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1 Mechanics:
The weapon list presented in this document is an adapted exotic item list to match the Third Edition rule set from previous supplements. The original weapons and their associated mechanics can be found in the books of the First and Second Edition rule set. If AEG has a problem with these conversion rules or the information therein, please let me know.
Note: In the text, an emphasis is denoted by: 
· Skill: Emphasis       

· Skill (Emphasis) 
2 Rokugani Exotic Arms:

· Modified Dai Tsuchi (Heavy Weapon: Dai Tsuchi): This 1k3 DR Dai Tsuchi is loaded with a dose of jade. If the wielder rerolls 10’s on the damage roll, the target, if it bears the Shadowlands Taint, must make a stamina roll TN 25 or suffer 1k1 damage every round for 1k1 rounds. The character can stop this damage by electing to vomit and lose all other actions for one turn. 

· Kai (Peasant Weapons: Kai): This big oar has a 2k1 DR and is a used by the peasants of the Crab clan. 

· Manji-sai (Peasant Weapons: Manji-Sai): The 1k2 DR Sai comes with two quillons: one up, one down. When the wield takes the full defense stance, the weapon increases the wielder’s TN to be hit by five.

· Nunte (Polearm: Nunte): A 3k1 DR bo stick with a manji-sai at the end. 

· Chijiriki (Chain Weapons: Chijiriki): This is a 3k2 DR chained spear. When an opponent is grappled with the weapon, the entangled opponent’s TNs are doubled until freed. The opponent may hit the weapon itself to free him/herself (TN 20, doubled = 40).

· Shikomizue (Peasant Weapons: Shikomizue): A walking cane made of bamboo with a concealed blade. This weapon does 2k2 DR with the blade and 1k2 DR without the blade. 

· Tankoji (Peasant Weapons: Tankoji): This 0k1 DR hollow staff creates a talcum cloud that can an opponent for one turn that is less than 3 feet tall and fails a willpower TN 20. 

· Tachi (Kenjutsu: Tachi): The 2k2 DR tachi is the ancestor to the katana. It is the same length as the katana, but less incurved and heavier. 

· Pincer and Tail (Spears: Pincer and Tail): This 1k3 DR pseudo-Ashalan weapon is extremely rare (only Shosuro Yudoka is known to have one) and cannot be used without the emphasis. The weapon is a long staff with a pincer at one end and a dart at the other end. It gives one free raise for disarm and knockdown maneuvers. The weapon also offers three free raises for a second attack, but the damage rating of the second attack is 2k2.

· Magari-Yarijutsu (Spears: Magari-Yarijutsu): This trident has the same size as a yari, and, as such, functions as a yari. Wielders with the Spears (Yari) emphasis can use the Magari-Yarijutsu as a yari, but the wielder must have the Spears (Magari-Yarijutsu) emphasis to use the Lion Clan Magari Martial Art. 

· Flute-Knife (Knives: Flute-Knife): The weapon is a flute with a 1k1 DR knife hidden inside it. The wielder gains a free raise when using Sleight of Hand skill to conceal the flute knife. You earn an additional +5 initiative when you surprise an opponent by using the weapon.

· Horn Dagger (Knives: Horn Dagger): This knife’s DR is 1k1. If the opponent is unaware of the attack, the weapon ignores armor and rolls an additional 1k0 DR. 

· Mamukigama (Chain Weapons: Mamukigama): This weapon is a 1k1 DR kusarigama with a snake tied to the weight. Each attack with this weapon must make an additional two raises. If the bearer misses, but meets the original TN before the two raises were applied, the snake bites the wielder. Individual damage taken from the snake will vary upon the type of snake used. 

· Vajra (Spears: Vajra): The weapon is a scepter with 1k1 DR claws at each hand. The wielder gains a free raise to disarm and knockdown maneuvers. This weapon is considered a peasant weapon. 

