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Mechanics

The rules of the dojo have been adapted to the Third Edition rule set and all dojo schools are now granted advantages.  The original rules and dojo backgrounds can be found in the Second Edition rulebooks.  All dojos listed here come from official books and have been adapted by me.  If AEG has a problem with these rules, please let me know.

1.1 Dojo Concepts

Most samurai of the Empire train in a dojo with a sensei.  However, some students train by themselves on the roads, and some by being an apprentice of a wayward master.  The select few who are allowed to train at the most famous dojos in the Empire gain the mastery that smaller dojo cannot hope to impart with their techniques and styles.

1.2 “Training in a Great Dojo” Advantage

Cost: 1 CP 
Rules: You have been trained at a famous dojo of the Empire.  You gain one rank in the skill "Know the School: your own school" and the Disadvantage ”Obligation (1): your dojo".  You also raise your Glory ranks by 5 boxes for the purpose of people of the same dojo trying to recognize you.  All members of a named famous Dojo Gain this advantage for free.

1.3 “Thrown Out” Disadvantage

Cost: 1 CP as a disadvantage.  
Rules: 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 dojo for some reason.  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.

Crab Clan Dojos

Sunda Mizu 

Cost: 2 CP 

Schools: Hida Berserker and Hida Bushi

Rules: You gain a free raise when using the Deceit (Intimidation) skill on Shadowlands creatures and the Lost.  You add your Insight Rank to Hunting and Damage rolls against Shadowlands creatures and the Lost.  

Daishiki's Anvil 

Cost: 2 CP 

Schools: Hida Bushi, Hiruma Scout, Kaiu Engineer and Yasuki Taskmaster.  

Rules: As long you choose a school from this dojo, the "Multiple Schools" Advantage only costs you Current Insight Rank x 2 experience points (instead of the normal x 5 multiplier).  You gain one rank in "Know the School" for every school of this dojo.  

Razor's Edge Dojo

Cost: 4 CP 

Schools: Hida Berserker 

Rules: You gain a free raise for your Deceit (Intimidation) rolls.  Your Awareness based rolls suffer a +5 TN penalty and you can ignore wounds for Earth X 4 instead of X 3 with your Berserker school technique.  

First Strike Dojo 

Cost: 3 CP 

Schools: Hida Berserker and all Hiruma schools outside of the Ancestral Hiruma School

Rules: You gain a free raise for Social interactions with anyone who has more than 2 ranks in Lore: Shadowlands.  You add half (rounded up) of your Stealth skill to your attack rolls, and all of it to the Damage rolls against Shadowlands (nonhuman) creatures.  

Far-Runner Dojo (The Hiruma Scouts can train themselves at Shiro Shinjo, so they can use the Unicorn Clan Dojo)

Cost: 2 CP 

Schools: All Hiruma schools outside of the Ancestral Hiruma School

Rules: You gain a number of free raises equal to your School Rank for Etiquette skill rolls when you are trying to avoid "faux pas".  Increase your Water Ring by your Earth Ring for Movement.

The Kuni Wastelands

Cost: 2 CP 

Schools: Any Kuni School

Rules: Reduce the TN penalty for casting spells in corrupted regions by 5.

Crane Clan Dojos

Kyuden Doji  

Cost: 3 CP 

Schools: Doji Courtier, Doji House Guard, Doji Magistrate 

Rules: You roll an additional die for Perception rolls, and gain a free raise for Social interactions if one of your "Allies" (see Advantage “Allies” pg. 106) is present with you.

The Kakita Dueling Academy  

Cost: 3 CP 

Schools: Kakita Bushi, Kenshinzen and Hoturi's Blade

Rules: Roll an additional die for Social rolls with bushi who have less Glory and an additional die for bushi who have the Iaijutsu skill and have less Insight Rank than you.

Kosaten Shiro 

Cost: 3 CP 

Schools: Daidoji Bushi, Doji Magistrate and Tsume Pikemen

Rules: You may add 3 to your Initiative rolls.

