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1 Mechanics
The rules of the tattoo presented here are adapted to the Third Edition rule set from previous rule set. The original rules and mechanic can be found in the books of the First and Second Edition rule set. If AEG has a problem with these conversion rules, please let me know.
2 Ize Zumi Official Tattoos
Carp 

The carp is a symbol of prosperity and good fortune, and those tattooed men who bear its tattoo embody those traits. This tattoo is always on. A number of times per day equal to your Insight Rank, you may immediately re-roll any roll. 

Scarab 

The scarab is an insect found across the Burning Sands, although the Scorpion brought a handful of them back after that clan’s banishment there. In the Burning Sands, the scarab is seen as a symbol of the ruthless sun, a sinister entity there but a revered deity in Rokugan. You may spend a Void Point to activate the Scarab tattoo, which remains active for a number of rounds equal to your Insight Rank. While the tattoo is active, you are immune to damage from any non-magical fire or heat, and any fire spell targeting you has its TN increased by your Insight Rank x5. 

Snake 

The Snake tattoo is among the most dangerous and sinister of all Ise Zumi tattoos, and usually only manifests on those who have the strength of will to keep such power in check. After making a successful unarmed attack that strikes bare flesh, you may choose not to roll damage and spend a Void Point. Doing so immediately afflicts your target as if he had been afflicted with snake venom (see Third Edition, page 162). Rolls to resist or heal this affliction have their TN increased by twice your Insight Rank. You may spend a second Void Point to immediately end the effects of this poison in a victim. Allowing a victim of this attack to die is grounds for being cast out of the tattooed orders. 

3 Ize Zumi Unofficial Tattoos
Hawk 

This tattoo is the ancient ancestor to the Eagle tattoo. The Ize Zumi can activate this tattoo school rank + 2 times per day for one round, allowing Ize Zumi to see really far. The Ize Zumi ignores all penalties from distance when targeting an opponent with a ranged attack, and reduces the TN by five. The Ize Zumi has a free raise for ranged attack on specific targeted points. 

Spider 

If the Ize Zumi hits another with an unarmed attack, the Ize Zumi can spend a void point before rolling damage to increase the damage by school rank k school rank minus one. If the Ize Zumi does so, the Ize Zumi cannot heal by any means for three rounds. 

Chameleon 

The Ize Zumi can alter his/her appearance to look like somebody with a willpower + school rank, TN depending of how well the Ize Zumi knows the target (5 if it is a relative the Ize Zumi has lived with, 10 if the Ize Zumi has lived years with, 15 if Ize Zumi knows for only months and 20 for Ize Zumi if known only hours). The transformation takes 10 minutes, and it does not alter the voice. As long this tattoo his active, the monk cannot use any void points. 

Chrysanthemum 

As long as the sun is up in the sky, the Ize Zumi can heal twice (school rank + earth) wounds per hour. When the sun is set, the Ize Zumi cannot by any ways. This tattoo is always active. 

Moon Crescent 

This tattoo is only given to Kikage-zumi and a few Tsurai-zumi. For a void point, the Ize Zumi can become a shadow for school rank hours. He/she is non-physical and can go anywhere a shadow can go, but cannot go through objects. Magic affect him as if he/she was normal. He/she suffers a full rank of wounds at the start of each hour in this form, and cannot use any skills or techniques, and he/she cannot talk. This tattoo can be stopped at any time. 

Falcon 

The Ize Zumi is immune to fear and can add his/her insight rank to honor rolls. This tattoo is always active. 

Cherry Blossom (Sakura) 

This tattoo can be used only once per day between dawn and dusk. Once activated, the Ize Zumi earns a number of void points equal to his/her honor rank until dusk. As long as the Ize Zumi has these voids points, all honor losses are doubled for the Ize Zumi. 

Crane 

This tattoo stops the Ize Zumi’s ageing when the Ize Zumi reaches insight rank five. The Ize Zumi earns school rank "lucky" advantage (page 110) and one "unlucky" rank (page 117). The tattoo is always active. 

