The Book of Air

&

TABLE OF CONTENTS

“ -t
Matsu KoritoME RONIN/SCORPION:
l able AT WIHIDE STAG . ase-gior. T 28 THE SILKEN PROMISES ....
SHINJo TARATIN RoNiN: MASTERS OF GAMES . . . .
0 ( : O“-I— e“-l—s AT SHIRO NO SOSHI. . ...... 28 . Courts.ofithe Ay . oboesessniaoes
Tue FOUNDING OF Koo it o et tr g
THE WASP CLAN. .......... 29 Shiro no Shosur60
: A Discussion of Pale'Qak-Castlee s ool ns
: Rokugani Archery «.......... 29 SN S G ANes et s B B
Introduction ................ 6 TuEe E1GHT STEPS OF ARCHERY .30 Kyuden Seppun «.ooovveeeeenn.
What Is In This Book? . ............ 6 TuEe TooLS OF ARCHERY. ...... 31  The Gamemaster’s Toolbox:
Air-Themed Gaming: Improvisation ... 8 Uses of Archery in the Empire ... 32 COUKLES CENARI0S e R o
Reactive and Adaptive Plotting. ... 8 Rokugani Archery Aficionados . .. 32 Court and Non-Player
Embracing Player Input ......... 8 TrE TsurucH FAMILY Characters (NPCs) ..........
OF THE MANTIS. .. ovvuvnn.. 32 Mannerisms In
\ KORITOME VAssAL and Out of Court ............
% £ FamiLy oF THE MATSU ..... 33 Scheming and Indirvect Goals . ...
-’ THE ASAHINA ARCHERS....... 33
THE DRAGON’S FLAME ........ 34 \
Chapter One: TrE HIRUMA il
Winds of War . ...........10 FaMmiLy oF THE CRAB. .. .... 34 -—
: TuE SHiNjo HORSEBOWMEN. . . .34
Azr‘and the Ways of War .......... 12 AT s 35 Cha pter Three:
N rane - Clagy. .. = sty = oioxe 12 y . 3
e 3 THE OrDER OF WIND'S GRACE Winds Of M AGIC .« o oo ovnvs
The ScorpionClan . . ooooveunn.. 13 o T Ao A e Re
Lhei @t her Glays ™ . 2t s - e 14 3 x = = The Ways of Air Magic «..........
¥ = L Air and the Way of Yarijutsu. ...... 85; . .
Taijutsu: The Definitive Histor o e S s i Fobusondet 25 The Asalina of the Crane Clan . . .
Fighting Art of Air............. 15 4 = » s The Moshi of the Mantis Clan. . . .
i : s TYPES OEAPEARS. « oo veuveenn. 36 A :
The History of laijutsu ......... 15 . : The Isawa and Shiba
The Ariad\lri)utsu. . coon...... 37 .
EAIOUS A IIULLS s o - Wiy s At e 16 o\ of the Phoenix Clan ..........
U o DevogeNgRee Way of the Spear ... 38 x 8 .
Taijutsu Training «.......c.cco.... 19 \ The Soshi of the Scorpion Clan . . .
THENROARICEAN S ¢ - & gt 38 S B
CraAB: UNBREAKABLE - The Tuchi Travelers
JE TSUME VAssaL >
Brape Dojl9 of the Unicorn Clan «.........
PamiLy oF THE CRANE. ..... 39 A ’
CrANE: Tue KAKITA The Komori of the Bat Clan. . ....
Q HE DA1D0OJT REGULARS .. .. ... 39 A
DUELING ACADEMY ........ 20 Air and the
Tue LioNn ELITE SPEARMEN. . . .39 *
DraGoN: AL OIS 1O bt s e et s oy o ove
SaiBA Busar AND UTAKU BATTLE e ; ]
THaE Dojo oF THE MIRROR . . .2() The Asahina Artisans...........
2 MAmENS: THE NAGINATA . . .40 3 . \-g
Lion: HEART oF THE KATANA . . 2% A The Shiba Illusionists. ..........
Ashigaru and the Spear ........ 40 ¢ : :
MANTIS: : The Mist Legion
1 Air and Unarmed Combat: - e
Tue GrReeN Brape DogZ1 & (Hurricane Initiates) .. ......
The Way of Kaze-d42 ' 3 ;
PHOENIX: The History of Kaze-d43 The Soshi Deceivers ............
THE SHIBA BUsHI ScHooL . .21 . b Notable Uses of Illusion Spells . ..
What is the Art of Kaze Do?. ... .. 44 i s
SCORPION: : Communication M ystical
Air and Free-Form >
BavusHar Busar ScrooL ... .21 Action Role-Plavin “ SBT3 Soao ot i,
UNICORN: e The Kitsu Spirit Legion.........
Tue SINGLE STRIKE Dojo . ..21 Notable Uses of
RoniN: NaNasHI MURA— } Communicative Spells ........
THE Dojo oF THE EYE ...... 22 - Revelatory Mystical
ImPERIAL FAMILIES: A Groupsiofa el Airssc 5o Soaes
Tue SappHIRE BLaDpE Dojo .22 Chagter Twwo: The Stisters of Sacred Light . . ....
The Art of the Duel. ............ 22 : Asahina Mappers of the Heart . . .
‘WHEN IS A DUEL WARRANTED, AND Winds of the Courts.. ... . .. 6 Notable Uses of
HOW IS ONE COMMISSIONED? . .23  The Philosophy of Air in the Courts ... 48 Revalatory Spells ...........
DukeLinG ProTocoL........... 24 Political Organizations Secrets on the Wind:
THE ART OF )10 2 i s oo ook T 50 The Nature of the Air Kami. . .. ..
IATJUTSU IN ACTION ........ 25 CrANE CLAN: Air and Elemental Imbalances . ....
THE AFTERMATH «.cvcueennn. 26 THE Doj1 INNOCENTS. . .. ... 50 Air Imbalances in Creatures . ... .
Air and the Way of Kyujutsu ...... 7 CrANE Cran: THE DAmnojt Atr Imbalances in Objects . . .....
The History of TRrRADING COUNCIL. .o vvuun.. Y TN T L T e S S e e,
Archery in Rokugan. .. ....... 27 ScorproN CLAN: Communing with Air Kami ... ..
Notable Instances of TuE SHOSURO DEFILERS . ...52 Enticing Air Kami.............
Avrchery in Rokugani History.. 28 Unicorn CrLan: Air Kami and Other Spirits .. ...