Shadow's Mountain Dojo  

Cost: 2 CP 

Schools: Any Daidoji School

Rules: Gain a free raise for Attacks rolls during the first round of skirmish if the opponent is unaware of the attack.

Asahina War Dojo  

Cost: 2 CP 

Schools: Asahina Shugenja

Rules: You start with Battle (Battle Lore) as an additional starting skill for your School.

Morning Sun Temple  

Cost: 2 CP 

Schools: Any Asahina School

Rules: Once per day, gain a free raise for 1 Awareness based roll.  Shugenja: Also, gain a free raise for Air spells, and gain the Disadvantage Driven (Pacifist) for no character points.

Tsangusuri Daigaku Dojo

Cost: 3 CP 

Schools: Asahina Shugenja

Rules: Add 2 to your rolls to create Tsangusuri.  Gain a free raise for Etiquette rolls.  

Iron Crane Dojo  

Cost: 2 CP 

Schools: Any Daidoji School

Rules: Choose a bugei or high skill among your starting skills; increase your rank in it by one.  You may add your Insight Rank to your Deceit (Intimidation) rolls.

Katogama Dojo  

Cost: 3 CP 

Schools: Doji Magistrate, Doji Courtier, Kakita Bushi

Rules: You gain a free raise for Courtier (Manipulation) and Courtier (Political Maneuvering) when the target is a Crane samurai.  You gain one rank in "Know the School: A Crane clan school other than your own." 

Shizuka Toshi  

Cost: 3 CP 

Schools: Doji Courtier

Rules: You add your Insight Rank to your Courtier rolls with other Doji family members.  You have 2 CP to create an ally (see “Allies” advantage page 106) of any clan.  You can increase this ally’s power by spending more CP.

Blue Chrysanthemum Dojo  

Cost: 4 CP 

Schools: Any Crane Courtier or Bushi School

Rules: You may increase your Lore: Law or your Investigation skill by 2.  You add your School Rank to all Investigation rolls.

Shiro Hanamidoki: see Monk Dojo

Dragon Clan Dojos

Iron Mountain 

Cost: 3 CP 

Schools: Mirumoto Bushi and Mirumoto House Guard

Rules: Your status is considered one to two ranks higher when you are dealing with clan shugenjas and/or monks.  You may add twice your School Rank for Tides of Battle rolls.  

Victory of the Living Sword  

Cost: 3 CP 

Schools: Mirumoto Swordmaster 

Rules: The bushi may choose one of his Lore skills, and add his rank in this skill to all his Iaijutsu and Kenjutsu rolls.  The bonus cannot exceed the bushi's Kenjutsu rank.  

Open Eye Dojo  

Cost: 2 CP 

Schools: Kitsuki Family schools

Rules: Any Deceit (Lying) or Etiquette (Sincerity) attempts against you suffer a TN penalty equal to your Insight Rank.  You may add your Insight Rank to your Perception during skirmishes.

Mountain’s Home 

Cost: 2 CP 

Schools: Agasha Shugenja School before joining the Phoenix; then it becomes the Tamori Shugenja School and Seven Fortunes Monks

Rules: Cooperative rolls have their difficulty decreased by 5.  

Heart of the Dragon  

Cost: 2 CP 

Schools: Agasha Shugenja School before they join the Phoenix, then it becomes the Tamori Shugenja School; Dragonfly Shugenja, Order of the Celestial Wanderer Monks and Seven Fortunes Monks

Rules: You gain a free raise for casting spells and kihos that create or enhance weapons.

Three Order Monks

Cost: 2 CP 

Schools: Three Orders Tattooed Man 

Rules: 

The Order of Togashi (Ise-Zumi): Once per day, choose one of the following skills: Courtier, Investigation or Etiquette.  You gain 2 free raises for using this skill and increase the TNs of the two others by 5.

The Order of Hoshi (Tsurai-Zumi): You may add your Void Rank to Courtier and Etiquette rolls, increase the TN by 10 for your Deceit (Intimidation) rolls.  You may reduce the TNs of meditation rolls by 5.

