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1 Document Mechanics
The skill list presented in this document is a converted spell list to match the Third Edition rule set from previous rule sets. These spells are from the unadapted spells 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.
1.1 Meishodo Rules
Iuchi and Horiuchi family shugenja may choose to be specialized in the way of meishodo. If this specialization occurs, the shugenja may trade any number of his starting spells for the same number of meishodo charms. Each meishodo must have a charm linked to the spell and a shugenja may not take any of these spells as innate abilities. The number of actions required to cast the meishodo spell is reduced to one, but the shugenja may not declare any raises on the spell. Furthermore, only another meishodo spell can cancel a cast meishodo spell. 
Each time the shugenja learn new spells from his school, he can convert these spells for meishodo charms. No Mastery Level 4 Spell may be converted into a meishodo charm. Only affinities may bypass this restriction.
1.2 Ancestor Rules

Sodan-senzo interact with ancestor spirits in much the same way that traditional shugenja interact with the kami. Just as a traditional shugenja first learns to sense, commune with, and summon the kami, so do the sodan-senzo first sense, commune with, and summon ancestral spirits before ever working with the kami. 

The basic spells of the sodan-senzo use Traits rather than Rings. Each spell has a different base ability. To x cast the spell successfully, the sodan-senzo must roll his Trait plus his School Rank and keep a number of dice equal to your Trait. Your casting TN is 10 plus the spell’s Mastery Level x 5. A sodan-senzo may cast a number of Ancestor spells per day equal to his Honor Rank plus his School Rank plus two.

You can learn and cast other spells normally. If you wish to learn the standard versions of Sense, Commune, and Summon you must learn them normally.
1.3 Multi-Elemental Rules

A multi-elemental spell is considered a spell of more than one element. If the character has an affinity or deficiency for any of the elements involved, these restrictions will apply. When a multi-elemental spell is cast, the caster adds all his applicable rings and divides that number by the present elements (round down). Any free raises or others effects that apply to any elements involved in the spell may be applied to the spell. 

Special: During Clan War, these spells are considered Agasha family secret spells. The Agasha were the first family to explore the multi-elemental magic. However, since this time, the Agasha have shared these spells with others. 
2 Universal Spells

Banish 

3rd Edition Rulebook page 226 

Sense 
3rd Edition Rulebook page 228 

Commune 
3rd Edition Rulebook page 226 

Summon 
3rd Edition Rulebook page 228 

Counter-Spell 
3rd Edition Rulebook page 227 

Importune 
3rd Edition Rulebook page 228 

Detect the Passages (Ancestor) 
Element: all 

Mastery level 3 
Duration: concentration 

Area of Effect: everything in sight 

Range: self 

You can sense all passages to others realms that are in range of your perception. A void roll TN 10 can be used to determine to which realm the passage leads 

Passage through Harmony (Ancestor) 
Element: All 
Mastery level 5 

Duration: instantaneous 

Area of Effect: a passage 

Range: sight 

This spell opens any passage in sight leading to Ningen-do or Yomi. You can take raise to take somebody else through the portal, but people who do not want to go with you can make a contested void roll with you to resist this spell without knowing where the passage lead. Characters with ranks in mortality (Ningen-do control; all human characters have 5 ranks of it) can go back to Ningen-do at will. 

Transformation (Dragon Clan Secret Spell) 
Mastery level 1 

Duration: instantaneous 

Area of Effect: a small object 

Range: sight 

This spell allows you to transform an object’s elements to another element. Count the number of elements in the original item and the numbers in the new one. Reduce this count by one. This count is then the number of raises required to cast the spell. This spell takes 25 minutes per raise to be cast, and is rolled with the lowest ring among all the elements involved in the spell.
Items transformed by this spells keep their quality, and you may need an awareness / craft skill related to create any decorations on it.
Spiritual Scribe (Phoenix Clan Secret Spell, Illusion) 

Element: their is a different spell scroll for each element Air is the most common, void the rarest 

Mastery level 1 

Duration: one hour 

Area of Effect: a short message 

Range: 1’ 

This spell creates a small illusion that can be seen only with the sense spell. This illusion can be one image or a message of less than 500 words that is visible for all the length of the spell, but what is shown can be changed at will during the length of the spell Reduce the TN to cast it discreetly by 5.
3 Earth Spells
3.1 Mastery Level 1: 
Fires from the Forge 
3rd Edition Rulebook page 234 

Jade Strike 
3rd Edition Rulebook page 234 

Elemental Ward (Ward) 
3rd Edition Rulebook page 234 

Tetsubo of Earth (Weapon) 
3rd Edition Rulebook page 234 

Force of Will 
3rd Edition Rulebook page 234 

Speed Growth 
3rd Edition Rulebook page 234 

Earth’s Stagnation 
3rd Edition Rulebook page 234 

Earth’s Touch 
3rd Edition Rulebook page 234 

Strike at the Root 
Duration: 10 rounds 

Area of Effect: One Target 
Range: 20’ 

This spell cut the earth energies in the target, the target may resist by making a contested roll of earth with the shugenja. If the target fails, the target’s earth rank drop to one for all skill rolls based on it.
Paralysis of Earth 
Duration: 6 rounds 

Area of Effect: One Target 
Range: 40’ 

Reduce the target’s initiative by your earth rank.
Know the Ground 
Duration: Permanent 
Area of Effect: 100 cubic feet 

Range: 25’ 

The kami of earth leave the Area of Effect of his spell, weakening the structures, digging a tunnel or preparing a trap (Reflexes TN 20 to avoid to fall, 1k1 damage). This spell irritates the kami of earth and they will keep a grudge against the caster until the shugenja apologizes. 

Bind the Shadows (Crab Clan Secret Spell) 
Duration: One Day 
Area of Effect: One Shadow 
Range: 30’ 

The targeted shadow moves at the will of the caster. This spell has been created to be entertaining. However, someone discovered that if cast on the shadow of the Mujina, the caster controlled the Mujina for insight rank days. Only the dangerous orders for the Mujina will be refused.
Smell of the Taint (Kuni Family Secret Spell, Illusion) 
Duration: One Hour 
Area of Effect: one target 

Range: touch 

The target of the spell creates the illusion of being tainted. All effects detecting the taint detect it with a taint rank equal to his highest ring. If targeted by an anti-taint spell, perception rolls TN 15 to see through the illusion.
3.2 Mastery Level 2: 
Courage of the Seven Thunders 
3rd Edition Rulebook page 234 

Armor of Earth 
3rd Edition Rulebook page 235 

Hands of Clay 
3rd Edition Rulebook page 235 

Tremor 
3rd Edition Rulebook page 235 

Grasp of Earth 
3rd Edition Rulebook page 235 

The Mountain’s Feet 
3rd Edition Rulebook page 235 

Walk without Passing 
3rd Edition Rulebook page 235 

Evocation of the Elements (Ritual) 
Duration: 8 turns 

Area of Effect: a 14 by 14 feet zone 

Range: 60’ 

You can increase the Area of Effect by 7 feet for one raise This spell summon plants to grow and animate themselves to trap the characters within the area They can’t move unless they realize a strength roll TN 10 per action, allowing them to move with a water rank of 1 They can still act as long it doesn’t require leg movement Non-intelligent creatures can hurt themselves struggling 

Presents of Purification 
Duration: instantaneous 

Area of Effect: one item 

Range: touch 

This spell purify from the taint one item of normal or lower quality, food or drink 

Preservation 
Duration: shugenja’s insight rank days 

Area of Effect: one item made of death living tissue 

Range: 5’ 

The target is now protected from decomposition, putrefaction, and everything that could alter his state 

Anvil of the Kami (Tamori Family Secret Spell) 
Duration: instantaneous 

Area of Effect: the caster 

Range: self 

This spell takes one hour of meditation and cost one exp point. The shugenja gains honor rank free raises for the next forge roll.
Touch of the Earth (Tamori Family Secret Spell) 
Duration: One Day 
Area of Effect: one plant (max: small pine tree) who need to have roots in the earth 

Range: touch 

The targeted plant will grow during one day as if it was in a fertile soil.
Tadaka’s Gift (Isawa Family Secret Spell) 
Duration: 1 day 

Area of Effect: two small stones 

Range: touch 

The two stones are now magically linked. The bearer of one knows the health state (ok, wounded, ill, poisoned, and dead) of the other by touching the stone. He also knows if the stone have been lost or if another creature bears it. The bearer of one stone can cast spells like Secrets of the Wind and Reflecting Pool on the other stone without restriction of range. This spell is cancelled if the shugenja tries to create a second pair of stone as their is already one active created by him or if one of the stone have been destroyed 

Rock Blade (Tamori Family Secret Spell, Weapon) 
Duration: 1 minute 

Area of Effect: the caster 

Range: self 

Summon a blade of rock using the katana trait. It’s a normal katana considered magical, ignoring metallic armors and carapace. The blade disappears if the caster makes it leave his hand.
3.3 Mastery Level 3: 
Immortal Steel 
3rd Edition Rulebook page 236 

Benevolent Protection of Shinsei 
3rd Edition Rulebook page 235 

Slash of the Lion 
3rd Edition Rulebook page 236 

Strength of the Crow 
3rd Edition Rulebook page 236 

Earth’s Protection 
3rd Edition Rulebook page 236 

Curse of Stone 
3rd Edition Rulebook page 236 

Shadowed Caress (Shadowed Tower Secret Spell) 
Lotus Book: The Four Winds page 83 

Sanctuary of Ningen-Do (Moshi Family Secret Spell) 
Duration: Concentration 
Area of Effect: a 40’ radius zone centered on the caster 

Range: self 

This spell protects of all climates related effects within the area. This spell exists also in an air version.
Call of the Wild 
Duration: 10 rounds 

Area of Effect: a group of animals 

Range: Special 

This spell summon a group of animals who will accomplish one action for the shugenja during the duration of the spell, as long as their life is not endangered 

Type and number of animals: 

Badger: 1-5 Cats: 1-10 Bats: 2-20 Toads: 2-20 

Horse: 1 Goat: 1- 3 Dogs: 1-5 Deer: 1-4 

Hare: 1-10 Wolves: 2-10 Lynx: 1-3 Panther: 1 

Birds (big size): 1-5 Birds (small size): 3-15 Rats: 3-30 Foxes: 1-5 

Boars: 1-2 Snakes: 1-10 Apes: 1-10 

Will Of the Seven Thunders (Ritual) 
Duration: one hour 

Area of Effect: zone of 5 feet radius + 5 feet per shugenja in the ritual after the first 

Target: The Shugenja 
This spell create a zone wears the water ring is halved for the speed and Shadowland tainted creatures and characters suffers 1k1 per taint rank (rounded up) and per round in the zone. The shugenja cannot do anything as they keep maintaining the spell.
Summon an Earth Spirit 
Duration: 10 rounds 

Area of Effect: One Spirit of Earth 
Range: 10’ 

This spell summon a weak earth spirit that look like a 15 inches samurai made of earth. This is a local kami. He will obey to the summoner as long as this one his respectful He has all the characteristics of the earth element, can carry 5 kg, run 3 meters/ turn and can only talk to his summoner. He can fight with an attack roll of 1k1, damage roll of 2k1 and 25 wounds, and his rings are equal to half of the shugenja’s insight rank. 

Eternal Jade 
Duration: One Day 
Area of Effect: 200 g of jade 

Range: touch 

You can affect 200 g per raise. This rare spell, nearly only know from the Crab clan and the Tensai of Earth, make the jade protected from the Shadowland taint for the whole day. The jade keep his protecting effects for the whole day, allowing to use the jade for a longer time.
Shield of Ikuyo’s Love (Secret Spell of Lady Ikuyo) 
Duration: One Day 
Area of Effect: One Living Target 
Range: Touch 
This spell summons a kami that follow the target, making her feel comfortable. The target roll on additional die for meditation rolls, 2 additional dice to resist to the taint. This spell is cancelled if the target use of the Shadowland powers by any way 

Awakening Of the Crystal (Kuni Family Secret Spell) 
Duration: permanent 

Area of Effect: one crystal item 

Range: touch 

The crystal item targeted must have been left all the day long in the light of the sun, turning it from a normal crystal to a Kuni Crystal.
Armor (Crab Clan Secret Spell) 
Duration: earth rank of the target and insight rank of the caster rounds 

Area of Effect: one target 

Range: 20’ 

The target became resistant as the earth; damage rolls against the target cannot re-roll 10s.
The Ultimate Present (Imperial Families Secret Spell) 
Duration: instantaneous 

Area of Effect: two targets 

Range: touch 

This spell transfers automatically all wounds, poison and disease from one voluntary target to another.
Minor Link (Kuni Family Secret Spell) 
Duration: permanent 

Area of Effect: one target 

Range: touch 

This paralyzes the creature by the cuffs. It must be a tainted creature other than an oni or a Maho-tsukai. This spell took three hours to work. After the end of the 3 hours, the cuffs are ready and will paralyze the target once the cuffs are put on her after a contested roll of the taint rank of the target against the earth of the caster. The cuffs are effective only if they are locked within the 10 minutes after the casting, this can be increased by ten minutes for a raise or a void point 

Major Link (Kuni Family Secret Spell) 
Duration: permanent 

Area of Effect: one target 

Range: touch 

This paralyzes the creature by the cuffs. It must be an oni or a Maho-tsukai. The spell is cast on the cuffs. This spell took 3 hours to work. After the end of the 3 hours, the cuffs are ready and will paralyzes the target once the cuffs will be put on her after a contested roll of the taint rank of the target against the earth of the caster. The cuffs are effective only if they are locked within the 10 minutes after the casting, this can be increased by ten minutes for a raise or a void point.
Jade Katana (Tamori family secret spell, personal creation, and weapon) 
Element: earth 
Duration: caster's earth rank 
Area of Effect: the shugenja 
Range: self 
This spell, a former creation of Tamori Chieko, summons a katana of jade in the hands of the caster. If the blade is not anymore in the hands of the caster, the spell is cancelled. The blade is a 3k3 katana, who inflict honor rank of the caster additional damage dice to roll and keep when striking a Shadowland creature. 
If the caster is targeted by any maho spell or magical effect from a Shadowland creature, he can cancel the effect. In this case, the spell is cancelled. If the shugenja was not in full defense when using this effect, he must be in full defense at his next action.

3.4 Mastery Level 4: 

Tomb of Jade
3rd Edition Rulebook page 237


Wall OF Earth
3rd Edition Rulebook page 237 

Armor of the Emperor 
3rd Edition Rulebook page 236 

Shatter 
3rd Edition Rulebook page 236 

Symbol of Earth 
3rd Edition Rulebook page 236 

Death of Stone 
3rd Edition Rulebook page 236 

Ward of Protection Against Spirits (Ward, Ancestor) 
Duration: one hour 
Area of Effect: a circle of salt or a room, as long as the shugenja can perceive the limits of the zone 
Range: Special 
The spirits (characters and creature with the taint of any spirit realms) must make a contested roll of willpower with the shugenja or being unable to enter the circle. The shugenja must stay in concentration all the duration. 

Jurojin’s Touch 
Same as hand of Jurojin 3rd Edition Rulebook page 247 

Neutralizing Energies 
Duration: earth rank of the caster X 5 rounds 
Area of Effect: create a zone of 5 feet radius centered on the shugenja 
Target: self 
This spell disturb the relation between a shugenja and the kami. When a spell is cast within the area, a contested roll of the element of the spell and the earth of the caster. If the roll is failed, the spell slot of the spell is used and the spell has no effect. 

Essence of Earth 
Duration: 10 rounds 
Area of Effect: one target 
Range: 20’ 
This improved version of Earth’s touch increase both trait of the earth ring (and so the earth ring) by 1. One of the ranks can be increased by 1 more for 2 raises and that as much as wanted as long as the earth rank does not increase more than the void ranks of the target time. The target succeeds all earth rolls not related to the casting of spells, but without any raises of any kind. This spell ends if the target does not have any more contact with the earth (like being in the air because he jumped).

Grasp of Kenro-Ji-In 
Duration: earth rank of the caster hours 
Area of Effect: one target 
Range: touch 
The target slowly sink in the earth with all her possessions, where she can breathe, see and move. She can get out of the earth at any time, and is brought back at the surface when the spell ends. 

Deathly Hand Of Time 
Duration: permanent 
Area of Effect: one item of not more than 9 by 9 feet, and that must not be a Nemuranai or an item in jade, crystal or obsidian 
Range: 20’ 
The item targeted immediate get old and start to rot and be destroyed. If the item has a spiritual importance for the owner, he can make a willpower roll TN 20 to protect it from the spell Otherwise, the item will need fires from the forge to be fixed. 

Whispers of the Earth 
Duration: earth rank of the caster Rokugani hours (120 minutes) 
Area of Effect: a trail 
Range: 20’\ 
This spell make any footprints and others clues of the passage of the target glow, even if a spell have been used to hides them The terrain and the climate have no effect toward this spell You need a physical link to the target of this spell, like hair or a piece of cloth. 

Storm OF Rocks 
Duration: instantaneous 
Area of Effect: one target 
Range: earth rank of the caster X 9 feet 
This spell throw a series of rocks to the target, dealing 3k3 damage + 1k0 per raise. The target can avoid the damage by making an agility + defense roll TN 20 + 5 per raise. 

Way of the Earth 
Duration: earth rank of the caster X 5 rounds 
Area of Effect: one target 
Range: 20’ 
The target see her skin turn dark and grey like stone He earns a carapace level equal to the earth rank of the caster and is immune to ranged weapons This spell’s duration is increase per 2 turn for one raise 

Honor’s Ground (Tamori Family Secret Spell) 
Duration: one minute 
Area of Effect: a mass of stone 
Range: touch 
This spell must be cast on a surface of earth that the caster is in contact with Honorable characters being in contact with this surface have a bonus to their attack rolls, damage rolls and TN to be hit equal to their honor rank. Dishonorable characters have a penalty of 4 at their attack rolls; damage rolls and TN to be hit Characters with any amount of Taint reduce the bonus by 1 and increase the penalty by 1. 

