Rokugan Spells

These Spells have been taken from Rokugan, Magic of Rokugan, and Bloodspeakers. Spells from Bloodspeakers have
been modified to follow the same format used for the other spells, thus the details have been adjusted somewhat. Spells
not presented here that are in the above-mentioned books have effects which are duplicated by official spells fromthe
d10 system already and have been removed from the list of spells to save space.

Any questions or errors should be sent to Kit at foxtrot@comnet.ca

General Spells
These spells operate similarto Sense, Commune, and Summon. The shugenjadoesnot need to learn these spellsforeach
element unless it is dictated within the description of the spell.

Importune Kami
Mastery Level: 1

Duration: Instantaneous
Area of Effect: One Object
Range: Touch

This spell calls upon the elemental spirit dwelling within an object of Fine Quality or better to cast a spell for the
shugenja. Thiskami must pertain to the shugenja’s elemental A ffinity, and counts as a spell slot for the shugenja. There
isno Void version of this spell, asthere are no objects composed of enough pure Void for a shugenjato call upon the
kami withinthem.

The spiritwithin the target item immediately demandsa favour from the shugenja. If the shugenja agrees to this favour,
the spirit will cast a spell of the shugenja’s choice. This spell need not be one that the shugenjaknows, butit mustbe
the same elemernt as the kami. The girit has a School Rank at half of the shugenja’s Insight Rank (round up), and has
an Affinity of the same type as the kami’s element. T he spirit will not call raises for the spell.

The shugenjamust fulfil the kami’ s request within the next twenty-four hours. If therequest is not fulfilled, the shugenja
loses the ability to cast spells of that element for one week.

All Importune Kami spells req uire that a shug enja perfo rm some ser vice for the spirit.  This favour is dways so mething ap propr iate to the kami. Therequest sof an air kami arefickleand often
inwolve overconing an obstale usng the shugenjds wits. Themore paverfu the gell, the nore difficut theobstade wil ke. Earthspirits usualy recuest a showof strength or sometangible
favour ('such as building aminor shrinein their honour , asmall pile of purified st onesro ped off by silken ribbons and blessed would probably be acceptable). Their favours usually require herd
labour for anurber of hours equalto twice theMastery L evel of the spell. Fire spirits often request the destruction of some item, usualy an item greatly valued by theshugenja. A fire spirit will
usuallyaccept a spellscroll of equal MasteryLevel to the spdl cast as an alternative gift. Water kami usually request the answer to ariddle. The riddle could either be composed by the GM so
that t he player can solveit, or the charact er may make a Intelligenceroll against aTN of 5 x the Mastery Level of the spell.

Spirit Sight

Mastery Level: 3

Duration: Concentration, but up to 5 Minutes
Areaof Effect: 75

Range: Self

The shugenja can sense the presence of spirits within an area observed. The amount of information revealed depends
on how long the shugenja spends studying the particular area or subject. After the first round, the shugenja can sense
the presence and number of spirits within the area before them. After the second round, the shugenja can identify the
relative power of the entities and w hat type they are. Any entitiesthat haveremained in the affected area for the full two
roundsareidentified by name and their effective strength is determined. Afterthe third round, the strength and location
of such entities thathave been within the affected areafor the last two days are discerned. If they are not currently within
the affected area, then the shugenja can discern their direction and effective strength, although not ther exactlocation
oridentity. Asthis gell isconcerned only withspirits and not the material world, it ignoresall barrierstha are notmade
of jade, obsidian, crystd, or summoned by magic.



Multi-Elemental Spells

Kuro'sFire (Phoenix Secret Spell)
(Fire and Void)

Mastery Level: 5

Duration: 5 Rounds

Areaof Effect: Oneor M ore Targets

Range: 400

Named after thelegendary Grand Master of the Elements NakaK uro, thisunusual spell draws upon the shugenja’ sinner
reserves of chi, which the shugenjathen hurls forth as bolts of scarlet fire. Wheni tis cast, the shugenja may hurl these
fiery bolts at one or more targets in range each Round for the duration of the spell. The number of bolts the shugenja
may hurl per Round is determined by the number of Void Points the shugenja spent when casting this spell; they gain
one bolt per Round for each Void Point soent. These boltsinflict XkY damage, where X isthe Fire Ring of the shugenja,
and Y isthe Void Ring. The damageis considered both Fire and Void damage, and atarget vulnerable to either takes
full damage from the spell. The shugenja may hurl a number of bolts equal to their School Rank each Round, and can
continue hurling bolts so long as the duration has not expired. For every Raise called by the shugenja, the spell’s
duration can be increased by one Round.

Air Spells
Alter Mind (Kolat Secret Spell)
Mastery Level: 5
Duration: One Day
Areaof Effect: One Target
Range: Touch

The shugenja reaches into the mind of the target, and alters their sense of honour so that they match that of the caster.
The target becomes the caster’s willing ally and accomplice. The shugenja can give the target commands through a
powerful mental link, and the target will follow through to the best of their abilities. The Honour Rank of the target is
shiftedto matchthat of the shugenjawho cast this spell, and while the control the shugenjahad over the target isremoved
at the end of the spell’s duration, the change in H onour is permanent. Even when the spell has ended, the target of the
spell will be redstant and unwilling to violatetheir new Honour Rank, feeling that thisnew view of bushido is of their
own choice. The duration of this spell can be increased by one day for each Raise called by the caster.

Awaken the Spirit (Crane Secret Spell)
Mastery Level: 2

Duration: 1 Hour

Area of Effect: Oneltem

Range: Touch

The shugenjatemporarily awakensthe spirit within an item for aspecific purpose. W hen casting this spell, the shugenja
namesaskill which isappropriateto the object being enchanted. Any individual holding or wearing theitem gainsaFree
Raise when using the skill chosen. For everytwo Raisescalled, another Free Raiseis granted, or for each Rai<e called,
the duration can be increased by another hour.

Blessings of Isora
Mastery Level: 3

Duration: 5 Minutes
Areaof Effect: Self
Range: Personal

By calling upon the minor Fortune Isora, the shugenja creates a small whirlwind centred around themselves, with a
diameter of five feet. The shugenjaisundisturbed by the winds, though othersattemptingto come close to the caster
or affect them with ranged attacks will be hampered. The character increases their TN to be Hit by 10 against ranged
attacks, and by 5 against any meleeattacks. When being grappled, the character gains a Free Raise on any attempt to
escape a hold. For each Raise called, the duration can be increased by oneminute.

Blessingsof the Four Winds



Mastery Level: 4

Duration: Concentration
Areaof Effect: One Target
Range: 25'

By calling on the air kami, the shugenja can rid a creature of an intrusive spirit that has stolen or inhabited the target’s
body. An unwilling subject may flee if not restrained. D uring the first round, the shugenja must successfully cast this
spell against adifficulty of 20 + 5 x the spirit’s Air Ring. If the shugenjafails, the exorcism automatically fails and the
spirit can not be subject to an exorcism for the next twenty-four hours. Each round following, the shugenja makes a
contested Air roll against thepossessing spirit. If the shugenja defeats the spirit, the spirit suffers a-1k0 penalty on the
followinground. If theshugenjafails, the spell ends and the spiritremains within the target. Thisroll iscontinued each
round until the spirit has no further dice to roll, in which case itis banished from the physical world for ayear. If the
spirit ever succeeds, the shugenjacan not attempt to banish the spirit for aweek. For each Raise called, the shugenja
gains one re-roll that may be used during the conflict with the spirit, to counter any failed roll. Onerollis granted per
Raise called, and is expended when used. (3 Raises grants3re-rolls which may be split up as needed during the entire
ritual).

Borne By The Wind
Mastery Level: 5

Duration: 5 Minutes
Area of Effect: 50' radius around caster
Range: Self

The shugenja calls upon a great wind to transport them and the entire unit of troops through the air. While each of the
shugenja’s allies may move about in the caster’s vicinity independently, all must remain near the shugenja to be
supported by the wind. Any target moving beyond fifty feet from the caster is no longer affected by the spell (even if
they return within thevicinity), but returnsto the ground gently and without harm. W hen the spell ends, evenif dispelled
or cancelled, all targets drift to the ground in asimilar fashion. T he rate of movement for those influenced by this spell
is 10 feet per round, and the group can fly up to 100 feet into the air. Raises may be called to increase the durdion by
five minutes per Raise called.

Call the Spirit

Mastery Level: 5

Duration: Instantaneous
Area of Effect:  One Spirit
Range: 25'

With this spell, the shugenja can call aspirit to their location. The shugenja does not need to know the proper name of
the spiritthey are summoning, but if they do, they may summon that specific individual. If the individual has a higher
Insight Rank than that of the shugenja, the spell simply fails upon casting, but the spirit knows an attempt was made to
call it. Ifthe shugenjadoesnot know aspecific spirit’s name, they may instead attempt to call a specific type (gaki, baku,
houou, kitsune), though thewill get arandomindividual of that type summoned from the Spirit Realm thatthe particular
typeof spirit dwellsin. It isunlikely that the shugenjawill get the samespirit twice with multiple castings of this spell.

If the spell is successful, the shugenja may cause the spirit to appear in a nearby location of the shugenja’s choice. The
spirit can not harm the shugenja for the next hour. If the spell fails, the spirit may choose to appear if they desire, but
the shugenjaisnot protected by the spell. (It is suggested the game master rolls for thisspell, rather than the shugenja,
so that if a spirit does manifest, the shugenja does not know if the spell failed or not).



Dance of the Kami
Mastery Level: 4

Duration: 1 Day
Areaof Effect: One Creature
Range: 100

The shugenja summons boisterous spirits of the air to infest the mind and body of the target, urging them to sing and
dance for the duration of the spell. The target does not take unnecessary risks due to this effect, they simply work
whatever they do into the routine. Everything they say is musical and harmonious. Every movement is graceful and
measured. Unfortunately, singing and dancing is hardly efficient. The target’s movementis reduced as if their Water
Ring wastwo less and any attempt at silence and stealth automatically fails. While under the influenceof this spell, the
target can not rest (and thus can notreplenish Void or heal Wounds). In addition, the target’ s endlessantics make them
look like a buffoon in front of others, potentially risking aloss of Glory. The form of song and dance varies depending
onthepreferences of thetarget. A Cranewill likely conduct a stately, reserved performancein the traditional style while
aUnicorn will be consumed with a passionate display of boisteroussong and wild dance. On the positive side, the target
gains a +10 bonus to the total of all Sing and Dance rollsmade for the duration of the spell. For each Raise called by
the shugenja, oneadditional creature can be targeted.

Dispel Slumber
Mastery Level: 3

Duration: Instantaneous
Area of Effect: 60" radius
Range: Self

The shugenja calls upon the air kami to awaken sleepers in the area of effect. All unconscious allies in the area
immediately awaken. Any spells or effects which have caused the targets to become unconscious are immediately
negated, and anyone who is at the Out or Dead Wound level is healed to the Down level and awakened.

Distracting Spirits
Mastery Level: 2

Duration: 5 Rounds
Area of Effect: One Shugenja
Range: 25'

Rokugan isfilled with countless prankster spirits. This spell rouses them against a chosen foe. The shugenja summons
a group of spiritsto harass the tar geted shugenja. These spirits make it har der for the caster to focus on the spells they
wish to cast, and increase the TN of any spellsthe target iscasting by the shugenja’s Air x 5. For every raise called by
the shugenja, the duration of this spell isincreased by five Rounds, or the shugenja may choose an additional target for
the spell.



Doji’s Curse (Crane Secret Spell)
Mastery Level: 6

Duration: Permanent
Areaof Effect: One Target
Range: 400'

Doji, the founding Kami of the Crane Clan, was the epitome of grace and beauty, and laid down the foundation for many
of Rokugan’ssocial rules. The Crane believe her spirit still watches them from the seainto which she disappeared years
ago. Those who find her disfavour are doomed to suffer a humiliating and debilitating curse. To cast this spell, the
shugenja must have at least three Ranks of Honour and can only cast it on someonewith alower Honour Rank than the
caster. The TN of this spell is30 + 5 times the target’ s Honour Rank, and if the shugenja succeeds, the target’ s Honour
and Glory Ranksare reduced to 0. For every five points that the shugenj a surpasses the TN of the spell, the victim
suffersa+5tothe T N of all social rollsinvolving others. All who view the character are suddenly awarethat thetarget’s
name carries the deepest shame imaginable. Thetarget sown lord may even forbid them to commit seppuku to cleanse
the horrifying stain on his name. The target of the spell must make a Willpower roll with a TN equal to 5 x the Glory
Rank they had before the spell was cast. If the roll is failed, the target believes that they are as worthless and
dishonourable as the curse suggests. The effects of this spell can not be simply digelled, and may require intervention
from the Celestial Court to be removed.

