WRITING:

EDITOR:

RDDITIONAL =DITING:
CREATIVE DIRECTOR:
AXT DIRECTOR:
GRAPHIC DESIGNE=R:
COV=R ARTIST:

INTERIOR ARTISTS:

TYPESETTER:

SHAWN CARMAN
JED CARLETON
RoB DAKE
CHR1s HAND
KiM HOSMER
SETH MASON
AARON MEDWIN
FRED WAN
RicH WULE
BRIAN YOON

D.J. TRINDLE
KATIE YATES
MARK JELFO
jim pinto
NATE BARNES
APRIL LEE

CRi1S DORNAUS
RAVEN MIMURA

NATE BARNES

CHIZF OF OPZRATIONS: MAUREEN YATES

BRAND RANAGER: RAYMOND LAU

PRODUCTION MANAGER: MARY VALLES

LAYOUT AND GRAPHIC D=ESIGIN BAS=D ON
WORK BY: CyNTHIA FLIEGE & DAWN MURIN

PLAYTE=STERS: MIKEL BURNS, RYAN CARMAN,
JACOBE CALLAHAN, JED CARLETON, JACOB CHEATHAM,
ANDY COWELL, ROBERT DAKE, JOEL PARKER KINSTLE,
CHRIS LESINSKY, PAUL MEADOR, DAN MOENSTER,
CHRISTOPHER OSBORN, MARC QUINTARD, MATTHEW

SCHENCK, SAM SHEDDAN, CYNTHIA STEWARD, LOUIS VEAL.

1

!
To use the d20 System™ portions of this book, a Dungeon Master also needs the Player’s Handbook™ the Dungeon Master’s Guide,™
Rokugan,™ and Oriental Adventures. A player needs only the Player’s Handbook™ and Oriental Adventures.

To use the L5R RPG 2nd Edition portions of this book, a GM needs the Game Master’s Guide and the Player’s Guide.

A player needs only the Player’s Guide.

LEGEND OF THE FIVE RINGS is produced by AEG under license from Wizards of the Coast, Inc. a subsidiary of
Hasbro, Inc. ™ and © 2004 Wizards of the Coast, Inc. All rights reserved.

ISBN 1-59472-022-3

Visit our website at 15r.alderac.com



e Rt e i i

NDOON\NTD0

gt

TH= OP=N GAM=

LICENS=

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have con-
tributed Open Game Content; (b) “Derivative Material’ means copyrighted material including
derivative works and translations (including into other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)
“Open Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly identified as Open Game Con-
tent by the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity. (e) “Product Iden-
tity” means product and product line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, lan-
guage, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of char-
acters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating
that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open
Game Content, You represent that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the copyright date, and the copy-
right holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Dis-
tribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication
as to compatibility, except as expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark in conjunction with a work containing Open Game Content
except as expressly licensed in another, independent Agreement with the owner of such Trade-
mark. The use of any Product Identity in Open Game Content does not constitute a challenge to
the ownership of that Product Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions
of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this
License. You may use any authorized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License
with respect to some or all of the Open Game Content due to statute, judicial order, or govern-
mental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms
herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE: Open Game License v1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document (draft version) Copyright 1999, 2000 Wizards of the Coast, Inc.
System Reference Document Copyright 2000, Wizards of the Coast, Inc. Authors Jonathan Tweet,
Monte Cook, and Skip Williams, based on original material by E. Gary Gygax and Dave Arneson.
Player’s Handbook, © 2000 Wizards of the Coast, Inc.

Dungeon Master’s Guide, © 2000 Wizards of the Coast, Inc.

Oriental Adventures, © 2001 Wizards of the Coast, Inc.

Rokugan, © 2001 Alderac Entertainment Group, Inc.

Creatures of Rokugan, © 2001 Alderac Entertainment Group, Inc.

Magic of Rokugan, © 2001 Alderac Entertainment Group, Inc.

Way of the Samurai, © 2002 Alderac Entertainment Group, Inc.

Way of the Ninja, © 2002 Alderac Entertainment Group, Inc.

Way of the Shugenja, © 2002 Alderac Entertainment Group, Inc.

Fortunes and Winds, © 2002 Alderac Entertainment Group, Inc.

Secrets of the Lion, © 2002 Alderac Entertainment Group, Inc.

Secrets of the Mantis, © 2002 Alderac Entertainment Group, Inc.

