Asako courtier only. You have been tattooed the open eye named « truth-seeking eye » on your palm, symbolizing your position as an inquisitor. You can have one rank in this advantage per insight rank. You earn a free raise rank for all attempts to discover the truth when somebody uses deceit (lying) against you. When you cast a maho spell, the number of Shadowlands taint points is increased by your rank in this advantage.

· Izaku Librarian [granted]:  4 CP / 3 CP for Agasha (then Tamori) and Isawa characters. Shugenja only. You have been granted access to the precious Izaku library. You have a free raise for spellcraft (spell research) per day spent here, up to your insight rank + 2. You must use them within a month, and not more than one per roll.

· Little Master’s Teachings: 3 CP. You know some riddles of the Tao. + 2 station (sensei) points, and when loosing glory for inaction, you only loose 1 instead of 3.

· Local Hero: 4 CP. Ronin only. The ronin is considered to be a hero in some region of Rokugan. He is welcome here, the magistrates leave him be and he usually can found a job easily in the area. + 2 glory ranks when interacting with heimin.

· Maho: 2 CP. Shugenja only. You have one maho scroll that you haven’t yet opened. You can take this advantage more than one time, but for each scroll after the first you earn a shadowlands taint point.

· Maho-Born [inherent]: 12 CP. True ronin only. Choose a maho spell of mastery level 3 or less. You can cast is like a shugenja of insight rank equal to your insight rank, insight rank time per day.

· Mail Friend [granted]: 1 CP. You have a friend to whom you communicate only by letters, giving you contacts, but who is slow to give the information.

· Master of the Black Lotus [granted]: 8 exp. Requires the Brother of Black Lotus advantage. Replace the dice granted by Initiate and Brother by twice your insight rank dice. You have a number of initiates of insight rank 1 equal to your insight rank.

· Master of the Court [granted]: 10 EXP. You must have the hatamoto status. + 5 station (Ambassador) points.

· Master of the Split Mind: 6 CP. You are a remarkable master. You can take multiple schools for 9 less exp points, include in another clan, and can teach both schools. + 2 station (sensei) points.

· Medium [inherent]: 5 CP. Despite not being able to summon a kami, you can talk with them like if you were a shugenja if they are summoned by one. You have a free raise for social interactions with creatures from another spirit realm.

· Merchant Patron [granted]: 7 CP. You are supporting non-samurai merchants in the name of your clan. You choose the number. Each month, they make an awareness (2) / commerce (3) (merchant) roll TN 10. Each point over 10 grants a koku, first 3 koku goes to your clan, others to you. If they fail the roll you pay the difference. Your honor can’t go over 3.

· Methodic: 3 CP / 2 CP for Kitsuki. You know a lot about the places where smugglers and pirates hides their stash. You roll one additional die for all investigation (search) roll to discover hidden stashes or passageways.

· Musha Shugyo [granted]: 4 CP. Clan ronin only. You aren’t a full ronin, but a clan member in warrior or holy pilgrimage for your clan, being given the authorization by your daimyo and sensei. You have traveling papers with your real name, but you expect to be treated otherwise like a ronin, and never asking for favors related to your clan or family.

· Ninja Legacy [inherent]: 2 CP. Your parents were ninjas and spies of the clan, and served it loyally. For those who know about your line among your clan, you have +1 glory rank. You start with a free rank in the skill underworld. You can have ninja items.

· Noble Birth: 3 CP. Brotherhood monks characters only. Despite having joined the Brotherhood, you still have some importance in your family. Influence, wisdom or maybe favors, you are still considered a samourai.

· Osano-Wo’s Blood [granted]: 5 CP/3 CP for Crab and Mantis characters. Despite the name, you aren’t forced to be a living descendant of Osano-wo, because it’s his blessing. You are now immune to negative effects of normal weather. + 5 cases of glory if you are a Crab or a Mantis.

· Patron [granted]: cost equal to the glory of the patron. You must have at least 3 in a performance or artisan skill to have this advantage. You have somebody liking your artwork, and some paying you for it. It also gives you invitations to courts and protects you from some political influences.

