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ADDENDUMS
AS YOU MAY HAVE NOTICED, THIS BOOK IS JUST PLAIN HUGE. BELIEVE IT OR NOT, WE HAD CONTENT ENOUGH TO GO WELL OVER 100 PAGES,
AND STILL MORE COMING IN ALL THE TIME. NATURALLY WE CAN’T PUT EVERYTHING IN, BUT ALMOST ALL THE CONTENT WAS QUALITY STUFF.
TO THAT END, CONTENT THAT DIDN’T MAKE IT, WE COULDN’T FIND ART FOR, OR JUST PLAIN COULDN’T SQEEZE IN IS BEING PUT ON THE WEB.
IF YOU’VE GOT AN ITEM YOU’D LIKE TO SEE IN THE ADDENDUMBS, OR IF YOU’D LIKE TO PRINT THEM OUT FOR YOUR BOOK OF ENGOKU, PLEASE
VISIT THE AMT7 WEBSITE FOR MORE INFORMATION.
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Introduction
Thanks

ART CREDITS

Mad props to the Amtgard Seven Expansion Group for letting this
upstart come in and put this together, and Sir Luke Wyngarde for
showing me the way and the light. Special thanks to the Clans of
Amtgard, and their respective Daimyo and members. Domo arigato
gozaimasu.
This work is dedicated
to the ﬂurb in all of us,
the clever little dreamer
that seeks immortality.
Live the dream!

Artists retain all copyrights to artwork published herein. All rights
reserved. Individual artists listed with Monster entries. Thanks
especially to the fantastic artists of Elfwood (http://elfwood.
lysator.liu.se/elfwood.html) for their boundless generosity and
support for these projects. Use of artwork or derivative is not a
challenge to any existing claim or copyright. The
pictures contained herein are presented for the
enjoyment of the reader in the tradition of fantasy
illustrations throughout time. The editors
sincerely hope these images are viewed
as a positive inﬂuence to game play, as
they are not meant to offend, objectify
or stereotype any group, gender, race or religion. The
intended goal is to provide an inspired expression
of each Monster, professionally and originally
illustrated. To that end, the individual artists were
given a fair amount of leeway in
their renditions, which we hope
you will agree make for ﬁne
viewing.

Introduction
Across a vast ocean,
beyond the limits of
time and transport,
lies a virtually
unexplored land.
Visitors from this distant
continent have ﬂuttered
into the many kingdoms
of Amtgard since before
anybody could remember,
quietly, but persistently.
Slowly over time many clans
formed, and word began to
spread about the unknown
land: Engoku.
Konichiwa (good day!), and welcome
to Amtgard Seven Expansion
Group’s latest project: The Book of Engoku.
In this tome we’ll look to the Far East for
inspiration, to bring you a world of
samurai, spirits, and warrior monks. We’ll
discover together such creatures as the
noble goblin-folk, the Tengu, and the
trickster spirit Kitsune, and what book of
the Orient would be complete without the
legendary Bushi Alternate Class and the
mighty Ryú?
We’ll also explore mountainous
terrain, and of course all
manner of battlegames and
quests to keep your players
enthralled. Expect to see whole
new worlds open up for standard classes with
exciting new Archetypes like the highly mobile
Mounted Archer and the dreaded Ninja.
We’ll even provide a little help with the lingo
and culture of Nippon, the ruling Realm of Engoku.
Irassahi!
-Chibasama Ryuichiro

Disclaimer
This book is
intended to enhance
your Amtgard
experience. In
no way is it to be
considered ofﬁcial,
sanctioned, or
required. If you’d like to see
more Engoku-esque content at
your park, talk to the people in
charge about using the things
in this book. Don’t assume
you can just start playing
a Bushi ﬁring Hou Yao
arrows from the back of
an Archery Mount.
As for historical
accuracy, much of
this book tries to
stick to the origional
mythology or reality,
stripping away
some modern,
romanticized
interpretations. This
is not universal, though, so those of you
who might be annoyed (history buffs, intellectuals, etc), forgive
the occasional embellishment. While learning is great, this is not a
classroom, this is a game. Hopefully enough of the truth remains
to educate the reader as they have fun.
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Oriental Elements in the World of Amtgard

Clans
In Engoku, power is garnered thru the machinations of large, extended families, called Clans. Clans are generally insular,
nepotistic, and defend individuals to the death. These are all generalizations, though, most Clans honestly try to live up to the burden of
nobility. Amtgard already has many Clans, both households and ﬁghting companies. Those known by the editor and the Amt7 group are
listed below, alphabetically. Contact Amt7 to get your Clan listed in future editions.
– Household – Hojo Clan is primarily concerned with self improvement thru art, group effort, celebration, and brotherhood. Hojo
Clan is made of Personae that follow the Nippon & Engoku styles, manners, techniques, cultures, arts, and philosophies,
but has room for any citizen of the land looking to improve themselves that isn’t above wearing Engoku garb. Hojo clan
stresses specialization of the individual, diversity in the Clan, and the celebration of brotherhood. The Corpora is based
off of some of the historical House Codes of the real Hojo Clan. You can get more information at their website: http://
hojoclan.midgardonline.org, or by emailing Daimyô Hojo Chibasama Ryúichiro: chiba@midgardonline.org.
Okuyama - Fighting Company/Household - Okuyama literally means ‘Distant Mountain’ and is a reference to the founding members
coming from other games. The clan mon is a green sky with a black Mountain. A green Tori gate is within the
mountain. The Clan is comprised of the Daimyo, Retainers, and their Bushi. The clan promotes the ideas of Bushido
and requires full members to have a basic knowledge of courtesy, at least one set of appropriate garb, and a Japanese
name to enter into the Scroll of the Clan. The Clan is always accepting petitioners and welcome all who wish to pursue a
Japanese based persona character. Any one interested can send an email to teishi_sohei@yahoo.com or visit our yahoo
group at games.groups.yahoo.com/group/clan_okuyama and send a message to the list owner.
– Household - The family of Sir Onishi Katzushima “the Farquestor”, House Onishi is dedicated to the eradication of undead and
the defense of the society of Amtgardia. Its core membership consists of people connected by belt, blood, or marriage
to Katzu, though it is not unheard of for exceptional monks, assassins, and healers to ﬁnd themselves offered a place in
the House.
For more information, or to get in contact with Clan Onishi, email Katzushima (or just Katzu for short) at
farquestor@yahoo.com
– Fighting Company/Household - Clan Raion is is loosely based on the structure of a feudal Japanese/Rokugani family and
that family’s army. The membership requirements include: Asian persona, effort to excel and commitment to the
organization. Advancement within Raion is based on the individual’s efforts within Amtgard, and the assessment of
their superior ofﬁcers. All members are encouraged to participate in all aspects of Amtgard, ﬁghting, arts and sciences,
service and even role-play. The Clan, though an army, is very family focused, and encourages time spent with one
another. Though members are spread across a wide geographical area, they have retreats and other scheduled events
to meet together, as well as train together. Raion members are asked to focus on service, ﬁghting or arts and sciences. However all
members are encouraged to excel in many areas. Raion members also work to support each other in efforts of running events, holding
ofﬁce, creating equipment and learning new skills. http://clanraion.qtneb.org/
– Household - Wa-Kon Yo-Sai: Western Knowledge with a Japanese Spirit. Clan Wakagashira was founded in 1998 in the
Northern Holdfast of the Iron Mountains and has grown into the Inland Ocean as well. Wakagashira is primarily
known as an arts and science household with a strong tradition of service and supreme sense of family. Our members
have become known as one of the most active clans in the IM with weekly workshops and classes in a wide range
subjects including armor construction, garbing, Weapon construction, cultural objects as well as learning the art of
ﬁghting. We also strive to make sure every new member of amtgard at our local parks are given the chance learn to
create the fundamental items needed in our game (garb, weapons and shields) and to help cement the bonds of friendship in our great
game. While traveling Wakagashira takes pride in always welcomes visitors into our camp and offer them warm sake and hospitality. If
you are interested in learning more about clan Wakagashira please feel free to visit our website at Http://wakagashira.com/newclan/ or email Shogun Akujin Takezu no Wakagashira at Ichiban@Wakagashira.com.