THE HaND OF PEACE . ......
SpipER CLAN: %
THE DARK WHISPER . . .....

55 @

62
64
66

68

68

69
69

72
72
73

73
74

74
75

75
75
76

77
78
78

81
81

83
84

84
85



Chapter Four:
Winds of Enlightenment ....94

Air and the Monastic Traditions . ... 96

The Order of the Wind
(Kaze-no-kami) ............. 96
The Four Temples Monks. . ...... 98
The Order of the Wind's Grace . . . .99
Fukurokujin's EYes «.......... 100
The Keeperof-Ampsa i, Sivtrie. 102
eI BO0I0 2 e TN 103

Chapter Five:
The World of Air ........ 104

Air in the Natural World . ........ 106
Air as the ‘Breath of Life'. . . . ... 106
Air as the Agent of Weather. . ... 107
Environmental

Effects of Weather «......... 108
FIEAT S rm e asns O e At 108
CORD Rt R s e a3 109
W IND s e e = 109
PRECIPITATION s ¥ oot oot sitlons 110
STORMS S5t vt et e i 110
BoGEa s sy sy gy 110

Aiviasia Tool' oMo o e e o 5. 111
S QN Gt S e S A s 111
Smelting and Forging .......... 112
Kotesmic e s B e TR fra 113
Paper ConstructS......coeeeen.. 115

Music: The Voice of the Air. ........ 115
Types of Musical Instruments. . ..115
Playing Instruments ........... 117

Creatures and Otherworldly
B IS0 AU o e o v e ar e T 118

Fortunes Associated with Air . ...118
Other Supernatural
Beings Associated with Air .. .119

Mundane Creatures of Air. . ..... 121
Nemuranaiof Air ..coocveeeaean.. 121
Winds of Creation: Air and New Game

Methanics B Rasatier s h 130

Aty S PSR s i St 130

AN eUTON Tl bt e ets < 5 aeetets 130

AIICAL a5 et e s o 131

Air Schools and Techniques . . . . . . 131

&

Chapter Six:
Winds of Adventure. .....136

A Setting for Adventure . . ......... 134
The History of
Kyuden Kurogane-Hana . ... .... 134

Origins of a Palace: The Iron
Flower Changes Its Shade ... 137
Kyuden Kurogane-Hana Today. . .139
Notable Locations at

Kyuden Kurogane-Hana . ... .... 140
A e A b g T s 140
The Main Keep, Seto Palace. ... .. 146