· Patron of an Artisan [granted]: 6 CP. You are supporting a non-samurai artisan. He is rank 3 in one artisan skill of your choice. Every month, he rolls 5g2 TN 5, granting you one koku per point over the TN, and costing you one koku per point under the TN.

· Personal Mon [granted]: 1 CP. You have a personal mon allowed by the Miya. Your glory rank is increased by 1 case for every 10 missions you accomplish.

· Prosperous Blessing OF Daikoku [granted]: 7 CP. Can be only bought if you are a venerable keeper. + 5 station (keeper) points. Can be bought more than one time.

· Quartermaster [granted]: 3 CP. + 2 station (warlord) points you can use on supplies and encampment. + 5 to your rolls to resist to fatigue.

· Sacrosanct [granted]: 10 CP. Honor rank of 3 at least to have this advantage. You are under the direct protection of the Emperor. As long as your honors don’t drop under 3 and you aren’t accused to acting against the Emperor, a decree grants you this advantage. Another one can remove it. Those who strike you in a fight before you have stricken them loose 5 honor cases per wound rank they inflicted to you, and their glory became infamy if they kill or knock you out.

· Sea Feet: 2 CP / 1 CP for Mantis. + 1 free raise for swimming or keeping your balance on a ship.

· Sensei [granted]: 1,3 or 5 CP. A sensei has accepted to teach you some of his techniques and skills. For 1 CP he is two ranks over you and so can teach you only your next technique and skills up to 4. For 3 CP he is 3 ranks over you, and so can teach you 2 techniques and skills up to 7. For 5 CP he is 5 ranks over you, and so can teach you 4 techniques and skills up to 10. For one additional CP point, he can have the master sensei new path technique.

· Sensei [granted]: 1,3 or 5 CP. You must have the instruction skill at least rank 2 and a skill at 3 to have this advantage. You have 1 student per rank in this advantage. They are rank 0 characters and usually don’t follow you on missions.

· Silent Sensei: 2 CP. You are really focused on your teachings, but nothing else. + 3 station (sensei) points, and your glory ranks have 12 cases instead of 10.

· Soul of Lies [granted]: 4 CP. Trained in the lies of Ryoko Owari, you earn a free raise for all your courtier (sincerity) and deceit (lying) rolls.

· Soul of Stories [granted]: 6 CP. Born and raised in the big cultural environment of Ryoko Owari, you earn a number of free raises per day you can use for any awareness based rolls equal to your insight rank.

· Soul of the City [granted]: 8 CP. + 5 station (city) points. 

· Soul of the Green Walls [granted]: 4 CP. Born and raised in Ryoko Owari, you have a free raise for all your hunting and etiquette rolls within the city, and earn the way of the land: Ryoko Owari advantage. 

· Soul of the Spider [inherent]: 2 CP. Daidoji characters only. Your soul is bound to the Great Sea Spider by the Asahina ritual that holds it in peace. You are considered to have the « brash » disadvantage, and if you have it already the TN is increased by 5. All magic attempts to influence or control you are at + 10 TN if the caster is from Ningen-do. You have a free raise for all attempts to resist to poisons and diseases.

· Soul of the Travel’s End [granted]: 6 CP. Your family has a wealthy merchant place in Ryoko Owari, and you start with 20 additional koku.

· Spirit-Binder [granted]: 10 CP. Dragon clan shugenja only. You can cast the summon spell on yourself to fusion the kami with you for one hour. When doing so, you can use the kami once to give you a free raise for one spell you have in innate ability. The spell must be of the same element, and have a mastery level equal or lower to the number of raises you take on the original summon spell. You can also bind the kami to somebody who is a willing target and here when you cast the summon spell. In this case, you can use the entire target’s sense when you want during the duration (one hour), and the summon spell must have been casted with a number of raises equal to the insight rank of the target.

