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The editors would like to preface this book with a comment. Lee Gold is well known to
long-time role playing game enthusiasts as the editor of Alarums & Excursions, perhaps
the only truly open forum available for game designers and aspiring designers to express
their views. We have long been familiar with A&E and were quite complimented when
Lee’s columns in A&E made it clear that her own campaign was based on Chivalry &
Sorcery.When we became aware of Lee's interest in Japan and Japanese culture the pos-
sibility that she might be willing to work on a dreamed of Samurai expansion for C&S
began to materialize.

What this is really about is to indicate the great pride we take in the fact that Lee Gold
has finally decided to publish a role playing game (after all, who could be more know-
ledgeable) and that this game, Land of the Rising Sun, sees print with our company.
We are proud and feel greatly honored. Hopefully we have not caused Lee too much
embarrassment by adding these comments as an editorial introduction.

Scott B. Bizar and Edward E. Simbalist
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INTROCUCTION

For centuries the Japanese have called their islands NIPPON, Land of
the Rising Sun. This Fantasy Role-Playing Game is set in Feudal Age
Japan, roughly the culture that prevailed between 850 and 1500. This
is the Japan of legend —— with brave samurai, stealthy ninja, crafty
fox spirits, terrifying demons, awe-inspiring Kami and Buddhas, and
lovely geisha. It lies comfortably after the subdual of the Ainu bar-
barians and comfortably before the coming of Europeans with the
foreign weapons, medicines, and other contributions which were to
revolutionize the course of Japanese culture. The reading list at the
end of the rules may be used by those interested in more information
about Japanese culture.

This rules system is part of the CHIVALRY & SORCERY family,
but is usable on its own without the need of buying C&S. The combat
section introduces some alternative modules for various C&S options
with the intent of providing a simpler version of some procedures
rather than with any intent of superseding the original rules for hand-
ling various situations.

In addition to these rules, the would-be player will need:

(a) pencil, eraser and paper. (Putting maps and character sheets in-
side plastic protectors and using a grease pencil for notes on them
has also been found useful.)

(b) dice: one or more 20-sided dice; one or more six-sided dice.
(I recommend three of each plus a pen that will etch plastic.)

| also advise the use of:

(a) miniatures to represent characters so that battle scenes may be
set up in detail. (Useful for determining exactly who is in the path of
distance weapons or the target area of a spell —— and numerous
other questions arising during the course of a fight.)

(b) a battleboard: a board ruled into squares each large enough for
a miniature to stand on for easy measuring of distance.

(c) a calculator.

Players should either ask one of their number to take over all Game
Master functions or divide the territory into several sections, in each
of which one player is the GM, responsible for running the non-
player characters there and knowing the terrain features.

GAME SPEED: a slow game speed (one game week to four real
weeks will favor the fighters who gain EP chiefly by killing things dur-
ing gamed combat, while a fast game speed {four game weeks to one
real week) will favor the mages, who will gain additional game time to
research spells and enchant materials. Players should be prepared to
vary initial game time for emergencies (like school finals, gaming
conventions, etc.) or to rebalance advancement of the various char-
acter types. | recommend 2-4 game weeks to each period in between
role-playing together.

My own Fantasy Role Playing life began when | discovered Dungeons
and Dragons in 1974. | have played an increasingly modified form of
it over the years. In 1975 | founded an amateur press association
called ALARUMS AND ESCURSIONS to allow Fantasy Role Players
to talk freely to one another without first being filtered through a
letters to the editor column. A&E still continues with an international
set of contributors at 160 mimeographed pages a month.

Somehow with the passing of time, even Variant D&D began to seem
less and less satisfying to me. | was pleased when | discovered
CHIVALRY & SORCERY by Ed Simbalist, Wilf Backhaus and
friends. They discovered me shortly thereafter when | sent them care
of FGU a set of 20 questions about ambiguities in the C&S rules.
For a while | maintained a 20 questions a month private correspond-
ence with Ed Simbalist (which saw print at the end of THE C&S
SOURCEBOOK). Eventually this flowered into the occasional ap-
pearance of both Simbalist and Backhaus in A&E.

The C&S campaign | co-GM with my husband is set in an England in
which the Norman Conquest occurred in the 10th Century under the
reign of Ethelraed the Unready —— and the Elves and Numinoreans
landed in 1066, set adrift in the world-lines when the shape of Middle

Earth was changed during the fall of Numinor. Recent research has
revealed that even the humans, maybe even the Dwarves, are not the
native inhabitants of the land. The Patterns that walk the Gorsedd
Bran in Wales go back much farther, and the players are currently
still trying to figure out just how to get them all back to sleep again.

Readers of these rules should feel no compunction about modifying
the Japan presented herein to something more suitable to their
gaming purposes. The cultural background is detailed not to bind
the GMs imagination but to present to those unfamiliar with Japan-
ese history a highly oversimplified picture of what feudal Japan was
like in legend.

I myself discovered Japan (as opposed to Japanese food) in 1975
when my husband was sent over there for four months as a compu-
ter programmer. Challenged by an alien land, | set to work to learn
as much of its history, culture and language as | could. My own
reading knowledge of Japanese is on the level of a third-grader.
However, luckily a whole lot of useful books are available in English
(see the reading list at the end of these rules).

| was delighted when E£d Simbalist and FGU contacted me to
write an adaptation of C&S to the Japanese scene. | have been
working on these rules for about a year now, and they are as per-
fect as | can make them in that time. (That means that now that
they are published, | have just noticed at least a dozen things
that ought to be fixed.) If you have any questions on these rules,
please write me, care of FGU. | will be happy to answer any ques-
tions if you include a self-addressed stamped envelope —— and
leave space for the answers on the letter containing your ques-
tions.

The glossary at the end of these rules lists important gaming terms
and unfamiliar Japanese words and gives the sections in which they
are introduced. Some commonly used abbreviations with which
you should familiarize yourself are listed below:

DICE

D6: a six-sided die, the standard cube.

D20: a 20-sided die, with two sets of the numbers 0-9. Use a pen
that will etch plastic to color one set differently, so that you can,
for instance, consider Red 1-0 as I-10 and Black 1-0 as 11-20.

DIO: a 20-sided die considered as two sets of the numbers I-10.
DI00: two DI0s with 00 being 100, giving a range of 0I-100.

D3: a D6 with 4-6 being considered as |-3.

Thus, a D20 produces a flat line with each number from | to 20
having a 5% chance of turning up. But 2DI0 (DIO + DIO) is a triangle
probability curve with a spread of 2-20 but a greater chance of get-
ting a number in the middle of the spread than at the end.

OTHER ABBREVIATIONS

GM: Game Master, the person running the area/world/campaign.
PC: Player Character (a character role-played by a player).
NPC: Non-player Character (one role-played by the GM).
HT: Height

WT: Weight

AL: Alignment

DEX: Dexterity

CON: Constitution

STR: Strength

APP: Appearance

BVC: Bardic Voice

WIS: Wisdom

INT: Intelligence

CHA: Charisma

FP: Fatigue points

BP: Body points

HP: Hit points (FP + BP).

EP: Experience points

LVL: Experience level

MKL: Magic level

PCF: Personal Combat Factor

PMF: Personal Magic Factor

AC: Armor Class

CC: Carrying Capacity

THANKS ARE DUE TO many people for helping me with this
game. Among them are Barry Gold, Owen and Hilda Hanniten,



Bob Frager, Clint Bigglestone, Elizabeth Wolcott, Adams Douglas,
Kevin Slimak, Rod Burr, Mark Swanson, and the other FRPers who
have helped with playtesting or critiquing the rules, either in person
or through the pages of ALARUMS AND EXCURSIONS.

NOW THAT YOU HAVE BOUGHT THIS RULEBOOK, skim through
it once (especially sections 5, 6 and 28) before rolling up your char-
acter(s). When rolling up a character, look up all sections references.
Check the glossary on any unfamiliar term. Feel free to xerox char-
acter sheets and calendars, melee combat tables, and magic combat
tables for your convenience.

Sayonara
1.01 SPECIES (OPTIONAL)
A player may always opt to have a PC be human. To have a PC

Hengeyokai or Bakemono, however, he must roll a DIOO on the chart
below.

BRI . S ot e s e R e A e Japanese Human
86-95. . . Hengeyokai (Shapechanger; see 38.00+ for characteristics.)
xR e S R e R e S Fox
R L e S e oL e et Badger
L e e R R L R R e e Cat
et R e e S R e Tree
96-00. . . .. Bakemono (Monster)’ These are the only PC Bakemono.
T e USRS SR Kappa (see 37.07+ for characteristics)
Lo SN e e Tengu (see 37.13+ for characteristics)
bR e S SRR P e Kojin (see 35.07 for characteristics)
A0 Orochi (see 35.04+ for ch#facteristics)
SRS s e Rokuro Kubi (see 37.18+ for characteristics)

1.02 GENDER (OPTIONAL)
A player may always opt to have a PC be his or her own gender.
Otherwise roll DIOO and check below:

HUMAN

25T S AR S R e SR R e e Male
TR e e S Ny e e e e Female
FOX/CAT/TREE

S e et SRR L S S R R S s S S e Female
1L R S P R et o S O O SRS onee i o S e Male
BADGER/KAPPA/KOJIN/TENGU

DE s s ey a s e S s Male
00 SERESEITS s e et e e e e Female
OROCHI/ROKURO KUBI

e AR SR N i R R e S s e P Male
DHETE . . it e e e e e Female

1.03 HOROSCOPE ASPECTS
For fuller information, see section 10.12. Roll DIO:

-2, Well Aspected: may reroll one characteristic. .05 - LIl or killed
off if 2+ are 2 or below.

3-8. Average Aspected: may be killed off by player if any character-
istic 1.05 - 1.1l is 2 or below.

9-0. Poorly Aspected: may be killed off by player if any character-
istic 1.05 - 1.1l is 3 or below.

(Note that infanticide of the weakly or ill-starred child was a trad-
itional Japanese method of population control.)

1.04 SIZE
Roll 2DI0 for humans.

Height of Male

- e S e e e R e e e S Short
o J SRR e R e e e S S s e o Medium
) R T e L e e e A e e et e Tall
Height of Female

s S D S e S S e s S Short
B el e s T e T o Medium
B s v e e e e P e et S Tall

Frame

B e e S e A e S B ey Very light
e S R e e s o e e Light
T e e AU Rl R i S e S Average
A T s T . e et e e Heavy
N e oy o T B e e S Very Heavy

Effects of Frame

Very light frame: -2 height levels to weight; +2 DEX
Light frame: -l height level to weight; +| DEX
Average frame: normal weight

Heavy frame: +l height level to weight.

Very heavy frame: +2 height levels to weight; -| DEX

Note that Frame indicates whether person is light or heavy boned,
not whether person is underweight or overweight.

BP/day Regeneration: the first figure is for a day of strenuous
activity, the second for a day of moderate activity, the third for a
day of rest.

FP/hr Regeneration: the first figure is for an hour of unencumbered
walking, the second for an hour of rest, the third for an hour of
sleep.

1.07 STRENGTH

Roll 2DI0 for humans. If CON is below the minimum for rolled
STR, lower STR until the CON requirement is met. Thus, if 10 is
rolled for CON and 20 for STR, lower STR to I7.

Carrying Minimum

Roll Factor CON BP
2 = | -l
3 4 | -l
4 5 2 -
5 6 2 -
6 8 3 -
7-8 9 4 -
9-10 1.0 5 -
] B 6 -
12 1.2 6 +
13 1.5 7 +
14 1.6 5 +2
15 1.7 8 +3
16 1.8 9 +3
17 2.0 10 +4
18 2.2 ] +5
19 25 12 +6
20 See Superhuman Strength
SUPERHUMAN STRENGTH: roll D20

Carrying Minimum
Roll Factor CON BP
1-12 3.0 13 +7
13-16 3.5 13 +8
17-19 4.0 13 +9
20 5.0 14 +0

Bakemono Carrying Factor: +.3

STRENGTH EFFECTS: 16+ = +l to CHA; 20+ = +3 to CHA
Add IXWDF per Superhuman STR grade (see 1.20).

1.08 APPEARANCE
The measure of a character’s attractiveness. Roll 2DI0 for humans.

2: HIDEOUS: +15% to Surprise; -5 to CHA

3: UNSIGHTLY: +5% to Surprise; -4 to CHA

4: HOMELY: -3 to CHA

5-7: PLAIN: -l to CHA

8-12: AVERAGE: blends in with the crowd

13-15: FAIR: slightly more attractive than usual

16-17: COMELY: +l to CHA

18-19: STRIKING: +3 to CHA; those with APP |-2 may hate on sight
20% chance.

20: EXQUISITE: +4 to CHA + 10% to Surprise. Those with APP |-4
may hate on sight; 30% chance.

Wounds to the head have a 50% chance of marring good looks
and being -l to APP.

See section 16.10 for Surprise.



1.09 BARDIC VOICE

This represents artistic talent, especially that of the spoken and sung
word. Those with BVC 19+ have CHARM PERSON (see section 3.09)
as a natural spell that does not require FP to cast. Roll 2DIO for
humans.

2: STAMMERING: -3 to CHA if not |I+ APP
3: RASPING: -2 to CHA if not |1+ APP

4-7: BORING: -l to CHA if not ||+ APP

8-14: AVERAGE

i5-16: ARTICULATE: +l to CHA

17: PERSUASIVE: +2 to CHA

18: ELOQUENT: +3 to CHA

19: BARDIC: +4 to CHA; +| to Military Ability
20: ORPHIC: +5 to CHA; +| to Military Ability

110 INTELLIGENCE

The character’s ability to reason logically, engage in scholarly re-
search, remember and understand magical spells, and improve lang-
uage skills. Roll 2DI0 for humans.

Die Language Detect Research Remember Read

Roll Points Factor  Limit Spells Scrolls BP
-2 | only -20% 0 10% 0 -1
3-4 | only -15% 0 20% 0 -1
5-6 2 only -10% 0 25% 0 -l

7 2 only 5% | 30% 0 -
8-9 2/LVL 0 Il 35% 40% -
10 2/LVL 0 11 40% 50% -

1} 2/LVL 0 v 50% 55% -
12 3/LVL +5% A% 60% 70% -
13 3/LVL +5% Vi 65% 85% -
14 3/LVL +5% Vil 70% 90% +
15 4/LVL +5% Vi 75% 90% +|
16 5/LVL +10% IX 85% 95% +2
17 6/LVL +10% IX 90% 97% +2
18 7/LVL +5% X 95% 98% +2
19 8/LVL +15% X 99% 99% +3
20 9/LVL 20% X 100% 100% +5
Language Points

Except for foreigners, all dwellers in Japan —— including Hengeyokai
and Bakemono —— speak Japanese. Japanese as a spoken language

is not related to any other language in the world, even though it is
written with the Chinese ideographs.

Dialects

The Imperial Court speaks its own distinct dialect with a unique
grammar and a highly intellectual vocabulary; this dialect is spoken
by all samurai and nobles. Commoners speak the dialect of their
province. (There are 72 provinces, each with a more or less unique
dialect.) All merchants and clerics understand court dialect as well as
their provincial dialect. All Entertainers understand and speak court
dialect as well as their provincial dialect. Eta (untouchables) have
their own dialect. Women speak a distinctly different version of
each dialect than men.

Hengeyokai and Bakemono speak the province dialect, but under-
stand court dialect.

Language points are used for acquiring all other language skills than
those mentioned above. Samurai and Nobles require HALF the stan-
dard language points to learn written language skills. Foreigners
require twice the standard language points to learn written language
skills.

Written Japanese
Japanese is written using three sets of symbols:

(a) KATAKANA: a syllabary of 76 signs used for foreign words and
proper nouns in adult Japanese; first script learned by children.

(b) HIRAGANA: a syllabary of 76 signs used for grammatical in-
flections by the fully literate; used for native words by the semi-
literate.

(c) CHINESE IDEOGRAPHS: 2000 common ideographs used for
common concepts —— and 3000 additional complex ideographs used
for sophisticated concepts.

Language Skills - Points

Needed
Understand dialect of another province . . . ... .......... |
Resdandwrite KEtokane . . . - 5 i v csar i n s |
Readand write Mirgging . . i\ . im0 au v v e s |
Untiarstang Eta didllet . . .5 o s sn e Lere oo |
Speak in understood dialect of another province . . . . ... ... 2
Speak in understood Etadialect. . . . ... .............. 2
CUndérstond court islBEt. . .50 . &, . v v vy s ey 2
Speak-dnderstotticourt gt . . . . v s i ce ce o v ea 2
Speak as member of OppoSIte SeX . . . . . . .. v e e e e 3
Understand foreign spokenlanguage . . . . ... ........... 4
Speak understood foreignlanguage. . . . .. .......... .. 4
Understand Japanese if foreigner . . . . .. ... ... aun. B
Speak Japanese if foreigner and understand it. . . . .. ...... 5
Read and write basic ideographs . . . . ... ... ...% ... 5
Read and write complex ideographs . . . . . ... ... ....... 8
Read and write foreign language using known ideographs . . . . . 10
Read and write known foreign language using alphabet . . . . .. 20

Thus, a Geisha with INT |17 (6 language points per level) would grow
up speaking both her provincial dialect and court dialect. She
could learn to read and write katakana and hiragana on beginning
her first level, but it would not be until level two that she could
read and write basic ideographs and not until level three could
she read and write complex ideographs.

DETECT FACTOR: the character’s modifications to the standard
chance of noticing something. See sections 13.07 and 16.04+.

RESEARCH LIMIT: the highest level spell a character may usually
learn. (Characters with INT I8+ may learn level XI spells if their
mage subtype is appropriate.)

REMEMBER SPELLS: a character’s ability to correctly remember
a spell he has not fully mastered.

READ SCROLL: a character’s ability to read from a scroll.

1.1l WISDOM
The character’s ability to make prudent or self-consistent decisions
in accordance with his alignment and ideals, including religion.

_Roll 2DIO for humans.

2: SILLY: acts on the whim of the moment. -5 to INT (but if INT
is 16+, make WIS 3 and -3 to INT instead). Not clerical material.
3: FOOLISH: -3 to INT (but if INT is 16+, make WIS +D3 first
and lower INT as then specified). Not clerical material.

4.5: NAIVE: -2 to INT (but if INT is 16+, make WIS +D3 and lower
INT as specified instead).

6-7: IMPRUDENT: -l to INT (but if INT is 16+, make WIS +D2
instead).

8-12: AVERAGE

13-14: PRUDENT: reads other characters well.

15: DISCERNING: shrewd judge of others.

16: THOUGHTFUL: +l to INT

17: JUDICIOUS: never acts rashly; +2 to INT

18: WISE: +3 to INT

19: SAGACIOUS: +4 to INT Mage or Cleric is +5% when casting
spell or performing miracle. 20% chance of calling upon his higher
faculties (i.e., the GM) to give him added insight, after | turn of
inactivity and loss of D3 FP.

20: PROFOUND: +5 to INT; +l0% when casting spell or miracle;
+25% chance of calling upon higher faculties.

.12 UNDERSTANDING MECHANISMS

If both INT and WIS are 14+, a character may intuitively under-
stand the operation of mechanisms. Chance is 10% + 5% per WIS
point over 14. Only one attempt may be made to understand a given
mechanism, with understanding coming in D6 turns. If successful,
the character understands the mechanism’s basic function and its
mode of operation.

.13 CHARISMA

The character’s ability to arouse loyalty and enthusiam, to impress
chance-met acquaintances. This talent grows out of his other char-
acteristics:

CHA = (INT + WIS + APP + BVC + DEX) + effects of HT FRAME
5 STR APP and BVC



Thus, a character with INT 17, WIS 19, APP 5, BVC I3, DEX 9, average
HT, FRAME, and STR would have CHA of (I7+19 +5 + 13 +9) =
63 =12.6 -1 (APP) = I1.6.

5

2 or less: INSIGNIFICANT: no appeal as leader.

3-4: ‘UNINSPIRING: can command small group if delegated author-
ity; -15% morale to group so led.

5-7: UNIMPRESSIVE: can lead men, but not make them feel secure;
-10% to followers’ morale.

8-12: AVERAGE: can command men, but those of equal rank or
CHA prove difficult to control; -5% to followers’ morale.

13-15: INFLUENTIAL: Men follow with confidence.

16-17: COMMANDING: +5% to followers’ morale.

18: DOMINANT: +I0% to followers’ morale.

19: LORDLY: Commands unswerving loyalty ; +15% morale.

20-29: CHARISMATIC: Royal bearing; +20% morale.

30+: AWESOME: Kami-like bearing; +25% morale.

Clozking Charisma

A character can cloak up to half his Charisma when not under heavy
emotional stress. (Thus a character with CHA I8 may appear average;
a character with CHA 30 may appear only “influential’’.)

.14 ALIGNMENT

A character’s morale. Alignment should not be regarded as a mandate
for good and evil characters to attack one another on sight (or have
any moral right to do so). It is possible for characters of opposite
alignment to develop respect and friendship for one another. Align-
ment is a guide to the player for a basis on which to build the PC’s
personality.

Roll D20. Or, if you wish to opt for a particular spectrum of align-
ment, roll either DIO for Good/Worldly or 10 +:DI0 for Worldly/Evil.

Good

I: SAINTLY: Devout; will try to become a cleric. Will break social
conventions to help the good and innocent. Honorable and loyal.
Raise WIS to I5 if lower.

2: PIOUS: Devout; will try to become a cleric. Honorable and loyal.
WIS 13+.

3: UPRIGHT: Devout; honorable and loyal; WIS 8+,

4-5: MORAL: Seeks to act devoutly; if fails, repents and attempts
to atone for it afterwards. Honorable and loyal.

6-7: TRUSTWORTHY: Seeks to seem devout. Honorable and loyal.

Worldly

8-9: LAW ABIDING: seeks to seem honorable and loyal. Will not
break traditions or laws.

10-13: MUNDANE: seeks to seem honorable and loyal. Seeks to seem
law-abiding. Will not be a party to truly evil conduct.

14-15: CORRUPTABLE: Seeks to seem honorable and law-abiding,
but will do almost anything if price is met; loyal to parents and
master.

Evil

16-17: BASE: Seeks to seem honorable, but will do anything if price
is met. Has no compunctions about injuring anyone other than par-
ents or master.

18: IMMORAL: Enjoys fraud, coercion; seeks to seem honorable.
19: WICKED: Enjoys fraud, coercion and depravity. Enjoys violat-
ing religious and social codes of piety and honor. Seeks to seem loyal
to master and parents.

20: DEPRAVED: enjoys fraud, coercion and depravity. Seeks to ap-
pear demonic when with the weak or other evil people. Otherwise
seeks to seem loyal to master and parents.

For further notes on Japanese conventional morality see sections
6.09+ and 23.05.

1.1I5 BODY POINTS

The amount of physical damage a character’s body can endure. This
is derived from the BP given for HT, STR, CON, and INT. When the
character has chosen a profession, one of the following factors is also
added —— and the total recorded on the character sheet. Additional
bonuses will be added as a character gains experience and advances in
fighting skill. (See section 5.I18 for details.)
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See Section 1.06 for recovery of lost BP.

1.16 FATIGUE POINTS

The amount of fatigue a character can endure. As a character be-
comes more experienced, he develops skill and endurance. Blows
which would once have injured his body are parried or blocked,
resulting not in physical damage but in energy loss. Normal damage
is therfore first assessed against a character’s FP. Only if there are
not enough FP to absorb damage (or if a critical hit occurs) will
damage be done to BP. FP are also lost due to severe physical ex-
ertion, casting spells, or saving against spells of illusion and com-
mand.

Beginning FP (see 2.0l)
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Each time the character rises to a higher experience level, new FP
are rolled. The new FP are used if they are higher than the old
ones; otherwise the old FP are retained. See section 5.18 for de-
tails.

See section 1.06 for recovery of lost FP.

1.17 CARRYING CAPACITY
A measure of a character’s true strength, not just his capacity as a
beast of burden.

CARRYING CAPACITY = (STR + CON carrying factors) X WT

Thus, a 5'6” tall human with Heavy Frame (thus weighing 130 Ibs)
with CON 16 and STR 14 would have a carrying capacity of (4 +
1.6 = 2) X 130 = 260 Ibs.

40% of carrying capacity = PARTIAL ENCUMBERANCE’' A
partially encumbered character moves 2'/segment slower than usual
and is +10% easier to hit.

50% of carrying capacity = FULL ENCUMBERANCE' a fully en-
cumbered character moves 3’/segment slower than usual and is
+25% easier to hit.

.18 MILITARY ABILITY

A character’s talent to be a successful field commander, with |-
indicating minimum and 10+ indicating maximum tactical and
strategic sense.

MILITARY ABILITY = (INT + WIS + STR + DEX + CHA)
10

+| for WIS 19+
+| for CHA 19+
+ for DEX 19+
- for WIS 7-
-| for CHA 7-
-l for INT 7-



MILITARY ABILITY is -2 if the character if not a TRAINED FIGH-
TER. The child of a samurai, noble, bandit, ninja, guard, ward head,
fighting peasant or fighting cleric is a Trained Fighter. All other
characters may train to become so by:

(a) spending DIOO/INT months as a bandit, guard, fighting cleric,
wandering fighter, or fighting mage.

(b) influencing a Master of a Martial Art to accept them as students
and being successfully taught a Martial Art.

.19 COMMAND LEVEL

Used in large scale actions as a measure of the Commander’s ability
to lead troops and inspire their morale. A PC's Command Level is
half his Military Ability rounded to the nearest whole number. A
character with CHA 20+ is +| to Command Level.

1.20 PERSONAL COMBAT FACTOR

A character’s ability to fight. To reflect the fact that the character’s
total being determines his fighting ability, the PCF is computed from
various characteristics — and raised slowly with increased exper-
ience. (See section 5.18.)

PCF = Carrying Capacity + Military Ability + DEX + Class Factor
100 2 0

PCF Class Factors (see section 2.01, 5)
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Thus, a character with CC 315, Military Ability 6.84, DEX 17 and
Class Factor 1.0 (for Bandit) would have a PCF of (3.15 + 3.42 + 1.7
+1.0) =9.27.

Light Weapons
DMG/

PCF BL WDF HIT PARRY
0+ -l | -5% +5%
3+ - < - -
4+ - S +5% 5%
6+ - 3 +8% 8%
7+ - 3 +10% -10%
9+ - 3 +12% -12%
10+ + 3 +15% -15%
I+ + 3 +18% -18%
13+ +2 3 +20% -20%
15+ +2 4 +22% -22%
17+ +3 4 +25% -25%
20+ +3 4 +28% -28%
23+ +4 4 +30% -30%
25+ +4 4 +35% -35%
30+ +5 4 +38% -38%
34+ +6 4 +40% -40%
37+ +6 7] +45% -45%
40+ +7 5 +50% -50%
45+ +7 b +50% -50%
50+ +8 6 +50% -50%

LH/Heavy Weapons

DMG/
BL WDF HIT PARRY  SHIELDING DODGE
-l | -7% +10% - +5%
= 2 = = 2 =
- 3 = - -3% -5%
- 3 +5% - 5% -8%
- 3 +8% -3% 8% -10%
- 3 +10% -5% -10% -12%
- 3 +12% -8% -12% -18%
+| 3 +15% -10% -15% -20%
+l 4 +18% -12% -18% -22%
+l 4 +20% -15% -20% -25%
32 4 +22% -17% -25% -28%
+2 <+ +25% -20% -30% -30%
+3 4 +28% -22% -35% -35%
+3 4 +30% -25% -38% -40%
+4 4 +32% -28% -40% - -45%
+4 5 +35% -30% -45% -50%
+5 5 +38% -33% -50% -50%
+5 6 +40% -35% -52% -65%
+6 6 +42% -38% -55% -55%
+6 7 +45% -40% -55% -56%

BL = Additional blows per turn.

DMG/WDF: Damage multiplier times Weapon Damage Factor. All
hits are assumed to be solid blows, so standard damage of a given
weapon is constant, unless a critical hit is struck. See 18.19 for de-
tails. +| WDF/grade of Superhuman Strength.

LH: Light-heavy weapon, the intermediate weight class of weapons.

Shielding can only be used by a Trained Fighter. See section 18.09
for details.

Trained fighters get one free active shield or weapon parry. See
section 18.12 for details.

Missile Attacks and Chain attacks get only HALF HIT bonus.

Missile attacks do not get any extra blows per turn from an in-
creased PCF.

Note that increased hitting ability is expressed as a plus, while in-
creased parrying/dodging/shielding reduces the opponent’s chance
to hit and is therefore expressed as a minus to his hit percentage.

.21 DEXTERITY EFFECTS ON FIGHTING CAPABILITY

Low DEX

Character with DEX 9- is -2% to hit and +2% to parry/dodge for
each DEX point below 10. Thus, a DEX 5, PCF 10 person is -10%
to hit and +10% to parry/dodge, making him only +5% to hit\per-
centage with Light Weapons and -5% to opponent’s hit percentage
parrying with light weapons. A person of DEX |, PCF | is thus -23%
to his hit percentage with a light weapon and +28% to an oppon-
ent’s hit percentage when parrying with a heavy weapon: i.e., such

a person parries so awkwardly that the opponent is more apt to hit
him.

High DEX

A character with DEX 12+ can specialize in weapons/body parts.
Fighters are +2% to hit and -2% with parry per level advanced up
to LVL 6 with their specialized attack. Non-fighters are +/% to hit
and -1% with parry per level advanced up to LVL Il with their spe-
cialized attacks. Fighters may specialize in five weapons/body parts,
non-fighters in three. (Humanoid body parts attack are: hand chop,
hand gouge, head butt, kick and grapple; see 18.19 - 18.20.)

A character with DEX |5+ gets one free Dodge per turn and one

extra shot per turn with missile weapons. A character with DEX
19+ gets two free shots a turn with missile weapons.

2 WITIAL SOCIAL
CLASS

Foreigners are regarded as inferiors to all but Outcast Japanese
(and are suspected of being Eta if seen eating meat). Foreigners are



barbarians who may possess things of value to Japanese. Trade for
these things may be regulated and monopolized by the government
(which will keep tabs on all believers in foreign religion or ideology)
—— or forbidden entirely. In the latter case, foreigners will not be
allowed to set up trade agreements, but will be expelled from the
islands; sailors who leave the coastal area will be executed as traitors
(even if they just got blown off course in a storm); and people who
adopt a foreign religion or ideology will be executed as traitors.

Possible Patterns for Japanese Power Structure

A. Strong Emperor. (Assume all references to the Shogun apply to
the Emperor or reroll depending on applicability.) Chief sources of
power other than the imperial bureaucracy are the Buddhist Temples
and Clan heads. The Emperor is the nominal head of Shinto worship,
but the heads of the more powerful Shinto cults will also serve as
independent powers. The actual authority in such a culture may be
the Emperor himself, a retired Emperor, or the Emperor’s father-in-
law. In the last two cases, the Emperor will typically retire to become
a Buddhist priest upon reaching 25 years old; a son or younger
brother of the Emperor will then assume the Throne.

B. Weak Emperor; strong Shogunate. (The Shogun was officially
the Chief General of the Realm.) Chief independent sources of
power are the Buddhist Temples, the Shinto shrines, and clan heads
other than the Shogun'’s allies. The Shogun will be chief of the most
powerful clan. The Shogunate Bureaucracy may be controlled by the
Shogun or the Shogun’s Regent.

C. Weak Emperor with Clan heads contending for the Shogunate.
This tends to produce an age of endemic battles with cities giving
allegiance to the contender who has the most powerful nearby armies.
Other independent sources of power are the Buddhist Temples,
and the Shinto Shrines.

D. Weak Emperor; weak Shogunate. Countryside is under the con-
trol of provincial clan heads; towns are under the control of ward
leaders and/or gambler gangs. The Buddhist Temples and Shinto
Shrines are independent sources of power.

See section 28.02 for additional details as to Japanese power struc-
ture.

Clans
The Nobles and Samurai of the 72 provinces of Japan are divided
into approximately 250 clans. All Japanese of all social classes have

at least a minimal sense of loyalty to their native region and clan
lord. (See 28.02.)

2.0l FATHER'S SOCIAL CLASS

Roll DIOO

No. Children Chance Adopted PC
01-05 Outcast D6 1%
06-15 Merchant D6 +2 Male 10%; Female 1%
16-35 Artisan D6 Male 10%; Female 1%
36-45 Cleric D4 Male 10%; Female 5%
46-75 Peasant 2D6 5%
76-95 Samurai D6 15%
96-00 Noble 2D6 + 2 30%
Social Class

Officially the highest status families were the nobles; next came the
soldiers (samurai) who protected them; next the peasants who pro-
vided the food and other materials used by all; next the artisans who
while not producing anything directly took materials and fashioned
things of value from them;and finally the merchants and traders who
neither produced nor fashioned anything but only transported and
sold things. Outcasts were socially beneath contempt. They included
the Eta (the Japanese untouchables) who spoke their own dialect of
Japanese and labored at contemptible trades including handling of
dead bodies of humans and animals. Eta also were despised for eat-
ing meat (forbidden by Buddhist teachings). (The higher classes
sometimes ate venison, euphemistically called mountain whale, but
never the butchered meat of domestic animals such as chickens and
pigs and cows.)

Adoption
Adoption was rampant in Japan in this period. Children were gener-
ally (90%) adopted by parents in the same social class or (I0%) in a

higher social class. The adopted child owed filial duty to both nat-
ural and adoptive parents. Children were adopted by a couple that
had no children or by a couple that wanted to have more children.
Boys were adopted to carry on the family name/business and gener-
ally were married to the family’s eldest daughter to seal the change
of family. Adoption of apprentices is common in entertainer crafts
and among martial artists.

2.02 BIRTHPLACE

Countryside Town
Outcast 01-50 51-00
Merchant 0i-10 11-00
Artisan 01-20 21-00
Cleric 01-50 51-00
Peasant 01-00 —_—
Samurai 0l-15 16-00
Noble —_— 01-00
Countryside
r . R ORI R S S S i e e e e Farming village
L R e Coastal village
o eSS e L SR S Mining village
Town
L IR SR BRI S S S e R e e Small town
s A S T TR R e R City
B e S P S e e T e s Provincial capitol
- SRR e e B e e Shogunate Capitol
i, A e S SRR T S e Sy Imperial capitol

2.03 SIBLING RANK

Roll father’s number of children. Roll sex of other children on a
50/50 basis. The father will select an heir among his offspring with
the eldest male usually chosen. However, if none exists, or if the
child seems unfit, a younger boy may be chosen or a boy adopted
and married off to the eldest daughter. If the heir leaves the home,
add D20% toward chance family will regard character as a disgrace.

To determine character’s order of birth, roll D6:

e e T e T S eldest child
e R R R T Sl e e second child
R e O T e SR S R W e o e P e third child
B S e e s e e ey fourth child
e e oo fifth child
AT T e R R e St i SR sixth or younger child

2.04 FAMILY STATUS

Roll DIOO (if a child whose father is not a mage (95%) becomes a
mage, roll 60 + 2D20 for family status. If father is Samurai/Noble,
roll 20 + 4D20 if commoner. See section 9.01+)

L SRR SOREE TR SRR e s L s Favorite child
GEED . + o v e s A e S e Good child
L e e e R i e e Credit to the family
(5 e R e e N e oy T Poor child
L S S R o N s s e Disgrace to the family

2.05 CHANCE OF RECEIVING BENEFITS FROM FAMILY

Father’s Social Class

B0 PR me e S et e R e 70%
R R A e e e ey 70%
(o R s i S e S R By s s e ey 50%
G S i s i e i s s vaa s AT Yy 40%
o, e s S, RS L s e e e 30%
L Ln Rt Te e s e P CONER R S e e 75%
L e R SRS Sl o e S b e 90%
Family status modifier

PO - 5 s e i e s e i +10%
R e e e e e e o e -10%
BN -2 s R v e PR e e e R e -DI0%

Horoscope modifier
WSS . o v s sk el e +5%
PO = s o s s . i s 5%



2.06 BENEFITS RECEIVED
Father’s level is 5+D20. See section 3.02+ for father’s income. Check

separately for each step in the appropriate category to see how much
the character will start out with.

Good/Favorite Child
Parents will use full influence to help character enter a suitable pro-
fession. If a roll is not made, check the parallel step under creditable
child.
1. Money. Thirty days of father’s income and an allowance of one day
of father’s income per month for the first year away.

2. Armor. Only certain classes may get this.

Bandits, ninja, merchants . _ |

Clories; Hphting DERsents . . .. . . .. v, woso i vns AC D3

b R e T N e s S S e B ACD6 + 1

Lo S DR R TS e SRS P e e e e el ACD6 +2
3. Weapon
Peasants/outcasts (exceptninja). . . . . ... ............ ong
T SR e R S e T e S R e 2D3
b Lz NGRS e SRR S e e g o e D3
Clerics/fightingpeasants . . . . . .. ... oo v v e e vennn. D3 +1
SomurBiTaehion — L s s Sl e e e D6 + 1

Total value of weapons is restricted to D6 months of father’s income.
4. Horse. Only Samurai/Nobles possess riding horses.
SEOE. s roll D6: 1-2 Average, 3-5 Good, 6 Excellent

bl roll D6: 1 Average, 2-4 Good, 5-6 Excellent
See section 30.02 for further details on horses.

Creditable Child (or Good/Favorite child who failed roll)
1..Money. 4D6 x father’s daily income.
2. Armor. Sons only

i o SR e e e B e SO R R S e AC 1
Cletics/fightingpeasants . . . . .- . o vv v on cswsiss AC D2
T e e, i S ST T ACD3 +1
NOUINE s il e e s e ACD6 +1
3. Weapon.

L e e T SRS ST POl e s D3
Merchants/artisans/outcasts (except ninja). . . . . ... ...... one
Clerics/iBhting DOIBEANTE - .55 i . . ooy i e e e D2
SONUISIOBIES: = -6 v s s e T e D6-1
Total value of weapons is restricted to D3 months of father’s income.
4.Horse.

Samarel- i s roll D6: 1-3 Average, 4-5 Good, 6 Excellent
L SRS S St roll D6: 1-2 Average, 3-5 Good, 6 Excellent

Poor/Disgraceful Child (or Good/Favorite/Creditable Child who failed
roll)

Take what is indicated on each step; no roll need be made save for
success in stealing.