Secrets of the Phoenix, © 2003 Alderac Entertainment Group, Inc.

TH=

Secrets of the Scorpion, © 2003 Alderac Entertainment Group, Inc.
Secrets of the Crab, © 2003 Alderac Entertainment Group, Inc.

Secrets of the Crane, © 2003 Alderac Entertainment Group, Inc.
Secrets of the Unicorn, © 2003 Alderac Entertainment Group, Inc.
Secrets of the Dragon, © 2003 Alderac Entertainment Group, Inc.
Secrets of the Shadowlands, © 2004 Alderac Entertainment Group, Inc.

OP=N GAM= CONT=NT

This printing of The Complere Exotic Arms Guide™ is done under version 1.0a of the Open Game
License and the draft version of the d20 System Trademark License, d20 System Trademark Logo
Guide and System Reference Document by permission of Wizards of the Coast. Subsequent print-
ings of this book will incorporate final versions of the license, guide and document.

AEG intention is to open up as much of the book The Complere Exotic Arms Guide as possible to be
used as Open Game Content (OGC), while maintaining Product Identity (PI) to all aspects of the
Legend of the Five Rings intellectual property. Publishers who wish to use the OGC materials from
this book are encouraged to contact jzinser@alderac.com if they have any questions or concerns
about reproducing material from Rokugan in other OGL works. AEG would appreciate anyone
using OGC material from The Complere Exotic Arms Guide in other OGL works to kindly reference
The Complere Exotic Arms Guide as the source of that material within the text of their work. Open
Game Content may only be used under and in accordance with the terms of the OGL as fully set
forth on the previous page.

DESIGNATION OF PRODUCT IDENTITY: The following items are hereby designated as Prod-
uct Identity in accordance with section 1(e) of the Open Game License, version 1.0a:
Any and all Legend of the Five Rings logos and identifying marks and trade dress, including all
Legend of the Five Rings product and product line names including but not limited to Rokugan,
Creatures of Rokugan, Magic of Rokugan, Way of the Samurai, Way of the Shugenja, Way of the Ninja,
Fortunes and Winds, Secrets of the Crab, Secrets of the Crane, Secrets of the Dragon, Secrets of the Lion, Secrets
of the Mantis, Secrets of the Phoenix, Secrets of the Scorpion, Secrets of the Unicorn, and Secrets of the Shad-
owlands, and the Legend of the Five Rings and Rokugan logos; any elements of the Legend of the
Five Rings setting, including but not limited to capitalized names, Clan names, family names,
names of artifacts, names of spells, names of magic and magician types (including but not limited
to pure blood magic, kage yakiin, ise zumi, sodan-senzo, meishodo, tsangusuri, tejina, and ishiken),
characters, countries and empires, creatures, races, spirits, geographic locations, cultural informa-
tion, gods, Kami, Fortunes, historic events, magic items, the Honor system, and organizations; any
and all material adapted from Oriental Adventures, except material noted in that work as Open
Game Content; any and all stories, storylines, plots, thematic elements, documents within the
game world (e.g. but not limited to Akodo’s Leadership, the Tao of Shinsei, and Subtlety of the Court),
quotes from characters or documents, and dialogue; and all artwork, symbols, designs, depictions,
illustrations, maps and cartography, likenesses, poses, Clan or factional mons, logos, symbols, or
graphic designs, except such elements that already appear in the d20 System Reference Document
(e.g. Melf or Mordenkainen) and are already OGC by virtue of appearing there. The above Product
Identity is not open Game Content.

DESIGNATION OF OPEN CONTENT: Subject to the Product Identity designation above,
the following portions of The Complere Exotic Arms Guide are designated as Open Game Content.
Introduction: the complete Unicorn feat list on page 11, and the new courtier abilities on page 12.
Chapters 1-6: All information that is designated as “rules and options for the d20 System™”
by the rules laid out under the “New Mechanics” header on page 10, or by a “[d20]” tag at the end
of a header or in the header of a callout box.

USE OF MATERIAL AS OPEN GAME CONTENT: It is the clear and expressed intent of Alderac
Entertainment Group, Inc. to add all classes, skills, feats, equipment, prestige classes, spell effects,
magic item effects, and monster and NPC statistics (henceforth “goodies”) contained in this
volume to the canon of Open Game Content for free use pursuant to the Open Game License by
future Open Game publishers. Some of the aforementioned items, however, contain Product Iden-
tity, as designated above, and that designation remains. A limited license is provided below which
allows use of content designated as Product Identity for these items only.