· Storm Legion Member [inherent]: 4 CP. Yoritomo characters only. You are a descendant of the first 12 followers of Kaimetsu-uo, founder of the Mantis clan. You can’t reduce your starting status or glory; you can’t take disadvantages like « black sheep » or take another school than a Yoritomo family one. You earn one rank of social status, + 5 cases of Glory, and any deceit (lying) attempt against you by another Yoritomo character is at + 10 TN.

· Taint Resistance [inherent]: 8 CP, 4 CP for Phoenix inquisitor and Tsukai-sagasu Kuni. You double the time between to taint resist rolls, and the difficulty of those rolls are reduced by 15.

· Tainted Kharma [granted]: 2 or 4 CP. A kansen is attracted to you. For 2 CP he gives you a free raise for a maho spell of your choice and reduces his mastery level by 1. For 4 CP he gives you three spells like the 2 CP version, or one spell with 2 free raises and mastery level minus 3.

· Tamashii: Four winds page 61.

· Teach the Dragon’s Thought: 4 CP. You have a particular approach of a skill. Once per insight rank of a student, you can make an instruction roll TN 25. If successful, the student is granted a free raise for the month when using this skill. + 1 station (sensei) point.

· Veteran General [granted]: 10 EXP. You can buy this advantage more than once, but can be bought only if you have a social position as a general. + 5 station (warlord) points.

· Web of Contacts [granted]: 6 CP. You are in the middle of an important web of contacts, and each time you go in a region of the Empire with a relatively normal population, you can make an awareness TN 20 roll to locate a contact of yours. If you make a success, you found a minor contact with a favorable point of view on you. Raises can improve his influence and point of view.

· Inheritances  [granted]: [variable]: Sometimes, characters of others clans can have an inherited item of another clan, you must double the cost in such cases. Follow a list of possible inherited items:
· Akodo Armor: (3 CP for Lion Characters): Akodo Armor is exceptional quality light armor that grants the wearer a free raise for social interactions with characters that have at least 2 skill ranks in Battle and a + 1 bonus to mass battle rolls. The Way of the Lion technique only ignores half of the armor’s TN bonus.

· Armor of the Twilight Mountains: (5 CP for Boar Characters) This heavy armor grants an additional +3 TN for every rank of Ancestor Devotion the character possesses.

· Black Arrows: On impact, a black arrow explodes into a black cloud of smoke that lasts one hour and affects an area 30 feet large. Note: A black arrow is created by Intelligence/Explosives (Kagaku) at a TN 25, rather than Intelligence/Craft: Mizugusuri.

· Blacksteel Shuriken: (2 CP for Scorpion and Goju Characters): If these shuriken hit their target, they dispel one spell affecting the target and increase by 15 the TN of the next spell cast by the target, unless he/she spends a void point.

· Crow Staff: (2 CP for Monk or Dragon Characters) Once per day, the wielder can summon a crow for a number of rounds equal to their wielder’s void rank. The summoned crow will obey any command, unless the command endangers the crow’s life. 

· Dai-Kyu of Anekkusai: (2 CP for Unicorn Characters) This Dai-kyu has an enhanced bow strength of 5.

· Gihei: (1 CP for Dragonfly Characters) This is a ceremonial bo staff used by monks and shugenja. The wielder may roll an additional die for meditation and theology skill rolls. 

· Golden Frog of Kaeru: 4 CP. No more than 3 per character. Created by the Kaeru family centuries ago, they have been for most of those lost. As long as you carry it with you, you add your Void rank to all skills rolls related to the skills of the frog, shown by the item the frog carry with her: abacus (Commerce), Sword (Kenjutsu) Fan (Courtier), Brush (Calligraphy), Kabuki Mask (Acting), Bow (Kyujutsu), Dagger (Stealth), Torch (Investigation), Tea Cup (Tea Ceremony), Monk Staff (Theology) And Whip (Deceit (Intimidation)).

· Hotei Spices: 1 CP per dose. Raised by Phoenix monks, they give to the food a taste depending of the mood of those who eats it. Excellent for happy peoples, to sand for pessimistic ones.