MON
A MON IS THE ENGOKU VERSION OF HERALDRY. IT IS HARDLY BOUND BY THE STRICT DICTUMS OF THE WESTERN LANDS, AND IS OFTEN FAR
MORE ARTISTIC. MON ARE USUALLY SIMPLE, SHOWING A SINGLE INSTANCE OR CLUSTER OF GEOMETRIC SHAPES, BUT SOME INCLUDE ANIMALS,
WRITING, OR EVEN LANDSCAPES. MON ARE DISPLAYED ON GATES, CLOTHING, EQUIPMENT, AND OF COURSE FLAGS. MON CAN BE EITHER
PERSONAL, OR THE MON OF A LARGER CLAN, AS ABOVE.
AS WITH WESTERN HERALDRY, MON SERVE TO IDENTIFY TROOPS IN A BATTLEFIELD AND EQUIPMENT AND GARB IN DAILY LIFE. FOR
THIS REASON, IT’S BEST TO HAVE A MON THAT IS UNIQUE AND EASILLY IDENTIFIED. HISTORIC AMTGARD CLANS (SUCH AS HOJO AND
WAKAGASHIRA) USE THE TRADITIONAL MON OF THAT CLAN. NEW, FANTASY CLANS SHOULD RESEARCH EXISTING MON BEFORE DECIDING
ON THEIR OWN. THERE IS NOTHING WRONG WITH USING ELEMENTS FROM AN EXISTING MON, AS LONG AS THEY ARE MADE DISTINCTIVE.
INDIVIDUAL CLANS ARE RESPONSIBLE FOR SECURING THEIR MON, AS THERE IS NO CENTRAL AUTHORITY OF HERALDRY IN ENGOKU.
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The land of engoku
Let me take you back to a time before my people, the
Nippon, put an end to the political chaos of Engoku. It was many
generations ago, and each of the Five Realms of Engoku fought for
resources, cultural dominance, and of course, wealth. Each Realm
had long ago found solidarity under the banner of their Ryú, and
had turned to its neighbors looking for power. But I get ahead of
myself, let me introduce the Five Realms ﬁrst.
First, there are the people of the southern Realm, the
, which means ‘clear vision’. Their realm is mostly made
of islands, including the two largest, Java and Sumatra. They do
have some territory on the continent, though. Mataram’s Ryú is the
RyúSui.
To the west are the
(/vee jae yah nah gar/), a
conﬂicted people indeed. Their name means victory, but in truth
their land is constantly being pulled apart by rival kings. Despite
this, they are accomplished engineers
and artists, and have
created some of the
land’s greatest architecture, literature,
and art, which seem
predominantly concerned with death
and the afterlife.
Their warriors use
a bevy of unique
weapons, and are
prone to marching
into battle on the
backs of elephants.
They are symbolized
by the RyúKu.
The northern Realm is a vast
expanse of desert,
frozen wasteland,
and steppe. A harsh
landscape has created a harsh people.
It seems ﬁtting,
then, that they call
their land
,
a regional word for Hell. The people are mostly nomadic barbarians, relying heavily on horses for food and warfare. The people of
Tartarus are led into battle by the RyúKa.
In the center of Engoku lies the ‘middle kingdom’,
Zhong-guo. A great land indeed, Zhong-guo is ripe with culture,
Zhong-guo
art, and science. Their warriors are brave and clever, their artists
skilled, and their scientists have created many wonders for the land
of Engoku. Many expected that it would be Zhong-guo that would
unify the realms, but ultimately their central position made them
victims of the others. Still, the people of Zhong-guo foresee a
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great destiny. The south western district of Zhong-guo is bordered
by a vast stretch of mountains known as the Abode of Snow, or
Himalaya. The greatest mountain in all the world, Chomolangma
(‘mother of the universe’) resides here, protecting its people from
conquest. The realm is protected by the RyúFu.
Finally, to the east, the birthplace of the Sun, lies Nippon
Nippon is a land of mountains, mostly cut off from the mainland
by a vast sea. This isolation has allowed the people of Nippon a degree of security, for no invasion force has successfully crossed into
Nippon, though the Nippon armies easily cross into the mainland.
It is said the Kami known as Kaze defends the Sea of Nippon
from foreign ships. The culture of Nippon grew independently of
the rest of Engoku, accepting only the best elements of the other
realms: writing from Zhong-guo, sailing from Mataram, warfare
from Tartarus, and philosophy from Vijayanagar. Within the great
mountain Fuji rests the
lord of the RyúChi.
The Five Realms
fought amongst each
other for many, many
years. As a whole,
Engoku suffered from
constant warfare,
and progress became
impossible. After
receiving a plea from a
council of Kami, the
great general Minamoto no Yoritomo
set off on a quest to
bring the Five Realms
together. His armies
were charmed by the
land itself, seeming
to march unhindered
from realm to realm,
hunting the lords of
the Ryú in each. Each
realm in turn fell, their
armies unable to defend their Ryú against
the destiny of Nippon.
Minamoto was not
interested in pillaging or even domination, and quickly won the
hearts of the conquered. He allowed all existing governments to
continue, and remarkably even allowed them to retain their armies,
and freedom. He uniﬁed them in spirit, making them each in turn
swear fealty to the divine emperor in Kyoto. Today, each realm
retains an independent and unique culture, and while there are still
plenty of generals vying for power, the vast, destructive wars are
over. With relative peace has come prosperity, and the desire to
explore new worlds. It is thus that my people have come to you,
and thus that we invite you to come to our lands and trade.

Oriental Elements in the World of Amtgard

Definitions
From Amtgard : Handbook on the Rules of Play 7th Edition comes the basic format and outline for presenting Monster Classes. This information is
detailed below, with additions and modiﬁcations made to include the information exclusive to this volume.