e o

Emma-O no Shinden . . ......... 148
Friends and Enemies: Inhabitants of Tre Kirsu Serrrr Lecrox ... . . 180
Kyuden Kurogane-Hana . ....... 149 Tre Mist LEGION. . ... 180
N ASOREJIN b s e s 149 THE SHIBA ILLUSIONISTS ... .. 181
Dojr Ronsouk150 Tue Sosar DECEIVERS. . . ... .. 182
Damojrt NINKU. ..o ceennn.. 151 Tre StsteRs OF
KitsURT RINJIN ... connnn.. 152 1EL SACRED LIGHT . . ... 182
T O KON T s e = 153 New Air Sj;eylls ............... 182
YOrIT0MO GENDOU .« . nw.. . 154 Amr K‘fMI s BLESSING. ....... 182
AT NS oy e e v s 155 ARrRrROW'S FLIGHT .. .......... 182
SE A RaSs CASTLEOFATRN . o i® s 183
ot Ro N R157 DEFENDER FROM BEYOND ... .. 183
G s G il s e 158 ELEMENTAL CIPHER .. ....... 184
TDE BUJTUN -« v e 159 Fricat oF Doves ........... 184
e 160 FREEDOM OF THE AIR ........ 184
S B oy e 161 FUNERAL RITES ............ 184
A e o 3 162 FacinG Your DEviLs ........ 185
oo Tt s e e G 162 GATHERING SWIRL .......... 185
Hrsal63 GARBLED TONGUE ........... 185
Tales of Kyuden Kurogane-Hana . . .164 Howr oF Isora ..ot 186
Loox INTO THE SOUL ........ 186
. PierciNG THE HEAVENS ... .. 187
@} QUIESCENCE OF AIR ......... 187
¥, ReQUEST To HaTO-NO-KaAMI . . 187
SEEKING THE WAY ......... 187
Aééendix; @ SouL oF Kaze-No-KaMI ..... 188
N e s _177§ EBE NIINGS (JOAR) At e Al 188
s\ ToucH OF AIR’S GRACE . ..... 188
Chapter One: Winds of War . ....... 171 VOICE OF THE WIND .« v n.n.... 188
CraneClayns s ou st e S 7 1 WHISPERS OF THE FORGOTTEN .. 188
THE ASAHINA ARCHERS \ V1 ‘WiIND OF THE MOON ......... 189
ol U o b T s N171 WiND-BORN SLUMBERS ...... 190
CRAB DEFENDERS. . . . 4 NZ- - 171 ‘WispoM oF THE KaMI....... 190
TuE HiRUMA SNIPEA. .. V.. 172 Chapter Four:
Crab Clan/Falcon ClaN_ - - - - - 172 Winds of Enlightnement. . ....... 190
THE FaLcoN'’s SO/ .. ..... 172 New Internal Air Kihl90
MantisClan f. oM. -ccnn... 173 BVE OBRDETE STYA GRESE sai v e b o 190
TsurucHr ¥AsT/rR BowMEN . . 173 Tae WIND'S VISION ......... 190
SCOrP OV ClO sty s et 173 New Martial Air Kihl91
SATGOIS BEADES 0 2 = reath o er 173 CALLING THE EAST WIND. .. .. 191
UmicotGlon St Sy - 173 CENSURE OF THUNDER .« ...... 191
UNICORN YOMANRI ARCHER. . . 173 HurriCANE PALM........... 192
Brotherhood of Shinsei/ Rowin. . . .174 TOUCH OF THE STORM. . ...... 192
THE TAOIST ARCHERS. ....... 174 New Mystical Air Kih192
KAze-po FIGHTER .......... 174 INART'S WRATH . oo vvvuennnnn 192
N T AV IR . 5% et e s 175 STRIKE THROUGH THE WIND . . 192
NorTz WIND STYLE. ........ 175 THUNDER'S WORD .« .o .vvuue 192
SouTH WIND STYLE ......... 175 New Monk Schools «........... 193
New Rules Options: ORDER OF THE WIND......... 193
Called Shots in Archery. ...... 175 WinD's GRACE ORDER. ....... 194
Chapter Two: Winds of Court .. .... 177 FUKUROKUJIN'S EYES. . ... ... 194
Craye OlawSadst S taiat %, 0oL 177 New Air-Themed
TrE Doj1 INNOCENTS . ... .... 177 Ise Zumi Tattoos. ............ 195
Tre Damwojt Trabine Counci . 177 CLOND s e v v Wy e o i 195
The Scorpion Clan. . ........... 178 AV ETCDER. . oo A G ot 195
THE SHOSURO DEFILERS. . . ... 178 Mechanical Option:
The UnicornClan .. ........... 178 Merged Tattoos . ............. 195
Tue HAND oF PEACE ........ 178 Chapter Five:
Shadowlands/Spider Clan. . . . .. 178 The World of Air....oovvunn.... 196
Tue DARK WHISPER ........ 178 KOAZE- NOLONIS Al e e 196
Ronin/Unaligned . ............. 179 YOSUCHI NO ONI. . o veoeeenns 196
THE SILKEN NUES . i MR L 197
Promises GEISHA ........ 179 Tsurv, SPIRIT oF CHIKUSHUD197
Tue MASTER OF GAMES .. ... 180 WRMSES o2 ot o ficide G 197
Chapter Three: Winds of Magic. ... 180
New Shugenja Paths .......... 180 Index «oovvoveineoiinne.s A

THE ASAHINA ARTISANS . .... 180

11y Jo yoog ayL

&

SINFLINOD 40 919VL









The Book of Air

$

INTRODUCTION

he watches his opponent with steely focus. His white hair is tied back in a high topknot, and a few loose strands

K:ikita Saburashi stands in the classic Crane dueling stance, his sword-hand resting atop the hilt of his katana as

hip about in the chill wind. Facing him, Mirumoto Kanjo stands in an open and almost casual stance, his swords
already drawn and held loosely at his sides. His gaze seems remote... possibly even disinterested.

The two duelists face each other for an unmeasurable moment. Is it a minute or an hour? Occasionally one of them
shifts posture very slightly—moving a foot, raising or lowering a shoulder.

Someone in the audience murmurs softly, wondering when the duel will start. Saburashi’s lead student answers in a

sharp whisper: “It has already begun.”

Finally Saburashi slides one foot forward, very slightly, sand crunching beneath his sandal.

Then he is in motion, his sword whipping free of the saya in a silver blur. Kanjo flows forward to meet him, both
swords coming up, and there is a loud clang and a shower of sparks. An eyeblink later the two men are on opposite sides
of the field, their backs to each other. Glowing sparks still hang in the air between them where their blades met, slowly

fading as they drift toward the earth.