· Hunt's Helm: (1 CP for Unicorn Characters) This helm grants a free raise on all contested Hunting rolls with non-intelligent characters and an insight rank bonus to attack rolls against such creatures. 

· Ichiro Axe: (4 cp for Badger Characters) An Ono with a damage rating of 1k4 that reduce carapace by two.

· Jade Egg: (1 CP for Crab Characters) A Ninja Ranged Weapon skill roll can throw these small egg-like projectiles (maximum range: 60 feet). On impact, the egg explodes and creates a 5-foot cloud. The cloud is irritating to any living being, requiring an Earth roll TN 10 or the being is blinded for 3 Rounds. The resist roll is increased by 20 for tainted characters and they cannot act for one round, regardless of the resist roll.

· Katana of The Twilights Mountains: (1 CP for Boar Characters) A 3k2 katana that grants a free raise to attack rolls against characters affected by a Kitsu Shugenja’s Ancestral Guidance Technique. 

· Kenku Blade: (7 CP; Special) This katana gives a + 5 initiative bonus and a +1k0 attack bonus to hit non-living targets. The katana may only be granted by a kenku sensei to his/her students.

· Kenshin Saya: (4 CP for Crane Characters) These ornamented saya increase the damage by +1k0 of katana sheathed in them for at least a week. The damage bonus is lost after a full day without being sheathed.

· Kitsuki Powder: 2 CP/dose. Kitskuki magistrates only. When used, this powder reveals all traces of blood and footprint not older than a week. The glowing light created darkens if their any traces of Shadowlands or Shadow taint in the zone covered. Can be created with mizuguri (TN: 30, duration, instantaneous, components: diamond powder, Kiki’s tears, Dreams of the merchant, pearl powder, tea, and some dog fur).

· Kitsune Nagamaki: (2 CP for Kitsune Characters)A Nagamaki with a damage rating of 2k3 that increases the wielder’s TN to be hit by the wielder’s Reflexes trait. 

· Ko’uma Jirushi: 3 CP. A heavy banner symbol of an army. + 15 TN for you to attack and you can use only one hand. Increase your water rank and the one of your general by 1 for tides of battles rolls in mass battle, and grant 2 free raises for all communications attempt within an army.

· Kouken Blade: (4 CP for Phoenix Characters): These katana have a 3k3 damage rating and give the wielder a number of free raises a day equal to the wielder’s school rank for Kenjutsu Skill rolls. These stats only apply if the wielder is residing in the province where the Kouken Blade has been created. If the wielder is still in Phoenix lands, but outside the province where the blade was created, a Kouken blade’s damage rating is reduced to 3k2 and is weakened; however, the blade still grants the wielder free raises for Kenjutsu. If the wielder is outside in Phoenix lands, the blade blade’s damage rating is reduced to 3k1, weakened, and loses the benefit of the granted free raises. Note: When the blade is weakened, the penalty to break the weapon is reduced by five.

· Mizuguri: [variable]. Dragon clan and Agasha characters only. 1 CP for one dose of a TN 20 potion or 2 doses of a lower TN one. 2 CP for one dose of one dose of an higher TN one.

· Ox Blade (Yobanjin Blade: Ox Blade as a skill, 2 CP for Ox clan characters) The 3k2 Ox Blade functions as a Yobanjin Ring Blade, but has an advantage of being longer. Thus, the weapon has the same rules as Yobanjin Ring Blade, but also allows a free raise for horseback attack rolls. This sword has rings on it that are meant to catch an opponent's weapons. When a wielder’s opponent miss the wielder by five or more points in full defense action, the wielder may caught the opponent’s weapon. Furthermore, by making an opposed strength roll, you can break the caught weapon if the wielder wins by more than five for wood weapons, 10 for peasant weapons, 20 for common weapons, 25 for steel weapons. If the weapon does not break, the weapon is only locked for one round.

· Rainbow Cape: 3 CP. Scorpion only. + 1 free raise for stealth and kuji-kiri.

· Reichin's Helm: (2 CP for Hare Characters) This helm increases the TN of maho spells targeting the wearer by five and also increases the wearer’s your TN to be hit by two.