LIMITED LICENSE FOR USE OF GOODIES AND PRODUCT IDENTITY (PI) IN GOODIES:
Alderac Entertainment Group, Inc. hereby grants other OGL publishers a non-exclusive, irrevoca-
ble, royalty-free limited license to use the goodies and the PI elements which appear in the spell
names contained in this book in OGL publications. Use of PI elements is limited solely to using
these PI elements in the goodies themselves and for no other use. For example, the feat name
“Hida’s Technique” may be used to refer to the feat of the same name, even though “Hida” is PI of
Alderac Entertainment Group, Inc. The name “Hida’, however, may not be used in any other way
except where it appears as part of the feat name. Any publication making use of such goodies and
PI elements in goodies must bear a legal notice that both 1) any such PI used is reserved Product
Identity, and 2) goodies are copyright 2001, Alderac Entertainment Group, Inc. all rights reserved.

Some of the portions of this book which are delineated OGC originate from the System Reference
Document and are © 1999, 2000 Wizards of the Coast, Inc. The remainder of these OGC portions
of this book are hereby added to Open Game Content and if so used, should bear the COPYRIGHT
NOTICE: “The Complere Exotic Arms Guide Copyright 2003, Alderac Entertainment Group.”, Inc.

The mention of or reference to any company or product in these pages is not a challenge to the
trademark or copyright concerned.

‘d20 System’ and the ‘d20 System’ logo are Trademarks owned by Wizards of the Coast and are used
according to the terms of the d20 System License version 1.0a. A copy of this License can be found
at www.wizards.com.

Dungeons & Dragons and Wizards of the Coast are registered trademarks of Wizards of the Coast,
and are used with permission. Oriental Adventures is a trademark of Wizards of the Coast, and used
with permission. Legend of the Five Rings, the Empire of Rokugan, and all related marks are ™ and ©
2001 Wizards of the Coast, Inc. a subsidiary of Hasbro, Inc.

All contents of this book, regardless of designation, are copyrighted year 2004 by Alderac Enter-
tainment Group, Inc. All rights reserved. Reproduction or use without the written permission of
the publisher is expressly forbidden, except for the purposes of review or use consistent with the
limited license above.



CONT=NTS

Introduction. .........coovveeininneiinnn..s 4
How to Use This Book .................. 5
New Mechanics......................... 6

Weapons........oovviiiiiiiiniiinieenennns. 7
SWOAS . et 7

Mirumoto Twin Sister Blades.......... 9
The Inquisitor’s Strike................. 9
ShosuroBlade ....................... 10
KaiuBlades......................oe 10
Utaku Saddle Cutter ................. 11
Kakita Dueling Blades ............... 12
Blood Blades. ...............ccvvvnn.. 12
BOWS. ..o 13
Han-kyu.........oooiiiiiii 13
Lezam........ooovviiiininiiiinnen.. 13
Shigeto-yumi............cooiiiiiin. 14
Yumi.....ooooooooiiiiiii 14
Dai-kyu ...ooooviiiiiiiiiiiii 14
Polearms and Heavy Weapons........... 15
Kumade..........ooovveeeeeeninnn, 16
Bisento.................iill 17
DaiTsuchi........................... 17
MaiChong ...t 17
Masakari ......ooviieiii 18
Nage-yari...............c.oooiiinn 18
Nagamaki .........coooviiiiiniinn.. 18
Naginata .................ooiial 18
ONo...oviiiiiii 19
Sang Kauw ..................o.ooal 19
Sasumata...........o.oiiiiiiiiiiin.. 19
Sodegarami.............ooiiiiiiinn.. 20
Tetsubo. . ...oovveiiiiiiii 20
Yari ... 20
Ninja Weapons ........................ 21
Blowgun ... 21
Fluteknife...................coovnn. 22
Kagi-nawa.................cooooean 22
Kamayari......................ooo.. 23
Kusarigama.......................... 23
Ninja-to.................ool 24
Shinobi-shuko/Shinobi-ashiko ....... 24
Shuriken........................ 25
Miscellaneous ................... ..., 25
Bo..oooo 25
Jitte ..o 26
Jo 27
Kama..............ooooiiiii 28
Machi-Kanshisha Pipe ............... 28
Nunchaku..................oooona. 28
Parangu ......................ll 29
Sal oo 29
Shobo.......coviiiii 29
Tonfa....oooveieeiiiiiiiiii e 29
Vajra ... 30
Whip. . e 30