: Creatures in this category generally have two arms,
escription
two
legs
and
walk upright, although there are notable exceptions
Herein lies a narrative regarding the Monster. This may include
(Merfolk,
for
example, have no legs but all the ﬁne manipulaphysical descriptions, societal behaviors and/or historical, ﬁctional
tion
and
functional
intelligence common to this classiﬁcation).
and mythological references. Role-playing tips are also included in
Only
Humanoids
can
use normal weapons and shields, creathis section.
tures without this designation can only use Natural weapons
unless detailed otherwise in their description. Humanoids may
arb
carry enchantments just like a regular class, unless otherwise
A person playing a Monster should look as much like it as possible.
stated in their description or limited by their Type.
The Reeve can always disallow someone from playing a Monster
 Multi-Person
Multi-Person: These Monsters are played by multiple people.
if they feel this criteria is not met. Summoned Monsters should be
They have a number of special rules, detailed in the Monster’s
given slightly more latitude, but they must have the minimum garb
description and are used exclusively in quests.
requirements and act in character. Monsters that suggest a speciﬁc

: Creatures with this distinction have an innately magigender are merely reﬂecting legendary or mythological forms of the
cal nature. Mystical Creatures hit with Dispel Magic lose all
creature. All facets of Amtgard are open to anyone who wishes to
their Magic-Like Abilities and Innate Magical Abilities for the
play the part.
remainder of that life. They may not use their Magical
ype
or Innate Abilities while in an Anti-Magic zone.
There are a number of Monster Types, each
 Standard
Standard: Monsters of this type are nonwith special Traits, Immunities and/or
magical in nature, and do not possess
Vulnerabilities. Most Monsters possess
Magic-Like or Innate Magical Abilities.
more than one Type distinction and
 Undead
Undead: The Walking Dead are
the effects are cumulative unless
immune to Control and Death as
indicated otherwise in the text.
well as Poison and Disease. Undead

The term given
cannot carry enchantments except
to any Monster brought to
for the one used in summoning, as
life through magical means
appropriate.
other than the standard
/
ATIO
creatures summoned
The Questor/Monster Ratio is a
through Transform and
general indicator of how powerful
Reincarnate spells. These
the Monster is at any given level. It
creatures are immune to
deﬁnes how many player characters
Control, Subdual, and Death
of the same level as the Monster
schools, as well as Poison and
should be required to kill one. When
Disease. If Dispel Magic is cast
designing quests or running battlegames,
on them, they act as if under the
one uses this number to balance the sides.
effects of an Iceball (except they are
This assumes you use the 10/1 rules for magicnot freed by Fireball, Release or other
casters and 5/1 rules for bows.
magical means). If placed in an Anti-Magic
ﬁeld, Animations are Petriﬁed until removed from the
rmor
ﬁeld, in which case they act as if just Healed from the Petrify.
There are several types of armor available to Monster classes, and
Animations cannot carry enchantments.
this category will clearly detail which, if any, armor types are avail Beast
Beast: These are non-humanoid creatures, most often with
able to a speciﬁc Monster.
more than two legs. Beasts cannot carry enchantments and all
 Armor, Invulnerable:
Invulnerable The protection is sectional, thus two
weapons are considered Natural.
points of Invulnerable Armor grants two points of protection

: These creatures are not from this dimension
to each limb and the torso. Magic casters must specify which
but another, alien plane of existence. They include Angelics,
area (torso, arm, leg) of Invulnerable Armor that they destroyed
Demons, and Elementals. Extra-Planar creatures are immune to
with verbal magic. If they fail to specify a location within 5
Death and Poison. They cannot carry enchantments except for
seconds, or in the cases of magics of mass destruction like
the one used to summon them, if such is the case.
Doomsday, the magic hits the location of the target’s choice.

: The Fairy Folk of legend and myth are not immune to the
Wounding always targets the location chosen at the time of
Bard Charm spell or Control magic cast by a Bard, but they are
casting. Invulnerable Armor can be Mended as normal.
immune to other forms of Control.
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Definitions
 Armor, Natural: This armor is a part of the creature in
question and cannot be removed via Pyrotechnics or similar
means, except by damaging attacks. Natural Armor is treated
like normal armor in all respects, except it may be Healed. If
protection magics do not protect normal armor, it will protect
natural armor (i.e.: a Humanoid Monster with Natural Armor
can still beneﬁt from Projectile Protection). If normal armor
can be worn, it is always destroyed before Natural Armor in a
given location. Likewise all immunities extend to all types of
Natural Armor. Monsters with a Heal Trait (such as Lightning
Heal) can regain their Natural armor at the rate of one point
per sectional location per use of their ability. (ex.: it would take
three Petriﬁes to heal a wounded Salt Elemental and restore
both points of its armor to a single arm.)

Natural Invulnerable Armor
must be Mended instead of Healed, but otherwise has the
abilities of both Natural and Invulnerable type armors.
Monsters with a Heal Trait (such
as Lightning Heal) can regain their
Natural Invulnerable armor at the
rate of one point per sectional location per use of their ability. (ex.: it
would take three Lightning Bolts to
heal a wounded Sea Hag and restore both
points of her armor to a single arm.)

This is the regular type
of armor worn by Humanoid creatures for
normal levels of protection. All rules from
the Handbook on the Rules of Play
apply to Monsters who wear normal

as though they hit them in the arm. Immunities are extended
to Natural weapons. Although not removed or destroyed by
combat damage, Natural weapons are assumed to have the
same Natural armor and other protections as the arm wielding it. Touch-based abilities, such as Touch of Death, can be
extended through Natural weapons (both ways, by the monster,
and by those attacking it). If the creature uses a touch-based
ability through its weapon, the creature must denote the effect
immediately following the weapon hitting the victim. No more
than a one second delay is reasonable.
Ability effects are always played out before melee effects. (ex.:
an Assassin sneaks up and uses Touch of Death on the “claw”
of an unsuspecting Simian Gargantuan who is wounded and
in the process of regenerating. The Gargantuan dies and the
Assassin is unharmed.) Monsters actively attacking with their
Natural weapons deal damage even if incapacitated or slain
by the touch attack. (ex.: The Assassin instead uses Touch
of Death to defend against an attacking
Simian Gargantuan. The Assassin calls
out “Touch of Death!” and sacriﬁces an
arm to grab the Gargantuan’s claw. The
Gargantuan is slain, and the Assassin loses
the limb.)
 Magical: Weapons with this descriptor are treated as
enchanted, even if they provide no other beneﬁts.
 Siege Weapons:
Weapons Some weapons are termed
Black, Instant-Kill or Siege weapons.
These weapons will kill a person through his
shield and/or normal armor in a single blow.
Only Invulnerable Armor and Invulnerability can protect against these weapons.

 Invulnerability: This type of protection differs
from Invulnerable Armor in that each point
of Invulnerability covers the entire creature,
just like the Protect spell. Unless detailed
otherwise in the Monster entry, Invulnerability
cannot normally be Healed or Mended in
any way (the main exception to this
are Amorphous type creatures).
 Shields: This section also
states what kinds of shields, if any, may be
used by a Monster. For a Monster to use a
shield, this section must speciﬁcally state that a shield is available to it..