Eyes Shall Not See
Mastery Level: 2

Duration: One Hour
Areaof Effect: Two Creatures
Range: 100

This spell causesthe air kami to blind a target to asingle other creature. The first target isconsidered invisible to the
second target, but notto anyoneelse. The firs target can speak, move, and interact with the second target, but will not
become visible from these actions. For every Raise called, the duration can be increased by another hour.

Flash of Indght
Mastery Level: 1

Duration: I nstantaneous
Areaof Effect: Personal
Range: Self

The shugenjagains abrief flash of insight in anarea of knowledge which they normally do not possess. They may make
alLore or knowledgeroll asif they had the skill at 1, allowing the shugenjato avoid any unkilled penalties. For each
Raise called, the shugenja increases the ill by 1.

Flight of Doves
Mastery Level: 1

Duration: 5 Hours
Area of Effect:  Special
Range: 25'

Rokugani high society adores exotic and beautiful birds. This spell summons several dovesto beautify the area. The
summoned doves will not engage in combat, and fly away at the first sign of hostilities. If left to their own devices, the
dovesfly in aesthetically pleasing patternsin the sky. Many daimyo consider this gell frivolous, but clans that consider
themselves devoted to the finer things often have this spell cast at important social functions.



Gathering Swirl
Mastery Level: 1

Duration: Instantaneous
Areaof Effect: 10" Radius
Range: Self

With aflick of the fingers, the shugenjasends a small zephyr circling aroom-sized areato collect dl small, unattended
objects of a specific type and return them to the caster. This can be useful for gathering scattered papers or sorting
spilled and mixed powders. The objects may either be placed in the shugenja’s hand, in a container they hold, or in a
neat pile atthe shugenja’'s feet. Thisspell does not affect items held by othersor secured in pleace.

The Kami Watch Over Me
Mastery L evel: 4

Duration: Indefinite
Area of Effect: One Target
Range: Touch

The shugenjacan instruct thekami to aid one of their allies at the caster’ sdirection. T he shugenja may cast asingle spell
of Mastery Level 1 to 3that the shugenja knows, and thesecond spell does not resolve immediately. Instead,the kami
waits for the target of thisspell toinvokeit. The spell isunleashed after anumber of actions equal to the spell’s Mastery
Level, and the spell resolves as if the target were the caster of the spell, but uses the shugenja’ s Ring and School Rank
to determine the spell’ s effects. The shugenjacastsoneAir spell lessthan normal until the recipient hasrel eased the held
spell.

TheMirror’s Smile
Mastery Level: 6

Duration: Permanent
Area of Effect: One Target
Range: Touch

This spell allows you to transform awilling target into a perfect replica of another humanoid being, permanently. Once
thisspell isin place, it does not register as magic in any way, and cannot be digelled by any meansshort of intervention
from the kami or another casting of thisspell. The target’s gender, height, age, and weight may be changed, so long as
the target remains humanoid. If the creature becomes a new race, attributes and natural abilities of the new race are
gained while attributes of the former racearelost. If the shugenjak nows the correct full name of a specific individual,
they may speak it during the casting of the spell to transform the target into a perfect replica of the individual. This
grants the target a Free Raise on all attempts to pretend to be the individual in question. If the shugenja does not have
a specific personin mind to replicae, they may talor the target s new appearance as they wish, aslong as they do not
intentionally make the target resemble an existing person.

Piercing The Soul
Mastery Level: 4

Duration: 1 Minute
Area of Effect: One Projectile
Range: Touch

This spell imbues a projectile or thrown weapon with energies that will disrupt the soul of the target. The spell is
discharged when the missile is launched, whether or not it strikes the target. Instead of doing physical damage, the
missile temporarily reduces the target’s mental traits by one (to a minimum of one). For every two Raises called, the
shugenja may reduce the target’s mental traits by another Rank. Lost Ranks are returned at one point per night’s rest.



Reflecting Mirror
Mastery Level: 2

Duration: 5 Rounds
Areaof Effect: Personal
Range: Self

When this gell is cast, a shimmering aura surrounds the shugenja until the spell ends. The next time the shugenjais
struck by a spell of Mastery 2 or less, the spell isreflected back at the caster with full effect. The spell only affects spells
that target the shugenja specifically, and offers no protection againg spells that target an area.

Ring of Air

Mastery Level: 6

Duration: Concentration
Areaif Effect: 30' Radius
Range: Self

The shugenjatracesthe kanji for air in mystical energy, extending that forceinto avisible, shimmering dome thatextends
to the edge of the area of effect. This domeradiates shimmering blue lightin the area of effect and for 60 feet beyond
it, and causes all magical effectsto be greatly altered by the power of air. If the shugenja or any ally within the area of
effect are targeted by a spell or spell-like power, the shugenja may immediately cancel the effect and reply by casting
a spell of equal or lower Mastery Level to the one that was negated. Thisdoes not take the shugenja’s action for the
Round, and doesnot exhaust any of the shugenja’s spell slots. Alternatively, the shugenja may choose to simply turn
the original spell effect back upon the caster. Hostile effects and area spells that enter thering of air are cancelled. The
ring of air can absorb or redirect a maximum number of mastery levels equal to the caster’s Air x School Rank.

The dome moves along with the shugenja, but only allies that were within the area of effect during the casting are
affected. Those who leave the dome and return are no longer protected. The shugenja may not move more thanten feet
per Round while under the effects of the ring of air. If acreature enters an area simultaneously encompassed by aring
of each element (air, fire, earth, water, and void), they are immediately teleported to a random location elsewhere in
Rokugan.

Ryoshun’s First Gift
Mastery Level: 5

Duration: 1 Day
Area of Effect:  Personal
Range: Self

Ryoshun was the tenth kami, and the guardian of Oblivion's Gate—the barrier between the mortal realm andthe afterlife.
Until the eventsleading up to the Battle of Oblivion’s Gate, his existence wasmerely arumour, but at thattimehe passed
through the gateto Ningen-Do. Hevisited for abrief time the Empire that his brothers and sisters had created. The sight
filled him with joy as nothing else ever had, and he gave gifts of magic and wisd om to any w ho desired them. Thisspell
wasthe first such gift to be distributed. When this spell is cast, the shugenja gains an additional spell slotin every other
element, usable immediately. These bonusspell slotslast for 24 hours. If the shugenjacalls three raises, this spell does
not use up a spell slot for Air, and instead grants the shugenja an additional slot for Air spells.

Speed of Breath
Mastery Level: 2

Duration: 2 Rounds
Area of Effect: One Target
Range: 25'

This spell speedsthetarget’ s actions and movements, allowing them to move asif abreeze. For the duration of the spell,
the target gainsa +1 to Reflexes and movesasif their Water Ring was 2 higher. Forevery Raise called, the caster gains
either a +1 to Reflexesand an additional +1 to their Water Ring for movement, or can increase the duration of the spell
by an additional Round.



Winds of Aggression
Mastery Level: 3

Duration: Instantaneous
Areaof Effect: 10" wide by 10' high
Range: 100

Calling upon the air spirits of aid, the shugenja brings forth a great striking fist of wind. It gathersup any small, loose
objects, sand, and even dust, and hammersthetarget with ablinding spray of debris. All creaturesin the path of the spell
areblinded for anumber of Round sequal to the caster’ s School Rank, and take Xk1 damage, with X being the shugenja’s
Air Ring. For each Raise called, the damage can be increased by +1k0 and the durationof the blindnessis increased by
one Round.

Wisdom of the Air Dragon
Mastery Level: 4

Duration: 1 Minute
Area of Effect: Personal
Range: 25'

The spirit of the air dragon suffuses the shugenja with powerful mastery of magic. Once per Round, the shugenja may
attempt to counterspell an enemy shugenja within range of the spell without using one of the shugenja’s actions for the
Round, even if the shugenja has already acted within the round. All the other rules for counter spell still apply.

Earth Spells

Agasha’sKiss (Phoenix Secret Spell)
Mastery Level: 3

Duration: 1 Minute (Special)

Areaof Effect: Object Touched

Range: Touch

The shugenjaAgasha (founder of the House of the same name) was al 20 one of the greates swordsmiths who ever lived.
She is credited with creating the process of folding seel that isnow used by the smiths of all clans. Not surprisingly,
her techniques went beyond skill into the realm of the magical, and it is said none other ever undergood the naure of
steel so well. Those who haveinherited her lore are capable of remarkabl e tran sformations within the steel of asamurai’s
sword.

This spell may only target awilling samurai’s katana or wakizashi. Theweapon thatisto be enhanced mug be of atleast
Fine Quality. For the duration of the spell, the Quality of the weapon is enhanced, granting the weapon an additional
Quality point. The samurai who owns the weapon may decide where this Quality point goes when the spell is cast, with
the approval of the game master. If the spell iscast during the forging of the weapon, three Rai sesmay be called to make
the effect permanent. Raises may be called to increase the duration by a minute, or to grant an additional Quality point.

Be the M ountain
Mastery Level: 1

Duration: 1 Minute
Areaof Effect: Self
Range: Personal

One of the most elementary practices of Earth magic, this spell allows the shugenja to take on some of the enduring
qualitiesof the mighty peaks of Rokugan. However, like those peaks, the shugenja must remain firmly rooted in place
to mimic their virtue. This simple meditation grants the shugenja a C arapace rating equal to their Earth rank as long as
they do not move or take any action. For every Raise called, the duration may be increased by one minute, or the
Carapace rating can be increased by one.



Blood Curse (Kuni Secret Spell)
Mastery Level: 3

Duration: Instantaneous
Areaof Effect: One Creature
Range: 25'

Blood spilled for dark power calls out for vengeance. A favourite spell of the Kuni but not one they share widely, this
spell may only be cast upon atarget that has cast a maho spell within the last minute. Unless the target has cleaned all
spilled blood from his skin and clothes, the blood hardensinto dark, glassy, jagged shards that tear at the mahowielder’'s
flesh. The target takes (Earth)k3 damage beforethe shards turn to dust and become harmless. This spell hasno effect
on blood not gilled for the s&ke of maho. For every Raise called, the damage increases by an additional 1kO0.

Devastation of Stone

Mastery: 5

Duration: 5 Rounds

Areaof Effect: 50" wide by 50" long by 100" high
Range: 100

Thisisthelegendary spell used by the Elemental Mastersto destroy the armies of the spirit emperor, Hantei X VI. W hile
the Scorpion Clan lured the Iron Chrysanthemum’sarmiesinto Beiden Passto ensurethey weretightly packed and could
not escape, thisspell broughtthe pass tumbling downupon them. Upon completion of the casting, bouldersbegintorip
themselvesfrom any available surface and launch themselvesinto the air to come hurtling down on the targetarea. All
creaturesin the area of effect are struck by wavesof boulders falling from the sky, taking XkX damage, where X isthe
caster’'s Earth Ring, every Round. Further, all creatures within the target area may take only a single 5-foot-step each
round’ no other movement is allowed. Flying creatures in the affected area are immediately grounded, but receive no
additional damage for being forced down. This spell isineffectual indoors, or where no large body of stoneis present.

Earth’s Mercy
Mastery L evel: 2

Duration: 1 Hour
Area of Effect: One Creature
Range: Touch

Using this spell, the shugenja sends an angry earth kami coursing through thetarget’ shody to clear away all impurities.
While this grants the target a Free Raise againg poisons and disease for the next hour, it also inflicts 1k1 damage at the
onset of the spell’s duration, as the spirit is not very considerate of the state of the subject in itsmad dash to destroy
impurities The recipient can gain another Free Raise for every two Raises called by the shugenja, but suffersanother
1k1 damage from the spell. No matter how muchdamage this spellinflicts, it will not bring the recipient beyond the Out
Wound level.

Essence of Earth
Mastery Level: 6

Duration: 1 Hour
Area of Effect: Personal
Range: Self

This spell turns the shugenja into a walking incarnation of the kami of the earth. The caster’s features become alittle
sharper and more angular, and their skin and hair take on a gray-brow n tone. W hile this spell isin effect, the shugenja
gains a Carapace equal to twice their Earth Ring and becomeimmune to dl damagefrom spells of Mastery Level 5 or
less. The shugenjamovesasif having aWater Ring of 1 during the spell’ sduration. For every Raise called, the shugenja
gains an additional point of Carapace or can increase the duration of the spell by an hour.