Mirumoto Kanjo slowly straightens up and sheaths J&s swords.

Kakita Saburashi lowers his own blade and stazN“,lieving, at the cut which is staining his left kimono sleeve red.

“The perfect strike,” he whispers unbelieving. “ USK\

for the Legend of the Five Rings R{le\Rlaying Game, 4™
Edition! This book represents a %\oncept for the 4™
Edition line, and is the ﬁrst},% Janned series of five

Welcome to The Book of Air, the latf& ;‘ebook release

books that will explore the S#ier)ld Empire of Rokugan
through the perspective of the tive Elements which the
Rokugani believe make up all of reality: Air, Earth, Fire,
Water, and Void. Each book will add new depth to the
world of Rokugan and new mechanical options for your
L5R 4" Edition campaign. N

What Is In TThis Book?2

The Elemental Series, of which The Book of Air is the first,
will explore Rokugan—its culture, its people, and above all
its samurai traditions—from the perspective of the five Ele-
ments. Each book will view the Empire through the prism
of that Element, examining how it influences everything
from fighting styles to social interaction to magic and
mysticism.

pow did you..?”

The chapters in this sourcebook comprise the following:

CHAPTER ONE: WINDS oF WAR

This chapter deals with those of the fighting arts that are
associated with Air. Obviously the most notable of these
is the iaijutsu duel, and the chapter devotes considerable
discussion to the history, traditions, etiquette, and physi-
cal nature of dueling. Other martial topics related to Air
are also discussed, including archery, spear-fighting, and
the famous Dragon martial art known as Kaze-do—“the

- Way of Air.”

CHAPTER Two: THE WINDS oF COURT

The world of court and politics is heavily Air-oriented;
indeed, it would be fair to say that Rokugani politics is
dominated far more by Air than by any other Element.
This chapter discusses the methods of those political clans
and groups who rely most heavily on the ways of Air—un-
derstanding the feelings and needs of others, and using
those to one’s own ends. It also discusses several notable
political groups whose philosophies can be said to be Air-
oriented, as well as a number of prominent castles in the
Empire whose courts are Air-dominated.

CHAPTER THREE: WINDS OF MAGIC

There is no part of Rokugan more dominated by the na-
ture and characteristics of the different Elements than
the study and practice of shugenja magic. This chapter
discusses those groups of shugenja in Rokugan who pay



special attention to the Element of Air, and also includes
an extensive review of the use and value of the major Air
spells. Finally, the chapter offers a detailed discussion of
the Air kami themselves, their nature and behavior, and
their interactions with the other Elements.

CHAPTER Four: WINDS OF ENLIGHTENMENT

Samurai are not the only people in Rokugan who study
the Elements closely. This chapter reviews those monastic
orders (both famous and obscure) whose traditions show
a strong focus on the ways of Air. It also discusses the us-
age and social impact of the major Air Kiho, the strange
mystical powers which are a special province of the Broth-
erhood of Shinsei.

CHAPTER FIvE: THE WORLD OF AIR

This chapter deals with a host of different aspects of Air
in the lives of the Rokugani, ranging from the mundane—
weather, kite-flying, sailing—to the supernatural—For-
tunes, creatures, and magical artifacts.

~\ *
NI )
; _ﬂ.._\ ~ Lt @

CHAPTER Six: KyunpEN KuroGANE-HANA

The final chapter in this book offers a complete campaign
setting themed around courtly intrigue and social inter-
action—the themes of Air. Kyuden Kurogane-Hana is de-
signed as a “generic” castle which can be placed into any
clan’s lands, allowing the GM to easily adapt it for use in
any L5R campaign or era.

APPENDIX: NEW MECHANICS

The Appendix includes a variety of new mechanics based
on the preceding six chapters, including a variety of new
Paths, two new Monks Orders, an array of new Air spells
and Air Kiho, and several new Air-oriented creatures.

NOLLONAO}
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INTRODUCTION

;Z\iv—‘theed Goming:
Improvisation

Most role-playing games follow a traditional structure
in which the GM prepares an adventure in advance, then
runs the player characters through it. The GM will have a
specific plan for how the adventure will play out, perhaps
with a few contingencies to cover the more obvious alter-
native paths the PCs might follow. Some GMs will plan out
their adventures in great detail, trying to anticipate every
possible choice the PCs might make, identify and describe
every NPC, and so forth.

There is absolutely nothing wrong with designing such
detailed and comprehensive adventures, and indeed a
great many successful RPG campaigns have followed this
model. Pre-generated adventures and organized conven-
tion-based campaigns like Heroes of Rokugan also =1
to follow this model, since their adventures hay@
read and run by many different GMs and man}%\m
groups of players. Likewise, certain types of scen®ios—
mysteries, for example—require much more dt2iled plan-
ning to ensure their various clues and plONc®ments fit
together smoothly. We will examine thit of detailed
planning for adventures in the upcom{mN\bNoks of Earths
and Fire.

However, elaborate and detai%&anning is not the
only way to run a role—playi%’;:mc. GMs who feel con-
fident in their creative powers ¢2/4 opt to follow the path
of Air and take a more open and free-form approach to
their campaigns, using only loose plot outlines and a list
of NPCs. The GM adjusts the plot on the fly, and adds
(or abandons) plot elements and NPCs in response to the
players’ actions and choices. This allows the adventure to
constantly grow and change in response to both player
interaction and new GM ideas.