· Lezam (Kyujutsu: Lezam): This Tsuruchi training bow is made of bamboo with a chain. The gaijin design of the weapon demands that the weapon be imported from the Ivory kingdom. The bow has a Strength: 2, Range: 200’, +10 TN to use when riding on a horse, and one free raise for Instruction and Stealth for Kyujutsu when firing the bow. 

· Shigeto-Yumi (Kyujutsu: Shigeto-Yumi): An ornamental yumi used only for demonstrations. The bow has a: Strength: 3, Range: 200’, +10 TN to use when riding on a horse, and one free raise for Kyujutsu demonstrations.

· Whip (Peasant Weapon: Whip): The lash has a DR of 0k1.

· Ring Blade (Yobanjin Blade: Ring Blade): This 1k2 DR sword has rings on it that are meant to catch an opponent's weapons. When a wielder’s opponent misses the wielder by five or more points while the wielder is in full defense posture, the wielder may catch  the opponent’s weapon. Furthermore, by making an opposed strength roll, the wielder can break the caught weapon if the wielder exceeds his opponent’s roll by more than 5 for wood weapons, 10 for peasant weapons, 20 for common weapons, 25 for steel weapons. If the weapon does not break, the weapon is only locked for one round.

· Shinobi-Shuko/Shinobi Ashiko (Peasants Weapons: Shinobi-Shuko/Shinobi Ashiko) These gloves have 0k2 DR claws that give two free raises for Athletic (Climbing) skill rolls. 

· Toamijutsu (Ninja Ranged Weapons: Toamiutsu) A Toamiutsu is a net that can grapple an opponent. All the opponent’s TNs are increased by ten until freed, but he/she suffers no damage from the net. 

3 Shadowland Abominations:

· Ogre Club (Heavy Weapons: Ogre Club): This 1k4 DR club demands a minimum strength of five to wield. The weapon ignores light armor and heavy armor functions as light armor. An opponent’s carapace is reduced by two when using the club. 

· Troll Gauntlet (Heavy Weapons: Troll Gauntlet): The gauntlet enhances knockdown blows by hand-to-hand damage + 0k1 + heavy weapon force bonus. All opponents suffering at least one full rank of wounds from this weapon must make a stamina roll TN 20 or get 1k1 points of Shadowlands taint. 

· Tsuno Blade (Heavy Weapons: Tsuno Blade): This legendary weapon is a large curved 2k3 DR blade. It ignores normal light armor and reduces an opponent’s carapace by two. Any wielder must have a minimum strength of five or the weapon cannot be used. If the wielder hits an opponent that is in full defense posture, the wielder may make a damage roll against TN 20 + 5 per quality level of the opponent's weapon (poor quality = level 1) to break his/her opponent’s weapon. 

4 The Ancient Races’ Tools:

· Ratling Chrchr (Staves: Chrchr): This long 0k2 DR Ratling staff is covered with glue. If the wielder enters the full defense posture and the opponent misses because of the full defense bonus; the wielder can enter make an Agility/Defense skill roll against the result of the opponent’s attack roll. If the defense roll is successful, the attack may only roll the base damage of the weapon against the wielder. If the opponent rolls more than 30 damage then the Chrchr breaks, otherwise the glued weapon can be used only with a + 10 TN and cannot reroll more than one 10's per damage roll. The opponent may take the weapon out of the glue with a strength roll TN 20. Finally, the glue takes one hour to apply on the Chrchr before the weapon can gain any effect. 

· Ratling White-White Green Axe (Throwing Weapon: White-White-Green Axe): The ratling stone carved axe has a DR of 2k2, range of 60 feet, +1k0 for melee attack rolls.

· Ratling Tail-Claw (Jiujutsu: Tail-Claw): The ratling tail-claw has a 3k2 DR without any strength bonus. Out of combat, the wielder gains +2k0 for climbing and keeping balance. The wielder can use the tail claw to hook to an immobile object and cling to it upside down with a Strength roll TN 15 for the wielder’s Stamina trait in rounds. Otherwise, the wielder must make a Strength roll every turn with a TN + 2 each time.