The Order of Hitomi (Kikage-Zumi): You gain a number of free raises equal to your Void Rank for Deceit (Intimidation) rolls, and can choose to use Deceit (Intimidation) instead of Courtier or Etiquette.  The use of this ability will irritate other people.  You can make one more raise than normal for hand-to-hand fighting.

Welcome Mountain Dojo  

Cost: 3 CP 

Schools: Agasha Shugenja School before they join the Phoenix, then it becomes the Tamori Shugenja School and Seven Fortunes Monk 

Rules: When making a skill roll without the proper Emphasis, you may still make the roll if you had another Emphasis of the same skill by spending a void point.

Kyuden Agasha (This dojo became a Phoenix Dojo after the Agasha joined the Phoenix Clan) 

Cost: 3 CP 

Schools: All Agasha schools 

Rules: You may reduce all honor losses for conducting magical experiments by 2.  You can start with a multi-element spell instead of any other listed spells.

Lion Clan Dojos

The Castle of the Swift Sword  
Cost: 3 CP 
Schools: Akodo Bushi, Akodo (Ikoma) Tactician, Akodo Forward Sentry
Rules: You gain a free raise for Social rolls with members of bushi schools.  You can add your Insight Rank to all Battle rolls.  

Shiro Matsu  
Cost: 2 CP 
Schools: Lion's Pride, Matsu Bushi, Matsu Berserker, Matsu House Guard, Matsu Beastmaster
Rules: With characters of a lesser Status than you, you can use Deceit (Intimidation) instead of Courtier (this is a bully tactic and may gain you Infamy).  When the opposing army has the advantage during the battle turn, you ignore the -5 penalty to your Determination roll in mass battle.

Shiro no-Yojin  
Cost: 2 CP 
Schools: Ikoma Tactician, Ikoma Battle Criers, Matsu Berserker and Matsu Bushi
Rules: You may add 5 to your first Damage roll of any skirmish.  


Honor's Sacrifice
Cost: 2 CP 
Schools: Any Ikoma School.
Rules: You may gain your Honor Rank minus the highest Honor Rank among the people conversing with you in free raises for Social rolls.  

Open Hand Dojo
Cost: 2 CP 
Schools: Ikoma Courtier and Bards
Rules: You gain a free raise for all your contested Awareness and Intelligence rolls against a bushi with less than 4 ranks in Courtier or Etiquette.  You gain the same bonus against shugenjas and courtiers who has less than 4 ranks in his two highest bugei skills.  

Golden Spider Dojo 
Cost: 2 CP 
Schools: Any Kitsu School
Rules: You gain starting skills of Battle Lore and Defense.  If you already have these skills at starting, then increase them by 1.

Bishamon Seido 
Cost: 2 CP 
Schools: Shugenja Kitsu, Lion's Pride
Rules: Once per skirmish, you can add your Strength to one of your Attack rolls.

Kitsu Tombs
Cost: 2 CP 
Schools: Any Kitsu School
Rules: Gain 2 free raises for Social interactions with characters who have an Advantage or Disadvantage affected by the Ancestral Guidance technique (pg.  130).  

Murame Dojo
Cost: 2 CP 
Schools: Ikoma Tactician
Rules: When an opponent misses you, gain a free raise for your next Attack roll against this opponent.
Mantis Clan Dojos

Dojo Raiden
Cost: 4 CP 
Schools: Yoritomo Bushi
Rules: You may gain a 3 pt Minor Allies Advantage for all members of the Dojo Raiden (influence 1/devotion 2).  You have also gain a free raise when using one of the following skills: Commerce, Craft (Weaponsmithing) or Craft (Sailing) 

Great Song Dojo
Cost: 2 CP 
Schools: All Mantis Clan schools
Rules: You may roll and keep an additional die for your Courtier, Etiquette and all Performance skills that employ your voice.  

Goraiku Dojo
Cost: 2 CP 
Schools: Yoritomo Bushi and Storm Legion members
Rules: You may gain a free raise to all Social rolls with Mantis characters and two free raises with male members of the Moshi family and any members of the Hida family.  Once per round you roll an additional die for damage rolls with a Yumi.  