Armor. .. ...ooviiiiiiii e 31

Rokugani Armor. ................c...... 32
Light Armor..........coooviiiiiaa... 32
Ashigaru ... 32
Light Hide Armor ................... 32
Partial Armor.........oooeeeeiiiiinn 33

Riding Armor
Gajjin Armor................oooil 35
Brigandine .............oiiiiiiiiin, 35
ChainMail .......................... 35
Chain Shirt. ..., 36
Half-plate .........coooiiiiiiiin.. 36
Jazerant .......... ... 37
Lorica Segmentata ................... 37
Metal Cuirass.........oooovvuunnnn... 38
Yobanjin Lamellar ................... 38
Shields..........oooiiiiiii 39
Adaga...........ooooo 39
Dhal ... 40
Large Steel Shield.................... 40
Siege Weapons..............ooviiiininn 41
Offensive Siege Weapons .............. 42
Trebuchet ........................... 42
Oyumi.........ooooiiiiiiiii... 44
Ohitsuji and Kuruma Seiro........... 45
Defensive Siege Weapons .............. 44
Hekireki Kakyu ............ooounn... 45
Kikkosha...........coooviiit. 46
KurumaDate........................ 47
Tosekiki............oooviiiiiii. 47
Yahajiki ... 48
Nemuranai ...........oooviviiiiiiiin, 49
Crab ... 50
Cleansing Fire....................... 50
Howlers..........ooooviiiiiinna. 51
Crane .........coooiiiiiiiiii 51
Beneficence of the Ancestors......... 51
Kenshins Saya................oooo... 52
Dragon..............ooooiiiiiiiiin 53
Armor of the Second Duty ........... 53
Crow Staff.............iiiii 53
Lion.......ooooooiiiiiii 54
Vision Incense....................... 54
Flashing Banners .................... 55
Mantis ... 56
Storm Heart......................... 56
Wind Kin ...oooeeeeiiiiiiiinneeae 56
PhoenixX........ovvvvvieeaennininnnn. 57
Subtle Flames. ............ccoooooo... 57
Tsuke’s Vengeance ................... 57
Scorpion ... 58
Long Knife.......oovvveiiiiiinnnn... 58
Fog Armor..........c.ocoviiiiin... 59
Unicorn...........ooooiviiiiiiiat, 59
Hunting Helm....................... 59
Steel Saddle ......................... 60
Ratling.........coovviiiiiineninnn. 60
Sharp-sharp Stick.................... 60
Cloak of Name....................... 61
Naga......oooooviiiiiiiii, 62
Naga Crystal............ccoovnnnn... 62
Serpent Bow.................... ... 62
Shadowlands .......................... 63
ObsidianTea............oovuvvvninnn. 63
Hungry Blades....................... 64
General .........oooiiiiiiiii 66
Sin......oo 66
Grandfather ......................... 66
Gaijin Weapons.................oooenene 67

The Senpet...........oooiiiiiiiiin.. 67
Longbow......cooviiiiiiiiiiii.. 67
Dagger................oooiiil 68
Mace. ... 68
Short Sword ...l 69
Scimitar........o.ooiiiiiiiiiiiiat 69
Khopesh ..........coovviiiiiinn, 69
Shamsir...............oooiii 70
Throwing Stones .................... 70

The Ivory Kingdoms................... 71
Ankus......oooiiiiiii 72
Bagh-nakh........................... 72
Chakram ..................ooooee 72
Jambiya ... 73
Katar..............oooooiiil 73
Kukri oo 73
Tulwar ......ooooiiii 73

The Yodatai............ccooveeieai.n 74
Yodotai Shield ....................... 74
Yodotai Sword ...l 75
Gladius. ..o 75
Spatha...........oooiiiiii 75
Pilum ......oooiiiiii 75
Plumbata............................ 76
Pugio

The Yobanjin ...........oooveeiiin... 76
Crossbows. . ...oveeeeeiiiiiinnnnn. 76
Ring Sword..........coovviii... 76

Merenae. ...l 77
Cutlass .....oooviiiiiii 79
Flintlock Weapons................... 79
Maul.........ooooo 79
Rapier....................oool 80
Stiletto . ....ooi 80

