Hengeyokai : 
Homebrew rules for shapeshifters

L5r 4th edition brought many streamlined rules that helped a lot making the game more fluid. But sadly, it also made playing a shapeshifter difficult, since they required a lot of extra special rules. So here is my version about how to make a playable shapeshifter for 4th edition. Remember shapeshifters are rare, difficult to play and while powerful have a lot of limitation that must be involved in the game.
Shapeshifters starts as normal characters, but do not select a clan or family, they select a species and either one rank in the shapeshifter school or a clan school (if they select the different school advantage). They don’t have a family bonus, but have special powers and advantages depending on their species.
Special rules  : 

· All shapeshifter player possess two forms : their natural animal form (determined by their species) and one static form into which they may transform. The form is set at character creation and may not change. The shapeshifter may change shape once per day at will as a complex action. Subsequent attempts to change shape require a raw earth roll against a TN 5. The TN increase by + 10 every time the spirit has changed shape since sunrise.

· Shapeshifters must have 5 points worth of taboos per 10 full points of spirit points you earned, with a minimum of 5 points of taboos. If you violate them once, you loose all spirit powers and are locked in the form you are actually. If violated a second time you revert to animal form and still can’t use your spirit powers. This last a full day. 
· Spirit points : spirit points can be kept without being spent once earned. Every time you get the opportunity to earn spirit points, they are granted to you only after you did a ritual to attune yourself with your spirit realm, and same goes every time you spend them.

· Shapeshifters can sense passages to their home realm when getting close to it. If those are hidden or you are not sure on the range of this ability, make a raw air roll to determine if the passage is sensed or not.

· All Shapeshifters are considered to have the taint of Chikashudo. Mechanically it gives them the disturbing countenance disadvantage.

· When in animal form, a shapeshifter’s physical traits are equal to that of a normal creature of that variety, plus 1/3 (rounded down) of his original traits. He possesses all attack forms and natural abilities of such a creature.

· All PC have the starting Alias power for free, but it still counts for 5 spirit points toward the taboo value.
Species : 

· Lesser Rakshasa : 
Formerly from the south of Rokugan, those spirits no longer lives in Chukushudo like the other shapeshifters. Many are said to have been living in Toshigoku, other says that all lives in the Ivory Kingdoms. They are rare, but much more common that the really powerful greater Rakshasa. Their nature is one of a predator, anger often quickly rises with them, but no-one knows if evil is a part of their being.
Home realm : Toshigoku

Spirit points : 1

· Vulnerability : ivory

· Magic resistance (1 rank), magic resistance (sahir 1 rank).
· Creature from death itself : you pay 2 less spirit points for piercing howl, speaker of the dead and possession.

· Natural form : tiger (EotE p 17).

· Fuschicho (phoenix) : 

Home realm : Tengoku

Spirit points : 1

· Fire beak : you may summon your inner fire to bless your weapons or natural attacks. Add your fire ring to your damage, but you suffer 2 wounds each time you use this effect.
· Rejuvenation : when in Tengoku, if you die you return to life with the following sunrise.

· + 1,0 honor.

· Firebird : you pay 1 less spirit point for flight, bound by the heaven and protection of Tengoku.

· Natural form : firebird (falcon stat, CB p 321) that can set fire to flammable items.

· Inu (dog)

Home realm : chikushudo.

Spirit points : 3

· Enhanced sens : you add your honor to all perception based skill rolls. 

· Spirit sense 

· Guardian : you pay 2 less spirit points for animal empathy, piercing howl and protection of yomi.
· Natural form : one of a large dog (Unicorn war dog, CB page 321)
· Bakeneko (cat)
Home realm : chikushudo

Spirit points : 3

· Stealth : you start with the silent advantage.

· Spirit sense.

· Creature of the night : you pay 2 less spirit points for mimic, a panther’s moves and possession.

· Natural form : a beautiful large cat (EotE p 12).

· Kitsune (fox)

Home realm : chikushudo

Spirit points : 6 

· Fox’s blessing : you start with the Inari’s blessing advantage.
· Creature of the forest : you pay one less spirit point for animal empathy, legendary healing and ephemeral form.