Amaterasu Seido
Cost: 3 CP 
Schools: Moshi Shugenja 
Rules: You may keep an additional die on Social interactions with characters who have more than two ranks in Theology and gain a free raise on spells that create climate effect.  

Tempest Island
Cost: 2 CP 
Schools: Storm Riders and Shugenja of the Yoritomo Family
Rules: You may roll 4 additional dice for Deceit (Intimidation) when you are on or near the sea, and are considered to have Deceit (Intimidation) in such situations, if you do not already possess the skill.  Furthermore, you gain one free raise if your spell affects the sea.


Tsuruchi's Retreat (This is not an adaptation)
Cost: 2 CP 

Schools: All Tsuruchi Family schools

Rules: You may reduce the penalties for shooting a bow in any circumstance by your athletics skill rank.  

Jagged Teeth Cavern Dojo (This is not an adaptation)
Cost: 2 CP 

Schools: Yoritomo Bushi of the Rolling Wave family

Rules: You add your Commerce skill rank to Attack rolls and Deceit (Intimidation) rolls against characters protecting goods and values the pirate is intending to raid.  You start with the Emphasis Commerce (Appraisal).

Phoenix Clan Dojos

Kyuden Agasha (This dojo was a Dragon dojo before the Agasha joined the Phoenix Clan)

Cost: 3 CP 

Schools: Agasha schools

Rules: You may reduce all Honor losses for conducting magical experiments by 2.  You can start with a multi-element spell instead of any other listed spells.  

Eternal Phoenix Dojo  

Cost: 3 CP 

Schools: Shiba Bushi and Shiba Yojimbo

Rules: You gain a free raise with interacting with Shugenja, 2 raises with Phoenix Clan Shugenja.  At the start of a round, you can spend a void point to switch your initiative with one allied shugenja if he/she agrees to the exchange.  This action is done before the Tides of Battle roll.  

Dai-Chikai  

Cost: 2 CP 

Schools: Shiba Yojimbo 

Rules: You can choose somebody you will protect.  Your target and you gain Karmic Tie at rank 3 (pg.  109) 

Gisei Toshi  

Cost: 2 CP 

Schools: All Isawa schools and Elemental Guard 

Rules: You have a number of free raises equal to Insight Rank when making Spellcraft (Research) rolls.  

Shrine of the Path (This is not an adaptation)
Cost: 2 CP 

Schools: Asako Henshin 

Rules: (From the advantage of Way of the Open Hand, you have been trained at the Student of the Path) When you are making a contested Trait or Ring roll, you can spend a void point to use any Trait of the Ring in question original Trait or Ring in the roll.

Scorpion Clan Dojos

Honor's Lesson

Cost: 3 CP 

Schools: Bayushi Bushi, Bayushi Saboteur, Bayushi House Guard

Rules: You may gain one free raise for Deceit (Lying) and Etiquette (Sincerity) rolls with other bushi characters.  If your TN to be hit his reduced, for any reason, to only his armor bonus, your TN is increased by your Perception (this does not apply during duels).  

The Dojo of Lies  

Cost: 2 CP 

Schools: Bayushi Courtier

Rules: You may choose 1 Awareness based skill; you gain +1k0 for it.  Choose an Emphasis of the Courtier Skill.  You gain one free raise towards that skill.

Brother's Gift

Cost: 2 CP 

Schools: Shosuro Shinobi 

Rules: You may add your School Rank to all your rolls against Fear and Deceit (Intimidation) rolls.  You add your Insight Rank to all contested rolls where your opponent uses his Perception trait.

Red Crane Dojo 

Cost: 2 CP 

Schools: Bayushi Bushi and Bayushi Saboter.  

Rules: If your opponent fails a contested Awareness based roll, the TN of all next Awareness rolls from this opponent are increased by 10 for the next hour.  You gain a free raise for all Awareness based rolls against this opponent for the next day.  

Hidden Moon 

Cost: 2 CP 

Schools: Shosuro Shinobi and Shosuro Tejina Shugenja

Rules: You may gain one free raise for Deceit (Lying) and Etiquette (Sincerity) if the opponents have more Status than you do.  If an opponent misses you while making three or more called raises, you gain a free raise to use during your next turn on any rolls against this opponent.  