Immunities
Any Schools of Magic, terrain effects or
speciﬁc spells or abilities to which the
creature enjoys complete resistance. Immunities
function as listed, unless otherwise detailed in
the Monster entry. Speciﬁc immunities are detailed
below:
Creature is immune to all
spells and abilities listed as a Breath Weapon.

Monster is immune to the Charm ability.
 Immunity: Control Creature is immune to all spells and abilities
of the Control School unless otherwise detailed in the text.
 Immunity: Flame Monster is immune to all magic from the

Weapons
Here is where you can ﬁnd which speciﬁc and/or types of weapons
may be used by the individual Monster. Unless the Monster holds
the Humanoid descriptor, assume the weapons are Natural (see


This Immunity provides
resistance to all melee weapons, unless the weapon is Magical,
bears any enchantment other than Stun Weapon, or is under
the effect of a class ability such as Improve or a Trait such as
Strong or Adamantine Weapon.
 Immunity: Poison Monster suffers no ill effects from Poison or
poison-like effects.


: Cannot be Heated, Warped, or Enchanted.
Things that destroy the weapon take the arm as well. Spells that
destroy everything they touch (Lightning Bolt, Fireball, Sphere
of Annihilation) that strike Natural weapons affect the target
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Definitions
Monster is immune
to effects and all magics in the Subdual
School. Subdual blows wound and do
damage instead of incapacitating.
 Immunity: Traps Creature is immune to
the Trap ability.


Break Tether
One portion of a Tethered Monster may
remove their harness and roam freely within
a 100’ range of the central portion of the
Monster
Death Heal
Any Death school spell or ability used against
the creature will completely heal all limbs and
one point of damaged Natural armor. Creatures
with Death Heal may not use their own Death
abilities to Heal themselves
Elemental Caster
The creature can cast magic of any class from
magic schools related to their declared element,
as well as the Sorcery school. There is no
weapon use cost. All magic rules are otherwise
as per the Wizard class, using the Magic Point
progression chart below.
Earth – Protection & Subdual
Air – Control
Fire – Flame
Water – Neutral
Void – Spirit & Death
Level
1st
2nd
3rd
4th
5th
6th
1
6
2
6
6
3
6
6
6
4
4
5
4
5
5
4
3
4
3
4
6
3
3
3
3
3
3
Entangle Heal
Entangle spells used against the creature will completely heal all
limbs and one point of damaged Natural Armor. Creatures with
Entangle Heal may not use their own Entangle abilities to Heal
themselves.
Fire Heal
Any magical ﬁre based attack (not lightning!) will completely heal
all limbs and one point of Natural armor to the creature. Creatures
with Fire Heal may not use their own ﬁre abilities to Heal itself.
Home Tree
Monster must declare a Home Tree to Reeves before the game.
Creature returns to Home Tree instead of dying and does not lose
lives as normal until Home Tree is destroyed. Trees may be destroyed by ten strikes with a hacking or slashing weapon or a single
strike from a Fireball, Lightning Bolt, Sphere of Annihilation or
Siege weapon.
Honorable
Players who are Honorable must accept a duel with the ﬁrst enemy
player who asks each battlegame. This duel is treated as an Honor
Duel.
Ice Heal
Any magical ice or cold attack will completely heal all limbs and one

Natural Lives
While summoned Monsters usually only
have one or two lives, Monsters used in
quests use this category to determine their
starting number of lives. If extra Natural
Lives are gained through leveling, summoned Monsters are not given an extra life.

MONSTER TRAIT AND ABILITY FORMAT KEY
M: Materials needed
I: Incantation and/or gestures
R: Range (if any)
E: Effect
L: Limitations/Restrictions
N: Notes