Harvest of Jade
Mastery Level: 4

Duration: 1 Day
Areaof Effect: One Amulet
Range: Touch

The shugenja creates a powerful charm of healing. When the shugenja casts the spell, they must place an amulet around
the targetto be affected. Forthe duration of the spell, thisamulet grants the recipient theability to recover a number of
Wounds equal to the caster’ s Earth Ring each hour. The amulet will not function for anyone save itsintended user. The
caster may make the amulet for themselves. The amulet to be used for the spell must be made of jade, and be of at |east
Fine Quality. It may be re-used for recasting the spell.

Jurojin’s Balm
Mastery Level: 1

Duration: Instantaneous
Areaof Effect: One Target
Range: Touch

Be refining the purity of earth within the target, the shugenja may attempt to blunt the effects of poison. This spell is
only effectiveif the target has already failed to red st the effects of apoison within the last minute, but has not yet died.
This grants the recipient another roll to resist the poison, with a +1k0 bonus to the roll; or grants an Earth roll against
a TN of 30 against a poison that the recipient would not normally be allowed to roll against. If the target succeedsin
the roll, the poison hasbeen removed from the target. Three Raisesmay be called to allow someone who has just died
within the last minute from poison to make aroll and survive.

Jurojin’sCurse
Mastery Level: 4

Duration: One Hour
Area of Effect: One Target
Range: 100

When the shugenja casts this spell, they name a single spell (though it need not be one the shugenja knows). For the
duration of the spell, the Fortune of Longevity, Jurojin, turnstheir back on the target and any shugenja casting that spell
on the target hastheir TN reduced by 10.

Kaiu's Jade

Mastery L evel: 3

Duration: 5 Minutes

Area of Effect: One Weapon or Fifty Projectiles that are touching one another.
Range: Touch

By dusting aweapon with jade or crystd powder, the shugenjatemporarily grants it the propertiesof that mineral. This
weapon gainsthe ability to penetrateShadowlandsl nvulnerability of creaturesonly harmed by crystal or jade (depending
on the mineral used). In addition, the weapon gains a +1k1 damage bonus to the creature if the mineral used would
negate the creature’s invulnerability.

Laughter of the Risen Earth
Mastery Level: 5

Duration: 5 Years
Areaof Effect: Personal
Range: Self

Those who have seen the Earth Dragon, even in dreams, say the mighty creature enjoys a good joke; the Dragon of
Earth’s greatest joke is on timeitself. The caster ceases to age for the duration of the spell.



L essons of the Crab
Mastery Level: 3

Duration: 5 Rounds
Areaof Effect: See Below
Range: 25

The shugenja summons the earth kami to protect a number of allies equal to the character's Earth Ring that are within
range of the spell. This spell creates a pool of Wound Points equal to the caster’s Earth x School Rank. Any damage
done to the recipient can bedrawn from thispool rather than suffer the damage themselves Raises may be called to gain
increase the pool by the caster’s Earth per Raise called, or to increase the duraionby 1 Round. Attheend of thespell's
duration, these pool disappear.

Mask of Jade
Mastery L evel: 2

Duration: 1 Hour
Areaof Effect: One Target
Range: Touch

By transferring the power of the Taint into a piece of prepared jade, the shugenja can temporarily reduce the target’s
Taint. While thisis sometimesused to help Tainted individualsregain their senses, it is far more frequently employed
by the Tainted to disguise themselves. The particular shape of the of the material (atiny jade mask) has led some to
suspect this spell has its origins with the Scorpion Clan. Those more knowledgeable aout the history of the
Bloodspeaker known as luchiban hav e their own, darker theories. The target’s Taint scoreis reduced by the caster’'s
Earth times School Rank for the duration of the spell. At the end of the duration, nothing can prevent thislost Taint from
returning to the target. The jade mask turns black and spongy, and may not be reused. If it is destroyed before the
duration of the spell is expired, the spell immediately ends. For every two raises called, the shugenja’s School Rank is
considered one higher to determine how much Taint is removed from the target.

Mask of the Mountains (Scorpion Secr et Spell)
Mastery L evel: 2

Duration: 1 Minute
Area of Effect: Personal
Range: Self

After finding spying upon enemy household areas guarded by even the most noviceacolyteto be extraordinarily difficult,
the Y ogo shugenja devised this spell. Casting this spell aligns the shugenja’ s energies with those of the earth, allowing
the shugenja to blend in when being sensed mystically. So long as the shugenjais in contact with the ground, the
shugenja and their equipment can not be detected by magical methods.

Maw of the Earth
Mastery Level: 6

Duration: 1 Hour or Permanent
Area of Effect: 5' diameter geyser affecting a 10' radius surrounding that point.
Range: 400'

This spell coaxes out the sleeping fury of the earth, causing a jet of lava to spring forth from a point of the caster’s
choosing. Theopeningintheeathisafive-foot diameter hole, and immediately erupts with ageyser of lava. Creatures
who are in the 5foot area of the initial burst are immediately immersed in lava taking 10k10 fire damage per Round.
The burst of lavathat erupts from the hole inflicts 7k7 damage on all creatures within ten feet. The lavageyser remains
in place after thisspell is complete. If the areais strong in volcanic activity, the geyser erupts normally thereafter. If
there is no natural volcanic activity in the area, the geyser cools and seals over within 24 hours.



Murmur of Earth
Mastery Level: 2

Duration: Instantaneous
Areaof Effect: 45 degree arc
Range: 30’

The spirits of theearth stir at the shugenja’s command. By striking the ground with their fist, the shugenja can generate
a shock wave, accompanied by alow rumble, which topples creatures and loose objects. All creaturesin the affected
area take 2k2 damage and are knocked prone.

Pebble Charm
Mastery Level: 1

Duration: 1 Minute
Areaof Effect: One Stone
Range: Touch

Even the smallest stone has atiny kami withinit. By means of this spell, the shugenja encourages one such small spirit
tolend itsaid. The target pebble temporarily becomes a charm which provides the bearer with a bonus to their TN to
be Hit equal to the shugenja’ s Earth Ring, against the next melee or ranged attack roll directed against them. After being
discharged, the stoneis again normal in every way. For every Raise called, the shugenja can increase the duration by
one minute.

Power of the Earth Dragon
Mastery Level: 4

Duration: 1 Minute
Areaof Effect: Personal
Range: Self

The spirit of the Earth Dragon suffusesthe shugenja’s being, protecting the shugenjafrominjury. Once per Round, when
an opponent attacks the shugenja with a melee or ranged strike, the shugenja may roll their E arth against the attack roll.
Success allowsthe shugenja to deflect the attack without harm. This effect does not protect against gells. For every
Raise called, the shugenja may extend the duration by one minute.

Quest for the Pearl (Naga Secret Spell)
Mastery Level: 6

Duration: I nstantaneous

Areaof Effect: One Target

Range: Touch

This spell has a casting time of one hour. This spell, one of the greatest secrets of the naga, is one of thefew known
magical effects with any hope of removing the Shadowlands T aint. Purging the Taint is an extraordinarily traumatic
experience and the target’ s body is wracked with convulsions throughout the hour it takes to cast the spell. The target,
who must be a willing recipient, hashis Taintreduced to zero. The TN of this spell is 30 + 5 times the target’s Taint
Rank, and the victim suffers anumber of Wound Ranks of damage equal to their Taint Rank upon completion of the
spell. These wounds can only be healed by rest, and not by magical means.



Ring of Earth
Mastery Level: 6

Duration: Concentration
Areaof Effect: 30" Radius
Range: Self

The shugenja traces the kanji for earth in mystical energy, extending the force into a visible, shimmering dome tha
extendsto the edge of the area of effect. This dome radiates warm orange light in the area of effect and for 60 feet
beyond it, and causes all of the caster’ sallies within the area to be bolstered by the power of earth. All allies within the
area of effect gain a Carapace equal to the caster’s Earth Ring. Creatures bearing the Shadowlands Taint take 1k1
damage every Round they remain within the area of effect.

The dome moves along with the shugenja, but only allies that were within the area of effect during the casting are
affected. Those who leave the dome and return are no longer protected. The shugenja may not move more than ten feet
per Round while under the effectsof theringof earth. If acreatureentersan areasimultaneoudy encompassed by aring
of each element (air, fire, earth, water, and void), they are immediately teleported to a random location elsewhere in
Rokugan.

Slumber

Mastery Level: 6

Duration: Special
Area of Effect: One Target
Range: Touch

The shugenjaplacesa willing targetinto astate of suspended animation, aligning them harmoniously with all of the Spirit
Realmsat once. The target becomes a being of purejade, completelyimmuneto all forms of attack and damage. While
under the effects of this spell the target ceases to age and needs no food or sleep. Any disease, poison, or other
corruptive effect within the target’s body ceases all progress. The target is effectively frozen in time, though they
continue to perceive the world around them. They can, in fact, perceive what happens in every Spirit Realm
simultaneously, an effect that may greatly broaden their perceptions. W hen the spell is cast, certain condutions must be
stated that will cause the spell’s duration to end, and no other effect will otherwise undo it. Some examplescould be
‘when someon e casts a Water spell on the tar get’ or ‘when w e return with an antidote for the poison’, or ‘when sev enty-
five goblins kneel before the Emperor’, or ‘on the next Day of Thunder’. The conditions must be something that could
reasonably occur, and the game master is the final arbiter of whether or not the condition that will undo this spell is
reasonable. A shugenjawho casts Commune with the statue automatical ly | earnsthe conditions that mustbe met to undo
the spell.

Soul Sword

Mastery Level: 4

Duration: Permanent
Areaof Effect: One Object
Range: Touch

This spell has a casting time of one hour. By means of this spell, the shugenja may transfer the awakened spirit of a
weapon owned by awilling samurai to that of another weapon owned by the samurai. Thisis only donein therarest of
instances, and the recipient will usually seek out omens indicating that the spirits approve, including the spirit of the
weapon. Theweapon that the spirit isto be transferred to must be at least Exceptiond Quality priorto the casting of the
spell. Thisspell may be used on a broken ancestral weapon only if all pieces of the weapon are present, and only if cast
within 24 hours of the weapon'’s destruction. Not having the blessingsof the kami may result in the weapon gaining a
curse or having other unfortunate side-effects that the shugenja and the owner did not desire.



Star-Filled Steel
Mastery Level: 3

Duration: Permanent
Area of Effect: One Object
Range: Touch

This spell has a casting time of 8 hours. The creation of the Fortune of Steel, Tsi Xing Guo, this spell allows the
shugenjato place aportion of their own essence within ablade, greatly strengtheningthe steel agai nst wear and damage.
The weapon must be metal, but becomesindestructible. A weapon may only have this spell cast uponit once. The caster
may cast this spell on only one weapon. If the caster casts this spell on a new weapon, the previous w eapon loses this
benefit.

Wholeness of the World
Mastery L evel: 2

Duration: 1 Minute
Area of Effect: One Target
Range: Touch

Itisthe nature of Earth to resist change. By strengthening the forces of earth within the shugenja or another, the shugenja
can help them to resist unwanted changes in their state of being. The target’s skin takeson a slightly grayish cast, and
for the duration of the spell, the target’s Rings can not be reduced by any source.

Fire Spells

Agasha’s Touch
Mastery Level: 1

Duration: 5 Minutes
Area of Effect: One Object
Range: Touch

The shugenja casting this spell touches one object to heat up in a short time. The most common use of this spell would
be to cause amedium-sized pot of waer to boil, orto heat arock to help warm up aroom. The heat caused by this spell
maintainsitself for five minutes, though Raises can be called to increase the duration for five minutes per Raise. This
spell can not be used on unwilling targets, or gear worn by an unwilling tar get.

Boiling Fire

Mastery Level: 5

Duration: Concentration
Areaof Effect: 30" Radius
Range: 300'

The shugenja creates a churning dome of seething firein the area of effect, inflicting 3k3 damage per round. The dome
remainsin place for aslong as the shugenjacho osesto concentrate on it, and for ten minutes afterwards. For every Raise
called, the shugenja may increase the damage by +1k0.

Burning Steps
Mastery Level: 4

Duration: 1 Minute
Areaof Effect: One Creature
Range: 100

The shugenja summons a feisty fire kami that enters the spirit of the target and begins to dance about in harmony with
their movements. Thereafter, each round the target makes any sort of action other than remaining compl etely still, they
suffer 1k1 damage. This effect persists until the gpell endsor the target dies. For each Raise cdled, the duration may
be increased by one minute, or the damage of the spell isincreased by an additional 1k1. M ultiple castings of this spell
inflict cumulative damage.



