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THE OPEN GAME LICENSE
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 
contributed 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
Content 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
Identity” means product and product line names, logos and identifying marks including trade
dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and descriptions of 
characters, 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 copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.

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.
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.
The Complete Exotic Arms Guide, © 2004 Alderac Entertainment Group, Inc.
Way of the Open Hand, © 2004 Alderac Entertainment Group, Inc.
Way of the Daimyo, © 2004 Alderac Entertainment Group, Inc.

THE OPEN GAME CONTENT
This printing of Way of the Thief™ 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 printings of this book
will incorporate final versions of the license, guide and document.

AEG’s intention is to open up as much of the book Way of the Thief 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 Way of the Thief in other OGL works to kindly reference Way of the Thief 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 
Product 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, Secrets of the Shadowlands, The Complete
Exotic Arms Guide, Way of the Open Hand, Way of the Daimyo, and the Legend of the Five Rings and Roku-
gan logos; any elements of the Legend of the Five Rings setting, including but not limited to capital-
ized 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, spir-
its, geographic locations, cultural information, 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 art-
work, 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 Way of the Thief are designated as Open Game Content. 

Introduction, Chapters 1–6, Appendix: All information that is designated as “rules and options
for the d20 System(TM)” 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: “Way of the Thief Copyright 2004, 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.
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WAY OF
THIEVES
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Bayushi Adachi strode purposefully through the streets of the City of
Lies. Peasants and eta fell to their knees as she passed, recognizing her
armor and swords as the symbols of a samurai. She ignored their
fawning obeisance, continuing on her way with a grim expression. 
As she approached a particular house the two peasant guards snapped
to attention at the sight of her. One quickly scurried inside while the
other moved forth to bow deeply, blocking her path in a subtle effort to
delay her momentarily.

“My humblest greetings, Bayushi-sama,” the man said as she drew
nearer. “I extend my master’s warmest regards from the House of the
Gilded Cricket.” 

Adachi fixed her eyes upon the man and removed her katana from
its obi, still in its saya. She drew the blade one inch from the sheath.
The peasant looked up in terror at the sound of withdrawing steel and
darted out of her way. She returned the sword to its saya and threw
open the door with a sneer.

The smell of smoke, rice wine, and sweat greeted her from 
within the darkened sake house. She nearly choked at the revolting
combination but pushed her disgust aside, merely adding it to the
many reasons she was displeased to be in such a place. She quickly
strode through the main room, drawing many dazed and bewildered
looks from the inebriated customers. A few of the more clear-minded
ones waited until she passed, then carefully finished their drinks and
departed. Adachi had not been in Ryoko Owari long, but already she
was a recognized force within the city. They called her the White
Mask, named so both for the white face paint she favored over a 
Scorpion’s traditional mask and for her apparent unwillingness to
indulge in the corruption and vice that consumed the rest of the city.

To be an honest magistrate in the City of Lies, especially an honest
Scorpion magistrate while the city was under Unicorn Clan rule, 
was not an easy life. In most cases it was a short one, yet Adachi had
prospered in her role. In the year since her arrival she had not only
survived, but brought two different illegal smuggling cartels to 
their knees. The local crime syndicates had attempted to remove her
on three occasions. Each time they had failed, and the assassins had
been publicly executed over the Bay of Drowned Honor by Adachi
herself. The criminal underworld of the city whispered that she could
not be killed.

These events were well known to Ide Haranobu, master of the
House of the Gilded Cricket. A chunk of fish fell from the fat 
merchant’s chopsticks as she entered the room. The old man frowned
and gently pushed aside the small tray containing his dinner.

“Magistrate Adachi-sama,” he said with a forced smile. “How
might I assist you?”

“Send your guards away,” she said, not bothering to turn and look
at the two budoka that had quietly filed into the room behind her.

Haranobu frowned, hesitating.
“I am a servant of the Emperor,” Adachi pressed, seating herself

primly on the floor opposite Haranobu’s low table. “Do you not feel
safe in the presence of one whom Toturi has chosen?” Her eyes 
narrowed, making it clear that a wrong answer would be taken as 
a dire insult.

Haranobu quickly waved his guards away. They closed the chamber
door as they departed. The merchant smoothed his long white beard
over his chest and watched Adachi nervously. “How can I assist you,
Adachi-sama?” he said in careful tones.

“I came to inquire as to your recent business dealings,” she replied.

“Most specifically regarding the Moment’s Edge fireman gang.”
“I have no dealings with the Moment’s Edge,” Haranobu replied,

straightening in his seat. “They are thugs, killers, smugglers. An Ide
does not consort with such garbage.”

“Now, now, Haranobu,” Adachi said with a light chuckle. “I am no
fool. I know that you are paying the Moment’s Edge a share of the
profits you make here. I know that you allow them to use the private
rooms without charge, to conduct meetings with their clientele.”