TRAITS
Traits are special abilities the Monster displays all or most of the
time. This can include more lives, the ability to regenerate, the gaining of new weapons to use, wings for ﬂying and so on. Monsters
have a much larger number of Traits than normal classes. Traits
unique to this manual are detailed below. Otherwise, consult the
Amtgard Handbook on the Rules of Play, 7th Edition for details.
Adamantine Weapon
Speciﬁed weapon is considered indestructible and immune to
magic, except versus Sphere of Annihilation and relics. This may
not be dispelled.
Aerial Superiority
This Trait allows a creature with Natural Flight to activate the ability
while moving, though they must remain stationary to land. Additionally, if throwing weapons or projectiles are available to the Monster, they may be used while in ﬂight.
Aquatic
Monster may move freely through water.
Aquatic Superiority
This Trait allows an Aquatic creature to use spells, throwing weapons or projectiles in the Water, if such are available to the Monster.
Additionally, those with this Trait are immune to most underwater
Terrain Effects (like Seaweed) unless the Reeve decides otherwise
As One
Allows the Mount ability to affect a player at a range of 5 feet
instead of touch. The player who is riding the creature must denote
this by stating “riding” every 2 seconds if not touching the mount.
If the rider goes more than 5 feet from the steed, he must remount
normally. This ability also allows the rider to use both hands freely.
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point of Natural armor to the creature. Creatures with Ice Heal may
not use their own ice abilities to Heal itself.
Incorporeal
Creature is immune to all attacks except when casting magic, using
abilities or otherwise interacting with the physical world. Monsters
with this trait may not engage in combat except with Innate or magic- Like Abilities. They are vulnerable to attack for three seconds
after casting stops or an ability is discharged. (ex.: a Wraith with
Touch of Death is vulnerable during casting and for three seconds
after casting is complete and after the attack is discharged.)
Know Vulnerabilities
The creature has a vast knowledge of the arcane, and knows exactly
what weaknesses their opponents have. This includes all Vulnerabilities, even those that are chosen by the player (such as with
Extra-Planar Entity’s). The player may ask a nearby Reeve to list
any Vulnerabilities their quarry has.
Large
Creature does not have to go to knees in water due to their
large size. May use melee weapons to attack ﬂying players.
Magic Caster
Monster casts spells as a member of the listed Player
Class. See entries for details and any limitations which
may apply. Unless otherwise noted, these creatures must
obey all the rules of magic. No additional class abilities are
gained, only the use of spells.
Magical Horn
One Short melee weapon carried by this creature is designated the Magical Horn by tying it with a silver ribbon.
This weapon is considered Natural. Once the creature
is shattered, it may be removed from the corpse (if the
player of the creature does not wish to share his or her
weapon, place the ribbon on another Short melee weapon). Once removed, the Magical Horn has the following
traits:
1. Considered indestructible except by Sphere of Annihilation.
2. Considered a Magical Weapon
3. May not be further enhanced or Enchanted by any means.
4. Magical Horn may grant the bearer extra abilities or traits. These
will be listed along with their usage in Parenthesis after Magical
Horn in the creature’s description. These abilities and traits are
considered Magical. This effect is not bestowed to the creature that
owns the horn, only the one that loots it.
5. Not considered a Relic, and may therefore only be used in the
game it’s provided in.
6. Usually not considered a Game Item, but may be designated as
such by a Reeve for a quest.
Many-Legged
The ﬁrst time a Many-Legged creature’s leg is injured, it forces them
to walk instead of dropping to a knee. A second leg shot that would
injure the creature acts as normal (creature drops to one knee, and
further shots to the same leg have no effect). Many-Legged creatures are immune to Wounding cast upon their legs.
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Mend Heal
A Mend spell will completely heal all limbs and one point of Natural armor to the creature. Creatures with Mend Heal may not use
their own Mend abilities to Heal itself.
Mount
Some creatures can carry others, and share all movement based
powers and effects (beneﬁcial and harmful). If a mount is Shoved
or Teleported, for example, so is the rider and vice versa. Leg shots
to a rider do not force the player to drop to their knees, but two
leg shots still kill. A rider must stay within physical contact of his
mount with at least one arm to be considered mounted. Injured
arms can be used for this purpose, but ones carrying weapons or
a shield cannot. To use abilities that require one to stand still to
activate, both rider and mount must remain stationary. Rider must
declare “Mounted” x1 to saddle up and “Dismounted” x1 when
climbing down or when otherwise removed from the saddle.
Mount, Greater
These sturdy mounts may carry up to three riders, who
may only use projectiles, throwing weapons and verbal
magic while being carried, due to the sheer size of the
creature being ridden. All other rules for being a Mount
apply.
Multi-Planar Existence
Such Monsters may attack players using Blend, Camouﬂage, Circle of Protection, Commune, Passplant, Sanctuary, Sneak and Teleport. Players so attacked may defend
themselves normally, but the Monster must declare its
ability before engaging in combat. (It’s not cool to jump
people who think they are safe without warning them.) In
scenarios that use the ‘Talk to Kami via Speak with Dead”
optional rule, this trait also imparts the ability to speak
with any Kami in the area. This trait affords no additional
protection or abilities other than those listed.
Natural Flight
I: Repeat x5 “I take Flight,” to land repeat x5 “Landing.”
E: Creature cannot be attacked by melee weapons while
ﬂying unless the attacker is also ﬂying or Large. Creatures ﬂying must still drop to their knees if wounded in the leg (simulates
wounding the wings). Creature must ﬂap its arms or state “Flying”
every two seconds to denote this. Magic and magic-like abilities still
require the being to stand still to cast. Only verbals and innate abilities can be used while ﬂying.
L: To take off and land, the creature must stand still. Unless noted
otherwise in the description, a Monster with this Trait may use it an
unlimited number of times
Natural Invisibility
This creature’s natural state is completely see-through. While
unseen, the creature cannot be attacked or targeted for spells unless
something is used (at the Reeve’s discression) to outline the form
of the creature, or the creature takes offensive action. The creature
must keep its arms crossed to denote invisibility. The creature can
become visible and invisible at will, simply by crossing and uncrossing its arms. Becoming invisible is subject to ‘shot in motion’ rules.
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Neutral
Creature must be willing to treat all teams and players equally. Neutral beings may be kind or cruel, antagonistic or peaceful as beﬁts
the Monster type, but they must treat all teams and players the same
way unless provoked to attack.
Nucleus
The monster’s vitals are considered to exist within the player position stated for this trait. If that player position is shattered, the
monster is killed outright.
Player Class
The Monster may use the abilities of the listed Player Class as presented in the Amtgard Rules of Play. Limitations will be listed in the
individual entry
Prehensile Tail
Because of their prehensile tail, the monster can ignore its ﬁrst arm
wound and continue
ﬁghting.
Regeneration
Lost limbs will grow
back after a 50 count.
If slain, creature will
come back to life after a
50 count (this does not
count towards the total
lives lost). Regeneration
does not function against
wounds or death caused
by any form of ﬁre,
magical attack (including magic weapons) or
Powerful Blows. Damage to Natural armor
and wounds from these
attacks remain even if the
Monster is slain by non-magical means and regenerates back to life.
(ex.: a Regenerating Troll loses an arm to an Acid Bolt, but is slain
by a normal arrow to the chest. When the Troll regenerates from
death, it keeps the wounded arm.)
Regeneration, Greater
This power functions exactly like the Regeneration ability, except
limbs grow back in a 25 count, and the death count is only 25.
Natural armors are restored at the rate of one point per location
every 25 count. Armor begins regenerating after all wounds are
healed. Player chooses the order in which armor is healed. Armor
and limbs lost to magical attacks are restored after regenerating
from any death caused by nonmagical means.
Rubbery
Creature is immune to all bludgeoning attacks, including rocks,
maces, ﬂails and quarterstaffs.
Serial Immortality
Creature regenerates from death in a 100 count without a loss of
life, fully healed with all armor and/or weapons replaced. Wounds
may not be regenerated independently unless Regeneration is also
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possessed. Some immortal monsters have special vulnerabilities
which may cause them to lose a life, see individual entries for details.
Sheer Numbers
Each person playing a creature with this ability is actually representing a horde of similar Monsters. When one creature dies, the
player must lie down in place, only to rise again after a 50 count. See
individual entries for number of lives.
Shell
This large shield is a part of the creature in question and cannot be
dropped or removed via Pyrotechnics or similar means, except by
effects that speciﬁcally affect shields. Shells may be Healed, but not
Mended. Spells that destroy everything they touch (Lightning Bolt,
Fireball, Sphere of Annihilation) that strike Shells affect the target
as though they hit them in the back. Touch-based abilities, such as
Touch of Death, can be extended through Shells. All immunities
and enchantments extend
to Shells. Shells may
be worn on the back if
speciﬁed. Shells function
in every way not listed
here as a normal shield.
Siege Boulder
This large rock is treated
as an Instant-Kill siege
weapon when thrown. See
entry for usage limits if
applicable.
Siege Longbow
These creatures use longbows that are the size of
ballistae, and are treated
as an Instant-Kill siege
weapon.
Stone Heal
Any magical stone attack (i.e.: Petrify) will completely heal all limbs
and one point of Natural armor to the creature. A creature with
Stone Heal may not use their own stone abilities to Heal itself.
Strong
Melee weapons (even Natural weapons) become Red. Weapons that
are already Red do +1 point of damage to armor (total 3)
Tough
These creatures are innately able to resist most weapons. Strikes
from non-magical weapons do not affect them. Characters with
Powerful blows can attack Tough monsters with their weapons.
Very Large
Creature does not have to go to knees in water due to their large
size. It may use melee weapons to attack ﬂying targets. Creature
cannot be attacked by melee weapons unless the attacker is ﬂying or
Large. Siege weapons do normal damage against the creature. The
creature also gains the Trample Ability (U) against any normal sized
target.