This option is not for everyone, of course. Some GMs
prefer to have the “safety net” of a more detailed adven-
ture design to back them up. In order to run a more free-
form game, the GM must be willing to give up that safety
net. In return, the GM gains much greater flexibility, and
is able to adjust his adventures constantly to the players’
actions and choices. This approach can work especially
well in a campaign that follows the Open World, Relation-
ship Mapping, or Character Driven models (as described on
pages 294-296 of the L5R 4% Edition core rulebook). Con-
versely, an improvisational game will not work quite so
well in an Epic campaign or a Location-Based campaign,
both of which tend to require more careful planning. In an
Epic, the GM must have a strong overarching plotline that
the PCs can follow to their fated destiny, while in a Loca-
tion-Based game the GM will need to plan out the location
and its inhabitants in great detail before starting play.

Reactive and
Adaptive Plotting

If the GM does decide to run an improvisational game,
one of the aspects of doing so is a willingness to “let go”
of plot control. The GM must be prepared to change plots,
abandon storylines, and launch new ones at any time, re-
acting to the players’ actions and choices. This means the
GM will sometimes have to abandon a storyline he really
wants to pursue, or to follow a storyline which he finds
less interesting.

This can be frustrating even for the most innovative
GM, but there is another side to this problem: just as the
GM may be forced to abandon a planned storyline, he
is also free to introduce new elements into the story at
any time, and this can be a good way of re-tasking ideas
that didn’t work before. A creative GM can let the players
change the plot to solve the original problem, but then
send a new problem at them crafted out of the unused
pieces of the old one.

For example, suppose the player characters are work-
ing as a magistrate’s yoriki in a large city. A strange new
monk comes to the city, preaching a heretical off-shoot of
Shinsei’s philosophies that condemns the samurai caste’s
rule as unjust. Soon many of the common folk are embrac-
ing the monk’s strange ideals and becoming increasingly
restive. The PCs face a quandary. If they do nothing, the
monk may well incite a revolt. However, the lord of their
city is very pious and will not listen to their suggestions
that a holy man should be executed for sedition. Besides, if
they have the monk killed, they may well trigger the very
rebellion they wish to avoid.

However, the players take a creative approach: they
have some commoner allies kidnap the monk and dump
him on a trade barge headed for another city. The disap-
pearance of the monks takes the wind out of the rebellion’s
sails and things swiftly simmer down. The GM, who had
been planning a whole series of challenges built around
growing commoner unrest, silently curses the players’ cre-
ative approach... but a few months later, the PCs get word
from trade ships coming up the river. It seems the monk
has raised a true peasant revolt out in the countryside, and
his army his headed this way...

Embracing Player Input

A creative GM should always be looking for chances to in-
corporate the players’ actions, ideas, and choices into the
storyline of his campaign, but this is especially important
in an Air-type improvisational game. In an improvisation-
driven campaign, the GM should be actively seeking ideas
from the players and freely adding them to the story wher-
ever possible. Indeed, in a properly run game of this type,
the players will often be contributing just as much to the
storyline as the GM himself.

One of the temptations which the GM should avoid in
an improvisational game is the urge to protect key plot-



lines or NPCs by “cheating” on
their behalf in various ways—
giving a villain extra Wounds
or disallowing an action that
would defeat him, for exam-
ple, or creating a plotline that
will advance to where the GM
wants no matter what the PCs
might do. In a planned cam-
paign where the focus is on a
relentless plotline and carefully
developed dramatic confronta-
tions, these sorts of tricks can
be justified to some extent
in order to make sure all the
GM’s careful work does not
go to waste. (Though even in a
planned game, using GM fiat to
save NPCs and maintain stories
should be done carefully and
sparingly—otherwise the play-
ers will quickly grow frustrated
with a game in which they are
little more than spectators.)

But in an improvisational

game, this sort of manipulation should be avoided as
much as humanly possible. The whole point of an Air-
type game is that the players can change the plot as easily
as the GM, so a GM who wraps his NPCs in “plot armor”
is violating this. This means the GM cannot always rely
on some of the conventional methods of story develop-
ment and player motivation, such as a recurring villainous
mastermind who perpetually thwarts the PCs’ plans. In
an improv game, the PCs may well be able to catch anf
defeat the villain in his first plot! But the counterpoint to
this problem is the huge advantage that the players get
themselves invested in the game as they see their ideas
and choices becoming part of the game-world.

Sometimes this approach can add quite unexpected
depths to the GM’s campaign. NPCs in particular can de-
velop in unusual and exciting ways if the GM is willing
to embrace the players’ contributions. For example, sup-
pose the GM has a minor NPC in his court scenario, a
quirky artist whose only intended role is to add flavor
to the game. In one scene the GM has this NPC speak to
another, more prominent NPC who is opposing the player
characters. Suddenly the players become convinced that
this little artist is actually the villainous mastermind who
is responsible for all their troubles. In a normal game, the
GM would ignore this distraction and the players would
eventually forget about the little artist and track down the
real villain the GM has been planning for them to fight.
But in an improvisational game, the GM can embrace the
players’ idea and retask his seemingly harmless artist as
the author of all the PCs’ woes.

