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1 Mechanics
The skill list presented in this document is a converted kiho list to match the Third Edition rule set from previous rule sets. These kiho are from the unadapted kiho presented in the First and Second Edition rule set. If AEG has a problem with these conversion rules or the information therein, please let me know.
2 Earth Kiho
Purity of Spirit 

Type: Martial / Mushin (Atemi) 

Mastery: 6 

This mushin kiho is one of the most difficult Atemi to master. The kiho resolves around a series of finger movements at the target’s neck or face that deals no damage. Thus, any attack using this kiho requires three raises to hit the indicated locations. If the strike hits the target successfully, the monk must then spend a void point to make a contested earth roll with the target. If the monk wins the contested roll, then the target is considered to be out for the monk’s earth ring rounds. Finally, if the target has contracted the Shadowland Taint, the monk may add the target’s Shadowland Taint rank for the kiho’s duration.
Disrupt the Sixth Harmony (Kuni Secret Kiho) 

Type: Martial / Mushin 

Mastery: 5 

This kiho is born from the Kuni studies concerning the flow of the energies inside tainted beings. Against these tainted beings, this kiho will disrupt the flow of the tainted energies and create a dangerous leak inside the tainted being. Thus, when hitting a tainted being the monk considers all damage dice given a result lower than the monk’s Earth + 4 to be equal to his Earth + 4. If these dice become equal or greater than ten, these dice may not explode. 

Ward against the Darkness (Kuni and Kuroiban Secret Kiho) 

Type: Kharmic 
Mastery: 3 (2 for Kuni and Yogo) 

This kiho helps fortify a monk against the Dark Lord’s touch. As long as the kiho is active, every time an attempt is made to give the monk the Shadowlands Taint by any manner, the monk may roll twice and keep the best result. Even if the monk is not normally allows to roll a resist, the monk can make a raw earth roll to resist. This kiho cannot offer protection against the Shadowlands taint, if the Taint results from action by the individual like maho use. 

Calm of Shinsei
Type: Aiki / Internal 
Mastery: 3 

When the monk needs to make any Intelligence or Perception based skill check, the monk may meditate with this kiho for an answer. For each ten full minutes the monk meditates, the monk earns a free raise up to twice his Earth rank. The monk must be immobile to get these free raises. 

Remember the Mountain 

Type: Aiki / Internal 
Mastery: 4 

As long as this kiho is active, the TN of all spells targeting the monk are increased by the monk’s Earth x 3. Unfortunately, any spells cast by the monk have their TNs raised by the monk’s Earth x 5 and the monk may not make any raises on the spells. 

3 Water Kiho

The Open Hand of Fate 

Type: Kharmic 

Mastery: 7 

The kharmic wheel bonds all souls. This kiho rewards those with a positive kharma and punishes those with negative kharma. If the monk is in full defense, the monk can redirect one attack against him per turn towards any other target within five feet. This kiho deactivates itself, if the monk gets to the out level. This kiho also deactivates itself, if the monk has less than half of his/her void points remaining. 

Gift of the Water Dragon 

Type: Kharmic 

Mastery: 4 

Once per turn, the monk may make an additional attack against opponents in the full defense posture. 

Speed of the Waterfall 

Type: Aiki / Internal 

Mastery: 3 

Although the monk loses 1k0 to all attack and damage rolls when the kiho activates, the monk may double his/her water ring for calculating the monk’s speed. 

Heart of Suitengu 

Type: Aiki / Internal 

Mastery: 3 

When this kiho is active, the monk only needs five minutes of meditation to change a internal or kharmic kiho or can use one action to make the change. Once per day, after a one-hour of meditation, the monk gains a free void point that can be used for kiho activation.
4 Fire Kiho

Thunderstroke
Type: Zanshin / Mystical 

Mastery: 5 

The monk can spend one void point when striking with his bare hands to deal fire k school rank wounds. 

Palm of Fire
Type: Zanshin / Mystical 

Mastery: 4 

The monk can spend a void point when hitting with bare hands to inflict 3k2 to the target and 2k1 to all adjacent peoples. 

Ai Uchi 

Type: Kharmic 

Mastery: 3 

This kiho is based on waiting for the moment when the opponent is truly vulnerable. At the start of the round, the monk must state he/she is going to use this kiho. The kiho then drops the monk’s TN to be hit to five. If the monk is hit by an attack and suffer wounds, he/she can counter-attack before the rolling of the damage by the opponent. The monk hits automatically, but may not gain the effect of raises, except by those given by this kiho. The number of raises gained by this kiho is equal to the number of raises made by the opponent. The monk can make a number of counter-attacks equal to half of his fire rank and not more than once per attack. 

Beginning and End 

Type: Aiki /Internal 
Mastery: 5 

The kiho’s practitioner understands the cycle of rebirth affects everything in the same way, but the mind. Using this kiho allows the monk to rethink all ideas. Hence, the monk may exchange any ranks in two skills the monk has. The downside of this kiho is that the monk is lost in his/her internal world. This effect make the monk have trouble perceiving the external world, increasing by fifteen all TNs to perceive traps, ambushes, and etc. After one night of sleep, the two skills go back to normal.
Sever the Dark Lord’s Touch (Kuni Secret Kiho) 

Type: Mushin / Martial 

Mastery: 4 

This kiho is used against the undead. By striking certain points bare handed, the monk can destroy the target’s link to Jigoku. This kiho cannot be used with any other techniques or special abilities. If the attack roll is successful, the monk may make a contested roll of School Rank/ Fire against the Fire of the target. If the roll is successful, the undead is destroyed. 