1. Money.

L S R R e 85 S e (INT + WIS) x 10 Mon
Merchant/artisan/outcast. . . . . ........... (INT + WIS) x Bu
e e R (INT + WIS) x 2Bu plus D6 Oban
NOBI S s e (INT + WIS) x 3Bu plus D20 Oban
2. Stolen Money.

May attempt to steal 10. days of father’s income and 10 days food.
Success chance of DEX + INT + AL per cent. Adds 10% to chance
father will use influence against child.

3. Weapon.

Samurai/nobles/ninja

Total value of weapons is restricted to one D2 month(s) of father’s
income.

4. Stolen Weapon.

May attempt to steal a weapon not worth more than one month of
father’s income. Success chance of DEX + INT + AL per cent. +10%
to chance father will use influence against.

5.Armor. Sons only.

Samurai/nobles

......................... ACD2+1
6. Horse.
Samurai/nobles . . .. ..... " .....roll D6: 1-5 Average, 6 Good

7. Stolen Horse.

May attempt to steal horse with value as that given to Good Child.
Success chance of DEX + INT + AL per cent. +30% to father’s chance
of using influence against.

Chance father will use influence against a child is
POor GRS s e e 60% - (5% x CHA of PC)
o e o S e A L e e 90% - (5% x CHA of PC)

A character who steals from his parents becomes a Disgrace to the
Family.

... 0180AC 1;81-00 AC 2

2.07 OUTCAST
Roll D100

01-40: ETA (untouchable). Not considered citizens; killable by
any displeased citizen. Lived in hamlet with others of caste out-
side town/village. Roll D10:

O T W S s T e gravedigger
T T o L S executioner
B R e e ST e P S L T leather worker
R T e e e S R e Sl meat butcher
S R R S e e e e e tanner
TNl e e T B St beggar/street singer
B S S T TR e T s S refuse collector
L SRR G T e R e N R DR digger of wells/ditches

41-60: ENTERTAINERS. See 2.08

61-75: BANDIT/THIEF (20% chance also gambler; 80% chance not
born as Outcast; check original social status as 2.01.) Roll D10:

City

e e R R R B S T s o pilferer
o SRR T et MRS e RS S s GREP RPN (sl mugger
. A S R S e e S RS e R burglar
R N R e e R e Ry Sy shoplifter
- S e 3 RO TR R burglar gang member (10% leader)
Countryside

R e e e T s e e e e e highway bandit
A S SR e s e stealer of animals
B e o e e e Tl P e AR e A burglar
e B T R e e e e i e e N S shoplifter
B S e e bandit gang member (5% leader)

76-90: GAMBLER (90% not born as Outcast; check original
social status as 2.01.) Roll D20: :
01-15. . . Wanderer, sometimes doing unskilled labor or banditry/

thieving

A T i A iy, A Gambling Gang Member
B T e e . . . .Relative of local Gambling Boss (roll D20)
DR i s i g s s it e R A R Cousin
I e Brother/son/father/uncle/nephew
B eV AT s e e e e e Boss himself

91-00: NINJA (spy, assassin, commando-type martial artist.)
See 17.04. Despised by all decent samurai. Roll D20:

e e e e s Head of Ninja Group (Martial Artist)
OB e e Senior Ninja (Martial Artist)
B AR A S RN e T be e e SR Ninja
2.08 ENTERTAINER
Roll D10
1. Artist; roll D6
I S s S S T e T e R a e engraver
B G A e s i e s s ety e e painter
B . et e s e calligrapher
R s R e S e e tattooist
2. Poet
3. Playwrite/Storyteller/Singer
4. Musician; roll D6
;e T R Tl S S R s biwa (lute)
s O A T N e R i T flute
o S R DS R e e P e e samisen
R T e e S e drum
5. Actor; roll D6
. e e S S live theatre (Noh, Kabuki, etc.)
S A S s T puppeteer (Bunraku)
. Sculptor
. Sumo wrestler
Dancer

. Animal Act Trainer/Performer (monkeys, dogs, cats, etc.)
. Floating World:

Courtesan

Onnagata (male actor specializing in female roles)

Geisha (singer/dancer available for sexual hire)

cCO®ND®

Though respectable merchants, artisans, samurai and nobles--or even
gamblers, thieves and bandits—-might be poets or artists, the men and
women who earned their living solely by the accomplishments of an
Entertainer were typically wanderers, honored for their skill but
despised for their lack of social position.



- Courtesans/Geisha might be bought as children of 5-6 years old or as
adolescents of 14-18; their contracts generally expired at the age of
30, when they would either retire and live off their savings, turn to
begging or manage a young courtesan/geisha. Such men and women
might be members of good families who had allowed themselves to
be sold out of filial or wifely duty or for some other noble motive.

Men" as well as women were employed as courtesans. There were no
male Geisha, but there were onnagata (male actors specializing in
women'’s roles who could be influenced to take homosexual lovers).

A courtesan of LVL 1-56 was sexually available to anyone who paid
the manager the price. A geisha, onnagata or higher level courtesan
had to be courted and influenced; winning the affections of such a
one was an expensive but prestigious undertaking. Buying a geisha’s
or courtesan’s contract was expensive, but sometimes attempted by
those passionately in love and jealous of other customers. A retired
geisha or courtesan never returned to her former family.

2.09 MERCHANT

This was simultaneously the lowest and the richest of the classes
in feudal Japan. Roll D100:

OO . e e Home Furnishings Merchants (Cabinets, etc.)
WOl o s e e e e Shipper/Trader by Sea
) B I S e i o MR Shipper/Trader by Land
e AT R R R e e Pawnshop Owner
e vl SR R RSN S . Incense/Perfume/Flower Dealer
vy A e e e Cloth/Clothing Merchant
C o, LR e SRR e e s SR RC Builder of Mansions
RGN S R T e SNSRI S Innkeeper
BBA7 5 i i e s Teahouse Proprietor (Geisha/Courtesan House)
B0 s e i e Bathhouse Proprietor

51-52. . . Jeweler (jewelsmith, goldsmith, silversmith, shell and nacre
work, cloisonne)

. Artwork Merchant (also sells inkcases, paper, etc.)
BB G A e i e e e Apothecary
61-62. . Ward Head: administers town ward or is village headman. Roll
again to see what business is.

83687 . . Entertainer (but of Merchant social class) ; see 2.08
BRI s e e Sake/Brandy Merchant
o086 . . Foodstuffs Merchant (grains, tea, etc.)
R Busmess Manager for Samurai who is Magician
97-99. Busnness Manager for Samurai who is Armorer/Weaponsmith
RS e e et Business Manager for Martial Art Master
2.10 ARTISAN

Roll D100:

[ TREUE e SR o e R S e e T Blacksmith
PR T R N DR Fireworks Maker
B8 R T e e ey e Cabinet Maker
R0, . S e S e e s Screen Carver
e s S s e e e Lacquerer
Tl e e e e Coffin/Barrel Maker
g RN e e e Tatami Mat Maker
P8 . Maker of Futon (comforters used for beds)
B0 e e e e e Cookstove Maker
v RS SRS e T R e e Pottery/Tile Maker
v 1L s PR et R el o Servant at Inn/Teahouse (20% cook)

31-40. . Servant at a home (roll rank of family served at (D100+5);
see 2.01). Roll D10:

.................................... cook
o S s e e e B e s e R gardener
R A R s e e e laundry worker
B e e e e e sewer of clothing

D e e R e e, S general housework

i NGRS e e e L aO T S o e e S N Shipbuilder

L v - SRS e e s s R e o S Sailor

R A IS SRE iht  NE Spinner/Weaver of Cloth

DEBR. e s e e Embroiderer/Dyer of Cloth

o SRR~ R Ee e TN e e e o R LR Fireman

B8B0. . .. . Massager/Shampooer (usually blind)

BHES s RN R ey Guard at Inn/Teahouse

e e s Ward Guard (Ward head’s assistant)

BB-T0 =i s s e e Kago or Norimono carrier

g5 O . SRR e e I g e Builder of Lightweight Homes

eSS S R e s s A Stableman

BEB2. e a Trainer of horses, falcons or dogs for the hunt

BB o R e e e s Candle/Lamp/Oil Maker

V0. e Maker of Paper/Silk for writing/origami/painting

L PR RIS S L. TNt Maker of Paper Screens

Q800 . .o

. Entertainer (but of Artisan Social Class); see 2.08.

2.11 PEASANTS

01.75 Unskilled
A. Farming Village
01-85 Farmer; roll D10

L L ECwane v S S e R g s O R e Grains
A e ke e SNC ko Tea, cotton or hemp
AR R e R e A Fruits, nuts or mulberry trees
. SPE L ceRBaER T e Green vegetables and melons
L SR e e el S v e e Ll S Beans
86-00 Animal Tender
B s cansa e e o TR Cows
S N e e e e R e e e Pigs
B s SRR L e e AR Chickens
e e e el RS Silkworms
B. Coastal Village
TR e e Fisher (10% chance head of fishing boat)
Sl i o e e St Farmer (as above)
2L R S e e O e e Shell Diver for pearls, shells, etc

C. Mining Village (in mountains)

0180 ..... SHEEORRSS Miner (5% chance head of mining gang)
L R R S e S e Farmer (as above)
o R R S R RS Tt e Animal Tender (as above)
L SRR e e e T e e Hunter

76-90 Skilled; roll D6

76-90 Skilled; roll D6:

Farming Village Mining Village Coastal Village

1 woodcutter woodcutter netmaker

2 charcoal burner charcoal burner salt maker

3 blacksmith blacksmith blacksmith

4 baker . metal refiner baker

5 brewer of explosives brewer of sake/
sake/brandy maker/user brandy

6 headman headman headman

(for headman, roll again for type of peasant)
91-00 Fighting Peasant: foot soldier retainer of the local clan lord.
(BP, PCF, etc. as Fighter; income as Guard.)

2.12 CLERICS
Check relatives’ social status as per 2.01 to determine cleric’s relative
social status unless senior or head priest or priestess.
01-40 Shinto Cleric
01-15 Wandering Diviner
16-99 Member of Shrine Order

o e e e e R St Ascetic Order
g I e e Fighting Order
00 Hermit

For Kami see 23.02, 23.04.
41-00 Buddhist Cleric
01-15 Wandering Priest
16-20 Exorcist/Isha (devoted to Yakushi Buddha)
2199 Member of Temple Order

s SRR O SR S B S s Ascetic Order
Bl - v iy e e i s Fighting Order
00 Hermit

For Buddhist Spirits, see 23.04, 23.02.

2.13 SAMURAI

Roll D100 for Samurai’s Lord.

01-05 No legitimate Lord. Samurai is Ronin (unsettled as an ocean
wave) because true Lord is dead or in exile/disgrace--or because
Samurai has been expelled from his Lord’s service for a failure
in duty.

11-85 Lord is a Clan Head

86-95 Lord is Shogun

96-00 Lord is Emperor

Closeness of Samurai’s relation to Lord:
01-20 Serves at principal residence or otherwise very close (double
standard stipend).
01-05 Investigator of possible rebels/traitors (works with Ninja)
06-75 Bureaucrat. For Government Department, Clan Samurai
roll D6 followed by D10 (10-69); Shogunate/Imperial Samurai
roll D100.
01-04. . . Supervision of Foreigners (including traders, priests,
and diplomats)
(5o iR o B R S Court Religious Ceremonies
L RSN SR T e e e Court Household Affairs
- T SRS M SSe e See Court Entertainment



o e e S R R S Astronomy/Divination
T N S e o Council of Advisors
B e s Medicine (Isha/Herbalists/Exorcists)
SRR 55 Saa e Treasury Storehouses (money and grain)
L § L PR SRS e Supervision of Military Affairs
46-50 . .Interior Trade (including maintenance of roads and ports)
SLh LCERREREE e TSI S S e e e Justice
6165 ... ... ... ... City Administration of the Capitol
i R S R e e RO N SRR History/Archives
Ta i R N e e L e e Court Etiquette
L RS R SR e Supervision of Clan Daimyo
WS s s Supervision of Temples and Shrines
9385... .. Supervision of Isha, Exorcists, Diviners, Mages, and
Wandering Clerics
L e R SN SR Tax Collection of Rice Harvest
76-00 Fighter
GG RN S S Official Guard (5% Bodyguard of State)
o S SRR PR BRSNS S Swordsmith/Armorer
L e R e SRR R e e - Teacher of Martial Art
¢ e AR S S e, Teacher of Martial Magic

21-50 Serves at a lesser residence or otherwise on detached duty (at a
road barrier, etc.). Roll as above as Fighter.
51-00 No active duties. Draws 80% of standard stipend.

2.14 NOBLE

01-80 Court Noble
L e e R e S S e R Clan Court
B S s S e e T Shogunate Court
BHOD e e s e v e e s Imperial Court

Roll for nominal bureaucratic department as per Samurai.
81-00 Daimyo (big name)

3 T RIS e S R e Relative of Clan Head
R R et e S N BB R Relative of Shogun
R e e e Relative of Emperor
Clan Head Relative
01-50 Cousin of Ruler’s mother
51-70 Cousin of Ruler’s Wife or Lesser Wife
71-90 Cousin of Ruler’s father
91-95 Older Generation
R e e e e Ruler’s Uncle
D N N T e ey Ruler’s Father (retired)
e e S S e e e Ruler’s Father-in-law
96-98 Younger Generation
R N e N e S Ruler’s Child
A e L T s e N Heir Apparent
99-00 Same Generation
A e R O SRR e e i S e Ruler’s Brother
2 T T e R e R S R e Ruler Himself

Shogunate/Imperial Dynastic Relative
01-20 First or second cousin of Ruler’s father-in-law
21-50 Cousin of Ruler’s lesser wife’s father
51-70 Cousin of Ruler
71-80 Cousin of Ruler’s sibling’s spouse
81-85 Brother of Ruler’s sibling’s spouse
86-88 Ruler’s sibling’s spouse
89-92 Ruler’s Uncle
93-95 Ruler’s brother’s father-in-law
96-97 Father of Ruler’s lesser wife
98 Father of Ruler’s Chief Wife
99 Sibling of Ruler
00 Close relative
01-70

........................... Child of Ruler
TR e o Crown Price/Heir Apparent to Shogunate
B e e Previous Ruler (retired)
- 50 e S R S R s s T Ruler Himself

3 ONEY, INQOME
& PAY SCALES

3.01 To determine size of business, etc., roll D100. This determines
size of merchant’s or artisan’s business, farmer’s farm, Cleric’s Shrine
or Temple, etc.

01-05 Major Business . . ..... ....... 5 x standard earnings
05-15 LargeBusiness. . . ............. 2 x standard earnings
16-25 GoodBlsingss: . .. . v .. ... e 1.5 x standard earnings
26-75 Average Business

7696 -PoarBusivess . ... ..o v el 8 x standard earnings

96-00 Marginal Business. . . . ... ........ 5 x standard earnings

Farmer: Poor/Marginal Farm indicates a tenant farmer.

Cleric: Poor/Marginal Shrine or Temple indicates that a Shinto
Priest has another job ((unless Head Priest (type of job is qeter-
mined by social class of relatives)), and a Buddhist Priest similarly
will spend part of his time begging unless he is a Head Priest.

3.02 BUSINESS POSITION (MERCHANTS ARTISANS)
Roll D10:

BT S e L IS IR B e e e Owner of Business
2-3 . ... .. Senior Employee/Supervisor (double normal income)
B S T e e e e SRR A e Employee

3.03 CLERICAL POSITION IN TEMPLE OR SHRINE
Roll D100:

B i vy s ey R ey Head Priest or Priestess
U8 i s v s e Official (double normal income)
0 T s T S e b e RV Average Cleric
3.04 BUREAUCRATIC OR MILITARY POSITION

FightingPeasants .. . - .. «ova v oo o s oan roll 10xD10
T T e S R i SR e e e roll 5xD20
NODISE o0 s s it s ey R e s e A roll D20
0 R BRins E aa S Head of Department/Military Commander
06-15. ... ... .Senior Official/Officer (double normal income)
L SR N S N e Average Official/Soldier

3.05 PRESTIGE
For Entertainer, Wandering Cleric, or Gambler 5XxCHA (or D100+
D20 if CHA is unknown).

100+ National Reputation . . . . . . (five times normal income)
90+ Province-wide Reputation . . . (double normal income)
80+ City-wide Reputation. . . . . . .. (1.5 x normal income)
40+ Average Reputation. . . . ........ (normal income)
25+ Below Average Reputation. . . . . . (.8 x normal income)
0+ Unknown . . . = . .. (5 x normal income)

3.06 PAYMENT SYSTEM

Coins: used by merchants, artisans, etc. ;

The mon was a copper coin; it was round with a hole in t_he center
so it could be strung. The Bu was a thin rectangle of silver. The
Oban was a thin rectangle of gold.

25 MON = 1 Bu
40BU = 1 Oban

KOKU OF RICE

NS

Z

MON



Rice: samurai and nobles were paid by their lord in rice. Their yearly
stipends consisted of so many koku of rice. A koku =5 bushels. The
result was that the value of a samurai’s yearly stipend varied according
to the rice harvest. In a good year with plentiful rice, the value of rice
relative to the coin system fell and the samurai received less money by
the merchant’s point of view. In a bad year with little rice harvested,
the value of rice relative to the coin system rose, and the samurai

received more money by the merchant’s point of view,

RICE HARVEST & THE KOKU’S VALUE

Roll
01-02
03-04
05-10
11-16
17-35
36-70
71-85
86-99
00

3.07 OTHER FACTORS INFLUENCING INCOME

Retirement:

Type of Harvest
Astounding Crop
Bumper Crop
Excellent Crop
Super Crop

Above Average Crop
Average Crop

Below Average Crop
Poor Crop

Crop Failure

Yield/Acre
6 koku

5.5 koku
5 koku
4.5 koku
4 koku

3.5 koku
3 koku

2 koku

1.5 koku

Value of Koku
13 bu
14 bu
15 bu
16 bu
18 bu
20 bu
23 bu
25 bu
30 bu

this usually indicated that the person had dropped all
his cumbersome ritual duties and was now able to exercise more real
control and power than the nominal head of the business, depart-
ment or dynasty. A person who had gone inkyo (retired) might take
Buddhist vows to indicate that all nominal claim to worldly titles or
property had been given up. Such a person could still attend court
and hold court rank. Income is 80% of standard.

Exile: suspicion was rampant in the ruling dynasties. Treachery and
ambitious scheming were common. Assume a 10% chance that any
relative of a Daimyo may be in exile, either in the inhospitable
north or on an island. Such a person’s household was regarded as
disbanded, and his samurai were ronin. Also figure a 10% chance
that the head of a Shinto or Buddhist fighting order might be simi-
larly exiled for political or military maneuverings against those in
power. Exiles may be brought back when the rulership changes if
they then return to favor. An exile has double the standard chance
of dying and half usual income.

Inheritance: There is a 99% chance that a starting PC has a living
father. There is a 5% chance per year that the father will die, leav-
ing his estate to his heir(s). This estate will consist of one month’s
income plus 10xD20 per cent of one year’s income plus all proper-
ties held, including real estate, magic items, etc.

Location of business:
a country merchant or artisan: -10% standard income

Power structure:
Samurai with Shogun or Emperor for Lord:

SHONEENORIY . . s s 5 x standard income

WEARHYNERY . . v on o s 20% of standard income
Noble:

strongdynasty/clan . . .. .......... 10 x standard income

weak dynasty/clan. . .. ........ 40% of standard income
Daimyo:

weakeningdynasty. . . . ......... 50% of standard income

weak dynasty. . . . ... . ..+ ... 10% of standard income
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3.08 AVERAGE DAILY INCOME OF VARIOUS OCCUPATIONS/POSITIONS

L = person’s living (room, board and clothes)

F = person’s family’s housing, food and maintenance

K = koku, worth an average of 20 bu

Employee Employee

Profession level 1-5 level 6+ Master Wanderer
Tanner 1 Mon +L 10 Mon +F 3 Bu +F 3 Bu
Other Eta 1 Mon +L 8 Mon +F 2 Bu +F 2 Bu
Ninja 10 Mon +L 1 Bu x PCF 5 Bu x PCF 2 Bu x PCF
Bandit/Thief or Gambler see 3.09
Ship/Mansion Builder 5 Mon +L 2 Bu +F 120 Bu -
Shipper/Trader 10 Mon +L 10 Bu +F 150 Bu 100 Bu
Incense/Perfumer 5 Mon +L 3 Bu +F 120 Bu -
Jeweler 5 Mon +L 3 Bu +F 80 Bu -
Ward Head +100 Bu
Other Merchant 5 Mon +L 1 Bu +F 80 Bu 30 Bu
Blacksmith/Commoner Armorer 5 Mon +L 10 Mon +F 10 Bu 5 Bu
Metal Refiner 5 Mon +L 10 Mon +F 8 Bu -
Restaurant Servant 3 Mon +F 1 Bu +F - =
Home Servant 3 Mon +F 10 Mon +F = ==
Sailor 5 Mon +L 1Bu+L - -
Fireman/Guard 10 Mon +L 2 Bu +F 15 Bu +F 10 Bu
Massager/Shampooer - - 3 Bu 2 Bu
Kago/Norimono Carrier 2 Mon 10 Mon 3 Bu 2 Bu
Builder of Small Structures 5 Mon +L 10 Mon +F 10 Bu 5 Bu
Other Artisan 5 Mon +L 10 Mon +F 10 Bu 8 Bu
Actor/Dancer/Wrestler 10 Mon +F 10 Bu +F 60 Bu 10 Bu
Courtesan/Geisha L % fee +L % fee +L fee

Manager’s charge see 5.15
Other Entertainer 5 Mon +L 5 Bu +L 40 Bu +F 10 Bu
Farmer/Animal Tender 2 Mon +L 4 Bu +F -
Fighter for Clan 5 Mon +L 3 Bu +F 8 Bu +F -
Miner/Fisher 3 Mon +L 2 Bu +F 5 Bu +F -
Hunter 10 Mon +L 1Bu+F 5 Bu +F 3 Bu
Village Headman +10 Bu
Other Peasant 5 Mon +L 10 Mon +F 5 Bu +F -
Buddhist Cleric L 10 Mon +F 60 Bu +F 5 Bu
Shinto Cleric 5 Mon +L 1 Bu +F 60 Bu +F 5 Bu
Ronin - e - 1 Bu x PCF
Clan Spy/Physician AK +F 1.2K +F 3K +F -
Clan Bureaucrat AK +F 1 K+F 25K +F -
Clan Fighter AK +F 9K +F 2K +F -
Clan Armorer AK +F 8K +F 23K +F -
Clan Martial Mage AK +F BK/MKL 2K/MKL as Mage
Court Noble 5K +F 2K +F 3K +F as Ronin
Other Samurai AK +F 1K +F 25K +F as Ronin
Daimyo Relative see 3.10, 3.07
Natural Mage 5 Mon +L 1 Bu/MKL 3 Bu/MKL 2 Bu/MKL
Minor Mage 5 Mon +L 1 Bu/MKL - 5 Bu/MKL 3 Bu/MKI
Major Mage 5 Mon +L 2 Bu/MKL 10 Bu/MKL 5 Bu/MKL
Mystic Mage 10 Mon +L 5 Bu/MKL 20 Bu/MKL 15 Bu/MKL
Master of Art

Martial - 5 Bu 100 Bu D100 Bu

Fine - 5 Bu 120 Bu D100 Bu

Note: the income for Wanderers assumes them to be LVL 10 or higher. If LVL 1-5, income is 10% standard Wanderer; if LVL 6-9, income is 50%
standard.

Casual Laborers not working at any recognized profession earn an average of D6 x WIS Mon.



3.09 BANDIT/THIEF/GAMBLER/AVERAGE DAILY INCOME
(Roll D100; Thieves add DEX-10 to % rolled.)

e SN S RS LaRE in debt (roll again for how much owed)
ao L SRR S R Re s S i e e e 1 Mon per LVL
B s e e s e s e e e 5 Mon per LVL
S e RS R e e e 10 Mon per LVL
PO e e 1 Bu per LVL
il RS RRCERRR R S S S SRR S S 5 Bu per LVL
DU S e e e S 10 Bu per LVL
s e S S e R e s 50 Bu per LVL
In addition, if employed by a gambling house

T s e sea e B e S e e 2Bu +L
e e e e e S S S L 20 Bu +F
s LSRR S S RSt L e R e 250 Bu +F
3.10 DAIMYO RELATIVE/HEAD PRIEST

Average daily income:

BPUSIR T e e e S 2K
Youngor GERRtIon=. . o5 o 0 e 3K
OIS, . o e e e 5K
SEMBCGEIIENON .S s T el 10K
ClanHead . . ... .. 20K + administer D20 x 10,000 Koku per year
Shogun/Emperor .50K + administer D100 x 100,000 Koku per year
Hoad Priglt. .o a0 s 60 Bu +F plus administer per year:

Fighting Order . . . . . .
Ascetic Order

............. 1500 Bu per priest
...... 750 Bu per priest

one yvearsseNIeE. . oo L LS 360 x average daily income
one month’sservice. . . . .......... 30 x average daily income
ONedavEIIICE . .o i e D6 x average daily income
5 hours’ service . . ... .. e e D6 x half average daily income
Thour'sservice . . . .,........ D6 x 10% of average daily income

onespelicast . ....... .5 x D10% of average daily income

These terms are higher than average daily income to cover:

a. costs of supporting worker and his family

b. costs of running the business

c. need to put by money for slow days on which no one wants to
hire worker,

The income detailed above is, after all, average, not invariable.

Only samurai and nobles had family names; others were known by
their given name plus trade, birthplace, etc. A new name was taken
on receiving a significant change of status such as becoming an inde-

pendent merchant or becoming a Buddhist cleric. The dead received
a new name, the spirit name, after the Buddhist burial service.

Players who want a little help from the Dice in working up Japanese
names may use the chart below. It does not contain all possible
Japanese syllables, but all the syllables below do occur in Japanese.
A is pronounced as in rajah, E as in let, | as in feet, O as in note,
and U as in boot.

Roll two D10 of different colors, one for the column down, one for
the column across.

0 1 2 3 4 5 6 7 8 9

A I V) &0 NA NI NU NE NO
KA Kl KU KE KO GA GlI GU GE GO
SA +N SU SE SO ZA <Nl 2E 220
SHA SHI SHU +N SHO JA JI S EBN S0
TA R IS FR TO DA +N +N DE DO
CHI CHU +N CHO MA MI MU ME MO
HA HI FU HE HO BA Bl BU BE BO
YA +N YU +N YO RA RI RU RE RO
WA < 2 252 2 2 2 2 2

©CONOTDWN=O
(@]
I
>

+N: add N after the preceding syllable. (Ignore roll if first syllable
rolled.) NH — MB; NB — MB; NM — MM; NS — NZ; NK — NG;
NT — ND. Thus CHI+N+HO becomes CHIMBO; BE+N+MU becomes
BEMMU.

1

2: double the consonant of the following syllable. A doubled CH
becomes TCH; a doubled TS becomes TTS. Thus YO+2+TSU
becomes YOTTSU; FU+2+ME becomes FUMME. (Ignore roll if
first syllable rolled.) i

--: lengthen the vowel of the preceding syllable. (Ignore roll if first
syllable rolled, or if syllable is already long.)

Family Name (roll D10)

B TRt b P Y ey s e two syllables
B s s o e e three syllables
S N e SRR e SR et s four syllables
R R R R e G S . . five syllables
Female Given Name

SamiraiiNeble . ...l L. o6 = 2 syllables + KO as end syllable
COMMONEr. 5. o . v s asaa vy S e 2 syllables
BROrE. . - i s e D3+1 syllables

Male Given Name (Samurai/Nobles roll D10; others D6)
1-4 . .2 syllables + TARO (1st son), JIRO (2nd son), SABURO (3rd
son), YORO (4th son), GORO (5th son), MURO (6th son),
NANARO (7th son), or YARO (younger son).

- SRR Gl e e AR o Hol e e 2 syllables + BEI
R S S S e e 2 syllables + NOJO
7-8 ......................... 2 syllables + EMON

........ 2 syllables + SUKE

5 PROFESSIONS &
EXFERENCE

A character who successfully meets the challenges of life becomes
more experienced, more adept at handling such challenges in the
future. This is measured by awarding Experience Points for success-
ful deeds, so that the character may rise in EXPERIENCE LEVEL
and MAGIC LEVEL and gain increased BP, FP, PCF and PMF.
C&S's EP system is highly complex and geared toward encouraging
the character to roleplay his profession. Fighters gain most of
their EP in combat, Mages by learning and using magic, Clerics by
exercising religious functions, Thieves by stealing, etc.

5.01 CHOOSING A PROFESSION

Begin by determining the character’s Astrological Sign (see 10.12)
and check for the effect of his sign and aspect on the EP he earns.
Some signs are more propitious for Fighters, others for Mages,
etc. A horoscope may be disregarded if the character’s character-
istics clearly point to a profession, but may be used to resolve
unclear situations. Also consider the profession and social status
of the character’s father. The most important factors, however,
when choosing a profession are the character’s characteristics.

FIGHTER: high PCF, DEX 10+

MAGE: high PMF, 2nd Requisite, INT. (Remember, a poorly
aspected horoscope will hamper the mage each time he attempts
enchanting.)

CLERIC: good alignment (or evil alignment for an Evil Cleric)
THIEF: high DEX

BANDIT: high DEX and PCF

NINJA: high DEX, PCF and INT

GOVERNMENT: (This profession includes both samurai bureau-
crats and noble administrators of the bureaucracies.) high CHA
and WIS -

ARTISAN: high Production Skill (see 27.01)

PEASANT: high Production Skill (see 27.01)

MERCHANT: (This profession includes not only shopkeepers
but traders.) High Trading Skill and Investment Skill (see 27.02
-.03)

OTHER: (This includes Gamblers and Entertainers). high CHA

After selecting a profession, finish filling out the character sheet
for BP (see 1.15) and PCF (see 1.20).



5.02 TYPES OF SUCCESSFUL ENCOUNTERS

Characters get EP for successfully encountering other characters
(see 30.00+ for how much EP a given being is worth). A success-
ful interaction may consist of slaying an enemy or winning the
friendship of a potential ally. If only one character participates
in an action, he gets the being’s total EP Worth, If several charac-
ters participate, the total EP Worth is divided among them--either
on the basis of percentage of participation (with no character getting
less than 10%, regardless of number of participants) or equally (with
no character getting less than 10%, regardless of number of partici-
pants). Thus a party of 20 that slays a creature worth 5000 EP each
get 500 EP . . . if participating.

Percentage of

Type of Encounter EP Worth
Slaying an Enemy 100%
Capturing an Enemy 50%
Wounding an Enemy 10%
Setting an Enemy to Flight 10%
Rescuing Someone from a Mutual Enemy 10%
Interrogating Skillfully 10%
Winning the friendship of an Ally against

a common Enemy 50%
Winning an Enemy‘s Respect--and not being

captured or killed 10%

5.03 THE FIGHTER'S PROFESSION

Samurai means warrior, and the Samurai were the official fighters
of Japan. Nobles and Daimyo are officially Samurai, but usually
are more trained in court etiquette and battle strategy than in act-
ual fighting techniques.

Only a Samurai (or Noble/Daimyo) may wear the Two Swords:
the katana and kodachi. These are the symbols of his status and
responsibilities, The theft, loss or negligent treatment of his sword
was a disgrace for a samurai and a slur upon his family honor; re-
covering a lost sword was an overriding obligation. A sword long
held in a samurai family may have a spirit (see 33.00) which may
appear as a Goryo (see 25.03) if the samurai is dishonorably slain
and his own spirit does not return. lts chance of so doing is the
wielder’s CHA + PCF + 10%/+ of the sword; it automatically does
so if it is an Ego Weapon (see 10.14).

Sword etiquette was an important part of Japanese ritual. On enter-
ing one’s home, one put one’s sword in a sword rack unless receiving
guests, in which case it lay by one’s side. Guests removed katana,
but kept kodachi (unless in a geisha/courtesan house, in which case
they removed both). Brushing against a samurai‘s sword or sword
hilt--or looking at the blade (withdrawing it from the scabbard) with-
out his permission--was grounds for a fight. A samurai had the legal
right to cut down an annoying commoner and go his way without
stopping for a legal investigation. He had to apply to the local lord
for the right to fight a fellow samurai, but this was usually granted.

Samurai and Nobles might serve their lord by being stationed at duty
at a fixed location such as a palace or a road checkpoint at a moun-
tain pass. Others might be without duties and live at home or travel,
subject to duties only in the event of war or some other crisis. They
might take leave from their usual duties to make religious pilgrimages.

Ronin are samurai who are released from all duties to their lord, be-
cause either he or the Ronin had come into disgrace. They may live
at home or frequent the geisha quarter of a town or become wander-
ers.

Samurai/Noble women usually didn’t carry swords, but did carry
daggers. They were also trained in the use of the naginata. Both sexes
were also familiar with the longbow.

Otokodate are chivalrous commoners who pride themselves on their
mastery of the fine and martial arts, so that they are almost as well
versed in such affairs as samurai. If such an otokodate were retained
as a vassal by a daimyo, on account of his skill and courage, he would
become a samurai and his children would be samurai. (This can be
done by winning the attention of a daimyo and influencing him and
his councillors.) Otokodate may become ward guards (and eventually
ward heads) or wandering fighters.
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Fighting peasants serve as foot soldiers in the clan army during time of
war. They receive preferential tax treatment which boosts their average
daily income to higher than most other peasants.

Otokodate, gamblers, bandits, ninja, fighting peasants, etc. may carry a
katana and other weapons as wished, but never a katana and kodachi.

Fighting Clerics: see 5.06. Buddhist Fighting Clerics are usually wield-
ers of the jo, the bo, the kusarigama and/or the yari.

Fighting Mages: see 5.10.

Ninja: see 5.14. Ninja men carried the Ninjato, shuriken, nekode and
rope as well as other weapons. Ninja women carried daggers and packets
of poison.

5.04 FIGHTERS’' EXPERIENCE POINTS
BelngaPighter = . . .S vl e sy i 1 EP per LVL per day
BeingonanAdventure. . ... ..... ..... 2 EP per LVL per day

Being InvolvedinaWar . ... .......... 3 EP per LVL per day
Slaying Personal.Enemies . . ... ........0.0000u... 100% EP
Slaying Enemies of Lord, Master, Humanity, etc.. . . . ... . 200% EP
LoMngEnsmilles . T L s 1 EP per 20 Bu
L HoverPointleemtll) . s il s e s e 50 EP
LearningaMartial Art . . ... ........... 10 EP x DD per day
LeammingaBine Mrts vt s i s s 1 EP x DD per day

Masteringa Martial Art. . . ..... ........ 25 EP x DD per day
Mastrbg aFInE AR . ... o5 i e 2 EP x DD per day

5.05 THE CLERICS‘PROFESSION (See 24.01)

Clerics may opt to join an Order of a Shrine (Shinto) or Temple (Budd-
hist), in which case they will remain there unless sent out by their
Superior in the order--or unless they decide to become wandering cler-
ics instead.

There are both ascetic and fighting orders. The latter have definite pol-
itical ties. In times of war, burning a fighting order’s temple or shrine
was not unknown, though the opposing faction always condemned it
as religious persecution. Commanders of armies frequently sent huge
donations to shrines or temples to win the favor of the Kami or Buddha
(and also that of the head of the Order). Fighting orders might also
rebel on their own against a clan lord.

A Cleric may also opt to become a Wanderer. Wandering Buddhist exor-
cists or isha (doctors) and wandering Shinto diviners were relatively
common. Wandering clerics would beg for their bed and board. A cleric
who had gotten a letter of authorization from the head of a shrine or
temple would also beg for donations to that place and eventually return
at least 50% of the offerings. Getting such a letter of authorization is
done by influencing the cleric at twice normal Basic Influence, since the
Head of the Order would expect to profit eventually from the trans-
actions.

A Cleric may also opt to become a Hermit and go into the wilderness to
live alone and contemplate the Divine Ways. A hermit has a chance of
20-AL x 1% of becoming one point more good each year (with a maxi-
mum of AL 1). A Hermit acquires miracles twice as fast (i.e. at half the
EP) as standard clerics. A Hermit who spends less than 20 years in the
wilderness and sees other people more than five days a year reverts to
being a wandering cleric and loses all extra miracles.

Buddhist Clerics give up all weapons, armor and 90% of their cash in
hand to the Temple. Their other property is inherited as if they were
dead. In exchange they receive a bo, robes and other necessary items of
maintenance,

High Clerical Officials also get EP as bureaucrats; see 5.13.

For weapons of Fighting Clerics, see 5.03.

Clerical Mages: see 5.10.

Evil Clefics begin as normal Shinto or Buddhist Clerics but are success-

fully tempted/corrupted Demons. They give up normal clerical abilities
and are in turn taught the Evil Miracles by their Demon Master.



5.06 CLERICS’ EXPERIENCE POINTS

T N e A N e vt S e 2 EP per LVL per day
In addition

being an AsceticCleric. . . . ... ....... 2 EP per LVL per day
Buddhist Clericwith AL1-2. . ... ....... 2 EP per LVL per day
Shinto Cleri¢ with CHA20+. . . .. ....... 2 EP per LVL per day
Doing Good Works

DUt .= L s e half standard EP for Isha Treatments
50 Lo Pae o Sl double daily EP if no other activity done
L, Bk, SRRl SSRGS aeh SL oS 10xD10xLVL
Exorcism. . . . ... .10xLVL + 100xSpirit LVL of spirit exorcised
Banishing/Propitiating Spirits . . . ... .. . . . .twice Exorcism EP
Enlightening/Enshrining Spirits . . . . ... .. ten times Exorcism EP

Contact with Kami/Buddhist Spirit. . . . .
Performing Miracles. .