Nonhumans...........oooiviiiinnn. 81

The Ashalan........................... 82
Crysteel .....ooooviiiiii i 82
Adiva. . ...ooooviiiiii 84
Bahiya........coooiiiii 84
Falchion............................. 84
Khadja ... 84
Najya.......oooooiiiiii 84
Scimitar. ... 84
Scythe....ooooiiiii 84

The Nezumi..........ccoovvvveeiinn.. 85
Chrchr....oooooiii 85
Green-green-white Axe .............. 86
Tail-claw............................. 86

TheNaga.........ooooiiiiiiiiiiin. 87
NagaBlade ................ooooit. 87
NagaSpear................cooooiiat 87
NagaBow ......................... 87
Katar............ooooiiiiiiin 88
Pearl Staff ........................... 89

Other Nonhumans..................... 89
TheKenku ...............coooveiinn. 89
The Ningyo.................ooo... 90
The Ogres .....ooovvvveeniiiiennn, 91
TheTrolls .........coooiiiiiiiiai 91
TheTsuno..........cooveiivneeninn.. 92
The Zokujin......................... 92

Master WeaponsTable................... 93

nW=AN=13aoN

= fr i



e ——

" =

e e e e e e i

Sy

= __._"—--.

RARRZD
RAND R=RDY

The first rays of sunlight crept over the wall that concealed
the courtyard. Despite the early hour and the chill of morning,
the castle had been busy for hours. The Night’s Strike Dojo had never
been known to begin the day late. Master Sensei Bayushi Ryuji
reflected on the subtle irony of training his students so early in the
morning when it would be during the darkest hours of night that
their work would be performed as he strode into the dojo’s innermost
chamber, the sacred Chamber of Weapons.

Ryuji’s six finest students awaited him. They bowed wovdlessly,
their eyes never leaving him even as their bodies bent nearly double
with their show of respect. He smiled inwardly. These young men
weve gifted in the art of wav, and his training had only amplified
those gifts. Today they would all see exactly how well they had learned
their lessons. “Students,” he began, walking casually back and forth
before them, “what do you see in this room?”

The students glanced at the walls. Every spare inch of all four walls
was covered in weapons of every size and shape. Literally every
weapon known to be used by any clan was present in at least one
form, and many from far outside the Empire’s borders were present
as well. Gaijin weapons. There were even a trio of firearms along one
wall, the most despised and illegal weapons in Rokugan. Possession
was punishable by death. But then, no roads led to Night's Strike
Dojo, so it was unlikely that they would ever be discovered.
“You,” Ryuji pointed to the first student. He never veferred to them
by name. “What do you see within this room?”

“I see death, master,” the student vesponded after only a moment’s
hesitation.

“No,” Ryuji said harshly. “Death is not a thing. It is a service
given to our enemies through focus and discipline.” He looked
to the second. “You.”

“I see tools, master”

Ryuji contemplated for a moment. “No. They can serve as tools, yes,
but they ave far move” He pointed to the third. “You.”

“I see secrets, master.”

“Yes,” Ryuji said with a nod, offering the student a slight smile.
“Each of these weapons holds the secvet to defeating an opponent.
Each can be used to defeat an enemy with ease if you ave skilled
enough, but some vequire little skill against a particular foe.
The key is to know what weapon to use and when. If you possess
this know-ledge, you cannot know defeat. If you do not, you cannot
know victory save for the will of the Fortunes.” He turned
to the fourth student in line. “You. How do you defeat the Unicorn
and their cavalry?”

“Heavy archery five as they approach,” the student replied. “When
they are within vange, the front rank must brace polearms to keep
the mounted opponents at bay.”

“An acceptable response,” the sensei returned. To the fifth student,
he said “Do you have further suggestions?”

The student glanced avound the room for a moment, then pointed
to a long, five-hardened stick at least three inches in diameter.
“Concealed pits, filled with those. Dvaw the Unicorn toward you,
and allow their arrogance to send them into the pits to their deaths”

“Excellent” Ryuji turned and glanced at the wall where the pike
was arrayed next to lengthy polearms utilized by peasant doshin
to deter rowdy samurai. “And how would you eliminate a Mantis
opponent without anyone suspecting your involvement?”