Bitter Lies Dojo  

Cost: 2 CP 

Schools: Dark Sword of Bitters Lies and Bayushi Bushi

Rules: The TN of your opponents' Courtier and Etiquette rolls are increased by 10 for those who know the reputation of your dojo.  You have 2 free raises for all your Deceit (Intimidation) rolls.

Thunder Dagger Dojo  

Cost: 2 CP 

Schools: Bayushi Bushi and Shosuro Shinobi

Rules: You can add twice your School Rank to your Initiative or Tides of Battle rolls, but if you do so, you reduce all your Damage rolls by your School Rank until the end of the skirmish.  This benefit may only be used once per skirmish.  

Butei Academy  

Cost: 2 CP 

Schools: Shosuro Actor

Rules: You may add twice your School Rank to your Deceit (Lying), Etiquette (Sincerity) and Acting skill rolls.  

First Breath Dojo  

Cost: 2 CP 

Schools: All Scorpion non-advanced schools expect Yogo Shugenja; only members of the Soshi family

Rules: You may sacrifice two of your starting skills to start with any non-Bugei skill at rank 3 with one Emphasis.  It cannot be one of the sacrificed skills.

Whispered Secret Dojo  

Cost: 2 CP 

Schools: Yogo Kuroiban and Yogo Shugenja 

Rules: You may add your Insight Rank to rolls for creating, casting or destroying glyphs and to the Damage they deal.  You may add your Insight Rank to the TN to destroy your glyphs or to resist to their effects.  

The Yogo Towers 

Cost: 2 CP 

Schools: Yogo Shugenja

Rules: You gain a number of free raises per day equal to your Insight Rank for any Perception-based roll.  You gain the Notice Emphasis of the Investigation skill if you pay for at least one rank of Investigation at the character creation.

Kuroiban

Cost: 2 CP 

Schools: Any Scorpion Shugenja school; you will need to have the approval and support of the Kuroiban to train.  

Rules: You may add 4 to all Spellcraft (Maho, Counterspells) rolls against Maho spells and Lore: Maho skill rolls.  

Close Eye Dojo  

Cost: 2 CP 

Schools: Soshi Shugenja

Rules: You may gain 2 free raises for your Deceit (Lying) and Etiquette (Sincerity) rolls to hide a secret.  Increase the TN of all attempts to read your mind by 5.

Unicorn Clan Dojos

Utaku Palace (This is not an adaptation) 

Cost: 2 CP 

Schools: Utaku Battle-Maiden 

Rules: You may add your Insight Rank to your Damage rolls when using a lance.  You can add the Pole arms skill to your starting skills.

Shiro Shinjo  

Cost: 2 CP 

Schools: Moto Bushi, Shinjo Bushi, Shinjo Scout and Hiruma Scout

Rules: You can use the Horse Archery and Yomanri Emphases of Kyujutsu with another Emphasis of the same skill.

Rojin's Wanderers  

Cost: 2 CP 

Schools: Shinjo Scout

Rules: You may gain a free raise for all Hunting rolls, and a second free raise if you use any Emphasis of Hunting.

Gatherer of Winds  

Cost: 2 CP 

Schools: Iuchi Shugenja

Rules: You may gain a free raise to all your attempts to resist Fear, Intimidation or any attempt to make you change your mind.  

Honorable Guard Dojo  

Cost: 2 CP 

Schools: Horiuchi Shugenja and Moto Shugenja 

Rules: You roll an additional die for all your Hunting rolls in the Shinomen, and also all rolls related about this forest and her inhabitants.  You add Lore: Naga and Lore: Shinomen to your starting skills.

The Dojo of the Center  

Cost: 2 CP 

Schools: Khol raider, Moto Bushi, Shinjo Bushi, Shinjo House Guard and Moto Raider

Rules: When using any weapon of the size of a sword (katana, ninja-to, scimitar, wakizashi, etc) you may add your School Rank to your Damage.