10xLVL + 10xSpirit LVL
. 10xD10 per miracle--provided miracle is done

for a clear purpose, not just for EP
L SOSIOCRRTe SRl e RS e e g R o 5 EP per FP expended
SN s s T e s 5 EP per hour
Writig¥ioly Seroll . > vy 8 T e additional 5xdaily EP
Sanctifying Objects 50xBMR levels sanctified per 1/2 |b or equivalent
Making Water of Purification . ... .... ... . 50 xdosemade
Detecting Transformed Beings. . . 1 EP x LVL if Hengeyokai or Mage
5 EP x Spirit LVL

Slaying Personal Enemies

SO CIREE s 5. ey 50% standard EP
Buddhist FightingCleric . .. ............ 25% standard EP
Buddhist RseeticBlerie . . .. . o= v s e s no EP

Slaying Enemies of Mankind or of Kami/Buddha .. 100% standard EP

THOMIEROIE o s e 5 EP for Fighting Cleric
Looting Enemies . . .1 EP per 100 Bu donated to Shrine or Temple
ContRing A MEEEE ATt . . . o T i 1 EP x DD per day

Coaringa e At ... = i e 5 EP x DD per day
Masteringa Martial Art. . . ... ........... 5 EP x DD per day
Mastering a FIMe ARt . o v i oo s 20 EP x DD per day
Evil Clerics

Being aGIone v e e e 2 EP per LVL per day

in addition

R e e e R e e e e 2 EP per LVL per day

GHRAEE. . . o s s s s 2 EP per LVL per day

Contact with Demon Master. . . 1 EP x Demon’s AL-15 x Spirit LVL
per day

Performing Evil Miracle . 10xD10 per miracle done for clear purpose—

and 10 EP per FP expended
Slaying Personal Enemies . ... ............. 100% standard
Slaying Enemies of DemonMaster . . . ... ...... 200% standard
Ehoting ERemile . . - . s T 1 EP per 100 Bu

5.07 THE MERCHANTS’ PROFESSION

A merchant’s business is a quasi-feudal institution. Employees are
loyal to the firm and regard their employer as a father or a master of
an art or a lord. Workers are never fired save for disloyalty; the
employer takes care to support them according to their needs and to
counsel them if they are having personal difficulties. Workers with a
talent for entrepreneurship may be set up as owners of allied busi-
nesses once they have mastered their craft.

5.08 THE MERCHANTS’ EXPERIENCE POINTS

Being a Merchant/Trader. . . ... ..... 1 EP per LVL per 10 days
Being aBusinessOwner . .. ........... 1 EP per LVL per day
Going on a Business I e S e 2 EP per LVL per day
Making i Yot - s e s s e 1 EP per 50 Bu
EmployingPeople. . . ... ... ... 1EP per year per employee LVL

Starting former employees off in
small business useful to merchant’s
own business. . .1 EP per 100 Bu lent for capital +30 status points
when dealing with former employee’s business
Slaying Personal Enemies 5% standard EP
LootingEnemioe . . .o s e 3 EP per 100 Bu

5.09 THE MAGES’' PROFESSION

A Mage must continue to grow in his knowledge of magic or he will
lose his abilities. A Mage who is not a Natural Mode Magician by
talent and who does not learn at least one spell or enchant one ob-
ject a year will lose his magic ability forever. (Magic ability is acquired
at the end of puberty, about 17-21 years old.)

Magicians usually rapidly leave the ranks of the pedsantry and mer-
chants, but may remain in the standard social order as artisans,
martial mages in a daimyo’s army or court mages. Some of the less
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scrupulous ones may become thieves or bandits. Some drift into the
ranks of wandering gamblers or become wandering mages. Only a
few set up shop specifically as mages: chiefly Artificers, Diviners
and Herbalists. Attempting to locate a mage of any other type on
the spur of the moment is not an easy task unless you have social or
political connections with one. (See encounter Tables, section
44.06).

5.10 MAGES’ EXPERIENCE POINTS
BEINERMEEE- =, s e s e s 1 EP per LVL per day
Learning a spell . . .5 EP per LVL per day for 10 days—plus 500 EP
x BMR (if BMR 4+, +100 EPxBMR; if BMR 6+, +150 EP
xBMR; if BMR 8+, +200 EP x BMR).
. . .2EP x LVL per day plus 50XBMR level
enchanted per half pound
. . .50 EP x spell level per dose
. . .5 EP x spell level per day
. . . .1 EP per FP expended

Enchanting Materials .

Enchanting Potions,etc.. . . . . .
Writing Scrolls, etc.. . .
Casting detection spells
Casting other spells:

SN, .. . e s 15 EP per FP expended

RN s Y s v s 10 EP per FP expended
Summoning Spirits . . . . . .5 EP per Spirit LVL per FP expended
Maditating ==, . s e 2 EP per MKL per day up to 20th
3 R R R R, e u s e 1 EP x LVL per day
Slaying Enemies--Samurai Mage

PYWNORRONE v L S e e v O 50% standard EP

B s S St T e 100% standard EP
Slaying Enemies--Other Mages

DY VREPORE: . - s s s s e 10% standard EP

by magic vs. non-magicusers. . . .. ... ... 50% standard EP

by magic vs. magicusers. . . . ... .. . . . .100% standard EP
fooringEoamies .= .. i e e 4 EP per 1000 Bu
LearningaMartial Art . . .. ...... ..... 1 EP x DD per day
et . . e e 2 EP x DD per day
Mastering a Martial Art. . . . . S e 2 EP x DD per day
Masteringa FineArt . . ... ........... 5 EP x DD per day

Note that no EP are gained for casting spells unless the spell serves
a truly needed purpose.

Clerical Mages gain Mage EP plus Clerical EP for good works, dona-
tions, detecting disguised beings and Honor Points if Fighting
Clerical Mages.

Fighting Mages gain Mage EP plus 5 EP per Honor Point EP for
learning/mastering Martial Arts as a Fighter.

Merchant Mages gain Mage EP plus 10% Profits EP.
Thief or Ninja Mages gain Mage EP plus 10% Dexterity EP.

5.11 CRAFTSMAN, GUILDSMAN AND PEASANT
EXPERIENCE POINTS
Beingoneof theabove. . . . ... ... .. 1 EP per LVL per month
Profit-making activities. . . ... ... ... 10% that of the merchant
Slaying Enemies. . . ... ... 10% standard EP if done in defense
of one’s life; otherwise nothing.
Lo ERIINES: 5 i s it e as merchant

5.12 GOVERNMENT BUREAUCRATS‘ PROFESSION

Most bureaucrats live settled, stable jobs. A few, however, are sent
forth in search of information or to assure that shipments sent to
important places actually arrive there. Chief among this latter group
are the tax collectors who go from place to place collecting the
taxes due to the daimyo from the village headman or town ward
heads and supervising the wagon trains that bring the rice or money
to the daimyo. Other bureaucrats may be sent on missions to ob-
tain items for the daimyo, such as bringing spring tea from a certain
farm to the Emperor or well water from a certain well to a clan
head.

5.13 GOVERNMENT BUREAUCRATS’ EXPERIENCE POINTS
Beingabureaucrat . ... ......... 1 EP per LVL per month
Whletravelig. = . . . s s 1 EP per LVL per day
While involved in a War. . .as Samurai including EP for Honor Points
Administering a Department. . .1 EP per LVL of junior bureaucrats

per year and 1 EP per 20,000 Bu (1000 Koku) managed per year

Slaying Enemies. . . . ... .. no EP except when involved in a war
LoD BRGNS . e e s 1 EP per 500 Bu
CearmD aEFIBeEAR, - o e s e 20 EP x DD per day
LearningaMartial Art . . ... ..... ..... 2 EP x DD per day
MaRteringaFiie Art . . .. s e e 30 EP x DD per day
Masteringa Martial Art. . . .. .... ..... 5 EP x DD per day



5.14 THIEF, BANDIT AND NINJA EXPERIENCE POINTS

BRSSP . . - v 1 EP per LVL per day
BOga B - s s e e 2 EP per LVL per day
Being el - e 1 EP per LVL per day plus
BEEIANEE. o o e e 1 EP per LVL per day
DR SEDBtEEETIEY . 7 o i 2 EP per LVL per day
OR-ASSBESITEMIBION. . v o vims s 3 EP per LVL per day
Dexterity Activities. . . . . ... ... depending on difficulty/danger
R e e e e 100-1000 EP
PICKIMEIREI S, . e st e e e 10-200 EP
B S i s e s e s e 10-20 EP
Tracking someone’spath. . . .. ............ Ninja, 10-200 EP
sneaking past guards . . ... .. 10 EP per combined LV Ls of guards
for Thieves, Ninja
S RN e S R EP as per value of information gained
Sabotage . . . .... 1 EP per 500 Bu wrecked; 1 EP per person with
morale lowered to point of fleeing

Attacks

open robberies and murders. . . . Thieves: 25% EP; Ninja: 50% EP:
Bandits: 100% EP

loot so obtained . . . . .. 1 EP for 20 Bu for Thieves and Bandits;
1 EP for 50 Bu for Ninja

. Thieves: 50% EP; Bandits: 100% EP;
Ninja: 200% EP

g RS N e R P S 1 EP per 10 Bu
Undetected burglaries . ... ... +25% EP for loot for Thief or Ninja
Slaying Mages . +500 EP per MKL; if MKL 11+, +1000 EP per MK L

sneak attacks and robberies . .

R Lt Ee e e e 0 EP

B s e s 1 EP x DD per day

M o s s e e s e 3 EP x DD per day
Learning a Martial Art

TR s S T s vt e hs 2 EP x DD per day

B o s s S S Y T e e T as fighter

L e R S S e e 5 EP x DD per day
Masteringa FineArt . . . ......... 5 x EP per day of learning it

Mastering a Martial Art. . . . ... . . . 5 x EP per day of learning it
Note that Japanese thieves and bandits are not organized into guilds
or anything similar. Many do however belong to gambler gangs which
organize their criminal activities.

5.15 OTHER PROFESSIONS

Gamblers may be recognized by the tattoo on their upper shoulders
and back, characteristically showing colorful bakemono. (The tattoo
cannot be seen when the gambler is fully clad in kimono, but in
response to another’s naive rudeness, a gambler will frequently bare
his shoulder and glare, expecting an instant apology.)

There is usually a small gambling community in any town (though
not in the country villages). The most usual game of chance is dicing,
with two or more dice, the highest thrower winning. A gambling
house had a number of strong guards, paid by the proprietor to keep
order. It was also customarily affiliated with a brothel of low class
courtesans and also possibly with a restaurant and a geisha house.

Gamblers are usually neither good nor evil in alignment. In the event
of a weak government, they will frequently assume the task of boss-
ing the criminal element and cutting down crime in return for payoffs
from the town’s merchants and artisans (which they like to think of
as the moral equivalent of taxes). The line of division between the
gambler and the otokodate or ward head is a blurry one; gamblers
of AL 1-7 may elect to give themselves EP as Otokodate. (See 5.03-
4).

Geisha and Courtesans
Geisha and high level Courtesans have the right to determine whether
to accept a suitor’s advances.

The Geisha’s fee is: (APP+BVC+DEX) x Bu
minus 3% per year of age over 16
plus 2% per LVL

The Courtesan’s fee is: (APP+BVC+DEX) x 15 Mon

; minus 5% per year of age over 16
plus 2% per LVL -

This money ,goes not to the geisha or courtesan but to the manager,
with whom the girl signed a contract or with whom a contract was
signed on her behalf by her parents, husband, or other male guardian.
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To become a Courtesan requires APP, BVC, and DEX of 8+ with an
average of 14, To become a Geisha requires APP, BVC and DEX of
11+ with average of 17.

The manager of a Geisha or Courtesan will pay 50 times the girl’s
nightly fee to her legal guardian (husband or parents).

There are wandering Geisha and Courtesans. Their fees are 50% of
standard, and they must pay for their clothes or wheedle them out
of men as presents.

Buying the contract of a Geisha or Courtesan requires 100 times her
nightly fee. Sometimes those who loved such girls but were unable
to afford purchasing them chose to enter a double suicide pact with
their beloved; see Killings, 6.12.

5.16 EXPERIENCE POINTS FOR OTHER PROFESSIONS

Gamblers’ Experience Points

BRI . o e e 2D20 EP per month

MORSEPOINL . s o s e e e SO D6 EP

Gambling Winnings . . . . check each month to see if gambler won
or lost; see 3.09. 8 EP per 100 Bu won

Running a GamblingHouse . . . .. ... ... .... EP as Merchant
Slaying Enemies
SEVIDERUNIN - - 5 e s s 5% EP; no EP for loot

Slaying other Samurai . . . 100% EP for bureaucrats; 100% EP plus
500 EP x LVL for fighter
SRR O o s s e e e 100% EP
. Looting Non-Ronin Enemies . . .. .......... 1 EP per 20 Bu
Learning/Mastering Martial Art . . . ... .... 5 EP x DD per day
Thief Gamblers get Thief Dexterity EP and Gambler EP.
Fighter Gamblers slay enemies of Boss for 150% EP.
Mage Gamblers get Mage EP and Gambler EP.

Geisha/Courtesan Experience Points
TV S B SR S s SN 1 EP per LVL per day

BeingaCourtesan. . . . . .. ... ..... 1 EP per LVL per 5 days
LearningaFineArt. . . ... ..... ..... 10 EP x DD per day
Masteringa FineArt . . ... ..... ..... 25 EP x DD per day
Slaying personalenemies. . . . . . . . .c . i i e 10% EP
Slaying enemiesofone’sloves. . . . .. ... ......... 50% EP
Slaying enemiesof one’sparents . . . .. ... ....... 100% EP
RS e N s s TR D et s A no EP

Other Entertainer Experience Points
Beinganentertainer . ... .......... 1 EP per LVL per day

i R S e R SRR R e S LT e S e as Merchant
Learning/Mastering Fine Art. . . . . .. ... ........ as Geisha
Learning/Mastering Martial Art . . . .. .......... as Merchant
SN EREmIRE . - S e e e e e 50% EP
RO o o S S S s S O N e e as Mage

5.17 AMASSING EXPERIENCE POINTS DURING NON-GAMED
PERIODS Check once per 10 days

1. Choose level of Recklessness

Level Danger Level Level Danger Level
Timid D6 Adventurous 3D6
Cautious D10 Daring 3D10
Normal 2D6 Rash 10+2D10

2. Choose level of Bravery: guidelines below
Coward 10% Brave 200%
Normal Non-fighter 50% Heroic 300%

Normal Fighter 100% Foolhardy 500%



3. Danger Level Loot% Slaying%
1-2 1% 1%
35 5% 5%
6-8 10% 10%
9-11 15% 15%
12-15 20% 20%
16-18 25% 25%
19-21 30% 30%
22-24 40% 35%
25-27 50% 40%
28-30 60% 50%

4. LOOT is determined as per 3.09 taking opponent’s LVL as (PC’s
LVL-3+D6). If loot is worth more than 1000 Bu, there isa 1%xLVL
chance that it is a magic item of equivalent worth. Negative loot indi-
cates PC robbed.

5. Trader’s Profit is increased by 5%xDanger Level over 8.

6. Slaying, Loot, and Injury percentages are multiplied by Level of
Bravery chosen to find true chance that character has slain, looted, or
become injured. If PC succeeds in slaying/looting, check again at
next lower level of danger. Continue checking until failure occurs or
after success at level 1-2.

7. EP for slaying: 50xLevel. Loot of Slain: see 3.29. (Not nearly as
much as standard, but then much less player brainwork was involved.)
Modify EP according to PC’s profession. Opponent’s LVL=PC’s LVL
-3+D6.

8. Type of Injury: 5D20+Danger Level -5% per order of enchantment
for magic armor, helmet or weapon carried. OR check with Game
Master.

20- : Badly Fatigued
21-70: Wounded . ...,.....
71-95: Badly Wounded. . . .
96-100: Captured. . . . . .

. .needs one day recuperation
needs 10 days recuperation; -10%BP
. needs 60 days recuperation; -50%BP
10%x Military Ability chance of escape in
D100 days; otherwise slain.

TOEF - DemE e ot T check After a Character Dies
EP SUPERHUMAN

LVL NEEDED BP FP PCF

1 none No. 2 No.

2 2500 +3 243 +1%

3 5000 +2 343 +1%

4 10K +3 4+3 +1%

5 25K +2 5 +1%

6 50K 43 543 +2

7 75K +2 6 t 42

8 100K +3 6+3 +2

9 150K +2 7 +2%

10 200K +3 743 +2%

1 300K +2 8 +2%

12 400K +3 8+3 +2%

13 500K +2 9 +2%

14 750K - 943 +2%

15 ™ - 10 +2%

16 1.25M - 10+3 +2%

17 1.50M - 11 +2%

18 1.75M - 1143 +2%

19 2M - 11+4 +2%
EP NONFIGHTER

LVL NEEDED BP FP PCF

1 none No. 1+1 No.

2 2500 +1 3 +1

3 5000 +1 2 +3

4 10K +1 2+1 +1

b 25K +2 3 +1

6 50K +4 3+1 +1

7 75K +2 3+3 : +1

8 100K +1 4 +1

9 150K +2 4+1 +1%

10 200K +1 4+3 +1%

11 300K +1 5 +1%

12 400K +1 5+1 +1%

13 500K - 543 +1%

14 750K - 6 +1%

15 ™ - 6+3 +1%

16 1.25M - 6+4 +1%

Injury% Mages’ Spell-casting FP Clerics’ Miracles
1% 10% -10%FP 5% 1
5% 20% -15%FP 10% 1
8% 30% -20%FP 20% :
10% 40% -25%FP 30% D3
12% 50% -30%FP 40% D3
15% 60% -35%FP 50% D3
18% 70% -40%FP 60% D6
20% 80% -45%FP 70% D6
25% 90% -50%FP 80% D6
30% 99% -70%FP 90% D10

9. Mages and Clerics use the last two columns to determine EP for
spellcasting and miracles.

5.18 EXPERIENCE LEVEL DETERMINATION AND EFFECTS
STR 20 Fighters use the Superhuman table below; Samurai or Noble
Fighters the Samurai table; other Trained Fighters use the Fighter
table; other humans use the Non-Fighter table; Hengeyokai and
Bakemono use their respective tables.

EP Needed: K =thousand; M = million. :

FP: the first number indicates the number of D6 rolled; the second
added points. Thus 5+2 = 5D6+2. Each time the character rises to a
higher level, new FP dice are rolled. The new total is used if higher
than the old one; otherwise the old FP are retained.

No.: a number varying according to characteristics.

PCF: indicates number added to character’s PCF.
SAMURAI FIGHTERS
BP FP PCF BP FP PCF
No. 72 No. No. 1+1 No.
+1 2+2 +1% +1 2 +1
+1 3 +1% +1 2+1 +1
+1 3+2 +1% +1 3 +1
+2 4 +1% +2 3+1 +1
+2 4+2 +2 +2 4 +1%
2 9 +2 +2 441 +1%
+2 5+2 +2 +2 8 +2
2 6 +2 +2 5+1 +2
+2 6+2 +2 +2 6 +2
+2 7 +2 +2 6+1 +2
+2 742 +2 +2 6+3 +2
+1 8 +2 - 7 +2
#3 8+2 +2 - 71 +2
- 9 +2% - 743 +2
- 9+2 +2% - 8 +2
- 9+3 +2% - 8+1 +2%
- 9+4 +2% - 8+2 +2%
- 9+5 +2% - 8+3 +2%
HENGEYOKAI BAKEMONO
BP FP PCF BP FP PCF
No. 1+3 No. No. 1+4 No.
+1 2+1 +1% +1 2+3 +1%
+1 243 +1% +2 3 +1%
+1 3 +1% +2 3+2 +1%
+2 3+3 +1% 2 4 +1%
2 4 +1% +2 4+1 +1%
+2 4+3 +1% +2 4+3 +1%
+2 5 +1% +2 5 +1%
+2 5+3 +1% +1 543 +1%
+2 6 +2 +1 6 +2
+1 6+3 +2 +1 6+3 +2
+1 7 +2 +1 7 +2
+1 743 +2 +1 743 +2
+1 8 +2 +1 8 +2
- 8+1 +2 - 8+1 +2
- 8+2 ki - 8+2 +2%



Superhuman, Samurai and Fighters gain FP and PCF as per the pat-
tern established from level 18 to 19. Non-fighters, Hengeyokai and
Bakemono gain FP and PCF as per the increase from level 15 to 16.
EP are 250K extra per level above level 20.

© INCLIIENCE &
RELATIONSHES

A character’s place in Japan’s tightly knit culture determines his influ-
ence. Influence is the measure of a person’s ability to get someone to
go out of his way to aid him or to refrain from hurting him.

Influence is different from the effects of Charisma. People are apt to
instinctively obey the suggestions of a charismatic person during a
time of crisis. This did not mean that they are apt to accept a charis-
matic person as a student or employee, that they will entrust him
with the safety of an heir or heirloom, or that they will enter into
ongoing financial or matrimonial relationships with him . . . simply
on the basis of his high charisma.

Nor should influence be confused with the effect of such an overrid-
ing obligation as one’s duty to one’s parents, one’s lord or one's
teacher. Such obligations are incapable of being fully repaid. It should
not be necessary for the parents, lord or teacher to appeal to a char-
acter for help; he will automatically give it when he perceives the
need: it is his duty. It is not necessary for them to repay his help;
whatever he has done cannot cancel his debt to them,

Use of influence, on the other hand, results in an obligation which
should be repaid appropriately. A person who has been influenced
has been explicitly asked for a favor. He has either already been com-
pensated for his trouble or does the favor under the belief that it
will be eventually repaid in kind. The result is usually an ongoing
reciprocal relationship of favors; the Japanese conceive of this as a
web of obligation.

Sometimes favors are manifested in a symbolic act. A winning general
may give a soldier he has noticed on the battlefield his fan or dagger
to be returned later as a reminder for an increase in koku income or a
grant of an honorary position. A cleric may give a disciple his theolog-
ical notes as a sign that the student is to be his successor after his
death. More often favors are merely remembered by all parties con-
cerned, and a failure to repay a favor will result in loss of face--and
loss of all further influence on the person concerned and his friends
and relatives.

Influence may be exerted on behalf of a third party: a close friend or
relative, an employee or student or vassal. After one’s death one’s
influence ceases. Influence may only be used to obtain favors which
are reasonably appropriate to both the influential person and the
influenced person.

6.01 BASIC INFLUENCE
CHA + SOCIAL + LVL + HONOR POINTS
2 STATUS 100

6.02 SOCIAL STATUS
INHERITED STATUS + PERSONAL STATUS

Inherited Status: derived from father/adoptive father

Outcast 5 Shinto Cleric +4 Noble +10
Merchant +1 Buddhist Cleric +3 Daimyo +15
Artisan +2 Entertainer +4 Non-Japanese -10
Peasant +3 Samurai 35 Non-Human -10

Personal Status: choose only one of the following factors
Gambling gang member/Ninja. . . .. .. .. 1 + % per level over 5th

Thist/Bandit/iOtherGambler . . . ... . .. .o oo v v ivan 5
Merchant/Artisan . . . . .. ... ... 1 + (1 per 100 Bu daily income)
PR . e o as 1 + (1 per 100 Bu daily income)
SEEIE . i i s s e e e 2 per MKL over 1st

Other Natural Mode Mage . . . . ..... . ... 1per MKL over 1st
VIR = s v e s e b 3 per MKL over 2nd
Other Minor ModeMage . . . . . .......... 1 per MKL over 5th
MalgiModaeMage . . - . v c ol i e e 2 per MKL over 5th
Mystic Mode Mage

PRONBRBIEEN . . . v s v aa s e e R 1
NOTE SIS, o5 S P S TS e e s e e 2
T T S e S TR, SR P S o g o e e 5
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Branch Temple/Shrine Official . . . ... ...... ........ 6
Head Temple/ShrineOfficial . . . . ... ... «+v.c.vive. 15
Branch-Temple/Shrine Meal. .. . . =0 s v v vk cera e 10
Head Temple/ShrineHead . . . . . ... ... ... oo 40
FightingPeagant. . . - . iu o oo 1 + % per level over 10th
Otokodate (Other Fighter). . . .. ... ... 2 + % per level over 7th
SN o s S e et 5 + % per level over 5th
A SR e S e S e 15 + 1 per level
DURD...o ot b i e s e e el 30 + 1 per level
ShoganReIative . . .. ..« oo el 45 + 1 per level
tmpEri RlthE-. . - .. . . s v 60 + 1 per level

Cultural Adjustments
Eta/Hengeyokai/Bakemono/Ninja in disguise . . .Treat as Inherited/
Personal Status of disguise role

Female Non-Fighter . . ... ...... -5 if unmarried; otherwise -3

FOMERGIANIC o, . . < iih s v e e v ney o e A -1
Onnadate (Female Fighter) , . ... ....... ... .. ... 2
ROBM BN . v s s e e e e -10%
mbiggaee. i v -95%; see Committing Seppuku {6.12)
Under Daimyo-Displeastire. . .u . i vv cvv s o o Soma s e -80%
T e SO NN RS S A R e e e e S e e T +1
Vot . ... 5 v D i e seir i e vea +1
R SRS Bag e e e as under Daimyo Displeasure
Vi hotlmBn. . (5 . v . v s v ek #2
o g g ke SOENC S e SR e BR sl +6
NSIOEERIRREING . . 5 e s s st s e S AT +4
Adopted Child. . ... ... As birth father’s status -10% or adoptive

father’s, whichever is higher

Masklrof ARt . . O ey +3 per level and +3 per DD

BaRENtel . . . . o oa e s R e e N e -75%
6.03 HONOR POINTS

Winning love of geisha/courtesan . . . .. ... .. 1 per 10 Bu of fee
Entrusted with heirloom. . . . ... ... .. 1 per 1000 Bu of value
LoserotRelionn:. .o v - .. S e -1 per 500 Bu of value

Leader of Troops . . . ... 1per 100 Type X/C; 1 per 50 Type B;
1 per 25 Type A
Taking head of enemy inwar . . .. ... .. 1 per 10,000 EP Worth
Leading successful attack on castle . . . . . . .5 x Castle Type No.
Unmasker of Hengeyokai . .. ... . 1 x Hengeyokai‘s LVL
First to dare a great danger (fire, raging river, enemy) . .20 + 1 per 5
followers (30 if dared alone)
Killing someone at one blow (including a large animal) . .1 per LVL
(5 per Spirit LVL if higher)

Inflicting a Critical Hit which is not a glancing

blow on a human, spiritorlargeanimal . . ... .......... 1
While on a mission

IOEEDROr = vy S e s s e e e e 40

IOrSORD SNONUNL . . . 5 ciii O e RS e e e e 40

forclandaimy0 .« -« i s s s st E e s e ar e ey 20

for Head of Shrine/Temple, father, employer

orteather-J.... i v o sons s half person’s Honor Points up to 15

Estimating NPC Honor Points: first determine person’s EP
WA o e e e e et D6 x EP/10,000
SRS s i s e e e 3D6 x EP/10,000
BT T e SO SRR S R S R 2D6 x EP/10,000
Mage/FightingCleric .5 . .« .. .« cev s vivos D3 x EP/10,000
o R S ST e e 1 x EP/10,000

6.04 TEMPORARILY INCREASING INFLUENCE

Gifts: Basic Influence is +1 per 250 Bu of value.

Mutual Advantage: Basic Influence is doubled if person being
influenced will profit equally from desired action.

Mutual Fine Art: see 15.10, 15.14.

Secondary Influence: a friend may, if asked, confer up to half his
Basic Influence temporarily. Family members and one’s master,
teacher, and employer count as friends—-unless one has forfeited
their respect. The chance a friend will help may be roleplayed or
set at 90% - 5% per Favor previously done but not repaid. If prob-
ability is 60% or less, a refusal means the character should not call
on that friend again for help for D6 months, since doing so and
failing to obtain it will mean he has forfeited the friend’s respect.

6.05 EXERTING INFLUENCE

Compare the petitioner’s influence to that of the person being in-
fluenced.

a. Petitioner has higher influence (over 10% higher than that of
person influenced: 90% chance success.

b. Petitioner has equal influence (within 10% of person influenced):
60% chance success.

c. Petitioner has lower influence (over 10% below other person
influenced): 50% chance success -5% per additional 10% lower
in influence (so minimum of 5% chance).



Most Japanese bureaucratic positions are inherited. The Shogunate
and Imperial Court Bureaucracy are run by the sons of the men who
ran them in the last generation. The headman of the village is the son
of the former headman, who has either died or retired. The Chief
Adviser to the Clan Lord is the son of the former Chief Adviser.

Only a few positions are filled according to the merit or at the request
of the applicant. Some of these are, in effect, self-appointed, such as
that of the city ward head, usually an otokodate (chivalrous common-
er) who has enough spare time and money to devote himself to run-
ning things and serving as an interface between the lord of the prov-
ince and the townsmen. Similarly the boss of a gambler gang may find
himself not only running the local gambling operation but also serving
to keep order in the area and prevent ruffians from unduly molesting
the nearby inhabitants who pay him unofficially for protection.

Influence is thus chiefly used for the following achievements:

a. to be accepted as a student by a Master of a fine art, martial art
or magic art.

b. to be acceptable as a son-in-law or daughter-in-law. (This is always
applied indirectly through a suitable go between.)

c. to get a commission to undertake an important piece of work.

d. to be accepted into a household as a servant.

e. to be accepted by a clan lord as a martial retainer-and thus to be-
come one of the lord’s samurai.

f. to be given a mission to do for the Shogun, Daimyo, or clan lord.
g. 0 cause another lord to enter into an alliance with one’s clan
against others.

isfavor: 256% chance petitioner and friends are out of favor with
n to be influenced. No influence is possible until person’s feel-
ings change: usually lasts D6 months.
. Different alignment: -10%.
. Different political faction: -20%.
Same political faction: +20%.
. Different social class: -10%.
. Different nationality: -50%.
. Previous favor done by petitioner for influenced person: +50%.
. Personal Enmity: -50%.
. Dealing with Imperial or Shogunate Bureaucracy: -25% (unless
with a friend or relative).
9. Dealing with an enemy of a friend or relative: -25%.
10. Petitioner is known to be in disfavor with
a. Emperor/Shogun: -50%.
b. Clan Lord (mutual): -30%.
c. Clan Lord: -10%.

6‘0(:% OTHER FACTORS AFFECTING INFLUENCE
¥
per

WN

N Oo S

6.07 ALLIANCES BETWEEN CLAN LORDS

Alliances are the keystone to feudal power. However, they place a
great obligation on allies to behave in such a way that they seem to be
keeping faith with one another. An alliance is always concluded bet-
ween a stronger and a weaker party with a clear understanding bet-
ween them as to which is which. Allies typically bind themselves to-
gether by:

a. Marriage ties: a lord may present his niece, daughter, aunt or sister
to another lord as a wife. If his female relative is not free but married
to a vassal of less importance, he is at liberty to order him to divorce
her so he may present her to a new husband.

b. Taking of hostages, typically the chief wife and children (espec-
ially the heir) of the lesser ally. Taking the ally‘s mother as a hostage
was also common.,

c. Transferring his ally to a more important fief in which the new
lord and his men would not be at home, so that they were forced to
rely more on their ally’s protection and advice.

Lesser allies were expected to support stronger allies in time of war
with both troops and advice and in time of political infighting with
advice. They might also be called upon to donate help in building a
castle or be asked to waste their resources building a temple or shrine
to a helpful Buddha or Kami.

The stronger ally was expected to support his allies against other fac-
tions, to favor them politically and militarily, with appointments and
honors and assignment of revenues, and to put their interests below
only those of his own clan.

6.08 FORMING AND DISSOLVING ALLIANCE

If seeking to undermine an enemy alliance by wooing a member to
one’s own side, there is a 75% chance of failure which will alert all
one’s enemies to the plot.

If seeking to woo a previously unaligned clan to one’s side, there is a

17

50% chance of failure if one is in Disfavor with the Shogun or
Emperor; otherwise there is a 25% chance of failure.

In the advent of a Civil War, alliances are kept only so long as they
are useful. Otherwise most alliances are relatively stable, but the
accession to the lordship of a clan of a powerfully charismatic lead-
er or a brilliant diplomat or a brilliant military strategist may
change matters drastically.

6.09 OVERRIDING OBLIGATIONS

Certain obligations were regarded as more important to a man than
his life or the life of his wife or children; more important to a wo-
man than her life or her children’s lives; more important to a person
than his money or home or possessions or even than his honor in
the eyes of the world. In a situation in which several of these duties
conflicted, the usual solution was to commit suicide or to place one-
self in a position in which one would necessarily be killed.

Filial Duty: duty to one’s parents and ancestors. This has nothing
to do with affection or love; it is the repaying of the yoke of obli-
gation put upon one by one’s parents for one’s birth and nurture as
a child. One can never fully repay one’s parents’ kindness; one’s
filial duty binds one throughout one’s entire life. (A character
bound by both filial duty and duty to a lord will generally further
the former--and arrange to somehow die. An adopted child is bound
by filial duty to both natural and adoptive parents.)

Wifely Duty and Motherly Duty: a woman was expected to be
obedient to her father when unmarried, to her husband when mar-
ried, to her sons when widowed. She put off these yokes only on
becoming a Buddhist nun--and then one of her prayers to the Bud-
dha was to be reborn next life as a man, since a woman could not
directly achieve enlightenment. Note that the Japanese regarded
love as inappropriate between husband and wife; physical passion
was suitable for a courtesan or geisha, but dishonorable to hold
toward one’s wife. A man who loved his wife was said to be spoiling
his mother’s servant. A wife was expected to behave filially to her
parents-in-law, to be chaste, to manage the household (including
finding money to pay her husband’s liquor and brothel bills), to
bring up her children properly and to be willing to sacrifice every-
thing to her husband and his honor, including selling herself as a
courtesan or geisha to bring him the money he needed.

Duty to One’s Lord: The Samurai‘s duty was to carry out any and
all of the orders of his lord to whom he had pledged his loyalty and
that of his family. This pledge was written in the samurai‘s own
blood on a scroll which was then burned before the clan’s patron
Kami in a Shrine, the ashes dissolved in sake and drunk by the
samurai at the ceremony of his coming of age. Many a samurai felt
he should commit seppuku on the death of his lord, to follow him
in death as he had in life. This relationship became the model of
that between pupil and teacher, employee and employer.

Duty to the Emperor: This was binding on all Japanese, but actions
were easily rationalized. A man aspiring to the Shogunate would
reason that he attacked the Imperial Capital and drove off the arm-
ies of the then Shogun, putting military pressure on the Emperor
to appoint him Shogun instead--in order to better serve the Emper-
or. An army/fleet the Emperor personally led or was present in
might be attacked; after all, if the Emperor died, his heir would
become Emperor.

Duty to Repay Favors: anyone who had been done a favor out of
the ordinary (like having his life saved or being rescued from finan-
cial ruin) is under an obligation to repay the favor. Again this has
nothing to do with friendship or affection. There is a kabuki play
about a man who in order to repay a favor deliberately allowed the
man who had helped him to beat him in a race across a raging river
to the enemy, losing such honor by doing so that his parents deci-
ded to disinherit him. Again there is a story about a Hengeyokai
fox who, to repay a kindly man for freeing him from a hunter,
brought the fellow a fox liver—that of his own child--when the fel-
low’s son fell ill and the herbalist said only a remedy compounded
with fox liver could save him. It is not surprising that Japanese
view receiving a favor as being entangled in a net of obligation.

6.10 KARMA

In Buddhist theory, Karma is the result of a person’s former lives.
It may manifest itself in luck or ill fortune, in spontaneous friend-
ships and enmities, in all the unpredictable and illogical events of



life. It has been said that the relationship of a parent a child en-
dures for only one life, that of husband and wife for two lives, that of
master and servant (or lord and vassal) for three lives. Lovers may,
however, vow themselves to each other for not two but seven lives,
and samurai may swear to die for their lord for not just three but sev-
en deaths.

Karmic relationships of love and duty may make themselves known
by overriding CHA, BVC, APP or social status. The GM may wish to
check occasionally for the possibility of such relationships between
people encountering one another for the first time.

A person betrayed to death by someone he trusted and was bound
to--a parent, child, master, servant, spouse or lover, teacher or pu-
pil--may utter a curse on that person. |f he does not become a Goryo
but instead reincarnates, such karmic relationships will make for in-
stant enmity between him and that person’s reincarnation or descend-
ants, again overriding CHA, BVC, APP and relative social status.
Again the GM may wish to check occasionally for the possibility of
such a relationship.

6.11 CODES OF JUSTICE

Petty disputes between commoners were handled by the local head-
man of a village or ward head of a town. Important disputes were
referred to the cla. lord’s local magistrate who imposed his decision
of arbitration between the parties.

Wanted notices were posted describing people suspected of crimes.
Criminals, when caught, were briefly imprisoned until the magistrate
ruled on their case. Then they were tried. No trial could impose a
verdict of guilty unless the criminal had confessed, but torture was
acceptable to get a confession. Witnesses were summoned but little
weight was put on the favorable testimony of a spouse, child, parent,
employer or employee.

The usual verdict on lesser criminals was one of the following:

a. confinement to the criminal’s house for a period of up to a
month--with the consequent public disgrace.

b. cutting off a woman’s hair-with the consequent public disgrace.
c. exile from the district in which the crime had occurred.

Criminals guilty of murder, robbery, or sacrilege were crucified.
Criminals guilty of arson were burned to death.

In the case of a clan rebellion, the defeated leaders were executed
by the sword, new leaders appointed and their hostages taken. No
one else was persecuted.

In the case of a peasant rebellion, the lord felt humiliated and obliged
to amend the conduct that had caused the revolt (usually over-taxa-
tion). The leaders of the rebellion and their families were crucified.
(No peasant rebellion ever succeeded, but they were not infrequent,
peasant leaders volunteering to go to their deaths in the knowledge
that they would be helping to better the lot of their people.)

In the case of conspiracy against a clan lord: the samurai who took
part in the conspiracy were executed; commoners were crucified.

6.12 TYPICAL REASONS FOR KILLING SOMEONE OR
COMMITTING SUICIDE

Seppuku (vulgarly called hara kiri (belly cutting)): a Samurai who has
disgraced himself by having a wrongful action (theft, lying, murder)
found out by his lord will commit Seppuku. A Samurai who finds he
is distrusted by his lord will commit Seppuku. A Samurai who has
been incapacitated by illness or wounds and misses an important
fight--or learns that his lord has died for lack of his defense in a fight--
will commit Seppuku. A Samurai who is trapped and cannot escape
nor conquer the enemy will commit Seppuku. A Samurai who has an
important secret and has been captured and fears it will be gotten out
of him by torture or interrogation will commit seppuku. A Samurai
who cannot convince his lord not to do a dishonorable action will
commit Seppuku to protest the deed. A Samurai whose lord has died
may commit Seppuku to follow him.