Endurance of the Mountain (Tamori Family Secret Spell) 
Duration: 1 hour 
Area of Effect: the caster 
Range: self 
The shugenja earn a carapace rating equal to his honor rank, unless he already have one or have any Shadowland taint. 

Not this Day! (Unique Use, Unicorn Clan Secret Spell) 
Duration: void rank of the target turns 
Area of Effect: one target 
Range: touch 
This spell require a voluntary target and a drop of his blood used to sign the scroll. The target gets ready to die for her duty and vows. Moto characters going to fight the Shadowland have often used this spell. The target have a bonus to her initiative equal to his void rank, and roll and keep void rank additional dice at his skills and damage rolls. The target dies at the end of the spell. 

Clay Horse (Naka Kurt’s And Isawa Tarkio’s Students Secret Spell) 
Duration: 12 + insight rank of the caster hours 
Area of Effect: one tiny figurine of a clay horse 
Range: touch 
The figurine will be baptized during the casting by the one that will use the figurine. As long as he will carry the figurine, the user will not suffer of fatigue and sleep until the figurine broke or is lost. Each time the spell end, the user must make an earth roll TN 40 (-5 per raise on the creation of the figurine and on the casting of the spell, and – 10 if the figurine have been cook in a good oven of ceramic) or the figurine broke. 

Crystal Dawn (Kuni Family Secret Spell) 
Duration: one day 
Area of Effect: one crystal 
Range: touch 
The strength of the crystal targeted is increased by 1 during the duration of the spell.

Disdain of the Rocks (Tamori Family Secret Spell) 
Duration: one minute 
Area of Effect: the caster 
Range: self 
Once cast the shugenja can, without using an action, call for the kami to protect him from one magical or physical attack. A wall of earth rises from the ground to protect from the attack before taking back his position. The attack is considered successful, but affects the caster only if the roll exceeds the original TN by more than 10. The spell can be used earth rank times during the duration of the spell.

Breath of Battle (Lion Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: all allies of the shugenja at 90 feet 
Range: self 
All the allies of the shugenja affected by this spell have a + 5 bonus for their next mass battle determination roll. This spell also exists as a water spell. 

3.5 Mastery Level 5: 


Earthquake 
3rd Edition Rulebook page 237 

Prison Of Earth 
3rd Edition Rulebook page 237 

Spikes Of Earth 
3rd Edition Rulebook page 237 
Divide into ash 
3rd Edition Rulebook page 237 

Sharing Our Strengths (Ritual) 
Duration: 10 rounds 
Area of Effect: one target 
Range: 60’ 
The target keep an additional die on all his rolls, + 1 per 2 raises, maximum equal to the number of shugenja in the ritual.

Passage into Darkness 
Duration: instantaneous 
Area of Effect: a passage 
Range: sight 
This spell open any passage in sight leading to Gaki-do or Jigoku. You can take raise to take somebody else than you through it, but peoples who do not want to go with you can make a contested earth roll with you to resist. Casting this spell without knowing where the passage leads can open another passage with another realm. Do not forget that characters with ranks in mortality (Ningen-do taint, all humans characters have five ranks of it) can go back to Ningen-do at will. This spell has a mastery rank of four for character with at least one rank of taint 

3.6 Mastery Level 6: 


Kami’s Strength 
3rd Edition Rulebook page 238 

Rise, earth 
3rd Edition Rulebook page 238 

Fraying of Ningen-do or Vapors of Jigoku 
3rd Edition Rulebook page 238 

Kitsune’s caress (Fox clan secret spell) 
Duration: 5 minutes per insight rank 
Area of Effect: one target 
Range: touch 
The target is granted fox abilities, increasing his agility, intelligence and awareness by 1, and rolls two additional dice for hunting, stealth and etiquette (sincerity) and deceit (lying) skill checks. This duration is doubled within a forest. Exist also in an air version.

Crystal Prison (Kuni family secret spell) 
Duration: concentration 
Area of Effect: one target 
Range: 20’ 
This spell only affect creatures with at least one rank of taint or one shadow point, imprisoning it into crystal if the shugenja can see it. This spell take two turns to be cast, during the first one the target make an opposed earth roll against the earth + insight rank of the caster. If the target win, she break the spell and have automatically a better initiative than the shugenja at the next turn, otherwise she is imprisoned at the shugenja’s next action. 
The target is imprisoned until the shugenja stop to concentrate, die or stop seeing the target. The imprisoned creature can use any abilities that do not require any movement. This spell needs a little piece of crystal to be cast.

Disintegration 
Duration: permanent 
Area of Effect: a One by 1 by One cube of minerals 
Range: 20’ 
All the spirits of earth are banished from the minerals targeted, reducing them to ashes. It does not affect Nemuranai, but summoned earth spirits are destroyed. One raise increase by 1 inch each side. 

Jade Form (Crab clan secret spell) 
Duration: 20 minutes 
Area of Effect: the shugenja 
Range: self 
The caster turn his body into pure jade All maho spells have their TN tripled to target the caster, and he is immune to the Shadowland taint. His damage with unarmed attacks are now of earth K earth with 2 additional dice rolled and kept against tainted characters The carapace rating of the character is now 4, 8 against attacks from tainted creatures. 

Wave of Earth (Lion clan secret spell) 
Duration: instantaneous 
Area of Effect: a zone of terrain of Five by 5 by 5 feet 
Range: 40’ 
The shugenja can reshape the Area of Effect of this spell at his will. Unwarned peoples must make an agility roll TN 25 of suffer a 2k2 damage. The effects of the alteration of the land are permanents. The next mass battle roll of the general is increased by 15 

3.7 Mastery Level 7: 


Fist of Earth (ritual) 
Duration: 10 rounds 
Area of Effect: create a rift of 9 feet deep and 9 feet large 
Range: 20’ 
Creates a rift that can have his size increased by 9 feet per raise. All characters next to the rift must make agility + athletics (jump) TN 15 to not fall. The TN is 25 if there was at the center of it when it opened. The rift disappears at the end of the spell as if it never existed. You can increase the duration per five rounds for one raise and reduce it by one turn for one raise. 

Wood prison 
Duration: permanent 
Area of Effect: one target 
Range: touch 
Turn the target into a living tree. The spell can be reversed by somebody knowing it and casting it with a TN increased by five. The target can resist by making a willpower roll TN equal to the earth rank of the caster X 5 (if she succeed, she is now immune to the spell for one week and all spells cast by the caster of wood prison have their TN increased by 5 against her during this time) .

Protection against Oni (ritual) 
Duration: instantaneous 
Area of Effect: one oni 
Range: 20’ 
This spell dissipate the physical form of one oni, the caster needing to see the target. If their is more than one shugenja, they need to make a circle around the target Some energy ray create a storm blue and white who trap the oni and draw his physical essence. The oni must make a contested willpower roll against the addition of all the willpower of the participating shugenja or lost one rank in all his rings. 
The oni is banished to Jigoku if one of his ring is reduced to 0, the oni can break the spell only by winning the contested roll 3 times Each raise on this spell force the oni to re-roll one succeed contested roll. The TN of this spell is reduced by 10 if the casting shugenja knows the true name used to summon the oni. 

Purification (ritual) 
Duration: permanent 
Area of Effect: one target 
Range: touch 
This one hour ritual destroy one Shadowland taint per participating shugenja + one per raise on a willing target (it can destroy all the Shadowland points). All participating shugenja earn one Shadowland point 

Crystal breath of Harike (forbidden knowledge of Kuni Harike) 
Duration: permanent 
Area of Effect: one dead human without any Shadowland or shadow taint 
Range: touch 
The dead body targeted is suddenly sealed into a crystal, and after a number of days equal to the number of the wounds the original character had, the spirit of the samurai is returned to his body who is now a crystal statue of himself. Using this spell is considered badly since the spirit of the samurai is banned for the wheel of reincarnation as long as the crystal body exists. This spell needs a piece of crystal that is fused with the body.

Crystal Samurai 
Fire: 6 
Air: 6 
Earth: 6 
Water: 6 
Void: 0 
Attack roll: 10k6 Damage roll: 9k3 (katana of crystal or hands of crystal) 
TN to be hit: 30 Carapace: 10 (ignored by Nemuranai) 
Wound: 20/ + 10; 40/ + 20; 100/ dead 
Special: combat reflexes, all spells or special effects that would modify the traits and rings of the samurai failed, immunity Shadowland and Shadow taint
4 Water Spells
4.1 Mastery Level 1: 

Bo Of Water (Weapon) 
3rd Edition Rulebook page 245 

Caste Of Water 
3rd Edition Rulebook page 245 

Heart Of Nature 
3rd Edition Rulebook page 245 

Path To Inner Peace 
3rd Edition Rulebook page 245 

Purify Water 
3rd Edition Rulebook page 246 

Reflections Of Pan’ku 
3rd Edition Rulebook page 246 

Reversals Of Fortunes 
3rd Edition Rulebook page 246 

Sympathetic Energies 
3rd Edition Rulebook page 246 

To Move Like Water (Unicorn Clan Secret Spell) 
Duration: one hour 
Area of Effect: one living creature 
Range: 15’ 
The target increases his TN by his water rank + 1 per raise.
…

4.2 Mastery Level 2: 

Heart of mortality 
3rd Edition Rulebook page 246 

Reflective pool 
3rd Edition Rulebook page 246 

Rejuvenating vapors 
3rd Edition Rulebook page 246 

The ties that bind 
3rd Edition Rulebook page 246 

Wave-borne speed 
3rd Edition Rulebook page 246 

Wisdom and clarity 
3rd Edition Rulebook page 247 

Peace of the spirit 
Duration: instantaneous 
Area of Effect: one target 
Range: 25’ 
This spell cancel the effect of one fear effect affecting the target. For one raise and with a range of touch, it can temporary cancel some mental illness or nightmares. 

Blessing of Inari 
Duration: permanent 
Area of Effect: a bowl 
Range: touch 
You fill the bowl with some rice or other basic food, raw and without any additional stuff.

Lesser loom of sleep (3 different spells) 
Duration: instantaneous 
Area of Effect: 90’ radius centered on you 
Range: self 
All the characters in the area are take to Yume-do, their physical body staying where they fall. Characters with Yumeji (taint of Yume-do) or not voluntary are not affected. Characters affected are considered to have half of the mastery of this spell rank in yumeji for the duration of the spell.

The Dance of the Unicorn (Unicorn clan secret spell) 
Duration: 2 rounds 
Area of Effect: a 3’+ 3’ per raise radius zone centered on the shugenja and moving with him 
Range: self 
This spell summon a purifying mist that dissipate all dust, smoke, cloud or poison within the area.

The horse’s muzzle (Unicorn clan secret spell) 
Duration: two rounds + one per raise 
Area of Effect: one target 
Range: 25’ 
The target is now having the nose of a horse, which is only slightly below the abilities of a dog’s nose. The target rolls one additional die + one per raise on all his perception’s rolls where smell can be used.

Summoning of an ally (Crab clan secret spell) 
Duration: 10 minutes 
Area of Effect: one person you personally know 
Range: insight rank X 15 miles 
Nobodies can fight alone, and this spell is used to give alarm and call for help. It allows the caster and the target to talk by telepathy. Any of them can cut the communication at will The TN of this spell is not increased when cast in the Shadowlands.

4.3 Mastery Level 3: 

Bane Of the Scorpion 
3rd Edition Rulebook page 247 

Near To Ice 
3rd Edition Rulebook page 247 

Regrow The Wound 
3rd Edition Rulebook page 247 

Silent Waters 
3rd Edition Rulebook page 247 

Way Of the Still Waters 
3rd Edition Rulebook page 247 

Walking Upon The Waves 
3rd Edition Rulebook page 247 

Behind The Sleep’s Veil 
Duration: one message 
Area of Effect: one target 
Range: unlimited 
You can send a message of one sentence, + 1 per raise to anyone you know He will heard the message the next time he sleep. 

Bamboo Wall 
Duration: 30 minutes 
Area of Effect: a wall of bamboo 9’ in height, 4, 5’ in large (+45’ per raise) and long of water rank X 4, 5’ + 9’ per raise 
Range: 25’ 
This spell summon the spirits of the plants who raise a wall of bamboo from the floor Going through the wall need 3 turns of successful athletics + weapon skill TN 25. The bamboo grows everywhere and becomes extremely weak at the end of the spell, letting peoples break it like paper. 

Summon Water Spirit 
Duration: 1 minute 
Area of Effect: one air spirit 
Range: 10’ 
This spell summon a weak water spirit that look like a 15 inches samurai made of water This one is a local kami He will obey to the summoner as long as this one his respectful He has all the characteristics of the water element, can carry 500 g, run 3 meters/ turn and can only talk to his summoner He can’t fight, and his rings are equal to half of the shugenja’s insight rank He can kill a torch’s flames 

The Soul Drop (Unicorn Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: one item 
Range: 15’ 
This spell summon water to goes into an object to destroy it. It will dilute liquids without raise, destroy items like papers and clothes who absorb water for one raise, destroy dry wood, weak stone or rust a weapon for 2 raises, destroying furnished wood, normal steel or stone will require 3 raises, 4 raises for water-protected wood like the one used on ships, marble, good quality steel Raises can also be take to create spectacular effects 

The Unknown Lightness Of the World (Unicorn Clan Secret Spell) 
Duration: water ranks of the shugenja + his insight rank minutes 
Area of Effect: one target 
Range: touch 
The target suddenly realize the vanity of the world, making a weight she was able to carry weight nothing for her. Heavy armors give no penalty for example.

One + One = One (Unicorn Clan Secret Spell) 
Duration: four + horsemanship of the targeted rider rounds 
Area of Effect: one rider and one mount 
Range: 15’ 
The targeted rider and his mount are not only, meaning they can use for any roll the skills and the trait of one another. Ex: can make a katana strike with the horse agility and the kenjutsu skill of the rider; or the horse can attack with his hooves using the jiujutsu skill of his rider.

Speed Of the Waterfall (Unicorn Clan Secret Spell) 
Duration: water rank of the shugenja minutes 
Area of Effect: one target 
Range: 25’ 
The target count his water rank twice when running from an higher position to a lower one, and roll water rank of the shugenja additional dice for attack and damage rolls when he has his water rank doubled.

Blessings of the Mizu-No-Kami (Unicorn Clan Secret Spell) 
Duration: 10 minutes 
Area of Effect: one person 
Range: 25’ 
The target have two free raises for strength and perception based roll, and consider his water rank to be increased by two for movement. 

Wave (Mantis Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: one target + 1 per raise 
Range: 35’ 
A wave is summoned on the target, dealing 6k3 to her and forcing her to make a contested roll of strength against the water rank of the caster or be pushed away of 15’. A free raise if cast within 0.5 mile of the sea.

4.4 Mastery Level 4: 

Hand Of Jurojin (Former Blessing Of Purity) 
3rd Edition Rulebook page 247 

Sacred Ground 
3rd Edition Rulebook page 248 

Symbol Of Water
3rd Edition Rulebook page 248 

Wall Of Water 
3rd Edition Rulebook page 248 

Within The Waves 
3rd Edition Rulebook page 248 

Breath Of Battle (Lion Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: all allies of the shugenja at 90 feet 
Range: self 
All the allies of the shugenja affected by this spell have a + 5 bonus for their next mass battle determination roll This spell also exist as an earth spell. 

Spirituals Links 
Duration: full concentration + insight rank minutes 
Area of Effect: one item or person 
Range: insight rank miles 
This more powerful version of the ties that bind work same, with one raise for one more mile of range But you can sense a person too, if you have an item linked to the actual person. 

Kharmic Vengeance 
Duration: water rank of the caster rounds 
Area of Effect: one target 
Range: 45’ 
This spell call of the spirits to make the target revive all his bad deeds of the target, which can resist with a willpower roll TN water rank of the caster X 5. If the roll is failed, the target falls into a world of mortification until the end of the spell. The target cannot do anything. The shugenja have no idea of the bad deeds affecting the target. 

Course of Time 
Duration: 1 minute 
Area of Effect: self 
Range: self 
As long as the shugenja stay immobile and mute, he can make the time goes 100 hundred times faster or slower for himself. 

Avoid Fate 
Duration: 10 minutes 
Area of Effect: self 
Range: self 
During the duration of the spell, the shugenja can redirect with his bare hands all melee and ranged attacks against him He must make a water roll TN equal to the TN of the attacker The shugenja must be able to see the attack and he can’t cast any spell during the duration 

Sinking 
Duration: one hour 
Area of Effect: 15’ radius area + 3’ per raise 
Range: 15’ 
This spell create a small air bubble that can goes underwater and move here at the speed of 15 meters/ round If this spell end as the bubble is still underwater, the bubble goes to the surface to explode without danger for the peoples in 

Harmonic Perception 
Duration: 10 rounds 
Area of Effect: 20’ radius area 
Range: self 
The shugenja now can declare his actions after all the characters within the area of action 

Loom Of Sleep (3 Different Spells) 
Duration: instantaneous 
Area of Effect: 90’ radius centered on you 
Range: self 
All the characters in the area are take to Yume-do, their physical body staying where they fall Characters with Yumeji (taint of Yume-do) or not voluntary are not affected Characters affected are considered to have half of the mastery of this spell rank in yumeji for the duration of the spell 

Miya’s Sasumata (Weapon, Imperial Families Secret Spell) 
Duration: 10 rounds 
Area of Effect: self 
Range: self 
This spell create a sasumata that inflict X k X damage where X is the water rank of the caster. This weapon cannot reduce the target under out. If the target is not out by the damage, the spell deals no damage. A character put out by this spell will awake insight rank of the caster hours later 

Yuki’s Blessing (Ritual, Unicorn Clan Secret Spell) 
Duration: look at the description 
Area of Effect: a pool of water 
Range: 35’ 
This spell ice a pool of water to create a bridge of 14’ large and 7’, each raise creating the same amount of ice. The duration is in spring and fall is of 15 minutes if used by riders, 20 if they dismount and lead their mounts by hand, 30 minutes for pedestrians. The duration is divided by 3 on a river, and X 10 if on a lake.