Definitions
broken. Creatures using Aura of Peace are affected by the Vulnerability: Slow.
Bestow Luck
I: Say x5 “I grant you luck”
R: Touch
E: The target gains a single use of the Ability: Luck Point.
Blend
I:Repeat x10 “Forest hide and protect me” To end the effect repeat
x2 “Forest release me”
E: You are considered out of the game. You may move anywhere
you like, as long as you remain within 50 ft of a tree. When you
wish to return to the game, recite the phase to end the effect.
L: If you go more then 50 ft from a tree, you can NOT recite the phrase to end the effect until you are again
within 50 ft of a tree. Someone within 20 ft
can use tracking to “dispel” this ability.
Change Size
I: Repeat x5 “I grow (size Trait)”
R: Touch
E: Creature grows or shrinks to
any size Trait, gaining the appropriate Traits or Vulnerabilities.
Climbing
I: “Climb” x5
E: Monster may scale any wall
(tree, cliff, boulder, etc.) The
Monster is then considered
to be on top of the surface
in question and may only be
attacked by ranged attacks and
spells. Also, the Monster can only
use projectile weapons as an attack
while “on top of ” the surface. To
climb down again, the Monster must
say “Climb” x5
Death Cloud
I: “Death Cloud” x5
R: 10 foot radius
E: All players (except the caster) within radius instantly
die.
N: This is a Death and Poison effect. Immunities and enchantments
that provide protection against either
type of effect will protect against this ability
Devour Corpse
M: a dead player
I: Repeat x10 “I devour this corpse”
R: Touch
E: The player is considered affected by the spell Sever Spirit. Additionally, all items (wepons, armor, shields, and so on) possessed
or worn by the targeted player are considered out of the game until
such time as the devouring creature is killed. Items removed from
play in this way can be replaced as normal, one by one,

Very Strong
All melee weapons (even Natural ones) become Siege weapons,
slaying a target even on hits to the target’s equipment, shield or
weaponry. Removes one point of Invulnerability or Invulnerable
armor per strike. Must be marked with black ribbon.

Monster Abilities
Innate Abilities are natural functions of the Monster (like a poisonous bite), Innate Magical Abilities are special, but still natural,
magic-oriented functions of the Monster (like breath weapons) and
Magic-Like Abilities are just like spells which have to be activated by
the Monster.
INNATE ABILITIES
Innate Abilities have a limited number of uses. In
many cases, they act just like magics. Innate
Abilities require the person to stand still
unless noted otherwise. If a school is
listed, a magic that protects from
that school, protects from the abilities. Otherwise, only Invulnerable
Armor or Invulnerability will
protect from the ability (though
some have immunity to poison
and traps, and thus are unaffected by them).
INNATE MAGICAL ABILITIES
Unless listed as magical, Innate Abilities are non-magical in nature. Innate Magical
Abilities are cancelled or
dispelled by Anti-Magic areas.
Targets bearing Protection from
Magic and those who are immune
to magic are likewise unaffected by
these abilities.
MAGIC-LIKE ABILITIES
Magic-Like Abilities are treated and activated in all ways as per the spell listed, except
they do not cost magic points, do not require a free
hand, and are given a set number of uses. Magic-Like Abilities cannot be used in Anti-Magic areas. Magic-Like abilities can be
used with the Extension spell, if a Monster has access to both.