· Zokujin Canne (Polearm: Zokujin Canne): A long 1k2 DR spear with a stone on the end. The spear grants one free raise for attacks rolls against stone targets. 

· Ningyo Trident (Spear: Ningyo Trident): The 2k2 DR trident may deal an extra +1k0 damage when thrown.

5 Naga Weapons:

· Ishtyr (Swordsmanship: Ishtyr): This curved and long 2k3 DR Naga sword must be used with two hands. The weapon functions as a spear for combat. 

· Naga Spear (Polearm: Naga Spear): A 0k3 DR spear with a curved and heavy blade at the edge. 

· Naga Bow (Kyujutsu: Naga Bow): The bow uses Agility instead of Reflexes. The bow is: Strength: 4, Range: 600',  +1k0 DR, and the total ranged penalty is reduced by ten. Any non-Naga using the large bow has an increased TN to shoot the bow by ten and cannot use it on horseback.

· Katar Naga (Knives: Katar): The 0k2 DR bow gains 1k0 for damage if the target is unaware of the attack. 

· Pearled Staff (Heavy Weapon: Pearled Staff): The 0k2 DR pearl incrusted staff receives the same bonus as a polearm when used by a Naga. Additionally, the thick weapon ignores armor and reduces carapace by five.

6 Ashalan Arsenal: 

· Adiva (Knives: Adiva):  An Ashort twisted assassin knife has a 2k1 DR and adds + 1k0 to attack rolls. 

· Bahiya (Bahiya): The egg gives +2k0 for any roll involving focus (i.e. iaijutsu, meditation, etc.). An ensouled Ashalan can use the second, more mercurial power of the Bahiya. By focusing one’s ka the little crysteel egg, the egg releases a smoke that inflicts AwarenesskAwareness damage on an opponent. 

· Falchion (Swordmanship: Falchion): The 3k3 DR blade adds +1k0 to attack rolls. 

· Najya (Ashalan Weapons: Najya): The 3k2 DR incurved blade adds +1k0 to attack rolls. Furthermore, the inner curved side can catch weapons causing one target per turn to suffer a - 4 to the attack rolls against the wielder. Finally, all Najya are made with crysteel. 

· Kadja (Ashalan Weapons: Kadja):  This 1k3 DR long staff with a curved blade at each side adds +1k0 to attack rolls.

· Ashalan Scimitar (Yobanjin Blade: Scimitar or Swordsmanship: Scimitar): The 3k2 DR Ashalan bloodsworn’s blade adds +1k0 to attack rolls.

7 Thrane and Merenae Ordnance:
· Ashi-kyu (Kyujutsu: Ashi-kyu): The bow uses Agility instead of Reflexes. The large composite bow requires a minimum strength of three to utilize and more than one turn to reload. The bow is: Strength: Archer’s Strength - 1, Range: (Archer's Strength + 2) X 100'. 

· Seibore (Swordsmanship: Seibore): The long, heavy knight' sword functions as heavy weapon with a DR of 0k3. The wielder must have a minimum strength and a stamina of three to use the sword. All initiatives bonuses are reduced by five and the sword ignores all armor. 

· Sling (Throwing Weapons: Sling): The ranged weapon has a: Strength: 2, Range: 75', and additional projectile damage: stone 0k2, metal 1k2.
· Staff Sling (Throwing Weapon: Sling): The ranged weapon has a: Strength: 3 and Range: 100'. 
· Cutlass (Swordsmanship: Cutlass): The 2k2 DR blade can be used with Kenjutsu by increasing the Skill Roll TN by five. The wielder may reroll damage dice that roll under the bearer's strength. 

· Gunpowder Pistol (Gun: Gunpowder Pistol): The gun ignores armor and carapace and does 4k2 damage. The weapon takes two rounds to reload. 

· Gunpowder Shotgun (Gun: Gunpowder Shotgun): The gun ignores armor and carapace and does 5k3 damage. The weapon takes two rounds to reload.
· Maul (Heavy Weapons: Maul): The heavy weapon does 0k4 damage and reduces armor by five and carapace by three. The wielder must have a minimum strength of three to wield the weapon. 