Forget (Scorpion Clan Secret Spell) 
Duration: Special 
Area of Effect: one target 
Range: gaze 
By looking at the target and winning a contested roll of intelligence, the shugenja can erase 10 minutes of memories of the target. He must know what he need to erase, and have a free raise for the contested roll if he lived the 10 minutes needing to be erased. It took 5 seconds to erase, but the target is unable to do anything during 30s, and after that is disoriented (-one die at all his rolls) for 1 minute as he try to reorganize his memories. If the spell fails, the target is disoriented for water rank of the caster rounds, but knows what the shugenja attempted. 

The Shining Shield of Ashim (Unicorn Clan Secret Spell) 
Duration: one hour 
Area of Effect: caster 
Range: self 
Create a shining multicolored shield of one foot large around the caster. Each color offer a different protection: green from a blunt attack, purple from a piercing attack, orange from a cutting attack, indigo from non-elemental magical damage, red from fire damage, blue from ice damage and yellow from electricity damage. This spell will cancel insight rank X 20 wounds of each type. If an effect exceeds this value, the spell is cancelled without reducing the damage. 

Infinite seas (Mantis clan secret spell) 
Duration: concentration 
Area of Effect: one pool of water 
Range: touch 
The caster can know see any point in contact with the pool of water touched by the shugenja within 300 miles like if he was standing on the sea at the wanted point.
4.5 Mastery Level 5: 

Part Water 
3rd Edition Rulebook page 248 

Power Of the Ocean 
3rd Edition Rulebook page 248 

Waves Are Ever Changing 
3rd Edition Rulebook page 248 

Whirlpool 
3rd Edition Rulebook page 248 

Torrential Rain (Ritual) 
Duration: one hour 
Area of Effect: 2 by 2 miles 
Range: self 
This spell summon a powerful rain tempest centered on the caster The visibility is limited to 2 feet and all physicals actions roll 3 less dice. 

Gift Of Sukinjin 
Duration: instantaneous 
Area of Effect: one spell 
Range: 35’ + 5’ per raise 
The shugenja can redirect one spell within range (the target of the other spell), if he have prepared this spell and his action is at the same initiative or earlier than the other shugenja’s and he retarded his action. The shugenja make his roll to cast the spell Gift and then re-roll the roll he made to cast the spell with a TN equal to the original TN of the targeted spell (before raises and penalties) + 10, if this roll is successful the shugenja who cast the targeted spell is now the new target of the targeted spell. This spell can be cast void times per day without using a spell slot for only one raise. 

Master of the rolling river 
Duration: one round 
Area of Effect: one target 
Range: water rank of the caster X 9 feet + 9 feet per raise 
This spell summon a tsunami that hit the target, forcing her to make a strength roll TN equal to the water rank of the caster x 5 or being thrown on the floor. The target is also soaked, suffers a water rank of the caster K water rank of caster damage, and must make an awareness + meditation TN 15 or lost their next action. You can take raise to affect additional targets If their is a pool, river or others water zones, the damage are increased by 2k2 and all effects considers the water rank of the caster to be increased by 2 because the water spirits are mixed in an enormous wave.

Wheel Of Fortune 
Duration: water rank of the caster + 10 rounds 
Area of Effect: one target 
Range: 35’ 
This spell redistribute the rings of the target, who can resist with a willpower roll against a TN of water rank of the caster X 5 Roll a dice On 1-3 the rings move forward one rank clockwise, 4-6 one rank counter-clockwise, 7-8 2 ranks clockwise, 9-10 two ranks counter-clockwise.

Luring Waves (Illusion) 
Duration: 1 hour 
Area of Effect: self 
Range: self 
This spell give the appearance of any creature he ever seen before (expect supernatural ones like the Shadowland or magical like the Ki-rin). The shugenja take all the characteristics of the creature, trading the physical traits but not the mental ones Casting spells in another form can be difficult.

Passage through the Chaos 
Duration: instantaneous 
Area of Effect: a passage 
Range: sight 
This spell open any passage in sight leading to Chikushudo or Sakakku. You can take raise to take somebody else than you through it, but peoples who do not want to go with you can make a contested water roll with you to resist. Casting this spell without knowing where the passage leads can open another passage with another realm.

The Night Ride (Unicorn Clan Secret Spell) 
Duration: water rank of the caster hours 
Area of Effect: one horse 
Range: touch 
The targeted horse will be able to gallop without stopping until the end of the spell or the rise of the sun. The mount will know no fatigue, no rest, no need to stop or eat… However, this spell has no affect upon the rider.

The Marvelous Furoshiki Bag (Unicorn Clan Secret Spell) 
Duration: one day or until being opened 
Area of Effect: one furoshiki bag 
Range: touch 
This spell take one hour to be cast, at the end of it 3’ X 3’ X 3’ (increase all by 1 for one raise) of items are all put in the enchanted bag. His or her weight is equal to zero, and if somebody touches the bag, he will just feel one big item in it. It takes five actions to empty the bag, or the items will be thrown in the air at high speed.

Transparence Of Water (Dragonfly Clan Secret Spell) 
Duration: Three rounds 
Area of Effect: a pool of water 
Range: 15’ 
The TN of this spell is increased by five if the targeted pool of water is not quiet. The shugenja see visions of the future, one + one per raise (but the duration increase by one per vision). 

The Forgotten Way (Naka Kuro’s Students Secret Spell) 
Duration: one day 
Area of Effect: self 
Range: self 
This spell transfers the energy of one element to another. It must be the first spell cast by the shugenja when he wakes up. He is considered to have used all his spell slots of one element of his choice and add a number of spell slots of the chosen element to another element of his choice The shugenja can refill the slot of the 1st element, but not the extra slots. 

The Seed Of Qanon (Unicorn Clan Secret Spell) 
Duration: one hour 
Area of Effect: two willing persons 
Range: 25’ 
This spell create a link between the two targets, sharing their strength and weaknesses The two targets can use the skills of each other like it was theirs. They also can share one advantage or ancestor + 1 per raise As long as the spell is active, the wound suffered by one are shared between each other.

Mastery Of the Iron Book (Shi-Tien Yen-Wang Secret Spell) 
Duration: one minute 
Area of Effect: one target 
Range: 25’ 
This spell calls upon the Lords of Death to judge the acts of the target. A dishonorable target will be in a bad situation. This spell needs one raise to be cast for each honor rank above two. This spell has a free raise if the caster tells a crime the target is guilty of (but the bonus is given only one, whatever the number of spells cast). If the spell is successfully cast, the target will need to take two raises on all his rolls, and all damage-dealing spell will have a free raise if cast by a priest of the Lords of Death. 

4.6 Mastery Level 6: 

Peace Of the Kami 
3rd Edition Rulebook page 249 

Rise, Water 
3rd Edition Rulebook page 249 

Words of the kami 
3rd Edition Rulebook page 249 

Energy Transferences 
Duration: water rank of the caster + 5 actions 
Area of Effect: two persons 
Range: 25’ 
The two targets trade their ranks in one trait choose by the caster. If one of the targets is not willing, she can make a roll of willpower against the water rank of the caster X 5 + five per raise. 

Suitengu’s Embrace 
Duration: permanent 
Area of Effect: one target 
Range: water rank of the caster X 3 feet 
The Fortune of sailors is summoned to fill the respiratory system of the target, in an attempt to drown her. The spell deals 1k1 at the first turn, 2k2 at the second and so on. If somebody helps the target, she can make a willpower TN 15 to return the damage to 1k1 If she succeeds three rolls, the spell stop.

Curse Of the Jackal 
Duration: 10 round 
Area of Effect: one target 
Range: 35’ 
The target must make a willpower TN 20 or end with the mind of an animal (awareness, willpower and intelligence dropping to one, momoku, cannot use most of his skills). You can use one raise to increase the duration by one round, but if you take more than six raises, the spell can become permanent. One raise can increase the TN of the willpower by five; two raises can affect one additional target.

Greater Loom Of Sleep (3 Different Spells) 
Duration: instantaneous 
Area of Effect: 90’ radius centered on you 
Range: self 
All the characters in the area are take to Yume-do, their physical body staying where they fall. Characters with Yumeji (taint of Yume-do) or not voluntary are not affected Characters affected are considered to have half of the mastery of this spell rank in yumeji for the duration of the spell. 

The Dark Caress Of the Kumo (Asahina Family Secret Spell) 
Duration: 6 hours or until being cancelled 
Area of Effect: one pool of water connected to the sea by any way Must be at least covering 100 feet of water 
Range: 35’ 
This spell summons an avatar of the Great sea spider, who is controlled by the shugenja. The Asahina need to make a contested willpower roll at each order he gave to the spider to make her do it. A failed roll will see the spider doing the order in a wrong way, but cannot attack the shugenja or his allies as long as they do not attack her. If they attack the spider, the spell is broke and the avatar will try to destroy all he can. The shugenja can cancel the spell by making a contested willpower roll, with a two dice bonus if he still controls the spider. This spell can also be cast to banish the spider, by a contested willpower roll with four additional dice if the spider is not controlled If controlled it is a contested willpower roll with the other shugenja. 

Suitengu’s Wrath (Mantis Clan Secret Spell) 
Duration: one hour 
Area of Effect: one storm 
Range: 4500’ 
This spell must be cast within 10000’ of a big water surface, creating a 4500’ diameter monsoon. The damage deals by it are insight rank K insight rank. This spell exists as an air spell too. 
4.7 Mastery Level 7: 

Breast Of the Mist (Ritual) 
Duration: 2 hours Rokugani (120 minutes each) per shugenja 
Area of Effect: 9’ by 9’ and deep of 2’ 
Range: 45’ 
This spell turn the Area of Effect into a swamp, trapping those who was in the area or try to go through it. The Area of Effect increases by 2’ by 2’ in size for 1 raise or 2’ for 4 raises. A perception + hunting (trailblazing) TN 20 are required to notice the zone. Those who are trapped in the swamp must calm their mounts [awareness + animal handling (horses) or horsemanship] before being able to try to leave the zone It take 8 turns to an human on feet to walk 9’, minus one per successful strength + athletics TN 15 roll or raise on such a roll.

Strength Of the Kami 
Duration: instantaneous 
Area of Effect: one target 
Range: touch 
This spell purify the target, cleaning all poisons, diseases (expect the taint) and healing all the wounds. All imperfections of the body are corrected It can be used only once per d ay. 

Kharma (Ancestor) 
Duration: instantaneous 
Area of Effect: one dead person body, dead less than a week ago 
Range: touch 
This spell take one hour to be cast. You call upon the fortunes and especially Emma-o to bring back the soul of the departed. If the soul and the fortunes accept it, the soul is reincarnated in the body of somebody related to the one who died, having the same traits, advantages and disadvantages (expect the Void, who is reduced by two. If the void rank is of two or less, reduce two rings by one instead). The new character will be of any school available to his clan, the Shadowland taint and shadow point are kept Random roll for the new body: 
01-50: same clan, same family 61-70: same clan, another family 71-80: other clan 
(other clan: 01-20: Lion ; 21-40: Crane ; 41-55: Crab ; 56-65: Unicorn ; 66-75: Scorpion ; 76-85: Phoenix ; 86-95: Dragon ; 96-00: Mantis If Imperial, stay imperial Can join a Minor clan or be a ronin if they want) 81-90: minor clan 91-95: Imperial families 96-99: special 
(special: 01-75: vassal family of any clan, 76 +: ronin) 100: nonhuman
5 Fire Spells
5.1 Mastery Level 1: 

Biting Steel 
3rd Edition Rulebook page 238 

Burst 
3rd Edition Rulebook page 238 

Extinguish 
3rd Edition Rulebook page 238 

The Fires That Cleanse 
3rd Edition Rulebook page 238 

Fires Of Purity 
3rd Edition Rulebook page 239 

The Fury Of Osano-Wo 
3rd Edition Rulebook page 239 

Ignite 
3rd Edition Rulebook page 239 

Katana Of Fire (Weapon) 
3rd Edition Rulebook page 239 

Purity Of Shinsei 
Duration: instantaneous 
Area of Effect: one spell 
Range: 50’ 
This spell cancel one spell or spell like effect cast by a non-human creature. It can cancel a Nezumi spell or an oni magical effect. The TN of this spell is increased by the TN of the effect targeted. If not it depend of the GM but a spell like effect of an oni is 25. 

Last Blessings (Crab Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: one willing target. 
Range: touch 
This spell kill the target, but purify her from the taint and protect her to come back as an undead. A failure during the casting of the spell turns the target into a ghost. 

5.2 Mastery Level 2: 

Aura Of Flame 
3rd Edition Rulebook page 239 

The Fires From Within 
3rd Edition Rulebook page 240 

Hurried Steps 
3rd Edition Rulebook page 240 

Inferno’s Tooth 
3rd Edition Rulebook page 240 

Speed Of the Flame 
3rd Edition Rulebook page 240 

Tail Of the Fire Dragon 
3rd Edition Rulebook page 240 

Touch Of the Fire Kami 
3rd Edition Rulebook page 240 

Amaterasu / Yakamo’s Blessing 
Duration: 1 minute 
Area of Effect: a zone. 
Range: self 
This spell creates a ball of light illuminating like a midday sun. The duration can be increased to 5 minutes with one raise, 15 minutes with 2, 30 minutes with 3, 1 hour with 4, 3 hours with 4, and 1 day with 6 and one month with seven. 

Essence Of Fire 
Duration: one strike 
Area of Effect: two willing target duelist 
Range: touch 
This spell cast on two willing duelist cancel all effects that could be used in a duel, making the duel to be based only on the pure traits and skills. This spell is rarely used, but cost honor when refusing to have it cast on you because you are admitting a weakness. The two targets are covered in flames. 

Dance Of the Fireflies (Moshi Family Secret Spell) 
Duration: Three rounds per insight rank. 
Area of Effect: a little tornado orange-red of 25’ diameter. 
Range: 12’ 
This spell summons a little tornado that ask for a willpower roll TN 10 or being immobilized if stuck in it. Casting a spell within the tornado, need a concentration check TN 10 (willpower)? Creatures needing sight roll one fewer die for attack and defense rolls, and their TN is reduced by five. Two raises are needed to target with ranged attacks creatures within the tornado. Creatures immune to fire or with an earth > 3 are immune to this spell. 

5.3 Mastery Level 3: 

Breath Of the Fire Dragon 
3rd Edition Rulebook page 240 

Burn The Mind 
3rd Edition Rulebook page 240 

The Fist Of Osano-Wo 
3rd Edition Rulebook page 240 

Heart Of the Inferno 
3rd Edition Rulebook page 241 

Hungry Blade 
3rd Edition Rulebook page 241 

Waiting Flame 
3rd Edition Rulebook page 241 

Light Of the Morning Sun (Ritual) 
Duration: instantaneous 
Area of Effect: one creature + 2 per shugenja in the ritual. 
Range: 25’ + 9’ per shugenja. 
This spell can be only cast in outdoor, during the day. It opens a passage through clouds to let the sunshine on the targets. They suffer 2k2 damage if they have at least one rank of taint and suffer a fear 2 effect. 

Summon A Fire Spirit 
Duration: one minute 
Area of Effect: on fire kami 
Range: 10’ 
This spell summon a weak fire spirit that look like a 15 inches samurai made of flame. This is a local kami. He will obey to the summoner as long as this one his respectful. He has all the characteristics of the fire element, can run 7.5 meters/ turn and can only talk to his summoner. He can fight (attack roll 1k1, damage roll 2k2), and his rings are equal to half of the shugenja’s insight rank. Water deals damage to him. 

Isawa’s Furnace 
Duration: 1 minute 
Area of Effect: one item. 
Range: 25’ + 1’ per raise. 
This spell is a variant of ignite and inferno’s tooth. The item start to burn and is destroyed quickly, dealing 3k3 damage to the peoples in contact with the target. 

Fire Wings 
Duration: 2 minutes. 
Area of Effect: one target 
Range: touch. 
The arms of the willing target are turned into fire wings that let him fly at a speed of a water ring equal to 1.5 X caster’s fire ring. The character can carry what he normally carries without efforts + 15 kg per raise. 

Evil Ward (Ward) 
Duration: one day 
Area of Effect: 30’ radius + 30’ per raise. 
Range: touch 
This spell is mastery 1 for members of the Yogo Shugenja School. The shugenja write a magical symbol on an immobile surface, all characters with at least one rank of taint entering the area of effect centered on the symbol suffer a 5k5 damage per minute in the zone. 

The Burning Sands (Ritual, Unicorn Clan Secret Spell) 
Duration: fire rank of the caster minutes 
Area of Effect: a wall of fire of 15’ long and 7’ high. 
Range: 30’ 
This spell summons a wall of fire, which can increase by 15’ long, 7’ high or one minute for one raise. Everything touching the wall suffers 3k2, raise increasing the dice either rolled or kept by 1. You cannot keep more additional dice than the number of shugenja casting the spell. 

Heaven’s Fire Breath (Dragon Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: one target
Range: 15’ 
You breath fire, dealing 2 X fire rank wounds to the target + 1k1 per honor rank under 5 (reduce the honor rank of the target by 2 for this spell if his is tainted, minimum 0). 

