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Document Mechanics

The lists presented in this document were converted to match the Third Edition rule set from previous rule sets.  These mechanics are from the system presented in the First and Second Edition rule set that were not adapted.  If AEG has a problem with these conversion rules or the information therein, please let me know.
Jade: 

Jade is a green, crystalline mineral. It is the perfect attunement of the five elements, giving the substance power against beings that carry another spirit-realm control. Particularly, jade is a precious substance that protects against the Jigoku’s Shadowlands Taint. Unfortunately, jade cannot be artificially made yet, but painstakingly found in the Earth.  Furthermore, jade is too weak to make weapons without the aid of magic.

· Jade Powder: By using grease to stick powdered jade upon a weapon, the weapon gains jade abilities. The weapon is now considered jade and can do full damage on the first attack. A subsequent attack does half damage with a third strike losing all jade abilities.
· Jade Petal Tea: There is a special tea grown only in a special Osano-wo monastery. This expensive tea is monitored very closely by Kuni Tsukai-sagasu and all users’ names are given to the hunters. One dose of this tea makes Shadowlands powers became inactive for a day, and the deformities created by the Taint slowly became less visible with regular use of the tea.

Crystal: 

There are two types of crystal known to Rokugan: the common crystal that is just glass (crafted from a technique the Unicorn brought from the Burning sands), and the mystical crystal shed by Lady Sun’s tear that did not fuse with Lord Moon’s blood. Common crystal has no special power, despite being expensive. However, true crystal has the power to affect spirit creatures. Like jade, crystal is too fragile to be made into weapons without the aid of magic.

Crystal Abilities:
· Crystal has a strength rating of 1 to 5 (with an increasing rarity).

· Crystal weapons ignore carapace ratings on Shadowlands and Shadow tainted creatures.

· Shadowland creatures cannot approach crystal within (crystal rating) feet without making a willpower roll TN (crystal rating) x 10 on own volition.

· Light going through a crystal deals Xk1 damage to a Shadowland tainted creatures and Xk(X-1) to Shadow tainted beings, where X is the strength of the crystal. The light must be focused upon the being for one round. 

· Shadow-tainted creatures cannot pass through crystal.

· Massive amount of light passing through a crystal can dispel a Shadow manifestation or illusion, if the target’s mass was affected. As a result, Shadow tainted creatures in such positions suffer 1k1 wound per round.

· Shadow tainted creatures touching a crystal have their powers cancelled until contact is broken, and all wounds created by a crystal will cause the target to scream out in pain.

Different Types of Crystal:
· Kuni Crystal: This solid crystal is enchanted through a Kuni ritual. The crystal becomes as solid as steel, yet functions as normal mythical crystal (with the exception of the crystal causing an additional 2k2 damage to Shadowlands tainted creatures). The wielder may also add the crystal’s rating strength to resistance rolls against the Shadowlands taint (not cumulative with other Kuni crystal). Any spells requiring crystal can use this crystal as his focus. This special crystal emits a white glow when a Shadowlands tainted creature gets within 30 feet of it. The TN for Shadowlands tainted creatures to get close to the bearer is also increased by five.
· Ashalan Crystal (a.k.a Crysteel): Via a technique created by the Ashalan thousands of years ago to fight against the Jinn, the Ashalan created solid crystal weapons from the sands of the Great Desert. All crafted items are at least fine quality and crafted weapons give an additional 1k0 bonus to both attack and damage rolls. A crysteel blade functions as normal crystal. A crysteel katana is a five-point sacred weapon advantage available only to Scorpion characters.

· Naga Crystal: After using a complex set of enchantments and pearls, the naga created weapons in their war against the Foul. Naga crystal functions as either jade and crystal, depending upon which one is the most efficient.

Obsidian:
Obsidian is a black crystal that reflects light. There are two types of obsidian: one being black oily crystal that is fully corrupted jade and true obsidian. The true obsidian comes from the blood of Lord Moon that did not fuse with Lady Sun’s tears. Like jade, obsidian can be turned into powdered form and used to goes past invulnerability. However, no self-respecting samurai would humiliate a daisho by grinding obsidian onto his/her blade. Unlike crystal and jade, primitive weapons can be made from obsidian without the aid of magic.