· Rapier (Swordsmanship: Rapier): The 2k1 DR blade can be used with Kenjutsu by increasing the Skill Roll TN by ten. The rapier substitutes the Reflexes trait for the Strength trait in damage rolls and uses the Reflexes trait in attack rolls. 

· Stylet (Knives: Stylet): The 0k1 DR stylet gains two free raises for Sleight of Hand skill roles to hide the weapon.

8 Ivory Kingdoms Weaponry: 

· Ankus (Heavy Weapons: Ankus): A long staff used to train elephants. The 2k2 DR staff requires a minimum strength of three to wield. It ignores armor and reduces carapace by five. Finally, the wielder increases his/her Animal Handling (Elephant) Skill rolls by the wielder’s Heavy Weapons skills. 

· Bagh-nakh (Peasant weapons: Bagh-nakh): A steel 0k2 DR ring with retractable spikes that was created by the Qolat. The weapon inflicts no damage against opponents with armor giving more than five in TN bonus or carapace. The retractable spikes give a free raise for attack rolls against opponents surprised by the attack. 

· Chakram (Thrown Weapons: Chakram): The steel ring weapon deals 1k2 damage and has a range of 100'. Damage when thrown has the strength bonus applied.

· Jambiya (Knives: Jambiya): The weapon is a short incurved 1k1 DR dagger. It provides a free raise for Sleight Of Hand skill rolls to hide the weapon. Wielders with the emphasis can lose -0k1 on their attack rolls for an additional +0k1 to damage rolls. 

· Katar (Knives: Katar): These metal gloves have 1k2 DR blades attached. If the wielder has an emphasis or a Knives skill of five, you gain an additional 1k1 to damage with a katar while wearing one in each hand. 

· Kukri (Knives: Kukri): This weapon functions as the Longuer Jambiya, except it has a 2k1 DR. 

· Tulwar (Swordmanship: Tulwar): This long sword can be used with Kenjutsu by increasing the Skill Roll TN by five. It has a 2k2 DR and gains + 1k0 to damage when wielder is mounted.

9 Senpet Armaments: 

· Senpet Bow (Kyujutsu: Senpet Bow): The bow requires a minimum strength of three to wield. The bow is: Strength: 4, Range: 300', and +10 TN to be fired on horseback. 

· Senpet Dagger (Knives: Senpet Dagger): The dagger has a 1k1 DR and breaks if it deals more than 15 damage. 

· Senpet Club (Heavy Weapon: Senpet Club): If an opponent is hit by the 1k2 weapon, the wielder may make a strength roll against TN 20 for light armor and 25 for heavy armor. If successful, the armor bonus is reduced by one until repaired (it takes ten minutes to repair the armor for each point lost). 

· Senpet Short Sword (Swordsmanship: Senpet Short Sword): The weapon does 1k2 damage. 

· Senpet Scimitar (Yobanjin Blade: Scimitar or Swordsmanship: Scimitar): The 2k2 DR scimitar grants a bonus +1 for initiative rolls if you have the emphasis for the weapon. 

· Senpet Kopesh (Swordmanship: Kopesh): The 3k2 DR sword has a scythe blade attached. The wielder gains +1 to attack rolls against light armors and +3 against heavy armors. 

· Senpet Shamsir (Swordmanship: Shamsir): The long 2k2 DR sword gives a +2 initiative bonus when mounted. 

· Throwing Stone (Throwing Weapon: Throwing Stone): The ranged weapon has a DR of 1k1 and a Range of 30’.

10 Yodatai Steel: 

· Gladius (Swordmanship: Gladius): The Gladius does 1k2 damage and adds + 2 to attack rolls against opponents wearing armor. 