Note that Seppuku victims NEVER become Goryo (see 25.03).

A Samurai who is going to commit Seppuku will often kill his wife
and young children first. A Samurai who is going forth to a fight
which he cannot win or even survive will kill his wife and children. A
Samurai who thinks enemies might assume his reason for choosing a
particular course of action is the influence of his wife will kill her.
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Anyone bound by conflicting obligations will commit suicide,
samurai by seppuku.

Commoners tend to commit suicide by hanging themselves with
their obi (sashes) or by jumping into a river or by taking poison or
by stabbing themselves with a dagger. Samurai commit seppuku by
slashing themselves—the male samurai in the guts with a kodachi, the
female in the throat with a dagger.

A commoner will commit suicide if found to have committed a
wrongful action by a parent or master or husband. Lovers who are
forbidden to marry and who cannot run away may commit double
suicide so their souls will be together. Lovers of geisha/courtesans
who cannot buy their contracts may commit double suicide with
them. It is regarded as a great disgrace for a man to kill his beloved
and botch up his own death in such an undertaking.

Duels & Feuds: Samurai who wished to kill other samurai were ob-
ligated to obtain permission of the clan lord in whose area the kill-
ing was to take place. Failure to obtain such permission rendered
the killing illegal and subjected the offender to such loss of face that
he would choose to commit seppuku afterwards.

1 PRESS, ARMS &

7.01 EVERYDAY WEAR

Typical male dress was a kimono (padded in winter) with a sash
around the waist. Underneath was a cotton shirt and a loincloth
wound around the thighs and stomach. Laborers in the summer heat
usually only wore a loincloth. Sumo wrestlers wore in the ring an
elaborate silk loincloth worth 5-50 Bu.

On formal occasions, men who could afford it added hakama. The
hakama is a divided skirt laced up about the legs on top of the kimo-
no, making for a trousers-like appearance. Formal kimono bear the
wearer’s clan mon (a stylized pattern of flowers, leaves, etc.) on
the back of the neck, on each sleeve and on each breast. (Formal
battle armor bears this symbol on the chest and helm.) Unlike the
European coat of arms, the mon was the same for each member of
a clan, with no way for the watcher to tell the wearer’s place in the
clan hierarchy from it.

COURT NOBLEMAN
WITH EBOSHI HAT Anp COURT FAN
© COPYRIGHT 1950 XP

COURT LADY

Typical female dress is a more elaborately dyed or embroidered
kimono with a far more elaborate sash. Young girls wear brilliant
colors, and geisha go in for gaudy mixtures of red and gold, but
respectable women of over 25 (presumably already married by then)
restrict themselves to pastel shades, usually blue or grey. Court
ladies used a large variety of colors, keyed to the season. Formal
kimono were black. (Men usually wore blue, grey or black for every-
day dress; black for formal occasions.)

Women did not wear hakama. On formal occasions a court lady or
geisha might wear several kimono, each slightly longer than the next
outer one in contrasting but compatible shades of color.

Both men and women carried fans. Both carried umbrellas or para-
sols when out of doors. Fans and other small items were thrust



inside the sash, stowed in the kimono sleeves or tucked into the loin-
cloth within the kimono.

Buddhist priests and pilgrims wore white robes (see 8.04). Shinto
priests wore samurai court dress when performing rites; otherwise typ-
ical male dress for their stations. Shinto priestesses wore kimono of
red and white.

SHINTO PRIEST
g CEREMONIAL +
3 =— e SHINTO PRIESTESS

DANCING WITH CEREMONIAL SWORD

© COPYRIGHT 1980 K
© CoPYRIGHT 1980 AP

Hair arrangement was an important part of one’s appearance. A wo-
man wore jewelry in her hair on formal occasions. Lower class women
had short hair; upper class had hair of medium length carefully set in-
to various standard hairdos by shampooers. Court ladies allowed their
hair to grow down to below their waist and combed it straight down.
Ghosts were thought to have long, tangled hair some of which hung
over their faces--and people who intended to commit suicide combed
out their hair like this. Male commoners kept their hair short or med-
ium. Male samurai and nobles shaved the front half of the head at
puberty and braided the back hair forward in a queue, cutting off the
braid at the forehead. Buddhist clerics of both sexes shaved their
heads once a month.

Cotton clothing becomes ragged after 3 years; silk may remain in
good shape for generations. Kimono and hakama are made of flat
pieces of cloth firmly basted together. They are cleaned by unbasting
the cloth, cleaning and drying each piece separately, and resewing
them. All women know how to make and resew clothing. 10’ of cloth
make a kimono.

Typical footwear was tabi (socks) for walking on tatami mats. Zori
(sandals) or geta (clogs) were worn for wooden floors or dirt. High
geta with a platform 3-5* high were used for walking through mud.

7.02 TRAVELLING

Armor was only worn at a formal battle. Wearing armor in town, on
the road, or in the countryside when not on military duty was a sign
one was a rebel or bandit. Only ninja used concealed armor (see
17.04).

BUDDHIST NUN & MONK
IN PILGRIM/ TRAVELLING CLOTHES
© COPYRIGHT 980 XkF
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Traveller’s dress included geta, a straw hat with a broad brim to
keep off sun and rain, a medicine kit, and a cloak or overcoat in
winter. Older travellers might carry a cane. The standard kimono
was worn, but a tasuki cord was kept handy. (This cord was used to
bind up one’s kimono sleeves for easier use of the arms--especially
when about to fight. It takes one segment to bind up one’s arms
with tasuki.)

SAMURA|
WEARING HAKAMA
& SWoRrDS

© COPYRIGHT 1780 KP

Most travellers walked. Samurai on clan or government business
went by kago (a basket suspended from a pole with a strong run-
ner at each end of the pole). Nobles went by horse or by norimono
(a palanquin mounted on two poles, with four strong runners carry-
ing it). Kago and norimono carriers were available for hire in most
towns, in all towns on the major roads. Travelling by kago or nori-
mono is a jolting and exhausting experience. A carrier could go a
maximum of four hours running or ten hours walking. (See 18.07
for Cross Country Movement on land.)

Travelling in the mountains was usually done by foot, kago or nori-
mono. Goods were usually transported in the plains by pack horses
or oxcart. In the mountains, employees carried the goods in boxes
strapped to their backs. Guards usually accompanied the more val-
uable shipments.

Japanese did not camp out with tents and bedrolls. They either
sought shelter at night in the nearest town or village or slept by the
roadside under their cloaks.

In addition to surviving bandits, bakemono and bad weather, trav-
ellers might also have to pass official checkpoints at river bridges or
fords and at mountain passes. Such officials were kept constantly
alert to detect escaping criminals or rebels.

Japanese Inns consisted of four basic types:

1. Pilgrims Inn: charged 1 Mon per guest plus an extra mon if fire-
wood was used for heating food/drink or warming the room. Open
only to pilgrims. Rooms held up to 10 people. No stables.

2. Commoners Inn: charged 5 Mon per guest plus D3 Mon tip
expected. Rooms held up to 10 people. Common bath and food
provided. No stables.

3. Upper Class Inn: charged D10 Bu per room plus D3 Bu per
horse for stabling, depending on wealth and social status of guests;
tip of 10% of room price expected. Rooms held up to 10 people.
Meals and common bath.

4. Temple/Shrine: rooms free to pilgrims of the sect. Nobles/samu-
rai on official business stayed here; stables available for their horses.
The religious order was later reimbursed by the government. (Also
see 23.10.)

Noted artists, poets and calligraphers might be asked for a sample of
their art rather than for payment by the innkeeper. Clerics could
stay for free at any branch of their sect or in the home of a pious
worshipper.

7.03 OTHER ITEMS OF DAILY EXPENDITURE

BEbhouiefee-. .- e e D3 Mon
Theatre Tickets . . . ....... 5 Mon x Artist’s Prestige (see 3.05)
Eoods - s A Japanese needs 4 Ibs of grains and vegetables a day
or 3 Ibs of grains, vegetables and fish a day

AsceticCleric/Peasant . . . ... ............ 5 Mon a day
AverageCommoner. . . ... . ... ... 12 Mon a day
Samurai/Rich Commoner . . ... ...... ..... 1 Bu a day
TR s S e S e R e 6 Bu a day
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7.04 ARMOR

Japanese armor is modular. It consists of pieces of leather, reinforced
leather or steel fastened with lacing to the body or laced to one
another.

L = Light Weapon

LH = Light Heavy Weapon
HI = Heavy Impact Weapon
HS = Heavy Slashing Weapon
DMG = Damage

D = Dodge

M = Missile

H = Heavy Weapon

S = Slashing

S
SAMURA| INFANTRY
AC 5)

@ COPYRIGHT 1950 Xr

SAMURA| INFANTRY OFFICER

FULL ARMOR (AC8)
© COPYRIGHT 1980 XP

Type Description Effects -
ACO Unarmored +10% D; L +D6 DMG;
H/LH +2D6 DMG
AC 1 3+ miscellaneous small pieces +10% D; LH/H
(no chest protector) +D6 DMG
AC 2 lacquered leather breastplate +10% D; HM +D6 DMG
and padding LH/HI +D6 DMG
AC 3 lacquered leather full armor +5% D; HM +D6 DMG;
and padding LH/HI +D6 DMG;
S -D6 DMG
AC4 reinforced lacquered leather S -D6 DMG; HM +D6 DMG
full armor and padding
AC5  small steel plates laced HM +D6 DMG
together, for chest protector
AC6 large steel plates laced L -20% DMG;
together for chest protector LH/HI -D6 DMG
AC7 Like AC 6 but with armored L -25% DMG;
feet and legs, including LH -10% DMG
loin apron HI -D6 DMG
AC8 Like AC 7 but with armored L -30% DMG
armpits, shoulders, arms, and LH -20% DMG
handguards H -10% DMG or
D6, whichever is greater
7.05 HELMET

A head hit occurs as a critical hit, location No. 1, 3, 5 (Head, Face,
and Neck). If no head protection is worn, there is an automatic 10%
chance that any critical hit landed on the head, before hit location is
routinely checked, by rolling a D20. A head hit against minimal

FULL
HELMET

WITH MEMPO MASK
AND NODOWA COLLAR

© COPYRIGHT 1980 XP

Type Description Effects
0 no head covering 50% ID
LH/H/M 75% 1D
1 hat or other standard headgear L 25% ID; M 75% ID
2 conical or flat broad-brimmed LH/H 10% ID
helmet
S Folding helmet of laced rings-- H 10% ID
or reinforced light domed helmet
with padding--and hinged earpiece
to allow drawing a longbow
4 Reinforced light domed helmet L as non-critical
with padding, hinged earpiece hit. No. 5 no beheading
and neck protector possible
5 No. 4 with face mask (often in L as non-critical hit.
the form of a demon or a fierce LH/H/M critical DMG
animal but no chance of being

blinded, beheaded

Magic Helmets: folding ring or reinforced dome are the only magic-
al helmets made.

Order Effects

-1 L/LH -1 point damage; H 5% instant death

-2 L/LH -2 points damage; H 0% instant death

-3 L/LH non-critical damage; -3 points damage; H -1 point
damage

-4 L/LH non-critical damage; 4 points damage; H -2 points
damage

-5 No critical damage; L/LH -5 points damage; H -3 points
damage.

7.06 SHIELDS

Japanese fighters did not customarily carry shields. They were only
used when besieging castles for keeping off the missiles shot and
hurled from the castle’s walls and towers. No magic shields would
be made.



7.07 MAGIC ARMOR

Magic Armor subtracts -5% from the attacker’s hit probability for
each order of enchantment placed in it. It also reduces damage from
non-critical hits by -1 point per order of enchantment.

7.08 DESCRIPTION OF WEAPONS

Melee Weapons

BO: six foot long staff made of hard oak. The Bogusari is hollow
with a weighted chain concealed inside, which could be used to flail
or ensnare an opponent.

JITTE: a long-hilted dagger with a square hook jutting out from the
hilt; a relative of the Okinawan Sai.

JO: three foot long stick of hard oak. The Jogusari is made and used
like the Bogusari.

KAMA: the sickle; a peasant’s weapon.

KATANA: thesword; 24-30" long.

KODACHI

TANTO

NODACHI

@ COPYRIGHT 1980 KP
KODACHI: the short sword; 16-20" long.
KUSARI: weighted chain; 3-10* long.
KUSARIGAMA: sickle & weighted chain; may be used to strike with
the sickle or to flail/ensnare with the chain.
MANRIKIGUSARI: two foot-long sticks with a length of chain 2*
long connecting them. May be used to flail/ensnare. A relative of the
Okinawan nunchaku.
MASAKARI: broad axe, a woodcutter’s weapon.

NAGINATA: the naginata is frequently mistermed a halberd. It is a

KUSARIGAMA
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pole-sword, 6-10° long. The shaft’s butt is tipped for jabbing or
skewering. Forked, hooked or pointed blades are often set at right
angles to the shaft near the start of the blade. It is often used with
whirling slashes.

NATA: hatchet; a woodcutter’s weapon.

NEKODE: cat claw, a spiked gauntlet used for climbing or hand-to-
hand combat by ninja.

NINJATO: the ninja‘s sword; a few inches shorter than the katana
with room in the scabbard for various powders which could be
thrown in the opponent’s face when drawing the sword.

NODACHI: the long sword, worn on the back rather than slung
from the sash at the waist. 36-48"".

SODEGARAMI: the sleeve-entangler; a pole 8-10° long with barbed
hooks at the tip which could be used to entangle the armor/clothing
of an opponent to restrain him. 5

TACHI: like the katana but mounted for use on horseback.
TANTO: dagger, 8-10” long.

TESSEN: iron war fan, folding or rigid.

TETSUBO: a Bo made out of iron.

YARI: the spear.
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YARI

Hurled Weapons

SHURIKEN: bladed stars and discs, used chiefly by ninja.
TETSUBISHI: caltrop-like sharp-pointed iron jacks, used chiefly by
ninja.

YARINAGE: the javelin.

Bows and Arrows
CROSSBOW: a light crossbow was used, but no heavy one. It was
used only for castle defense.
HALF-BOW: a miniature bow with arrows to fit which could be eas-
ily concealed on the body. Used by ninja.
LONGBOW: a composition longbow made of wood sandwiched bet-
ween bamboo and held together by glue and thread; strung with hemp
or sinew. 6-8° long.
ARROWS: a quiver contained 24 3’ long arrows made of bamboo
and fletched with a few feathers. There were several different arrow-
heads used, and a quiver would contain an assortment of these.
TURNIP HEAD: made a singing noise as it flew.
FROG CROTCH: shaped like a pitchfork with two bladed points,
used to cut down flags or sever armor lacings.
WILLOW LEAF: double-edged unbarbed head, deeply penetrat-
ing.
ARMOR PIERCER: blunt-headed, penetrated chest plates.
BOWEL RAKER: barbed.
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7.09 NO MINIMUM CHARACTERISTICS ARE REQUIRED TO
USE THESE WEAPONS

Instead all the characteristics that affect fighting prowess go to

make up the PCF (1.20), which determines how well all weapons

are used.

7.10 A MAGIC WEAPON adds +5% to the attacker’s hit probabil-
ity for each order of enchantment placed in it. It adds -5% to the
wielder’s parrying probability for each order of enchantment. It also
adds +1 point to damage per order of enchantment. Thus a +2
Kodachi adds +10% to hit, -10% from enemy hit probabilities
when parrying, and does +2 points of damage in addition to normal
PCF Damage Multiplier times WDF.

Ego Swords and Bane Weapons used against the species they are
keyed to add +1 blow per order enchantment up to +5 blows per
turn.

7.11 HORSES
Horse Barding:
AC 3.

Reins: during battle were hooked onto rider’s armor, so that the
rider could use two-handed weapons, controlling the horse with his
knees.

lacquered leather laced plates, raising the horse to



8 PRKES

8.01 CLOTHING (see 7.01)

average samurai/rich  noble/

type of item p cC er geisha
loincloth, undershirt 1 Mon 2 Mon 5 Mon 1Bu
man’s cotton kimono 2 Mon 5 Mon 10 Mon -

--padded 3Mon 6 Mon 12 Mon -
man’s silk kimono - 5 Bu 10 Bu 40 Bu

--padded - 7 Bu 12 Bu 45 Bu
man’s silk hakama - 4 Bu 8 Bu 30 Bu
man'’s sash 1Mon 5 Mon 10 Mon 1 Bu
woman‘; kimono triple cost of man’s
womanjs cotton sash 2 Mon 10 Mon 1Bu -
woman’s silk sash - 4 Bu 10 Bu 20 Bu
silk cloak - 5 Bu 15 Bu 30 Bu
fan/parasol/umbrella 1 Mon 10 Mon 2 Bu 20 Bu

8.02 OTHER ITEMS OF CLOTHING
(10 times standard cost for nobles; 20% standard cost for cheap qual-
ity goods)

ﬁJJroshiki (cloth square used as scarf or to carry things wrapped up in-

side-holds TeuBe: 16l 0. 0 i e 3 Mon
hat, noble’s (made of SHkowormat colrt) . oo s 5 Bu
hat, traveler’s (madeofstraw). . . . ......... ...... 2 Mon
SDVOCORGCOINE 2. o i e et e e 10 Mon
overcoat, straw (wornby peasants). . . .. ... ........ 1 Mon
pouch with thongto tieontosash . ................ 2 Mon
tabi (socks)/geta (clogs)/zori (sandals) . . . .. .......... 2 Mon

8.03 OTHER ITEMS
Expensive/cheap versions as per 8.02

BERgus-. e e e 10 Mon
BRI OIp). . . e e e s 3 Mon
B LR n s e e e R SR S A 5 Mon
Carrying Trunk (strapped to back; holds 50 lbs) . . . . . . =
Chopsticks (lacqueredwood) . . . ... ............. 5 Mon
CIOhC 30 mallotslR . . o s s e e 2Bu
SO rolipfcottonihenmp .- . ... . . . e 2 Mon
NCBSR TIOUS + . - e s s e 1 Mon
Incense/Perfume: for social occasions. . . .. ........... 5 Bu
Inkcase (includingink andbrush). . . ... ............ 1 Bu
BESNEa 0s  SR e Leeea 1Bu
fisskoloilforla®em. . .. 5 i 10 Mon
MortarBePestie lofbronze). & . . ... . .. . . o waa 1Bu
Net (IO @URre) - . o s o 10 Mon
Baladbimboo, Sl . . o e e e 1 Mon
G PG R T R e e e e N S 10 Mon
SEINEEBNEIe . e e e s 10 Bu
Sword Rack (used in a home for holding
a samurai’s two swords . . . ... v By
Tea Service (no special quality orhistory) . . . .. ......... 1Bu
FIEBEE S e s e 10 Mon
8.04 CLERICAL CLOTHING
Buddhist cotton clerical robes. . . . . ... ..... ...... 6 Mon
Buddhist padded cottonclericalrobes . . . . ........... 8 Mon
Buddhist silk clerical robes. . . . .. .. ..... as man'’s silk kimono
Shinto silk ritual dress . . .. ..... as man’s silk kimono + hakama

8.05 FOODSTUFFS

In one pound quantities (see 7.03). (For additional edibles and all
drinks, see sections 12.10, 12.13, 12.16 Magical Materials listing.)
10 x standard cost for gourmet foods.

MiletWIERIE S . o e s s e e 2 Mon
pealetpkad) —o -0 S0 T = T e nr e e 10 Mon
(L T e el o St ST R o 8 Mon
Waliah . e e sk ey 7 Mon
stewed Fisly s L S0 N s e 4 Mon
LR S B S Sl M e S S e e 1 Mon
OMPlNGSRBT SRECE . . i s s e e 1 Mon
Wl S et TR e S S s e e e 2Bu
NOgEAbING v Y L S e e e 1 Mon
pickied vegomiines: . T oae e e 2 Mon
MDA e e e 1Bu
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oneegg. . . .. ...
ricecakes, . .. ...
beancurd ......

8.06 WEAPONS

Prices in Bu; weight in pounds. See 5.03+ for weapons appropriate
to character’s profession and class.

PROD DAYS:

A:
A-S:
A/B:
M:
NU:

Melee Weapons
BO

BOGUSARI
JITTE

JO

JOGUSARI
KAMA
KATANA
KODACHI
KUSARI
KUSARIGAMA
MANRIKIGUSARI
MASAKARI
NAGINATA
NATA
NEKODE
NINJATO
NODACHI
SODEGARAMI
TACHI
TANTO
TESSEN
TETSUBO
YARI

Missile and
Hurled Weapons
CROSSBOW

24 quarrels
quarrel case
HALF BOW

6 arrows

bow & arrow case
LONGBOW

24 arrows
arrow case

9 Shiriken

9 Tetsubishi
Yarinage

days to make assuming tempered steel, tan-
ned leather, cured woods, etc. available
armorer

samurai armorer

armorer or blacksmith

master of the weapon as a martial art

Not Used by Samurai/Nobles and so not avail-
able at reduced cost to daimyo for armies.

army
Cost Weight Prod Days Made by cost
10 6 1 anyone 2
45 12 3 ninja NU
60 2 b A/B 40
8 4 1 M 1
40 10 3 ninja NU
25 10 5 A/B NU
160- 7 30 AS 70
65 5 30 A 40
25 5 3 A/B NU
75 15 5 A/B 50
45 8 3 A/B NU
60 10 5 A/B NU
180 15 30 AS 100
15 2 5 A/B NU
60 1 5 ninja NU
150 6 30 ninja NU
180 12 30 AS 100
100 10 25 AS 60
160 9 35 AS 75
25 .2 -] A/B 15
25 4 5 AS 10
100 20 5 A 70
150 7 30 AS 100
army
Cost Weight Prod Days. Made by cost
100 10 8 A 70
12 2 1/2 A 6
5 4 1 A 4
125 2 10 ninja NU
15 1/2 1/4 ninja NU
15 1/2 1 ninja NU
1755 12 AS 125
5 3 1/2 AS 1
5 1 1 AS 3
60 2 5 A NU
60 2 3 ninja NU'
130 6 30 AS 50

8.07 ARMOR AND HELMET
Weight: given as percent of wearer’s body weight. Note down
armor weight on character sheet.



Item Cost Weight Prod Days Made by Army cost
AC 1 10Bu 5% ;| A NU
AC 2 30Bu 5% 1 A 20 Bu
AC3 65Bu 15% 5 A 50 Bu
AC4 80 Bu 20% 10 A 60 Bu
AC5 150 Bu 30% 180 AS 120 Bu
ACB6 200 Bu 30% 180 AS 170 Bu
AC7 500 Bu 35% 270 AS 450 Bu
ACS8 800 Bu 40% 300 AS 700 Bu
conical or 35Bu 3% 1 A 20 Bu
flat helm

domed helm 40Bu 5% 2 AS 30 Bu
folding helm 60Bu 5% 5 A NU
neck protector 15Bu 1% 1 AS 10 Bu
face mask 20Bu  1/2% 2 AS 18 Bu
siege shield 35Bu 7% 8 AS 10 Bu
i-;rse barding 3000 15% 25 AS 2000

Bu Bu
8.08 ANIMALS
e e e e e 1 Mon
CHIEER e e S e s e 8 Mon
COWBEBOIT 0 o s e e e 80 Bu
BOg: e i e s e e s e 15 Mon
Dogeblwbing -« = e e - 1 Bu-10 Bu
oo e e I SRS SR v R 10+D100 Bu
L SRR R S e AR SRR S e 10 Bu
B el i e s e 10 Bu
ClelliE i s T e 10 Mon
CrOReE. . s i s e 15 Mon
Pl o s e e e e o 15 Mon
GoRMIEC-. o i e e e sy D20 Bu
Sengbliths s, - Sei e e e 1 Bu
Horse Average Good Excellent
Plowhorse 100 Bu 150 Bu 200 Bu
Riding Horse 300 Bu 500 Bu 1000 Bu
Warhorse 500 Bu 1500 Bu 5000 Bu

9 MACK

In legendary feudal Japan, Magic was neither a commonplace event
nor a childish game of let’s pretend, but a powerful and uncanny
force that some people had learned how to control. The existence of
magic was never treated skeptically, but accepted as being as real as
the existence of the Buddha in Nirvana and of the Shinto Kami whose
presence was immanent throughout Japan.

Magic was known to be used by the craftiest of ninja and the shrewd-
est of foxes, by the greatest of artists and the wisest of hermits—the
force by which these beings could weave webs of power and illusion
in which the ordinary man was all too apt to stumble and go astray.
To their horror, people also knew how demons and bakemono could
use the power of magic to blast and destroy those who had angered
them, how ghosts and spirits might bewitch and bewilder an ordinary
human being.

Yet mighty as it was, Magic was never easy to learn nor to perform,
Magicians had to go through years of study and austerity to scale the
heights of their art. To such scholarly mages, it was the mastery of
Magic that was their chief ambition. They went forth to adventure
not for excitement nor for riches, but to gain the wealth and rare
materials they needed for the further advancement of their studies.

All this is reflected in the system that follows, which is based on and
compatible with the magic system of C&S in its rules for enchantment
and magic spell-learning and spell-casting.

A mage learns spells chiefly for the joy and power of mastering them.
The result of his increasing knowledge is his increasing ability in com-
bat. He goes up experience levels as a result of learning spells, not vice
versa.
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Magic artifacts (wands, scrolls, rings, etc.) are not self-powered;
they enable the mage who uses them to reduce his Fatigue Point
loss when casting a spell, but do not eliminate energy loss entirely.
Nor can a chance-found magic device give a mage strange new pow-
ers that present no problem to him. On the contrary, a device
that contains a spell that the mage has not yet analyzed and learned
will consume much energy to use—-and may be highly dangerous to
him as well.

Most mages in this system are not suited to be placed in the long
range heavy weapons squad and sent forth to the battle. Their range
is usually less than half that of a longbow (at really low levels less
than that of a thrown dagger) ; their spells are more variable in effect
than that of an arrow, but do about the same amount of destruction
a turn as that done by an accurate archer.

And don’t forget that casting a spell is not a simple, fool-proof pro-
cedure. The mage must do more than wave his hands, utter mystic
words, and expend fatigue points. He must have mastered the spell
(or be able to remember a partially mastered spell); he often has to
target his spell against the area or beings it is to affect (and be pre-
pared to have it go off elsewhere or even backfire against himself if
he fails to target successfully). Also spells of lllusion and Command
can be saved against by those of Intelligence and Wisdom--at the
cost of fatigue point loss.

The usefulness of the mage to his fellows lies then not in his capa-
city to kill or damage directly by his spells, but in other areas:

~his ability to cast Spells of Protection which screen out hostile
magic and beings of enchantment;

~his ability to detect things his comrades cannot;

~his mastery of his opponents’ minds through spells of Command
and lllusion:

--his ability. to evoke and control beings whose powers of destruc-
tion are far greater than his own,

Some mages indeed have their chief areas of usefulness not as spell-
casters but as enchanters. The Herbalist and the Artificer are valued
not for their combat spells but for the magical artifacts they can
create. The Diviner’s ability to see into an object’s past or locate
where its latest owner now is present is also highly useful to his cus-
tomers. Each of the eighteen different mage sub-types has its own
area of expertise, its own unique uses to the characters of a Fantasy
Role-Playing campaign.

9.01 CLASS ORIGINS AND MAGIC MODE

Magicians are born, not made. One’s potential type of magic use is
predestined with one’s birth. The first table is used to determine
which general type of mage a character is; the others are used to
determine the specific subtype of magic in which the character’s
talent lies.

Table | Minimum Natural Minor Major Mystic
Social Class INT Mode Mode Mode Mode
Outcast 11 01-35 36-65 66-95 96-00
Merchant 1 01-20 21-40 41-80 81-00
Artisan 12 01-20 21-70 7185 86-00
Peasant 13 01-70 7190 9199 00
Shinto Cleric 12 01-85 8690 91-95 96-00
Buddhist Cleric 12 01-10 11-20 2140 41-00
Samurai 1 01-20 2150 5180 81-00
Noble 12 01-10 11-30 31-70 71-00

A character who has been accepted as a Buddhist or Shinto priest
and acquired clerical powers has a chance of acquiring also the pow-
er to become a mage, providing that he meets the Minimum Intelli-
gence requirement and rolls:

SHINTO CLERIC: 3%xCHA to be a mage

BUDDHIST CLERIC: 60%-(5%/AL point over 1)
Determine type of magecraft acquired as shown above.

BAKEMONO: INT 14+: see 10.02.
HENGEYOKAI: INT 11+: see 10.13, 10.18-.19.



Table 1l Natural Mode
Social Class Primitive Dancer Shaman Medium
Outcast 01-50 51-70 71-90 91-00
Merchant 01-60 61-70 71-80 81-00
Artisan 01-50 51-70 7180 81-00
Peasant 01-60 61-80 81-95 96-00
Shinto Cleric * 01-10 11-40 41-70 71-00
Buddhist Cleric 01-30 31-35 36-40 41-00
Samurai 01-60 61-70 71-90 91-00
Noble 01-70 71-90 91-95 96-00
Table I Minor Mode

Social Class Herbalist Diviner Artificer
Outcast 01-20 21-60 61-00
Merchant 01-40 - 41-60 61-00
Artisan 01-30 31-35 36-00
Peasant 01-70 7185 86-00
Shinto Cleric 01-35 36-75 76-00
Buddhist Cleric 01-35 36-75 76-00
Samurai 01-10 11-15 16-00
Noble 01-10 11-20 21-00
Table IV Major Mode

Social Class Enchanter Illusionist Summoner Symbolist
Outcast 01-10 11-40 41-80 81-00
Merchant 01-20 21-45 46-55 56-00
Artisan 01-20 21-40 41.95 96-00
Peasant 01-40 41-45 46-55 56-00
Shinto Cleric 01-30 31-40 41-95 96-00
Buddhist Cleric 01-25 26-40 41-80 81-00
Samurai 01-50 51-65 66-70 71-00
Noble 01-25 26-50 51-75 76-00
Table V Mystic Mode

Social Class Poet Calligrapher I Ching Master
Outcast 01-60 61-70 71-00
Merchant 01-30 31-90 91-00
Artisan 01-40 41-70 71-00
Peasant 01-60 61-65 66-00

Shinto Cleric 01-40 41-45 46-00
Buddhist Cleric 01-40 41-70 71-00
Samurai 01-50 51-90 91-00

Noble 01-40 4180 81-00

OPTIONS: Well-aspected characters of Ninja parentage may choose
to become lllusionists; of Entertainer parentage to become (01-30%)
Dancers, (31-60%) Enchanters, (61-80%) Symbolists, (81-90%) Poets
or (91-00%) Calligraphers.

.

9.02 THE SECOND REQUISITE

While INT is the Prime Requisite for being a mage, other character-
istics determine just how well a character will do initially in the par-
ticular subtype of magic to which he is fated.

Natural Mode 2nd Req Major Mode 2nd Req
Primitive Talent DEX Enchanter BVC
Dancer BvVC Ilusionist CHA
Shaman CHA Summoner CHA
Medium CHA Symbolist* DEX
Minor Mode 2nd Req  Mystic Mode@ 2nd Req NOTE
Herbalist WIS Poet BVC INT 16+
Diviner WIS Calligrapher WIS INT 16+
Artificer** DEX | Ching Master WIS INT 16+

*Symbolists include Origami Symbolists, Painter Symbolists and
Carver Symbolists.
**Artificers include Weaponsmiths, Jewelsmiths and Weaver Mages.
@Mystic Mode Magicians must have INT 16+, since all three of these
subtypes require extensive language skills.
As a GM option, magicians who fail to qualify for Mystic Mode may
be reassigned as follows:
Poet is reassigned as Enchanter.
Calligrapher is reassigned as Symbolist.
| Ching Master is reassigned as Diviner.
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Second Requisite Factor: the table below provides the Second
Requisite Factor used when computing a mage’s PMF (Personal
Magic Factor). This use of the Second Requisite gives certain
characters an initial advantage in the study of magic. However,
the advance of skill due to actual mastery of spells soon overshad-
ows this initial advantage.

Second Requisite

Requisite Talent DEX WIS CHA BVC
1-7 0 1.0 0 0
89 0 1.0 1.0 1.0
10-12 1.0 1.5 15 1.5
13-14 1.5 2.0 20 2.0
15 (01-50%) 2.0 2.0 20 25
15 (51-00%) Z5 25 25 3.0
16 (01-50%) 3.0 3.0 3.0 35
16 (51-00%) 3.5 3.0 35 4.0
17 (01-50%) 4.0 35 4.0 45
17 (51-00%) 45 40 45 5.0
18 (01-50%) 5.0 45 5.0 5.5
18 (51-00%) 55 5.0 55 6.0
19 (01-50%) 6.0 55 6.0 6.5
19 (51-00%) 6.5 6.0 6.5 7.0
20 (01-50%) 7.0 6.5 7.0 7.5
20 (51-90%) 8.0 8.0 8.0 8.0
20 (91-99%) 9.0 9.0 9.0 9.0
20 (00%) 10.0 10.0 10.0 10.0
21 11.0 11.0

22 12.0 12.0

23+ +1.0

Roll D100 for 2nd Regs of 15-20.

9.03 PERSONAL MAGIC FACTOR (PMF)
PMF must be above zero for character to be a Mage.

+ AL
Factor

PMF = 2nd Requisite
Factor; see 9.03

+ Astrological + MKL
Factor Bonus

AL Factor: see 1.14. GOOD = .3; WORLDLY = .1; EVIL= 5

Astrological Factor: see 10.12. 10% of the bonus or minus given
for magic use by the character’s horoscope.

MKL Bonus: +2 to PMF per MK L advanced.

Thus take a Poet with INT 16 and BVC 19 (45%), a Good person
whose sign is the Monkey, poorly aspected. His PMF is (6.5 + 0.3
- 0.5) = 6.3. Meanwhile his friend, an Artificer with INT 18 and
DEX 3, a Worldly person whose sign is the Bird, well aspected,
has an initial PMF of (0 + 0.3 + 2.5) = 2.8.

9.04 PMF EFFECTS TABLE

Damage per

Vol of Vol Handled Spell Spell
PMF Basic Magic Summon Move Duration Range
o+ 1 x standard 1 1 1 x MKL 5‘/MKL
1+ 1 x standard 2 1 2 x MKL 5‘/MKL
3+ 1 x standard 3 1 2 x MKL 10/MKL
6+ 2 x standard 4 1 3 x MKL 10/MKL
9+ 2 x standard 5 2 4 x MKL 10°/MKL
12+ 2 x standard 6 2 4 x MKL 10°/MKL
15+ 3 x standard 7 2 4 x MKL 10°/MKL
20+ 3 x standard 8 3 4 x MKL 15‘/MKL
25+ 3 x standard 9 3 4 x MKL 15‘/MKL
30+ 4 x standard 10 3 5 x MKL 15‘/MKL
35+ 4 x standard 11 3 5 x MKL 15‘/MKL
40+ 5 x standard 12 4 6 x MKL 20‘/MKL
45+ 5 x standard 15 4 7 x MKL 20‘/MKL
50+ 6 x standard 20 5 8 x MKL 20‘/MKL

Volumes Handled: These columns indicate the number of Basic
Magic volumes that a Magic User can handle at a given time. The
first is the number the Mage can Materialize or Dismiss; the second
is the number the Mage can Spread, Hurl, Bind, Erect, or Acceler-
ate. See 13.01 for details.

Spell Duration: given in turns. This applies to all spells—except
those which indicate a specific minimum or maximum number of
turns. In the above example, the Poet’s spells last 3 turns at MKL 1;
the Artificers 2 turns. When both are MKL 5, the Poet’s PMF will
be 14.3, the Artificer’s 10.8, and both mages’ spells will last 20
turns, which at 2 minutes a turn is 40 minutes.



9.05 CONCENTRATION

CONC. = (INT + 2nd REQ) + Experience Points
10 10,000

A Mage's Concentration is the measure of his ability to control and
cast magical spells. It is his Concentration which determines his Magic
Level (MKL) rather than his experience points or experience level.

Thus our Poet has an initial Concentration of (16 + 19)/10 = 3.5,
while our Artificer has an initial Concentration of (18 +3)/10 = 2.1.
When both have reached 5th level with 25,000 EP, the Poet’s Concen-
tration will be (3.5 + 2.5) = 6; the Artificer's only (2.1 + 25) =45,
The Poet will have reached MKL 2; the Artificer will still be MKL 1.
A few highly intelligent and charismatic mages even begin at MKL 2,
thanks to a high Concentration.

9.06 DETERMINATION OF MAGIC LEVEL

Spell Approx. Approx. EP  Approx. Approx.

CONC MKL Level Exp. LVL in 10,000s Age PMF
1+ 1 1 1-4 1/2 18 2
5+ 2 1 5-6 4 23 4
10+ 3 2 7 8 26 6
15+ 4 2 8 13 28 8
20+ 5 = 9 18 30 10
30+ 6 3 10 28 33 12
40+ ¥ 4 1 40 35 14
50+ 8 4 12 50 37 16
75+ 9 5 13 75 40 18
100+ 10 5 14 100 43 20
125+ - 13 6 16 125 46 22
150+ 12 6 18 150 49 24
200+ 13 7 20 200 52 26
250+ 14 7 22 250 55 28
300+ 15 8 24 300 58 30
350+ 16 8 26 350 61 32
400+ 17 9 28 400 64 34
450+ 18 9 30 450 67 36
500+ 19 10 32 500 70 38
600+ 20 10 34 600 73 40
700+ 21 1 36 700 76 42
800+ 22 1 38+ 800 80 44

9.07 SPELL LEVEL

The highest level spell a Mage can learn with relative ease—and the
highest level spell a Mage can place in a Magic Device. (Remember
that regardless of MKL, no Mage can ever master a spell over his
Research Limit; see 1.10.)

9.08 DETERMINING THE APPRENTICE MAGE'S MASTER
All young Mages (except Natural Mode Mages) have as their first
goal finding a learned Master to teach and protect them.

Master’s MKL: 2D6+D10 (experience LVL 9+)
Master’s AL: determine as per 1.14.