Matsu’s Rage (Lion Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: 35’ radius centered on the shugenja
Range: self 
All persons within the area of effect have a free raise for their next attack roll during the day. Used in battle, he gives a + one bonus to the next determination roll. 


5.4 Mastery level 4: 

Death Of Flame 
3rd Edition Rulebook page 241 

Fire Walking 
3rd Edition Rulebook page 241 

Light Of Yakamo / Amaterasu 
3rd Edition Rulebook page 241 

Symbol Of Fire (Ward) 
3rd Edition Rulebook page 241 

Wall Of Fire 
3rd Edition Rulebook page 241 

Blessing Of Osano-Wo 
Duration: fire rank of the caster X 5 minutes 
Area of Effect: one fire. 
Range: 60’ 
The targeted fire cannot be extinct without the use of a water spell that will have no other effects than extinct the fire. 

Wrath Of Fire 
Duration: instantaneous 
Area of Effect: 250 meters square 
Range: 40’ 
Create a big fire in the area of effect that cannot be cancelled without using magic. 

Wrath Of Osano-Wo 
Duration: instantaneous 
Area of Effect: one target 
Range: 25’ + 5’ per raise. 
Create a flame arrow leaving the hands of the caster to hit the target, dealing fire k fire damage then 1k1 per turn until the target spend one action extinguish the flames. The arrow can be dodged with an agility + defense TN 15 + insight rank X 5. 

Amaterasu / Yakamo’s light 
Duration: fire rank of the caster rounds 
Area of Effect: one target 
Range: 30’ 
The target shine of the light of the sun and is not affected by wound penalties for the duration of the spell. 

The eyes of the Phoenix 
Duration: fire rank of the caster actions 
Area of Effect: one target 
Range: 25’ 
A fire burn on the eyes of the target, not hurting her but blinding her. The duration can be increased by one action for one raise, and reduced by one action for a void point from the target. 

Flames of the goddess (Moshi family secret spell) 
Duration: 10 turns 
Area of Effect: one fire (at least fire camp) 
Range: 25’ 
This spell summons some fire spirits from the fire that will obey to the shugenja. Those spirits are immune to normal weapons but vulnerable to water (20 liters will destroy them) and burn everything they touch (fire rank of the caster k fire rank damage). Each raise summon another spirit who act independently of the others. They obey at simple orders. 

Keeper of fire (Phoenix clan secret spell) 
Duration: insight rank days 
Area of Effect: one item, max 500 pounds. 
Range: touch 
The targeted item is now covered by a fire kami that can be detected with the sense spell. The shugenja can touch it and feel it others peoples suffer fire rank K fire rank on 3’ around the item. The item is protected. This spell can also be cast on doors. 

Vengeance (Isawa family secret spell) 
Duration: 24 hours or until activation. 
Area of Effect: the shugenja 
Range: self 
As long as this spell is active, the shugenja glows of a red aura. If he is killed, as this spell is active, his body explodes inflicting 10k10 to everyone within 60 feet. This attack is of pure magic (not fire damage). This spell can be cancelled at will, even just before the death. 

5.5 Mastery Level 5: 

Burn The Soul 
3rd Edition Rulebook page 242 

Ever burning Rage 
3rd Edition Rulebook page 242 

Follow The Flame 
3rd Edition Rulebook page 242 

Strike Of Osano-Wo (Former Chasing Osano-Wo) 
3rd Edition Rulebook page 242 

Wrath Of Amaterasu / Yakamo 
Duration: instantaneous 
Area of Effect: everybody that can see the flash 
Range: self 
This prayer to the sun create a flash of light that force all who can see it to make a reflexes roll TN fire rank of the caster X 5 or be blind. Blind people rolls fire rank of the shugenja less dice, this penalty decreasing by 1 per minute. 

Fires Of Destruction 
Duration: instantaneous 
Area of Effect: one target. 
Range: 40’ 
This spell creates a fireball that deal 5k5 to one target. Every person within 9’ of the target if they miss a reflexes + defense roll TN 20 and the shugenja suffer half of the damage inflicted to the target. The fireball will be stop by any obstacle on the way, inflicting the damage to it. 

Passage Through Death (Ancestor) 
Duration: instantaneous. 
Area of Effect: a passage 
Range: sight 
This spell open any passage in sight leading to Meido or Toshigoku. You can take raise to take somebody else than you through it, but peoples who do not want to go with you can make a contested fire roll with you to resist. Casting this spell without knowing where the passage leads can open another passage with another realm. 

Kuro’s Fire (Secret Spell Of Naka Kuro’s Students) 
Duration: instantaneous 
Area of Effect: one target per fireball 
Range: 45’ 
Create one fireball + one per void spent each inflicting fire K rank damage and cannot be dodged by any means. 

Agasha’s Fury (Agasha Family Secret Spell) 
Duration: instantaneous 
Area of Effect: one item 
Range: 100’ + 10’ per raise. 
Similar to ignite, Inferno’s tooth, and Isawa’s furnace this spell makes an item burn. The wearer must make a contested roll of water against the fire of the caster. If the roll is failed, he suffers 8k8. Only the most powerful Nemuranai are protected against this spell. 

Bright Disdain (Dragon Clan Secret Spell) 
Duration: one minute 
Area of Effect: the caster 
Range: self 
Once cast the shugenja can, without using an action, call for the kami to protect him from one magical or physical attack. A wall of flames rises from the ground to protect from the attack before taking back his position. The attack is considered successful, but for a melee attack, the attacker suffers 3k3 before rolling his damage, for a ranged attack it has no effect and for a spell, the damage dealt by it keep three less dice (minimum 1). The original caster can spend a void point to keep all his dice. The spell can be used fire rank times during the duration of the spell. 


5.6 Mastery Level 6: 

Hutchie / Tusk’s Call Of Heaven 
3rd Edition Rulebook page 242 

Rise, Flame 
3rd Edition Rulebook page 242 

Tempest Of Fire 
3rd Edition Rulebook page 243 

The Eye Of the Sun 
Duration: instantaneous 
Area of Effect: one target + 1 per raise. 
Range: 15’ + 1’ per insight rank. 
This spell blinds for one round the targets, and inflict them 1k1 damage if they have at least one taint point. 

6 Air Spells 
6.1 Mastery Level 1: 

Way of Deception (Illusion) 
3rd Edition Rulebook page 229. 

Light of Lady / Lord Moon 
3rd Edition Rulebook page 229. 

Cloak of Night (Illusion) 
3rd Edition Rulebook page 229. 

Nature’s Touch 
3rd Edition Rulebook page 229. 

Wind-Borne Slumbers 
3rd Edition Rulebook page 229. 

Tempest Of Air 
3rd Edition Rulebook page 229. 

Quiescence Of Air 
3rd Edition Rulebook page 229. 

Yari Of Air (Weapon) 
3rd Edition Rulebook page 230. 

Pan’ku’s Creation (Illusion) 
Duration: 1 minute 
Area of effect: one illusionary item 
Range: 10’ 
this spell creates a small illusionary item of maximum 3 m3. The illusion is not mobile or animated, and all tentative to touch it will reveals his illusionary nature. Peoples can detect that it is an illusion by making a perception roll against a TN equal to the air rank of the caster X 5. This spell cannot create the illusion of an empty space. 

Pierce The Shadows 
Duration: 10 turns 
Area of effect: one zone of shadows. 
Range: self 
This spell increases by 5 + 5 per raise the TN to notice and hit with a ranged weapon the shugenja unless he is close to you. F

Cryptic Cipher (Imperial Shugenja And Kuroiban Secret Spell, Illusion). 
Duration: permanent 
Area of Effect: one scroll 
Range: touch 
Targeting the scroll, the shugenja must write a message and the real name of the person (or group) he wants to read the secret message. For all others targets, the message will be invisible. Reflects of Pan Ku will tell that there is something hidden, but 4 raises are necessary to pierce the illusion. 

Reveal The Darkness (Soshi Family Secret Spell) 
Duration: 5 rounds. 
Area of Effect: perception. 
Target: self 
You can know detect all characters having shadow points, or even shadow traces (like Shadow Brands or Nameless one...). 

Detect The Wards (Yogo Family Secret Spell, Ward) 
Duration: concentration 
Area of Effect: 100’ radius 
Target: self 
The caster is now able to sense all wards spells and kiho within range and detect their effects and the caster’s insight rank. 

The Wind’s Whim (Crane Clan Secret Spell) 
Duration: 5 turns 
Area of Effect: the shugenja 
Range: self 
The next ranged attack targeting the shugenja is redirected to any target within 30’. The target will be automatically hit, unless a special technique is used. Use a contested roll of air rank in this case. 

Winter’s Touch (Crane Clan Secret Spell) 
Duration: until release. 
Area of Effect: the caster’s hands 
Range: self 
The next unharmed attack of the caster deals an additional 2k2 damage of cold. 


6.2 Mastery Level 2: 

Hidden Visage (Illusion) 
3rd Edition Rulebook page 230. 

Whispering Wind 
3rd Edition Rulebook page 230. 

Secrets Of the Wind 
3rd Edition Rulebook page 230. 

Benten’s Touch 
3rd Edition Rulebook page 230. 

Call Upon The Wind 
3rd Edition Rulebook page 230. 

Echoes Of A Breeze 
3rd Edition Rulebook page 230. 

Mists Of Illusion (Illusion) 
3rd Edition Rulebook page 230. 

Intangibility 
Duration: 5 turns 
Area of Effect: the shugenja 
Range: self 
The shugenja became intangible like a ghost and can go through solid object at the speed of 30 cm per round. Objects going faster than he does (katana strike) hit him as if he was solid. 

Call The Bird 
Duration: earth rank of the caster days. 
Area of Effect: a bird 
Range: self 
A bird appears in 1D10 actions after the casting of the spell. He will do one order the shugenja will give him during the duration of the spell, as long as it does not endanger him. 

Look Into The Soul 
Duration: instantaneous 
Area of Effect: one target 
Range: in sight. 
This spell gives you the rings and traits of the target. The shugenja learns the highest and the lowest ring of the target, and the corresponding traits (but not the void). Raise give the next highest ring, until all rings have been given expect the void, then the raise can give the Void rank and the number of void points left. 

Wind’s Wisdom 
Duration: one turn 
Area of Effect: one target 
Range: 90’ 
This spell ask the air spirits about a target, giving one ring, one trait, one advantage or one disadvantage of the target. 

Breath Of Osano-Wo 
Duration: one turn 
Area of Effect: a zone of 15 feet around the shugenja. 
Range: self 
The shugenja breathe a wind that push back all ranged attacks entering the area of effect. The shugenja can also send back one projectile + 1 per raise but the chance of hitting somebody with such a projectile is small, expect in a battle. Using of this spell during a battle round give a + 1 for the next resolution roll. 

Nature’s Eye (Unicorn Clan Secret Spell) 
Duration: concentration 
Area of Effect: one living non-intelligent non-magical creature. 
Range: as long as you can perceive the creature. 
Target a creature you know to be around, you can use her senses during the duration of the spell. You own body is lifeless unless to a big stimulus. 

Weight Of the Heavens (Scorpion Clan Secret Spell) 
Duration: instantaneous 
Area of Effect: one flying target 
Range: 200’ 
The target lost her ability to fly until touching the floor. 

Kanosei’s Blessing (Kanosei Furudera Order’s Secret Spell, Illusion) 
Duration: 6 hours 
Area of Effect: one target 
Range: touch 
One hour for each raise for duration. The target will look like to anybody to be an inoffensive member of the same cast as them, even changing the accent, body language and signs to fit the character. 

6.3 Mastery Level 3: 

The Eye Shall Not See 
3rd Edition Rulebook page 231. 

Mask Of the Wind (Illusion) 
3rd Edition Rulebook page 231. 

Forgotten Murmurs 
3rd Edition Rulebook page 231. 

Wisdom Of the Kami 
3rd Edition Rulebook page 231. 

Essence Of Air. 
3rd Edition Rulebook page 231. 

Summon Fog 
3rd Edition Rulebook page 231. 

Summon Air Spirit 
Duration: 1 minute 
Area of Effect: one air spirit. 
Range: 10’ 
This spell summon a weak air spirit that look like a 15 inches samurai made of wind. This one, a local kami, is invisible. He will obey to the summoner as long as this one his respectful. He has all the characteristics of the Air element, can carry 250 g, run 30 meters/ turn and can only talk to his summoner. He cannot fight, and his rings are equal to half of the shugenja insight rank. 

Testimony Of Shorihotsu 
Duration: instantaneous 
Area of Effect: another shugenja. 
Range: in sight 
This spell allows you to enter in phase with the energies another shugenja his summoning when casting a spell. You learn the name and effects of the spell. If you take raises, you can learn the element of the spell (since some school can change the element of a spell), the school and clan of the shugenja, the target of the spell, the duration and some specific information. The TN of this spell is increased by 5 for each mastery rank of a spell over 3. 

Winds Of Murmurs 
Duration: instantaneous 
Area of Effect: one target 
Range: 50’ 
This spell allow to learn if the last words of somebody was a lie or not. This spell does not say the target is a liar if she really believes what she is saying is the truth. The target can resist with a contested roll of her intelligence against your awareness. 

Gift Of the Wind 
Duration: air rank of the caster + 3 actions 
Area of Effect: one target 
Range: touch 
Turn the target invisible, as long as the size of the object / person is not larger than a human is. The invisibility is total, meaning that if you throw mud on the target the mud will became invisible, as long as the target is immobile. If the target move, a little mist appears where he is. Hit the invisible need an awareness roll TN 25 and you cannot do targeted attacks. Reduce the awareness TN by 10 if the invisible move or the attacker spends a void point. 

Isora’s Yell 
Duration: one turn 
Area of Effect: a cone of 5 feet long and 5 feet large at the end starting at the fingers of the caster. 
Range: self. 
The range of this spell can be changed to 90 feet with a raise, the cone so starting from this new point instead of the fingers. This spell summons a hurricane that pushes away all who are in the cone and failed an agility + athletics TN 20. All characters pushed away lost all their actions of the next turn. You can raise for the duration of this spell. 

Grace Of Lotus Book: The Four Winds (Unicorn Clan Secret Spell) 
Duration: 5 minutes 
Area of Effect: as far as the wind can carry words 
Range: self 
This spell carry all the words in the area of effect to the ears of the shugenja, who listened to them like if he was next to the one who said them, but not make them more loud. He can ask the spirits of Air to filter the conversation by his criteria. 

Ride The Whirlwind (Moshi Family Secret Place) 
Duration: 3 minutes per insight rank. 
Area of Effect: the shugenja. 
Range: self. 
A whirlwind appears, supporting the shugenja into air. He knows fly at the speed of 60 feet per round, half of this speed up and double going down. He cannot carry more than he usually can carry, and can stop this spell at any time. He can also direct the whirlwind when stopping the spell in any direction, inflicting Air K 1 damage to the target, and forcing the target to make a contested roll of strength against the air of the caster of being pushed backward by 5 feet. 
If the spell end as the shugenja is still flying, he slowly goes down by 60 feet per round, for 1k1 rounds. If he still in the air after that, he suffer 1k1 per remaining 10 feet. 

Crow’s Eye (Fox Clan Secret Spell) 
Duration: insight ranks hours. 
Area of Effect: one region. 
Range: self / touch. 
You can give the effect of this spell to one additional target for 3 raises. You see the region like if you were a flying bird. 

Guardian Spirit (Phoenix Clan Secret Spell) 
Duration: one day 
Area of Effect: one target. 
Range: 120’ 
An invisible spirit of Air is summoned to follow a target. The summoner can communicate with a spirit with a commune spell, and others shugenja can detect it with sense. When the spell ends for any reason (duration, range, dispelling ...) 

False Face (Phoenix Clan Secret Spell, Illusion) 
Duration: one hour 
Area of Effect: one target. 
Range: touch 
This spell create a small illusion that covers the appearance and the voice. You need to take one raise to change your gender, 2 for extreme changes, 1 to change your size, reduce the TN by 5 if you use this spell for only small cosmetics change, 3 raises if you want to look like somebody. The illusion can be detected with an investigation (notice) / perception roll TN equal to the insight rank of the caster X 5 (+ 5 per raise). This illusion is dispelled at contact. 

Out Of the Reach Of Nothing (Soshi Family Secret Spell) 
Duration: 1 minute 
Area of Effect: one target 
Range: 40’ 
This spell creates some kind of net of white energy around the target, protecting it from the Lying Shadow. + 10 at her TN to be hit against Shadow creatures, all spells of mastery 3 of less from Shadow creatures are cancelled, and this spell cancel one Shadow lightning before being cancelled itself in the process. 

Sanctuary Of Ningen-Do (Moshi Family Secret Spell) 
Duration: concentration. 
Area of Effect: a 40’ radius zone centered on the caster. 
Range: self 
This spell protects of all climates related effects within the area. This spell exists also in an earth version. 

Forked Tongue (Scorpion Clan Secret Spell, Illusion) 
Duration: 1 minute (10 turns) 
Area of Effect: one target 
Range: 10’ 
The sentences of target are gibberish for those who heard them.

Know the Shadows 
Duration: 10 rounds 
Area of Effect: one target 
Range: 15’ 
The shugenja bends the shadows to him making him a complete shadow. In order to use this spell properly, there must be a shadow near the caster. This spell is useless in direct sunlight. The TN of the target to be seen or hit with ranged weapons (this spell is useless against melee attacks) is increased by + 15. 

Special: one special raise can increase the TN of the target by + 5.

6.4 Mastery Level 4: 

False Realm (Illusion) 
3rd Edition Rulebook page 231. 

Lady / Lord Moon’s Legion 
3rd Edition Rulebook page 232. 

Know The Mind 
3rd Edition Rulebook page 231. 