Abilities Defined
Aura of Peace
I: state “Lay down your arms”
R: 20’
E: Others within the area of effect may not take hostile action
towards the player or anyone else, nor target anyone or their equipment with hostile magic and abilities.
L: Must be chanting “Lay down your arms”. Cannot carry nor affect game items while Aura of Peace is being used. Hostile action
on the part of the caster nulliﬁes the effect. Creature cannot be
holding a weapon or come within 20 feet of a base or the ability is
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when the player returns to life. They also return when the creature
has been killed.
N: Game Items and Relics may be devoured by the creature. These
items do not return until the creature is killed. The creature, once
it’s devoured a Game Item, cannot leave the game with the Game
Item in its belly.
L: If the creature inadvertently consumes a game item required to
kill it, it dies instantly. Class sashes and garb are not considered
Devoured.
Doppelgang
I: Place hand on slain victim and repeat, “Your form is mine!” x1.
Victim removes class sash and gives it to Monster. Spell lists and
any applicable quest or game items are also turned over to the Monster. If the victim is willing, a telltale piece of garb or equipment (a
cloak, sword, shield, etc.) may be given to the Monster to complete
the transformation.
R: Touch
E: The Monster assumes the place of the
victim in all respects including class and team
membership. All players are encouraged to
play along with the ruse, and are not allowed
to attack the shapeshifter for the duration of
the effect. The Monster player is encouraged
to affect the basic mannerisms and personality of the victim. At the end of the victims
death count, he returns to his team as a Peasant and the Monster may be attacked once
both players can be seen together.
N: Once the Monster is slain, the victim
regains his equipment and class abilities.
Should the Monster escape, the victim remains a Peasant until the creature is captured
and/or killed.
Dreamspeak
M: Sleeping, either magically or otherwise,
unconscious, or otherwise living but zonked
out target.
I: Repeat x10 “Speak to me”
R: Touch
E: Sleeping person can speak and interact with the caster for a 300
count. They cannot ignore the caster for as long as they are asleep
and the ability is active.
L: Sleeping person is under no obligation to speak, or do so truthfully, or interact in any way, tho they are free to do so.
N: Sleeping people do not move.
Drown
I: “I drag and drown thee” x5
R: 20 ft
E: Target is slain.
L: Ineffective against those with the Aquatic Trait. Must be used
within 20 feet of some Water terrain.
N: May be used while moving. This is not a Death effect.
Earthquake
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I: Count “Earthquake 1, Earthquake 2…” through “Earthquake
350.”
R: 200’ radius
E: Everyone without the Large or Very Large traits within range is
Stunned, as per the spell.
N: This spell has no effect while ﬂying, and an altered effect while
over water (see Terrain: Tsunami)
Extend Immunities
I: “My faith shall defend thee”
R: Touch
E: Player extends all of his class immunities to one person with
whom he is in direct physical contact. Immunities may not be
extended to equipment. This ability ends as soon as physical contact
is broken.
N: May be used while moving.
Family Weapon
M: Silver ribbon tied to weapon
E: Must select one melee weapon less than 5
feet in length at the beginning of each game.
This weapon cannot be changed between
lives and must be carried by the player at all
times.
L: If the player is separated from this weapon
or it is destroyed for a 100 count the player
will die (commit seppuku). The Family
Weapon may never receive an enchantment,
though it may be enhanced with class abilities.
Firestorm
I: Count “Firestorm 1, Firestorm 2…”
through “Firestorm 350.”
R: 200’ radius
E: All armor, weapons, shields, & other
equipment (NOT class sashes or garb) within
range is destroyed. Firestorm does not affect natural weapons & armor, bases, relics,
or game items, items bearing the Harden
enchantment, Imbued Shields, or any enchantment. The items may
be replaced or Mended as normal. Firestorm destroys any foliagedependant Terrain (such as Bamboo Field).
Fog Form
I: Repeat x10 “I turn to fog”
R: Touch
E: The creature becomes a fog bank. The creature is completely
immune to all types of attacks, magical or otherwise. The creature cannot communicate verbally, cast magic, use abilities, wield
weapons, or otherwise affect the game around him, except in the
following way: the Fog terrain effect follows the creature in a 20’
diameter circle. Normal Fog terrain rules apply. The creature must
chant ‘Fog Form’ every two seconds to retain the effect.
N: The caster cannot take game items into this effect. Dispel Magic
and Wind will end the effect.
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Gallop
I: Repeat loudly x4 “Gallop”, upon arrival loudly x5 “Arriving”
R: Self
E: Caster must select a location to travel to, but may take a circuitous route. During transit, damage to or by the creature can only
be done via projectile-based attacks (spell balls, throwing weapons,
archery, and siege projectiles), line of sight effects (doomsday, mass
sleep), and weapons 4ft long or longer. The creature may also
use the Ability Trample, if they have it. If the caster has the trait
Mount, effects extend to the rider.
L: Should quietly tell reeve or teammate destination. Creature may
be followed. Cannot be used for longer than a 300 count, and
cannot be used again until an equal amount of time has passed
(to simulate rest). Gallop cannot be used if the
creature has taken any leg wounds, is slowed
in some way, wearing metal based armor, or
somehow bound. Riders cannot use Extraordinary
Abilities, nor can they cast magic that requires the
caster to be standing still. EX: An Archer cannot
use ‘Bowyer’ while mounted on a Galloping horse.
Neither caster nor rider may stop moving while this
Ability is in use.
Grant Immortality
M: Vial of amber-colored liquid (lemonade will work). Liquid
must be safe for consumption.
I: Target quaffs above.
R: Touch
E: Bestows the Serial Immortality trait on target creature.
L: Creatures gaining Serial Immortality with this ability can
lose the Trait by being killed with Death magic or affected
by Sever Spirit. Creatures with this ability may never Grant
Immortality to themselves nor have another creature Grant
Immortality to them.
Leap
I: “Leap” x3 to activate, “Landing” x3 upon arrival
R: 50 feet
E: Creature must move in a straight line to any point within 50 feet
and may not engage or be engaged in combat while moving. Leaping creatures may delay arrival for up to a 100 count once they reach
the destination by continuing to chant “Leaping” once every ﬁve
seconds. May not arrive within 50 feet of a base or Nirvana. May
not carry game items.
Luck Point
I: Player says “Luck Point” immediately after being hit by a weapon
or spellball.
E: Allows the player to ignore the previous hit as if it did not happen.
N: Does not work against any form of verbal spell, Relic, or siege
weapon.
Possession
I: Repeat x3 “I dominate your will”
R: 20 feet
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E: Possessed players must serve the casting creature to the fullest
extent of their abilities, until either the caster or victim is slain.
L: Casters must remain within 50 feet of their victim at all times
or the Possession is ended. Victims may not attempt to exceed the
range on purpose, though they may be lured away by Yield spells or
similar magic. The effect is dispelled if the possessing Monster is
slain.
Rapid Heal
I: Player repeats “Healing” x10 while touching wounded player.
E: Wounded player is healed of a wound.
N: Neither healer or recipient may move or ﬁght during this process. If disturbed, ability does not function and must be started
over to take effect.
Shift Form
I: Say 3x“I take the form of a” and the state being shifted
into.
M: Appropriate garb for the form being taken.
E: The creature shifts into the form they desire. The available
forms are listed with the creature. The transformation is not
an illusion. Abilities and traits become limited to the abilities
and traits of the form shifted to, and of course, the ability
to Shift Form back.
Silk Shirt
M: A silver ribbon tied to a tunic, upper garment, or
torso armor.
E: If the Samurai/Bushi is hit in the torso by any
arrow; must state “Silk Shirt” and then their death
is delayed by a 100 count. At the end of the 100
count the Bushi dies, unless a Heal spell is cast on
them.
L: This ability does not work against siege weapons, magic weapons or specialty arrows. May not be
used more than once on the same life.
Sneak
I: “Sneak” x5 to activate, chant “Sneak” every 5
seconds to continue, must repeat “Now you see me”
x2 to deactivate
E: As per Monk Sanctuary, except Sneaking players
may hold Natural weapons in hands. May not deactivate ability
within 10 feet of another player.
Spit Poison
This ability requires a squirt gun loaded with clean water. The player
is allowed one full squirt every 10 seconds. Victims struck on a nonarmored location (including headshots!) are considered Poisoned
and will die in 100 count unless Cured or Immune.
Summon Godly Kami
M: Appropriate garb, monster info
I: Caster states “Kami! By the love of creation, and by the power of
destruction, I order you to come to me and serve me!” x5
E: The caster sacriﬁces two lives to play as a monster for one life,
or until the caster cancels the spell with the following incantation:
“Kami begone, you have served me well” x2. Canceling the spell
does not return the sacriﬁced lives.
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L: Restricted to non-Quest monsters with a Q/M Ratio of 3:1 or
fewer.
N: The garb for the monster must meet required standards. The
Kami is considered an extra-planar entity in monstrous form, and is
affected as an extra planar entity. The Kami can also be sent away
with a Dispel Magic. Neither this effect nor banish will cause the
caster to regain sacriﬁced lives. There is otherwise no summoning
cost. The Kami is the same level as the caster.
Summon Major Kami
M: Appropriate garb, monster info
I: Caster states “Kami come to me and serve me until thy destruction “ x5
E: The caster (or some other willing player) plays as a monster
for one life, or until the caster cancels the spell with the following
incantation: “Kami begone, you have served me well” x2.
L: Restricted to monsters with a Q/M Ratio of 1:1 or fewer.
N: The garb for the monster must meet required standards. The
Kami is considered an extra-planar entity in monstrous form, and is
affected as an extra planar entity. The Kami can also
be sent away with a Dispel Magic. Neither
this effect nor banish will cause the player
to lose a life. If the Kami is killed, the player
loses one life. There is otherwise no summoning cost. The Kami is the same level as the
caster.
Summon Minor Kami
E: Caster receives one extra spell point per level.
These points can only be used to summon Shikigami.
Taunt
I: Point at target and say “Taunt!” then
recite a insult of 10 or more words.
R: 20 feet
E: Taunted victims are affected with
Bloodlust toward the player who did the
taunting, and must attack them with singleminded
intention until one or the other is slain. The
taunting player is under no compunction to stand still and allow
themselves to be attacked.
N: This is a Control School effect.
L: Taunted players are encouraged to role-play their mock anger.
Reeves should award good role-players with faster death counts or
extra lives, at their discretion. Players using Taunt are encouraged to
be creative and funny, but not verbally abusive or downright rude.
Touch of the Plague
I: “Touch of the Plague” x5
R: Touch
E: Any player touched dies from the plague in a 100 count unless
protected from Disease, immune to Disease or Cure Disease is cast
on them. Stopped by Invulnerability or Invulnerable armor but
bypasses normal armor.
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Touch of Paralyzation
M: Enchantment cloth
I: Repeat x10 “Paralyzation.”
Tie cloth on person.
E: If bearer of this enchantment touches a player, that player is
paralyzed and may not move for a 100 count. Bearer must state
“Paralyzation” to the victim as he delivers the touch. The effects are
similar to a Subdual blow.
L: Will work through clothing, but not armor of any sort.
N: Does not have to be discharged on the next person touched
after the enchantment is cast, but can be saved until it is needed;
must be announced when discharged. The magic itself is Sorcery,
but its effect when released is Subdual magic. Targets may not be
touched in an illegal, dangerous, or offensive manner. Counts as one
hit against invulnerability and invulnerable armor. One use only.
Touch of Shock
M: Yellow enchantment strip.
I: Repeat x20 “Touch of shock,” tie strip on self.
E: Bearer of enchantment’s touch kills (via either hand). Items
struck are destroyed.
L:
Will work through cloth and metal, but not leather.
N: Does not have to be discharged on the next
person touched after the enchantment
is cast, but can be saved until it is
needed; must be announced when
discharged. Creatures immune to
Flame effects are unharmed. Targets
may not be touched in an illegal, dangerous, or offensive manner. Counts
as one hit against invulnerability and
invulnerable armor. One use only.
Trample
I: “I charge and trample thee” x2
R: 20 feet
E: Target is slain.
N: May be used while moving. This is not a Death
effect.
Tsunami
I: Count “Tsunami 1, Tsunami 2…” through “Tsunami 350.”
R: 200’ radius
E: A Tsunami Terrain effect is created, extending to a 200’ radius
circle around the caster.
N: This ability has no effect while ﬂying or on land, but can affect
bodies of water as small as a large, deep creek (Reeve’s discretion)
Ventriloquism
M: something with a mouth, or something with something that
LOOKS like a mouth
I: x5 “my words, your mouth”
R: Touch
E: Caster speaks one brief (no longer than a 20 count) statement.
It appears and sounds to everyone to have come from the target of
the spell.
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Vulnerabilities
Vulnerabilities are special magical or environmental effects that are
exceptions to the rules, usually to the detriment of the creature involved. They take precedence over immunities and are meant to act
as a ﬂaw to be exploited by the Monster’s enemies. For example, Air
Elementals are immune to Subdual magic, but have Iceball listed as
a Vulnerability. As such, these Elementals are affected by the spell
as described. Common Vulnerabilities are listed below:
 Altered Effect:
Effect A general category for spells, effects or abilities
that function in an irregular and generally harmful manner
against a particular Monster. See entries for complete details.