To take another example, consider something that hap-
pened in one of my own campaigns. The players were run-

ning through a« a\‘@;dtion of the classic L5R adventure
Night of a Thou¥ qnXScreams, originally published by AEG
in 1998. During one scene, the player characters (pursuing
the trailQfg/rgmpaging oni) meet a minor NPC, a half-
senile @m who is the retired father of a prominent

Crane INbl)man. The old man asks the PCs for a game of
Go Luasw Yae course of the game he reveals an important
cliN-which he apparently found by accident. The PCs are
(/W ondering if he is truly senile or is actually a cunning
\tid perceptive old samurai.

In the original adventure, that’s the end of it—the PCs
move on and the old man, a “throw-away character,” is
forgotten. But we were running a more improvisational
campaign, and the players kept going back and visiting
the old man over and over again, playing Go with him,
trying to figure out how he had found that clue that ev-
eryone else had missed. Soon they became convinced that
he was actually far more than he seemed, perhaps a retired
Harrier who kept his old ninja gear hidden in his room.
So, eventually, I decided that was in fact exactly what the
old man was, and introduced a new set of plotlines based
on his covert past coming back to haunt him. An entire
storyline emerged from this NPC, solely because the play-
ers became interested in him and wanted to add depth to
his personality and backstory.

A skilled GM will embrace such contributions. Even in
a highly planned game, the GM should not be afraid to
let some Air in to play, to let the players and the creative
impulse of the moment take the game in exciting new di-
rections. His campaign will be the better for it.
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CHAPTER ONE

outstretched, showing empty hands and peaceful

intentions. The young Crane’s white-dyed hair was
noticeably disheveled, while dirt and dust stained her light
armor, but the simple daisho at her belt was clean, its
hilt wrappings pristine. Kirasi stopped a few feet inside
the clearing and called out in a clear, calm voice: “I am
Daidoji Kirasi, yoriki to the honorable Emerald Magistrate
Shinjo Kobara. I am here to speak with the ronin called
Hojaro, who was once known as Kakita Hojaro.”

D aidoji Kirasi strode into the clearing with her arnts

The clearing seemed to spring to life as two ronin scram-
bled up from around a nearly-spent fire. One snatched up
a spear, pointing it menacingly toward the young yoriki,
while the other hurriedly pulled his sword from its saya.
Their eyes darted between her and the small tent set near
the fire.

After a few moments the tent flap opened and an older
man in a soiled blue kimono stepped out. He looked to
be well into his fourth decade, but his long hair was still
black except for the old remnants of white dye on the final
six inches or so. His face was seamed with dirt and grime,
and contempt twisted his features as he looked at Kirasi.
Finally he chuckled. “I suppose I can talk to you before we
kill you, girl.” The other two ronin looked at each other
uneasily, but stepped back and lifted their weapons.

Kirasi bowed slightly, as a samurai would bow to one of
lower station. “Thank you for your consideration Hojaro-
san. I have come to take you into custody so you may
face charges of banditry and the murder of clan samurai. I
prefer to do so peacefully, but if it must come to a contest
of arms, I am willing to stand against you.”

“Do you hear that boys, she wants me to come along
peacefully.” Hojaro grinned broadly, showing strong yel-
low teeth. “As if this little girl could make me come along
any other way.” The other bandits continued to look un-
certain, their gazes wavering from their leader to the Crane
samurai-ko to the edges of the clearing. Hojaro snorted at
them derisively and turned back to Kirasi. “All right, strip-
ling. You want me to come with you, and I don’t want to
go...obviously. How about we settle this the old fashioned
way, the Crane way? You and me, a single draw, winner
lives, loser goes to see her ancestors.”

Kirasi nodded slightly, her face set and serious, and
sketched a shallow bow. “As you say. A duel, then.” She
stepped back and set her right hand on the hilt of her ka-
tana, widening her stance slightly, her eyes narrowing as
she tuned out everything but her opponent.

The older man sneered as he moved to stand in front of
her, his own hand on his sword-hilt. “Very pretty stance.
Did you learn that in the dojo last week? It won’t save you.”
His thumb pressed against the tsuba, loosening his sword in
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its saya. “When I killed the last magistrate they sent after
me, I thought for sure I was safe from then on. Maybe they’ll
stop wasting lives after they get your corpse back.”

The young yoriki said quietly, “And when my predeces-
sor killed all of your men before you ambushed him, we
thought you would go to ground for a long time. I suppose
we were both disappointed.”

The two duelists faced one another for a long moment.
At an almost imperceptible signal, both of them drew,
blades flashing silver in the afternoon sunlight. In an in-
stant they were past each other, their swords still held in
the final pose of their attacks.

Hojaro’s grin held for a second. Then his face went slack
as he fell to the leaf- strewn floor of the clearing. Kirasi
staggered a moment, then dropped to her knees; a long
gash creased her left leg, blood soaking through her blue
hakama. As she dropped, the other two ronin stepped for-
ward, one raising his spear to strike.