Burning Kiss of Steel
Mastery Level: 2

Duration: 1 Minute
Area of Effect: One Weapon
Range: Touch

A tentacle of fiery energy extends from thetargeted weapon to the shugenja’ shand, lashing out under the caster’ s control.
For the duration of the spell, the shugenja may wield the weapon as if itwere a poe-am, by surrendering their grip to
the flaming tendril. The shugenja gains a + 1k0 bonus to initiative for the duration of the spell, and can attack anyone
within ten feet of their position. Raises may be called to increase thedurationby one minute per raise, or to extend the
reach of the weapon by another five feet.

Choke The Soul

Mastery: 6

Duration: Permanent
Area of Effect: One Target
Range: 100

This spell causesthe chi of a creature to become tangled and unbalanced, interrupting its connection to the body of the
target. The target suffers 2k2 damage immediately before it spends a Void point, casts a Spell, uses a Kiho, uses a
School Technique, or usesany supernatural ability. Thisspell can only be undone by intervention of the kami or through
other methods which will shatter a supernatural curse. Abilities which are constantly in effect are not affected by this
spell.

Curse of the Burning Hand

Mastery: 5

Duration: Permanent
Areaof Effect: One Target
Range: 100

The shugenja encourages afire kami to attach itself to atarget s soul, following them eagerly everywhere they go. The
target is surrounded in an aura of bright yellow flame that sheds light in a30' radius. This flame grants the target and
any equipment present at the spell’s casting resistance to fire, reducing any fire damage done by twice the target’s Fire
Ring. In addition, the target inflicts 2k2 damage upon anything they touch. Though thisisuseful in that thetarget can
make unarmed attacksto inflict damage on an opponent, the target can not cancel this ability atwill. They will continue
burning everything they touch until the spell ends or the target starvesto death. Anyitemsthatthey carried at the time
of casting and subsequently loses contact with are no longer protected by thefire resistance, and will burn if the target
picksthem up once more. Normal methods of counterspelling will not remove this curse, though another casting of this
spell or intervention from the kami will negate the effects completely.

Disrupt the Aura
Mastery Level: 3

Duration: 1 Day
Areaof Effect: One Target
Range: 100

When the shugenja casts this spell, the fire in the target’s body becomes aggravated, unbalancing the body’s elements.
While this spell is in effect, the target can not be healed by any means. Spells, regeneration, natural healing, potions,
mundane healing, or any other effects that would repair physicd damage to the target automatically fail. This target
realizesthat thereis something ‘wrong’ withtheir body, but may not discern exactly what’s wrong until someone attempts
to heal them. If cast upon an undead creature, this spell negated damage healed to it through magical sources. For each
Raise called, the duration is extended by a day.



The Element’s Fury
Mastery Level: 5

Duration: One Hour
Areaof Effect: Personal
Range: Self

When the shugenja casts this spell, they create a direct channel between their inner strength and the elemental spirits of
fireinthe area. Whilethisspellisin effect,the shugenja gains a number of actionseach Round equal to their Fire Ring.
These actions may only be used to cast spells, and may not be used for any other purpose. The shugenja must spend a
Void Point each timethey cast a spell beyond thefirstin the same round. All additional spells must be fire spells of
Mastery L evel 5 or less. T hese spells use up spell slots as normal.

Eye of the Sun
Mastery L evel: 2

Duration: 1 Round
Areaof Effect: One Creature
Range: 25'

The shugenja’s eyes flare brilliantly, stunning the target for one round and blinding them. If the target has the
Shadowlands Taint, they als suffer 2k2 damage from the spell. Raises can be called to increase the duration by one
Round per Rai<e called.

Final Ruin

Mastery Level: 6

Duration: 1 Minute

Area of Effect: 20 radius around target.
Range: 400

Shouting aterrible curse with dl thepower of the fire kami, the shugenjalays a promise of utter destruction upon one
targetinrange. Thistarget fillswith holy fire, inflicting XkY damage on the target directly, where X is the shugenja’s
FireRing and Y isthe shugenja’s School Rank. Any damage the targettakes forcesits way out of the target’s body and
erupts in a20 foot radius, inflicting that much damage on anyone within range. T hisfire erupts anew every Round until
ths spell ends or the target dies. If this spell ever inflictsno damage at all onthe initial target in any given Round, the
effectimmediately ends and the fire kami depart indisappointment. If the initial target is slain by the damage this spell
inflicts, they explode in a brilliant bur st of light.

Flaring Speed
Mastery Level: 1

Duration: 2 Rounds
Area of Effect: One Target
Range: Touch

The shugenja coaxes the energies of fire within a person to unusual heights, giving them a brief burst of speed, but
leaving them drained afterwards. The target’s Water Ring is considered two higher for the first full Round for
determining movement, but then is treated as one less for the following Round to determine movement.

Flickering Flame
Mastery Level: 1

Duration: Instantaneous
Area of Effect: One Target
Range: 25'

This simple ell causes a nearby fire kami to become briefly excited and produce aquick, small burst of fire. The burst
itself isonly about the size of an average human'’sfist, and brightensthe areaatorch would for just amoment. Thisburst
can also be directed toward an object or creature, causing a single Wound. The flame istoo small and short-lived to
cause anything but the most flammable materials to catchon fire.



Gaijin Flames (Unicorn and Scorpion Secret Spell)
Mastery Level: 3

Duration: I nstantaneous
Areaof Effect: One Target
Range: 100

This spell callsforth an erratic and deranged fire spirit to test its strength against an honourable creature. Those without
honour or compassion do not intereg this kami, causingit to depart. The target of the spell suffers X+1kX damage,
where X isthe target’s Honour Rank if it isover 2. The Ide shugenjahave put this spell to effective usein the Unicorn’s
occasional conflicts with the Lion Clan, giving this spell its name.

Oath of Two Heavens  (Dragon Secr et Spell)
Mastery L evel: 2

Duration: 5 Rounds
Areaof Effect: 30' Radius
Range: Self

In the earliest day of the empire the Kami T ogashi took only two mortals into his confidence. Agashawas a great and
energetic shugenja while Mirumoto wascalm, focussed, and resolute swordsman. It is said that when they fought sde
by side they were truly ungoppable. With this spell the shugenja complete the ancient partnership of samurai and
shugenjajust asMirumoto and Agashafought together long ago. The shugenjaand any allieswho are wielding akatana
or wakizashi receive a +2k2 bonus to all attack rolls.

Osano-Wo's Blessing
Mastery Level: 3

Duration: 1 Hour
Areaof Effect: 20' Radius
Range: 400’

The shugenja suffusesafirewith seething fire kami, making it more difficult to extinguish. A non-magical fire affected
in such a manner will burn even if doused completely in water or cut off from oxygen. Only magical effects can douse
anon-magical flame protected by this spell. Magical fire protected by this blessing share the same protection as non-
magical fire, butisal so buffered against effectsthat w ould dispel magical flame. A targeted counterspell or similar effect
directed against a magical fire within the area isautomatically negated, The protected fire can not be doused until this
spell has been spedficdly dispelled.

Plain of D esperate Evil
Mastery Level: 4

Duration: 5 Rounds
Area of Effect: 30" Radius
Range: Self

The kami’ sfury against those who do not follow the Celestial Order isgreat, and this spell focusses and directsthisfury.
Dishonourable opponents caught in this spell’s area of effect suffer misfortune, curses, pain, and even death if they are
weak in body and spirit. This spell affects opponents depending on their Honour Rank. All effects except damage
remain for the duration of the spell. Raises may be called to increase the duration by one Round per Raise called.

Rank 5: No Effect

Rank 4: Suffer 1k1 Damage

Rank 3: Suffer 2k2 Damage, and suffer a-2k0 penalty to al attack and danege rolls.

Rank 2: Suffer 3k3 Damage, and suffer a-2k0 penalty to all attack, damage, ard initiative rols.
Rank 1: Suffer 4k4 Damage, and suffer a-2k0 penalty to all skil and inkiative rolls.

Rank 0: ImmediateDeath




Rage of the Fire Dragon
Mastery Level: 4

Duration: 1 Minute
Areaof Effect: Personal
Range: Self

The power of the Fire Dragon protects the shugenja with a righteous vengeance. Any enemies who successfully strike
the shugenjain melee combat suffers3k3 damagein retribution and must resista Fear effect equal to the shugenja’ sFire
Ring. Thisfear remain in effect for the duration of the spell.

Ring of Fire

Mastery Level: 6

Duration: Concentration
Areaof Effect: 30' Radius
Range: Self

The shugenjatracesthekanji for fire in mystical energy, extending theforceinto avisible,shimmering domethat extends
to the edge of the area of effect. Thisdome radiates an angry red light in the area of effect and for 60 feet beyond it, and
causes all of the caster’ s allies within the areato be invigorated by the power of fire. All allies withinthe area of effect
gain abonusto their Initiative and to their TN to be Hit equal to the shugenja’ s Fire Ring, and gain an additional action
per Round.

The dome moves along with the shugenja, but only allies that were within the area of effect during the casting are
affected. Those who |leave the dome and returnare no longer protected. The shugenjamay not move more than tenfeet
per Round w hile under the effects of thering of fire. If acreature enters an area simultaneously encompassed by aring
of each element (air, fire, earth, water, and void), they are immediately teleported to a random location elsewhere in
Rokugan.

Ruined Earth

Mastery L evel: 2

Duration: I nstantaneous
Areaof Effect: 5'square area
Range: 100

The shugenja causes the fire spirits in the area to force the water kami out of nearby plants and the ground under them.
Normal plant life smaller than a grown tree withers and will most likely die immediately, and the ground in the area
becomesdry and cracked. Thisspell deals 1k1 damage to sentient plant life, and causes non-magical clay itemsto crack
and become brittle.

Scatter the Soul's Flame
Mastery Level: 4

Duration: Permanent
Area of Effect: One Target
Range: 100

The shugenja sends fire kami racing through the target’s body, effectively crippling them. The target’s Agility and
Reflexes are reduces by the shugenja’s Fire Ring (to a minimum of one), and the character’s Water Ring is considered
reduced by a simila amount for purposes of movement. Thisspell is permanent until the target has a curative spell cast
on them of Rank 4 or better or thespell is countered.



Tamori’'sCurse (Dragon Secr et Spell)
Mastery Level: 3

Duration: 5 Rounds
Areaof Effect: One Target
Range: 100

Agasha Tamori, the only Agasha shugenja who chose to stay behind with the Dragon Clan when his family left for the
Phoenix Clan, developed this spell to insure aganst Agasha initiates and other shigenja who wished to misuse the gift
of the firekami and magic. The target of thisspell, when attempting to call upon the fire kami or use an ability which
draws upon or creates fire, must call a number of Raises equal to the caster’s Fire Ring. These Raises have no other
effect other thanto increasethe TN of the spell. If thetarget can not call the proper number of Raises (not havingenough
Void to do so, for example), then the spell or effect simply does not work. The shugenjamay call Raisesto increase the
duration of this spell by one Round per Raise, or to increase thenumber of Raises that must becalled by the target by
one per Raise.

Turmoil

Mastery Level: 6

Duration: Permanent
Area of Effect: One Target
Range: 100

The shugenjaimplants an angry fire kamiin the depths of the target creature’ smind, causingthem to become consumed
with pain and madness. Each Round the target is mentally faced with his own inadequacies, and may choose either to
facethem or suffer the pain of past mistakes. If the target takes no actions, they may resist thisspell for one Round only.
If the target takes an action, they suffer a permanert -1 to asingle random Trait and is afflicted by madness for that
Round.

Warning Flame
Mastery Level: 3

Duration: 5 Minutes
Areaof Effect: Personal
Range: Self

A hyperactive fire kami takesroot in the shugenja’s mind, displaying a sense of the caster’s surroundings that even the
most highly trained bushi would envy. The shugenjacan sense a single breath from acrossaroom. The caster cannever
be surprised and always hastheir full TN to be Hiteven if flanked or outnumbered.

Whispersof the Kami
Mastery Level: 1

Duration: I nstantaneous
Area of Effect: Personal
Range: Self

The shugenjareceivesabrief glimmer of insight, just enough to allow the shugenjato act moredecisively. The shugenja
gains a +1ko0 to initiative. This gell may be cast instantly, without taking the shugenja’s action for the Round.