Wall Of Air 
3rd Edition Rulebook page 232. 

Symbol Of Air 
3rd Edition Rulebook page 232. 

Arial Diversion 
Duration: 5 turns 
Area of Effect: target creature 
Range: 30’ 
This spell summon a sarcastic air spirit that increase the TN of the target’s actions by 5 (10 for spell casting). Two raises summon a second spirit that multiplies the penalty. 

The Arrow’s Flight 
Duration: one action 
Area of Effect: one arrow 
Range: air X 3 feet. 
This spell summons a little air spirit to help one arrow to touch her target. The target can dodge the arrow only with a defense + reflexes roll TN 25 and only if he knows he was being targeted. Countering this spell with a spell, as Breath of Osano-Wo or abilities like yadome-jutsu require a roll of air TN equal to the air of the caster X 5. This spell can be cast on one arrow that will be fired after the shugenja action or at the same initiative as the shugenja. This spell can be only cast once per day. 

Eternal Secret 
Duration: permanent. 
Area of Effect: one object of 500 pounds max. 
Range: touch 
The item targeted became totally invisible to everyone expect the caster and any person specified during the casting (by name, family name, honor rank, race, affiliation to a dojo ...). Somebody touching the invisible item without knowing it is here can dispel the spell by making a contested roll of air against the air rank of the caster. 

Call Of the Plains (Ritual, Unicorn Clan Secret Spell) 
Duration: air rank + horsemanship rank of the shugenja Rokugani half hours (60 minutes). 
Area of Effect: one rider and his mount. 
Range: 60’ 
You can take raise to target another rider and mount per raise. During the duration of the spells, the horse can only goes at trot speed, but does not require food, drink and rest. 

Fear (Crab Clan Secret Spell) 
Duration: insight rank of the shugenja. 
Area of Effect: one target. 
Range: voice. 
The target + 1 per raise start to hear howls of pain and death in his tongue. All the targets must make a willpower roll against the roll of the shugenja to cast this spell (+5 per raise). If failed they run during insight rank of the shugenja rounds (unable to take any actions). If they succeed, they can only take defensive actions for one turn. 

Double Language (Scorpion Clan Secret Spell) 
Duration: air rank of the shugenja Rokugani half-hours (60 minutes) 
Area of Effect: one target 
Range: voice. 
The target and the shugenja can have a conversation; everybody else will hear another conversation that the one that actually took place. 

Bad Kharma (Scorpion Clan Secret Spell) 
Duration: one roll 
Area of Effect: one target. 
Range: 40’ 
You summon a kami irritated by the target’s family. The next roll (and the one after for 2 raises) will automatically end by a result of 1. 

Burst Of Wind (Crane Clan Secret Spell) 
Duration: 8 actions 
Area of Effect: one target 
Range: 40’ 
This spell protect from all projectiles that would hit the target of the spell, and can even turn them back to the archer for one raise (roll air rank of the caster against the TN against projectiles of the archer). The TN of the target is increased by 10 against ranged attacks (+10 for one raise) and missed arrows can be redirected. One raise increase the duration by 4 actions. 

Flight Of the Dragonfly (Dragonfly Clan Secret Spell) 
Duration: 5 turns 
Area of Effect: one living creature. 
Range: self or 40’ 
The target is unable to stay still, increasing his TN to be hit by 10 (+ 5 per raise) because he looks like he is at two places at the same time. 

Archer’s Ally (Moshi Family Secret Spell) 
Duration: instantaneous 
Area of Effect: one ranged attack weapon. 
Range: 90’ 
The ranged weapon see his range doubled and ignore all distance penalties for one projectile. Each raise can increase the range of the weapon by 30’ or affect one additional projectile. 4 raises allow to affect a siege machine. 

Blurry Mind (Scorpion Clan Secret Spell) 
Duration: one hour 
Area of Effect: one target 
Range: 20’ 
The target lost her short time memory. She can resist by making a willpower roll against the shugenja result on third roll to cast the spell. Otherwise, she forgets everything that happens after the casting of the spell. The target re-rolls all his initiatives at each turn and reduces them by 5. 

Dance Of the Elements (Kanosei Furudera Order’s Secret Spell) 
Duration: 10 minutes 
Area of Effect: the shugenja 
Range: self 
The shugenja can now see the flux of the elements. His elements spells TN is reduced by 5 and he can cast sense without any roll with void rank free raises. 

6.5 Mastery Level 5: 

Command The Clouds 
3rd Edition Rulebook page 232. 

Slayer’s Knives 
3rd Edition Rulebook page 232. 

Poison Of the Wind Spider 
3rd Edition Rulebook page 232. 

Whirlwind 
3rd Edition Rulebook page 232. 

Passage through the Dreams 
Duration: instantaneous. 
Area of Effect: a passage 
Range: sight 
This spell open any passage in sight leading to Tengoku or Yume-do. You can take raise to take somebody else than you through it, but peoples who do not want to go with you can make a contested air roll with you to resist. Casting this spell without knowing where the passage leads can open another passage with another realm. 

Sacred Area (Teleportation) 
Duration: instantaneous 
Area of Effect: the shugenja 
Range: self 
This spell teleport the shugenja and all his possessions to a place prepared in advance. You can have only one such place and this place must have been prepared: any object that has been moved in the area can make the spell failed. Symbols must be prepared in the arrival area. 

Speed Of the Wind 
Duration: 12 actions 
Area of Effect: one target 
Range: 50’ 
The target is suddenly carried by the wind and can move at the speed of a ring of water equal to the shugenja air rank X 2 and up to ten feet in the air. One raise can be used for an additional target as long as there is no more target than the shugenja air rank. One raise can used to increase the speed (increased the water rank for the speed by 1). 

Glimpse Of the Soul’s Shadow 
Duration: air rank of the caster + 2 actions. 
Area of Effect: one target 
Range: 10’ 
This spell double the water rank for speed of the target and allow him an additional action per turn. He also increases his initiative by the air rank of the caster. You can increase the duration of this spell of one action per raise. When this spell ended, the target must make a stamina TN 10 roll or being « out » for one hour. In all ways, one hour of rest will be need after any use of this spell. 

Reflecting Mirror (Illusion) 
Duration: 5 turns 
Area of Effect: one target 
Range: 90’ 
Create a perfect double of the target, with voice, habits, clothes and moving like him. He is immaterial and one raise will create another double. 

Facing Your Devils (Naka Kuro’s Students Secret Spell) 
Duration: 3 turns 
Area of Effect: one target 
Range: 90’ 
This spell creates a break in the mind of the target. Each turn the shugenja roll a number of dice equal to the highest trait of the target in a contested roll with the target’s lowest trait. If the roll is win by the shugenja, the spell either inflict the difference in damage or make impossible the use of void points and raises for one turn (+1 per raise on the contested roll). If the target wins a roll, the spell is cancelled. 

Yukimi’s Smile (Soshi Family Secret Spell, Illusion) 
Duration: 10 minutes 
Area of Effect: a zone of 13’ centered on the caster and moving with him. 
Target: self 
All illusions and effects affecting the willpower are dispelled within the area of effect. The caster is aware of the effect he is dispelling. 

Stolen Breath (Crane Clan Secret Spell) 
Duration: concentration 
Area of Effect: one target 
Range: 40’ 
The target is going without air. Look at the rules page 160 of the third edition rulebook. 

6.6 Mastery Level 6: 

Blessings Of Jizo 
3rd Edition Rulebook page 233. 

Rise, Air 
3rd Edition Rulebook page 233. 

The Wrath Of Kaze-No-Kami 
3rd Edition Rulebook page 233. 

Command The Spirit 
Duration: one order 
Area of Effect: target creature. 
Range: 20’ 
By looking into the eyes of his victim and summoning the air spirits, the shugenja can suggest one action to the target. The target can make a perception roll TN = air rank of the caster X 5 to discover the attempt. If the roll is failed, the target believes the idea came from her, but will not attempt it if it goes against his beliefs. 

Defender From Beyond (Ancestor) 
Duration: a duel 
Area of Effect: an ancestor. 
Range: self 
This spell, often used by the Ikoma and the Kitsu, summon as a champion for a duel an ancestor. The duelist has the following values to distribute between his agility, void, awareness, reflexes and strength: 3,3,4,4 and 2. He has also an iaijutsu rank of 3 and wears a normal katana. Each raise during the casting increase one of values by one. The shugenja earns the effects of the victory or the defeat as if he was the duelist. 
This spell is mastery 5 for a Kitsu shugenja. 

To Walk Between The Stars 
Duration: caster’s air rank hours 
Area of Effect: one inter-dimensional space 
Range: 3 feet 
This spell creates one inter-dimensional space accessible by a rift within the range of the spell. This space can fit 6 characters or supplies. Peoples can enter it only with an invitation of the shugenja; nothing else can enter or affect it. The shugenja can prevent peoples to go in or out of the space. At the end of the spell, whatever is in the space is thrown into the real world. 

Walking The Way 
Duration: one Rokugani hour (120 minutes) 
Area of Effect: the shugenja. 
Range: 30’ 
This spell open an extra-dimensional passage through a shining silver portal. The spell open a way to any other point in Rokugan, allowing those going through to reach their destination without any obstacles, sleep, food, rest and as they was flying. This greatly reduces the time needed to travel. One raise is needed for each other passenger and two for a horse. 

Mirror’s Smile (Kolat Secret Spell, Illusion) 
Duration: permanent. 
Area of Effect: one target. 
Range: touch 
This spell create a perfect illusion of the appearance of a target on another willing target. However, the spell creates the illusion for only the hands and visage, not the haircut or the hair color, neither the other distinctive signs. You need to know the real name of the copied target and to have seen it at least once. This illusion is not dissipated by contact. 

Soshi’s Wrath (Soshi Family Secret Spell) 
Duration: 1 minute (10 rounds) 
Area of Effect: one target 
Range: 30’ 
The target suddenly reduce to 0 all his skills, forbidding him to use any technique requiring a skill roll. He can just do raw rolls. 

Suitengu’s wrath (Mantis Clan Secret Spell) 
Duration: one hour 
Area of Effect: one storm 
Range: 4500’ 
This spell must be cast within 10000’ of a big water surface, creating a 4500’ diameter monsoon. The damage deals by it are insight rank K insight rank. This spell exists as a water spell too. 

Kitsune’s Caress (Fox Clan Secret Spell) 
Duration: 5 minutes per insight rank 
Area of Effect: one target 
Range: touch 
The target is granted fox abilities, increasing his agility, intelligence and awareness by 1, and roll two additional dice for hunting, stealth and etiquette (sincerity) and deceit (lying). This duration is doubled within a forest. Exist also in an earth version. 

6.7 Mastery Level 7: 

The Door That Lead Nowhere (Unicorn Clan Secret Spell) 
Duration: 6 turns. 
Area of Effect: a black portal. 
Range: 10’ 
You can take raises to increase the range by 7’ for each augmentation. It create a black circle of 4’ of diameter (increase it by 2 for each augmentation) that must appear in the air. In a hallway, it will block it whatever the normal size of the circle. All items smaller than a human thrown through will be absorbed, otherwise it will be pushed back. Mysterious images can be shown at the surface of the circle. 

Teleportation (Unicorn Clan Secret Spell) 
Duration: instantaneous. 
Area of Effect: two points 
Range: 20’ on each side of the shugenja. 
This spell exchanges all objects from one point to another within the range of the spell. You can teleport a Crab clan samurai in armor, more with raise. You can teleport only one object, + 1 per raise. If there are objects at both ends, you only need raises equal to the number of objects at the point where there is more. 
Example: 3 objects at point A and 2 objects at point B. For three raises, all the objects on point A will end on point B and all objects on point B will end at point A.

Awake the Spirits (Crane Clan Secret Spell) 
Duration: one hour 
Area of Effect: one item 
Range: touch 
Awake temporary the spirit of an item, giving +1k0 for the skill used by the item or the damage. You can do it to reach 2k0 by using 2 raises but you can do it only once. 

Link (Crane Clan Secret Spell) 
Duration: 5 actions 
Area of Effect: a 12 feet zone centered on a target. 
Range: 60’ 
Time is slowed within the area of effect of the spell. Characters within the area need to make an earth roll TN equal to the air rank of the shugenja X 5 to end the effect of the spell on him. Peoples under the effect of the spell halve their speed and number of actions per turn, reducing their initiative by 4. Each raise on this spell can increase the duration by 5 actions or the size of the area by one foot. 

Banishment Of the Air (Crane Clan Secret Spell) 
Duration: concentration. 
Area of Effect: a bubble of 25’ radius 
Range: 60’ 
The creatures within the area of effect are suffering of apnea look at the rules page 160 of the third edition rulebook. 

Kitsune’s Bane (Fox Clan Secret Spell). 
Duration: permanent. 
Area of Effect: one target. 
Range: 40’ 
The target is now forced to follow one Kitsune taboo or make an earth roll TN 20. If the roll is failed, the target is sick (speed halved agility and strength – 2, natural healing is 10 times slower and the target cannot be healed magically). She then made a second roll of earth TN 20 or be considered as out until she respect the taboo again. To get ride of the curse, the cursed must kill him the caster, convince the caster to stop the curse or be targeted by a healing spell cast by a rank 4 shugenja. If the caster is killed by any other way, the curse cannot be removed.

7 Void Spells 
7.1 Mastery Level 1: 

Sense Void 
3rd Edition Rulebook page 244 

Drawing The Void 
3rd Edition Rulebook page 244 


7.2 Mastery Level 2: 

Altering The Course 
3rd Edition Rulebook page 244 

Essence Of Void 
3rd Edition Rulebook page 244 

Visage Of Void 
Duration: 1 hour 
Area of Effect: one target 
Range: touch 
The target become invisible to all supernatural detection powers. Meditation (Zanji), 6th sense, everything outside of normal perception cannot perceive you. You are still visible to normal ways of detection. All elemental spells cast on you have their TN increased by + 15. 

Contemplate The Void 
Duration: 10 rounds 
Area of Effect: one target 
Range: 25’ 
The target can now spend one additional void point per roll. 


7.3 Mastery Level 3: 

Kharmic Intent 
3rd Edition Rulebook page 244 

Moment Of Clarity 
3rd Edition Rulebook page 244 


7.4 Mastery Level 4: 

Void Release 
3rd Edition Rulebook page 244 

Void Strike 
3rd Edition Rulebook page 244 

Spiritual Presence 
Duration: 10 rounds 
Area of Effect: one person and the caster or the caster himself. 
Range: 35’ 
The target must be a willing target and must stay in line of view of the caster for all the duration of the spell. Can be cast on the caster itself. The target increase one of his rings (not the void ring) by the void rank of the caster. As long as the spell is active the caster roll one less die for his entire skills roll, 2 less dice for his spell casting rolls and cannot spend void. 


7.5 Mastery Level 5: 

Void Suppression 
3rd Edition Rulebook page 245 

Depth of the Void 
Duration: one game session. 
Area of Effect: one roll. 
Range: self 
You can store a roll for later. One ally or enemy in sight later will re-roll any roll at the caster’s choice. This spell cannot be cast by a shugenja who have fewer than 2 in his earth rank. This spell cost one void point to be cast that will not be recuperated if the spell is failed. Use too much of this spell can be dangerous, knowledge of the future being a burden, that can cost sight. 

Winds of Change 
Duration: 10 rounds 
Area of Effect: one target 
Range: touch 
The target (who can be the caster), who must have a Theology rank of at least 2, suddenly have a new skill at rank 2. The target must not have the skill before. Rare Skills like Lore: Kolat cannot be attained unless the caster has it at least at rank 2. 
Special: the character lean an emphasis of the skill. 


7.6 Mastery Level 7: 

Divine The Future 
3rd Edition Rulebook page 245 

Rise from the Ashes 
3rd Edition Rulebook page 245  

8 Dragon Spells 

8.1 Mastery Level 5: 

Summoning Of The Ryu Power (Personal Creation) 
Element: any 
Duration: 10 minutes 
Area of Effect: self 
Range: self 
You can choose the element of this spell when casting it. You are infused by the power of the Ryu, increasing one of the traits of the ring used to cast this spell by one during the duration of this spell. You have 3 free raises to resist to the taint or any influence of any spirit realm. You can shape shift into a serpentine dragon of the color of the element used to cast the spell, which can fly at normal speed. 

Protection Of The Heavens (Personal Creation) 
Element: fire and air 
Duration: 10 minutes 
Area of Effect: one target 
Range: touch 
You summon the power of Tengoku, reducing all damage dice against the target by your insight rank (re-roll are done before reducing the result). Crystal and magic are not affected. 

Armor Of Tengoku (Personal Creation) 
Element: fire and earth 
Duration: 10 minutes 
Area of Effect: one target 
Range: touch 
The power of the heavens infuse you, giving the target the immunity to normal weapons. Jade, crystal and magic cannot re-roll 10s. 

Spirit Of Fire (Personal Creation) 
Element: fire 
Duration: instantaneous. 
Area of Effect: trait of fire of 45’ 
Range: self 
A trait of fire start from your hand and burn every living creature and spirit that is on the way, dealing fire K fire damage. 

Bringing The Emissary Of Tengoku (Personal Creation) 
Element: any 
Duration: insight rank X 2 minutes 
Area of Effect: one Ryu 
Range: 10’ 
This spell summon a Ryu from Tengoku. He is a rank 1 character of the Hengeyokai School, 3 in honor, with 2 in each ring, 3 in perception expect the ring you used to cast this spell that is equal to the caster’s insight rank. He has around 10 skills level 2 to 4. He cannot use void points. He will not obey you or anything, but will listen to your requests. 

Illusions Of Pan’ku (Illusions) (Personal Creation) 
Element: air 
Duration: insight rank hours. 
Area of Effect: 10 X 10 feet 
Range: 30’ 
You create a complete and realistic illusion to all, but the illusion does not work when you touch it. You can create anything fitting the size. 