· Sashimono: 1 CP. Short back banner, you can have up to three: clan name, your name or vassal family, family name.

· Second Duty Armor: (2 CP for Dragon Characters) This armor increases the TN of hostile spells targeting the wearer by twice the wearer’s ring (the ring applied is the same as the one the caster used to cast the spell).

· Serenity Lanterns: 5 CP. When lit, the use of Void for any hostile attempt is cancelled if you are in the area of the light.

· Subtlety of Court: 8 CP. One of the 7 original copies of the book of Otomo Madoko. Halve the cost of the emphases and experience cost of courtier and etiquette.

· Tsangusuri: [variable]. Crane clan only. 1 CP for a one use fetish, 2 CP for a multiple use fetish, 4 to 6 CP for a permanent fetish. 

· Tsi Blade: (3 CP for any Bushi Character) A Tsi Blade is either a 4k2 katana or a 3k2 wakizashi that grants the wielder a + 2 bonus to the wielder’s attack rolls if he/she has more than two ranks in the Kenjutsu skill. 

· Tsuke's Revenge: (1 CP for Phoenix Characters) These arrows burn at the tip and deal an additional 1k1 magic fire damage separate to the normal damage. 

· Void Amulet: 6 CP. Phoenix only. You have one additional Void point to use per day.

· White Oak’s Brew: 2 CP/1 CP for Phoenix. One use only. Cast Way to Inner Peave like a rank 5 shugenja with 8 in his water rank and taking 5 raises when drink.

· Wind's Childs: (1 CP for 4 Arrows; Tsuruchi Characters only) These arrows ignore any weather or range related penalties.

· Yobanjin Powder: 1 CP for 2 doses. Phoenix, Tortoise and Mantis only. Can only be used by a shugenja, this powder is used during a spell casting to grant a free raise to the damage. One use per dose. The kami doesn’t like this effect, and the TN of all general spells is increased by 5 for the next 6 hours.

· Demon Armor: (2/3/6 CP Crab Characters): Demon Armor is heavy armor covered with spikes to wound their opponents. To deal damage with the armor, the wearer must make a Agility/ Jiujutsu (Demon Armor) roll against the opponent's TN to be hit.

· CP Demon Armor is classical heavy armor, dealing 2k1 damage.

· CP Demon Armor is large heavy armor, dealing 3k2 damage.

· CP Demon Armor is jade spiked heavy armor, dealing 1k1 damage unless the target is tainted. In that case, the armor deals 3k3 damage.

· Kage-Yakin (Shadow Brand): After Shosuro assumed the identity of Soshi, she taught Scorpion shugenja the secret of the Kage-Yakin. This mystical tattoo is infused with the power of Nothing. Before Oblivion’s Gate, many Scorpion were lost to the tattoo’s effects and turned into ninja. Afterwards, the Scorpion banned the use of this ritual. A Scorpion character may still begin with a Kage-Yakin with a 5 point inheritance advantage (Available only to Bayushi, Shosuro and Soshi characters). Each Shadow brand grants an additional 1k1 to all rolls made in dim light. The exposure of the Kage-Yakin to direct sun light deals 1k1 for each round of exposure. A wielder that gains two Kage-yakin, receives one Shadow point. Furthermore, the Kage-Yakin slowly disconnects the wielder’s connection to void. Thus, a character’s Void rank is limited by the number of Kage-yakin he/she has:

· 1 Brand limits the Void rank at 7

· 2 Brands limits the Void rank at 5

· 3 Brands limits the Void rank at 3

· 4 Brands limits the Void rank at 2

· 5 Brands limits the Void rank at 1
· The Dragon's Ya: (1 CP for Dragons Characters): The following types of arrows are created by a Intelligence/Craft: Mizugusuri roll at TN 25. Any arrow can be used only once and is fragile. To ignorant onlookers, they appear to be classical Ya (Willow Leaf). The following five types of arrows can be created:

· Blue Arrows: On impact, these blue arrows explode and create a 5-foot diameter cloud that puts to sleep anyone failing a Willpower TN 20 roll. Anyone failing the roll is awakened if someone gets too close too them (< 1 foot) or if they are attacked.