Culturally, obsidian is a bad omen, but does not bear the stigma from the Shadowlands. The problem is that three pieces on ten are cursed from Lord Moon’s madness. When a user makes contact with cursed obsidian, the bearer must make a willpower TN 5 roll. Every full moon, he makes another one with a cumulative + 5TN. If the bearer ever fails, the user lapses into a blind fury and tries to kill everyone in sight. If the bearer throws away the obsidian, the TN lowers by five for every full moon until it reaches 0. If five consecutives rolls are failed, the madness became permanent.

· Obsidian Tea: This tea is made from ground corrupted jade. The tea has the same effect as Jade petals tea, but all Shadowlands tainted creatures attacking you function one rank lower. The cost is that every dose gives the user one point of the Shadowlands Taint.

· Blacksteel: Blacksteel is forged by the Lost. The substance is a poor quality steel reinforced with common obsidian during the forging process. Forging blacksteel is a crime in Rokugan, and it is difficult to identify since the substance carries no taint. Blacksteel weapons add five to their wielder’s damage roll if a ten has been re-rolled. All non-lost carrying a blacksteel weapon suffer an additional +5 penalty to all stamina, willpower and earth roll, or an additional + 5 to all rolls if they have used it regularly during the week. A user’s penalties fade after a week without blacksteel. Blacksteel armor carries the same penalties, but confers no benefits.

Shadow Points: 

Like the Jigoku’s Shadowlands Taint, the Lying Darkness (then, Shadow Dragon) has its own affliction called Shadow taint. The taint works differently from the Shadowland Taint, as Shadow taint infuses a target with a small part of Nothing. The physical manifestation of this affliction is the slow loss of facial features, and even human form, and the mental manifestation is the lost of memories, then of identity until being just living extension of the Shadow. After Oblivion’s Gate, the affliction can only begotten from the Shadow Dragon and its physical manifestations are now demonic rather than the lost of features to the face.
All resist attempts against the Shadow taint are Void TN 10 + 2 for each previous attempt, whether failed or succeeded. This TN is raised by ten between the Twenty-Seven Days of Darkness and the Battle of Oblivion’s Gate. Specific rules regarding this affliction are below:
General Rules:

· If the Lying Darkness controls someone dear to you, all resist rolls are increased by five.

· All characters with more Shadow points than their Void Rank are immediately turned into Shadow-spawns.

· All rolls to resist against the Lying Darkness when asleep are at + 10 TN. If failed, the victim suffers a special fear effect, preventing victims from using or recovering any Void points during the next day.

· Influence Technique: The victim has ideas not of his/her own suggesting the victim to do something. The GM may roll a number of shadow point dice rolled and kept against the character’s willpower.

· Willpower  x 2 if the action is inline with the character

· Willpower  x 5 if the action is out of character

· Willpower  x 10 if the action is against what the character believes to do

A success means the character will be influenced by the Lying Darkness.

Different Types of Attack:

· Attacks in Dreams: If a victim dies during a Shadow-attacked dream, the victim must make a Void roll TN 5 or die from the dream. Symptoms of such death are bruising, torn eyes, and/or white hair.

· Influence through Dreams: If a victim is consumed with excessive fear, desire or regret, the Lying Darkness can approach him (if the victim is not wearing crystal). The Lying Darkness will manifest and attempt to indulge the victim’s darkest impulse. If the Lying Darkness does, the victim must attempt a resist roll.

· Curiosity: The first time a character learns about the Lying Darkness (whether the victim knows or not) without bearing crystal must make a resist roll.

· Proximity to Darkness: As certain places in the world are linked to the Lying Darkness, characters must make a daily resist roll if not carrying crystal. All characters with a Shadow-brand fail this roll.

· Bargaining: Characters contacted by the Lying Darkness and offered power can be corrupted. If they accept, the character gains a Shadow Point.