8.2 Mastery Level 6: 

Courage Of The Thunder Dragon 
Element: Air, Fire 
Lotus Book: The Four Winds page 11 

Ferocity Of The Fire Dragon 

Element: Fire
Lotus Book: The Four Winds page 11 

Mystery Of The Void Dragon 

Element: Void

Lotus Book: The Four Winds page 11 

Perfection Of The Celestial Dragon 
Element: Air, Earth, Fire, Water, Void 
Lotus Book: The Four Winds page 11 

Power Of The Shadow Dragon 
Element: Air 
Lotus Book: The Four Winds page 11 

Protection Of The Earth Dragon 

Element: Earth
Lotus Book: The Four Winds page 11 

Purity Of The Jade Dragon 
Element: Earth 
Lotus Book: The Four Winds page 11 

Tranquility Of The Water Dragon 

Element: Water

Lotus Book: The Four Winds page 12 

Whim Of The Air Dragon 

Element: Air
Lotus Book: The Four Winds page 12

9 Ancestor Spells

9.1 Mastery Level 1: 

Sense Ancestor (Ancestor Spell) 
see Web Supplement #2


Commune With Ancestor (Ancestor Spell) 
see Web Supplement #2


Summon Ancestor (Ancestor Spell) 
see Web Supplement #2


The following spells are ancestor related as their description show it. That you use them as ancestor spells or not is up to your GM. 

Universal Spells: 
Detect The Passages (Ancestor) 
Passage Through Harmony (Ancestor) 

Earth: 
Ward Of Protection Against Spirits (Ward, Ancestor) 

Air: 
Defender From Beyond (Ancestor) 

Water: 
Kharma (Ancestor) 

Fire: 
Passage Through Death (Ancestor)

10 Multi-Elemental Spells

10.1 Mastery Level 2: 

Water And Earth (Agasha Family Secret Spell) 
Element: Water And Earth 
Duration: 10 rounds. 
Area of Effect: a surface of earth and stone deep of at least 12’. 
Range: 35’ 
This spell turn a zone of 15’ by 15’ into a mud pit of 4’ deep. Everything that weight more than 10 kg starts to drown itself into it by 15 centimeters per round. A strength roll TN 5 protect from the drowning. The movement speed is halved and those who are drowning in by more than 15 centimeters have their TN reduced to 5 + armor. 

Crystal Torch (Kuni Family Secret Spell) 
Element: Fire And Earth 
Duration: 3 rounds. 
Area of Effect: one Kuni crystal. 
Range: touch 
The crystal glow like a torch, dealing twice damage to tainted targets within the zone of effect of the crystal. 

Spiritual Flames (Agasha Family Secret Spell, Illusions, Also Know Under The Name Illusions Of The Agasha) 
Element: Air And Fire 
Duration: concentration 
Area of Effect: twice his insight ranks target within 22’ 
Range: 22’ 
All the targets must make a willpower roll against the incantation roll of the caster or lost all their actions until something physical touch them or the duration of the spell. This spell creates beautiful illusions using the spirits of air and fire. 

10.2 Mastery Level 3: 

Rain Of Fire (Agasha Family Secret Spell) 
Element: Fire And Air. 
Duration: instantaneous 
Area of Effect: 1 to 5 targets in line of sight. All must be within an area of 20 feet radius. 
Range: 45’ 
This spell summon a fire storm that create 5 projectiles hitting one of more targets (one target can be hit by more than one), each inflicting 2k2 (half of it by fire, other by thunder). 

Fire And Water (Agasha Family Secret Spell) 
Element: Fire And Water. 
Duration: 2 rounds 
Area of Effect: a zone of 9’ radius. 
Range: 45’ 
The area of effect start to be filled with hot steam, inflicting 2k2 per round spent in (including the round of the casting). The damage cannot drop the character under « out ». During all their time in the cloud and one round after getting out, the characters’ dice cannot explode. 

Corporeal Cleansing (Kuni Family Secret Spell) 
Element: Water And Earth. 
Duration: instantaneous. 
Area of Effect: a non Shadowland-tainted person. 
Range: touch. 
The next roll to avoid to be tainted by the Shadowland with a TN over 10 is reduced by 10 before starting to increase again normally. Can be cast within a Shadowland tainted area without penalty.

10.3 Mastery Level 4: 

Water And Air (Agasha Family Secret Spell) 
Element: Water And Air. 
Duration: 10 rounds 
Area of Effect: a blessed pool of water. 
Range: 10’ 
By meditating upon the pool, the shugenja can observe any place within 3 miles like if he was flying over it, from the clouds to only 3’ from the floor. 

Fire And Air (Agasha Family Secret Spell) 
Element: Fire And Air 
Duration: 2 rounds 
Area of Effect: shugenja 
Range: self 
The shugenja flown in the air on a column of fire and air. His water ring for speed is considered (fire and air) divided by 2 then X 5 for the duration of the spell. All characters within 3’ of the caster suffer 2k1. 

Wrath Of The Mountain (Dragon Clan Secret Spell) 
Element: Fire And Earth 
Duration: 10 rounds 
Area of Effect: one target 
Range: 25’ 
The target see her skin turn into stone under the influence in dark flames. Her TN to be hit his increased by 5 and anyone touching her with an attack suffer earth + fire damage (no roll, just direct value). The target rolls and keeps one additional die for unarmed attack and damage rolls. 

Burning Gaze (Scorpion Clan Secret Spell) 
Element: Air And Fire 
Duration: 5 rounds 
Area of Effect: self 
Range: self 
Once cast, the shugenja can every turn (including the one of the casting) cross gaze with anyone and force them to make a willpower roll TN air of the caster X 5 or loose one action.  
10.4 Mastery Level 5: 

Drown The Spirit (Agasha Family Secret Spell) 
Element: Air, Water And Void (Need Ishiken-Do) 
Duration: 10 rounds. 
Area of Effect: one of the caster’s hands. 
Range: self 
One of the caster’s hand is covered with a sparkling black energy that affects peoples when touching them. A touched person reduce her strength by half of the air or water rank (the lower, rounded down) of the caster. If the strength is reduced to 0, the target is immobilized (no movements, but can still act). Immobilized targets must make each round until the end of the duration of the spell an earth roll TN 5 X air or water rank of the caster (the lower). If more than 2 rolls are failed, they die. 

Air And Earth (Agasha Family Secret Spell) 
Element: Air And Earth. 
Duration: instantaneous 
Area of Effect: a surface of earth and stone deep of at least 12’ 
Range: self 
This spell summon a cyclone of 5’ centered on the shugenja that dig the earth to hit everybody expect the caster within the zone. All affected characters suffer of 2k2 and must make a contested roll against (air + earth of the caster) divided by 2, rounded down, or to be thrown by 9’. 

Lightness Of The Breeze (Crane Clan Secret Spell) 
Element: Fire And Air 
Duration: 6 hours. 
Area of Effect: one target 
Range: touch 
The target increase her agility and reflexes by 1 and have a + 5 initiative bonus. 

Boiling The Live Fluids (Unicorn Clan Secret Spell) 
Element: Water And Fire. 
Duration: concentration. 
Area of Effect: one target 
Range: 12’ 
The target have his blood boiling, suffering 2k2 (cannot be increased) damage per round and make a stamina roll TN 15 or loose one action. 

Elementary Ship (Mantis Clan Secret Spell) 
Element: Earth And Water 
Duration: 2 days per insight ranks of the caster 
Area of Effect: one kobune 
Range: touch 
This spell summon a kobune made of water and earth. The duration of the spell can be increased by 2 days per insight rank of the caster by casting the spell again on the ship. 

Breath-Stealing Wind (Agasha Family Secret Spell) 
Element: Air And Earth 
Duration: 10 minutes 
Area of Effect: a cloud of 15’ by 15’ 
Range: 120’ 
This spell summon a nauseous cloud that halve the movement of the persons within. They also need to make a stamina roll 20 each turn or lost all their actions. Every 2 turns they suffer 2k2. 

10.5 Mastery Level 6: 

Earth And Fire (Agasha Family Secret Spell) 
Element: Earth And Fire. 
Duration: instantaneous. 
Area of Effect: a 25’ large cone of lava. 
Range: self 
This spell creates a lava cone starting at the shugenja and inflicting 5k4 damage. The affected characters must make a contested earth roll against (earth + fire ring of the caster) divided by 2 or be thrown to the ground. 

Hurling Storm (Crane Clan Secret Spell) 
Element: Water And Air. 
Duration: 10 rounds 
Area of Effect: a 25’ radius zone, height of 15’. 
Range: 300’ 
Summon a blizzard in the zone, which halve all movements and inflict 3k3 damage per round in the zone. The damage can be halved by a successful earth roll TN 20. 

Spiritual Blade (Weapon Spell, Unique Use, Agasha Family Secret Spell) 
Element: Air, Water, Fire And Earth 
Duration: permanent 
Area of Effect: self 
Range: self 
This spell creates permanently a wakizashi and katana of higher quality that give + 2 in kenjutsu and damage if used by the summoner. The blade cannot be broken as long the caster is not killed and he can summon it in his hand at will. The spell cannot be cast again until the blade is destroyed. 

Way Of Suitengu (Isawa Family Secret Spell) 
Element: Air And Water 
Duration: instantaneous 
Area of Effect: one water pool big enough to fit the shugenja. 
Range: self 
The shugenja goes in the water and get out in any other water pool big enough to fit the shugenja within 12 miles. He can have up to three peoples with him for one void point each.  
10.6 Mastery Level 7: 

The Soul’s Prison (Phoenix Clan Secret Spell, Unique Use) 
Element: Earth And Void (Require Ishiken-Do) 
Duration: permanent 
Area of Effect: one target. 
Range: 35’ 
This spell stole the soul of a target and put it in an object that the shugenja is holding. The body of the target falls in deep slumber, and still gets older. The target can resist with a void roll TN equal to the casting roll of the shugenja. Casting again the spell or break the item cancels the spell. 

Fury Of The Elements (Ritual) 
Element: Air, Water, Fire And Earth 
Duration: one turn 
Area of Effect: one target per shugenja in the ritual 
Range: 55’ 
This spell summon a series of projectiles of the different elements that hits one target per shugenja in the ritual + 1 per raise. The damage is equal to the lower value of the earth + fire + water + air divided by 4 of all the shugenja in the ritual.

11 Shadow Magic
11.1 Mastery Level 1: 

Darkness’ Blessing 
Duration: instantaneous 
Area of Effect: self 
Range: self 
The next attack against the caster is without effect, as he turns intangible. 

Touch Of Goju 
Duration: one round 
Area of Effect: self 
Range: self 
As long as this spell is active, the caster cannot cast other spells. All attacks from non-blessed or crystal weapons have their damage reduced by 10. Other weapons double their damage. 

Deepen The Veil Of Sleep 
Duration: one hour 
Area of Effect: a sleeping person. 
Range: 25’ 
The target cannot awake unless suffering of a damage level. 

Sharp Shuriken 
Duration: 3 minutes 
Area of Effect: up to 5 projectiles. 
Range: self 
The next 5 projectiles used by the caster are now magical and ignore carapace, invulnerability and all abilities that reduce or ignore damage. 

Shosuro’s Caress 
Duration: one minute 
Area of Effect: one item that fit in a cube of 2’ by 2’ by 2’ 
Range: 25’ 
The spell lessen the reality of one item, turning it less tangible and solid. The item loose half of his weigh, reducing his damage by 1k1 (minimal 0k1) if it is a weapon and his protection by 5 (minimal 0) if it is an armor. 

Darkness’ Caress 
Duration: 2 rounds 
Area of Effect: one target 
Range: 25’ 
The target loose 2 dice from all his skills rolls as the Nothing make her chill. 

Muffled Sound 
Duration: 10 minutes 
Area of Effect: one item 
Range: touch 
This spell turn an item in a completely silent one. If it is a piece of equipment +1k0 to stealth rolls.  

11.2 Mastery Level 2: 

The Edge Of Nothing 
Duration: 3 rounds 
Area of Effect: self 
Range: self 
The caster can re-roll 9s as if they were 10s on his attacks rolls. If the casters have two natural 10s on the same dice during an attack roll, both the caster and the target of his attack loose a void point (unless it’s an item, where he is dissolved). 

Child Of Goju 
Duration: one hour 
Area of Effect: self 
Range: self 
As long as this spell is active, the caster cannot cast other spells or spend void points. The caster increases his strength, stamina and agility by 2. 

Jealous Fury Of Ededei 
Duration: 2 minutes 
Area of Effect: a zone of 25’ radius 
Range: self 
The area is filled with a potent flash that blind everybody who miss a reflexes roll TN 15 (TN of all physical actions are increased by 5 during the duration of the spell). After the flash the zone is filled with a darkness that no one without special power can see in. 

Invisible Hand 
Duration: 5 minutes 
Area of Effect: self 
Range: 36’ 
The hands of the caster became ghostly as invisible hands are summoned at the limit of the range of the spell. The hands cannot get closer, so the caster cannot touch him but can throw stuff to him. The immaterial hands can support 13, 6 kg and can push the double. 

11.3 Mastery Level 3: 

Path Of Silence 
Duration: instantaneous 
Area of Effect: one shadow near the caster big enough to fit him 
Range: 15’ 
The caster disappear into the shadow and appear again in another shadow within 180’ that the caster could see when he cast the spell. 

Shadow Twin (Illusion) 
Duration: 10 rounds 
Area of Effect: self 
Range: 2’ 
The spell summons a twin of the caste to his right or left, and the caster can trade places at will with the shadow. His TN is increased by 15 until his attack, and 5 after. He has one free raise for his attacks rolls. 

Whispers Of The Nothing 
Duration: 5 minutes per insight rank 
Area of Effect: self 
Range: self 
The shugenja is covered by shadows and sounds are covered. He gains air rank + insight rank dice to roll all stealth rolls. He can also take any number of raises for stealth rolls and one raise can grant him one emphasis.  

11.4 Mastery Level 4: 

Reflect Of Memories 
Duration: 10 minutes 
Area of Effect: one target 
Range: 36’ 
The target twill forget having seen the shugenja when he will leave his sight. 

The Kiss Of Goju 
Duration: 1 hour 
Area of Effect: self 
Range: self 
As long as this spell is active, the caster cannot cast other spells. The target is considered to be affected by the spell « Touch of Goju » and have the advantage « magical resistance » level 1 + school rank against hostiles spells. He has also 2 free raises for stealth roll, but looses all advantages from ancestors. 

Strike In The Nothing 
Duration: 3 rounds 
Area of Effect: self 
Range: self 
This spell gives the power of the Nothing to the strike of the caster. It cost 3 void points to cast this spell. The caster re-rolls 8s, and 9s like 10s. If the character re-roll at least three 10’ on the same damage dice, the victim is automatically going to the down level without anymore the damage.  

11.5 Mastery Level 5: 

Shadow Brother 
Duration: 5 rounds 
Area of Effect: one shadow 
Range: 25’ 
This spell summon a double of the caster from a shadow. The shadow is solid and has half of the ranks in skills and rings of the caster. The caster can makes the double do everything the caster can do. The shadow has half of the wounds points of the caster and he does not have wound penalties. Crystal weapons double damage and one die of damage giving two 10’ destroy it immediately. 

Darkened Soul 
Duration: 1 hour. 
Area of Effect: one target who have a void rank 
Range: 25’ 
This spell bring a small part of Nothing into the target, who have 2 void points drained each time he uses one (expect if he had less than 3, in this case everything is drained).  

11.6 Mastery Level 6: 

Blanket Of The Shadow Dragon (Ninube Family Secret Spell) 
Duration: instantaneous 
Area of Effect: one target without the advantage « breath of purity » 
Range: touch 
This spell take 3 hours to be cast. He also exists as a mastery level 7 maho spell. The target suffers of the invasion of the Shadow Dragon in her body, granting her 2 Shadow points. During the casting, the target must be recovered with a blanket created in the Shadowland and be immobile. Opposed roll of (insight rank of the shugenja + shadow points of the shugenja k insight rank of the shugenja) against (earth of the target + honor of the target k earth). Anyone who resist earn an advantage named « breath of purity »

12 Maho Spells

12.1 Mastery Level 1: 

Reduce (Air) 
3rd Edition Rulebook page 268 

Bleeding (Air) 
3rd Edition Rulebook page 268 

Blood Rite (Water) 
3rd Edition Rulebook page 269 

Curse Of Weakness (Air) 
3rd Edition Rulebook page 269 

Drain Soul (Earth) 
3rd Edition Rulebook page 269 

Summon Undead Champion (Earth) 
3rd Edition Rulebook page 269 

Pain (Fire) 
Duration: one turn 
Area of Effect: one target 
Range: 25’ 
The target immediately suffer an horrible pain and loose one action. In addition, earth rolls TN 15 or howl. 

Mutilation (Fire) 
Duration: one hour 
Area of Effect: one target 
Range: 15’ 
One dark lightning hit one member randomly chosen on the target. Each time the target going to try to use this member, the TN of the action is increased by 15 until the end of the spell. 

Blood Strike (Fire) 
Duration: one round 
Area of Effect: one target 
Range: 100’ 
The target is struck by a ray of yellow energy, making her and the caster loose insight rank ranks in the earth ring during the duration of the spell. The caster can reduce the effect for both. 

Taint The Blood (Water) 
Duration: 10 rounds 
Area of Effect: one target 
Range: 25’ 
The maho-tsukai taint the blood and chill the bones of the target, making her loose 2 dice on all attacks rolls and reducing his TN to be hit to 5 + armor. 

Taint Food And Drink (Water) 
Duration: permanent 
Area of Effect: one source of food or water 
Range: 15’ 
The targeted food is rotten and the water non drinkable. If it is a natural source, the spell ends after 2 dice days. 