· Yellow Arrows: On impact, yellow arrows explode and create a 10-foot diameter cloud that causes a + 10 TN penalty to all rolls for individuals trapped within the cloud.

· Red Arrows: On impact, any red arrow explodes into a raging inferno and inflicts burst damage (3k3 damage) to everything within 3 feet of the initial explosion.

· Green Arrows: On impact, a green arrow explodes, releasing a 3-foot diameter cloud of pollen. Anyone in the affected area must make a Stamina TN 20 roll or is blinded for 1 round.

· Inheritance (Governorship) [Granted]  (8 Points) The administration of a stronghold, village, or city has been passed to you, and you are now responsible for ensuring its safety and prosperity. The mechanical benefits of this Advantage are different from other Inheritance Advantages in that you do not gain a Free Raise on a specific roll. Instead, you lose no Honor for use of the Commerce Skill so long as it involves your governorship, and you roll one additional die on all your Commerce rolls (for a settlement) or Battle rolls (for a stronghold).

· Spirit of Maigo no Musha (5 points) Creatures of Rokugan page 14
· Spirit of Toshigoku (8 points) Creatures of Rokugan page 14 
· Spirit of Yomi (8 points) Creatures of Rokugan page 14
· Half-spirit (5 points): similar to Spirit of Maigo no Musha.
· Medium (5 points): once per day, you can cast commune to contact ancestors like the Komouri shugenja technique.
Disadvantages: 

· Adopted: 1 to 3 CP. You aren’t of the blood of the clan. Your status rank is now of 10 + 5 cases per rank in this disadvantage for the 1st rank, minus 5 per each rank after.

· Alone In This World: 1 CP. You have no family, no inheritance, no land and you will not be allowed to use kharma.

· Bishamon’s Curse: 3 CP. Creatures of Rokugan page 14
· Broken Daisho: 3 or 5 CP. Ronin only. In shame, one of your swords has been broken. A broken wakizashi (3 CP, VD: 0k1) inflict you a + 1 rank in infamy or lower by one rank your glory with samurai. A broken katana (5 CP, VD 1k2) inflict transform your rank into infamy and increase your rank by 1. Those swords have been so broken that unless a master smith reforges them, once reforged they will still show the scars of the reforging, keeping so the infamy penalty and lowering the VD to 1k2 and 2k2.

· Captain’s Wrath: 3 CP. Your commanding officer (Boat’s Captain, Leader Of Bandit Group, Superior Officer in a Military Unit) hates you. He will always choose you for the dirty works humiliate you and try to get rid of you.

· Color Blind: 1 CP. You don’t see the colors. More common among Crane clan.

· Curse: revealed curse: 1 to 5 CP. Hidden curse: 2 to 4 CP. You have been cursed, maybe by a Fortune, and angry kami, kharma debt or a maho spell. Talk with the GM about the character point cost of the curse. The revealed curse version makes the fact you are cursed something peoples can know when they succeed at identifying you with your glory (or infamy). The hidden curse version means you are the only one to know you have been cursed.

· Daikoku’s Curse: 3 CP. Creatures of Rokugan page 14
· Dishonored Sensei: 1 CP. Your sensei has been accused of wrongdoing. You suffer no real penalty, but peoples are suspicious about the teachings he can have given you. You can still train in your school, but the members of your own dojo will always scorn you. Your Glory is considered 5 boxes higher and treated as Infamy for the purpose of people of the same dojo trying to recognize you.
· Dishonored: 3 CP. You cannot take the deathseeker disadvantage. Your glory is considered infamy, but you don’t have the social dice bonus of it, only the penalties. You can’t earn status and are unwelcome in your own clan’s lands. 

· Ebisu’s Curse: 3 CP. Creatures of Rokugan page 15
· Elder: 4 CP. You are past the retirement age. Peoples may think you are actually retired, or try to force you to retire. You must take two raises on all strength and agility rolls, and all skills based on those.