A hiss cut the air and an arrow flew from the trees
in a flash of yellow and green. The shaft buried itself in
the ronin’s throat. The bandit fell to the earth, thrashing
wildly, gurgling his last through bloody lips. His comrade
looked around fearfully, waving his sword as thoug) o
ward off ghosts. Then he froze as a knife touched 2 h@
A man in a simple black kimono and mask sto&"hmd
him, resting the point of his tanto over the bandit’s K¥ney.

Ways of War

The Element of Air is fickle and unpredictable. It can be as
soft and subtle as a child’s whispered prayer, or as loud and
violent as the bellow of a hurricane swallowing a coastal
village. Typically, when one thinks of samurai who best
exemplify the philosophy of Air, the tendency is to think
of courtiers. Those who serve in the courts do indeed em-
brace the ways of Air, and their methods and approaches
are discussed in Chapter Two of this book. However, while
the way of Air can be the way of subtlety and stealth, it
can also be of swift decisive action and, at times, irre-
vocable destruction. Thus, warriors from those clans who
closely follow the philosophy of Air are often discounted
and underestimated. They tend to show restraint until the

The man in black tilted his head toward Kirasi. “I told
you entering the clearing alone was foolish.”

Daidoji Kirasi tore a strip of cloth from her kimono
sleeve and began wrapping it around her wounded leg,
staunching the bleeding. “Maybe, but he wouldn’t have du-
eled me if I hadn’t. He’d have fled again, and this time we
might not have been able to track him.”

A young man stepped out of the trees, holding a bow
lacquered in yellow and black. “I don’t think so, Kira-san.
I'd have killed him before he could run.”

“Regardless, it worked,” the young Crane shrugged. She
turned to the single living ronin. “For all I know you've
done nothing except to choose the wrong man to serve. We
know Hojaro hasn’t performed any acts of banditry since
recruiting you. You may go, ronin. Run. And remember, if
you follow your master into a life of banditry and murder,
you will meet the same fate as he. You cannot outrun
justice.”

The ronin nodded, gulping, as the Scorpion bushi
stepped back and sheathed his knife. The former bandit
fled the clearing as if wolves were chasing him, barely
pausing long enough to snatch up a bundle of clothes.

As he crashed away through the trees, the young archer

called after him with laughter in her voice. “You also can’t
outrun my arrows!”

time is right, quietly restraining themselves and subtly af-
fecting the perceptions of those around them, friend and
foe alike. Then, when the time comes for decisive action,
they sweep across the battlefield in a tempest of violence,
blasting aside all who stand in their way with ferocity and
finality.

The duelists of the Crane and the stealthy warriors of
the Scorpion best exemplify the philosophy of Air on the
battlefield, but there are groups within every clan who fol-
low the ways of Air in one manner or another.

The Cvrane Clan

“One man, one sword, one strike. All other styles
are false.”

—Kaxkita Furacamr

The Crane philosophy of Air owes its origins to one of the
clan’s founders, the man called Kakita. When he married
Lady Doji and joined the nascent Crane Clan, he brought
with him a unique philosophy of life and of battle, a phi-
losophy he refined and perfected throughout his long life.
He articulated most of his views in his treatise The Sword,
and Crane warriors have pursued his philosophies and
methods ever since.



The modern Crane are the acknowl-
edged masters of the art of iaijutsu,
the style of dueling which the samurai
of the Empire use to settle questions
of honor. laijutsu dueling is in many
ways the epitome of the martial phi-
losophy of Air, but it is not the only
way that Crane bushi are taught to fol-
low the way of Air. Even as children,
Crane samurai are taught to pay atten-
tion not only to what they perceive but
also to what they feel about the things
they see and hear. They are told to use
both perception and feeling to con-
struct a complete picture of the events
around them. This unity with their own
feelings means that many Crane war-
riors are also artists. They channel the
intensity they feel on the battlefield
into other pursuits when combat is not
in the offing. There have been many fa-
mous Crane warriors who were as well known
for their poetry or painting as they were for their prowess
on the battlefield.

Of course, this sort of training can be a double-edged
sword. Hyperawareness of what they think and feel about
everything sometimes leads young Crane samurai to in-
dulge in anything that lets them feel more intensely—an

obsession with art or music, for example, or a series of

passionate romances (even embracing the un-Rokugani
notion of falling in love), and so forth. There is a reason
why Crane figure more prominently in plays about ro-
mance and loss, and it is not just that more playwrights

are themselves Crane. Inevitably, those of less firm an@

honorable character sometimes follow their urges into
unhealthy and shameful actions such as drinking, opium
abuse, or gambling,.

Thankfully, such excesses are rare. Most Crane samurai
use the skills they learn in childhood to become assets
to the Empire and their clan. Their study of meditation
and iaijutsu focuses and disciplines their feelings, allow-
ing them to maintain their intense awareness of their sur-
roundings and react with nearly inhuman swiftness. This
sensitivity is not solely limited to duelists, of course; it
also helps make the Daidoji some of best yojimbo in the
Empire, and helps Doji courtiers sense the flow of court
and negotiations faster than their counterparts. Crane
archers are also known for their devotion to the perfect
awareness that comes with an intense devotion to Air. Du-
eling, however, remains the most essential and basic way
in which the Crane follow the path of Air.

The Scorpion Clan

“Do not losk d@sword, fool. The blade you do
not see is th&N deadly.”