Haranobu shook his head quickly. “I have done nothing illegal,” 
he said. “I am not the only one who pays tribute to those thugs. 
A businessman does what he must to survive in the City of Lies.”

“And it seems you are doing very well here, all things considered,”
Adachi said, tracing one hand over the rich Mekhem carpet that 
covered the floor. “I suppose they must not be cutting into your profits
so deeply.”

“I do very well, all things considered,” the man said.
“But how much more poorly would you do,” Adachi replied, “if the

Moment’s Edge thought that you were supplying me with information
about their business here?” She looked at him with a placid, innocent
expression.

“What?” Haranobu replied, face paling. “But how could I help you
if I know nothing?”

“Of course,” Adachi replied, pursing her lips as she nodded thought-
fully. “The firemen gangs are generally known to be rational, reasonable
people. If my magistrates visit your house regularly, I am certain they
will understand and hold you in no suspicion.”

Haranobu scowled. “They will kill me,” he said.
“Oh?” Adachi said, feigning astonishment. “Then perhaps I could

be encouraged to leave things as they are. Of course I would require
some proof that your business is not unduly threatened by your…
donations to the Moment’s Edge gang. Perhaps my own share of your
business here.”

Haranobu’s mouth fell open in astonishment. “You would black-
mail me, Adachi-sama?”

“You are a servant of the Emperor, thus all you own belongs to
him,” Adachi replied. “I simply choose to collect what is his on his
behalf. Consider it your punishment for consorting with criminals.”

“This is an outrage,” Haranobu replied. “Why me? By all accounts
you are a just and honest magistrate, Adachi-sama.”

“And if you value your life, you will see to it that reputation
endures,” Adachi answered. “As the others do. Is that understood?”

Haranobu did not reply for a moment, too overwhelmed to 
comprehend what had occurred. “Yes, Adachi-sama,” he said at last. 
“I understand.”

“Very well,” she replied, rising to her feet again. “Then I shall
depart before my presence generates too much suspicion among your
firemen friends. I shall send an agent to make arrangements. Do not
worry, Haranobu-san, my demands are not strenuous. I am, however,
very strict that payments be made on time. It is good to have the law
on your side, no?”

“Of… of course,” he replied.
Bayushi Adachi turned and left the House of the Gilded Cricket,

an enigmatic smile on her white painted face. The City of Lies
belonged to the Scorpion Clan once. One day, it would be theirs again.
The funds Haranobu and so many other Unicorn merchants paid 
her were funneled toward outfitting Scorpion troops that would, if
diplomatic avenues failed, take the city back by force. She found the
irony greatly amusing. Her reputation was unchallenged; the city
saw her as a pinnacle of duty and honor.

They were right. Sometimes they merely forgot that she was 
a Scorpion.
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THE DARKER
SIDE OF
HONOR

pqrrqqs

Legend of the Five Rings is a game built around the concepts of
honor and bushido. Player characters are generally expected
to be samurai, servants of the Emperor for whom duty is their
foremost concern. Where does a book such as Way of the Thief
fit into such a setting? The answer is simple. For every light
there is a shadow, and for every shining example a samurai
sets there are those who cleave to the opposite path, those who
twist the tenets of tradition to reap personal gain, those who
turn their back on bushido for the sake of profit. Way of the
Thief serves a dual purpose in this regard, a sourcebook on
Rokugani criminal organizations and a guide to creating 
villainous player characters. Whereas books like Way of the
Shadowlands and Secrets of the Shadowlands accurately depict
those who have sworn fealty to supernatural evil, this book
concentrates more on the mundane sort of villainy — bandit
gangs, clandestine organizations, and criminal syndicates.

PLAYING THE
BAD GUYS

Playing a group of criminal characters presents numerous
problems, but can be quite interesting if approached carefully.
Some players may be uncomfortable with the idea of playing
an “evil” character, so such an undertaking should always be a
unanimous decision on the part of the GM and all players
involved. In addition, such a campaign should only be
attempted with a group of mature and intelligent players, who
realize that, obviously, the actions their characters undertake
are not intended to be carried into their real life.

If the GM and players agree to attempt a party of criminals,
the first problem a villainous party presents is a rather obvious
question — if all of the player characters are underhanded,
untrustworthy criminals, why are they working together? 
Fortunately, the answer to this question is simple in a setting
such as Rokugan. Simply make certain that all player characters
are members of the same criminal organization. The Empire is
a place steeped in loyalty, duty, and tradition. Ironically, crime
is no exception to this rule. Though many of the criminal
organizations in Rokugan scoff at Imperial Law, they still hold
strong ties of loyalty to one another and obey strict rules
within their illegal practices. 