“A sodegarami,” the student returned. “Wait until the Mantis
is drunk, then disguise yourself as a peasant watchman. Poison
the tips of the sleeve-catcher and allow it to break the skin when
you escort the Mantis back to his inn. He dies in his sleep, and none
suspect the Scovpion’s involvement.”

“Yes, excellent.” He turned to regard the students again.
“Theve is a weapon for every task. There is a tool for every job. Theve
is a secvet for every defeat.” He looked at each of them in turn.
“Now, let us test your capacity to deal with the unknown.” He glanced
upward wordlessly.

Theve was a whistling sound from the rafters as something was
hurled toward the students at high speed. Four scattered. The other
two drew their blades. One lashed out with his katana at lightning
speed. Theve was a metallic cracking sound, and the other student
who had stood his ground hissed in pain and grabbed his shoulder.
Blood van freely through his fingers.

“Throwing knives, Ryuji said. “Adapted from blades our clan
brought back from the Burning Sands. They are used somewhat
by the Senpet, although not in great numbers. The metal used
is bronze. It is brittle, and ultimately no match for our katana.
But the blades will shatter when struck with significant force, and the
shavds can be quite deadly. Be caveful that you remove any pieces left
in that wound, or the vesulting will cripple your sword arm for life.”

The other students had scattered to across the room. All had now
drawn their blades and dropped into defensive stances, scanning
the shadowed ceiling for movement. The myriad of weapons had
distracted them from the hidden recesses above them, and left them
open for attack. It was not a mistake they would make again.
Not, Ryuji mused, if they wished to survive life in service to the
Scorpion. “Students,” he continued, “today will be the final test
to determine if you ave worthy to study the true secvets of the Scorpion
weapon masters. Concealed above is my finest student in over
a decade. He is a peerless warrior. However, I have added three
weapons to this room that he has never studied. Further, you have
studied these weapons. If you can discover them, and use them as you
have been taught, you will be victorious. Every opponent can be
defeated with the proper weapon, students. This is my greatest lesson.”

Ryuji opened the doov to the chamber and stepped through
the threshold. “Let us see how well you have learned it.” As he closed
the door behind him, he saw a black blur dvop from the ceiling,
and four others move in to attack.

Welcome to Rokugan. Rokugan is a land of warriors
and philosophers, where ancient clans of samurai wage war
on one another to enrich themselves with land, resources,
or honor. Shugenja offer prayers to the Seven Fortunes,
invoking the power of the elemental spirits in displays
of magic that can lay waste to entire provinces or listen
to the whispers within the mind of a single man. Monks
meditate deep within their secluded monasteries, plumbing
the secrets of the universe while honing their bodies
to physical perfection through the art of the fist and the staff.
Bushi take up their blades to kill and die in the name of their
family, their clan, and their Emperor. Secret conspirators such
as the Kolat and Gozoku conceal themselves within the Great
Clans, plotting the conquest of a government that has existed
for over a thousand years. And deep in the south,
in the twisted realm known as the Shadowlands, festering
evils await the chance to break free and run rampant across
the Empire once more, their dark menace held in check
by the steel will and weapons of brave samurai who stand
on the wall that contains them.

Welcome to Rokugan. Pray that your steel will prove
strong enough.



HOW TO USE
THIS BOOK

The Legend of the Five Rings Exotic Weapons Guide is intended
to serve as the ultimate source of information on any and
all weapons that are regularly (or sometimes infrequently)
encountered within Rokugan. The most obvious use for
a book such as this is to expand the options available
to characters in a campaign that uses Rokugan as a setting.
Not only does this book present weapons that have never
before been detailed, it expands upon commonly used items
such as the katana and the ever-present armor worn by
samurai. Not all mundane weapons are identical, and now
both the d10 and d20 systems can adequately reflect this.

WHAT IF I'M ROT
USING RORVGAN?