The Dojo of the Left  

Cost: 2 CP 

Schools: Jungha Defender, Master of the Horsebow, Moto Bushi, Shinjo Bushi, Shinjo House Guard, Moto Raider and Shinjo Scout

Rules: You may gain a free raise for your Social interactions with other Unicorn samurai.  You gain an additional rank in the Defense skill as a starting skill.

Calm Heart Dojo  

Cost: 2 CP 

Schools: Ide family schools

Rules: Once per day you can re-roll a failed Etiquette roll.  Additionally, you may roll an additional die for Etiquette rolls with members of a Great Clan of your choice.  

Lord of the Death Dojo  

Cost: 2 CP 

Schools: Moto Shugenja

Rules: You start with Deceit (Intimidation).  You add your School Rank to your Deceit (Intimidation) rolls and you gain 2 free raises for contested Etiquette rolls.

.  

Imperial Family Dojos

Yoake Fusheru Dojo: see Minor Clan Dojo

Kyuden Miya (This is not an adaptation)

Cost: 2 CP 

Schools: Miya Herald

Rules: You gain free an Emphasis of Lore: Heraldry of a Great or Minor clan.  You can add your rank in Lore: Heraldry to your Courtier and Etiquette skill rolls with samurai of a clan who you have the Lore: Heraldry Emphasis.  

Kyuden Otomo (This is not an adaptation)

Cost: 2 CP 

Schools: Otomo Courtier 

Rules: If you have an ally (page 106) in the household, all social rolls made in that household are reduced by your Insight Rank.  

Seppun Guest Home (This is not an adaptation)

Cost: 2 CP 

Schools: Seppun Miharu

Rules: You may start with Investigation (Notice) as a starting skill and add your Honor to all your Investigation (Notice) rolls.  

The Hidden Guard (This is not an adaptation)

Cost: 2 CP 

Schools: Seppun Shugenja 

Rules: You gain 2 free raises for casting spells in a discreet way.  

2 Minor Clan Dojos

Yoake Fusheru
Cost: 2 CP 
Schools: Tortoise Clan bushi and Seppun Miharu
Rules: You can choose 2 Low skills; these skills will not cause Honor loss when used in most cases.

Kitsume Mori  
Cost: 2 CP 
Schools: Kitsune Shugenja and True Ronin Shugenja
Rules: You gain one free raise for Social rolls with animals and animals spirits, and all of your starting skills rolls receive a bonus equal to your Hunting and Animal Handling skills (whichever is higher).

The Venom Temple 
Cost: 2 CP 
Schools: Chuda Shugenja
Rules: You may increase your Spellcraft (Maho) by 1 when dealing with a Maho spell.
Fallen Mountain Dojo (in City of the Rich Frog) (This is not an adaptation)

Cost: 2 CP 

Schools: Ichiro Bushi

Rules: You roll a number of additional dice equal to your Strength to resist Fear.  You may gain a free raise for Social rolls to find employment as a mercenary.  

Badger's Home (in the Tsuruchi lands) (This is not an adaptation)

Cost: 2 CP 

Schools: Ichiro Bushi and Tsuruchi Bounty Hunter of the Ichiro family

Rules: You gain a free raise for socials rolls with Mantis bushi.  Different school advantage cost you three points less to join the Tsuruchi Bounty Hunter school.  You may add your strength to your Kyujutsu skill rolls.  

The Vigilant Keep (This is not an adaptation)

Cost: 2 CP.  

Schools: Toku Bushi

Rules: You may roll a number of additional dice to resist attempts to manipulate you equal to your Willpower.  When you re-roll a roll using the "Luck" Advantage, you may add your Willpower to the roll.  

Reichin's Refuge (This is not an adaptation)

Cost: 2 CP 

Schools: Usagi Bushi and Ujina Bushi

Rules: Your Water ring is increased by one for purposes of movement.  You may add twice your Athletics skill rank to your TN to be hit when you are at the Hurt level or lower.

Shiro Morito (This is not an adaptation)

Cost: 2 CP 

Schools: Morito Bushi

Rules: You gain a free raise for the use of the Ox sword.  You add your Strength to your Horsemanship skill rolls.