· Natural form : a fox (EotE p 14)
· Koumori (bat)

Home realm : chikushudo

Spirit points : 3

· Stealth : you start with the silent advantage.

· Spirit sense.

· Watcher of the dead : you pay two less spirit point for flight, eyes of the owl, and ephemeral form.

· Natural form : a large bat (EotE p 11).

· Ryu (dragon)

Home realm : Tengoku.

Spirit points : 1
· + 1 rank of honor.

· Strong spirit : clear thinker advantage.
· Natural form : serpentine dragon of the size of a horse (constrictor, EotE p 16).
· Soul of a dragon : + 1 to a ring and a special power depending of the patron dragon while acting directly to serve the desires of the dragon. It’s a temporary effect.

· Air Dragon : air ring.

· Earth dragon : earth ring.

· Fire dragon : fire ring.

· Water dragon : water ring.

· Void dragon :  void ring and loose the momoku disadvantage.

· Celestial dragon : void ring.

· Thunder dragon : fire and air ring.

· Shadow dragon : air ring.

· Saru (monkey)
Home realm : Sakkaku

Spirit points : 4
· Agility : you start with the daredevil advantage.
· Trickster : [illusion] powers cost 1 less spirit points for you.
· Natural form : natural monkeys with opposable thumb (EotE p 14). You can use all your spirit powers while in this form.

· Tanuki (badger)

Home realm : Chikushudo
Spirit points : 2

· Trickster : you start with the crafty advantage.
· Talented shapeshifter : the TN for your transformations increase only by 5 each time and you pay 2 less spirit points for the mimic spirit power.
· Natural form : badger (EotE p 10).

· Tsuru (crane)

Home realm : Chikushudo
Spirit points : 1
· Quick : you start with the quick advantage.

· Splendid bird : you pay one less spirit point for flight, eyes of the owl and protection of yomi.
· Natural form : a crane (EotE p 12).

· Usagi (Hare) : 

Home realm : Chikushudo

Spirit points : 4 
· Luck : you start with one rank of the luck advantage.

· Agility : you start with the daredevil advantage.
· Survivor : you pay two less spirit points for the a panther’s moves, speed of the predator and animal empathy.

· Natural form : hare (EotE p 14)

Schools : 

The Shapeshifter school [monk] : 

Actually not a real school per se, but a new path that can be taken more than once.
Benefit : + 1 willpower

Skills : acting (pick an emphasis), investigation, lore : spirit realms, lore : nature, athletics, defence, hunting.

Honor : 4,5

Outfit : sturdy clothing, any two weapons, travelling pack, 1 koku, bow with 20 arrows or a knife.

Technique : one with the realm of animals.

You earn 12 spirit points.

As a new path, the requirements are lore : spirit realms 3 and one of the other school skill at 2. Replaces any rank of any school.

Born of new paths : 

The born of serie of new paths are rank 2 new paths that can be taken by shapeshifters of any schools. They allow them to trade their rank 2 for the rank 1 of another school which is traditional for their species. It doesn’t change their school, just trade their rank 2 technique for a rank 1 technique of another school. Each of those paths as the following requirements : lore : spirit realms 3 and two skills of the school you are copying the technique of at 3. Each path grants 3 spirit points.
Born of heavens : tattooed monk rank 1 or Asako Henshin rank 1. (Ryu and Fuschisho only).
Born of winds : Kakita bushi rank 1 or Doji courtier rank 1 (Tsuru and Fuschisho only).
Born of plains : Ikoma lion’s shadow rank 1 or Usagi bushi 1 (Usagi and Inu only)
Born of sake : Ichiro rank 1 or Mantis brawler 1 (Tanuki and Saru only)
Born of death : Daigotsu bushi rank 1 or order of the spider monk 1 (Rakshasa and Bakeneko only)
Born of mountains : Toritaka bushi 1 or Hida pragmatist 1 (Tanuki and Inu only).
Born of shadows : Goju ninja 1 (Shadow dragon ryu and Rakshasa only).