Some Masters have a fixed place of business; some do their magic in
their home; some are wanderers. A would-be apprentice must find a
Master of the right subtype and influence him to be accepted as a
student.

9.09 AN APPRENTICE’S DUTIES

An apprentice mage must influence the Master to accept him; see sec-
tion 6. Once accepted he must write a pledge of obedience and loyal-
ty which is signed with his blood. As long as his master holds this
pledge, the apprentice will have no chance of saving against his Mas-
ter’s spells.

An apprentice’s Master will have work for him to do 5D6 days per
month. (Roll for each month.) On these days the apprentice will be
busy guarding the Master’s shop and being of service to its patrons,
running errands for his Master (including shopping for materials),
enchanting materials or casting spells for the Master, etc. He may even
be assigned to do a job of magic that is beneath his Master’s dignity
or that his Master is too busy to perform.

The rest of the month, the apprentice is free to stay with the Master
or venture forth on his own. In addition to his standard daily income
from his Master, an apprentice who has enchanted materials or crea-
ted a magic item also gets 20% of the profit if his master sells it to a
patron.

9.10 LEARNING SPELLS FROM THE MASTER

The spells the PC’s Master knows are determined by the GM by con-
sulting the NPC Spell Learning Table (9.12). An apprentice mage
can only learn spells his Master knows--and is willing to teach him--
or that other mages are willing to allow him to study. |f the Master
learns a new spell, he may permit his apprentice to study it. If the
apprentice acquires a new spell (from another mage, a scroll, etc.),
he will deliver it to his Master. (If he fails in this duty, his Master's
chance of detecting it is 3%x(INT+WIS+MKL). An apprentice
found to be disloyal will either be disciplined or discharged by his
Master.

9.11 BECOMING AN INDEPENDENT MAGE

At MKL 5 a mage’s apprenticeship ends, and his written pledge of
obedience to his master is ritually burned. He may remain with his
Master as an employee (with work to do 3D6 days per month and
half the profits from magic materials or items sold)--or set out on
his own.

Before leaving his master, the young Magician will write a manu-
script dictated by his Master listing and describing all the spells his
Master knows and feels he should be able to learn someday. This
manuscript is not a scroll nor in any way magical; it does, however,
allow the mage to pick up new spells from his Master’s repertoire in
later years. This manuscript is written with ink mixed with the
mage’s blood and the ashes of the burned pledge; the materials are
not enchanted, but the mage will be unable to learn any spells or
perform any enchantments while writing the manuscript. To write
this manuscript takes one day per spell.

No other mage can make use of this manuscript, since it is individu-
alized by blood and ashes.

9.12 NPC SPELL LEARNING TABLE
A mage spends three months a year learning spells.
His days of spell learning per MK L are:

MELERD - a s i Saa 270 days per MKL
MEL SN0 e s S e s 225 days per MKL
MICEIE2E i, v e e e e 190 days per MKL
i T SRR R R s - et o 90 days per year over 80

The chart below indicates the number of days a mage must take at a
given MKL to learn a spell of a given Basic Magic Resistance. The
Spell Level is also indicated; if the spell’s BMR is within learning
range but the spell level is beyond easy icarning range, add 4 + spell
level days to the time needed to learn the spell.

So a MKL 2 Mage would take 21 days to learn Detect Magic (BMR
1, level 1), 44 days to learn Detect Enemies (BMR 2, level 2), but
(4+3+44) = 51 days to learn Summon Lesser Goblin (BMR 2, level
3k

Start the NPC Mage at MKL 1 and choose spells for him until he
reaches the MKL immediately below his present one. Then roll
D100 to determine what percent of his present MKL he has ad-
vanced to, multiply that percentage times the learning days avail-
able at his present MKL, and thus determine how many days he has
available for spell learning at his present MKL before the PCs en-
counter him.

MKL Spell Basic Magic Resistance of Spell
el -0 2 -3 & 5% -7 -8 81N

1 1 § 38—~ — — = = = = o
2 1 5 214 - - - - - — - - -
3 2 5 1526 45 - - — — — — — —
4 2 5 1220 36 — —- — — — — - —
5 3 5 1118 26 41 - — - — — - —
6 3 59 14 20 34 41 - -— -— — — -
7 4 56 8 12 17 23 37 42 - - — - -
8 4 58 122 17 23 30 41 - - — — —
9 5 5 8 122 17 23 30 41 - - — — —
10 5 $7 1014 19 25 39 = = =  — =
1 6 579 14 19 26 32 - = - -— =
12 6 569 1318 24 31 - — - — =
13 7 5 68 13 18 24 31 39 — = — —
14 y & 5-6-7 11 15-20 -3 33 — — — —
15 8 56 7 8 10 13 17-22-28—  — —
168 § 6 788 101215 19364142
17 9 § 6 7= 89 1012 15-1936 4142
18 9 56 7 8 9 10 11 .12 1417 3336
19 10 5§ 6.7 -8 9 10 11 12 1417 2136
20 10 67 -8 9 1011 12 1398 1631
21 11 567 -8 9 30IF 12 1314 1516
22 1 5 67 8.-9 10 11 12 1334 1516



9.13 PREVIOUS EXPERIENCE SPELL LEARNING

Players who wish to start mages out as having spent several years
learning spells before they became adventurers may do so by using
the NPC spell learning chart at the rate of 90 days a year of previ-
ous experience. Assume D6 years of previous experience.

9.14 EASY MAGIC SYSTEM
Players who wish to avoid the complexity of the spell learning system
may do so by using the NPC spell learning chart instead.

9.15 SECRET MAGICAL SCHOOLS

A number of secret schools of Magicians exist; these are analogous to
the secret schools of Masters of Martial Arts and Masters of Fine Arts.
These secret magic schools allow Mages the opportunity of exchang-
ing spells among themselves to supplement those known to their
masters.

Rank in a Secret Magical School is confined to Mages of MKL 3+.

MKL 3-8: 'Novice. . . ... .. . . may study one new spell per year
MKL 9-15: Scholar. . . ...... may study D3 new spells per year
MKL 16-20: Master . .. ...... may study D6 new spells per year
MKL 21+ Sage. . v s may study D10 new spells per year

For the rare Magician who eventually attains a higher MKL than his
Master ever rose to, it is these societies which become the principal
source of new spells.

There are three basic types of Secret Magical Schools.

1. A School devoted to a particular subtype of magic: Weaponsmith-
ing, Shamanism, etc.

2. A School devoted to the Summoner spells (see 10.21).

3. A School devoted to partitular subtypes of Basic Magic (see 13.01-
.06). Usually each such ‘school will be devoted to 2D3 different sub-
types of Basic Magic.

No single Magic School has a monopoly on any of these sets of spells.
Some Schools are affiliated with particular Buddhist Temples or Shin-
to Shrines. Some are affiliated with particular clans. Others are tied
up with particular social classes or occupations. Some are restricted
to fighters, some to non-fighters; some to men, some to women. The
GM is urged to let his imagination run wild. No College or Guild of
Magicians exists to coordinate these Magic Schools.

Only someone to whom one is bound with ties of loyalty (a Master,
a close relative, a Clan Lord, a friend whose life one has saved) will be
willing to tell you he is a member of such a Secret Magic School, let
alone be willing to sponsor you if influenced.

9.16 CHANCE OF A MAGE TO BELONG TO A SECRET MAGIC
SCHOOL

The chance that the Mage’s Master or any other NPC Mage belongs to

a secret school is as follows:

i e SteR e e Re e R SR ene s e 0%
BEe: 5 s e e e e e 70%
SHIEN. 55 s e i e e e e 45%
Mot =~ e s o e, e e e 95%
Mearthalist . i s e s S e 20%
B e e OSSR e R Rl S e e 10%
WeaponSith- St s e e S S s 20%
SOOI L e e s s e e e 95%
WeavarMage = - o e e T e 20%
Enghanter Ss B e e e e e 30%
BEIOBIRE . S S s e T e e e 40%
Sumimoner= s T G e e e 15%
OrigamiNBge . .. o e e e s e me s e 40%
PaintorMagles ;S5 i o v e 50%
GatverMage s . o el s S s e e e 50%
Boet. . ami o e e e e 30%
Calligaapliees = 0 L o e e 30%
FChingMaster <5 oo o o 30%

If the standards of the Master’s school (as determined by the GM)
would permit the apprentice mage to enter as a Novice, then the Mas-
ter may disclose his membership in the school to his apprentice and
allow himself to be influenced to sponsor his apprentice to the School
when his apprentice reaches MKL 3.

If a PC Mage wishes to join a school to which his Master is not known
to belong, he must attempt to find one of the School’s Scholars,
Masters or Sages and influence the older Mage to sponsor him as a
School member.

A Mage may join one Secret Magic School for each 4 MKL he has
attained.
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9.17 LEARNING SPELLS FROM A SECRET MAGIC SCHOOL
The School’s Sages send out spells to Magicians once a year at New
Year's.

A Mage may request a certain spell he has heard of with a chance of
(1%xMK L)+(1%xCHA) of receiving it to learn. Otherwise he will get
a random spell that he has not yet learned. The player should go
through the appropriate spell list, rolling a D6 at each unlearned
spell. The spell at which a 6 is rolled is the one that the School has
sent the Mage.

9.18 THE MAGE’'S HOUSEHOLD

A Mage does not employ non-Mage servants, but uses his students
to get all necessary work done. A Wandering Mage has 20% chance
of 1 student, whose Concentration will be DG;S% that of the Mas-
ter. A settled Mage has 80% chance of D3+1'students, with Concen-
tration as above.

10 SUBTYEES OF
MAGITANS

10.01 PRIMITIVE MAGES

Unlike all other Magic Users, the Primitive Mage has a natural affin-
ity for Magic and casts some spells naturally. A Primitive Mage will
initially possess the following spells as Learned Spells.

Merchant

Read Magic Writing
Measure Distance

Read Non-Magic Writing
Detect Coins

Outcast

Read Magic Writing
Hold Small Animal
Sleight of Hand
Hold Large Animal

Peasant

Detect Herb
Detect Storm

Hold Small Animal
Hold Large Animal

Artisan

Measure Distance
Sleight of Hand

Read Non-Magic Writing
Detect Coins

Samurai/Noble

Detect Master of Some Art
Measure Distance

Hold Large Animal

Detect Ambush

Circle of Loyalty

Cleric

Detect Alignment

Hold Small Animal
Read Non-Magic Writing
Detect Possession

All Primitive Mages also possess Circle of Protection and Detect
Observation as Learned Spells. All acquire Charm Person at CHA or
BVC 15+.

Each time a Primitive Mage earns 10,000 EP (one Concentration
point), he may choose to attempt to learn one spell at or below his
Spell Level (9.07) from any category of spells, including Ancient
Lord, Summoner Spells, Illusionist Spells, and Basic Magic. He can-
not learn Herbalist Spells or the Trances of the Dancer, Shaman or
Medium,

A check is made on the table below to see if the Mage’s att.empt vyas
successful. If so, he acquired the spell as a Learned Spell; if he fails,
he acquires no spell at all. He cannot enhance his chance of succeed-
ing.

MKL of Spell Level

Mage 1 2 3 4 -5 "6 7 89 10 1N
1-2 25%

3-4 25% 15%

56 35% 25% 15%

7-8 45% 35% 25% 15%

9-10 60% 45% 35% 25% 15%

11-12 75% 60% 45% 35% 25% 15%

13-14 85% 75% 60% 45% 35% 25% 15%

15-16 90% 85% 75% 60% 45% 35% 25% 15%

17 95% 90% 85% 70% 55% 40% 30% 20% 15%

18 95% 90% 90% 75% 65% 45% 35% 25% 20%

19 95% 90% 90% 80% 75% 55% 45% 35% 25% 15%

20 95% 95% 95% 95% 85% 65% 55% 45% 35% 25%

21 95% 95% 95% = 95% 90% 75% 65% 55% 45% 35% 25%
22 95% 95% 95% 95% 95% 85% 75% 65% 55% 45% 35%



Primitive Mages cannot enchant materials themselves, but can use
devices enchanted by others.

10.02 BAKEMONO PRIMITIVE MAGES

All Bakemono who qualify as Mages (INT 14+) are Primitive Mages.
They possess certain innate magical talents. They can also learn spells
from scrolls. Otherwise they may attempt to acquire one new spell
every 50,000 EP (5 Concentration points) as per the table above.

All Bakemono Mages know Astral Form. In addition they have:

5% x INT chance of the inborn ability to cast Entrancement.

5% x WIS chance of the inborn ability to Recognize Motivation as a
Cleric; 10% FP cost. (see 24.13 No. 9)

1% x CON chance of the inborn ability to Eat Vitality. This magical
attack drains 1 HP/Bakemono’s LV L/attack. Attack range is physi-
cal contact; frequently as per Fist. HP eaten are FP unless critical
hit is scored or FP have all been consumed. The Bakemono gains 1
FP restored per 5 HP eaten. Treat victim’s chance to save as vs. a
6th Circle spell of Command. 5% FP/attempt lost.

Each Bakemono Mage has a number of spells of Basic Magic which he
knows initially as Learned Spells. The total levels plus BMRs of these
spells must equal or be below the Bakemono’s CON. Range, volumes
handled and duration are determined as usual by PMF. These spells
are originally cast by chanting and gesturing at 20% FP loss each.
However, the Bakemono may eventually enchant his eyes as Complex
Magic Devices and place spells in them. Such enchantment is done by
anointing the eyes with a salve made from the gems, plants, essences,
and liquids of the sign appropriate and its two neighboring signs PLUS
the gem of the sign opposite--as determined by the Bakemono‘s own
divination of the stars.

A Bakemono may also design and enchant other magic devices, in-
cluding a Focus in the form of a weapon.

On his death, a Bakemono'’s magic eyes become transformed to Treas-
ure Eyes with BMR E, retaining all the spells the Bakemono put into
them and capable of being used by other Mages as an Alien Device
(see 11.16).

10.03 THE DANCER MAGE

The Dancer is part of the animistic roots of Shinto. At some time in
his first two experience levels, he will leave the settled countryside/
town and retreat into the depths of the forest or to a mountain or a
deserted island. There he will meditate, while dancing earnestly, until
he becomes entranced and receives a vision. (Chance of a vision is 3%/
day of meditation, cumulative, + WIS. A Dancer with WIS 15 would
have an 18% chance of a vision on the first day, a 78% chance on the
21st day, a 100% chance on the 29th day.)

Badgers and other Hengeyokai and Bakemono may find it amusing to
send the Dancer false visions. These are not authentic and do not con-
fer any special magic powers, though the trickster may give the mage
the illusion that he possesses such powers if he remains within range.

The Dancer’s vision will be of a Kami (see 23.02). Seeing a Kami will
not disturb a pious Buddhist, since all Kami were accepted as servants
or avatars of the various Buddhas and Buddhist Spirits.

Roll D100 to determine Kami seen or let GM decide which would be
appropriate.

01. ... ... .Amaterasu, the Sun Goddess and Imperial Ancestress
V2. s . . .Jimmu Tenno (First Emperor, son of Amaterasu)
03. .The Kami of lzumo (Ruler of Astral Japan, Amaterasu’s brother)
04 - s e Hachiman (Kami of War, Protector of Japan)
RS e e e Inari (Kami of Grains and Food)
L e e e one of the Seven Kami of Good Luck
¥ e ot SRR R e s, e Kompira (Kami of Seafarers)
RS, e - aa Koshin (Kami of Travelers by Roads)
S T e e Gekkawo (Kami of Marriage)
119 e e Kami of a Fine Art
2028 e e e Kami of a Martial Art
28 e ey e *. .. Kami of Wind
D e e e e e e Kami of Soil
S T e e S e SRR e Kami of Rain
¢ e e e s R Ee e AL D e Kami of Fire
s e e e ey Kami of Mt. Fuji
W e e s Kami of the locality (level 3 spirit)

AR ESRE R R S S e Shoryo (the Mage’s Ancestors)
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Note that the Kami contacted may thereafter send a lesser spokes-
man to deal with the Mage. See 41.03 for the likeliness of interest-
ing a Kami to put in a personal appearance.

The Patron Kami will teach the Mage
a. seven first level Detection spells
b. three second level Detection spells
c. one third level Detection spell

s Learned Spells.

The Kami will also

a. reveal the sign of the Mage’s Focus

b. teach him Trance 1-10 as natural abilities

c. teach him Hold Small Animal as a natural ability.

In later attempts to contact the Spirits, the Dancer will dance and
chant and enter into a trance in D6+1 turns. A Circle of Protection
will appear around him, and he will see a vision of his Kami Master
or one of the Kami’‘s spokesmen. He will never be able to summon
a spirit of higher power than his Kami Master. The powers of the
Spirit summoned are limited by the depth of the trance.

Trance Vision’s Highest Level Trance
Level Spirit Level Spells Castable Duration
1 2— 1 3 turns
2 2— 2 ¥ ; turns
3 2— 3 12 turns
4 3— < 15 turns
5 3— = 23 turns
6 4— 6 27 turns
7 4 7 31 turns
8 4— 8 35 turns
9 5— 9 39 turns
10 5— 10 45 turns

Casting the Trance costs the Mage normal FP for a Learned Spell
(plus additional FP if the Trance is over his Spell Level) plus 1 FP
per turn the trance lasts beyond his Spell Duration as determined
by PMF (9.04). Thus a MKL 3 Dancer with PMF 6 would cast
Trance 1 at 10% FP loss, Trance 2 at 10% FP loss, but Trance 3 at
20% FP + 3 FP loss. A Dancer in a Trance cannot move more than
2’ per segment.

The Kami or his spokesman will cast Circle of Protection plus one
additional spell for the Dancer who summoned him. An additional
number of spells may be cast depending on the depth of the Trance
and the Dancer’s MKL.

No. of Spells = Dancer’s MKL + 1 — Trance Level.

Thus our MKL 3 Mage may have three spells (maximum of 1st level)
cast by a level 2 Spirit; two spells (maximum of 2nd level) cast by a
level 2 Spirit; one spell (maximum 3rd level) cast by a level 2 Spirit;
one spell (maximum 4th level) cast by a level 3 Spirit; etc.

A Dancer’s trance may be extended beyond its normal duration by
2 FP/turn additional. Such an extension, however, creates a chance
of 10%+1%/extra turn that the Mage will be possessed by the Kami
or Spokesman for D20 days and will lose 1 CON point per day.
Such a possessed mage always chooses the Shinto Path when he dies;
after death he becomes a Zuijin (see 41,08) of the Kami that was his
Master.

Learning Spells from Visions: if a Kami/Spokesman throws a spell
while the Dancer is in a trance, the Mage may learn it; success
chance is:

3%/MKL + 2%/trance level + 3%/Spirit level
Throwing a spell learned in this way has 5% chance of bringing on
an immediate Trance (roll D10 for level) and evoking the Kami once

again.

The Dancer may also learn spells from other Dancers who have
learned them from the same Kami.

The Dancer Mage’'s FOCUS is a musical instrument, usually a drum.
He may enchant other musical instruments as well.



10.04 SHAMAN

Like the Dancer, the Shaman'’s tradition goes back to the animistic
roots of Shinto. He also must leave the settled world of men and go to
the wilderness to meditate until given a vision by the Kami (see 10.03
for details).

Though not technically a cleric, the Shaman still has several quasi-
religious abilities and may exercise them in addition to any spells he
may learn. These abilities may be thrown as Miracles by Prayer and
Intervention from the Patron Kami (see 24.12+) or as Learned Spelis
at 10% FP loss. They can be placed in magic devices like regular spells
or miracles.

They are aéquired without study as listed below:

MR e Purify (see 24.13 No. 1)
ML e Remove Curse (see 24.13 No. 3)
MELS . . . Detect Transformed Hengeyokai as Cleric (see 24.06)
BMEEE Talk to Animals (see 13.08/LVL 4)
MELES e Propitiate Spirits as Shinto Cleric (see 24.08)
ML e Command Plants (see 13.11/LVL 4)
MKL 10 . . .may learn Determine Spirit’s path—-and if pious Buddhist

may learn Determine Location of Reincarnated Spirit (see 24.10)
MKL 16 . . .may learn Age Reincarnated Spirit’s Body and if pious
Buddhist may learn Restore Experience (see 24.10)

The Shaman does not acquire the ability to enter into the various
trances from his Kami Master; he must learn each Trance as a standard
spell. The Vision that he sees in his Trance may teach him spells, but
not cast any for him. In addition, he may also learn spells from a nor-
mal human Master.

The Shaman takes D6+1 turns to enter into a trance. While in it, he is
surrounded by a Circle of Protection. Being in a Trance enhances his
ability to learn and cast spells, to target spells, and to enchant mater-
ials-and the intensity of this enhancement increases with the depth of
the Trance.

Trance Dura- Danger Learning/Tar- Enchanting HP

Level BMR tion Point getint Bonus Bonus Loss

1 1 7 D6 +10% — 5% FP
2 2 9 2D6 +10% -%2BMR 5% FP
- § 3 12 3D6 +10% -%2 BMR 10% FP
4 4 15 3D6 +15% -1 BMR 20% FP
5 5 18 4D6 +15% -1 BMR 30% FP
6 6 21 4D6 +20% -2 BMR 40% FP
7 7 24 5D6 +20% -2 BMR 50% FP
8 8 27 6D6 +20% -2 BMR 60% FP
9 9 30 6D6 +25% -3 BMR 75% FP
10 10 36 7D6 +25% -3 BMR 100% FP

+10% FP loss occurs for throwing a Trance whose level is over the
mage’s casting level.

Duration: the Trance’s duration in turns.

Danger Point: if the randomly determined danger point is exceeded
by the duration of the trance, one additional FP is lost for each
turn more the Trance lasts. The Trance's duration is fixed and can-
not be altered. If FP are lost in excess of the Mage’s total FP, dam-
age is assessed against the BP.

Enchanting Bonus: -% BMR = the spell of enchantment does an addi-
tional 50% of a BMR level. -1 BMR = the spell of enchantment
does an additional BMR level.

A Shaman in a Trance may not move more than 2‘ per segment.

The Shaman may enchant magic devices, including a Focus made with
the 22 Correspondances plus 7 Flowers: a mirror for a woman, a
sword for a man. The sign of the Focus is revealed to the Shaman by
the Kami in his first vision.

10.05 MEDIUM

The Medium is a Mage who is sensitive to the spirits of the dead or the
wandering spirits of the Living (see 39.00+). He may make contact
with human spirits--or with other spirits which have possessed hu-
mans. He knows Trance | as a Learned Spell and may learn the other
Trances as standard spells. 3
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Turns CHANCE OF CONTACTING SPIRIT
Trance Dura- Basic Per Per Spirit’s
Level BMR tion Chance + MKL + Charisma
1 0 7 5% 1% 1%
2 3 9 7% 2% 1%
3 2 12 10% 2% 2%
4 4 15 15% 3% 2%
5 5 18 20% 3% 3%
6 7 21 25% 4% 3%
7 9 24 33% 4% 4%

The Medium takes D6+1 turns to enter the Trance. Check for Con-
tacting the Spirit each D6 turns for as long as the Trance endures.
Only one Spirit is contacted in a Trance, unless a Kami, Demon or
other Possessing Spirit deliberately attacks the Medium on the
Astral Plane (see 21.02).

When the Medium contacts the Spirit, he becomes possessed by it.
This possession lasts until the end of the Trance. During possession,
the Medium acquires the powers (PMF, MKL, LVL) and knowledge
(spells, fine arts and martial arts) of the Spirit.

The Medium may prolong the Trance beyond its normal duration
1 turn per CON point with a loss of 1 FP per extra turn. In any case,
once the Possessing Spirit has left the Medium will be stunned for
one turn for each five LVLs he is below the Possessing Spirit.

The Medium’s Basic Chance per Trance Level is his chance to re-
member one ability exercised by a possessing Spirit after the Trance
has ended. Such abilities are:

a. one magic spell at or below the Mage‘s Spell Level.

b. one Martial or Fine Art (DD at or below the Mage’s Spell Level).
c. one clerical miracle~if the Medium is a pious practitioner of the
appropriate religion. (Miracles must be learned in order; No. must be
at or below the Mage’s Spell Level.)

P MEDIUM  wiTH YUREI
®© COPYRIGHT 1980 xP

Since only one ability may be remembered per possession, if the
Spirit exercises several abilities, roll D100 for each ; the Medium will
remember the ability that scored the highest.



In addition to contacting restless spirits and vengeful spirits, the Med-
ium may also attempt to contact his own Ancestral Dead (dead over
33 years) out in the wilderness or in a quiet spot cherished by the
dead Ancestors. Success chance is:

1%/days meditated

+ HALF Basic Chance as per Trance level

+ 25% if Medium has the ihai, the ancestral memorial tablet.
(It is a point of Filial Duty to return this to the family
home.)

An unsuccessful attempt to contact the ancestors has a 10% chance of
attracting a Lesser Demon, who may attack on the Astral Plane while
the trance lasts.

Determine the Ancestral Master’s characteristics (see 1.04-.14; 1.18-
.20) with the following exceptions:

Gender: 80% same as Medium’s

AL: 10% same as Medium's
Social Class: 90% same as Medium’s; otherwise see 2.01-.14.
LVL: roll D6: 1=2D6;2=3D6;3 =4D6;5=3D10;6 = 6D6.
Determine PCF: see 1.20;5.18.
Determine Specialized Weapons/Martial Arts: see 31.04.
Determine Fine Arts: see 31.04.
Chance of being a Mage (if INT permits): 10% + 1%xMedium‘s CHA.
Determine Mage Subtype/MKL/Spells known: see 9.01-.12.
Determine Miracles Known: see 31.05.

The Ancestor will reveal the sign of the Medium’s Focus (a mirror).
He is the only Ancestor the Medium may contact (except for Rest-
less or Vengeful spirits). The Medium may summon his Ancestral
Master with 100% chance of being possessed once a month at Trance
1, once a month at Trance 2, once a month at Trance 3, etc.

The Medium may enchant magic devices. He cannot learn spells
except from Possessing Spirits. (His Ancestral Master will teach him
Trance 2-7.)

10.06 THE HERBALIST

The Herbalist is a specialist in Enchanting Materials. He is usually an
Isha by profession or avocation--and the usual requirements for be-
coming an Isha are waived in his case. Only a man lost to honor would
attack an Herbalist save in self-defense or in defense of the innocent,
for he is a figure of great prestige in the community, See section 22
for Medical Matters.

During his first two MKLs, the Herbalist will learn:

a. theFlowersand Leaves. . . . ................. 13 inall
b. the Trees: woods, barksandroots. . . . ........... 13 inall
c. the Herbs and otherOrganics . . . . ............. 39 inall
gtheSiknsahd Fanthers . .5 oo o = .. 0 s 33 inall
e. theBonesand InternalOrgans . . . .. ... ........ 33 inall
f. the Bloodsand other Liquids. . . . . ............. 55 in all
g. the Gems and other Minerals. . . . .............. 14 inall
BonENetls . o e s e e 20 in all

Until he has finished learning all of these, he cannot advance to MKL
3. He learns these materials at the rate of:

LSt R RS SR e e T E e e 20/ month
INEIBIE o o s e s s e e 30/month
A R e e S 40/month

At the end of each month spent learning materials, the Herbalist will
write and illustrate a book about the materials he has just learned.
This takes 10+D20 days. He is then free either to commence another
course or study or to occupy his time doing something else.

Once he has learned a material and written it up, he is then able to
reduce its BMR by 40%+(2%xMKL) per successful enchantment cast.

He can only learn Basic Magic, Summoner Spells and the specialized
Herbalist spells from his master or from other mages. But he can also
analyze and duplicate the spells he finds in powders, potions, salves,
incense, etc., as follows:

Accurate Analysis: 2% x MKL - plus

3%xINT chance if he knows spell’s basic nature (Detection, Com-
mand, etc.)

1%xINT chance if he does not know spell’s nature.

If powder, etc. is not accurately analyzed, there is a 5% chance of a
backfire (see 11.09). Otherwise, the Mage will only find that he has
not accurately duplicated the spell in the mixture he created.
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If spell is not accurately duplicated:
Oe0 =S mixture is magically inactive. 50% chance materials are
no longer BMR 0 100% but have reverted to BMR 0 0%

51-75. . . . spell of same type (Basic Magic: of same element) but

lesser level, 1st level spell minimum
sy - random spell of same level or less; see 13.00+.
L e e e S . magic poison
B s o i e ey e Ancient Lore spell

Before making salves, perfumes, etc., the Herbalist must first learn
and master each of the Ten Processes. Until he has mastered a pro-
cess, his chance of successfully completing it is 3%xDEX and it will
take him 30-DEX days. Once he has completed the process success-
fully, it will be mastered and he can do it routinely with 60% +
(2%xDEX) chance of success.

The Herbalist may throw spells directly by gesture rather than put-
ting them into salves, perfumes, etc. but at a 25% FP loss. He does
not enchant a Focus, but he may enchant simple and complex magic
devices. If a Cleric, he may incorporate a Miracle into an herbal mix-
ture at half his standard chances of success at that date. He may do
so once a month on a holy day of his religion. (Use three additional
materials per Miracle number over one.)

The Ten Processes
1. Clarify Fat (minimum weight and BMR as per animal taken
from). After mastered takes one day. A Mage can process a maxi-
mum of 10 Ib per CON point.
2. Ciarify Oil (minimum weight and BMR as per vegetable taken
from). After mastered takes one day. A Mage can process a maxi-
mum of 10 Ib per CON point.
3. Powder roots, bark, wood, stones or metal. After mastered can
do 1/2 Ib x STR per day.
4. Powder gems, shells, etc. After mastered can do 10 carats x DEX
per day. ;
5. Dry and powder flowers, leaves and other organics. After mas-
tered, takes one week. A Mage can process a maximum of 1 Ib per
CON point.
6. Dry bloods and other liquids. After mastered takes one week.
A Mage can process a maximum of 1 Ib per CON point.
7. Dry and powder organs, skins and feathers. After mastered takes
two weeks. A Mage can process a maximum of 5 Ibs per CON point.
8. Dry and powder bones. After mastered can do 1/2 Ib x STR per
day.
9. Form Paste of powders, press into solids and dry. After mas-
tered, takes one day. Can make 5 pills per DEX point per day.
10. Add powders to oil for Perfume

to fat for salve/incense

to water for potion.
After mastered, takes one day. Can make 5 doses per DEX point
per day.

All ingredients used by an Herbalist for his preparations must be
either powdered or clarified—-except for water.

The Herbalist prepares compounds which have their effect upon
being swallowed, absorbed through the skin or inhaled-depending
upon type of preparation. Each herbal compound requires 15 en-
chanted substances, of which at least 5 must be appropriate to the
nature of the spell and at least 5 must be appropriate to the nature
of the preparation (salve, perfume, potion, etc.).

In addition, three more enchanted substances must be added for
each level of spell over level one, and one of these three must be
appropriate to the spell to be contained.

Each herbal compound’s preparation yields 10+D10 doses, each of
which will affect one person (in the case of a salve, potion or pill) or
an area determined by the Mage’s PMF (in the case of an incense or
perfume).

Doses of different herbal compounds may be combined. The result-
ant mixture will have the effects of both the original spells.

10.07 HERBALIST SPELLS

Level 1/BMR 1

Cure Backache/Sore Feet: see Medical Matters 22.04.

Detect Herb: see 13.07, level 1.

Detect Corrupt Food: detects spoiled or naturally poisoned food.

Treat Common Cold for D6 hours: see Medical Matters 22.04.

Treat Fatigue: doubles standard regeneration of FP non-cumulative;
lasts D3+1 hours.
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Level 2/BMR 2

Cure Food Poisoning: cures poisoning caused by spoiled food, not by
poisoned food.

Detect Natural Poisons: see 13.07, level 2.

Purify Corrupt Water: affects D10 flagons of water.

Relieve Pain: see Medical Matters 22.04.

Sleepiness: see 13.09, level 1.

Treat Burns: see Medical Matters 22.04.

Waken: see 13.09, level 1.

Level 3/BMR 3

Create Natural Poison Potion/Salve/Pill: at least one material must be
from the animal/plant that is the natural poison’s source. See
17.05.

Detect Magic Poisons:
cally created poisons.

Cure Laryngitis for one hour: see 22.04.

Prepare Antidote for a Natural Poison: must have one material from
the animal/plant that is the natural poison‘s source. See Medical
Matters 22.04.

Treat Pneumonia: see Medical Matters 22.04.

Treat Wounds: doubles standard regeneration of BP non-cumulative.
Lasts one day.

like Detect Natural Poisons but detects magi-

Level 4/BMR 4

Create Magical Poison Potion/Salve/Pill: see 17.05 but double time/
cost.

Create Natural Poison Incense/Perfume:
cost

Detect Enchanted Materials: see 13.07, level 1.

Prepare Antidote for a Magical Poison: must contain at least three
ingredients in common with the Magical Poison being treated.

Treat Leprosy: see Medical Matters 22.04.

Treat Beriberi: see Medical Matters 22.04.

see 17.05 but double time/

Level 5/BMR 5

Beautiful Voice Potion: +D6 to BVC temporarily; if taken daily for a
‘month gives 50% chance of +D2 to BVC permanently.

Beauty Salve: as Beautiful Voice Potion but affects APP.

Create Magical Poison Incense/Perfume: see 17.05 but 5xtime/cost.

Detect Hengeyokai as Cleric: see 24.06.

Exorcism of the Possessed as Cleric: see 24.07.

Treat Grievous Wounds: like Treat Wounds but if taken daily for D6x
10 days has 5%xMKL chance of curing paralysis as well.

Level 6/BMR 6

Blindness Salve: 80% causes blindness for D20 hours; 20% causes
blindness for D20 days. If taken daily for a month becomes per-
manent.

Cause Corrupt Food & Water:
water.

Love: see 13.09, level 6.

Fear: see 10.21, level 2.

Summon Hengeyokai of Tree: see 10.21, level 1.

Treat Smallpox for one day: see Medical Matters 22.04.

affects D10 Ibs. food, D10 flagons

Level 7/BMR 7

Blindness Potion: affects as salve above.

Cause Smallpox: see 22.04.

Cause Weakness: -1 blow, -2 WDF, -20‘/turn movement, half stand-
ard Carrying Capacity.

Cure Blindness caused by Magic.

Cure Weakness

Treat Typhus Fever: see Medical Matters 22.04.

Level 8/BMR 8

Cause Plant to flower out of season: affects 1 plant.

Cure Deafness

Cure Lameness (including legs crippled by broken bone healing while
unset)

Grow Hair on the Bald

Illusion of Growth: see 13.10/level 3.

Hlusion of Smaliness: see DIMINISH; 13.10/level 3.

Level 9/BMR 9

Cause Regrowth of Missing Digits: success chance 10%xMKL.

Cause Regrowth of Missing Teeth: success chance 10%xMK L

Rejoin Cut Off Limb: success chance 5%xMKL -25% per hour
after limb severed.

Treat Tetanus for D6 hours: see Medical Matters 22.04.

10.08 DIVINER

The Diviner specializes in predicting the future, learning the past
and influencing the present by means of divination. He may en-
chant magic devices, but does not enchant a Focus. He has READ
MAGIC WRITING and READ NON-MAGIC WRITING naturally
as Learned Spells. He cannot learn any other spells but those of
Detection, Transportation and Communication-and Divination.

He may hold an object and enter into a Trance to find information
about it and its past. It takes D6+1 turns for him to enter the
Trance, which lasts D6+1 turns and costs him 10% FP. While in a
Trance, he may cast other spells on the object that has entranced
him. He must target the object with these spells. If he is using spells
to trace or locate a previous owner of the object, he must target him
too. Range considerations do not apply to spells of divination, but
the Diviner is -1% to target per mile the targeted person/object is
beyond his normal range.

Detect Magic: level 1/BMR 1.
Detect Curse: level 2/BMR 2: Chance of success if 1%xWIS plus

3%xMKL.

Detect Type of Magic or of Curse: level 3/BMR 3: roll D100

T oS leee SRR SR s S g R e Detect Basic Type
AR RS e R e R Above plus level/intensity of effect
91-00. . .. Alldetails of spell at additional cost of 2D6 FP. But if

spell/curse was created by a Mage of greater INT and spell/

curse is of a highly complex nature, 50% chance of Forgetfulness,

10% chance of the Unanswerable Riddle

Trace Previous Owner: Level 3/BMR 0. Success chance is 5%/
MKL/month previous owner possessed it.

R e e Detect owner’s gender
2080 e e Detect above and social class
6180 i Detect above and appearance (can describe face and

clothing presently worn)
. Detect above and experience level/influence/MKL
s Detect above and present whereabouts as per Locate
Previous Owner at D10% extra FP
This spell may be used to trace multiple previous owners if the
object #tab been owned by several people within the last MKLx
Montiis. It will pick up one owner per 5 MKL of Diviner. If used
to trace fewer owners than actually existed, it will pick them up in
order of longest possessor of object.
Locate Previous Owner: level 3/BMR 4. Success chance is 5%/MKL/
month owned PLUS 1%/FP expended. This spell must be targeted.

PR e e e s s e Detect Direction
A e e Detect above plus distance
T o e Detect above plus name of place
91-99. . . . Detect above plus current appearance (face and clothes)
R S e e Detect above plus current activities.

May be used to trace multiple owners as Trace Previous Owner.

If a Diviner’s detection fails, no further divinations may be done on
the object involved save by a Diviner of higher MKL than the one
who failed.

10.09 USE OF THE | CHING RODS FOR FORECASTING/
INFORMATION

The Diviner will also enchant six | Ching Rods, each with a Yin

(broken line) on one side and a Yang (unbroken line) on the other

side. The 6 rods are treated as 1 pound for enchantment purposes.

They are made out of wood.

He may throw the six rods and get two trigrams composing one
hexagram of six lines, each line having a 50% chance of being yin,
a 50% chance of being yang. Check once for signification of upper
trigram (top three lines) and once for signification of lower trigram.

01-13 e SKY + Yang, Yang, Yang
14-25 —_ LAKE 0 Yin, Yang, Yang
26-37 - - FIRE 0 Yang, Yin, Yang



38-50 :_—— THUNDER 0 Yin, Yin, Yang
51-62 E:;_— WIND 0 Yang, Yang, Yin
63-75 E-—:— PIT - Yin, Yang, Yin
76-88 E_:_ MOUNTAIN - Yang, Yin, Yin
89-00 : : EARTH + Yin, Yin, Yin

5% FP to get answer to a Yes/No question.
5% FP to Forecast Omens for a Future Event (forecast applies to
length of time determined by Diviner’s PMF).