Elemental Shock
Type: Kharmic 

Mastery: 6 

Anytime anything gives you a TN penalty, a blindness, a deafness, a paralysis, sleep or any other detrimental effects (except disease or poison) to the monk, the monk can spend three void points to impart retributively the same effect on the person responsible. The target can resist with a contested void roll.
Shatter the Elements
Type: Martial / Mushin 

Mastery: 6 

The monk can spend a void point during an unarmed attack roll to disturb the target’s magical energies. For the duration of the monk’s Fire rank in rounds, the target must make a raw ring check using the ring he/she used to cast a spell, kiho or magical power against a TN of 20 or that magical effect is cancelled unless the target spends a void point. If the magical effect does not have an appropriate ring, the target must make a roll with his/her highest ring.

5 Air Kiho 
The Thunder’s Clap 

Type: Martial / Mushin (Atemi) 
Mastery: 5 

This kiho turns the target deaf for twenty-four hours. Anyone who has been affected by this kiho or has Chi Protection and/or Cleansing Spirit can meditate for one round to cancel this kiho’s effect. Chi protection can cancel this kiho’s effects on another person by making an Intelligence / Jiujutsu (Atemi) TN 15 strike. 

Be the Breeze 

Type: Mushin / Martial 
Mastery: 4 

The character can make an additional unarmed attack per turn against an opponent within six feet of the monk. This attack cannot drop the target below the down status. 

Kawaru Focus 

Type: Zanshin / Mystical 
Mastery: 5 (4 if you are not born in a clan) 

This kiho teaches the basics of Zanshin, as this kiho shows the future of certain items. The kiho’s name comes from the kawaru coins that the heimin use to practice their magic. To use this kiho, the monk must focus on a small object linked to another object and spend a void point. The monk can then sense the general position of the objects and the health of their bearer. For each additional void point spent, the monk can learn one additional piece of information: bearer’s distance from the object, the bearer’s identity (if the monk has met the bearer), the bearer’s wound penalty and the bearer’s general physical and mental state. This kiho lasts for a number of hours equal to the monk’s void rank. 

White Sense (Kuni Secret Kiho) 

Type: Aiki / Internal 
Mastery: 5 

By focusing his chi, the monk can extend his perceptions and sense the undead. As long as this kiho is active, the monk can learn the state (living, dead, undead) of all creatures he seen. After one round of meditation, the monk can sense all undead within ten times the monk’s Air Ring in feet. 

Whisper of the Wind (Order of Tengen Secret Kiho) 

Type: Aiki / Internal 
Mastery: 4 

The air spirits can make a monk’s words lovelier. By spending a void point, the monk gains four additional dice to roll for sincerity and courtier rolls for the next twenty minutes. 

Wind’s Eyes (Order of Tengen Secret Kiho) 

Type: Aiki / Internal 
Mastery: 6 

By spending one void point and making a Void / Meditation (Zanji) TN 15 roll, the monk enters into a trance and mixes his/her senses with the wind. The monk can put his/her senses in any places within six miles per rank in his air ring and can perceive invisible things too indecipherable for humans. For every five minutes in the trance, the monk must make the roll again, in which the TN increases by five. All magical protections cancel this kiho’s effect and draw attention of magical spirits to the kiho’s practitioner. Every damage spell cast near the monk has a fifty percent chance to affect the monk as much as the original target. 

Soul of the Raging Storm 

Type: Zanshin / Mystical 
Mastery: 4 

After being targeted by an attack, before the attack roll is made but after the raises are declared, a monk can spend a void point to increase his/her TN to be hit by ten. This affect also works against spells, increasing the TN of a spell by ten.
6 Void Kiho 
Endless Well 
Type: Zanshin / Mystical 
Mastery: 8 

Does he who touch the depths of the void understand it? The void is everything and nothing at the same time. In understanding the void, the monk can focus his/her chi upon the void to shape an object with the expenditure of a void point. The object must be non-magical and not any larger than ¼ of the mass and volume of the monk. One void point is needed each turn to maintain it in the real world. As long as this kiho is active the monk cannot refresh his/her void points. 

The Power of Nothing 
Type: Zanshin / Mystical 
Mastery: 9 

Once per turn, the monk can spend a void point to re-roll any skill roll or contested roll keeping the best one. If the second roll succeeds the TN by more than ten, the void point is not spent. 

Kharmic Unison 
Type: Kharmic 
Mastery: 5 

At the start of each fight, the monk can designate one person to be under his/her protection. As long as the monk stays next to the charge, the monk can spend a void point to redirect any attack to the charge to him/herself. The monk must declare this action before the roll. If the opponent’s attack roll misses by more than ten, the monk gains a free counter-attack. 

Strike of Silent Waters 
Type: Martial / Mushin 
Mastery: 7 

When striking an opponent with bare hands, the monk can call the spirits of waters to strike a second opponent within 10 feet. By spending a void point, the monk can make an unarmed strike against a target, ignoring armor. If the monk hits and the target is a living creature, the monk may instead inflict damage to another living creature within ten feet. The second target does not need to be seen, but a Meditation (Zanji) / Void roll TN 20 to hit. The monk only rolls unarmed damage to the second target.[image: image2.png]
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