Born of forest : Hiruma scout 1 or Mirumoto Taoist Swordsman (Kitsune and Komori only)
NB : Born of techniques choices.

Those are examples. Not every possible combination of techniques and schools has been tested and there is schools not printed yet that would have made better choice than those listed. Be free to change those offered here for those fitting better for your universe.
Spirit powers : 

Minor spirit powers from the EotE book are worth 4 spirit points, and major ones 7 points. Shapeshift powers works like your normal shapeshifting ability and count toward your number of transformation each day.
NB : shapeshifter casting spells. Many spirit powers grant the shapeshifter the ability to cast spells. For all of those, he casts them as a shugenja of his insight rank without any affinity or deficiency. It cost him spell slots as normal. For example, to cast an air spell, an insight 2 shapeshifter would use one air spell slot and roll air + insight rank keep air. Shapeshifter only have rings spell slots, no void ring extra spell slots. Taking a second time the same spirit power to cast spell double the number of spell slots of the used ring. Shugenja shapeshifters have spell slots for shugenja spells and spell slots for spirit powers on the same ring.
· Alias (5 points) : this power is a stronger version of the humanity power described in the Enemies of the Empire book. This allows the shapeshifter to have a Void ring in human form, but also gives them the momoku disadvantage. The Void ring works exactly like a normal ring and count toward insight (but insight isn’t reduced when in animal form or if ever loosing this spirit power).

· Extraordinary healing (5 points) : you must have legendary healing to buy this power. Now, when using legendary healing, you heal 4k2 twice per skirmish.
· False item [illusion] (2 points) : you can cast Token of Memory (air 1, CB page 167)
· False shadows [illusion] (3 points) : you can cast way of deception (air 1, CB page 168)

· False whispers [illusion) (3 points) : you can cast the kami’s whisper (air 2, CB page 169)

· Ghost tongue (3 points) : you gain the medium advantage (EotE page 244).
· Hunter’s bane (2 points) : you must have the A panther’s moves spirit power to buy this power. You basically nearly leave no tracks at all. All hunting (tracking) rolls attempting to find you suffers a + 15 TN penalty. It applies also to TN for spells to find your tracks.
· Improved animal form (5 points) : you can assume an half human / half animal form. In this form, you can add ½ of your animal traits to your traits.
· Silver tongue (5 points) : you can cast Benten’s touch (air 2, CB page 168)
· Spirit vision (3 points) : you can cast By the light of the Moon (air 1, CB page 167).
· Brush of Tengoku (5 points) : you gain reduction 1

· Crystal touch (3 points) : you must have the spirit power strength of jade to buy this power. Your naturals attacks are considered both jade and/or crystal at will. You suffer no penalty to your damages rolls. 
· False vision [illusion] (4 points) : you can cast mists of illusion (air 2, CB page 169)
· Limited flight (2 points) : you can flight at your normal speed. You suffer one wound per minute when flying.
· Kami tongue (2 points) : you can cast the commune spell (CB page 165)
· Spirit fire (5 points) : you can cast a fireball (use the spell fury of Osano-wo, CB p 181) but you suffer 1k1 wounds each time you cast it.

· Spirit sense (3 points) : you can detect spirits and spirit portals when they are nearby.
· False friend [illusion] (10 points) : you can make someone believe you are an old friend. You must have talked with him for 2 hours and then made a contested air roll against his willpower. The target will become an ally with a devotion of 1 for the next week. You can increase the devotion to 2 for 2 raises and increase the duration by one week for every two raises taken. Unless you do something that will create a grudge or something similar to the target, he will not be aware of the effect of the spell when he wears of, just that he was too nice to a friend that he hadn’t seen in years. It is considered an air spell for all purposes of magic resistance, spell slot… You can have only one false friend active at a time.
· Heavenly armor (7 points, 5 points for ryu and fushicho) : you need the Brush of Tengoku spirit power to buy this spirit power. You gain reduction (crystal)

· Shapeshift : object (5 points). You can transform yourself into a non-living object of your size or smaller. While transformed you possess all normal attributes of the object in question. You may continue to use all shapeshifter abilities while in object form that does not requires hands or things similar. You still have uses of all your senses. You can maintain this form only earth ring hours. If the item is put in conditions that would make it break you return to your animal form and loose half your wounds.
· Shapeshift : imitate (10 points). You can shapeshift in the likeness of a specific individual.  It works like the spell The mirror’s smile (EotE page 51) with the following exceptions : your whole body is affected, including your voice and you need to posses a cherished object of theirs to cast the spell. While you don’t have access to any of their skills or techniques, you gain a + 15 bonus to all your acting rolls and are considered to have the profession emphasis for your target’s profession.