Wasp 

The Ize Zumi gains an action each time he/she activates the tattoo that can be active only once per turn. The Ize Zumi must declare this activation before rolling initiative. During a round, the Ize Zumi activated the Wasp tattoo he/she cannot spend a void point. 

Dragonfly 

The Ize Zumi can add twice his/her school rank to his/her initiative for one round. 

Unicorn 

Ize Zumi can re-roll a number of rolls per school rank a day, but each time the GM rolls a die. On a ten, the roll is automatically a failure and cannot be re-rolled. The Ize Zumi can re-roll the same roll more than once. This tattoo is always active.
White Mask 

When this tattoo is active, the Ize Zumi’s feelings and thoughts cannot be read. However, the Ize Zumi’s awareness drops to one. 

Mountain 

Once active, the Ize Zumi can add his/her school rank to willpower and stamina, increasing the Ize Zumi’s earth rank. During the activation, the Ize Zumi’s air rank drop to one with all associated traits (Awareness and Reflexes). 

Butterfly 

Once active, the Ize Zumi can add his/her school rank to all awareness rolls. 

Phoenix 

The Ize Zumi earns school rank voids points that can be used to either give free raises or increase the TN of a spell targeting the Ize Zumi by five. This tattoo is always active.
Pine 

Once active, the Ize Zumi can ignore one wound rank penalty by school rank. (At school rank five where the Ize Zumi may ignore down and out. 

Nightingale 

The Ize Zumi can spend a void point and an experience point to heal all wounds to his/her person completely. 

Scorpion 

The Ize Zumi can activate this tattoo during his/her initiative roll. A targeted character will use his/her lowest trait for his/her attack rolls against the Ize Zumi during this turn. The Ize Zumi will do it against him/her during the turn. 

Monkey 

The Ize Zumi rolls insight ranks additional dice for stealth, sleight of hand, athletics (climbing) rolls when this tattoo is activated. 

Tiger 

When this tattoo is activated, the Ize Zumi keeps school ranks additional dice for unarmed attacks rolls. The Ize Zumi can only growl like a tiger. 

Tortoise 

The Ize Zumi can call on an ancestor to increase his/her rank in a skill by his/her school rank. When the Ize Zumi does so, the Ize Zumi must make a willpower TN equal to the number of times the Ize Zumi used this power today x 5. If the Ise Zumi fails, he/she earns one rank in "haunted". All next use of this tattoo is increased by five for a month. After a week, the Ize Zumi can spend three void points during a school rank hours in meditation to loose a rank in the "haunted" disadvantage. 

Hare 

When this tattoo is activated, the Ize Zumi’s reflexes and athletics rank are increased by his/her school rank. All enemies the Ize Zumi fights when this tattoo is activated are considered to have a fear (4) effect that the Ize Zumi must face with the Ize Zumi’s raw willpower (no advantage or special effects to prevent it or roll additional dice). 

Wolf 

When the Ize Zumi is in a skirmish with allies, the Ize Zumi gains a number of free raises equal to the number of allies the Ize Zumi has in this fight. The Ize Zumi may use these free raises at each round on any rolls. The Ize Zumi cannot earn more than his/her school rank free raises, and any free raise not used during a round are lost at the end of this round. The Ize Zumi rolls one less die for all attacks rolls when the Ize Zumi is alone. This tattoo is always active.
Void 

When the Ize Zumi uses a void point for any reason, the Ize Zumi earns a free raise for all awareness and perception rolls for the next ten minutes. The use of multiple void points is cumulative. The Ize Zumi can spend four void points to see through non-magical darkness and others obstacles like mist, but in those cases, the bonus to perception and awareness is cancelled unless the tattooed man is blind or deaf. When the awareness and perception bonus wears off, all TNs to perceive the environment are increased by ten for five minutes (cumulative like the bonus) 

Rising sun 

This tattoo is only given to Ize-zumi and a few Tsurai-zumi. Once per day, the Ize Zumi can summon the sun and blind all tainted creatures within 20 feet per school rank if they fail a reflexes roll TN = school rank X 10 for 2k2 rounds. They also need to make an earth roll TN void rank of the Ize Zumi X 5 or be stunned for one round and unable to do anything during their next action. This tattoo can be only used only during the day. 