Voice Of Lies (Air) 
Duration: 10 rounds 
Area of Effect: one tainted character 
Range: touch 
This spell cancel all mental symptoms of the taint during the duration and allow to add your taint rank to your deceit (intimidation) rolls.  
12.2 Mastery Level 2: 

Caress Of Fu-Leng (Earth) 
3rd Edition Rulebook page 269 

Choking Death (Water) 
3rd Edition Rulebook page 269 

Control Undead (Earth) (Former Grasp Of Fu-Leng ) 
3rd Edition Rulebook page 269 

Darkness Rising (Earth) 
3rd Edition Rulebook page 269 

Dark Wings (Air) 
3rd Edition Rulebook page 270 

Fear (Air) 
3rd Edition Rulebook page 270 

The Unblinking Eye (Earth) 
3rd Edition Rulebook page 270 

Steal The Soul (Ritual, Void) 
Duration: 8 actions 
Area of Effect: one target 
Range: 25’ 
The target loose one rank in all his traits and his void ring (the rings can’t drop below 1) per shugenja in the ritual for the duration of the spell. 

Curse Of The Water Spirits (Water) 
Duration: 1 month 
Area of Effect: one target 
Range: 9’ 
The target earn of phobia of water. She cannot get closer than 4-5’ from any big pool of water without making a fear roll TN 25. 

Heart Of The Damned (Air) 
Duration: 10 rounds 
Area of Effect: one corpse + 1 per raise. 
Range: 20’ 
This spell stole the energy of the dead before the soul get to the Realms, increasing one of his traits during the duration of the spell per corpse affected. This spell does not affect the undead. 

Blood And Darkness (Air) 
Duration: 10 rounds 
Area of Effect: a 3’ radius zone + 3’per raise. 
Range: self 
The zone is suddenly filled with deep cloud that put the zone in total darkness. The color of the cloud can be black or red. 

Face Of The Pekkle (Air) 
Duration: one hour 
Area of Effect: self 
Range: self 
This spell hides the taint and the physical symptoms of it during the duration of the spell, but all the Shadowland powers are cancelled too. This spell can be cancelled only by casting another Face of Pekkle. 

Ancient Wisdom (Earth) 
Duration: permanent 
Area of Effect: one skull 
Range: touch 
The skull targeted see his spirit coming back, allowing him to see what is in front of him, listen and talk. He needs to be convinced to talk, and he cannot suffer. The skull can be from a skeleton or a zombie, but the skull does not control the body unless the creator of the skeleton allows it. If the skull is destroyed, the spirit is freed. 

Cannibalism (Earth) 
Duration: instantaneous 
Area of Effect: one undead with personality 
Range: 35’ 
The caster destroy the undead and heal 1 die of wounds per wound ranks of the undead. Because of the power of the taint, the caster must makes an earth roll TN 20 or be transformed into an undead with personality. 

Strike The Soul (Air) 
Duration: 4 rounds + 1 per raise 
Area of Effect: one target that can heard the caster, with a better intelligence than animal and breathing. 
Range: 25’ 
The target is stunned by the voice of the caster, rolling on the floor laughing. The spasms increase every round, dealing 1k1 of damage per round after the 3rd. At the end of the spell, the target need one full round to go back on her feet and catch her breath. 

Curse Of The Clans (Void) 
Duration: permanent 
Area of Effect: one clan samurai 
Range: touch 
This spell need one element of the target, like nails, blood or hair that has the energy of their owner, so clothes do not work. The caster must have the object always in contact with him or the spell is broken. The target is affected by a curse depending of his clan’s stereotype. 

Feeding On Flesh (Water) 
Duration: 10 rounds 
Area of Effect: any target is sight 
Range: sight 
The caster must eat a human body when casting this spell. Each round he does this, the kansens bite a target in the same way the caster is biting, inflicting 2k2. 

Hide The Taint (Illusion, Air) 
Duration: one hour 
Area of Effect: one tainted target 
Range: touch 
This spell hides all symptoms of the taint to the sight, smell and hearing. The spell will make an ogre show as a sumai wrestler, an undead as a heimin and so on, even covering the voice. The caster does not choose the appearance, the target knows what he look like and mirrors show the true appearance. This spell hides nothing to spells effects. 

Red Knife (Weapon, Fire) 
Duration: 10 rounds 
Area of Effect: one weapon 
Range: touch 
The caster bring the power of Jigoku in a weapon. The weapon have + 1k0 for damage, and add the honor rank of the victim to the damage. The bearer and everybody within 10’ are protected from possession (but do not cancel previous possession). The victim of the weapon can be brainwashed to be willing to be sacrificed. It is make through a contested willpower roll. The spell end at the next round if the caster let the weapon leaves his hand. Cast on a Nemuranai, the powers of the Nemuranai are cancelled if it is not a powerful one. 

Unfairness Of The Sky (Air) 
Duration: taint rank of the caster hours + 10 minutes per raise. 
Area of Effect: one target 
Range: 9’ 
The caster earn honor rank of his target dice to rolls and kept for social interactions with the target.  
12.3 Mastery Level 3: 

Corruption Of The Elements (Depend The Element You Want To Corrupt) 
3rd Edition Rulebook page 270 

Essence Of Undead (Earth) 
3rd Edition Rulebook page 270 

Obsidian Armor (Earth) 
3rd Edition Rulebook page 270 

Stealing Breath (Air) 
3rd Edition Rulebook page 270 

Summon Swamp Spirits (Water) 
Duration: 25 actions 
Area of Effect: one stagnant pool of water 
Range: 35’ 
This spell summon 1 swamp spirit + 1 per raise. 

Swamp Spirit 
Earth : 1 Fire : 2 Water : 3 Air : 1 
Roll when attacking : 3k2 Rolls for damage : 3k2 
TN : 10 Wounds per wound level : 2 
Shadowland taint : 2 

Dark Far-Seeing (Air) 
Duration: instantaneous 
Area of Effect: self 
Range: self 
This spell allow to ask one question + 1 more for 8 wounds and taint points to the GM. It will be answered with dark visions of what is going to happen, what is happening or what has happened. 

Champion Of Fu-Leng (Earth) 
Duration: permanent 
Area of Effect: one living creature. 
Range: touch 
This 10 hours casting spell turn the creature in any undead type of the choice of the caster under the control of the caster. For raises, the living creature can be something else than a human. 

Legacy Of The Dark Lord (Void) 
Duration: 10 rounds 
Area of Effect: one target 
Range: 25’ (can be X 2 for 2 raises) 
The target see his void ring being disrupted reducing it by 1 + 1 per 2 raises during the duration of the spell. 

Rise 
Duration: one day 
Area of Effect: self 
Range: self 
Eight hours after the dead of the caster, the soul and spirit came back in the body that will have bring back to the down level. The reintegration must happen during the duration of the spell and this spell can be cast only per month. 

Terrifying Fog (Illusion, Water) 
Duration: 5 rounds 
Area of Effect: self 
Range: 35’ 
The caster appears to be what scares most the target, creating a fear effect of 3 + 1 per 2 raises. This spell can affect phobias. 

Blood Ward (Ward, Water) 
Duration: 1 hour 
Area of Effect: one room or door 
Range: touch 
This ward prevent non-tainted person to enter. The TN to break a door protected by a ward is increased by the insight rank of the caster X 5. The ward is painted with blood. Used in a room, non-tainted peoples entering must make an earth roll TN taint rank of the caster X 5 or suffer taint rank of the caster dice roll and kept damage. Those who suffer damage suffer a fear effect of insight rank of the caster X 5. Each round in the zone is new roll to prevent damage. 

Dim Mak (Void) 
Duration: until the last charge 
Area of Effect: self 
Range: touch 
The caster must touch his target at the end of the spell with an unarmed attack. If successful, the damage is increased by 2k2. If one tainted creature with mind is sacrificed during the casting, the taint rank of this creature is added to the number of dice rolled and kept. One raise give one more charge. 

Eternal Darkness (Earth) 
Duration: 10 rounds 
Area of Effect: one undead 
Range: 25’ 
The target is now healing one wound rank per round, and is not destroyed when getting to the dead level. He just lost parts of his body. Only destroying all parts or the end of the spell can destroy the creature. 

Sacrifices Of Masks (Earth) 
Duration: permanent 
Area of Effect: one intelligent body dead for more than a week. 
Range: touch 
This spell need one porcelain mask of good quality with a human visage or demonic. If the mask is put on the corpse, it turns into a plague zombie. 

Blood And Fire (Fire, Bloodspeaker Secret Spell) 
Duration: instantaneous 
Area of Effect: one target 
Range: 60’ 
The target suffer fire rank + taint rank K taint rank damage. This spell leaves scars easily recognizable on lore: maho TN 15 or lore: Shadowland TN 20. 

Immemorial Blood (Bloodspeaker Secret Spell, Water) 
Duration: instantaneous 
Area of Effect: self 
Range: self 
This spell took one hour to be cast, and need the sacrifice of an innocent. You earn one rank of taint and do not old anymore during one year and one day.
12.4 Mastery Level 4: 

Curse (Fire) 
3rd Edition Rulebook page 271 

Gift Of The Maker (Void) 
3rd Edition Rulebook page 271 

Summon Greater Kansen (Air) 
3rd Edition Rulebook page 271 

Summon Oni (Water) 
3rd Edition Rulebook page 271 

The Touch Of Jigoku (Void) 
3rd Edition Rulebook page 271 

Midnight Blood (Fire) 
Duration: 8 rounds 
Area of Effect: one target + 1 per raise. 
Range: 35’ 
The targets are filled with a frenzy giving the affected 4 additional dice to roll for attacks and damages rolls. Once the target has killed somebody, it stops to drink the blood of his victim during 1 round before attacking again. The duration of this spell increase by 2 rounds per people the target killed. At the end of the spell the target must make an honor roll TN = number of peoples killed X 5 or loose one honor point. The target is conscious during the duration of the spell but cannot control himself. If the target of this spell is not willing, the shugenja must make an earth roll TN earth of the target X 5. 

Hate’s Heart (Fire) 
Duration: 5 rounds 
Area of Effect: one target 
Range: 25’ 
This spell increase the hatred in the target against others peoples. The TN of the willpower roll to resist to this spell is depending of what he thinks of the people he is talking to when he is under the effect of the spell. The TN is 5 if the target is talking to a friend or a parent, 10 if it’s a superior, 15 if it’s an acquaintance, 20 if unknown, + 10 for each disadvantage that give bad feeling against the other (sworn enemy…) and + 5 per raise on the casting of this spell. 

Possession (Void) 
Duration: 10 rounds 
Area of Effect: one target 
Range: touch 
This spell transfer the mind of the shugenja into the target after a contested roll of willpower (with a free raise for the caster for every 2 raises on the casting of the spell). The shugenja’s body is immobile, if the body is disturbed the spell is cancelled. Trying to put in danger the body of the target can only be done after winning another willpower roll. 

The Head In The Jar (Water) 
Duration: permanent 
Area of Effect: on victim killed ritually. 
Range: touch. 
This spell needs one day to be cast. The cut head of the victim is put in a jar and kept alive with all memories, skills and knowledge. The head can only talk if something is used to put some air in it. The blood of the target cannot be used for spells. 

Earth Tomb (Earth) 
Duration: variable 
Area of Effect: one target 
Range: 25’ 
This spell exchange the earth of the target with the corrupted earth of the caster, turning it into stone. At each turn opposed roll of air of the target against the earth of the caster, if fail the target suffer 2k2. The spell ends either when the target has died or has succeeded an air roll. The statue turns into dust after 1D10 days. 

No Pure Breath (Air) 
Duration: instantaneous 
Area of Effect: one target 
Range: 35’ 
This spell summons the air of the target making it explode like a bag. The damage is taint of the caster dice roll and kept. As long as the wounds are not magically healed, the target increases all his TN by 10. 

Ward Of The 8th Kami (Fire, Ward, and Ritual) 
Duration: 24 hours + 1 year per person killed in the ritual. 
Area of Effect: 25’ per shugenja 
Range: touch 
This spell create a ward that burns all hostile (you need to be without weapons, armor, and emptying your mind with a Void /meditation TN equal to the taint rank of the principal caster X 5) characters entering the area. The damage is higher taint rank among the casters dice roll and kept. 

Blood Armor (Water) 
Duration: 1 round 
Area of Effect: one enemy in sight 
Range: sight 
This spell create a link between the target and the caster, + 1 target per raise. If the caster is wounded, the targets suffer half of the damage dealt to the caster (rounded up) unless its attacks from creatures or characters considered unarmed. In that case, the target must make an earth roll TN equal to insight rank of the caster X 5 or take the total of the damage. 

Dark Fire Of Phoenix (Fire) 
Duration: instantaneous 
Area of Effect: wave of flames of 20’ of radius + 10’per raise 
Range: self 
The maho-tsukai summons a wave of flames that inflict fire k taint rank damages to all the characters in the area. Each of them then makes an earth roll TN number of wounds suffered or earns a taint point. 

Show The Taint (Void) 
Duration: 10 rounds 
Area of Effect: somebody having at least one taint rank 
Range: 25’ 
The target can resist by making a willpower roll TN equal to the casting roll, but can choose to not resist. The target have the power of the jade petals tea cancelled, earn a number of taint points equal to the taint rank of the caster, one minor mental symptom and +x k x at his attacks and damage rolls where x is his taint rank. 

Greater Blood Rite (Ritual, Water) 
Duration: permanent (healing) / 1 hour (augmentation) 
Area of Effect: one target 
Range: touch 
Same as blood rite, but for each 10 wounds, it increase one trait per 2 or heal one full level. 

Quench The Ashes (Air) 
Duration: one day 
Area of Effect: one spell 
Range: 35’ 
The caster can learn an elementary or maho spell that he just seen like if he was mastering the spell. He must be able to cast it. The caster can cast the spell as if he was having it among his scrolls for the duration of the spell, but without raises unless raises have been taken on quench the ashes. In this case, the maximum raises for the learned spell is those took for quench the ashes. 

Vermin Form Or Blood Swarm (Water) 
Duration: one hour / insight rank 
Area of Effect: self 
Range: self 
This spell turn you into a swarm of little creatures like rats, bugs or small birds. The number of creatures is equal to the number of your remaining wounds, each of them being identical to another and having one wound. At the end of the spell, you reform yourself from only one creature, the others vanishing. The destroyed creatures reduce your number of wounds and those wounds can be healed only naturally. 

Taint Strike (Bloodspeaker Secret Spell, Void) 
Duration: instantaneous 
Area of Effect: one target 
Range: 15’ 
The target must make an earth roll TN taint rank of the caster X 5, or earn taint rank of the caster taint points. If the roll is successful, the target makes again the same roll. If successful, you are immune to this spell. 

Dark Favors (Bloodspeaker Secret Spell, Air) 
Duration: permanent 
Area of Effect: one willing target 
Range: 9’ 
This spell give permanently one maho spell know to the caster of mastery level 3 or less to the target. The target can know cast it as he has learned it normally. The target earns one taint rank when targeted by this spell. Bloodspeakers use it to lure inquisitors. 

Untellable Dreams (Air) 
Duration: one hour 
Area of Effect: one sleeping target 
Range: 100’ 
The caster enter the dreams of the target, creating a desire of her to be with the caster. The caster has now a free raise for deceit (seduction) + 1 per raise on the casting of the spell. Half of these raises are also given for other social rolls with the target. They last for awareness of the caster nights after the casting of the spell. Peoples targeted by this spell often talk and walk during their sleep. 

The Truth Like A Bane (Air) 
Duration: one hour + 10 minutes per raise. 
Area of Effect: one target 
Range: 25’ 
The target is now forced to say the truth. 2 raises allow another target. 

Dark Charisma (Air) 
Duration: taint rank of the caster hours + 30 minutes per raise 
Area of Effect: self 
Range: self 
The GM now roll and keep taint ranks of the caster additional dice for social interactions by the caster. Characters with an honor rank higher that the taint rank of the caster can make an honor roll TN equal to the taint rank of the caster X 5. If successful, the spell has no effects for them, so no bonus and -1k1 for the caster’s social interactions with them. 
12.5 Mastery Level 5: 

Harvest Of Death (Earth) 
3rd Edition Rulebook page 271 

Rise The Dead (Earth) 
Duration: one month 
Area of Effect: one dead body + 1 per raise. 
Range: 25’ 
This spell turn a dead body into an undead. It is a zombie with a porcelain mask if dead for less than a week, otherwise it is a skeleton. The creatures will follow the orders of the shugenja. 

Touch Of Death 
Duration: instantaneous 
Area of Effect: one target 
Range: 9’ + 2’ per raise 
A long ray of dark energy hit the target, making it grow older and inflicting 7k7. 

Unbreakable Blood Of Earth (Earth) 
Duration: one year 
Area of Effect: one tainted character 
Range: touch 
This spell drain all the remaining life of the target, relying to the taint to keep it alive. The target does not get older anymore, all his wounds are cured during the casting and the target dies if he is freed of the taint. 

Creation Of An Elemental Vortex 
Duration: instantaneous 
Area of Effect: one zone of the Shadowland 
Range: 90’ 
This spell summon a vortex that open in one zone of the Shadowland and connected to one zone within range, both at choice of the caster. The Vortex has no obligation to obey to the summoner, but usually do it because he likes to see things being destroyed. 

Curse Of Blood (Air) 
Duration: permanent 
Area of Effect: the assassin of the caster 
Range: within the area 
The caster curse his assassin with his last breath, so the target must be present. This spell can be cast even if normally the caster would have no actions. Only one target can be chosen if more than one assassin. The curse is hemophilia: the target loose one wound per round for each strike that does not been healed. If more than 25 damage is inflicted in one round, the target must make an earth roll TN 20 or bleed internally (need magic to heal). This curse can be cured only with a lot of difficulty, nearly with a fortune’s intervention. Other ways will only stop it for some time and if the caster came back from death, the spell is not cancelled. 