&

The $=gN0n Clan follows the philosophy of Air closely,
g

— BayusHr AKUSAI

in @\ part because it meshes quite well with the direc-
e Nven to their founder, Bayushi, by his brother Hantei.
g Scorpion Clan was to do what the others cannot do,
Jereby keeping the Empire safe. Bayushi himself said,
“Historians will some day write great tales of Akodo’s
bravery and Doji’s charm, while we who lurk in shadows
will be the villains in their stories. Tricksters and liars:
those will be our roles.” Lurking in the shadows, quietly
flowing through the world unseen, exemplifies the Scor-
pion approach to the philosophy of Air. While the Crane
exemplify the intangible awareness and sudden violence
of an unexpected wind, the Scorpion exemplify the quiet
and stillness which are also essential parts of Air. Just as
it is impossible for the Rokugani to create a vessel which
is completely airtight, so too is it impossible to keep the
Scorpion from learning any secret they might set their
minds to discovering. They are the Empire’s undisputed
masters of stealth and guile, and this is reflected not only
by their courtly activities but also by the way their war-
riors learn to fight. Where other Rokugani samurai might
assault their foes with the raging fury of, an unchecked
y

-

AN ExCErRPT FROM THE SWORD
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To observe without moving the eyes, to sharpen the mind as well as the body—the enhancement of the sixth sense should be practiced and refined in
order to gain full control of one’s mental attitude. In both peaceful times and at war, one’s attitude should be the same—refined, noble, and disciplined.

Ascertain the truth from the outside in—take in the broad viewpoint, and sharpen the mind until you find the truth within all things. Even when the body
is at rest, the mind should be controlled and in a state of concentration. Walk the path of various arts and skills, broaden your knowledge of the world and
do not be deceived. If your mind is strong then your spirit will never be hampered by your physical condition, even when you are exhausted or in pain.
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W
wildfire, the inescapable menace of a tsunami, f\rsev\en the
unstoppable force of a crashing avalanchs, @,corpion
approach battle with the quiet subtlety ofyagt breeze.

It is said by philosophers that a singsg Wgdvement of a
butterfly’s wings can cause a breez@ will build and

build until it becomes a typhoon. A iNthis subtle manip-
ulation of minor events that ";ak@éorpion courtiers so
effective, but Scorpion bush%follow this philosophy.
If they can quietly arrange for ®he death of an opposing
general before they must face him openly, they count it
as victory, even though there was no battle. If a Scorpion
bushi seemingly misses a step as he advances on a foe, it
is most likely the first of many subtle actions designed to
deceive his enemy, leading eventually to total victory. Their
adherence to the subtler philosophies of Air is what makes
Scorpion bushi so very difficult to assess in combat—and so
very dangerous. Like the wind they emulate, it is impossible
to know in advance which way they will blow.

The Other Clans

o T

While the Crane and Scorpion are the Great Clans who
most exemplify the philosophy of Air, there are families
and schools among many of the other clans whose adher-
ence to the way of Air is almost as complete.

THE CrAB CLAN

The Hiruma schools of the Crab Clan combine a fighting
philosophy of lightning speed, one some might consider
more characteristic of the warriors of the Crane Clan, with
an understanding of the practical necessity of stealth that

is closer to the Scorpion Clan.
While the warriors of the
Crane clan use their amazing
swiftness to try to fell their
enemies with a single perfect
strike, the Hiruma prefer to
strike their foes many times,
wearing them down the way
the wind and water slowly but
inevitably wear away at stone
until it falls to pieces. In the
early days of the Empire the
Hiruma were sometimes called
(somewhat derogatorily) Hum-
mingbird Warriors because
they never seemed to be in the
same location or to strike from
the same place when in battle,
instead moving continuously
and striking whenever they
saw an opening, no matter how
small.

Modern Hiruma have been
forced to embrace Air even
more closely due to the loss
of their original school for over

three centuries and the develop-
ment of its replacement, the Hiruma Scouts. The Scouts
follow the philosophy of Air even more closely than their
predecessors. They flow over the Shadowlands like a quiet
breeze, disturbing little but making a big impact in the
battle against the forces of Fu Leng. The Hiruma scouts
also strike swiftly and unpredictably, but unlike the Hum-
mingbird Warriors they also seek to fade away between
each strike, never giving their foes a target to attack. Like
the wind, they seek to slip through their foes’ grasps and
return to fight them again and again.

TuE MANTIS CLAN

An archer must trust the Air so much as to let his weapon
float upon it, to be aided or at times hindered by its power.
Moreover, not only do archers entrust their missiles to the
wind, but the very art of archery in Rokugan is largely a
matter of instinct. A Rokugani bowman does not aim his
shots as a gaijin does, but instead pulls and releases the
bowstring in an almost continuous motion, instinctively
aware of when he must release the arrow in order to hit
the target.

No family in the Empire embraces the way of the bow
more closely than the Tsuruchi. The master archers of the
Tsuruchi family trust their own instinctive reflexes, their
awareness of the way the wind is blowing, of how far the
arrow will drop over a given distance—these and innumer-
able other factors that can affect the flight of an arrow are
all sensed and responded to instantly, without the need
for conscious thought. In its own way this exemplifies the
philosophy of Air as perfectly as an iaijutsu strike.
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