Dog 

The Ize Zumi earns insight rank free raise for perception rolls. The Ize Zumi can also track people by smell by doing hunting (tracking) skill roll at TN 20.
Panther 

This tattoo is only given to Ize-zumi and a few Tsurai-zumi. The Ize Zumi rolls school rank additional dice for stealth and hunting. 

Vine 

This tattoo is only given to Ize-zumi and a few Tsurai-zumi. The Ize Zumi can heal one wound per minute and can re-grow cut members. In this case, the Ize Zumi will need 24 hours of meditation, and the member is useless for a full week (for this length, the Ize Zumi have the permanent wound disadvantage). The Ize Zumi cannot heal him/herself by any others means than natural healing otherwise. This tattoo is always active. 

White Dragon 

This tattoo is only given to Ize-zumi and a few Tsurai-zumi. The Ize Zumi needs two void points to activate this tattoo. Once active, the tattoo lets the Ize Zumi breath a cone of cold inflicting school rank + two keep school rank damage. This tattoo can affect a number of targets equal to half the Ize Zumi’s school rank (rounded down). During the next hour after the activation, the Ize Zumi’s initiative is reduced by ten. 

Avalanche 

This tattoo is only given to Kikage-zumi and Tsurai-zumi. The Ize Zumi can spend two void points to increase the Ize Zumi’s strength by two ranks for earth rank rounds. 

Bone 

This tattoo is only given to Kikage-zumi and Tsurai-zumi. A number of times equal to the Ize Zumi’s void ring, the Ize Zumi can control a number of undead equal to his/her willpower rank for one minute. The Ize Zumi can also control an intelligent undead by winning a contested roll of the Ize Zumi’s void against the target’s taint rank. The Ize Zumi cannot control more than one intelligent undead at a time. 

Lizard 

This tattoo is only given to Ize Zumi of the Order of Kokujin. The Ize Zumi can use the tattoo of someone else. For that, the Ize Zumi needs the skin of the Ize Zumi with the tattoo(s) in question. The Ise Zumi can use only one skin at a time, and as long as the Ize Zumi is using a skin the Ize Zumi cannot use any of his/her tattoos. The Ize Zumi can use the tattoo(s) that the Ize Zumi has stolen at the rank of their original owner.
Tsuburu no Oni (Homebrew)

This tattoo shows a representation of the oni lord of gluttony. It allows the wearer to blows a horrible wind of corruption. You roll to strike with your Air / insight rank k Air and can affect a number of targets equal to your Insight rank, all of which must be within 25’. When rolling for damage you roll Shadowland taint rank K insight rank and force the enemy to move back of their Air rank minus their Earth rank meters. You suffer a dice penalty to all your physicals rolls equal to your Air rank minus your Void rank for the next three rounds.

Shikibu no Oni (Homebrew)

This tattoo shows a representation of the oni lord that stole the bodies of the dead. It allows instant regeneration. Any time you suffer wounds, up to insight rank time a day, you can spend a shadowland point to make a raw XkX roll where X is equal to your insight rank + half (rounded down) of your taint rank against TN equal to the number of wounds suffered, before the wounds are inflicted. If you succeed the wound are reduced to one.

Boiling Pit of Pitch Tattoo (Homebrew)

This disgusting tattoo offer protection against all fire, ice and water based attacks. This tattoo is always active. The damage roll from fire, ice or water attacks (even magical) rolls X less dice where X is equal to your insight rank.

Obsidian Tattoo (Homebrew)

Once activated, this dark tattoo grant all unarmed attacks all the effect of obsidian and grant +0kX where X is equal to your insight rank to your unarmed damage rolls for Insight rank rounds.[image: image2.png]

























