Members of the same gang, while untrustworthy and 
dangerous in the extreme to those outside their order, will
generally work together with the best interests of their 
masters in mind. This is especially true for well-organized
groups such as the Kolat. This is not to say that a party of 
villains will be without infighting or competition; such 
practices are common. However, when the safety of the 
organization is threatened most criminal player characters
can be expected to work together toward a common end. After
all, if they fail, two possible fates await them — the Empire’s
justice and punishment at the hands of their masters. Both
fates are likely to be final; Imperial Magistrates are not known
for their mercy and one does not become a leader of the 
criminal underworld in Rokugan without a certain propensity

for brutality. 
When beginning a villainous campaign, the activities the

player characters will be expected to perform should be laid
out well beforehand. Are the characters simply dishonorable
samurai? Bandits? Kolat agents? Entrepreneurs seeking to
establish a new gang and claim their share of the Empire’s
underworld? There are many sorts of criminals in Rokugan,
and some players may be less comfortable playing some 
than others. One player, for example may have no problem
what-soever playing a corrupt magistrate who uses his 
position for personal gain, but may shy away at playing a Kolat
agent bent on the eventual downfall of the samurai caste
system. In a normal Legend of the Five Rings party, even 
characters of vastly different backgrounds and conflicting
goals can be encouraged to work together via their mutual
duty to the Emperor. In a criminal party, even this is not a
given. The GM must be extra careful to find some means by
which to link the characters together so the players have a
reason to participate in adventures together.

Ultimately the largest problem for a villainous party is 
the risk of punishment. Rokugani law is not particularly 
forgiving, and serious crimes are punished severely (specific
punishments are described in detail later in this chapter).
While the risk of death is always a concern in a land as violent
in Rokugan, it is even more prevalent in a criminal campaign.
Normally, the player characters are in service of their lord, and
thus in turn receive the protection of their clan and 
the Emperor. A criminal has voluntarily denied himself such
protection, and can rely only on his masters, his brethren, 
and himself. 

Rokugani’s strict attitude toward crime can create several
problems. If the party is too blatant in their activity and swift
punishment is not forthcoming, it may ruin the players’ 
suspension of disbelief and make the setting seem less 
genuine. On the other hand, if the party’s every exploit leads
to a character’s capture and execution the players may begin to
feel useless and frustrated. This demands a delicate balance
from the GM. The special considerations a criminal campaign
demands can be extremely demanding, but the intrigue,
danger, and sense of forbidden adventure such a campaign
offers can be very rewarding if done well.

HONOR AND GOLD
Rokugan is a land steeped in the precepts of honor and 
nobility. Though many samurai can trace their bloodline to
the divine Kami, even samurai are only human. Vice and 
corruption find their way into the heart of every clan, though
some do a better job of concealing their less honorable kin
than others. 

While it is true that samurai, and to a lesser extent even
peasants, are provided with whatever they require to fulfill
their duties this does not prevent criminal activity from being
commonplace. What an individual’s lord feels he requires and
what that same individual desires are not always the same.
Greed and ambition can take root in the heart of even the
noblest samurai. Peasants, even those who are well provided
for, may tire of a life in the shadow of wealthy samurai 
and aspire to something greater. With no legitimate avenue to
fulfill their desires, a life of crime is inevitable. 

A desire for upward mobility is the most frequent motiva-
tion for criminal activity in Rokugan. Simply put, crime is a
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matter of power; wealth is merely a
means to obtaining that power. In

such a strict social system, promo-
tions are very rare. A simple samu-
rai might never become a daimyo
through his own legitimate
a c t i o n s ,
especially during times of peace.
Those whose talents lie 
in trades generally considered
illegal or dishonorable might
gather influence normally

denied to them by amassing
wealth. Though samurai are
expected to spurn monetary
wealth, money provides an
advantage that cannot be denied.
Koku can provide finer weapons,
swifter steeds, and foreign 
luxuries. It is, in fact, the ease
with which dishonorable men

can use wealth to control the hon-
orable that causes so many samurai
to spurn koku — though its value 
is undeniable.

Lower ranking criminals
may simply seek wealth for its
own sake, stealing to feed them-
selves or their families, but any
who survive long in Rokugan’s

criminal underworld soon realize
that information is a far more valu-

able commodity. The Empire places
a great deal of value on face, the way
one is seen by others in society.
Secrets become powerful tools, as
threatening the way an individual
is seen by his brethren effectively
grants control over that person.
With wealth, a dishonest man’s
loyalty might be bought, but what
worth is a dishonest man’s loyalty?
All men have secrets — find out
an honest man’s weakness and he
will do anything to conceal it

from his enemies. It is for this
reason that all criminal organi-
zations of respectable size read-
ily maintain a network of spies
and informants who indulge in
the exchange of information.
All secrets are valuable, and all
have their price.