W ater Spells

Clarity of Purpose (Phoenix Secret Spell)
Mastery: 2

Duration: 5 Rounds

Areaof Effect:  All Allies Within 30'

Range: Self

This spell is said to have been taught to |sawa by that Clan’s founding Kami. All targets of this spell gain a +5 bonus
to Initiative for the duration of thespell. At the end of the duration, thetargets are returned to normal. Raises may be
called to increase this bonus by an additional +5 per Raise or to increase the duration another 5 Rounds.



Cleanse

Mastery: 1

Duration: One Hour
Area of Effect: One Object
Range: Touch

With the aid of a minor water kami, the shugenja removes any impurities and stains in and on an object. Any single
object can be properly cleaned in an instant. Clothescan be cleaned, rug or blood removed fromakatana, or dust swept
off a statue. This spell does not repair any actual damage done to the object. This spdl isan accepted method of
purifying an object, recognized by the Emperor as well as the kami. An object cleaned with this spell is temporarily
blessed, and isresistant to harm and damage for the duration. Afterthe spell has been cast, theobject can be soiled again
normally.

Ebb and Flow of Battle (Lion Secret Spell)

Mastery: 4
Duration: One Hour
Area of Effect: 50' Radius
Range: Self

Mobility is essential in both skirmishes and great battles. With its large area of effect, warrior shugenja are ableto aid
whole units of samurai to engage or escape with lightning speed. The shugenjatargets all allieswithin fifty feet. Those
under theinfluence of this spell double their normal movement rate and jumping distances. Additionally, the target may
shift their position on the Battle Table up or down one row once the result has beenrolled. For each Raise called, the
duration can be increased by another hour.

Ebbing Strength
Mastery L evel: 2

Duration: 5 Rounds
Areaof Effect: Two Creatures
Range: 25'

Water isthe element of strength, and just aswater ebbs and flows, so does physical grength. The shugenja must target
two individuals with this spell, neither of which can be the caster. This spell saps the strength of the first target,
strengtheningthe second target. Thefirsttargetsuffersa-2 to Strength for the durationof the spell, while the other target
gains a +1 to Strength. For every two Raises called, the shugenja may increase the duration by another 5 Rounds.

The Emperor’s Road
Mastery Level: 4

Duration: 5 Hours
Area of Effect:  Special
Range: Touch

When the shugenja casts this spell, they call upon the speed of the rushing river to help them and any number of
companions to travel much faster on a selected road. This spell only functionson roads that are legdly recognized by
the Emperor. The process of having aroad legally recognized is simple — have the Emperor acknowledge the road as
an Imperial road. During the War of Spirits, the Steel Chrysanthemum Hantei XV 1 noted this property of this spell and
recognized a great many roads in order to dlow his troopsto outmanoeuvre Toturi’s. After the War of Spirits ended,
Toturi was left with a network of roads that the kami recognized as having Imperial approval. Hantei XVI's cunning
planstill affectsthis spell’sfunction, and many roadsthat are on no mapswill neverthel ess function withthis spell —there
are simply too many to untangle the confusion easily. While travelling on an Imperial road, all target’'s find their
movement multiplied by the shugenja’s Water Ring.



Endless Deluge
Mastery Level: 5

Duration: 1 Day
Areaof Effect: 3 Mile Radius
Range: 1 Mile

A powerful water spdl which can stop battles or shut down entire cities, over the course of ten minutes after the
completion of this spell dark cloudsrollin from all directions and fill the region with a powerful gloom. The sky itself
seemsto split open and monsoon rains come flooding down. This weather supersedes all naturally occurring weather,
and may trigger flash floods. During the storm, anyone caught within it suffer a -1k0 penalty to all skill rolls for the
durationof the spell. For every Raise called, the spell’ s duration can be increased for one day, or the area of effect can
be increased by 3 miles.

Energy Transference
Mastery Level: 4

Duration: 1 Hour
Area of Effect: One Target
Range: Touch

Drawing on theinner nature of chi and itsability to transform positive energy into its opposite, the shugenja forces their
targetto experience aradical trandormation of the spirit. This spell exchangesthe phydcal and mental Traitsof asingle
Ring in the target.

Fortune’s Turn
Mastery Level: 2

Duration: I nstantaneous
Area of Effect: One Projectile
Range: 100

Flowing water bends around arock or river, adjusting its natural flow to the obstacle. T his spell diverts a projectilein
a similar manrer. Unlike most spells, this spell takes nearly no time to cast, but must be precisely timed. When the
shugenja perceives a projectile moving towards them, the shugenja can cast this spell immediately, diverting the
projectile harmlessly around its original target. If the shugenja was the target, this does not take an action, but if the
target was someone el se, the shugenjamust use an action. The projectile maintainsits speed and continuesonitsoriginal
trajectory after bypassing the original target, possibly striking other targets.

Gather the Clouds (Unicorn Secret Spell)
Mastery Level: 5

Duration: 1 Minute

Areaof Effect: Personal

Range: Self

luchi research into talisman magic has had a number of curious side effects. An almost accidental discovery of the
Unicorn Clan, thisspell allowsthe shugenjato nearly sever themselvesfrom the spirit world. Thisseclusion works both
ways, making it difficult for the shugenjato summon kami, while under the effects of this spell. Thedifficulty of casting
aspell on the shugenjaincreases by five times the shugenja’ s Water Ring, but the shugenja finds that the TN of casting
any spell for the duration increased by a similar amount.



Hands of the Tides
Mastery Level: 5

Duration: Instantaneous
Areaof Effect: 30" Radius
Range: 400'

At the completion of this prayer, the shugenjaalters the positions of any creature within the area of effect, excluding any
that weight over 300 pounds. No time passes for those who are affected by this spell — they are teleported to a new
position within the range of the ell, facing a direction of the shugenja’s choosing. The shugenja may not suspend
objects in the air unless they were already there at the time of the casting. Creaturesthat attack duringthe same Round
they were affected by this spell suffer a-2k0 penalty to their next attack roll.

Heart of the Water Dragon
Mastery Level: 4

Duration: 1 Minute
Areaof Effect: Personal
Range: Self

The power of the Water Dragon embraces the shugenjawith healing energy. Anytime the shugenjatakes damage during
the spell’ s duration, the shugenja automatically heals a number of Wounds equal to their Water Ring + School Rank.
This effect takes place no more than once per Round.

The Inner Ocean
Mastery Level: 3

Duration: Special
Area of Effect: Personal
Range: Self

This spell amplifies the shugenja’s innate harmony with the water kami so much so that for a brief time the shugenja
becomes pure water, transparent and difficult to see. The shugenja gains a Free Raise to all rolls for hiding, and an
additional Free Raise while underwater. The shugenjaisimmune to water pressure and physcal attack while this spell
isin place, and does not need to breathe. Additionally, the shugenjacan not cast spellsthat have not been mastered while
in this form. The shugenja can not run, but can seep through any object or barrier that is not waterproof. T his spell’s
duration is a number of minutes equal to the shugenja’s Water Ring times School Rank.

luchi’sSling (Unicorn Secret Spell)
Mastery L evel: 2

Duration: 5 Rounds

Areaof Effect:  Personal

Range: Self

This spell creates a crude sling made entirely of flowing water to appear in the shugenja’s palm. The slingitself can be
gripped and loaded as if it were made of supple leather, and if the shugenja does not know how to use the weapon, it
grants basic know ledge of its use (a skill of 1). Any bullet fired from this sling has its range doubled and reduces the
opponent’sarmour by 5. Thissling can be used without abullet, the sling creating a perfectly unremarkabl e bullet which
does not gain the benefits listed above. The sling may be given freely to others, for the duration of the spell.

Kharmic Vengeance
Mastery Level: 6

Duration: Instantaneous
Areaof Effect: One Target
Range: 100’

With this spell, the shugenja ignites hateful memories in thetarget’s psyche. In a moment of sheer terror, the target
relivesall of their most horrid experiences at once. Thetargetimmediately suffersa-2 to Awareness and Willpower and
is stunned for a number of Rounds equal to the shugenja s Water Ring as thememories flood back. The TN to be Hit
of thetarget isreduced to 5. Thetarget’s Awareness and Willpower can only be restored by the intervention of the kami
or by powerful healing magic.



Kingdom Beneath the Sea (Phoenix Secret Spell)
Mastery Level: 5

Duration: 1 Round (Special)
Area of Effect: One Target plus Self
Range: Touch

Shiba, the Kami that founded the Phoenix Clan, took for hiswifeamaidenwho came from amysterious kingdom beneath
the sea, the same realm which is said to have forged the Phoenix Clan’s ancestral sword Ofushikai. By means of this
spell, the shugenja calls on this ancient alliance between the peopl es of the land and those bel ow to travel throughhidden
pathways in the water. At the end of the casting timethe shugenjaand awilling target may walk into the sea at any point
along the coastline and emerge one Round later at any other point along Rokugan’s coast. Targets may not act in the
round directly following the emergence from the water. Thetargets emerge without getting wet. For every Raise called,
the shugenjamay bring one additional target with them.

Purity

Mastery Level: 1

Duration: 1 Minute
Area of Effect: One Object
Range: Touch

This simply prayer brings a small kami of water into an ordinary object, causing it to be considered blessed for the
duration of the spell. This includes weapons, small flasks of water, prayer incense, and the like. If the object is dirty
in some fashion, it iscleaned by the kami as well. This spdl can not affect objects that are magical or awakened.

Ring of Water
Mastery Level: 6

Duration: Concentration
Area of Effect: 30" Radius
Range: Self

The shugenjatracesthe kanji for water in mydical energy, extending the force into a visible, shimmering dome that
extendsto the edge of the area of effect. Thisdome radiates an pale bluelight in the area of effect and for 60 feet beyond
it, and causes all of the caster’s allies within the area to be heartened by the unpredictable power of water. Once per
Round, the shugenjamaytel eport themselves and all otherswithin thering up to 1000 feetin any direction. The shugenja
may not teleport into an areaoccupied by a solid object. Upon arrival, the allies within the ring appear wherever the
shugenja desires so long as they are still within the boundaries of the ring.

The dome moves along with the shugenja, but only allies that were within the area of effect during the casting are
affected. Those who leave the dome and return are no longer protected. The shugenjamay not move more than ten feet
per Round while under the effects of thering of water (except for teleporting). If acreature entersan areasimultaneously
encompassed by aring of each element (air, fire, earth, water, and void), they are immediately teleported to arandom
location elsewhere in Rokugan.

Spirit of Water
Mastery L evel: 2

Duration: Instantaneous
Area of Effect: One Target
Range: Close

The shugenja may call upon the spirits of water to aid others who perform deedsin the shugenja’s place. The shugenja
imbues the target with an additional action in the same round that this spell is cast.



Stand Against the Waves
Mastery Level: 3

Duration: 1 Round
Areaof Effect: One Target
Range: Close

There are countlesstalesthroughout Rokugan'’s history of a single brave samurai standing against numerous foes and
triumphing despite the odds. The chances that such tales are true are greatly increased when a shugenja with this spell
are present. This spell grants the target a number of additional attacks equal to the shugenja’s Water Ring. These
additional attacks suffer a+5 TN. For every Rais called, the duration of the spell can be increased by one Round.

Strike of Flowing Waters
Mastery Level: 4

Duration: 1 Round
Areaof Effect: One Target
Range: Touch

Like aswiftly flowing river, the target s melee attacks flow through and around armour. All the target’ smelee attacks
ignore armour for the duration of the spell. For each Raise called, the duration of the spell can be increased by one
Round.

Suitengu’sSurge
Mastery Level: 1

Duration: 1 Round
Areaof Effect: One Target
Range: 25'

A ray of lethargy-inducing energy numbs the reflexes of one attacking creature, causing the target to suffer a penalty to
their attack rollsfor the following Round equal to the caster’'s Water Ring.

Surging Soul

Mastery Level: 3

Duration: 5 Minutes
Area of Effect: One Target
Range: Touch

While many associate the focussed violence of aniaijutsu duel with the harsh flaring energies of Fire,the spirits of Water
are not without their own surging nature. The shugenjamay prepare atarget’sinner energies to crash down upon their
foeswith the force of an ocean wave, sweeping aside alesser foe. During an laijutsuduel, the target gainsan additional
Focus that does not increase their TN. For every Raise called by the shugenja, the target gains another Focus for the
duel, that does not increase their TN.