· Pilum (Spear: Pilum): If an opponent is hit by the 1k2 DR Pilum, the opponent must make a strength roll TN equal to the inflicted damage by the wielder or have the Pilum stuck inside the opponent’s body. The opponent then suffers -2 to all rolls until the pilum is taken out.
· Plumbata (Throwed Weapon: Plumbata): The hand-thrown dart does 2k2 damage without any strength bonus added and possesses a range of 50'. 

· Plugio (Knives: Plugio): This weapon is a short 1k2 DR dagger. 

· Spatha (Swordmanship: Spatha): A long 2k2 DR sword that gives a +5 initiative bonus when mounted. 

· Yodatai Sword (Swordmanship: Yodatai Sword): The weapon is a double-edged brass/steel 2k2 DR sword.

· Ashalan Scythe (Ashalan Weapons: Scythe): The 2k4 DR polearm gives the wield a +1k0 bonus to attack rolls. 

11 Crossbows: 

· Heavy Crossbow (Crossbow: Heavy Crossbow): The ranged weapon has a: DR of 3k2, Range: 300' and ignores armor. The weapon takes two rounds to reload.

· Light Crossbow (Crossbow: Light Crossbow): The ranged weapon has a: DR of 2k2, Range: 200' and ignores armor. The weapon takes one round to reload. 

12 Rokugani Armor: 

· Light Armor: The armor provides TN +5. The wielder has a +5 TN to Athletics and Stealth rolls. 

· Heavy Armor: The armor provides TN +10. The wielder has a +5 TN to Agility and Reflexes based rolls. 

· Ashigaru Armor: The armor provides TN +3.
· Riding Armor: The armor provides TN +8 and functions as a heavy armor. The wielder has a TN + 14 when on horseback. The wielder has + 5 TN to Agility and Reflexes based rolls, unless on horseback. 

· Reinforced Gi: The armor provides TN +5 for the chest and the arms. 

· Kote: The Metal brassards with pockets provides TN +5 for arms.

· Skin Armor (used by Ratlings, Losts and Unicorn): The armor provides TN +4. 

· Partial Armor: The armor provides TN +7 and functions as heavy armor. The wielder has a +3 TN to Agility and Reflexes based rolls. 

13 Gaijin Armor: 

· Brigandine: This armor functions as light armor for Ivory Kingdom characters.
· Chain Mail: This armor functions as light armor for the Ivory Kingdoms’ nobility. The TN bonus is reduced by three against pointed weapons (i.e. Yari, arrows, etc.) 

· Mail Tunic:  This armor functions as light armor for the Senpet Army. This armor is useless against pointed weapons. 

· Half Plates: This Yodatai armor is heavy armor that reduces the TN penalty by 5 instead of 10. This armor gains a carapace rating of 4 against Kenjutsu weapons. 

· Jazerant: This armor functions as ashigaru armor in the Ivory Kingdoms. The armor does not protect rhw legs. Heavy weapons have three free raises when used against the armor. 

· Lorica Segmentata: This armor serves as the light armor of the Yodatai legions. It does not protect either the arms or legs. 

· Metal Armor: This armor is the light armor of the Thrane and Merenae 

· Lamellar Armor: This armor functions as the light armor of the Yobanjin tribes. 

14 Shields: 

Note: TN bonus against ranged weapons, and % of dice lost from attack with damage zone like breaths. 

· Small Shield: + 5/10%
Medium Shield: +10/25 %   Large Shield: + 20/50%    Pavois: + 30/90% 

· Adaga: This Senpet medium sized shield provides a +5 TN against melee weapons when the wielder is in the full defense posture. 

· Dhal:  The Dhal is a small sized shield of the Ivory Kingdoms. It gives a TN bonus equal to the wielder’s reflexes trait against melee weapons. The wielder can drop the bonus to use something in the wielder’s second hand. 

· Yodatai Steel Shield: The large sized shield gives a + 5 TN against melee weapons and + 5 TN to the wielder’s agility and reflexes based rolls. 