· Enlightened Madness: 2,4 or 6 CP. Shugenja or tattooed monks only. Choose one tattoo (tattooed monks) or element (shugenja, one per rank) when you pick-up this disadvantage in it (if you choose Void, it’s when you use Void points to cast an additional spell or when you use void element spell slots). The power you are gaining is slowly overcoming your soul and mastery. When you use the tattoo or cast a spell of the element, you make a willpower roll (TN 20 for shugenja, TN 15, 20 if 4 CP, 25 if 6 CP for the tattooed monks. If failed, the character loose control for 2 hours. He has no memories of his actions. For tattoos that are always activated, the roll is making every hour. Aggravated version of this disadvantage create madness like: falling in love with somebody, bestiality, brashness, confusion, contemplation, fearful, mad prophet, new personality, regression, remorseful, violence, or changing between all of them.

· Forgotten Training: 7 CP. Clan ronin with a school of their former clan only. You have been on the road so much that you have lost some of your martial training. When you are using a technique or kata related to it of your former clan school, you must make a willpower roll TN 10 + [(level of the technique – 1 or school rank requirement of the kata – 1) X 5] or not being able to use it.

· Fragile: 3 CP. Your body is fragile and has difficulties recovering from wounds. You double the time required to heal, halve the wounds recovered from non-magic treatment and your stamina is consider one rank lower for the time required to heal.

· Fukurokujin’s Curse: 3 CP. Creatures of Rokugan page 15
· Heimin: 8 CP. True ronin only. You can’t be a shugenja. You are born a heimin and took the sword on a dead samurai, and now pretend to be one. You don’t know how to read unless you pay one CP to be literate (maybe because you have been born in the Crane provinces or something) but you can’t have calligraphy as a starting skill. Increasing your rank in high skills cost 2 more CP until you can have a proper training (reducing first the penalty to 1 CP then to 0). All your social rolls with samurai are rolled with 2 less dice. You can’t take social disadvantage: ronin.

· Hohei (private): 6 CP. Bushi only. You have been given a really quick gempukku and been sent to the battlefield just after, before you could master your training. You are a rank 0 character. You don’t have your school technique, school trait bonus or school skills (unless you pay them). You get extra experiences points to pay one rank (or 2 if you have a school with a skill starting at 2) in each of your school skills, to learn your school starting emphases and your school trait bonus. Once you have all of them, you master your rank 1 technique and earn a special 5 experience points bonus.

· Hotei’s Curse: 3 CP. Creatures of Rokugan page 15
· Hunted: 2,4 or 6 CP. Ronin only. You are a criminal hunted by the magistrates. Your glory rank is infamy now. For 2 CP your bounty is of 5 koku. For 4 CP of 10 koku, and you increase your infamy rank by one. For 6 CP the bounty is of 20 Koku and your infamy rank is increased by 2.

· Junshin: 2 CP. Scorpion only. You are an honest Scorpion.

· Jurojin’s Curse: 3 CP. Creatures of Rokugan page 15
· Kitsune Taboo: 1 to 3 CP. Kitsune family members only. To help the hengeyokai to hides among your clan, many Kitsune have take some particular vow spells forcing them to have strange habits, making more difficult to outsider to make the difference between a samurai who undergo such a vow and an hengeyokai in human form. Take a taboo look liking those undergo by hengeyokai under human form for each CP or create a more difficult taboo (care about those under you, never say the whole truth, not meddling with other peoples’ business without being invited, never eating rice, never being with less than 2 peoples, always wait others peoples to have finished to talk to speak…).

· Madness: 1 to 5 CP. You are mad and people know it. Despite your madness you are still able to act in court, but peoples tend to not trust you and you earn dangerous missions. The point value of your madness is up to the GM. This disadvantage is worth one less point for Scorpion of the Bitter lies dojo.

· Moto’s Curse: 2 CP. Moto character only before the destruction of the Dark Moto. You are believed to be cursed and doomed to join the Dark Moto. You are told to have a link with the Shadowlands.