Tides of B attle
Mastery Level: 5

Duration: 1 Hour
Areaof Effect:  Special
Range: 100

Water is the element not only of clarity and strength, but also of battle. This spell excites the local mikokami to assist
the shugenja’s amy and carry them to victory. This spell may target a number of creatures within range equal to the
caster’s Water times School Rank. The shugenjamay select themselves asone of the targets. For the duration of the
spell, the targets of this spell tak e one less die of damage on the B attle Table, and gain a +2k0 to all rolls during Duel
or Heroic Opportunity results. For every two Raises called, the duration of this spell can be extended by another hour,
or the shugenja may increase their Water by one for purposes of determining how many targetscan be affected by this
spell.



Yuki’s Touch
Mastery Level: 3

Duration: 1 Hour
Area of Effect: One Body of Water
Range: 400'

This spell causes abody of water to freeze in away of the caster’s choosing. This area of water can not be any larger
than the 15 square feet times the caster’ s Water + School Rank. When this spell iscast, theshugenja may affect any part
of the water that they can see (usually the surface) and choose to shape aform of ice from the water. This gell may
cause the water to rise fromits original height, but no more than five feet in any location. A typical use of this spell is
to cause water to freeze across a body of water to form abridge. Theice surface can be as sturdy as a stonebridge when
used for this purpose. Ice from this spell may be melted by magical means, such as magically created fire. Otherwise,
it remainsintact until the spell is ended, at which timeit meltsnormally. For every Raise called, the duration of this spell
can be extended one hour.

Void Spells

Balance the Elements
Mastery Level: 3

Duration: I nstantaneous
Area of Effect: One Target
Range: Touch

This spell diffuses the kami surrounding a creature, returning it to its normal state. This powerful spell dispels any
magical effects from atarget of Mastery Level 3 or less that isinfluencing the target or object, including any kiho or
special abilities created by an individual of Insight Rank 3 or less. In addition, this spell heds thetarget a number of
Wound Points equal to the shugenja’ s Void Ring + School Rank. For every Raise called, the shugenja can increase the
potency of this spell, dispelling magical effects of a greater Mastery Level or Insight Rank by oneper Raise.

Banished to the Outer D arkness
Mastery Level: 6

Duration: Instantaneous
Areaof Effect: 30' diameter
Range: 100

The shugenja shouts a defiant cry of anger and denial against their enemies, releasing a billowing cloud of sparkling
darkness from their fingertips. This cloud immediately consumes all being against which the shugenja directs it,
completely destroying them. If the shugenja has undeniable evidence or testimony that the targets have maliciously,
intentionally, and without justification brought harm to the shugenja, the shugenja’ s family, or the shugenja’s Clan, the
shugenja gains a Free Raise to cast the spell. Raises can be usedto increase the area of effect by 5 feetin diameter per
Raise.

Boundless Sight
Master L evel: 2

Duration: Concentration
Area of Effect: 300’
Range: Self

This spell connects the shugenjato all the kami in the surrounding area, allowing the caster to see everything within a
300' radius from every directionand perspective. Objects may beexamined closely or at distances, but not in a manner
that would require their movement.

The shugenja gains the senses of all the kami within the area of effect, allowing the caster to see and experience
everything within the local vicinity, from every direction and perspective. This spell can be quite disorienting, and the
caster must concentrate intently to comprehend the information being given. If disturbed, the caster hasa TN to be Hit
of 5 for the following two Rounds. The shugenja can not be surprised or ambushed while under the influence of this
spell.



End of Illusions
Mastery Level: 5

Duration: 5 Rounds
Areaof Effect: Personal
Range: Self

This powerful Void spell hasdifferenteffects. First, the shugenjaisable to seetheworld asit truly is—anillusion. Any
form of disguise or concealment is penetrated by the shugenja’s gaze, and all spirits within the area can be seen by the
shugenja. The shugenja can see the true nature of any creature that can disguise itself, such as through shapeshifting or
wearing the skin of others. Second, the shugenja connects themselves to the Void in such a fashion that the material
world is no longer of consequence. Any physical attack directed at the shugenja simply passes through the locaion
where the shugenjastands, including attacks by nemuranai. The shugenjaisunfortunately more vulnerableto spellsand
kiho, and attacks of this nature gain a Free Raises against the shugenja. Raises may increase the duration of this spell
by one Round per Raise.

Endless Depths
Mastery Level: 3

Duration: 1 Minute
Areaof Effect: Personal
Range: Self

Calling upon the inner strength of theshugenja’s chi, this spell extends the caster’s spellcasting ability at great personal
expense. After completion of thisspell, the shugenjamay cast spells beyond their normal restrictions, although not spells
beyond the mastery level the shugenja can currently cast. Each time the character does so, the shugenja’s suffers XkX
damage, where X isthe mastery level of the spell. Shugenjawho die from the damage of this spell are unravelled by the
Void, and can not be resored.

Essence of All
Mastery Level: 5

Duration: 1 Minute
Area of Effect: Personal
Range: Self

When a shugenja becomes one with the essence of all, they touch the very fabric of the Void that holds reality together.
The shugenjaessentially becomes a powerful spirit for the duration of the spell, immune to mundane weapons and may
pass through physcal objectswithout impediment. The shugenja gains five additional Void Points that lag for the
durationof the spell, but the caster’ s Void Ring isnot increased. If the spell endswhiletheshugenjaiswithin a physical
object, the caster is shunted off to the nearest open space and tak es 1k1 damage for ev ery five feet they were forced to
travel.

Master the Dragon
Mastery Level: 6

Duration: Special
Area of Effect: Personal
Range: Self

This spell takes six hoursto cast. Ultimate mortal mastery of the Void finally comes when an Ishiken hasknelt in the
presence of the divine Dragon of the Void. After six hours of deep meditation, chanting, and ritual, the shugenja
connects with theinfinite being of the V oid Dragon. The shugenjamay ask one question of the D ragon of V oid for every
Rank of Void the Ishiken possesses, and the Dragon will respond as it sees fit. Once the shugenja has asked the last
question, they comeout of their trance fully restored, with no W ounds and at full Void. T hough this spell isthe apex
of the Ishiken’s art, the Void Dragon will not tolerate its use more than once per week. Those who attemptto cast this
spell more than once per week are instead stricken, their mental Traits reduced to one. These Traits recover atarate of
one point per day.



Ring of Void
Mastery Level: 6

Duration: Concentration
Area of Effect: 30" Radius
Range: Self

The shugenja traces the kanji for void in mystical energy, extending the force into a vigble, shimmering dome that
extendsto the edge of the area of effect. This dome radiates an eerie black light in the area of effect and for 60 feet
beyond it, and causes all of the caster’ sallieswithin the areato be enlightened by the mystical nature of the void. Once
per Round, all allies affected by this power may re-roll one skill check and keep the better result, including attack rolls.

The dome moves along with the shugenja, but only allies that were within the area of effect during the casting are
affected. Those who leave the dome and return are no longer protected. The shugenja may not move more than ten feet
per Round while under the effectsof theringof water (except for teleporting). If acreatureentersan area simultaneously
encompassed by aring of each element (air, fire, earth, water, and void), they are immediately tdeported to a random
location elsewhere in Rokugan.

Touch of All

Mastery L evel: 2

Duration: Instantaneous
Area of Effect: One Target
Range: 20'

With this spell, the shugenja adjusts the balance of elements within one object or creature towards their natural state.
Any spell of mastery levd 2 or less thatis currently affecting thetarget is digelled.

Touch of the V oid
Mastery Level: 1

Duration: 1 Round
Areaof Effect: One Target
Range: 10’

This spell allows the shugenjato cause aminor disturbancein or around a creaturé s Void. This spell has no effect on
atarget that does not have aVoid Ring (such as animals and most Shadowlands beasts and oni). The target of this spell
loses their next action but suffers no other ill effects.

Unravelling

Mastery Level: 1

Duration: Instantaneous
Areaof Effect: One Shugenja
Range: 100

Aswith most material things, magic requires a balance or absence of Void to comeinto being. W hen the shugenja casts
this spell, they alter the Void within a spellcaster’s spell, ruining the magic. This spell may be cast as a counter spell,
though the shugenja must identify the spell being countered. The caster of the spell to be countered may expend aVoid
Point to continue casting the spdl, butthe I shiken can then spend aV oid Point to negate this countering, until one or the
other decides to no longer spend Void and accept what is to be.



Visage of the V oid
Mastery Level: 5

Duration: 1 Day
Area of Effect: Personal
Range: Self

By focussing on the nothingness of the Void, the shugenjamay cloak themselves from the elemental kami that enable
more traditional elemental spells. While the shugenjais thus concealed, they do not set off any type of magical alarms.
The shugenjaisinvisibleto wards, barriers, or alarms established by spells of alesser Mastery L evel, none of which react
to the caster’ s presencein any way. Finally, any shugenja attempting to target the caster with a spell of alower Mastery
Level must first succeed in an opposed Void roll against the caster. If the opposing shugenja wins, the spell works as
normal. If the shugenja protected by this spell succeeds, the attacking spell hasno effect. The spell is discharged the
first time a spell is cast upon this shugenja successfully unless the Ishiken spends a Void point, or until the duration
expires. For each Raise called, the duration of the spell can be increased for another day.

Voice of the Void
Mastery Level: 3

Duration: 1 Hour
Areaof Effect: Personal
Range: Self

By extending a substantial portion of the shugenja’ sown essence into the very patern of the VVoid, the caster allows
themselvesgreater phydcal freedom in casting ells for aperiod of time. Once the spell is cast, the shugenja’s prayers
and sutrasneeded to cast spells are heard through the Void as the shugenja’ s oul speaksthem through that mediumonly.
While this gell isin effect, the shugenja reducesthe actions needed to cast spells by one, and can cast two spells of
mastery level one per Round. Anyone attemptingto determine what spell the shugenjais casting must call a Raise to
do so.

Whispering Blade
Mastery Level: 3

Duration: 1 Minute
Areaof Effect: 3'
Range: 25'

This spdl bringsinto being a shimmering plane of force shaped like the blade of a katana. This weapon is almost
invisible, detectable only as a faint distortion in the light around it. The blade appears up to three feet away from the
shugenja, but may move at a speed of 30' to the maximum range of the spell. The shugenja directs the blade’'s
movements, and may attack with it, gaining a bonus on their attack roll equal to their Void Ring due to being nearly
invisible. If the blade strikes, it deals the normal damage of a katana, but also strips a Void Point from the target.



Ancestor Spells

Bridge toYomi
Mastery Level: 3

Duration: 1 Day
Area of Effect: One Shiryo
Range: 25'

The shugenja contacts the ancestors and calls oneto assist the shugenja. By making a successful Awareness roll, the
shugenja gains the assistance of the shiryo for the duration of the spell.

Shiryo

Air 3
Earth 3
Fire 3
Water 3
Attack: 4k3

Damage: 5k2
Wounds: 48: Dead
Specid: Invulnerakility

The shiryo may choose to depart at any timeiif it feels thatthe group has behav ed dishonourably. For each Raise called,
a Ring can be increased by one rank. This will adjust the shiryo’s Attack (Fire), Damage (Water) or Wounds (Earth)
accordingly.

Grandfather’s Word
Mastery Level: 5

Duration: Instantaneous
Areaof Effect: All enemies within range.
Range: 25'

The shugenja calls upon a powerful ancestor who verbally chastises all enemies within range. By making a successful
Intelligence roll, the shugenja makes these enemies stunned for around, losing all attacks and reducing their TN to be
Hitto 5. If thetargetsof thisspell have the Shadowlands Taint, they suffer XkX damage, where X istheir Rank of Taint.
So potent isthisverbal attack, that even those who can not understand the ancestor’s words, or who have no concept of
honour are still affected. The TN of this spell is 25 + 5 x the target’s Honour Rank.

L essons of the Lion
Mastery L evel: 2

Duration: 5 Minutes
Area of Effect: One Weapon
Range: 25'

The shugenja proclaims the greatness of the ancestors for all to hear: true strength lies in compassion. By making a
successful Awarenessroll, the shugenja’ s weapon is guided by their ancestors, increasing the damage of the weapon by
2k2 for the duration of the spell. In addition, an opponent struck by the weapon will not suffer damage beyond the Down
Wound level, allowing the wielder to subdue their opponents quickly and cleanly.

Never Alone
Mastery Level: 2

Duration: Special
Areaof Effect: One Target
Range: Touch

The shugenja touches the recipient’s shoulder and opens their eyes to the courage of their ancestors. By making a
successful Intelligenceroll,thetarget becomesinspired, and gainsa+1k0 bonusto all skill rolls, including combat skills.
The character is considered to have at least one rank in all skillsfor the duration of the spell. This bonus lasts for one
hour, until the target takes damage, or until the tar get fails a skill roll.