As the samurai caste
system represents ultimate
power in the Empire, many 
criminal gangs emulate the
samurai in some manner. More
than one criminal mastermind
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has noted the irony that a warrior, skilled at slaying dozens of
enemies on the battlefield for a cause he might not understand
is hailed as a hero while a common thug who kills a merchant 
to steal the money he needs to feed his family is branded a 
murderer. This rationalization falls apart quickly when one 
considers that the samurai’s enemies were warriors, prepared for
battle. To the darker half of the Empire’s society this difference
means little to the dead. Criminals view themselves as warriors
of a sort, and Rokugan is a land that celebrates its warriors. 

In areas where the law is not heavily enforced, such as
Ryoko Owari, criminals might even be celebrated as heroes.
Members of recognized criminal gangs flaunt their power and
relish the fear and respect they generate. Much like a samurai,
these gangs often become quite protective of those they prey
upon. Should someone outside their organization begin 
committing crimes in the area, retribution will be swift and
deadly. While this serves to ward off unwanted attention from
the law that might be generated by incompetent competitors,
it is also a twisted reflection of the samurai social contract.
Those who pay the gangs for protection or offer tribute in the
form of stolen goods are, in turn, protected by those gangs. 

Many peasants, already conditioned to obey powerful
samurai, have little difficulty transferring this unquestioning
loyalty to local crimelords. In some areas this strange loyalty is
not so surprising. A local crimelord might be no less brutal
than the local samurai, and perhaps is a more visible member
of the community than a distant daimyo. In many cases these
crimelords do more to protect the populace from bandits 
and other threats. A peasant forced to pay protection money
has no illusions what will happen to him should he miss a 
payment, but so long as he makes his payments he is actually
protected.

Gangs that operate in such a manner place an honest 
magistrate in a peculiar position. Should a magistrate seek to
topple a well-established crimelord he will face opposition
not only from the criminals who serve him but from honest
members of the local community as well. Even if a the
crimelord is toppled and his organization punished, what 
happens now that his agents are no longer protecting the
people from less organized, predictable crimes? The sudden
explosion of criminal activity as lesser criminals seek to fill the
power vacuum may make the magistrate appear incompetent. 

Because of this, some seasoned magistrates might come to
accept a well established gang as a lesser evil and do little 
to remove them so long as they keep their illegal activities 
discreet and do not bring excessive harm to innocent 
members of the community. These gangs might also provide
useful information or offer their thugs as temporary deputies
to remove a competitor, creating a strange sort of partnership
between the local police and organized crime. Of course many
magistrates would refuse to make such a dishonorable 
compromise, seeing it as the first step to inevitable corruption.
In large cities, however, it is almost inevitable to find at least a
handful of magistrates who have secretly allied themselves
with a local crimelord. In the seedier cities of the Empire, this
corruption might grow to the extent that the local police are
nothing more than another gang feeding on the community.

OFFICERS 
OF THE LAW

pqrrqqs

Almost as long as there has been an Empire there have been
those who stand to enforce the Emperor’s laws. For those
seeking to begin a criminal campaign, these individuals 
will likely be the party’s main antagonists. For more a party of
magistrate characters, this section should help illustrate 
the powers and responsibilities of such characters in 
greater detail.

PEASANT
ENFORCERS

The lowest ranking law enforcement officials in Rokugan
come from peasant backgrounds. The officers are known 
as doshin, while their deputies are referred to as budoka.
These officers often have other professions as well, working as
farmers or craftsmen when their services as lawmen are not
required. In larger villages, doshin and budoka are sufficiently
busy that they have no other profession but work full time
maintaining the peace, usually in the service of a magistrate.
The power these peasant lawmen have is very limited, usually
extending only to their home village and perhaps a small 
surrounding area. Doshin are selected by the local governing
samurai or magistrate. Some reliable peasant families have a
tradition of serving their samurai lords as doshin, though the
office is not necessarily inherited. Budoka are selected by the
doshin, and while most have some martial training some are
simply peasants pressed into service on demand.

RESPONSIBILITIES
Their authority extends only toward crimes committed by
peasants and eta. It is their duty to resolve crimes committed
by the lower classes so that samurai officials need not waste
their time dealing with such trivial matters.

CIVIL DISTURBANCES 
Peasant enforcers deal with minor crimes involving the 
peasant and eta classes. Drunken brawls, theft, assault, 
and other such minor concerns fall within their purview.
More serious matters, including murder, riots, kidnapping, 
or extortion must be brought to the attention of samurai 
officials. Any crime that involves a samurai likewise falls
within a magistrate’s jurisdiction, including territory disputes
(as all land belongs to the Emperor first) or theft of property a
peasant has crafted to be used by samurai.

PATROLS 
It is usually the duty of peasant officers to keep a lookout for
crimes as they transpire, and bring them to swift resolution if
possible. If a crime occurs that involves a samurai, it is the
peasant officer’s duty to fetch a magistrate to resolve the issue
as swiftly as possible.
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