· Yodatai Legionnaire Shield: The huge, battle shield offers a + 5 TN against melee weapons and + 5 TN to the wielder’s agility and reflexes based rolls. Once per fight, the wielder can make an attack roll with the shield (Agility/Defense) to blind all opponents within twenty-five feet for one turn. 
15 Sacred Weapons (Double The Cost For Characters From Other Clans): 

· The Dragon's Ya: (1 CP for Dragons Characters) 
The following types of arrows are created by a Intelligence/Craft: Mizugusuri roll at TN 25. Any arrow can be used only once and is fragile. To ignorant onlookers, they appear to be classical Ya (Willow Leaf). The following five types of arrows can be created:
· Blue Arrows: On impact, these blue arrows explode and create a 5-foot diameter cloud that puts to sleep anyone failing a Willpower TN 20 roll. Anyone failing the roll is awakened if someone gets too close too them (< 1 foot) or if they are attacked. 

· Yellow Arrows: On impact, yellow arrows explode and create a 10-foot diameter cloud that causes a + 10 TN penalty to all rolls for individuals trapped within the cloud. 

· Red Arrows: On impact, any red arrow explodes into a raging inferno and inflicts burst damage (3k3 damage) to everything within 3 feet of the initial explosion.
· Green Arrows: On impact, a green arrow explodes, releasing a 3-foot diameter cloud of pollen. Anyone in the affected area must make a Stamina TN 20 roll or is blinded for 1 round. 

· Black Arrows: On impact, a black arrow explodes into a black cloud of smoke that lasts one hour and affects an area 30 feet large. Note: A black arrow is created by Intelligence/Explosives (Kagaku) at a TN 25, rather than Intelligence/Craft:Mizugusuri.
· Kouken Blade: (4 CP for Phoenix Characters) 

These katanas have a 3k3 damage rating and give the wielder a number of free raises a day equal to the wielder’s school rank for Kenjutsu Skill rolls. These stats only apply if the wielder is residing in the province where the Kouken Blade has been created. If the wielder is still in Phoenix lands, but outside the province where the blade was created, a Kouken blade’s damage rating is reduced to 3k2 and is weakened; however, the blade still grants the wielder free raises for Kenjutsu. If the wielder is outside in Phoenix lands, the blade blade’s damage rating is reduced to 3k1, weakened, and loses the benefit of the granted free raises. Note: When the blade is weakened, the penalty to break the weapon is reduced by five. 

· Akodo Armor: (3 CP for Lion Characters) 

Akodo Armor is exceptional quality light armor that grants the wearer a free raise for social interactions with characters that have at least 2 skill ranks in Battle and a + 1 bonus to mass battle rolls. The Way of the Lion technique only ignores half of the armor’s TN bonus.
· Blacksteel Shuriken: (2 CP for Scorpion and Goju Characters)
If these shuriken hit their target, they dispel one spell affecting the target and increase by 15 the TN of the next spell cast by the target, unless he/she spends a void point. 

· Demon Armor: (2/3/6 CP Crab Characters) 
Demon Armor is heavy armor covered with spikes to wound their opponents. To deal damage with the armor, the wearer must make a Agility/ Jiujutsu (Demon Armor) roll against the opponent's TN to be hit.

· 2 CP Demon Armor is classical heavy armor, dealing 2k1 damage. 

· 3 CP Demon Armor is large heavy armor, dealing 3k2 damage.

· 6 CP Demon Armor is jade spiked heavy armor, dealing 1k1 damage unless the target is tainted. In that case, the armor deals 3k3 damage. 

· Jade Egg: (1 CP for Crab Characters)
A Ninja Ranged Weapon skill roll can throw these small egg-like projectiles (maximum range: 60 feet). On impact, the egg explodes and creates a 5-foot cloud. The cloud is irritating to any living being, requiring an Earth roll TN 10 or the being is blinded for 3 Rounds. The resist roll is increased by 20 for tainted characters and they cannot act for one round, regardless of the resist roll. 