· Coercion: By torturing a victim, the Lying Darkness can force a victim to accept a Shadow point.

· Possession Technique: All direct attack by the Lying Darkness must be resisted at a Void Roll TN 20, if failed, the victim gains one Shadow point. Only powerful individuals may use this technique (i.e. Goju Adorai or the Shadow Dragon).

Shadow Powers: 

1 SHADOW POINT: 
· Stealth/Experience Cost: 0/ As the victim starts to master the swift movements of the Lying Darkness, a character gains an additional 2k2 bonus to all Stealth, Deceit and Acting skill rolls. 

· Shadow Leap/Experience Cost: 2/Under the light of the sun, the target has its water rank halved for movement, cannot run, and looses 1k0 on every action. Otherwise, the target’s water rank is increased by two and has gains 2k0 bonus to all Athletic skill rolls. This power may be activated at any time, but may not be stopped during the next one hundred and twenty minutes.

2 SHADOW POINTS:
· Swiftness/Experience Cost: 0/A number of times per turn equal to the target’s cumulative Shadow Points, the target find a shadow big enough for the target to fit into. The target is immediately teleported inside the Shadow as long as the shadow is within running distance. The target’s water ring is increased for movement and the target may leap half of what it runs.

3 SHADOW POINTS:
· Insubstantiality/Experience Cost: 2/Becoming less substantial, the Shadow tainted being now suffers half damage from physical attacks, but twice from crystal weapons. Furthermore, a number of times per day equal to its Shadow Points, the target can go through physical substances after concentrating during one round. A stamina roll must be made at TN 5 for paper, 10 for wood, 20 for stone and 30 for steel or flesh.

· Shadow Wave/Experience Cost: 3/The target can once per day create a 50’ cloud of Shadow ink that blinds all non Shadow-tainted targets. The cloud last five turns and increases the TN of all actions involving sight by + 15.

4 SHADOW POINTS: 
· Mimicry/Experience Cost: 0/With the user now losing its features, the character can now mimic others people. This power grants a free Acting (Disguise and Mimicry) skill. The ninja must now make an Acting roll (see Third Edition, page 95) with a number of free raises equal to the target’s Shadow Points.

5 SHADOW POINTS: 
· Shadow Seduction/Experience Cost: 2/The ninja must have done a horrible act in the name of its victim before using this power. The victim must now make a contested Willpower roll against the ninja or earn a Shadow Point.

6 SHADOW POINTS: 
· Shadow Consumption/ Experience Cost: 3/After talking with images for thirty minutes, a target with one or more Shadow points gains an additional Shadow point.

· Shadow Bolt/Experience Cost: 0/The user may once per day cast a Shadow bolt. The character rolls 5k5 against the target’s TN to be hit. If successful, the target makes a Void Ring roll against the Lying Darkness’s attack roll. If failed, the target suffers 3k3 damage as he loses his/her name and experiences by the infusion of Nothing.

KAGE-YAKIN (SHADOW BRAND): 

After Shosuro assumed the identity of Soshi, Shosuro taught Scorpion shugenja the secret of the Kage-Yakin. This mystical tattoo is infused with the power of Nothing. Before Oblivion’s Gate, many Scorpion were lost to the tattoo’s effects and turned into ninja. Afterwards, the Scorpion banned the use of this ritual. A Scorpion character may still begin with a Kage-Yakin with a 5 point inheritance advantage (Available only to Bayushi, Shosuro and Soshi characters). 

Each Shadow brand grants an additonal 1k1 to all rolls made in dim light. An wielder that gains two Kage-yakin, receives one Shadow point. Furthermore, the Kage-Yakin slowly disconnects the wielder’s connection to void. Thus, a character’s Void rank is limited by the number of Kage-yakin he/she has:
· 1 Brand limits the Void rank at 7 

· 2 Brands limits the Void rank at 5

· 3 Brands limits the Void rank at 3

· 4 Brands limits the Void rank at 2

· 5 Brands limits the Void rank at 1[image: image2.png]
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