Chance of Accuracy: 20% + 2%/MKL + 2%xWIS (GM checks, not
Diviner’s player.)

Answer Given

2-s FIRM NEGATIVE 5% on all throws in forecast
-&0 NEGATIVE -3% on all throws in forecast
+&- UNCERTAINTY standard throws in forecast
0&0 UNCERTAINTY standard throws in forecast
+&0 AFFIRMATIVE +3% on all throws in forecast
2+s FIRM AFFIRMATIVE +5% on all throws in forecast

Thus suppose that 11% and 36% are thrown for the Diviner’s Answer:
SKY above FIRE; + and 0. The answer to the question is affirmative.
Or if the question concerned the fortune to be anticipated of a ven-
ture, the prediction if accurate would result in +3% on all throws in
the time period forecast in regard to the event forecast. But was the
prediction accurate? Assuming the Diviner is MKL 10 and WIS 15, the
chance of accuracy is 20%+20%+30% = 70%. The GM will check and
note the data down for I\is own purposes.

10.10 USE OF THE | CHING RODS FOR SPELLCASTING

The Diviner may also use the | Ching Rods to cast Spells of Basic Mat-
ter (see 13.01+4). He casts the rods and obtains a hexagram composed
of an upper and lower trigram, studies it for most of a turn and casts
the spell obtained in the last segment of the turn.

Abbreviations
A: Accelerate
B: Bind
D: Dismiss
E7 Erect
H: Hurl
M: Materialize
S: Spread
Trigram Effect Above Effect Below
SKY A, D, Hand/or M Wind or Rain
LAKE D, M and/or S Water or Rain
FIRE B, D and/or M Fire, Flame, Light’
THUNDER A, Hand/or M Astral Smoke, Astral
Fire or Astral Fog
WIND A, Hand/or M Wind or Breeze
PIT M Poison Version of Fog, Ice or Fog or
Water, Smoke or Wind; Smoke
otherwise Backfires.
MOUNTAIN E and/or M Dense or Soft Rock
EARTH B, D, M and/or S Sand or Dirt

Thus MOUNTAIN above PIT would enable the Mage to Materialize
and Erect Ice, Fog or Smoke. But PIT above MOUNTAIN would re-

sult in a Backfire (see 11.09) since there is no Poison version of Sand
or Dirt.
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These spells are cast at +3 PMF and cost 10% FP. If the Diviner opts
not to throw the spell divined, he loses half the standard FP.

Once he has enchanted the | Ching Rods, the Diviner may also Write
and Enchant the 64 Hexagrams of the | Ching (see 10.33) as magic
scrolls and consult the | Ching itself. He does this at 20% FP per
hexagram cast (10% FP if hexagram not used). He throws spells thus
obtained at +3 PMF.

10.11 READING THE STARS

In order to read the stars accurately, the Diviner requires 7+(D100/
MKL) days. A quick reading may be done in one day, but has an
accuracy chance of 25%+(1%xWIS)+(1%xMKL). (The GM should
not disclose to the players whether the reading was accurate until
after the events influenced by the reading have taken place. If the
reading is inaccurate, the GM should privately determine the true
reading.)

Study of the stars enables the Diviner to
a. Forecast Omens for the Future Event; roll D O

1 FIRM NEGATIVE -5% on all throws in forecast
2-4 NEGATIVE -3% on all throws in forecast
5-6 UNCERTAINTY standard throws in forecast
7-9 POSITIVE +3% on all throws in forecast
0 FIRM POSITIVE +5% on all throws in forecast

b. Predict Weather (see 26.05+).

Forecast whether a marriage, business partnership, etc. will be
successful by seeing if the people’s horoscopes are compatible,
(GM determination or as above.)

@

10.12 DIVINERS CASTING HOROSCOPES

The Diviner may also cast the Horoscope for a person, organization
or work of art. This is done with the same accuracy as other read-
ings of the stars.

Determination of Aspect
1-2 Well-aspected

3-8 Neutrally-aspected
9-0 Poorly-aspected

Determination of Sign: roll 2D6

1st Die  2nd Die Sign 1st Die 2nd Die Sign
1-3 1 Bull 4-6 1 Sheep
1-3 2 Tiger 4-6 2 Monkey
1-3 3 Hare 4-6 3 Bird

1-3 4 Dragon 4-6 4 Dog

1-3 & Snake 4-6 5 Boar
1-3 6 Horse 4-6 6 Rat

The combination of Sign and Aspect in a Horoscope affects not
only how well a character will learn from his experience (EP
BONUS or MINUS) in a particular profession, but also affects the
power and scope of his magic ability (see PMF).

& Sign is Excellent for this profession

Well aspected stars: +25

Neutrally-aspected stars: +10

Poorly-aspected stars: +5
G: Sign is Good for this profession

Well-aspected stars: +15

Neutrally-aspected stars: +10

Poorly-aspected stars: +5
A: Sign is Average for this profession

Well-aspected stars: +5

Neutrally-aspected stars: +0

Poorly-aspected stars: -5

Mer-

Sign Fighter Mage Cleric Thief Govt chant Worker Other
Bull G A A A A A G A
Tiger E A A G A A A A
Hare A A A A G A A E
Dragon A E A A G A A A
Snake A G E A A A A A
Horse A A A A A G E A
Sheep A A A A A E G A
Monkey A A A E A A A G
Bird A G G A A A A A
Dog A A A A E G A A
Boar G A A A A A A G
Rat A A G G A A A A




The Diviner may also determine the Sign and Aspect of a Magic de-
vice. He may also determine a suitable month (by 2D6 as above) and
day of month on which to begin an undertaking; determine day of the
month by 10x(D3-1)+D10.

10.13 ARTIFICER

The Artificer Mage fashions magical devices usable by the general pub-
lic, not just by the maker. There are three kinds of Artificers:
Weaponsmith: maker of magic weapons and armor. All male Fox
Hengeyokai and all male Samurai/Noble Artificers fall into this cate-
gory.

Jewelsmith: maker of magic amulets and other jewelry.

Weaver Mage: maker of magic belts, cloaks and other cloth devices.
All Peasant Artificers fall into this category and all female Artificers
may opt for it.

Characters whose Artificer type is not predetermined by species, gen-
der or social class have it determined by characteristics:

Weaponsmith . . . . greater STR than INT or WIS
Jewslsmithy= . . S0 greater WIS than INT or STR
Weaver Mage greater INT than STR or WIS
If there is a tie for highest characteristic, the player may opt as to
which one to consider higher.

Unlike other Mages who only enchant one type of material per 5
MKL at a time, the Artificer may enchant one type of material per
MKL at a time. Thus a MKL 5 Artificer could enchant flowers,
liquids, gems, metals and bones together.

Items produced by an Artificer Mage are better made than those pro-
duced by ordinary people and sell for ten times the standard price
on account of the excellent craftsmanship.

10.14 WEAPONSMITH
At MKL 3+, a Weaponsmith will be accepted as a Samurai and allow-

ed to carry the Two Swords. He is then also a Trained Fighter if not
so before.

/
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1. Weaponsmiths enchant 3 lbs of materials per MKL. (A Fox
Hengeyokai Weaponsmith enchants 9 Ibs per MKL.) A Weapon-
smith enchanting lron or Steel decreases the material’s BMR by
one level per successful spell of enchantment--and at BMR 0 by
50% per success.

2. Weaponsmiths create magic weapons with order of enchantment
possible rising as they advance in magical proficiency. (See 7.10 for
properties of magic weapons.)

ML e e +1 minor weapons; -1 armor/helmet

ML s +2 minor weapons; +1 major weapons
MSES.. . s S +3 minor weapons; +2 major weapons
LS s s s e et -2 armor/helmet
s SR e e e -3 armor/helmet; +3 major weapons
MEE) S s s e A e +4 minor weapons
MEED . s e s e R e +4 major weapons
MEED - s e 5 s s s e -4 armor/helmet
IR S S ae e e e e +5 minor weapons
L R R e R e e +5 major weapons
MELEIR o s i e s +6 minor weapons
s S seanee e s +6 major weapons; +7 minor weapons
MKL 14 Ego Swords with INT, WIS, AL. Order of enchantment

depends on Mage’s MKL and years of work on the sword
ML IS s e e +7 major weapons
MEES) . -5 armor/helmets; +8 minor weapons
s ameta e S eNe R e, Bt +8 major weapons

Major Weapons: Tachi, Katana, Kodachi, Yari, Longbow, Naginata,
Bo, Tetsubo, Jo.
Minor Weapons: All others.

The Ego Sword

If made properly, the Ego Sword has the INT, WIS and AL of the
Weaponsmith who forged it. The Weaponsmith may place D6 Detec-
tions he knows in an Ego Sword. He will need one extra dose of
WATERS OF MIGHT per week worked on the sword per level of
spell placed in the sword.

An Ego Sword is possessive of its wielder and seeks to determine his
life. Its prime goal should be determined by the GM in accordance
with its AL, WIS and INT. If annoyed by its wielder, it will behave
as a -D3 weapon.

If the Weaponsmith failed to cast a Circle of Protection around the
forge while making an Ego Sword or a Demon penetrated the Circle,
then the Ego Sword may be possessed by a Demon. In this case it
will take on the Demon’s INT, WIS and AL and the demon will put
D6 spells he knows into it if it has been prepared with spell capa-
city. The Bemon possesses the Sword as a Critical Hit bite on thé
Astral Plane; see 21.22.

Ego Swords with INT and WIS 18+ have Understand Mechanism.
They may also say up to D6 words once a day. Swords with Detec-
tions but without speech ability communicate their results to their
wielders empathically. Also see 7.10.

3. Weaponsmiths can only learn spells of Detection and Basic
If a spell is thrown directly rather than put into a weapon or armor,
it costs 25% FP.

4. The Weaponsmith must enchant

a. WATERS OF MIGHT: (recipe makes 100 +D100 doses)
1 Unit of Fireflies enchanted
1 Unit of Dragonflies enchanted
1 Unit of Bees or Wasps enchanted
7 Flowers enchanted
7 Bloods enchanted
7 Waters enchanted

b. TEMPER: must be used once a week when making magic
metal weapons/armor/helmets.
7 Skins and 7 Herbs enchanted: makes 50 doses. Add one dose
to a dose of Waters of Might to create one dose of Temper.

c. LACQUER: must be used once a week when making magic
leather/wood weapons/armor.
7 Fish Bones and 7 Bird Bones enchanted: creates 50 doses.
Add one dose to a dose of Waters of Might to create one dose
of Lacquer.

5. The Weaponsmith must enchant a number of tools.

a. THE MAGIC HAMMER: used for making steel weapons and
armor. Made from the Seven Correspondances of the sign of
the Focus. Allows the Mage to work three times as fast as an
ordinary armorer.



b. THE MAGIC KNIFE: used for making wood and leather weap-
ons and armor. Made with the Seven Correspondances of the sign
of the Focus. Allows the Mage to work three times as fast as an
ordinary armorer.

c. THE FORGE: made of 500 Ibs of brick and 50 Ibs of Iron. It
triples the amount of metal the Mage can enchant at a time.

d. THE ANVIL: made from 50 Ibs of Iron melted together with the
22 Correspondances of the sign of the Focus. Without the Anvil
making a magic weapon or Armor of metal takes ten times the
standard amount of time.

6. Working Weapons and Armor

a. The Weaponsmith must enchant the metal/leather/wood to BMR
0 100%. (See 8.06 and 8.07 for weight of materials needed.)

b. The Weaponsmith then works on the materials to form the weap-
on/armor/helmet. (See 8.06 and 8.07 for usual armorer’s time
needed.)

c. The Weaponsmith then proceeds to work up the object’s order
of enchantment from O to that desired. Each 10 days he must
apply Temper or Lacquer. He need spend only one day in ten
working on a magic item; he must work on only one magic weap-
on or piece of armor or helmet at a time.

d. Time needed per Order of Enchantment:

B e s ey 20 days
L ZrE T e e e e e S 40 days
R e e s s 80 days
s e s s 4 months
W s A oo e S 6 months
G R e S S e et e e 1 year
PR OEENer . e e 3 years

7. Testing the Sword
Swords of +3 or higher are tested on a tree branch and on a corpse.
Roll D6 per Mage’s MKL-5 and subtract two from the total for the
sword’s performance.

Roll Performance of Sword

0 Sword cuts into but not through corpse and branch. A
CLUMSY SWORD. Order of enchantment is reduced by
2. (A +3 blade becomes +1, etc.)

Sword cuts through corpse and branch but not cleanly.
AN AWKWARD SWORD. Order of enchantment is re-
duced by 1.

The sword cuts cleanly through corpse and branch. A
STANDARD SWORD.

The sword cuts through corpse and branch without dis-
turbing the corpse’s !imbs or the tree’s other branches.
A DEXTEROUS SWORD.

The sword cuts off the corpse’s head and cuts off the
branch at a twig-node. AN AESTHETIC SWORD.

The sword cuts off the corpse’s head but somehow avoids
cutting off the branch. A PROTECTIVE SWORD.

The sword draws flowing blood when it cuts the corpse,
sap when it cuts the branch. A Possible Bane Sword.
May be converted into a Bane Sword with one year more
tempering with 3D6 items appropriate to the specific
Bane added to the temper for the year--all fully en-
chanted.

The sword somehow avoids cutting either corpse or
branch. There is a chance of 5%xMage’s WIS that this isa
Wise Sword; Sword’s AL is D20 or Mage’s, whichever is
nearest 1. Otherwise Sword is AWKWARD.

01-04

05-58

59-70

71-82
83-88

89-94

95-00

AESTHETIC SWORD: allows wielder to know any Fine Art Weapon-
smith has learned.

BANE SWORD: 20% chance that a critical hit on a particular creature
or species will result in instant death. Also see 7.10.

DEXTEROUS SWORD: allows wielder the DEX skill of a Thief of the
same level and DEX.

PROTECTIVE SWORD: acts as the Circle of Protection of a MKL 20
Mage.

WISE SWORD: WIS 20. Wielder saves as WIS 20 vs. Spells of Com-
mand. Sword will only attack wielder’s true enemies, only allow
him to commit seppuku when his cause is truly lost. Has Recognize
Motivation as Cleric; see 24.14/No. 9.

A Weaponsmith only enchants weapons, armor, and the tools of his
trade. A Weaponsmith who has learned a Martial Art does +10% per
spell of enchantment when working on material that will become the
weapon he has learned.
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An Apprentice Weaponsmith may borrow his Master’s tools once a
week for his own purposes. His Master will give him one dose of
Temper or Lacquer per pound of materials the Apprentice enchants
for the shop.

10.15 JEWELSMITH

A Jewelsmith can make exact appraisals of gems, jewelry and coins.
He need pay only half market value for precious metals and gems--
and has triple the standard chance of finding a buyer for such items.
He decreases the BMR of materials by one level per successful spell
of enchantment--and at BMR 0 by 50% per success. He can only
enchant 1 |b of material per 3 MKL.

Cutting Gems

Precious Stones: chance of success is
50% + (1%xDEX) + (2%xMKL)

Semiprecious Stones: chance of success is
70% + (1%xDEX) + (2%xMKL)

The Jewelsmith makes such items as Buddhist rosaries, pendants,
hair ornaments, combs, inlaid screens, mirrors of polished bronze,
jeweled sword scabbards, jeweled quivers, jeweled musical instru-
ments, jeweled boxes for scrolls or paintings, jeweled ink cases, etc.

The Jewelsmith may learn only 5 spells per MKL. If he casts a spell
directly, it costs 256% FP. He can enchant spells into fully enchanted
jewelry. An unset gem will hold one first level spell per minimum
quantity on a non-permanent basis. A gem washed with six liquids
will act as a simple magic device. A gem washed with six liquids and
set in a piece of jewelry containing 14 other materials acts as a com-
plex magic device.

The Jewelsmith’s Focus will be a piece of jewelry.

In addition at MKL 7, the Jewelsmith may make a MIRROR OF
JEWELS. This is made of a half pound of bronze which must be
polished for thirteen nights of the full moon, Its back must be set
with 15 different gems and metals. All materials used in the Mirror
must be enchanted, and it must be washed with 15 liquids fully
enchanted. After one year minus MKL weeks, the Mirror will begin
to glow faintly in the dark. If this mirror is set up outdoors and re-
flects the light of the full moon of the 15th night of the month, it
will produce D6 one carat pearls--each fully enchanted and capable
of holding one spell level. These gems may be combined to hold
spells greater than one level.

The Jewelsmith may use these pearls to contain spells put into them
by others. Otherwise he can only cast spells he has learned himself.

10.16 WEAVER MAGE

The Weaver has the skills of a dyer, weaver and embroiderer. He
makes normal items out of cotton and silk, but enchanted items
only of silk.

The Weaver may cast spells directly at a loss of 20% FP +D10% FP.
He may embroider Learned Spells onto furoshiki (scarves) or other
cloth items with fully enchanted silk thread. (Silk Thread is BMR 2,
.01 Ib per Unit of 250", costs 5 Mon, and is 100% buyable at a
Clothiers.) He needs 250’‘ per level of spell contained; after the
spell is discharged, the thread reverts to its original BMR. The thread
may be converted to a Simple or Complex Magic Device (see 11.10-
.12) with embroidered objects functioning accordingly by adding a
dye made of 6 or 14 enchanted materials.

The Weaver embroiders DEX inches per hour at 5+ (CON/4) hours
per day. He may enchant a NEEDLE made of the Seven Correspon-
dances of the Focus sign with which he may embroider at triple
speed.

The Weaver’s Focus is his Loom, made out of 7 different woods and
the 22 Correspondances--all fully enchanted. On it the Weaver may
weave 250" of silk thread a day into cloth. He may weave magic
cloth only one day in 10. Each day’s thread woven is dyed as a
Complex Magic Device.

On his Loom the Weaver Mage may weave the following magic
devices:



1. Belts of Protection Against Weapons:

MKL As Armor Thread Needed Time Needed
2 -1 500" 20 days

4 -2 1000* 40 days

6 -3 2000" 80 days -

9 -4 3000* 120 days

33 5 6000“ 180 days

19 -6 12,000* 360 days

2. Belts of Protection Against Spells

250" of thread per total levels of spells protected against. Acts as an
amulet against one or more spells the Weaver has Learned. Such a Belt
must be successfully targeted (as vs. the Weaver’s Relative LVL +
10,000 EP per 50 years of existence) before targeting its wearer. |f
the Belt is successfully targeted, it is inactivated against that spell for
D20 turns.

3. Astral Cloaks, which allow a material plane creature to change to
Astral Form at will (and become invisible on the material plane).
Woven out of 1000 of magic cloth (and placed as the lining of a
normal cloak) by a Weaver Mage who has learned Astral Form (see
13.08/LVL 2). Must be washed the night of the new moon (the 1st
of the month) in a solution of one unit of enchanted powdered Sil-
ver and one unit of enchanted Melted Snow Water; otherwise will
not work that month.

4. Kimono of Beauty: woven by a MKL 9+ Weaver Mage and placed
as the lining of a normal kimono. This Kimono requires 2500* of
thread.

10.17 ENCHANTER

The Enchanter performs his magic through verse, song and music.
All his magic effects are created through sound, and if he produces
no sound, he can do no Magic.

An Enchanter can master the Fine Arts of Singing, Playing an Instru-
ment and Reciting Poetry regardless of the minimum requirements
(but those below them will learn three times slower than standard).
An Enchanter who has learned the Fine Art of Singing will target at
+10%.

An Enchanter will write each of the spells he has learned on a Magic
Scroll, which he will bind into his Magic Book. These Scrolls will
be incomprehensible to anyone who has not mastered the Enchanter’s
instrument and made his Read Well roll. (This includes fellow En-
chanters who are not the Mage’s pupils and were hot pupils of the
Mage’s Master.) Only one attempt to read such a Scroll may be made
per person.

Many Enchanters become wandering Singers or Poets or Story Tellers.
They attempt and are usually allowed to pay for their meals and lodg-
ing with a song rather than with cash.

An Enchanter’s FOCUS is a musical instrument fashioned by enchant-
ing the 22 Correspondances. An Enchanter may also create other
magic musical instruments, musical Scrolls and Books--but no other
magic items.

An Enchanter may enhance spells by Meditation at half the normal
rate of enhancement on a day of traveling and/or mixing with other
people, provided he does not target a spell nor engage in physical
combat.

10.18 THE ILLUSIONIST

The lllusionist is a master of sleight of hand, who has the DEX Skill
of a Thief of the same level. He may become a street entertainer,
doing feats of popular ““magic” and juggling. He practices his magic
by gesture rather than by speech, and his Focus is a wand made with
the 22 Correspondances.

He cannot learn true Basic Magic, but may learn lllusory Basic Magic
Spells, which affect animate beings only. He learns these spells as -1
level, -2 BMR compared to the standard Basic Magic spells (with O as
the minimum level and BMR). The effects of lllusory Basic Magic are:

--half standard duration (one turn minimum)

--if victim saves vs. lllusion, no damage; if victim does not save, half
standard damage. (Save costs only 1 FP.) Save as Circle One lllusion,
unless the Illusionist has mastered the Shadow or Phantom Basic Mag-
ic Subtype (see 13.10/LVL 6 and 7); then the save must be vs. the 6th
or 7th Circle of lllusion.)
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10.19 CERTAIN ILLUSION SPELLS ARE SPECIFIC TO THE
ILLUSIONIST

Circle 1/BMR 1

BLUR OTHER'’S IMAGE (as Blur Image but castable on others).

CREATE BLURRY BEING: can‘t move or speak, only convincing

enough to need being saved against when seen in fog or at night. Dis-

solves if touched.

ILLUSORY OBJECT: one object up to 5 cube in size. Dissolves if

touched.

ILLUSORY BEAUTY/UGLINESS: creates illusion of APP 1 or 20

when cast on a person.

Circle 2/BMR 2

DIFFERENT FACE: cast on a person creates a different face which
moves appropriately when the person talks.

ILLUSORY BUILDING: size of building limited by PMF Range.
ILLUSORY FIGURE: can gesture and move but not speak. Dis-
solves if touched.

Circle 3/BMR 3

SHADOW OBJECT: like lllusory Object but only dissolves if person
who touches also saves vs. lllusion.

SHADOW BUILDING: like lllusory Building but only dissolves if
person who touches also saves vs. lllusion.

ILLUSORY AGING: gives both person it is cast on and viewers the
illusion that he has aged to 80 or so years old. Only dissolves if per-
son is touched by someone who has saved vs. lllusion; if the person
himself saves, his own touch will dissolve the lllusion.

Circle 4/BMR 4

ILLUSORY ASTRAL FORM: Mage must know See Astral Plane.
He may project any lllusion he has learned onto the Astral Plane
by throwing this spell at the same time--with a cost of 50% more FP
than throwing both spells separately.

SHADOW WEAPON: if person being hit does not save, does half
damage; if does save, does 10% standard damage.

Circle 5/BMR 5

ILLUSORY CROWD: D6 people per number of volumes creatable
by Mage as per PMF. Can move, speak, etc. Dissolve if touched.
PHANTOM WEAPON: if person being hit does not save, does full
damage; if does save, does 20% standard damage.

Hengeyokai lllusionists are +10% to learn lllusion spells. All Henge-
yokai except for Male Foxes are Illusionists.

10.20 SUMMONERS

The Summoner is deeply involved with the world of Spirits and the
Spirit Powers. His spells are cast by gesture and chanting, and he
must have the use of both his voice and his hands to cast a spell.
His Focus may be a wand, ring or book of spells made with the 22
Correspondances--or he may choose to enchant a hand, washing it
in a liquid made of the 22 Correspondances which are magically ab-
sorbed into the hand, thus rendering the hand permanently magical
(like a Bakemono Enchanted Eye) and leaving him powerless if it is
removed to cast any but first level spells.

Summoners may learn all the standard spells except for Spells of
IHlusion.

Summoners are affected only 10% of the time by Fear and similar
spells. They are affected only 20% of the time by lllusions. // A
Summoner may be recruited as a useful subordinate by a Demon or
Kami. Such a Summoner is under the Spirit’s influence but has the
option of trying to work secretly against his master. // A Summon-
er’s Focus is made with the 22 Correspondances plus seven eyes.

Summoners may be any Alignment but are typically Evil. AL 1-2, if
rolling this subtype, may choose to reroll for mage subtype; AL 3-7
may choose to roll again within the Major Mode for a new subtype.
AL 8-14 who choose to use Summoner abilities have a 4% (20-WIS)
+AL chance of having +D3 to AL. Evil Summoners are +1 to CHA.

10.21 SUMMONERS HAVE MANY SPECIAL SPELLS

for affecting non-humans. Other mages may learn them with some

difficulty.

CHA M. .. .. . +1 level/+1 BMR higher than standard
CHABR - o oves +2 levels/+2 BMR higher than standard
ST . s +3 levels/+3 BMR higher than standard



Abbreviations used in the following spells
S = Summon: the ability to call to the Summoner the indicated
beings if they are present within ten times normal PMF
range. These spells also give the caster the ability to turn
the being by keeping it at a safe distance away and to de-
tect the being if it is present within the normal PMF range--
if targeting is successful.
C = Charm: the ability to Charm a being. The caster’s chance of
being convincingly friendly is a maximum of 50% (5%/
MKL; +20% if CHA or BVC is 19+), enhancable to a maxi-
mum of 95% by
offerings to the being — at 1% per 20 Bu of value
sacrifices of sentiments to evil beings — at 1% per BP
of victim
HP expenditure by the caster at 5% per BP expended,
1% per FP expended
services done for the being in past — at 1%/MK L/day of
service; usable once only per being
5% for Religious Services (plus 1%/LVL if cleric)
These spells also give the caster the ability to Dismiss the
being and have it go away if targeting is successful--even if
the Charm itself fails.

B = Become (transforms self as Hengeyokai transformation;
see 38.04).

P = Project an emotion as an area spell of Command.

T = Talk to a being. May ask up to three questions, which need

not be answered truthfully, but being will not attack while
talking. Being is automatically Dismissed when spell ends.
Spell duration as per PMF.

Summoner spells must be targeted; Victims save as against Commands
of the same level. Unlike Commands, the level is not increased if the
Mage knows a higher level Summoner spell or spell of Command.

Level one

Cale Ll 7 SRR R D e e BMR 0
Eollemggiokai cos oSl NS e s T BMR 1
R R e e BMR 0
PVl s S e e e e e BMR 1
Level two

GobenovoRRb, . . oo s BMR 3
CofuE e s e s s e BMR 3
S G e e s s e BMR 1
R s T s St BMR 2
S Shmseens MRS SO S e N e BMR 2
Level three

S-hamenGeblii o o o s o e e T BMR 2
R LS e e e T e S s e BMR 3
CaGpki s e s L s a s e e BMR 4
B Duplicate of known Human . . . .. ....... ..... BMR 3
Level four

S Lesser Demon (spiritlevel 1-3) . . ... ........... BMR 0
TASEEDONON. .o o s BMR 4
C EemerQOBlAS . T o0 ) s e BMR 5
S GresterGoblin: <2 i .. e e e BMR 3
SRR, . T e BMR 4
B Lot Goblit=. . 5 st e s e, e BMR 6
ARl el e S S e e BMR 4
HORnIINE T e e BMR 4
e s seeSun R s G e e SR e SR BMR 4
Level five

C-LessrDombn,. s 0 o o e BMR 6
S Greater Demon (spiritlevel 4-5). . . .. ... ....... BMR 0
8 OmehiiOlio s v el e BMR 7
B-GeatorGoblin: .o 5. o s e BMR 7
C-Omehillilaiin 7 o ovs s e s s BMR 8
SoEaku - Teses RS s e e ey BMR 0
SRR Rl et L e SRR BMR 5
G GremisrBeblin 0n T e BMR 6
B Lesser Demon (roll D3 for LVL) . ... ........... BMR 7
Level six

C-GraarBaoion .. . i, s s BMR 9
B Greater Demon (roll D243 for LVL) . . .. ........ BMR 9
Level seven

BN S e e BMR 7
Level eleven

C lllusion Monsters

36

These spells will allow the caster to affect:

Hengeyokai of the same LVL or less.

Lesser Goblins of the same LV L or less.

Greater Goblins, Orochi and Kojin of half the LVL or less.

Yurei of the same LVL or less. (This includes Fune Yurei, lkiryo
and Goryo; but Yurei get +D20% to save percentage.)

FEAR: causes all living beings within 20’ of the Summoner to
check morale. Characters of 5th+ LVL or intelligent creatures with
50+ HP or unintelligent creatures with 70+ HP are unaffected. Lasts
D6 turns.

PANIC: causes all living beings within 50° of the Summoner to
check morale at -10%. Characters of 9th+ LVL or intelligent crea-
tures with 756+ HP are unaffected.

TERROR: causes all living beings within 100’ of the Summoner
to flee in complete terror-or to check morale if 9th+ LVL or if
intelligent creatures with 75+ HP.

10.22 THE NUMBER OF BEINGS OF EACH TYPE SIMULTANE-
OUSLY AFFECTABLE BY THE SUMMONER IS:

MKL
1+ 3+5+ 7+9+ 11+ 13+ 16+ 19+ 21 22

Hengeyokai 1 3= 79 1118 ety 19905
Yurei 1 55101520 2630 35 40 4550
Gaki == F 345 6 728930
Lesser Goblins — — 1 5301520 25 30 3540
Greater Goblins — — — 1 3 5 7 9 111315
Orochi/Kojin — — — 1 2 3 4 85678
Baku - - = =1 1 1 1 1 s S ¢
Lesser Demon — — — 1 1 1 2 2.3 =34
Greater Demons — — — — — .1 1 1 1 =3

Clerics can affect these beings to Banish or Propitiate them (Dismis-
sal) at No. Miracles = MKL; PMF (and range) = 2xNo. Miracles.

Buddhist Clerics Banish Spirits; Shinto Clerics Propitiate them. A
3rd LVL Cleric with only one Miracle at 5 range could try to Ban-
ish/Propitiate 1 Hengeyokai of 3- LVL or 1 Yurei of 3- LVL, while
an experienced 9th LVL Cleric with 13 Miracles at 195’ range could
try to Banish/Propitiate 13 Hengeyokai of LVL 9- or 30 Yurei of
LVL 9-.

The Cleric’s affect on these beings must be targeted. The Spirits/
Bakemono may save as vs. a 6th Circle Spell of Command with 1%x
AL added to the chance possible to save. Thus a WIS 8 Kappa of AL
19 would have not a 15% chance of saving but a- 34% chance of
saving.

Clerics may enhance their chances of targeting Banishment or Pro-
pitiations as follows:

HP expenditure at 5%/BP expended, 1% per FP expended.

1% per day of prayer and meditation on this task.

5% for Clerical Rites (plus 1% per LVL)

5% for the Blessing of the head of the Cleric’s hierarchy.

appropriate amount for Holy charms, relics, etc.

(Shinto only): offerings to the being at 1% per 20 Bu of value.

Mage Clerics may choose between magical and clerical means of
affecting Spirits/Bakemono.

10.23 DEMON SUMMONING

This operation is neither automatic nor especially safe, since the
Demon must be summoned before the Mage casts the Charm. The
Mage may use a Circle of Protection, but the coming demon carries
a Circle of Evil capable of nullifying some of the C/P‘ effects. No
circle of confinement for the summoned spirit was used in Japanese
magic.

Option: adelay is possible on summoning a demon.

. e e demon appears immediately
B S i e v demon appears one turn later
B et R demon appears D3 turns later
- S D R s e R demon appears D20 turns later

Option: the summoning spell need not be totally effective in terms
of level of demon summoned. Roll D100 to see what appears; mage
may expend FP at 1FP per +1% to enhance roll.



e AnoEeT L NS R e nothing happens
o RS S Sy e lesser spirit appears: roll D10
B e s s s e Hengeyokai
M P s YRR e e s e Yurei
FL SIS ey e e Gaki (roll D6)

R e e e R e s s e Fragrance

B e T e e S e e Music

& TN e s e s e Heat

W e T e e e Corpse

B e e e s e Sex

S T R e e s Blood
L2l MEATe e e e Spirit summoned appears
B e e Greater spirit appears: roll D10
Bl sy st re ity e more powerful Demon
e e Sl e e S et more powerful Kami

O e e more powerful Buddhist Spirit

For description of Demons, see 34,

10.24 SYMBOLISTS

Unlike the lllusionist who works lllusions by cunning of mind and
strength of will, the Symbolist casts lllusions by creating and animat-
ing an artifact. His ability is intricately tied up with the Fine Arts,
and he learns Fine Arts three times easier than normal.

There are three kinds of Symbolists:

ORIGAMI SYMBOLIST: folds Japanese origami paper (made from
mulberry tree bark) into figures and fans.

PAINTER SYMBOLIST: paints scenes with ink on silk.

CARVER SYMBOLIST: carves wood or ivory.

To determine what type of Symbolist the character is:

ORIGAME S = . e INT greater than STR or WIS
PAINTER - oo WIS greater than INT or STR
CABVER . . v o s STR greater than WIS or INT

Normal artistic productions of a Symbolist sell at 10 times the stand-
ard price of a piece of artwork.

All Symbolists know ANIMATE CREATION as a 1st level Learned
Spell. With this spell, a Symbolist may animate his creation (origami,
painting or carving) so it becomes for a while what it represents: a
person, monster, tree, etc. The duration of ANIMATE CREATION is
3 turns minimum; afterwards the animated object becomes partially
disenchanted and is only BMR 0 0-99% (D100)--and must be re-en-
chanted before being used again. Such Animated Creations may be
given by other spells the capacity to move swiftly and carry burdens,
but cannot fight unless created by means of SHADOW or PHANTOM
spells. They move silently and cannot utter a sound.

All Symbolists use POWDER OF ILLUSION to achieve special ef-
fects. This magic powder is compounded from:

.1 Ib powdered gold

.1 Ib powdered silver

50 carats powdered gem(s)

2 Flowers

2 Bloods

2 other Plants
This recipe makes 10 +D10 doses of powder.

All Symbolists may learn SEE ASTRAL PLANE. SHADOW and
PHANTOM Animated Figures may be created on the Astral Plane if
the Symbolist has cast See Astral Plane.

The typical Symbolist carries a number of prepared origami figures,
paintings or carvings in a pouch, some carefully wrapped in silk to
preserve the Powder of Illusion sprinkled on them. When he wishes to
enter magical combat, he removes (and if need be unwraps) a figure
and casts Animate Creation. If the figure is a Phantom or Shadow, the
animation triggers the illusion into effect. Otherwise the figure moves
slowly about unless the Mage casts Run, Fly or Swim on it.

10.25 ORIGAMI SYMBOLIST: paper folder

This mage uses mulberry tree paper, thicker and denser than usual
writing paper (BMR 2; 1 Mon per sheet; a sheet weighs .1 Ib for en-
chanting purposes; 90% available at an Art Supplies shop).

His Focus is a Book bound with the 22 Correspondances in which he
writes each figure of Origami he has once folded and animated as a
magic scroll (1st level). Using his Focus enables him to fold paper at
triple normal speed into any figure appearing in his Focus.
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The Origami Mage can only fold 1 sheet of paper per DEX point per
turn. He cannot reuse sheets of paper in a different figure. He must
use one sheet per 10 Ibs of the being he is creating. Thus to create
an 8’ tall, 880 Ib Oni, he would require 88 sheets, while to create a
Magic Bird capable of flying away with the mage into the sky would
require only 10 sheets of paper.

The Mage uses fully enchanted origami paper. He may make paper
animals, fish, birds, people, demons, goblins, trees, or other useful
items such as a building or a statue. After the shape has been folded,
the Mage may then cast ANIMATE CREATION on it. He may cast
this on one figure, consuming 10% FP per 50 sheets affected, or as
an area spell affecting a radius of one quarter his range and consum-
ing 50% FP.

He may animate only one figure per CHA point at a given time. The
animated figures move at a slow walk/flight (10‘/segment, % air
zone per segment ascended/descended) and can carry only a sheet
of paper. They will obey up to three commands of up to 10 words
each given them by their creator after their animation.

The Origami Mage may learn the following spells:

RUN: level 1/BMR 1; gives the Animated Figure an unencumbered
CC of 20 Ibs per sheet and a speed of 30‘/segment. D6 hours
duration,

FLY: level 2/BMR 2; gives the Animated Figure an unencumbered
CC of 15 Ibs per sheet and a speed of 50‘/segment. Flies as a
Swooper. Maximum Ascent/Descent: 5 air zones; Climb Rate:
1:1; Maximum Turn: 180 degrees. Lasts D3 hours.

FOLD SHADOW ORIGAMI: level 3/BMR 3, Circle 3 Illlusion.
Figures folded by this spell once animated do half damage if
believed, 10% damage if disbelieved. Any breeze blows them
away, any spark burns them up, any successful weapon attack
bashes them.

FOLD PHANTOM ORIGAMI: level 5/BMR 5, Circle 5 lllusion.
Figures folded by this spell require 1 dose of POWDER OF
ILLUSION per 10 sheets before being Animated. (Otherwise
they behave as Shadow Origami.) Phantom Origami Figures do
full damage if believed, 20% damage if disbelieved; they take
twice normal damage from fire and are twice as easy as normal
to bash.

The Origami Mage may also enchant Paper Fans made out of 5
sheets of Origami Paper; in these he may place standard spells he
has learned. Additional materials will allow these fans to function as
simple or complex magic devices. Only one type of spell or subtype
of Basic Magic may be contained in a given fan. An Astral spell re-
quires 5 'doses of Powder of lllusion be incorporated into the fan.

The Origami Mage may learn Origami, Basic Magic--and one lllusion
and one non-lllusion spell per MKL. If he casts a standard (non-
Symbolist) spell without putting it into a fan, it will consume 20%
FP + D20% FP.

10.26 PAINTER SYMBOLIST

The Painter paints pictures on fully enchanted silk cloth. His Focus
is a brush made by enchanting 7 Woods and 21 Skins/Feathers; this
brush allows him to paint at triple speed. He makes his own inks by
powdering the ingredients and forming them into a paste. He paints
with an ink cake, a brush and water. He must master the processes
used in making inks like the Herbalist (see 10.06).