· Kenku Blade: (7 CP; Special)
This katana gives a + 5 initiative bonus and a +1k0 attack bonus to hit non-living targets. The katana may only be granted by a kenku sensei to his/her students. 
· Kenshin Saya: (4 CP for Crane Characters)
These ornamented saya increase the damage by +1k0 of katanas sheathed in them for at least a week. The damage bonus is lost after a full day without being sheathed. 

· Second Duty Armor: (2 CP for Dragon Characters)
This armor increases the TN of hostile spells targeting the wearer by twice the wearer’s ring (the ring applied is the same as the one the caster used to cast the spell). 

· Crow Staff: (2 CP for Monk or Dragon Characters)
Once per day, the wielder can summon a crow for a number of rounds equal to their wielder’s void rank. The summoned crow will obey any command, unless the command endangers the crow’s life. 

· Wind's Childs: (1 CP for 4 Arrows; Tsuruchi Characters only)
These arrows ignore any weather or range related penalties.
· Tsuke's Revenge: (1 CP for Phoenix Characters)
These arrows burn at the tip and deal an additional 1k1 magic fire damage separate to the normal damage.
· Hunt's Helm: (1 CP for Unicorn Characters)
This helm grants a free raise on all contested Hunting rolls with non-intelligent characters and an insight rank bonus to attack rolls against such creatures. 

· Sharp-Sharp Stick: (3 CP for Ratling Characters)
A Sharp-Sharp Stick can be any sharp weapon and deals + 1k0 to the normal damage. On damage rolls with the weapon, the wielder may reroll 8's and 9's when hitting non-human tainted characters. 

· Serpent Bow: (1 CP for Naga Characters)
This Naga bow increases the wielder’s TN to be hit against ranged attacks by five. 

· Ichiro Axe: (4 cp for Badger Characters)
An Ono with a damage rating of 1k4 that reduce carapace by two. 

· Kitsune Nagamaki : (2 CP for Kitsune Characters) 

A Nagamaki with a damage rating of 2k3 that increases the wielder’s TN to be hit by the wielder’s Reflexes trait. 

· Reichin's Helm: (2 CP for Hare Characters)
This helm increases the TN of maho spells targeting the wearer by five and also increases the wearer’s your TN to be hit by two. 

· Crippled Bone Blade: (3 CP for Ratling Characters) 

A 3k2 katana that grants a free raise to hit non-Nezumi characters. 

· Dai-Kyu Of Anekkusai: (2 CP for Unicorn Characters)
This Dai-kyu has an enhanced bow strength of 5. 

· Katana Of The Twilights Mountains: (1 CP for Boar Characters)
A 3k2 katana that grants a free raise to attack rolls against characters affected by a Kitsu Shugenja’s Ancestral Guidance Technique. 

· Armor Of The Twilight Mountains: (5 CP for Boar Characters)
This heavy armor grants an additional +3 TN for every rank of Ancestor Devotion the character possesses. 

· Ox Blade (2 CP for Ox Clan Characters): 

The 3k2 Ox Blade functions as a Yobanjin Ring Blade, but has an advantage of being longer. Thus, the weapon has the same rules as Yobanjin Ring Blade, but also allows a free raise for horseback attack rolls. 

· Gihei: (1 CP for Dragonfly Characters)

This is a ceremonial bo staff used by monks and shugenja. The wielder may roll an additional die for meditation and theology skill rolls.

· Tsi Blade: (3 CP for any Bushi Characters)
A Tsi Blade is either a 4k2 katana or a 3k2 wakizashi that grants the wielder a + 2 bonus to the wielder’s attack rolls if he/she has more than two ranks in the Kenjutsu skill.

· Armor of the Topaz Champion: (10 CP; Special)
Only a winner of the Topaz Championship may choose to select this armor. This light armor offer a + (5 + Character’s Honor Rank) TN bonus and the wearer may choose five skills among those used for the trials in the Topaz Championship. He/She may then add their honor rank to all skills rolls using those skills. This armor must be returned to the Crane Clan within a year of earning this armor at the Topaz Championship. [image: image2.png]
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