· Mutiny: 2 CP. Your subordinates hate you. For good reasons or not, they want to get rid of you as their officer.

· Nameless One: cost [variable]. Nameless one only. This list is special deformities for Nameless one. Twisted mouth (1 pt, difficulties to talk), ghostly (1 pt, you float a few inches over the ground and have a ghostly aura), slightly deaf (1 pt, + 10 to Perception TN), twisted hands (3 pts, nearly no manual dexterity, can’t use weapons)

· Ninja Legacy: 2 CP. Your parents have been discovered as spies and shinobi. You start with an infamy rank, and on the heritage tables you must reroll all honorable dead results once (if you get an honorable dead result the second time, you can keep it). Scorpion clan characters can reroll dishonorable dead results once.

· Oblivion’s Ritual: 4 CP. You can’t be a shugenja. You are a former shugenja who has done such a crime that the Elemental council has removed all your abilities as a shugenja.

· Old: 2 CP. You have between 30 and 40 years old. You must take a raise on all strength and agility rolls, and all skills based on those.

· Onikage Smell: 2 CP. You have been close to one of the Dark Moto’s undead steed, the onikage. You can’t approach any mortal steed, they get mad around you.

· Outcast: 1 to 2 CP. Badger clan shugenja, former ronin and clan ronin only. You live in shame for something you have done, or some kind of bad reputation. You cannot inherit anything, and your equipment is of poor quality. Your infamy rank is increased by 1 (or glory lowered by 2) for each rank with characters of your former or (for Badger shugenja and former ronin) actual clan.

· Ranshin: 1 to 5 CP. You are a veteran of hundreds of battles, and you are psychologically affected by it. You have seen so much horror that it keep you awake at nights. Once per CP you have in this disadvantage, you make a willpower TN 20 roll under a stressful situation. If you fail, you are confused: your eyes see the void, you strikes around blindly as you are lost in an old battle and not the actual world.

· Scars: 1 CP. You have a series of old scars, who are troubling and impossible to hide. You loose 1 die on all social interactions rolls, 2 dice for deceit (seduction) rolls.

· Thrown out: 1 CP. You have been trained at a famous dojo of the Empire. You gain one rank in the skill "Know the School: your own school". However, you have been thrown out of your school. You may train with a similar dojo, but first you must convince them to take you as a student.

· Touched by the Void: 3 CP. You can use one more Void point for one action once per day. Each time you spent a void point,  all characters within 6 feet of you who have a Void or an Akasha rank are slightly disoriented (they roll one less die for all their rolls for your void rank turns).

· Vassal Family Blood: 1 CP. All vassal family characters start as ji-samurai with 0.5 status instead of the normal 1.0 status. Furthermore, their family mon has a difficulty TN of 25 to recognize from any samurai outside their perspective clan (anyone within the clan has the TN lowered by 10). These samurai are called by the major family name outside of their land and then their vassal family estate name (sometimes the name may be the house name). This disadvantage cost 0 for characters from a vassal family with rules.

· Victim of Darkness: 2 CP (4 for Moto before the destruction of the Dark Moto, 3 after). Your soul is vulnerable to the Shadowlands taint for some reason. When you are earning Shadowlands taint points, you always earn the maximum possible. All your TN to resist acquiring Shadowlands taint are a + 5. All TN to discover you are tainted at + 5.

· Yogo’s Curse: 3 CP. This disadvantage cost 0 and is obligatory for Yogo Characters. It gives you 3 CP if you are an Asako character. Only Scorpion and Asako characters can have it. You are doomed to betray the person the more important to you.

· Spirit of Gaki-do (6 points) Creatures of Rokugan page 15
· Spirit of Meido (8 points) Creatures of Rokugan page 15
· Freed Yokai (8 points). You have a full Shadowland taint rank and the Dark secret: spirit returned from Jigoku (5 points) disadvantage. You have a free raise on all shadowlands lore and low skill rolls. Shadowlands creatures realising what you are will eliminate you.[image: image2.png]
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