· Spirit brother (2 points) : you gain one rank of magic resistance each time you select this spirit power. You can also buy separate ranks of magic resistance against Sahir magic and maho. Example : Magic resistance (rank 2), magic resistance (Sahir, rank 1), magic resistance (maho, rank 2).
· Spirit walk (6 points) : you can travel through the spirit realms using a special ritual. The ritual takes one hour and inflict you 5k5 wounds (it cannot kills you, but will not work if you are lowered to your last wound rank). It transports you from a variable distance, depending of the spirit realms geography, but considers it transport the target from one province to another at each use.  You need to know the place you are teleporting to. This spirit power doesn’t work in the vicinity of the spirit portal, but again the direct effects are variable. 
· Reincarnation (10 points, 8 points for fuschicho) : you are reborn the next full moon at the place you first entered Ningen-do with all rings permanently reduced by 1. Doesn’t work if it lowers a ring to 0.
· Shapeshift : spirit (12 points, 10 for rakshasa). You may transform into another form of spirit altogether. Each time you pick this spirit power, select any type of creature with the spirit trait. The creature may not have more than 2 rings higher than your 2 highest rings and the cumulative difference cannot be greater than your insight rank.  You gain all the spirit natural abilities and weaknesses, and you may use your own abilities outside of transforming back. If you attempt to change back and fail, you lose control of yourself and act as a normal creature of that type for 1 full day before you may attempt to change again. You can maintain this form for 4 hours per insight rank.
· Versatile spirit (5 points) : you gain 5 advantages points, that can be spent on [physical], [mental], [social] and [material] advantages. Some are changes earned through magical rituals, material crafted in spirit realm copies of the real thing…
Taboos : 

 1 point : 

· You cannot cross running water

· You cannot drink alcohol

· You cannot eat read meat

· You cannot eat fish

· You always dress in the colors of your animal form

· Your shadow take the shape of your animal form

2 points : 
· You cannot bathe

· You cannot enter a building where someone lives unless invited to do so

· You cannot lie

· You must answer every question asked with a question

· You must wear as little as clothing as possible

· You must repay a human’s kindness with a greater kindness within a week. You must repay insults in the same fashion.

· Unsettling visage : see EotE page 244

· Painful change : see EotE page 244

· Base instincts : see EotE page 244

3 points : 

· If someone drops something in your presence, you must pick it up and return it.

· You cannot allow a shugenja to cast an elemental spell on you

· You cannot enter a holy temple and you may not shapeshift within a temple or shrine.

· You may never own more than you can carry, and if you gain possessions in excess of this limit, you must give them to the first person your meet.

· You must east living flesh once a week. Insects and mice works if living when put in your mouth.

· Gripping stutter : see EotE page 244

· Unstable form : see EotE page 244

· Vulnerability : this disadvantage means that the character loose his reduction and/or invulnerability against the specified matter. If he has neither, damage from this source are doubled. Each time you take this taboo you have to select a different matter.

4 points : 

· You cannot allow a human to touch you
· You may not kill except in self defence

· You may not tell anyone your true nature neither allows it to be spoken of in your presence.

· You own one item you must keep you at all times. Each day you cannot find it you break this taboo. If someone else possesses it and reveals this to you, you are no longer breaking this taboo but you must obey him them until you regain possession of the item.

5 points : 

· You cannot take human form

· You may not speak or write to communicate

· You may not touch steel or any item that contains steel.

· You must marry a worthy human within one year and must treat your spouse with respect and loyalty. If your spouse proves unworthy, you must return to your home realm forever.