Kyuden Suzume (This is not an adaptation)

Cost: 2 CP 

Schools: Suzume Bushi

Rules: You gain a free raise for Social interactions with heimin.  You may choose a Lore skill.  You can add your Insight Rank to rolls with this skill.


Hidden Dagger

Cost: 2 CP 

Schools: Tortoise Bushi 

Rules: You may gain a number of free raises equal to your School Rank for Underworld rolls and you start with Stealth as a starting skill.

Monk Dojos

Mountain’s Home: see Dragon Clan Dojo 

Heart of the Dragon: see Dragon Clan Dojo

Welcome Mountain Dojo: see Dragon Clan Dojo

The Temple of Osano-Wo  

Cost: 2 CP 

Schools: All Ronin Shugenja schools and Monks of Osano-wo

Rules: You gain the Emphasis, Theology (Fortunes) if you have the Theology skill.  When you are hit during a fight, it does not prevent you from making the Tides of Battle roll.  You add 3 to your Tides of Battle roll for each hit you have suffered during this fight.  

Mountain's Song Monastery  

Cost: 2 CP 

Schools: Any Monk Order 

Rules: When you are using a Void Point to increase your number of rolled and kept dice (outside of a fight or any attempt to deceive or lie to someone) you add your Ring or Skill Rank (whichever is higher) to the roll.

Shiro Hanamidoki (This is not an adaptation)
Cost: 3 CP 

Schools: Asahina Shugenja and Monks of Four Temples and Seven Thunders

Rules: (from the Advantage of Way of the Open Hand, you have been trained at Brother of the Blossom).  You may gain a free raise for any skill roll for every minute you spend preparing the skill roll, up to a maximum number of free raises equal to your Void ring.  This ability may not be used in combat.  

3 Ronin Dojos

Hidden Tree's Leaves Dojo 
Cost: 2 CP 
Schools: Forest Killers 
Rules: Add your Stealth rank to your Initiative rolls

Yotsu Dojo (This is not an adaptation)
Cost: 2 CP 

Schools: Yotsu bushi

Rules: You may add your Lore: Law to your socials rolls in Otosan Uchi before its destruction.  After Otosan Uchi’s destruction, you may add them to resist Fear.  You may also add your Insight Rank to your Lore: Law and Investigation (Search) skill rolls.

Kitsune Mori: see Minor Clan Dojo

The Temple of Osano-Wo: see Monk Dojo

4 Enemies of the Empire Dojos

Cult of the Red Moon  

Cost: 2 CP 

Schools: Red Moon Maho-Tsukai 

Rules: Gain a free raise for all Spellcraft (Maho) and Lore: Maho rolls.

Kolat  

Cost: 2 CP 

Schools: Any School; you can have another dojo’s training as long it is not another Kolat sect.  

Rules:

Steel Sect: You gain one free raise to Perception rolls to avoid ambushes for each other Steel Kolat within 9 feet.

Silk Sect: Add your Awareness to all Courtier rolls.  

Chrysanthemum Sect: You gain a free raise for Social rolls in the Imperial city, the Imperial Winter Court, or with people who spend most of their time in the Imperial city.

Jade Sect: The TN of all Maho and Shinobi spells (Tejina, Nothing) targeting you are increased by 10.

Coin Sect: You gain two free raises for Underworld rolls.  

Lotus Sect: You gain +5 Insight when you have at least one rank in the Kolat Assassin school.  

Cloud Sect: You may start with Precise Memory for free (page 111).  

Dream Sect: You may start with Anatomy (Torture) and add your Insight Rank to Anatomy (Torture) rolls.  

Roc Sect: You may start with a gaijin language and have a free raise for Social interactions with Gaijin.  

Tiger Sect: You gain a number of free raises equal to your Insight Rank for contested Social rolls against other Kolat members.  

House of the Goju 

Cost: 2 CP 

Schools: Goju Ninja

Rules: You have a 50 % chance of getting a cryptic answer of the Shadow Dragon if you ask him.
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