T AT

AN | N
%%ﬁ)))m///b

SYMBOLIST
PAINTER

© COPYRIGHT 1980 XFP

The Painter’s Ink is made out of powdered bones and tree ashes. He
must master the process of powdering bones and forming a paste of
powders as the Herbalist (see 10.06). 1 unit bone and 1 unit tree ash
makes an ink cake of 25 doses of ink. The Painter needs an ink cake
made of fully enchanted materials, a brush and water to paint.

The Painter may learn the spells listed below, plus 5 additional spells
per MKL. He may learn any Basic Magic Spell, whether his Master
knows it or not, since he need merely paint the effects of the Basic
Magic in question. He may create Paintings of animals, fish, birds,
people, demons, goblins or such useful objects as lanterns or houses.
Animation is the same as for Origami Figures.

For each painting he needs .1 Ib silk plus 1 dose of ink per 25 Ibs of
creature painted-or 10 doses of ink per level of spell embodied in
painting. Standard FP loss is 50% per painting. Standard painting
speed depends on DEX.

SRR s v o 1 dose of ink per 4 segments
BRI ... e e 1 dose of ink per 3 segments
REXIIE- . . o 1 dose of ink per 2 segments
DRI, = o e 1 dose of ink per segment

No painting may take longer than one turn to paint. The Mage’s speed
and FP loss are affected by the length of his meditation on the sub-
ject of the painting.

Meditation FP loss Doses per Segment
1 turn 40% +1

5 turns 30% +2

30 turns 25% +3

1/4 day 20% +4

1 day 15% +5

10 days 10% +10

1 month 5% +20

Paintings embodying spells affecting the Astral Plane require an addi-
tional dose of Powder of 1llusion per 10 doses of ink.

Basic Magic spells affecting the same subtype (e.g. Fog, Breeze) may
be embodied in the same painting but require .1 Ib silk per spell plus
10 doses of ink times total levels of spells.

The Painter casts spells of Detection by meditating for a turn and
then painting a picture (symbolic or literal) of the thing detected if
the targeting is successful.

A Non-Symbolist spell cast by means of a painting consumes 5% FP.
Cast directly it consumes 20% +D20% FP.

The Painter Mage may learn the following spells:

RUN: level 1/BMR 1; gives the Animated Figure a normal carrying
capacity and running speed; lasts D6 hours.

FLY: level 2/BMR 2; gives the Animated Figure of a flying creature
normal flying ability for D3 hours.

SWIM: - level 3/BMR 3; gives the Animated Figure of a swimming
creature normal carrying capacity and swimming speed of 50°/
segment. Gives any air-breathing creature riding on figure’s back
the capacity to breathe water. D3 hours duration. s

PAINT SHADOW PAINTINGS: level 3/BMR 3; Circle 3 lllusion.
Requires 1 dose POWDER OF ILLUSION per 5 doses of ink.
Such figures do half damage if believed, 10% damage if dis-
believed. They take double damage from fire, are three times as
easy as normal to bash, and take bashes from any Wind as from a
Heavy Weapon.

PAINT PHANTOM PAINTINGS: level 5/BMR 5; Circle 5 Illusion.
Requires 1 dose POWDER OF |LLUSION per dose of ink. Such
figures do full damage if believed, 20% damage if disbelieved.
They take 50% additional damage from fire and are +20% to be
bashed.

10.27 CARVER SYMBOLIST

The Carver carves miniatures out of one unit of wood or ivory, using
the best wood and paying five times the standard wood price. His
Focus is a Carving Knife made by enchanting the 22 Correspond-
ances. With it he can triple his carving speed.

To create animatable carvings, the Carver uses fully enchanted wood
or ivory.

Carving Time = 10 turns per Creature’s HP
Carver’s (DEX + MKL)

Thus a MKL 4 Carver with 16 DEX can carve a Superior 10th LVL
Oni (46 BP + 27 FP = 73 HP) in 730/20 = 36% turns (1 hours 13
minutes).

Under hurried conditions, the Carver may whittle hastily.

Whittling Time = 1 turn per Creature’s BP
Carver’s (DEX + MKL)
Success Chance: 50% + 1% (DEX + MKL)

An unsuccessfully whittled Figure cannot be animated. (GM checks
success of whittling when Carver casts Animation.) The l_’ainter
above could whittle the same Oni in 46/20 = 2.3 turns (28 seg-
ments).

Success in whittling is enhanced 5% per turn of meditation on the
figure to be carved for a maximum of 25% enhancement.

Having carved the figure, the Carver then casts ANIMATE CREA-
TION, either at one figure (at 10% FP loss per 25 BP of creature) or
as an area spell affecting a radius of one quarter his range and con-
suming 50% FP. The Animated Figures can move slowly (10*/seg-
ment) but cannot carry more than 1 Ib per BP.

The Carver may learn the following spelis:

RUN: Level 1/BMR 1; gives the Animated Figure a normal carry-
ing capacity and a normal running speed; lasts D6 hours.

FLY: Level 2/BMR 2; gives the Animated Figure of a flying crea-
ture normal flying ability for D3 hours.

SWIM: Level 3/BMR 3; gives the Animated Figure of a swimming
creature normal carrying capacity and swimming speed of 50°/
segment. Gives any air-breathing creature riding on the Figure’s
back the capacity to breathe water. Lasts 4+D6 hours.

CARVE SHADOWS: Level 3/BMR 3; Circle 3 of lllusion. Such
figures must be dusted with one dose of Powder of lllusion per
5 BP. They do % damage if believed, 10% damage if disbelieved,
but are twice as easily bashable as normal and receive double
damage from fire spells.

CARVE PHANTOMS: Level 5/BMR 5; Circle 5 of Illusion. Such
figures must be dusted with one dose of Powder of Illusion per
2 BP. They do full damage if believed, 20% damage if disbelieved,
but are +10% more easily bashed and received 50% additional
fire damage.

Aside from these spells, the Carver may learn only 5 spells per
MKL. He casts these spells at 20% + D20% FP.



10.28 POET

The Poet performs all his magic by means of haiku, three line verses
with five syllables in the first line, seven in the second, and five in the
third. Once the Poet has learned the Fine Art of Creating Poetry, he
targets spells at +10%.

1. The Poet’s Focus is a Writing Brush enchanted with the 22 Corres-
pondences.

2. He embodies each spell he learns in a haiku (taking 25-INT days to
write the poem). Eventually he will write each of these haiku as a
magic scroll, using the same ink recipe as the Calligrapher (10.29) and
similarly getting a magical device scroll haiku with a recharge rate of
D6+1 charges a day. He will need one dose of ink per syllable of a
Haiku, 17 in all. He may bind these scrolls into a Book ornamented
with the 22 Correspondances which will act as a second Focus.

3. He may also write complex haiku which combine the effect of up
to three compatible spells he has learned. (GM must rule on compati-
bility.) Such complex haiku take three times as long to write and re-
quire two doses of ink per syllable. They also take twice as many
Fatigue Points to cast, whether recited or read from a scroll or Focus
Book.

The Poet, the Enchanter and the Calligrapher all get along well be-
cause of their common love for the language as written, spoken and
sung.

10.29 THE CALLIGRAPHER

The Calligrapher performs his Magic by writing an ideograph symbol-
ic of the effect he wishes to create. He writes in loose script, produc-
ing a complex of beautiful, wavy lines readable only by those of INT
16+ or fellow Calligraphers.

If this Mage draws an ideograph on an object, it will discharge the
spell placed in it when a specific triggering event occurs: e.g. a crea-
ture passes over it, a man dressed in red touches it, etc. The trigger-
ing action can be detected within a range determined by the Mage’s
PMF. The triggering action must be specifically described in no more
than one word per (Mage’s WIS+INT).

X
CALLIGRAPHER
© CoPYRIGHT 1980 XP

This type of Magic has the advantage that the Mage may leave the
spell behind him. Once he is out of its range, he cannot be touched
by its Backlash. The ideograph he leaves behind will target accord-
ing to his MKL. An ideograph written on a wall or other non-movable
object which remains undisturbed for at least six months is treated as
being on Home Ground (see 14.04) and targets as Superior if its writ-
er's LVL was within 5 LVLs of the target. The GM must know the
LVL, PMF and MKL of the writer of any calligraphic magic.
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The Calligrapher’s INK is prepared by enchanting

14 flowers

7 tree barks

13 liquids

1 powdered gem

7 powdered metals

7 organics
This makes 100+D100 doses. Using this ink makes any ideograph
drawn a magic device capable of holding any level spell with a re-
charge rate of D6+1 charges per day.

The Calligrapher’s Focus is a Magic Brush prepared by enchanting
7 woods and the hairs of 21 different creatures. Using the Brush
enables the Calligrapher to write magic ideographs at three times
normal speed. :

Instead of using a brush and magic ink, a Calligrapher may draw an
ideograph in the air with his finger. The ideograph will appear glow-
ing in the air when the strokes are completed--and then discharge
the spell at the cost of 20% FP (40% for a spell over normal casting
level). Ideographs may similarly be drawn with the finger on the
surface of water, earth or fire.

Japanese ideographs each have a definite number of strokes, and the
Calligrapher must take his time if he wishes to draw the ideograph
perfectly. He can only draw DEX/2 strokes per segment and be sure
of perfection. Otherwise there is a 20% +1%/extra stroke drawn
chance of a Backfire.

Calligraphers’ research chance is enhancible (in addition to the
standard enhancements by
1%/20 Bu/LVL given to Tenjin, Kami of Calligraphy
1%/10 days learning Calligraphy as a Fine Art under a Master
of the Art.

Once a Calligrapher has learned several ideographs, he may choose
under moments of inspiration and/or stress to combine the sym-
bols to produce non-standard spells. The GM should then determine
the level of the resultant spell, treat it as an Unlearned Spell, and
thus determine the Calligrapher’s chance of success with it. Each
time the mage successfully throws an improvised spell of this nature,
there is a chance of INT x 1% that he may remember the spell well
enough to later research and master it. Any failure to target such a
spell, whether in practice or in combat, results in an immediate
Backfire.

The Calligrapher may learn Ancient Lore spells as if they were 3
levels and 3 BMRs higher without finding the standard texts of such
spells in scrolls; instead, he is able to infer them from the lore of the
ancient ideographs.

10.30 STANDARD SPELLS CALLIGRAPHERS MAY LEARN
It is recommended that any Calligrapher wanting to learn other
spells get a book on Japanese ideographs and choose appropriate
ones to symbolize the spells--and be able to draw the ideographs at
GM request.

Basic Magic requires two symbols: one for type of operation and
one for type of element. Both must be fully drawn before the spell-
casting is complete.

Type of Effect

No. strokes Sound Meaning No. strokes Sound  Meaning
10 CHI Materialize 6 SHUTSU Hurl
5 FU Bind 6 SATSU Accelerate
5 GE Dismiss 5 RITSU  Erect
5 HIRO Spread

Type of Element
No. strokes Sound Meaning No. strokes Sound  Meaning

3 DO Dirt SEKI Dense Rock
9 SHA  Sand 5 HYOO Ice

4 SuUI Water 8 U Rain

19 MU Fog 8 EN Fire

13 KEBU Smoke 6 KOu Light

8 DOKU Poison 9 KAZE Wind



DETECTIONS require two elements:

7 KEN SEE

No. strokes Sound Meaning

4 MARU Coin

13 OSORE Fear

14 TOMO Friend

9 KUSA Herb

12 RAN Storm

13 ON Distance

13 MEI lusion

1 AKU Evil

8 DOKU Poison

22 INJA Hidden Being
11 JUTSU Spellcasting

COMMUNICATION/MOVEMENT

1 YAKU Read Magic

13 ISSHO Secret Writing
10 KYO Levitate

6 DEN Symbolic Link
COMMANDS require two elements

8 MYOU Command

13 NERU Sleepiness

12 CHI Slow

13 SEI Truth-speak
13 A Love

15 BOU Rage

8 CHUU Loyalty
ILLUSIONS require two elements

13 MEI Illusion

11 KON Blend in Place
12 GEN Diminish

16 BOU Grow

6 E Hypnotic Picture

SUMMONER SPELLS require two elements

b SHOU Summon
plus one of the following
11 HENNIN Hengeyokai
7 OBAKE Greater Goblin
6 DA Project

ANCIENT LORE

6 J Hear
1 GOu Strength
=2 KAKU Remember

10.31 | CHING MASTER

This mage is a specialist in the use of the mystic book of the Chinese
philosophers, using it with greater purpose and understanding than
the Diviner can ever hope to attain to. He may also learn standard
spells of Detection, Communication and Movement, lllusion and
Command, and Ancient Lore. However, all his Basic Magic is cast
through the | Ching.

The beginning | Ching Master first learns the eight trigrams of the |
Ching each in 10 - (INT-16) days. (See 10.09 for trigrams.) He will
then enchant three coins of metal-engraving an ideograph on one side
of each coin and leaving the other side blank; these are his first tools
for consultations. (See 10.32 for details.) Each coin is a minimum
quantity in weight for enchantment purposes. They should all be of
the same metal.

Once he has completed the above steps, the Mage may consult the |
Ching for answers to Yes/No questions or for forecasting just as the
Diviner does, but with no FP loss. If the trigrams obtained have mov-
ing lines, he will use all possible permutations in deciding his answer
to a question. (See 10.09 for details.)

The | Ching Master may also use the coins to create a hexagram for
casting Basic Magic like the Diviner (see 10.10). He must use both
hexagrams thus obtained or neither if there is a moving line; they
must be used in the order given, but not necessarily at the same tar-
get. This technique takes 10% FP; it is cast at +3 PMF,

plus one of the following:

No. strokes Sound Meaning

16 KIBUTSU Enchanted Material
10 YA Habitation

14 uUso Lie

12 SEKI Tracks

8 MYOU Command

15 TEKI Enemies

5 GYOKU Gems

5 ME E Observation

12 DOU the Path

15 REI Human Spirit

22 IMBUTSU Hidden Object

13 TOKU Read Non-Magic
24 ONDOU Teleport

9 Juu Carrying Capacity
32 ONDOUJO Teleportal

plus one of the following

15 Mi Charm Person.
12 KAKU Waken

12 SHOU Override

14 KON Demoralize

14 Z0U Hate

12 FUGU Paralysis

10 HI Fatigue

plus one of the following

14 : JOou Silence

9 MAYOU Unfamiliar Landscape
9 SHIN Trustworthiness
14 zZ0U Hlus. Image

9 HEN Shapechange
16 Mi Charm

15 REI Yurei

7 KOBAKE Lesser Goblin
24 KOMA Lesser Demon
24 OMA Greater Demon
52 FUGU Paralysis

9 NE Noise

20 KENSEI! Truesight

Before he can become MKL 5, the | Ching Master must learn the
hexagrams of the | Ching at 10 - (INT-16) days per hexagram.
After he has learned all the hexagrams, he may consult the | Ching
itself (10.33) and cast the particular hexagram(s) generated at 10%
FP (5% if hexagram(s) not used); spells are cast at +7 PMF.

Since the | Ching is a book of great wisdom, once the Mage has
learned its 64 hexagrams, there is a 50% chance he will become +1
to WIS and -1 to AL. (This may not reduce him to below AL 1.)
The Diviner regards the | Ching as a tool rather than as a vital and
mystic personality, so learning the hexagrams does not have this
effect on him.

The | Ching Master’s Focus is a book of the 64 hexagrams each writ-
ten as a magic scroll and bound with the 22 Correspondances en-
chanted, Once he has a Focus, he may cast the generated hexagrams
at +10 PMF and at 5% FP loss (3% loss if not used).

When the | Ching Master reaches MKL 16, he may select a trigram
at random (10.09, use percentage column at the left) and medi-
tate for one turn on any hexagram with that trigram as its upper
or lower member. After one turn he will be able to project the
effect of the chosen hexagram at his standard PMF. This use takes
20% FP with a Focus, 50% FP otherwise.



10.32 THE | CHING is composed of 64 hexagrams, each made up of
an upper trigram and a lower trigram, It may be consulted by throw-
ing divining rods with a Yin (— —) on one side and a Yang (———) on
the other, but this does not reveal its full potential. It is more proper-
ly consulted by throwing three coins, which are inscribed on one side
and blank on the other. (In either case, the first line attained is the
bottom line, next the second from the bottom, etc.)

In throwing Coins for the | Ching lines (the method used by the |
Ching Master) four types of lines are possible, not just two:

BBB 3 Blanks MOVING YANG (changes to Yin
to form second hexagram)

SSS 3 Symbols MOVING YIN (changes to Yang
to form second hexagram)

BBS 2 Blanks & 1 Symbol STATIC YANG

SSB 1 Blank & 2 Symbols STATIC YIN

Thus if an | Ching Master throws BBB, SSS, BBS, SSB, BBS, BBS, he
will get

BBS Static Yang Static Yang
BBS Static Yang WIND Static Yang WIND
SSB Static Yin changing to Static Yin
BBS Static Yang Static Yang
SSS Moving Yin FIRE Yang WIND
BBB Moving Yang Yin

No. 61 No. 57

Or check on the table below for each trigram:

Sky

Thunder

Pit

Mountain

Earth

Wind

Fire

Lake

1 Moving line (Roll D6: 1-2 top line, 3-4 middle; 5-6 bot-
tom); Roll again for trigram.

2 Moving lines (Roll D6: for static line: 1-2 top line, 3-4
middle; 5-6 bottom) ; Roll again for trigram.
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Disregard results for 4+ moving lines.

To determine hexagram obtained, identify the upper and lower tri-
grams (10.09); then check the chart given below.

YaRg Yang YRRl s G e o s e Sky
S e A S w S e e Mountain
N YERg, Y . o e s e e Pit
T e e R e e e e Thunder
i e e e e e, e Earth
WISV YN - s s e e e Lake
Y- - e e R Fire
XBOg YO Yih— o ms e ey e Wind
Lower Upper Trigram

Trigram  Sky Thunder Pit Mountain Earth Wind  Fire Lake
Sky 1 34 & 26 1" 9 14 43
Thunder 25 51 3 27 24 42 - 5 R
Pit 6 40 29 4 7 59 64 47
Mountain 33 62 39 652 15 53 56 31
Earth 12 16 8 23 2 20 35 45
Wind 44 32 48 18 46 57 50 28
Fire 13 55 63 22 36 37 30 49
Lake 10 54 60 41 19 61 38 58

Note that as usual, for the | Ching to be used to cast spells on an un-
willing subject, the mage must first target.

10.33 THE | CHING

It should be remembered that this section is a heavily distorting sum-
mary, including little of the significance of each hexagram even in a
FRP context--and none of the significance of the various moving lines.
GMs may wish to prepare their own key to the | Ching.
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Abbreviations used:

WIS seek advice of a Wise Man

- 50%-1%xAL of caster chance there will be no FP loss
for this consultation

- +5% on all rolis--as a general prediction without us-
ing the detailed reading

standard rolls—as a general prediction

— -5% on all rolls--as a general prediction

by

1. THE CREATIVE PRINCIPLE + *
may cast COMMAND WEATHER
2. THE PASSIVE PRINCIPLE + *
may cast WORDS OF GUARD against any spell and still move at
normal speed.
3. DIFFICULTY / *
may cast MATERIALIZE, HURL, SPREAD, and/or ERECT
FIRE or ASTRAL FIRE.
4. IMMATURITY /
may cast DETECT ANIMALS/ENEMIES/EVIL/OBSERVA-
TION/ASTRAL OBSERVATION, 50% chance may not consult
1 Ching again for D20 turns.
5. CALCULATED INACTION / *
may cast any LEVITATE spell.
6. CONFLICT — WIS
+5% on all throws
7. THE ARMY / *
+5% morale/save percentage
8. UNITY /
+10% morale/save percentage; may consult once more this turn.
9. THE LESSER NOURISHER /
may cast any FOG spell (including ASTRAL FOG)
10. TREADING /
may cast HOLD LARGE ANIMAL
11. PEACE /
+5% on all throws
12. STAGNATION —
-5% on all throws
13. FRIENDS /
May cast PROJECT THOUGHTS or READ VERBAL
THOUGHTS on those within D3 AL points.
14. GREAT POSSESSIONS +
May learn one Fine Art or locate clue to Treasure worth at least
25 Oban within ten days travel or cast MATERIALIZE/HURL
FIRE or ASTRAL FIRE.
15. MODESTY /
Vow to.tithe income for D6 months to Shrine or Temple for
+5% on all throws. (If vow is broken, for D10 months there-
after, character will be -5% on all throws).
16. REPOSE /
+5% on morale/saving throws
17. FOLLOWING + *
+5% on all throws
18. DECAY +
+5% on all throws or may cast all WIND spells,
19. APPROACH / *
+5% on all throws this turn; -5% on all throws thereafter for
duration (as determined by PMF)
20. LOOKING DOWN /
may cast any DETECTION.
21. GNAWING /
+10% in dealing with government or may cast MATERIALIZE,
SPREAD, ERECT LIGHT.
22. ELEGANCE /
Master ART of difficulty D6 or apply D6x100 skill points to
any Art currently being learned.
23. PEELING OFF —
Friends’ magic weapons hit as non-magic weapons for duration
of effect when within range.
24. RETURN /
may cast TELEPORT to retreat to safe place.
25. INTEGRITY + *
+10% to all attacks on Bad opponents.
26. THE GREAT NOURISHER / *
+10% to CHA for all social interactions.
27. NOURISHMENT /
may cast DETECT ALIGNMENT or DETECT MOTIVATION.
28. EXCESS /
+10% to attack dice; -10% additional FP - to all within range.
29. THE ABYSS —
EARTHQUAKE occurs in area centered on | Ching Master.
30. FLAMING BEAUTY / *
may cast all ASTRAL FIRE or LIGHT or FIRE spells.
31. ATTRACTION /
may cast CHARM PERSON (but with mutual effect) or as
No. 13 with 10% chance of Mutual Charm Person as above.



32.
33.
34.
35.

36.

37.

38.

39.

40.

41.

42.

43.

45,

46.

47.

49,

50.

51.

52,

53.

54,

65.

56.

57.

59.

60.

THE LONG ENDURING / *

+1 FP per LVL regenerated.

YIELDING /

may cast FIND THE PATH.

THE POWER OF THE GREAT +

may attack at +1%/LVL up to 10th LVL.

PROGRESS +

Use influence or Gain Favor successfully within duration.
DARKENING OF THE LIGHT — *

-{10%+D10%) on all throws: may cast DISMISS LIGHT and then
BIND or ERECT it.

THE FAMILY /

Men +5% on all attack rolls; Women -5% save percentage to
Commands.

THE ESTRANGED /

Influence ineffective for one week AND Commands target at
-10%.

TROUBLE — * WIS

Enemies target/hit +5%.

RELEASE /

may cast TELEPORT for return to safe place; -5% on all throws
next turn if don’t teleport away.

LOSS +

-50% remaining FP or -D6 HP, whichever is the larger number.
Hit as if vs. AC 0, target as vs. weaker opponent.

GAIN /

May buy at half price and sell at double price.

RESOLUTION /

may cast DETECT TRUTH and TRUTHSPEAK. No attacks
(magic or physical) possible for caster during duration of these
spells.

CONTACT /

Women +5% on all throws; Men -5% on all throws.

GATHERING TOGETHER / *

Tithe as per No. 15 and may cast DETECT ENEMIES or
DETECT ALIGNMENT.

ASCENDING + WIS

Tithe as per No. 15 and may cast WORDS OF GUARD vs. any
spell and/or CIRCLE OF PROTECTION and still move at nor-
mal speed.

ADVERSITY — *

WEAKNESS on area centered on caster. Targeting of Commands
and Hlusions -10%.

A WELL —

Range is 1/4 standard (taking increased PMF into account). All
WATER spells -5% to target.

REVOLUTION +

+10% to Outcast/Exile/Ronin AND -10% to targeting with
WATER or FIRE.

SACRIFICIAL VESSEL +

If tithe as per No. 15, may use all Detections including Ancient
Lore for duration of spell.

THUNDER /

May evoke Kami as Dancer, but with chance of successful evoca-
tion going up per turn rather than per day.

DESISTING /

may cast SEE ASTRAL PLANE or ASTRAL FORM or
SILENCE.

GRADUAL PROGRESS / *

+5% to target/hit/save percentage for rest of duration if do so
successfully this turn.

THE MARRIAGABLE MAIDEN /

-5% on all throws.

ABUNDANCE /

+10% morale. May cast all LIGHT spells in daytime or all FIRE
spells at night.

THE TRAVELLER /

No FP loss for movemient at maximum speed; may generate FP
when travelling as if were resting.

WILLING SUBMISSION / WIS

Treat CHA of caster as -D10 in social interactions or when cast-
ing Command spells. May cast all WIND spells.

JOY-=*
+20% to morale; 10%+(1%/MKL) a Critical Hit inflicted on a
friend wasn’t Critical after all . . . if friend is still alive.

SCATTERING / *

+5% to Devout Layman/Cleric on all throws.

RESTRAINT /

+5% morale. May throw Circle of Protection and Words of Guard
against any spell and move at normal rate.
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61. INWARD CONFIDENCE / *
may cast TRUSTWORTHINESS. +56% to save percentage with
no FP loss for saving vs. spells of Command and lllusion.

62. THE SMALL GETBY / *
+10% to LVL 1-5 on all throws; -5% to all mages with BVC as
Second Regquisite.

63. AFTER COMPLETION / *
+5% for D3 turns; -5% thereafter - on all throws.

64. BEFORE COMPLETION —
-10% to Hengeyokai on all throws; -5% to others on all throws.

1 LEARNING SPEILLS
& ENCHANTING

11.01 BASIC MAGIC RESISTANCE

A Mage learns a spell by bringing its Basic Magic Resistance down to
0 100%. He creates Magic Devices out of materials whose Basic Mag-
ic Resistance has been brought down to 0 100%.

All things including knowledge have a basic inertia and resist the
control of the intelligent mind. This can be quantified as their BMR
(Basic Magic Resistance). BMR 0 means there is very little resistance
to the Mage’s domination; BMR 10 means there is a great deal of
resistance. Each BMR is quantified in terms of percent. BMR 0
100% is thoroughly mastered with absolutely no resistance left.
BMR 0 0% still has some degree of resistance.

All spells are given with not only a level but a BMR assigned to
them. The spell level reflects the spell’s power of effect on the
world; the spell’'s BMR reflects the degree of difficulty the Mage
will have in mastering it - and the degree of resistance of the crea-
tures or objects affected by it.

All materials are given with not only a Unit of weight (see 12.01)
but a BMR assigned to them. The Magic Unit of weight reflects the
relative commonness or rareness of the material. The BMR reflects
the material’s intensity of symbolism; the more potently symbolic
a material, the lower its BMR.

11.02 REDUCING BMR

The following table is used when a Mage attempts to reduce the
BMR of a spell or material. The percentages under each BMR level
indicate the basic probability of successfully reducing the BMR.
This probability may be enhanced; see 11.08.

The Success Bonus is added to the basic probability of casting the
spell each time the spell is reduced one BMR. It is not added to the
basic probability of enchanting materials until BMR 0 is reached.

Success at Basic Probability of 5% or lower results in the lowering of
BMR, but not in adding a Success Bonus. Failure at Basic Probabil-
ity of 5% or lower brings an automatic Backfire (see 11.09). Thus if
a MKL3 Mage has enhanced a 6th level spell to 99%, but unluckily
00% is rolled, the Mage fails to lower the spell: not only does it go
to BMR 7 but there is an automatic backfire.

MKL: see 9.05, 9.06.
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Spell Basic Magic Resistance Level Success
Level O 123 4 5 6 7 8 9 10 Bonus
1 25 252015 105 O -5 -10 -15 -20 +5%
: 30 -252015--106 5. 0.5 --10 -15+10%
2 30262016 105 5 5 0 5 -10 +10%
2 B -3025 201530 5 -5-5 0 5 +10%
3 36302620 -15-10--10 5.5 0 5 +10%
3 40 353025 2015 10 5 5- 5 0 +10%
4 40--363026- 20156 10 -5 5 5- 5 +10%
4 45 403530 2520 15 105 5 5 +15%
5 45 403530 2520 15 1010 5 5 +15%
5 50 454035 3025 20 1510 5 5 +15%
6 50 454035 3025 20 1510 10 5 +15%
6 56 504540 3530 25 2015 10 5 +15%
7 56 504540 3530 25 2015 10 10 +15%
7 60 555045 4035 30 2520 15 10 +15%
8 60 555045 4035 30 2520 15 10 +15%
8 65 605550 4540 35 3025 20 15 +15%
9 65 605550 4540 35 3025 20 15 +15%
9 70 656055 5045 40 3530 25 20 +15%
10 70 656055 5045 40 3530 25 20 +20%
10 75 706560 5550 45 4035 30 25 +20%
11 80 757065 6055 50 4540 35 30 +20%
11 86 807570 6560 55 5045 40 35 +25%

11.03 STUDYING A NEW SPELL

If a spell is at or below the Mage’s Spell Level (see 9.07), the Mage
will spend 3 days studying it. (This is not Meditation, but an initial
analysis of the new spell.) At the end of that time, he may attempt
to cast the spell in order to reduce its BMR or he may decide to
spend some time first meditating on the spell in order to enhance it.

If the new spell is above the Mage’s Spell Level, the Mage will spend
(spell level +7) days studying the spell. (Thus a MKL 3 mage study-
ing a 3rd level spell would spend an initial 10 days of study, 11 for a
4th level spell, etc.)

Under no circumstances may a Magic User learn a spell above his
RESEARCH LIMIT (see 1.10).

11.04 LEARNING A NEW SPELL

A new spell is learned by casting it. Success lowers the BMR by one;
failure increases it by one. The casting may be for practice (in which
case the spell’s effect is potential, not actual and the Mage does not
need its usual target) or for real (in a battle). In either case only one
spell, the first of the day, will reduce BMR, but each failure will in-
crease BMR.

Success: |f a Mage successfully casts a new spell, its BMR will be -1
level per success until BMR 0 is reached. Now the spell has no Magic
Resistance and even failure will not raise its BMR. Meanwhile, each
time the Mage has succeeded, his success bonus was added to the bas-
ic probability of casting the spell at its lowered BMR. At BMR 0, each
success permanently increases the basic probability by the success
bonus. When the Mage has attained 100% chance of casting the spell
at BMR 0, he has learned the spell; until then it is an Unlearned Spell.

Example of Success:

Fudeko, a Poet of MKL 1, is learning DETECT FEAR, 1st level/BMR
1. After her Master gives her the spell, she studies it for 3 days. Then
she attempts to cast it with a 25% chance of success. She is lucky and
succeeds in doing so, reducing it to BMR 0. (Now its BMR cannot be
increased by failure, for its Magic Resistance is gone.)

The next day, Fudeko attempts to throw Detect Fear as often as her
CON of 12 will allow her. She has 4 FP, and throwing an Unlearned
Spell at or below Spell Level will consume 20% FP each casting (see
11.05). She can regenerate 4 FP per hour of rest, and she has two
hours a day to herself when her Master does not make demands on
her, so she can throw the spell 5 times a day, with a beginning Success
Chance of 25+5 (Success Bonus) = 30%.

That first day, none of her attempts succeed. The second day two suc-
ceed, bringing her permanent chance of success to 40%. The third
day, she seems to have gotten the hang of it and all five attempts suc-
ceed, bringing the probability to 65%. And by the sixth day, she has
completely mastered the spell. Now she will always be able to cast it
without having to hesitate to Remember it (see 1.10).

Failure: |f a Mage attempts to cast an unlearned spell and fails, its
BMR will increase by one level per failure until BMR 10 is reached.
Failure to cast the spell at BMR 10 will permanently eliminate it
from the Mage’s ability to learn. Note that a success chance of 5%
or below indicates that a failure will be accompanied by a Backfire
as well (see 11.09).

11.05 ENERGY LOSS ON CASTING SPELLS

A Mage is not capable of unlimited spellcasting. Casting a spell costs
him percentages of his FP, so that his relative energy loss remains
constant, no matter how high his Experience Level.

Spells Cast Directly (for most Mage Types)
Unlearned Spell . . . .. .-20% FP +-20% more if over Spell Level
Learned Spell . . . ... .. -10% FP +-10% more if over Spell Level
Spells cast through Device
Own Device (including Scroll, Book or Focus) . .-5% FP +-5% more
if over Spell Level
SormpoheEmsDeNice . .. . . s s e s see 11.16
11.06 ENCHANTING MATERIALS
This is a long and difficult process even for the experienced Mage,
let alone the beginner. And it is the experienced Mage who can get
the most use out of Magic Devices, which he will make out of the
materials he enchants. Since casting spells consumes a fixed percent-
age of the Fatigue Pounts, but even the Mage with the mightiest
Constitution regenerates only 8 FP per hour of rest, it is the exper-
ienced Mage who is most apt to become fatigued by spelicasting and
appreciate the lessened fatigue of using a Magic Device.

A Mage may cast one spell of Enchantment per day at 20% FP loss.

He may enchant up to 1 Ib of material per MKL (except for Arti-
ficers).

He may enchant only one type of material per 5 MKL. (The types
of Materials are: Metals, Gems, Trees, Flowers, Liquids, Bloods,
Perfumes, Skins, Bones/Organs, and Organics.)

Thus Jirosuke, an Herbalist of MKL 13 would be able to enchant up
to 3 different kinds of materials of the same BMR at a time with a
total weight of up to 13 Ibs, while Fudeko with MKL 1 would be
able to enchant only one kind of material with a total weight of 1
pound.

11.07 THE PROCESS OF ENCHANTMENT

Failure of an attempt to enchant does not increase the material’s
BMR by one, nor does success reduce the BMR by one. The pro-
cess is less hazardous but far slower and more involved,

If an attempt to enchant a material fails, the BMR is not affected.
However, if the Basic Probability of success was 5% or lower, there
is an automatic backfire.

During the first BMR enchanted, each successful enchantment cast
upon the object increases the level of enchantment present by:
Success Bonus + 1%xMKL. When the total enchantment present
equals 100%, the BMR is reduced to the next lowest level, and the
object is termed Partially Enchanted.

Each successful enchantment cast on a Partially Enchanted Material
increases the level of enchantment present by: Success Bonus +
1%xMKL + Astrological Bonus (see 10.12).

Not until BMR has been reduced to O is the Success Bonus added to
the basic probability of enchanting. When the material is BMR 0
100%, it is fully enchanted. (See 12.07-.26 for the BMRs of most
materials used by Mages.)

Thus if Fudeko wants to enchant some Cherrywood for her Pen
(which will one day become her Focus), she will buy one pound of
Cherrywood for 1 Bu and set about fully enchanting the BMR 2
material.

Her Success Bonus as a MKL 1 Poet is 5%, so she will do 6% of en-
chantment per success when working on the first BMR (BMR 2).
That means she will need 17 successes with a basic probability of
20%. 20 days later, she has had three successes for BMR 2 18%
cherrywood; 20 more days bring the cherrywood to BMR 2 30%:
20 more days to BMR 2 54%; 20 more days to BMR 2 84%; six
more days to BMR 2 96%; and one more day to BMR 1 2%. It has
taken Fudeko 87 days to reduce the Cherrywood to one BMR lower
than normal.



Meanwhile if Jirosuke also needed some enchanted Cherrywood, as
MKL 13 he would have a success bonus of 15% + 1% per level, so he
would do 28% enchantment per success. His basic probability of en-
chanting a BMR 2 substance is 45%. In three days he gets the Cherry-
wood to BMR 2 56%; in five more days to BMR 2 84%; in five more
days after much cursing of his luck this month to BMR 1 12%. Even
with bad luck, it has only taken him 13 days to reduce the Cherry-
wood to one BMR lower than normal.

Now Fudeko and Jirosuke set to work, each on her or his own piece
of Cherrywood. Fudeko’s astrological sign is the Dragon, well-aspect-
ed, giving her an Astrological Bonus of 25%. Jirosuke’s sign is the
Horse, poorly-aspected, giving him an Astrological Bonus of -5%. Thus
Fudeko now does 5%+1%+15% = 31% per successful enchantment.
Meanwhile Jirosuke’s enchantment rate may be raised but not lower-
ed by his stars, so he still does 28% per successful enchantment.
Fudeko’s chance is now 25%, Jirosuke’s 50%. In five days, Fudeko's
cherrywood is successfully enchanted twice, bringing it to BMR 1
74%. Meanwhile Jirosuke has successfully enchanted his wood four
times, bringing it to BMR 0 24% with a new success chance of 70%
(55% + 15% Success Bonus). The next day Fudeko is successful again,
bringing her wood to BMR 0 5% with a new success chance of 30%
(25% + 5% Success Bonus).

Enchanting on their, BMR 0 materials, both mages are successful.
Fudeko’s cherrywood is now BMR 0 36% with a success chance of
35%. Jirosuke's is BMR 0 52% with a success chance of 85%. Three
days later Jirosuke’'s wood is fully enchanted, but it takes Fudeko
seven days more to fully enchant her cherrywood.

In all, it has taken Jirosuke 21 days to enchant the cherrywood, and
Fudeko has taken 103 days. Depending on how much Jirosuke
charges for his cherrywood (and he can also enchant 13 times as much
as Fudeko) it might be reasonable for Fudeko to buy some enchanted
wood from him. But this Cherrywood is to go into her Focus. And at
least half the materials in a Mage’s Focus must be enchanted by the
Mage himself. Fudeko is, however, thinking of buying some enchant-
ed oak wood from Jirosuke; that’s BMR 7.

11.08 ENHANCEMENTS

Magic Users often have a low basic probability of casting a spell or
enchantment successfully or of targeting a spell during conflict (see
14.). However, there are some things they can do to enhance their
basic probability.

When learning a spell or enchanting a material, there is no limit to the
per cent of enhancement of success. When targeting a spell, there is a
limit of 25% enhancement.

1. ASCETIC MEDITATION: adds 1% enhancement per MK L per day
meditated. Meditation is possible only when a Mage is in surroundings
of complete quiet and peace and on an ascetic vegetarian diet. If the
Mage’s meditation is disturbed by such mundane matters as having to
go shopping or receiving a message, there is a 50% chance all accumu-
lated enhancement from meditation will be lost. If he is disturbed by
being attacked, there is a 95% chance all enhancement benefit is lost.