Seeing Ages Past
Mastery Level: 6

Duration: 1 Minute
Areaof Effect: Personal
Range: Self

The shugenja calls upon their ancestors, petitioning the powerful shugenja of the past to aid them. By making a
successful Awarenessroll, the shugenjatemporarily regains all the spell slotsthey had within the last twenty-four hours,
which remain for the duration of this spell. Once theduration passes, the ancestors depart and the shugenjaloses their
regained spell slots. For each Raise called, the shugenja may extend the duration another minute.

Maho

Ancient Wisdom
Mastery Level: 2

Duration: Permanent
Areaof Effect: One Skull
Range: Touch

The target skull once more becomeshome to the spiritthat once inhabited it. The skull does not gain mobility or the
ability to attack, nor can it feel pain. Itcan see what isfront of it, and can hear and speak normally. The skull isunder
no compulsion to answer questions but can sometimesbe convinced to cooperate with the caster. Ancient Wisdom can
be used with spellsto create zombiesor other animated dead, to allow the undead to talk. Note, however, that the skull
has no control over the body it is attached to unless the shugenja allows it. If the skull is destroyed, the spirit flees.

Blood Armour
Mastery Level: 1

Duration: 5 Rounds
Area of Effect:  Special, See Below
Range: Self

The caster creates a link between themselves and a number of enemies equal to the caster’s School Rank, making the
target suffer a part of any damage the caster takes during melee combat. W hen the caster is struck by the recipient of
the spell, the attacker takes half the damage they inflict upon the shugenja (round up). If the attacker isusing a bare
handed attack (or it is an animal using natural weapons such as claws or teeth), then the attacker suffersfull damage
instead. For each Raise called, the shugenja may choose an additional attacker to be the recipient of the spell, or may
increase the duraion by one Round.

Blood Warding
Mastery L evel: 2

Duration: 1 Hour
Area of Effect: One portal orroom
Range: 100’

This spell requiresten Roundsto cast. Thisspell barsan entrance or wards the room itsdf againg those who do not bear
the Shadow lands Taint. Any entrance warded will be held fast, as if securely closed and locked. The TN for attempting
to force entrance through awarded portal isincreased by the caster’ sSchool Rank x 5. Thisward is created by etching
symbols and markings on the warded surfaceswith blood. Raises may be called to increase the duration by one hour per
raise called, or to ward an additional entrancein the same room. By warding aroom or hallway, the spell inflicts damage
on creatures who do not possess the Taint when they enter the area. Any untainted creature attempting to enter the
protected region immediately suffers 5k5 Wounds. Thetarget continuesto take 5k5 Wounds each round that they remain
in the warded area



Bloodstrike
Mastery Level: 3

Duration: 5 Rounds
Areaof Effect:  Special
Range: 100

The shugenja strikes a number of targets equal to their Earth Ring with a sickly yellow ray. The caster and all targets
reduces their Stamina Rank by two for the duration of the gell, adjusting Wound Ranks accordingly. Raisesmay be
called to increase the duration by 5 Rounds per Raise, or thenumber of targets struck by the sell by one per Raise. For
every two Raises called, the shugenja may reduce the target’s Stamina by another Rank.

Cannibalize

Mastery L evel: 3

Duration: I nstantaneous
Areaof Effect: One Undead
Range: 25 feet

The caster destroys a non-sentient undead target to heal their owninjuries. For every Wound Rank the target possessed,
the caster recovers 1k1 W ounds. The process is dangerous however, because the caster is infused by the Taint as the
woundsheal. If the character recovers morethan four Wound Ranks when healingthrough this method, they must make
an Earth roll against a TN of 20. Failure resultsin the caster becoming undead, themselves. Raises may be called to
increase the amount healed by 1k1 per Wound Rank of the undead target, or to destroy an additiond target for healing.
Choke the Soul

Mastery Level: 3

Duration: 5 Rounds
Area of Effect: One target
Range: 25'

The shugenja chokes the life out of those who can hear their voice, causing the targets to gasp and wheeze somewhere
between choking and laughter. Thevictim collapsesinto gal es of manic laughterthat quickly becomewracking, choking
wheezes asthey fall prone. The target can take no actions while strangling, and suffer acumulative 1k1 damage each
Round. After the spell ends, the victim requires one Round to recover before they can act normally. Creatures of only
animal intelligence or who do not need to breathe are not affected. Raises can be used to increase the duration by one
Round per Raise, or to increase the number of targets.

Corruption of the Earth
Mastery Level: 4

Duration: 5 Rounds
Area of Effect: 3' Radius
Range: 25'

This spell iscast asan Elemental Earth spell, butisaMaho spell aswell. When cast, the target area becomes deep mud
and beginsto swallow everyonewithin the areaof effect at arate of two feet per Round. Char acters attempting to escape
must make an Earth roll against a TN of 15 to move three feet. Attemptsto move (successful or not) cause the victim
to sink an additional foot unless they succeed in a Water roll against a TN of 10. Once to the edge, it takes an Earth roll
to pull free, with a TN of 5 x the number of feet the character hasalready submerged.

Anyone in the morass at the end of the spell’s duration must be dug free, but can be assisted by any number of people
who can reach thetarget. Ifthe spell stops short of its duration for any reason, the kansen will retaliate against the caster
and immediately unleash the spell on them, while spitting up the original targets of the spell. Each Raise may increase
the radius by three feet, or increase the duration of the spell by an additional Round.



Curse of Blood
Mastery Level: 4

Duration: Permanent
Areaof Effect: One Target
Range: Special (See Below)

The character curses their killer with a dying breath. The target must be present, but distance or touch is not a factor.
The character can perform this spell instantly, even if they do not have any actionsremaining in theRound. At that time,
the person responsible suffers the full effect; if several areresponsible, the curse falls onthe individual sngled out by
the dying cager, by word, glare, or gedure.

The curse induces hemophilia, causing therecipient to bleed from anyone wound, beginning the Round after the injury
isreceived. The victim loses an extra Wound point each round for every wound the target has suffered. Binding the
wounds or applying any magical healing stopsthe bleeding of that injury. Thiscurseis particularly devastating to bushi
and henceisusually aimed at characters that see a lot of hand-to-hand combat. If the victim everreceives more than 15
Wounds from a single blow, they must mak e an Earth roll against a TN of 20 or bleed internally, asituation that can only
be resolved through the speedy application of magical healing.

Once laid, thiscurseis exceedingly difficult to lift. Typically, only amajor quest or the intervention of the Fortunescan
free the vicim from its effects. Other methods offer temporary relief, but the curse's insidious effects always reassert
themselves. Asthe caster's dyingbreath fuels this spell, evenif the cager returnsin some manner (such as undead), the
curse's effectswill remain. Each Raise calledwill allow the shugenjato target another individual, if they were involved
in the caster'sdeath.

Curse of W eakness
Mastery Level: 3

Duration: 1 Minute
Areaof Effect: One Creature
Range: 25'

The shugenja strikes a number of targets equal to their Earth Ring with a coruscating ray. The targets reduce their
Strength Rank by two for the duration of the spell. Raises may be called to increase the duration by one minute per
Raise, or the number of targets struck by one per Raise. For every two Raises called, the shugenja may reduce the
target’s Strength by another Rank.

Damnation

Mastery L evel: 2

Duration: Permanent
Areaof Effect: One Target
Range: 25 feet

The TN of this spellis 10 + 5 x the target’ s Honour Rank. If successful, the target feels the subtle call of Jigoku and
carries the seed of evil within themselves. The next time the character is faced with a moral dilemma or has the
oppor tunity to perform an action of evil, the character does so without hesitation. If the character isforced to make an
Honour roll for any reason, they will automatically fail. This spell will not cause the target to befriend the caster, and
does not necessarily mean that the target will turn against friends or family, but it will most likely cause thevictim to lose
Honour. For every two Raises called, the shugenja may extend the effect of this spell, so that itwill affect the target an
additional time before the spell wears off.



Dark Phoenix Fire
Mastery Level: 3

Duration: Instantaneous
Areaof Effect: 10" Radius
Range: 100

This spell is cast as an Elemental Fire spell, but is a Maho spell as well. The character unleashes a burning cloud of
corruption, engulfing an areawith sickly black flames. Creatures caught withinthe areasuffer terriblewounds, the caster
rolling a number of dice equal to their Fire Ring, and keeping a number of dice equal to their Taint Rank. Everyone
within the area of effect must mak e an Earth Roll against a TN equal to the woundsinflicted, or gain one die worth of
Taint. Raises may becalled to increase the area by an additional 10" Radiusper Raise called.

Dim Mak

Mastery L evel: 2

Duration: Instantaneous (Special)
Areaof Effect: One Target

Range: Touch

The shugenja, upon completion of this spell, must touch the target to unleash it. 1f successful, the victim suffers 2k2
wounds and the spell ends. If the caster sacrificesa Tainted, sentient creature as part of the spell, the damage inflicted
isinstead XkX, with X being the Taint Rank of the sacrificed creature. Raises may be called to increases the number
of targets the caster may attack with this ell before the duration ends. Two Raises may be called to allow the shugenja
to use a weapon when unleashing this spell.

Entrap Ancestor
Mastery Level: 3

Duration: 5 Minutes
Areaof Effect: One Object
Range: 25'

This spell has a casting timeof one hour. The shugenjasummons an Ancestor and bindsit into anitem. Theitem must
be of at least Fine Quality, and while the item remainswhol e, unscarred, and complete, the Ancestor is bound withinit.
The person who wears theitem can gain advice and information from the ancestor trapped within it, and gains any
advantagesor disadvantagesthat the Ancestor normally grants |If theitem becomes scratched, lost, or broken, or when
the duration expires, the spirit returns to its proper place in the aterlife. The Ancestor canbe normally seen by those
who see spirits. Each Raise called can increase the duration by an additional 5 minutes.

Eternal Darkness
Mastery Level: 3

Duration: 5 Rounds
Areaof Effect: One Undead
Range: 25'

The caster chooses a Sngle undead creature and grants it the ability to regenerate. The undead regans a number of
Wounds each Round equal to the caster’s School Rank, and can recover from nearly any form of damage. If therecipient
isbrought to Dead, itwill continue to fight normally, though theremoval of limbsmay slow it somewhat. Whilethe spell
isin effect, only the complete destruction of the target will prevent it from regeneration. For each Raise called, the
duration can be increased by 5 rounds, or one additional undead can be the recipient of the spell.



Expose Taint
Mastery Level: 3

Duration: 5 Rounds
Areaof Effect:  Special
Range: 25'

The shugenjamay castthis on a number of Tainted individualswithin range equal to their School Rank. Those targeted
by the spell may choose whether or not to resist the spell. W hile influenced by the spell, the target maroll and keep a
number of dice equal to their Shadowlands Rank on all attack rolls. At the end of the duration, the individual gains a
minor physical Taint symptom and gainsa number of points of Taint equal to the shugenja’ s Rank of Shadowlands Taint
when they cast the spell. This spell will negate the effects of Jade Tea. Raises may be called to increase the duraion
by one Round per Raise, or to target an additional person per Raise called.

Feeding on Flesh
Mastery Level: 2

Duration: 5 Rounds
Area of Effect: One Target
Range: 25'

The shugenjadevoursaportion of human flesh, and inflicts wounds on others at adistance. The damageinflicted appear
as bite marks as the kansen bite into the target of the spell. The shugenjainflicts 2k2 damage upon the target of the spell
and may re-roll any damage die that rolls less than the caster’s Taint Rank. For every two Raises called, the shugenja
may increases the duration by an additional Round.

Greater Blood Rite
Mastery Level: 3

Duration: Special
Area of Effect: One Target
Range: Touch

The shugenja can convertgreat quantities of bloodinto powerful dark energies, which can be used to heal the shugenja
or other individuals, or to increase physical attributes for an hour. For every 30 Wounds sacrificed for the spell, the
caster can permanently heal one Wound Rank or increase a physical Trait by two points for an hour. For each Raise
called, the shugenja may increase an additional Trait, or heal an additional W ound Rank..