The Exotic Weapons Guide can still be of great use
to existing campaigns set in other worlds. The weapons
and armor detailed within this book are balanced with respect
to the equipment found in other d20 products, and can
be integrated into existing campaigns without fear
of unbalancing other equipment. Obviously, the majority
of items found within these pages have a heavy Eastern
theme, and can be used to introduce new elements into
a campaign, whether from unknown opponents or a new
and unexplored country for the characters to experience.
Whatever the theme of your campaign, the weapons from this

book can introduce a new and exciting element to combat. - -
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Detailing the various weapons of warrior society is a daunting
task. In order to make the items more manageable, they
are organized by type rather than by clan or geography.
The chapters contain the following information:
Chapter One details the most commonly used weapons
created and wielded by the samurai and ashigaru of Rokugan.
The katana and wakizashi are examined at length, including
such exceptional creations as the Kaiu Blades, Kakita Blades,
and other such weapons that have not yet been revealed.
Spears, polearms, heavy weapons used by the Crab such
as the tetsubo and die tsuchi, the dishonorable weapons
used by ninja and assassins, and the peasant weapons
utilized by untrained heimin, skilled monks, and deadly

Mantis warriors will all be detailed.

Chapter Two examines the armor worn by samurai
and their vassals during times of war. In the past, Rokugani
armor has been restricted to a handful of general types
without a great deal of description or variation. This chapter
will greatly expand upon each of the armor types presented
in the Rokugan Campaign Setting and the Legend of the Five Rings
Role-Playing Game, Second Edition, allowing for considerable
customization for individual characters.

Chapter Three describes the siege weapons used

in Rokugani wars. Rarely used but terrible in application,

the siege engines put to great use by the Crab

in defending the Great Kaiu Wall and by the Lion

in assaulting an entrenched enemy will be examined

and expounded upon considerably, allowing accurate and

exciting representation of large-scale battles in Rokugan and
beyond.
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Chapter Four covers nemuranai, the rare and priceless
enchanted weapons of Rokugan. Rather than detail
the ancient, devastating items that each clan holds in secret
such as their Celestial Blades, this chapter will disclose
less powerful, more common and accessible enchantments
found among the different clans and factions of Rokugan.
What enchantments are common among the Phoenix
as compared to the Dragon? What secrets of Name Magic
can the Ratling tribes inscribe into common items?
What Naga trinkets have found their way into the modern
Empire? This chapter holds this information.

Chapter Five will detail the weapons of other civilizations
that surround Rokugan. Although few gaijin have ever visited
the Empire, their weapons have found their way into
the hands of many samurai. Unicorn merchants, Mantis
smugglers, Crane ambassadors and Scorpion wanderers
have all possessed the equipment of distant lands, such as the
Senpet Empire, the Yodatai, the Ivory Kingdoms, and the
distant nation of Merenae, and now their weapons and armor
are revealed for the very first time.

Chapter Six will examine the weapons and equipment
of Rokugan’s non-human races. The Ratlings, Naga, kenku,
zokujin, ogres, and Tsuno have all left their mark on history,
as have the weapons and equipment they have wielded.
For the truly exotic weapons master, these weapons are
the ultimate test of skill.

REW MECHANICS

The Legend of the Five Rings game setting has been officially
presented in two separate game systems, the Legend of the Five
Rings RPG 2nd Edition System (presented in the Player’s Guide
and Game Master’s Guide) and Wizards of the Coast’s d20
System™ (presented in Rokugan,™ the official supplement to
Oriental Adventures™). While these two systems are somewhat
dissimilar, the setting presented in both versions of the game
is the same, and thus it is our intent to present a sourcebook
that is useful no matter which of these systems you choose
to use when running your game.

Generally, when a new rule or mechanic is presented,
whenever applicable we will present equivalent d20 System™
and L5R RPG 2E System versions in close proximity.

Rules and options for the d20 System™ look like this.

Rules and options for the L5R RPG 2E System look
like this.

Occasionally, extensive new information may be exclusive
to a specific system (such as New Paths for the L5R RPG 2E
System or new feats for the d20 System™). In such a case,
the information will follow the same convention as above.
The d20 System™ material will appear in black and the L5R
RPG 2E System material in blue.

In the case of characters, occasionally, a character’s name
will be followed by a short explanation of his character class in
lieu of full statistical information. Such an example might

look like this:

TORITARRA TRATSUNR=

[Samurai 6/Berserker 4/Shadowlands Veteran 10; Hida
Bushi 5/Hida Avenger 3]

The information presented before the semicolon is the
character’s class and level in the d20 System.™ The information
presented after the semicolon is the character’s rank and
school in the L5R RPG 2E System.

Sometimes material must be presented for one system
or the other. In such cases, this text will be contained in
a callout box with a gray background, such as the one below.
The headers for these boxes will clearly label which information

is for the d20 System™ and which information is for the
L5R RPG 2nd Edition (“L5R RPG 2E”).