Damnation (Void) 
Duration: permanent 
Area of Effect: one target 
Range: 25’ 
The target heard the call of Jigoku, putting a seed of evil in it. Contested roll of the honor of the target+ his willpower kept willpower against willpower of the caster + his taint kept willpower. Each time he needs to make a moral choice or he has the opportunity to do something evil, he will do evil without hesitation. If he needs to make an honor roll, he will fail it (but will not lost honor). This spell will not turn the target against his friends. 

Dance With Demons (Air, Secret Spell Of The Bloodspeaker Cell Of The Beauty Of Death) 
Duration: permanent 
Area of Effect: one person 
Range: 100’ 
The maho-tsukai or a willing replacement dances during one hour with a kansen. At the end of the hour, dance / awareness roll TN 5 times the CP cost of an advantage physical or mental choose by the target. Failing to cast the spell or the dance inflict 1k1 per CP of the advantage to both the caste rand the dancer. The taint points are shared between the dancer and the caster, and the dancer must be aware he is casting a spell. 
This spell can be cast as a curse, giving a disadvantage to the target, by giving an item to the Kansen. 

To Imprison The Ancestors (Ancestor, Ritual, and Void) 
Duration: one minute 
Area of Effect: one ancestor 
Range: touch 
This ritual summon one ancestor and put him in an item at least of good quality. As long as the item is intact, the ancestor is locked in and can give advices and information’s, and the caster have all the advantages and flaws of the ancestors as long as he has the item. 

I Give You My Name 
Duration: one hour 
Area of Effect: one oni 
Range: touch 
This spell summon an oni by scarifying a powerful tainted human. The power of the oni is limited by the power of the sacrificed: the addition of all rings of the oni is limited to the bigger ring of the sacrificed + the insight rank of the caster. The oni appears in the body of the sacrificed, giving him 6k6 damage. However, to finish the spell the caster need to kill the target or the oni will stay only half of the time. If the caster is wounded, the oni can make a contested willpower roll with the caster to be freed. 

Gift Of The Kansens (Water) 
Duration: Special 
Area of Effect: one box 
Range: touch 
This spell put a spell knows to the caster in the box, making a trap. The one opening the box will be targeted by the spell, the spell being cast with the traits of the caster but the only raises that can be take are the one took on casting gift of the kansens.  
12.6 Mastery Level 6: 

Corruption Of The Earth (Earth) 
Duration: 4 actions 
Area of Effect: a zone of 3’ radius + 3’ per raise around the target. 
Range: 35’ 
This spell turn the targeted area into a tainted swamp who drown everything in it at the speed of 2’ per action. To move by 3’ you need an earth roll TN 20. Each action of moving, successful or not drown the target by 2’ unless they make a water roll TN 25. Once you are at the limit of the swamp zone, earth rolls TN 10 per 2’ you are drown in to get out. At the end of the spell, the targets are stuck in it. If the spell is cancelled, the wrath of the earth’s spirits frees the targets and redirects the spell on the caster. Break the caster’s focus end the spell without canceling it and freed the victims. 

Summoning Garegosu No Bakemono (Unique Use) 
Duration: until the sun rise. 
Area of Effect: one Garegosu 
Range: touch 
This spell summon a powerful horror that will obey all the caster’s orders. The creature cannot act against the caster. 

Garegosu No Bakemono 
Earth : 3 Fire : 3 Water : 4 Air : 2 
Roll when attacking : 4k3 Rolls for damage : earth rank dice k earth rank + 5 
TN : 25 Wounds per wound level : 9 
Shadowland taint : 5 
Special : carapace 3, eating : when killing an opponent the Garegosu eat it and add the earth rank of his victim to his own, fear : 3. 

Control Of The Taint (Exist In 5 Different Elements) 
Duration: concentration 
Area of Effect: one item of the corrupted element of the spell (like tainted water) 
Range: touch 
This spell summon the elemental terror of the corresponding corrupted element. The terror will not obey, asking for a big reward before acting. The terror is a minor or major depending of the casting roll and the blood spent. 

Ward Of The Divine Peace (Ritual, Ward, Air) 
Duration: 2 days 
Area of Effect: 10 times the number of caster X 1, 5’ radius + 4, 5’ radius per raise. 
Range: touch 
Everybody entering the area is now filled with a feeling of good and relaxation that reduce their vigilance. All rolls to avoid an ambush or surprise roll one less dice, effects lasting 2 days after being affected one time. Each additional time affected, you add the penalties and duration, after 5 expositions to the effect, and the targets earn the disadvantages gullible »and« frail mind, and start to be careless about themselves. The taint of this spell is twice as difficult to detect as normal. This spell took one hour to be cast. 

12.7 Mastery Level 7: 

The Grip Of Iuchiban (Bloodspeaker Secret Spell) 
Lotus Book: The Four Winds page 136 

Blanket Of The Shadow Dragon (Ninube Family Secret Spell) 
Duration: instantaneous 
Area of Effect: one target without the advantage « breath of purity » 
Range: touch 
This spell take 3 hours to be cast. He also exists as a mastery level 6 nothing spell. The target suffers of the invasion of the Shadow Dragon in her body, granting her 2 Shadow points. During the casting, the target must be recovered with a blanket created in the Shadowland and be immobile. Opposed roll of (insight rank of the shugenja + shadow points of the shugenja k insight rank of the shugenja) against (earth of the target + honor of the target k earth). Anyone who resist earn an advantage named « breath of purity » 

Drawing Out The Darkness (Void) 
Duration: permanent 
Area of Effect: self 
Range: touch 
The target earn a number of taint points equal to the insight rank of the caster if he make a successful unarmed attack. The spell can hold until an unarmed attack is made, and the caster cannot cast other spells until this one is discharged. 

Iuchiban’s Thief (Bloodspeaker Secret Spell, Air) 
Duration: 10 rounds 
Area of Effect: one target 
Range: 15’ 
This really powerful spell allow the caster to enter the target’s mind and steal spells, skills, kiho, katas and techniques. The caster or another target immediacy has access to it as the owner lost it. You can drain one spells/ kilo/ katas/ technique / skills + 1 per 2 raises, but they can be of only the same type. 2 katas but not one kata and a technique. The effect is painful for both the target and the person getting the technique. It needs a willpower TN 15 for both to avoid screaming. The stolen stuff is given back unless the original owner is dead. This spell can also stole from an oni, and humanoid creature dead since less than a day or a spirit. 

Yadjiden’s Soul Exchange (Void, Bloodspeaker Secret Spell) 
Duration: permanent 
Area of Effect: one living person 
Range: 400’ 
When casting this spell, the Bloodspeaker can trade his body with somebody he knows the localization of within the range. It is make with a contested willpower roll, and if the Bloodspeaker win, he transfers all his spells, skills, techniques and katas to the target’s body and the target do it and is now in the body of the caster. The mental rings are those of the person and the physical rings are those of the body. If the target resist or the casting is failed, both the caster and the target are stunned for one round, and the target is immune permanently to this spell.

13 Converted “Magic of Rokugan” Spells

Agasha’s Kiss (Agasha Family Secret Spell, Weapon) 
Element: earth 
Mastery: 3 
Duration: 10 turns 
Area of Effect: one weapon 
Range: touch 
This spell is one of the first developed by Agasha himself, it allow the caster to give one die to roll and keep to a weapon, to either the damage or the attack roll, in any combination. For two raises, he can give one extra rolled die. 

Balance The Elements 
Element: void 
Mastery: 5 
Duration: instantaneous 
Area of Effect: one target 
Range: 15’ 
This spell suddenly return the balance of the elements to normal, dispelling all spell effects on the target who have a mastery level lower than 5 and healing one die of damage to the target as it return the balance of his elements. 

Banished To The Outer Darkness 
Element: void 
Mastery: 7 
Duration: instantaneous 
Area of Effect: one target 
Range: 35’ 
A cloud of darkness leaves your fingertips and cover your target. You make an opposed roll of your void against the highest ring of the target. You have a free raise if the target has acted against you or your family (like attacking you). If you win, the target ceases to exist. This spell affect only characters who have a lower insight rank than you. 

Blessing of the Four Winds 
Element: air 
Mastery: 5 
Duration: instantaneous 
Area of Effect: one target 
Range: touch 
This spell allow you to try to exorcise out of a body a spirit controlling a body who is not his. Each turn of concentration the shugenja, the shugenja and the spirit made a contested roll of awareness for the shugenja against willpower for the spirit. If the shugenja win three times the spirit is forced to leave the body, if the spirit win three times he can’t be banished again today, and never again by this shugenja. 

Blood Curse (Kuni Family, Inquisitors And Jade Magistrates’ Secret Spell) 
Element: earth 
Mastery: 3 
Duration: instantaneous 
Area of Effect: one maho use that cast a maho spell and did not cleaned the blood. 
Range: 25’ 
This spell have been created to punish the maho-tsukai, turning the blood used to cast maho spells into a weapon against the maho user. The blood turns into a solid black substance and inflict mastery level of the last maho spell cast rolled and kept damage dice. 

Boundless Sight 
Element: void 
Mastery: 2 
Duration: insight rank rounds 
Area of Effect: self 
Range: self 
The Ishi is now able to see in every directions and perspectives within 300’. 

Burning Steps 
Element: fire 
Mastery: 4 
Duration: 3 rounds 
Area of Effect: one target 
Range: 25’ 
The spell summon a fire spirit that affect the feet of the target. Each action the target take that is involving any movement, he suffer 1k1. 

Call The Spirit (Ancestor) 
Element: air 
Mastery: 6 
Duration: insight rank X 2 rounds 
Area of Effect: one spirit 
Range: 10’ 
This spell summons a spirit from another spirit realm. The shugenja needs lore: spirit realm at three to learn this spell. The spirit realm is to the choice of the shugenja, but he has a free raise if he is in sight of a portal to this spirit realm and need two raises if he is near a portal that does not access to the spirit realm he is calling upon. The shugenja make a contested roll of lore spirit realms + insight rank k insight rank against the highest ring of the spirit. You have a free raise for the contested roll and the casting roll if you know the true name of the spirit. The character with the “denizen” advantages or any taint of a spirit realm other than Shadowland of more than one full rank can be called by this spell if you have their full name. 
If the spirit fails the roll, he appears next to the caster and cannot attack during insight rank X 5 rounds. If he wins, he can choose to appear but can attack. 

Devastation Of Stone (Ritual, Unique Use) 
Element: earth 
Mastery: 7 
Duration: 1 round per 2 insight rank of all the casters. 
Area of Effect: 15’ X 15’ (+ 2 to each per caster) 
Range: 55’ 
The duration and the size can be increased like one additional caster for two raises. The zone is suddenly filled with rocks that fly from all the available landscapes around, inflicting 7k7 damage to everybody within the zone. This spell has been used by the Phoenix clan to destroy the spirit armies. 

The Emperor’s Road 
Element: water 
Mastery: 4 
Duration: one day 
Area of Effect: a road recognized as imperial. 
Range: touch 
This spell function only on a road recognized as imperial by an emperor. Hantei XVI named many roads imperial during the Spirit wars to make a better use of this spell. Affect 2 persons or mounts per insight rank, allowing them to move 3 times faster on the imperial roads as long as they do not fight. 

Grandfather’s Word (Ancestor) 
Element: fire 
Mastery: 3 
Duration: instantaneous 
Area of Effect: all human enemies within 10’ 
Range: self 
This spell summons your ancestors who start to affect the willpower of your enemies. You create a fear effect of 4 (+ 1 for 2 raises) that affects all human enemies who can hear you within the area of effect. Characters with an honor rank greater than yours have a free raise for each rank they have over yours. Characters with more than 2 honor rank less than you have a – 5 penalty to their willpower roll.

Heart Of The Water Dragon 
Element: water 
Mastery: 4 
Duration: insight rank turns 
Area of Effect: self 
Range: self 
As long as the spell is active, the shugenja heal once per turn 1k1 life points after having suffered damage. 

Iuchi’s Sling (Unicorn Clan Secret Spell, Weapon) 
Element: water 
Mastery: 2 
Duration: 4 rounds 
Area of Effect: one sling 
Range: touch 
This spell summon a sling made of water than have the normal damage rating of a sling + 1k1 and give a + 2 in the sling skill to the wearer. The caster can give the sling to anyone, and dispel it at will. 

The Kami Watch Over Me 
Element: air 
Mastery: 4 
Duration: until activation. 
Area of Effect: one spell 
Range: touch 
After casting this spell you can cast another spell of lower mastery level on the target. The spell will activate only when the target will call upon it. 

Mask Of The Mountain 
Element: earth 
Mastery: 1 
Duration: 10 minutes. 
Area of Effect: self 
Range: self 
This spell makes you blend with the elements, protecting you to be detected by the use of the sense spell. 

Never Alone (Ancestor) 
Element: fire 
Mastery: 1 
Duration: 5 rounds 
Area of Effect: one samurai with one more than 0 personal honor. 
Range: 15’ 
The target increase by his honor rank all his attacks & damages rolls and his TN as he is supported by his ancestors. 

Ozaku’s Lifeblood 
Element: water 
Mastery: 6 
Duration: concentration 
Area of Effect: a wall of water of 15’ long, 3’ large and 12’ height 
Range: 15’ 
This spell summons a wall of water to protect the caster, in any shape he wants. Cast near a pool of water, you have 2 free raises. Any target trying to move through the wall need to make a contested strength roll with the shugenja or be pushed back by the waters. This spell can be combined with master of the rolling river that can be cast during the duration of the spell without breaking it. In those case the wall of water then inflict the damage of the master of the rolling river spell to every character attempting to go through the wall. 

Power Of The Earth Dragon 
Element: earth 
Mastery: 2 
Duration: until activation or 3 hours 
Area of Effect: self 
Range: self 
After somebody successfully hit you, you can make a stamina roll against the damage roll. If successful, you take no damage and the spell if cancelled. 

Rage Of The Fire Dragon 
Element: fire 
Mastery: 3 
Duration: until activation or 3 hours 
Area of Effect: self 
Range: self 
After somebody successfully hit you, you inflict him 3k2 and a fear effect 3. 

Ryoshun’s First Gift 
Element: void 
Mastery: 6 
Duration: 24 hours 
Area of Effect: self 
Range: self 
This spell is the teaching of the tenth kami who hold the gates of Meido. You must spend a void point and reducing your number of spell slots in the Void element for the duration of this spell to have a spell slot in three elements of your choice other than the Void. 

Stand Against The Waves 
Element: water 
Mastery: 5 
Duration: 5 + insight rank rounds 
Area of Effect: self 
Range: self 
During the duration of the spell you have one additional attack per turn. 

Star-Filled Steel (Weapon) 
Element: earth 
Mastery: 4 
Duration: permanent 
Area of Effect: one blade being forged 
Range: 5’ 
Calling upon the blessing of the fortune of steel, you give a permanent + 1 bonus to either damage rolls or attacks rolls to the blade being forged if it’s at least a normal quality non-peasant weapon (kama are exceptions for the Mantis clan and arrows for the Tsuruchi family). 

Suitengu’s Surge 
Element: water 
Mastery: 2 
Duration: instantaneous 
Area of Effect: one target 
Range: 25’ 
The target must make a willpower roll TN 25 or not being able to attack you during one turn, but he can do whatever else he want. 

Tamori’s Curse (Agasha Family Secret Spell) 
Element: fire 
Mastery: 3 
Duration: 5 rounds 
Area of Effect: one spell-casting character 
Range: 25’ 
The target must make a contested roll of fire ring with the caster or being unable to use any spell from the fire element or any ability linked to the fire element. This spell was designed by Agasha Tamori during his time as a daimyo of the Agasha family. 

Unbound 
Element: void 
Mastery: 3 
Duration: 5 rounds 
Area of Effect: one target 
Range: 35’ 
The Void is what hold all the others elements together, but this spell unbound this hold, reducing the traits of the target. The caster chooses one Element: for all elements expect than the Void, both traits are reduced by 1 during the duration of the spell. For the Void the void rank is reduced and the target loose a void point (who is not given back when the spell end). 

Voice Of The Void 
Element: void 
Mastery: 1 
Duration: 10 rounds 
Area of Effect: spells 
Range: self 
For the duration of this spell you cast your spells through the Void, forcing your opponents to need 2 raises to identify, notice or cancel your spells. 

Whispered Blade (Weapon) 
Element: void 
Mastery: 2 
Duration: 5 rounds 
Area of effect: self 
Range: self 
This spell summons a shimmering blade of force nearly invisible in shape of a katana (3k2). The blade float within 3 feet of you and you control it, allowing it to attack like if you was holding it (use your agility and kenjutsu skill as any other bonus). You cannot cast any other spells without canceling this one, but the sword can prevent insight rank characters to come close enough to you to attack and you can still use the defense skill. 

Wisdom Of The Air Dragon 
Element: air 
Mastery: 5 
Duration: insight rank X 2 rounds 
Area of Effect: self 
Range: self 
You have during the duration of this spell one additional casting action per turn that can be only used to attempt to counter spell any spell cast within sight. 

Yuki’s Touch 
Element: water 
Mastery: 3 
Duration: 10 minutes 
Area of Effect: one pool of water of 15 square foot per insight rank max. 
Range: touch 
This spell slowly turns the water into ice and shapes it at the will of the caster. The ice is weak and slow to form, so no one can be stuck in it. However, after one round it is solid enough to walk on it. The water can rise up to 5 feet in the air, and will melt instantly to the use of any fire spells on it, or at the end of the spell.
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