After CON days of Ascetic Meditation, the Mage will stop regenerat-
ing FP. After 20+D 10 more days, he will stop regenerating BP and FP
~and will lose 10% FP per day thereafter. A more substantial and
nhourishing diet plus a rest of 10 days is required to get back in good
shape. These bad effects do not apply to Ascetic Clerics or Hermits
who are used to it. It does apply to all Fighter Clerics.

A Meditating Mage may not cast spells of enchantment. He may only
cast spells to help his Meditation (such as Trance). He may not
study other spells; he may not write scrolls or assemble magic devices.
He must concentrate on meditating.
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2. RELIGIOUS SERVICES: attending the local Shrine or Temple
on religious occasions gives +5% enhancement. One cannot Medi-
tate on such a day, but it will not run any risk of disturbing the
results of previous Meditation. Each religious service attended dur-
ing the period of enhancement adds +5%.

3. BLESSING bestowed by the Head Cleric of a Shrine or Temple:
+5% enhancement. Most pious worshippers who support the partic-
ular Shrine or Temple with their money and attendance usually
receive this on request. Non-devout mages or those away from their
home territories must influence the Head Cleric to obtain his bless-
ing. Only applicable once per BMR to enchanting material or learn-
ing spell; once per spell to Targeting (see 24.03).

4, FATIGUE POINT EXPENDITURE: +1%/FP expended.

5. USE OF A FOCUS: +10% to success in targeting a Learned Spell.
No bonus for enchanting or learning spells.

6. USE OF A SCROLL OR BOOK OR OTHER MAGIC DEVICE:
+10% in targeting spells contained. In addition, if the Magic Device
was created by another Mage, it will target at the maker’s Relative
Level, not that of the Mage using it (see 11.16). If the Device is
thereby Superior to the Mage using it, he cannot enhance its target-
ing until he has learned the spell contained in it.

Example

After her Master the Poet taught her a little about enchanting,
Fudeko the MKL 1 Poet decided to learn another 1st level/BMR 1
spell, DETECT ENCHANTED MATERIAL. Her Success Chance
is still 25%, but she now decides to spend an additional month med-
itating on the spell except on the 1st, 15th and 28th days when as a
pious Shinto worshipper she goes to attend services at the local Inari
Shrine. There she begs the Blessing of the Head Priest. She also de-
cides that since it will only take 20% of her 4 FP (.8 FP) to cast the



spell, she will expend the other 3 FP for additional enhancement.

Meditation: 27 days at MKL 1: +27%
Religious Services: 3 at 5% +15%
Blessing +15%
Fatigue Point expenditure +3%
Total Enhancement 60%

Fudeko’s Success Chance is now 85%. However, learning this spell is
very important to her, and she decides she should be certain of doing
so. She continues to meditate for eleven more days (except for servi-
ces at the shrine) and only then will try casting the spell for the first
time. Her chances are now enhanced by an additional 10 days of med-
itation (10%) plus one more day of religious services (5%), and are
now at 100%.

She successfully lowers the spell’s resistance to BMR 0 and in seven
more days fully learns it at BMR 0 100%. Then feeling she has earned
some rest and recreation, she goes for a walk in the city and after

some shrewd bargaining succeeds in purchasing some Katsura wood,
which is BMR 2, =

Enhancing her enchantment with Fatigue Point expenditures and
thrice-monthly visits to the Shrine (not to mention getting a Blessing
from the Head Priest every time she sets out on a BMR) in the first 30
days she achieves four successes, raising the Katsura wood to BMR 2
24%. The next 30 days sees five successes, making the wood BMR 2
54%. Four successes in the next month bring the wood to BMR 2
78%. By this time she'd had the Cherrywood already enchanted to
BMR 1. Clearly, thinks the unlucky Fudeko, enhancement is easier to
combine with learning spells at 100% of a BMR per success than en-
chanting materials at 6% BMR per success.

11.09 BACKFIRES
A Backfire may occur under the following conditions:
1. Non-Combat
a. A mage attempt'm\g to cast an unlearned spell of Basic Probabil-
ity 5% or below fails to cast it successfully.
b. A mage attempting to enchant a material of Basic Probability
5% or below fails to enchant it.
2. Combat: a mage attempting to cast a spell on an unwilling recip-
ient fails targeting and checking the Failed Targeting Section
14.05 reveals that the spell Backfired.

Results of Backfire

1. Loss of additional FP only

Spell Level of Chance only Percentage Extra

Unlearned Spell Extra FP Lost FP Lost

below Mage'’s Spell Level 50% -50% FP

at Mage’s Spell Level 45% -60% FP

above Mage’s Spell Level 30% -75% FP

Spell Level of Learned Chance Only Percentage Extra

Spell/BMR of Material Extra FP Lost FP Lost

below Mage’s Spell Level 85% -15% FP

at Mage's Spell Level 80% -25% FP

above Mage’s Spell Level 65% -40% FP
2. Loss of additional FP as above plus REBOUND

roll D100 for effects on Mage.
0120, e as Command of Sleepiness - no save - D20 turns
24405 s as Command of Entrancement - no save - D20 turns
43805 na as Command of Uncertainty - no save - D20 turns
61-75. . .as Command of Strike Senseless - no save - D20 turns
W a0 as Command of Paralysis - no save - D20 turns
CLT e pemee as Command of Forgetfulness - no save - D20 turns
PN as Command of Amnesia - no save - D20 turns
R e e s -D3x10% BP
C SRS TR R L e e S e -D6x10% BP

11.10 SPELL STORING

Spells may be stored in two general types of devices. AUXILIARY
DEVICES are used by the Mage to aid his spellcasting. Spells in them
are thrown at the mage’s will and require expenditure of FP (see
11.05). Such spells target as per the Mage’s Mode and current MKL
and PMF and affect an area determined by his PMF. REFLEXIVE
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DEVICES cast spells automatically when triggered by a specified
stimulus at zero FP expenditure. They target, etc. as Magical Devi-
ces with the MKL and PMF of the Mage who cast the spell into the
device. (One type of Reflexive Device, the Amulet, has a Relative
Level affected by its age; see 11.14.) The Reflexive Device does not
have an area affect. Attack spells only affect a being in physical con-
tact with the device; protective spells (in an amulet) only affect
spells or attacks aimed at the device’s wearer.

It takes one unit of a fully enchanted material to contain one level
of spell. Thus it takes 20 carats of ruby at BMR 0 100% or 10 Ibs of
sand at BMR 0 100% to contain a 1st level spell. Such storage is
strictly temporary, and once the spell is discharged, the substance(s)
will revert to the original BMR and must be re-enchanted to contain
another spell.

11.11 SPELL STORING IN A SIMPLE MAGIC DEVICE

To contain a spell for repeated use, the Mage must create a magic
device in the form of a wand, pen, fan, weapon, etc. A Simple Magic
Device requires at least seven different materials at BMR 0 100%,
four of which must be appropriate to the form of the device (e.g.
metals for a sword).

Seven materials will hold one first level spell. One more different
material must be added per additional level of spell. If multiple
spells are to be cast into the same device, one additional material
x (total spell levels -1) is needed PLUS 3 additional materials.

Thus a device holding one 2nd level spell requires 8 different mater-
ials; a device holding two 2nd level spells needs 7+3+3 = 13 mater-
ials. A device with a 2nd and a 5th level spell requires 7+6+3 materi-
als.

Each spell stored.in a Simple Magic Device has D10 charges (uses of
the spell). When all a spell’s charges have been used up, the Mage
may cast the same spell or another spell of the same level or lower
back into the Device. If all the spells stored in a Simple Magic De-
vice have all their charges used up, the device is still at BMR 0 100%
and new spells may be cast into it and stored in it.

Creating a Simple Magic Device is more complicated than just en-
chanting all its materials. The enchanted materials must be brought
together for a Final Meditation by the Mage for D20+1 days (as
Ascetic Meditation, see 11.08). At the end of the final meditation
most of the materials will have all but a small amount of the unit
disintegrate. Then the Mage must have the materials assembled into
the form he wants with the usual time taken a craftsman needs to
make a wand, a pen, a fan, a weapon, etc. The disintegration at the
end of the Final Meditation explains how the mage can make a fan
out of bamboo (1 Ib unit) adding to it a total of 2.3 Ibs more for
silk, cherry wood, ink, orchid perfume, salt and sake--and yet come
up with a fan weighing a few ounces, not 3.3 Ibs.

11.12 SPELL STORING IN A COMPLEX MAGIC DEVICE

A Complex Magic Device requires 15 different materials, seven of
which must be appropriate to the form of the device; all must be
at BMR 0 100%. Such a device has D100 charges and contains one
spell per MKL of the maker. The Mage may store additional spells
by adding:

a. 3 additional materials per extra spell - OR

b. one material with a natural BMR of O or No. per extra spell.

Over half of the materials must have been fully enchanted by the
Mage who is to use the Device, and at least one spell of enchantment
should have been cast on each of the ingredients. (The Mage may get
a material which is BMR 0 100% either naturally or because another
Mage has enchanted it, but he may not use it in a cgmplex magic
device until he has successfully enchanted it once.)

The device may be made recharging at 3 charges per day by choos-
ing materials so that all the seven correspondances favorable to the
sign of the device are included (see 11.22).

Constructing a Complex Magic Device is a serious affair, and the
Mage will consult a Diviner or | Ching Master for guidance. In turn
the Diviner/l Ching Master will consult the | Ching trigrams and the
stars.



1. Each device will have a date of the month associated with it. En-
chanting each substance must begin on that day. The final meditation
on the totality of enchanted materials must begin on that day. (The
Diviner/l Ching Master may either determine the date randomly or
consult with the GM.)

2. Each device will have a sign. If the Mage has not yet made his
Focus, the sign of the first Complex Device will also be the sign of the
Focus. (The Diviner/lI Ching Master may either determine the sign ran-
domly (see 10.12) or consult with the GM, taking into account the
Mage's subtype, birth sign, and the type of item that the magic device
will appear as.)

3. Each device will be the object of a consultation of the | Ching to
see how easy it will be to make.

FIRM NEGATIVE: enchantment of each material must begin on
the month and the hour of its sign. (The day had twelve hours of
120 minutes each, starting with the Hour of the Bull (2 AM) and
ending with the Hour of the Ram (Midnight).) The final medita-
tion will take 30 days, with a chance of 100% - (5%xMKL) that
any disturbance will cause disruption.

NEGATIVE: enchantment of each material must begin at the hour
of its sign. Final Meditation will take 30 days; with a chance of
100% - (6%xMKL) that any disturbance will cause disruption.
NEUTRAL.: enchantment of each material must begin at the hour
of its sign. Final meditation takes 3D6+5 days, with a chance of
90% - (6%xMKL) that any disturbance will cause disruption.
POSITIVE: enchantment of all gems and metals must begin on
the hour of the device sign. Final meditation will take 3D6+3
days, with a chance of 856% - (5%xMKL) that any disturbance will
cause disruption.

FIRM POSITIVE: enchantment of all metals will take place on the
hour of the device sign. Final meditation will take D20+1 days,
with a chance of 75% - (5%xMKL) that any disturbance will cause
disruption.

DISRUPTION: If the final meditation is disrupted, there is a chance
equal to the chance of disruption that the materials of the device are
now at BMR 0 0% and must all be re-enchanted-at one type of mater-
ial per 5 MKL being enchantable at a time.

[Option: the Mage’s Astrological Bonus may be taken as his luck and
subtracted from the throw to see if the device materials have become
disenchanted.]

11.13 MAGICAL FOCUS

The Focus is made up of the 22 Correspondances: (see 11.22)
. the Seven Correspondances of the Focus Sign

. the Seven Correspondances of the preceding sign

. the Seven Correspondances of the following sign

. the Gem of the Opposite Sign (the one six signs away).

aooTe

The Focus has 10xD10 charges with a recharge rate of 7 charges a
day. (The recharge rate may be boosted by use of three additional
Gems per additional recharge, giving a maximum of 15 recharges a
day and a maximum number of charges of 100.)

All the spells a Mage knows can be cast through a Focus (at reduced
Fatigue Point cost, see 11.05). One spell per MKL may be placed in
the Focus and cast without any FP cost. One charge is used up per
spell cast.

Before beginning the enchantment of materials for his Focus, the
Mage will consult a Diviner or | Ching Master to determine the Focus
sign, date of the month and ease of manufacture. The same rules will
then apply as per Complex Magical Devices in terms of when to begin
enchantment, final meditation, how long final meditation will take
and what chance of disruption there is.

At least half the materials in a Mage’s Focus must be fully enchanted
by the Mage.

11.14 MAGICAL AMULETS
There are many different kinds of Magical Amulets which may pro-
tect the wearer against magic spells.

1. Some contain a spell of protection.
a. Words of Guard against a specific spell or spells.
b. Circle of Protection.
c. Circle of Loyalty.
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2. Some contain a spell which will increase the wearer’s chances
against spells of llusion and Command.
a. Detect lllusion
b. Detect Command
c. Truesight

3. Some act as Commands against a specific spell or spells to allow
the wearer increased chance to save if the spell they contain is
correctly targeted--and if the wearer fails to save vs. the Amulet
spell.
a. Override Individual lllusion
b. Override General lllusion
c. Override Command

4, Some contain a Command which will counteract a specific other
Command if successfully targeted and if the wearer fails to save
vs. the Amulet Spell.
a. Waken
b. Remember

All of these amulets may be created by Mages knowing the correct
spells as Enchanted Substances, Simple Magic Devices or Complex
Magic Devices with the usual number of charges. (Words of Guard,
Detect lllusion, and Detect Command are counted as being the same
level as the highest level spell the Amulet is devised to protect
against in terms of the number of materials needed. Overrides will
protect against the highest Circle of lllusion or Command that the
Mage who makes the Amulet has ever saved against--and are counted
as being of that level in terms of the number of materials needed.)

If the Mage makes the Amulet out of the 22 Correspondances of
the Device Sign and otherwise treats its construction as like that of
the Focus, then the Amulet must be separately targeted and must
fail its save vs. lllusions and Commands before targeting on the
wearer begins. An Amulet which is successfully targeted (and fails
to save vs. Command or lllusion) is deactivated for D20 turns.

When targeting the Amulet, its Experience Level begins as that of
the Mage who made it when it was finished. In addition, a Complex
or Focus Amulet acquires additional experience. A Complex Amulet
goes up 10,000 EP per 50 years of existence; a Focus Amulet goes
up 10,000 per 5 years of existence.

An ordinary Focus may also be used as an Amulet. However, if a
spell penetrates its defenses, there is a 50% chance of a Backfire.

11.15 LESSER MAGIC DEVICES

appropriately constructed and enchanted at the appropriate times
may be incorporated into Greater Magic Devices. Thus a beginning
Mage who knows the sign of his Focus may enchant seven mater-
jals eventually to be used in his Focus and make of them a Simple
Magic Device. Later he may incorporate this into a Complex Magic
Device and finally into the Focus itself.

11.16 USING AN ALIEN MAGIC DEVICE

Casting an Unlearned Spell: -20% FP + -20% more if over Spell
Level

Casting a Learned Spell: -10% FP + -10% more if over Spell Level

A Mage may learn to use an Alien Magic Device as if his own (see
11.05) if he has found out and learned all the spells in it and analy-
zed its composition.

Finding the nature of a spell in an alien magic device

If the spell is knownby theMage . . . . ... .. 5%xINT chance
If a spell of that type (e.g. Command, Fog) is known
bytheMage . ... .... .... ....2%xINT chance
i lh i L R RS T e RN s MU S S 1%xINT chance
Learning the composition of an alien magic device
AR s . e e sy e 5%xINT chance
R NP N St R S S 3%xINT chance

A Non-Magic User may learn to cast a spell found in a Magic Device.
If INT 11+, he has 5%xINT chance per attempt to cast the spell--
if he knows its nature (1%xINT chance). Spells above his casting
level carry a 10% +(10%xLVL) chance of causing unconsciousness
for D20 turns if successfully cast.

Spells in an Alien Magic Device are cast at the MKL and PMF of the
Mage who enchanted it, if they are higher than the MKL and PMF
of the caster.



11.177 REMOVING A SPELL FROM AN ALIEN MAGIC DEVICE
Defusing an Attack Spell left to protect the Device:

The Mage attempts to learn the nature of the Attack as if learning a
spell of the same BMR and LV L. He then attempts to Dispel it. If suc-
cessful, there is 5%xINT chance that he will have learned the Attack
Spell by defusing it.

Dispelling a Spell in an Alien Device can be done only by a Mage who
knows the spell; his chance of success is 50% minus 5% per MKL he is
below the MKL of the Mage who made the Device. This chance of
success is enhancable like targeting with a maximum of 25% enhance-
ment.

Failure in an attempt to Dispel a Magic Spell in a Device results in an
immediate Backfire.

A Mage who has not learned the spell he wishes to remove from a De-
vice may attempt to DISRUPT it. His chance of success is 20% + or —
5% per MKL he is above or below the Mage who made the Device.
Failure results in immediate Backfire.

11.18 DESTROYING A MAGIC DEVICE

Magic Devices are bound together by numerous spells of enchantment
and are not easily broken. It can be done by:

a. destructive Basic Magic: requiring one volume-turn per element of
the device to affect the device. (Thus a five volume Beam of Fire
would require 5 turns to destroy a Focus; if the Focus were removed
from the targeted area before the 5th turn, it would not be affected.)
b. Burning the device in a normal fire (as a one volume fire in terms
of length of burning required) and scattering its ashes.

c. Breaking or smashing the device by having it fall from a great
heig_ht or be trampled by a heavy beast. (Impact required is 10 pts per
element of the device.)

Failure to destroy a Magic Device results in immediate backfire of all
spells therein.

When a Magic Device is destroyed, there is a 5%/spell level chance that
each spell in it will Backfire with a 90% chance of a Rebound.

11.19 STANDARDLY KNOWN MAGIC POTIONS

WATERS OF MIGHT: see Weaponsmith, 10.14, for recipe. If Drunk,
as Strength (Ancient Lore spell, 4th level, section 13.11). If rubbed
on feet, may run without tiring. Effects last D6 hours.

POWDER OF ILLUSION: see Symbolists, section 10.24, for recipe.
1 dose per 25 Ibs of object dusted will bring the object onto the astral
plane.

CALLIGRAPHER'S INK: see section 10.29 for recipe. Will give a

normal mage’s scroll the capacity and rechargability of a Device of
Power.

WATERS OF JADE: 500 carats of jade, 10 flagons of dew, and 5
pounds of rice. Will dispel the result of an Evil Miracle, an Illusion or
a Command when drunk - at one dose per level of spell or number of
miracle. Recipe produces 10+D100 doses.

11.20 SYMBOLISM OF MATERIALS

Mages will do well to bear in mind that Japanese symbolism is not the
same as Western. Below is a brief list of some of the more divergent
symbols:

TS e e e S R e = e marriage
samehEs < s e e e e execution
cat

hard-heartedness, the geisha

CHOFRP: s B o v o0 T e o self-sacrifice
S Dr e SRS S e TRt e e reincarnation
o SRS T e e S SRR e e conjugal love
e e L RS Ne S e e R e e many children
BRHVRBBRC . . o e S e loyal retainer
GBI e s e sy e e enlightenment
By e e s s s e e e e e gracefulness
T e R R T e e death, nirvana
B e e e e e pure-mindedness
Gl S e e S e e e R demons
PRACh it i e e . mbriage
L st o R SR SRR e wifely devotion
s i e e

happiness, child
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S e e danger
Wl . ol s s v ee s s e Rt o mosquito killer
VOIS o e s s e s s e e e wrestling
o S SRR e T e e mourning
W . e i s s e e vt e e gentleness, ghosts

Longevity is symbolized by the turtle, pinetree, stork, etc.

11.21 MAGIC SCROLLS (AND BOOKS)
Magic scrolls are written on a skin or parchment or length of silk
which has been enchanted fully.

They are written with a brush made from the hair and bone of any
wild creature-enchanted fully.

They are written with an ink prepared from seven ingredients—en-
chanted fully. This ink is enough to write one first level spell. Treat
as a Simple Magic Device (11.10) for adding materials to write high-
er level spells. With a few exceptions, only one spell may be written
on a Scroll.

Basic Magic spells affecting the same subtype (e.g. Heat, Fog,
Sand) may all be written on the same scroll. Treat as a Simple
Magic Device with multiple spells in figuring out how many
extra ingredients to add to the ink.

Writing a spell takes one day per spell level. The Scroll contains
D6+1 charges. If the ink is prepared with the Correspondances of
the Device sign, it will have 1 recharge per day. Inks can be increas-
ed in recharge capacity by the addition of ground gems: 3 minimum
quantities per extra recharge.

To read the Scroll (or a Book of Scrolls), the Mage must be able to
speak the spell correctly. If the Mage has written the Scroll, this
is automatic. Otherwise, the reading Mage must make his Remember
Spell roll, unless he has the spell himself as a Learned Spell. In any
case he must make his Read Scroll roll.

It takes a minimum of one segment to read a scroll or a page in a
book.

Note that special Scrolls/Books are written by the following Mage
subtypes and have special properties:

a. Unusable by other Mages: Herbalist list of materials, Diviner or
| Ching Master copy of the | Ching.

b. Hard to read by other Mages: Enchanter Music.

c. Having D6+1 recharges per day: Poets and Calligraphers.



11.22 CORRESPONDANCE TO THE SIGNS

Sign Gem Plant Incense

Bull Chrysoprase Rice Plum Blossom
Tiger Jasper Cherry Poppy

Hare Moonstone Moss Pine

Dragon Jade Gentian Sandalwood
Snake Pearl Azalea Rose

Horse Carnelian Seaweed Azalea

Sheep Tortoiseshell Bamboo Mint

Monkey Cowrie Shells Narcissus Ginger

Bird Turquoise Chrysanthemum Orange Blossom
Dog Mussel Shells Dandelion Hollyhock
Boar Agate Pine Clove

Rat Jet Burdock Camellia

Mineral Liquid/Blood Feather/Skin Bone
Copper Brandy Cow Cow
Cinnabar Sea Water Tiger Tiger
Lodestone Dewdrops Cricket Rabbit
Lava Rain Water Firefly Eagle
Mercury Snake Snake Snake
Steel Hot Spring Deer Deer
Gold Camphor Oll Antelope Antelope
Brass Monkey Monkey Monkey
Silver Snow Water Butterfly Hawk
Bronze Eagle Wolf Wolf
Rock Boar Boar Boar
Sulphur Vinegar Dolphin Rat

See 12.10-12.16 for BMRs, availability, and minimum quantities of these materials.

Substitutions may be made for Animal substances as detailed below:

1. Body parts from similar but more dangerous beasts are acceptable 10% + Astrological Bonus amount of the time. The check to see if the sub-
stitute body parts are acceptable must be made after they have been fully enchanted. Thus Whale skin might be substituted for Dolphin skin.
2. Body parts from similar Legendary animals are acceptable 70% + Astrological Bonus. The check must be made after the body parts have been

fully enchanted. Thus Temba blood might be substituted for Eagle blood.

3. Body parts from sentient creatures (human or non-human) may be substituted for similar non-sentient creatures and will often be so used by
those of AL 19 or 20. Thus Saru bone might be substituted for Monkey bone. Acceptability is 100%.

11.23 NPC MAGIC DEVICE CREATION CHART

Mage's = DAYS NEEDED

Starting Simple Complex

Level Device (into) Device (into)

1 630 -

2 390 880 -

3 360 750 -

4 290 665 —

5 270 590 —

6 220 460 1020
7 210 430 900
8 147 320 790
9 130 265 715
10 120 250 650
1 115 240 635
12 100 210 500
13 95 180 475
14 90 175 365
15 85 170 360
16 80 155 315
17 75 145 300
18 70 135 280
19 55 110 250
20 50 100 190
21 45 90 155
22 40 80 150
See 9.12 for analogous chart for spell learning.

MR . T S 540 days for enchanting per MK L
MRLESIS . 450 days for enchanting per MK L
MKL 16-21

... .... 380days of enchanting per MKL
............ 180 days of enchanting per year over 80

To use the above chart, assume that Fudeko starting as a MKL 1
Calligrapher would complete a Simple Device by MKL 2, |eaving
(630-540 = 90; 540-90 = 450) 450 days of enchanting at MKL 2 to
proceed with the creating of a Focus. She would complete a Complex
Device by MKL 3, leaving (450 + 540 = 990 - 880 = 110) 110 days
free to work on other matters. She could start turning the Complex
Device in its turn into a Focus at MKL 6, and finish at MKL 9.

Meanwhile Jirosuke at MKL 13 has lost his Focus. He creates a Com-
plex Device in (95+180) 275 days, leaving (450-275) 175 days free to

start work on making a new Focus. By MKL 14 he has completed the
Focus.

= [2BYING £ SELLING

MACK MATERIALS

12.01 MAGIC UNITS OF MATERIAL

Each material which a Magic User enchants for use in a magic de-
vice has a specified minimum quantity for magic purposes. Thus
Gold’s Unit is .1 Ib. Less than .1 Ib of Gold is magically useless and
.18 Ibs of gold is for magical purposes equivalent to .1 pounds.

12.02 COMMONNESS OF MATERIALS

Each material has a percentage specifying its normal chance of being
found or bought. This figure +10% represents the seller’s chance of
being able to sell the material on a given day.

CommonMaterials . . . .. ..... <.... 80%-100% available
Less Common Materials . . . . ........... 20%-79% available
RareMarerlatl s v o o s e v ey 01%-19% available

12.03 FINDING MATERIALS

Characters may wander into the countryside in search of a given
material. They may also run across certain materials while in the
course of an expedition against bakemono or another occasion.
The chance of obtaining useful materials in this way is:

common Materialg: - b0% o . S s e e D6 units
Less Common Materials: 70%. . . ... .. ... ..... 2D3 units
RargaMalrals: J00%=50 . o e e s e 6 units

12,04 BUYING MATERIALS
The Magic User (or his agents) may make only one attempt per
month to purchase a given material. He may visit up to 10 shops
on a given shopping day. At each shop, roll percentile dice to deter-
mine if the material wanted is available. If it is, the shop will be able
to sell the following amounts:

CoOMMOnMBIBEIS o, T e e 3D6 units
Less CommonMaterials ., = 5 v s v it e D6 units
HRMEIEIE . i TS e T e s i 1 unit
12,05 SHOPS

Each material may be gotten at one or more types of location.
HEIRLOOM indicates an item that has been valued in a family for
over a century (see 6.03).

FIND indicates that the material is not routinely available at any
shop but must be found by the Mage who wants it. The GM is ad-
vised to set the value of such materials in accordance with the law
of supply and demand.



Below are listed the abbreviations for various sorts of shops together
with the frequency of their appearance. The GM may wish to vary the
number of shops found in a particular community. In a town near the
sea there might be more than the usual number of Seafood Shops.

Abbreviation Index Abbreviation Index

AR  Art Supplies 2 ME  Meat Store

BL  Blacksmith 5 (Eta-run) %

CL  Clothier 2 PE Perfumer R -

FL  Florist 5 RE  Religious Shrine/

GR  Grocery 10 Temple 10

HA  Herbalist/ SE Seafood Shop 3
Apothecary 1 WB  Woodworker/

JE Jeweler = Builder 5

LE Leatherworker WP  Weaponsmith A
(Eta-run) 1

Community Size

Ve 5 e e e, e A

TN 5o s o e s T e e B

L PSSR AT e o e e e el g s 1

s A e e e 10

Shogunate or Imperial Capitol. . . . . ... .............. 50

To determine number of shops of a given type in a community, mul-
tiply index of Shop type times Community Size. Thus there is one
grocery in a village and 100 in a clan capitol. If the number of shops
is less than 1, roll percentile dice to determine if such a shop is pres-
ent in the community. There is 50% chance of a Florist in a City.

Some materials are marked FIND. See 12.03.

12.06 TYPES OF MATERIALS
There are ten general types of materials: Metals, Gems, Trees, Flow-
ers, Liquids, Perfumes, Bloods, Skins, Bones/Organs and Organics.

12.07 USING THE MATERIALS LIST

BMR = Basic Magic Resistance (see 11.01).

Unit = Minimum Magical Quantity. Specified in pounds or fractions
of pounds.

12.08 METALS (AND OTHER MINERALS)

BMR Material Unit Source Cost Frequency
5 Brass B BL,JE 1Bu 99%
7 Bricks 10 WB 1Bu 99%
4 Bronze B BL,JE 1Bu 99%
1 Cinnebar .05 HA 10 Mon 30%
7 Clay, Soil, Sand 10 Find Find Find
5 Coal 10 GR 1 Bu 99%
4 Copper 4 BL,JE 2Bu 99%
2 Fuji Lava & Mt. Fuji Find Find
s Gold % JE 250 Bu 99%
2 Heirloom Bronze

Bell or Mirror 5 Find Find Find
3 Heirloom Street Weapon 3 Find Find Find
6 Iron 3 BL,WP 10Bu 99%
5 Lava or rock 2 WB 5 Mon 25%
9 Lead 10 AR 10Bu 99%
0 Lodestone % | HA 250 Bu 50%
0 Mercury A HA 25Bu  10%
3 Silver 3 JE 30Bu 99%
5 Steel 3 BL,WP 15Bu 99%
2 Sulphur A HA 1 Mon 65%
6 OTHER METALS 10 BL 5 Bu 40%

Other Metals includes: zinc, tin, and pig iron.

12.09 GEMS

Unlike other materials, units for gems are specified in carats. A carat
is .001 pound. The weight of a given gem is D20 carats for precious
gems (worth 10+Bu per carat) and 5xD10 carats for semiprecious
gems.
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Cost/

BMR  Material Unit Source carat Frequency
3 Amber 200 JE,HA 10 Mon 30%
2 Amethyst, Cut 20 JE 50Bu 5%
4 Amethyst, Uncut 40 Find Find Find
1 Coral 50 JE,HA 1Bu 35%
4 Crystal > 40 JE 10Bu 60%
2 Emerald, Cut 20 JE 20Bu 5%
4 Emerald, Uncut 40 Find Find Find
2 Jade, Cut 20 JELHA 25Bu  20%
4 Jade, Uncut 40 Find Find Find
4 Jet 100 JE 2Mon 25%
2 Lapis Lazuli 25 JE 10Bu 60%
4 Nacre 100 JE 4 Mon 50%
3 Pearl 30 JE 15Bu  50%
2 Ruby, Cut 20 JE 20 Bu 5%
4 Ruby, Uncut 40 Find Find Find
2 Sapphire, Cut 20 JE 50 Bu 5%
4 Sapphire, Uncut 40 Find Find Find
6 Semiprecious Stones 50 JE 5 Bu 80%
6 Shells, Polished 100 JE 3 Mon 40%
4 Tortoise shell 100 JE 3 Mon 50%

Semiprecious stones include satin spar, turquoise, jasper, carnelian,
agate, chrysoprase and moonstone. Shells include mussel and cowrie
shells.

12.10 TREES

Barks, Roots and Woods are findable in a forest or orchard.

Woods are purchasable from a woodworker.

Leaves and flowers are purchasable during season at a Florist or
findable.

Fruit and nuts are purchasable during season at a grocery or find-
able.

Fruit, flowers, fall leaves and nuts cost 10 times as much as a tree’s
wood per unit. When fresh they are -1 BMR and -10% as available.
Dried flowers, fall leaves, Fruit and nuts are available the year
round but are the same BMR as a tree’s wood. Dried fruits weigh
half as much per unit as fresh ones; dried flowers and leaves
1/20th as much. Katsura and Sandalwood are purchasable at the
Perfumer’s, not at the Woodworker’s.

BMR  Material Unit  Cost Frequency
4 Almond - 1Mon 75%
4 Bamboo 1 1Mon 50%
6 Birch 1 1Mon 99%
2 Cherry (no fruit borne) 1 1Bu 40%
4 Citrus (Orange, Lemon, etc.) 1 1Mon 70%
3 Ginko 1 1 Mon 65%
3 Hazel 1 1Mon 65%
2 Katsura {Cinnamon) .05 1Bu 40%
1 Plum 1 1Bu 40%
1 Sasaki (Sacred Shinto Tree) .5 Find Find
3 Sandalwood .05 3 Mon 40%
4 Sugi (Japanese redwood) 1 ‘5 Mon 50%
6 Willow 1 1Mon 99%
S Other Trees 1 1Mon 85%

Other trees include: pine, oak, paulownia, ash, elm, beech, fir,
birch, camphor tree, mulberry, apricot, tangerine, quince, pome-
granite, peach, pear, apple, persimmon, nectarine, camellia, and
maple.

12.11 FLOWERS

Purchasable from a Florist or findable. Tree flowers are as indicated
in 12.10. Units are specified in blooms with one bloom equalling
.05 pounds, 20 blooms to a pound.



BMR Material Blooms/Unit Cost Frequency
7 Buttercups 60 1Bu 70%
3 Chrysanthemum 30 1Bu 65%
7 Dandelion 80 1Bu  70%
7 Fall Leaves 80 1Bu 70%
2 Hollyhocks 80 1Bu 50%
6 Lily 80 1Bu  70%
0 Lotus 10 21 Bu 40%
5 Narcissus 40 1Bu 25%
0 Orchid 10 14Bu 20%
3 Peony (King of Flowers) 30 2Bu  75%
3 Poppy 30 1Bu 60%
2 Rose 10 1Bu 50%
4 Water Lily 10 1Bu 40%
7 Other Flowers 80 1Bu  70%

Other Flowers include: Zinnia, Iris, Forget-me-not, Honeysuckle,
Convulvulus, Azalea, Daffodil, Camellia, Mimosa, Wisteria, Hvacinth,
Tiger Lily, Gentian, Anemone and Patrinea.

12.12 SEASONS FOR TREES AND FLOWERS

TR e e R oo B oy S S R Plum
LD e S e e R Cherry Blossoms (no fruit borne)
4thmonth. ........... Peony, Azalea, Wisteria, Other Flowers
B . . S e e Iris, Other Flowers
Bt e Convolvulus, Other Flowers
Sei:F L R g TR Lotus, Water Lily, Azalea, Other Flowers
LT R e e e e e e Other Flowers
BRI = st ars e e s sy Other Flowers
1T E T R e Chrysanthemums, Fall Leaves
12.13 LIQUIDS
BMR Material Unit Source Cost Frequency
6 Broth (Clear Fish Soup) .5 Inn 1Mon 99%
3 Brandy, Plum A Inn,GR 15Mon 70%
4 Brandy, Sweet Potato .5 InnGR 5Mon 30%
6 Camphor Oil 05 HA 1Bu 70%
6 Cooking Oil 5 GR 5 Mon 99%
3 Dewdrops gathered by

full moon .05 Find Find Find

Fruit Juices see 12.10

7 Lantern Oil S GR 1Bu 99%
3 Sake 5 GR,Inn 5Mon 99%
2 Sake, Fine Quality 5 GR,Inn 10 Mon 60%
4 Saliva .05 Find Find Find
6 Soy Sauce B GR 1 Mon 99%
4 Tea 1 Inn,GR 5 Mon 40%
3 Tears (sincerely shed) .05 Find Find Find
6 Vinegar 5 GR 5 Mon 99%
2 Water from Hot Spring .5 Find Find Find
6 Water, Rain 5 Find Find Find
7 Water, River or Lake 5 Find Find Find
3 Water, from melted

Snow 5 Find Find Find
1 Water, from melted

Fuji Snow 5 Find Find Find
7 Water, Sea 5 Find Find Find

12.14 INCENSE AND PERFUME MATERIALS

These may be purchased directly from a Perfumer or the raw mater-
ials may be bought and brought to a perfumer who is commissioned
to turn them into an essence. The chance of finding that a Perfumer
has an essence made up is:

ForEleeE . s X same as frequency of flower
. . . . half frequency of material

The cost is the cost of the essence’s raw material plus D3 times 3 Bu
(the average employee’s hourly hire).

12.15 BLOODS, SKINS AND BONES/ORGANS

Skins of domestic animals may be bought from an Eta Leather Work-
er. Feathers, Bones, Organs and Blood of domestic animals may be
bought from an Eta Meat Store.

Skins, Feathers, Bones, Organs and Blood of wild animals may be
bought from an apothecary. One may also commission a hunter to
kill such an animal.
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Skins, Bones, Organs and Blood of sea animals may be bought from
a Seafood Shop.

Skins, Feathers, Bones, Organs and Blood of rare animals and mon-
sters may be bought from an apothecary.

Bone: one bone = 1 pound for enchanting purposes.

Skin: a one foot square of skin = 1 pound for enchanting purposes.

Eyes, tongue, heart and other internal organs: half as available as
standard for animal, -1 BMR (with minimum of 0 BMR); unit
weights .05 pound; price is 10 times standard price for animal.

Thus a Wild Monkey bone would be 10% available and cost 5 Bu
and have a BMR of 3, while the eye of a Wild Monkey would be 5%
available, cost 50 Bu and have a BMR of 2.

Animal Bloods are usable as liquids for magic devices.

BMR  Animal Unit Cost Frequency
E Demon or other Spirit Being .1 Find Find
E Dragon -3 Find Find
0 Greater Goblin B Find Find
0 Hengeyokai 5 Find Find
0 Saint (Cleric LVL6+,AL1) 5 Find Find
1 Dragonfly or Firefly A 50Bu  60%
1 Giant Centipede 1 Find Find
1 Human 1 Find Find
1 Lesser Goblin 1 Find

1 Orochi 1 Find Find
1 Temba 1 Find Find
2 Bat, Frog or Toad 1 5Mon 25%
2 Cricket or Cicada A 30Bu 60%
2 Deer 1 1Bu 25%
2 Lion or Tiger 1 10Bu 5%
2 Snake 1 5 Bu 30%
2 Songbird 1 5 Bu 30%
2 Wild Boar 1 25Bu  25%
2 Wolf 1 5 Mon 25%
3 Butterfly or Moth A 50 Bu 60%
3 Duck 1 5 Bu 5%
3 Eagle, Falcon or Hawk 1 25 Bu 20%
3 Monkey or other Ape 1 5 Bu 10%
3 Octopus, Squid, Jellyfish 1 1Mon 10%
3 Other Bakemono 1 30 Bu 5%
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