Hide Taint

Mastery L evel: 2

Duration: 1 Hour
Area of Effect: One Target
Range: 25'

This spell is cast asan Elemental Air spell, butisaMaho spell aswell. The caster conceals all traces of the Taint upon
a single individual. The smell, sight, sounds, and voice of the creature are disguised by the ell, concealing any
indication that the target is Tainted. Under the protection of this spell, azombie may appear to be a normal henchman,
an ogre may become a sumai wregler, or agoblin might agppear to be a child. The kansen have a twisted snse of
humour, so the shugenjahas no control over what form theillusion will take. Thetarget isalwaysaware of what it looks
like to others, and mirrors will always show the individual’s true nature. This spell does not reduce the T aint, nor will
it hide magical traces of the T aint. For each Raise called, the shugenja can increase the duration by an hour, or conceal
an additional target.



luchiban's Theft
Mastery Level: 5

Duration: 1 Minute
Areaof Effect:  Special
Range: 25'

The shugenjareachesinto the soul of atarget, and can strip the victim of a skill, spell, kiho, technique, kata, or kiho, and
either takeit astheirown, or grant it to another. This process os quite painful, and both the recipient and the target must
make a Willpower roll against a TN of 15 or scream in agony and pass out as the knowledge is transferred. For the
duration of the spell, the recipient may use this knowledge as their own. If the victim dies before the duration expires,
the resulting spirit will haunt the target and attempt to reclaim the portion of their soul that was stolen. A powerful
shugenja can keep the spirit at bay indefinitely, and thus the recipient will be able to keep the knowledge they have
gained. Powerful shugenjamay use thisspell on spirits, oni, or a corpse that has been dead for up to aweek, by calling
three Raises. For each Raise called, the shugenja may either increase the durationby one minute, or may steal another
portion of the target’s soul to transfer —however, the knowledge taken mug all be similar (only skills, or only kiho, or
only spells, for example).

| Give You My Name
Mastery Level: 3

Duration: 5 Minutes
Areaof Effect: One Target
Range: 25'

The shugenjasacrifices apow erful, tainted soul to bring anoni from Jigoku under the caster' scommand. Unlike normal

summoning, the spell requires a sacrifice, and the strength of that sacrifice determinesthe power of the oni that appears.

The oni’s Rings can not exceed the combined total of the shugenja’s Insight Rank plus the highes Elemental Ring of
the sacrificed victim. The oni erupts from the body of the sacrifice and does 6k6 damage to the victim (oftenkilling the
victim outright). Inthe case of more powerful sacrifices, the gpell alone may not be enough to kill the victim, and in such
a case the shugenja typically uses a knife or the like to dispatch the victim, ensuring the oni’s presence for the full

duration of the spell. If the sacrifice somehow surviv es, the oni’s power isdiminished, and it is banished after only half

the normal duration. If the shugenja is injured before the duration expires, the oni may attempt to break free of the
caster’s control by making acontested Willpower roll. If the oni succeeds, it becomes free, and may remainindefinitely.
For every Raise called, the duration of the spell can be increased by five minutes.

Quench The Ashes
Mastery Level: 4

Duration: 1 Day
Area of Effect: Personal
Range: 100’

The shugenjamay witness asingle spell being cast, regardless of type, and then cast the ell themselves asif they had
mastered it. The spell observed must be one the caster is normally capable of casting (elemental or maho for most,
though a sodan-senzowho practices maho may use ancestor spells), and the shugenja mustbe of the proper School Rank
to be able to cast the spell witnessed. Once the shugenja sees the spell, they undergand the prindples behind it, and can
cast itor scribeit for later study. Once the duration has ended, the caster loses the insight necessary to cast the spell.
The caster does not forget or lose the spell by casting it, and thus can continue casting the spell as needed until the
duration ex pires. Raises may be used to increase the duration of the spell by one day.



Red Knife
Mastery Level: 3

Duration: 5 Rounds
Area of Effect: One Weapon
Range: Touch

The shugenja may channel the power of Jigoku into aheld weapon. The w eapon increasesthe damageit inflicts by 1k0,
and adds the Honour Rank of any target struck by it to the damage the weapon inflicts. An aura of malicious energy
surroundsthe weapon, and anyone within ten feet of the weapon isimmune to possession or magical control. Spirits and
kansen may not approach closer than ten feet, but those spirits that were already within ten feet when the spell was cast
are not banished. A nemuranai that has this spell caston it loses all previous abilities until the duration expires, though
powerful nemuranai will simply redst the spell’s effects. Raises may be called to increase the spell’s duration by five
Rounds per Raise called, or to extend the protective barrier of the spell by five feet per Raise.

The weapon gains one more potent ability which bringsdread to those who know of it. The owner of the weaponisable
to sap the will of atarget by making a contested Willpower roll. If the wielder succeeds, the target becomes a willing
sacrifice, offering themsd vesto be slain by the weapon or approaching the sacrificial altar. The wieldercan only control
one victim at atime, and the victim remains under the spell’s effect until they are slain or until the wielder releases the
weapon. |Ifthe weapon is released, the victim comes to their senses thefollowing Round.

Sacrifice of Masks
Mastery L evel: 2

Duration: Permanent
Area of Effect: One Mask
Range: Touch

The shugenjacreates an enchanted porcelain zombie mask; thisrequiresaFine Quality mask of ahuman or demonic face.
Placed on the corpse of a sentient being, this spell then animates the corpse into a plague zombie. The corpse must be
dead for longer than aweek for the spell towork. Raisescan be called on thisspell to increase one of the zombie’'s Rings
by one Rank per Raise called, or to increase the zombie's Carapace by one point per Raise.

Plague Zombie

Eath: 0 (Stamina: 3)

Water: 1 (Strength: 3)

Fire: 1

Air: 0

Attack: 1kl

Damage: 5k2 (See Below)
TN to be Ht: 5

Carapace: 7 (See Below)

Wounds: 60: Dead (See Below)

PlagueZombies take hal fdamagefrom slashing weapo nsand quart er damage fro m crushing weapo ns(round down). Wken azonbie suffers15 or morewounds from asingle How, it loses arardom
limb. Thelimb will dither aong, attempting t o keep up wit h ther est of the zo mbie and may attempt to atack. Decapitation is required to destroy the zombie. |f a Plague Zombie strikes an
opponert, they must makean Earth roll against a TN of 10 or contract the plague. If the victim is not purified within three days, theydie painfuly and become a pague zombie. Anyonedain by
aplague zombie ries within three days asone themselves.

Stealing the Soul
Mastery Level: 3

Duration: 1 Minute
Area of Effect: One Target
Range: 400

The shugenjadestroysthelife force of atarget, draining them and making the victim easy preyfor asacrifice. Thetarget
of this spell loses oneRank from each Ring for the duration of the spell (to a minimum of on€). For every Raisecalled,
the duration of the spell can be increased by one minute, or the penalty to each Ring can be increased by one.



Summon Garegosu no Bakemono
Mastery Level: 4

Duration: Special (See Below)
Areaof Effect: None
Range: 25'

The shugenjasummoners the tentacl e-horror known asGaregosu no Bakemono, who fightsfor and obeys thecaster until
thesunrises. The shugenjaneed neverfear |odng control of Garegosu no Bakemono. The creatureisreasonably clever
and will obey the shugenjato the best of its abilities. For each Raise called, Garegosu no Bakemono gains an additional
Earth Rank.

Garegosu no Bakemono

Earth: 3

Fire: 3

Water: 4

Air: 2

Attack: 4k3

Damage: Earth Rank + 5 Wounds
TN to be Hit: 25

Wounds: 9:-1; 20:-2; 35: Dead
Specia Abilities: Fear 3 (Fear 4 when devouring), Eating

Eachtimethat Garegosu ro Bakenono kil san opporent, it consumed the body. The victim addstheirforme EarthRank to t he creatur € s own, increasing the amount of damagethat the monster
inflicts, aswell as adding the victim's Earth Rank to eachWound Rank possessed by the Garegosu no Bakenmono. Garegosu no Bakemono resembles a giart, cancerous octopus about the size
of an elgohant with a huge fanged meaw and keady yellow g/es. When first seen, the creature has a Fear Rating of 3. Anyone wlo sees t devouran opporent must inmediatel yresi s a Fear Rating
of 4.

Summon Swamp Spirits
Mastery Level: 3

Duration: Special (See Below)
Areaof Effect: None
Range: 25'

This spell must becast near a still body of water, or water which has become stagnant. It callsforth a number of swamp
spirits which do the shugenja’ sbidding. These swamp spirits appear as luminescent blue-green humanoids or tiny balls
of blue-green flame with malevolent eyes. A number of swamp spirits manifest equal to the caster’s Fire Ring and will
remain under the caster’s control until sunrise. Once the duration expires theyreturnto their place of origin. For each
Raise called, an additiond swamp spirit may be summoned.

Swamp Spirit

Earth: 1

Fire: 2

Water: 3

Air: 1

Attack: 3k2

Damage: 3k2

TN to be Hit: 10

Wounds: 4:-1; 10: Dead
Swamp spirtsattack by igniting those theytouch, but are incapable of igriting dead or inorganic metter. They are also capable of turnirg invisilie, disappearing from sight to attack from surprise
or flee from dangerous opponents.

Taint the Blood
Mastery L evel: 2

Duration: 3 Rounds
Areaof Effect: One Target
Range: Touch

The shugenja taints the blood and chills the bones of the target, causing sweat and shivers Smultaneously. The target
suffers a-2k0 to all rolls for theduration of the gell, and their TN to be Hit isdecreased to 5. For each Raise called,
the shugenja can increase the duration by one more Round.



Taint Food and Drink
Mastery Level: 2

Duration: Permanent
Areaof Effect:  Special
Range: 25'

The caster corrupts and spoils asource of food or water. If cast on food, it becomesrottenand spoiled, while if cag on
a beverage, the drink becomes salty, stagnant, or befouled. Should the spell be cast on afield or well, the effects last
for afew days, until the natural process restores the field or well, usually in2d10 days, though some places may require
months to recover. Anyone who eats or drinks food corrupted by thisspell must make an Earth roll against a TN of 15
or become sick, vomiting and weak, suffering a +10 to all target numbers for the day.

Touch of Death
Mastery Level: 4

Duration: Instantaneous
Areaof Effect: One Target
Range: 25'

The shugenjastrikesthe target with lethal energy, summoned directly from FuLeng. The skin and hair of the target age
rapidly under theinfluence of this spell. The hair of the target becomes w hite and falls out in great clumps, while the
skin blackens as the flesh agestoo rapidly tofall away. The spell inflicts 7k7 damage, and the victim of the spell suffers
the disadvantage of Elderly (Secrets of the Lion, page 11). The character does not gain the benefit from Lore and
Knowledge Skills, however. The caster may call Raises to increase the damageby 1k1 per Raise called.

Voiceof Lies
Mastery L evel: 2

Duration: 1 Minute
Area of Effect: Personal
Range: Self

The Taint iswell known for causing paranoia, irrationality, and personal habits that others may find repugnant. This
spell, instead, makes the shugenjaappear more pow erful and inspirational. For the duration of the spell, the caster has
no mental or psychological disadvantages, allowing them to mingle with society more easily. Any penaltiesto social
rolls caused by the Taint are negated, and the character can add their Rank in the Shadowlands T aint to the total of all
Intimidation rolls. For each Raise called, the caster can extend theduration for another minute.

Written in Blood
Mastery L evel: 2

Duration: Permanent
Areaof Effect:  One parchment
Range: Touch

The shugenja creates a hidden message using human blood as ink, and written on a parchment of human skin. T hose
without Taint that handle the message can not read it, while those with a Taint Rank of two or greater can read the
message normally. A Tainted character that has less than two Ranks of Shadowlands Taint can attempt to read the
message by making a Cipher (Willpower) roll against a TN of 20.



Yajinden's Soul Switch
Mastery Level: 5

Duration: Permanent
Areaof Effect: One Target
Range: 400'

The shugenja casting thisspell canattempt to change bodieswith atargetswithinrange. T he shugenjatransfersall skills,
techniques, spells, kiho, and kata as part of the switch. The mental traits (Aw areness, Intelligence, Perception, and
Willpower) transfer aswell, whilethe physical traits (Agility, Reflexes, Stamina, and Strength) remain behind. All Rings
are adjusted accordingly. To cast the spell, the target must be within range, and the cager must know where they are;
line of sight isnot required. The caster entersthe body of histarget, while their soul entershis old body. Failure of this
spell leavesboth the shugenja and their target stunned for one round, and the target automatically resists any attempts
from the shugenjato switch bodies again. If successful, the shugenja’s life force occupies the host body and the host's
lifeforce occupiesthe shugenja’ sbody. If the new host body isslain, the caster dieswith it. Howev er, nothing prevents
the caster from again soul switching from the new body. Most frequently, the switch isfrom an elderly body to ayounger
one, or from an imprisoned body to afree one.