: Banish is much more effective on the creature, killing it
on the ﬁrst use instead of the third.

: Monsters with this vulnerability may not attack unless provoked. This generally means an opponent must attempt
to strike ﬁrst. Provoked does not mean using lame excuses
to join combat. Because of this vulnerability, playing such a
Monster may get boring
in terms of combat
(all the more reason to
role-play).

Monsters
with this vulnerability
lose all control once
engaged in combat and
are unable to retreat until all enemies are dead
or it is slain in battle.
Some creatures have a
more limited version of
this vulnerability, and
are only forced to continue ﬁghting against
particular types of enemy. See the individual
descriptions for further
information.
 Bound
Bound: Every life,
Bound individuals must choose a large, stationary object and
must remain within 50 feet of that object for an entire life. Denote the chosen object to a reeve. This item cannot be one that
is moveable, but should be a large rock, tree, body of water or
something similar. If a description appears in parenthesis, it
signiﬁes the particular area to which is the creature is Bound.
 Challenge
Challenge: The creature cannot resist a challenge, dare, or duel.
The challenge must be sincere, and must involve the challenger
as the opponent.

: The creature is completely unable to use any of its Traits
or Abilities if it becomes dry. If the creature is out of water,
the player must keep their head wet, and replenish the water
after every attack (an attack being deﬁned by an exchange of
blows with any single attacker), or any time they fall or bow.
Water can be replenished from any in game source of water

15










(water terrain, water elemental, water spells), or any real life
source (water bottle, rain, snow).
(Speciﬁc Object): Some beings are bound to a
particular object to maintain their powers. While the object
varies by case, the results are always the same. Creatures who
are separated from their Focus for more than a 100 count, for
whatever reason, lose all abilities and are forced to ﬁght as a
Peasant (in other words, no armor and only one melee weapon)
for the remainder of that life, or until the object is recovered,
whichever comes ﬁrst. Foci are always returned to the player
before every life. Some Focus Items have additional beneﬁts
and/or restrictions, see entries for more information.
(Speciﬁc Object): The creature becomes Beneﬁcent
to anyone who gives them the item of their desire.
: Whenever confronted with a loud noise (loud being deﬁned as sounds as loud as a ﬁrecracker), the creature acts
as if affected by the spell Fear. The creature will not approach
within 20’ of the source of the noise.

: The creature will
not touch metal. If forced
to be in contact with
metal of any kind, they
are unable to concentrate
enough to use any magical
or extraordinary abilities
(though they retain their
other Traits).

: This being has a taste
for Sake, and as long as
there’s a supply available,
will drink until it passes
out. Must chant ‘Drinking’
for a 300 count, and then
affected as Subdued for a
600 count. If the creature
has many heads, only one
need drink, but the effects
will be felt by all.
: Hits above the waist by this monster do not count.
Stillness: The creature will not attack anyone who remains
Stillness
motionless and shows no fear.
Tiny: There creatures are too small to see (unless VERY close,
Tiny
within 3 feet), cannot move about the ﬁeld under their own
power without Flight, and cannot take part in combat. Anybody larger than Short can Trample them (assuming they can
ﬁnd them).

ALTERNATE (ALT) CLASS
This Monster has in the past been played as a standard player
class in one or more Kingdoms. Some lands or Kingdoms may have
special rules regarding its use and prospective players are encouraged to learn these rules beforehand. Should no local rule exist, it
is to be treated as a standard Monster for all intents and purposes,
including but not limited to, playability in battlegames and taking

Oriental Elements in the World of Amtgard

Definitions
credits. Alt Classes should never be used in Interkingdom games,
nor do they supersede the Handbook in any way. All Alt Classes are
distinguished by a silver sash and some other identifying element.

How to look like your chosen concept. This is perhaps the
most important element of an Archetype - because if you don’t
look the part, then you really aren’t playing the part.
 Essential Spells/Abilities:
Spells/Abilities Spells or abilities every player of this
type should have. These are the spells or abilities which best
ﬁt the specialist type. This section also offers suggestions on
how certain primary abilities should be used to maintain the

ARCHETYPES
This “Monster” isn’t really a Monster at all. Instead it is a roleplaying aid intended to show the versatility of the standard player
classes. Archetypes are meant to provide suggestions, insight and
ideas on how to play a speciﬁc style of persona with a standard
player class (instead of creating a new Alt Class). Some suggestions
may impose restrictions on equipment or spell selections. Others
may dictate behavior on the ﬁeld or use of class abilities.
ARCHETYPE FORMAT


(The class which best personiﬁes the concept. More than one class may apply or be adapted for a given


: A brief narrative on the basic premise. Garb:



: Some spells and abilities not entirely
out of line with the concept. Spend leftover spellpoints here,
if appropriate. This section also offers suggestions on how
certain secondary abilities should be used to maintain the



: Other suggestions (where applicable) for
playing the class to its fullest. Summoning suggestions can be



: If you have to spend points on weapons, choose
these to stay in character. Shields are covered in this heading.

NIPPON NAMING CONVENTIONS
WE COULD LITERALLY WRITE TOMES ABOUT THIS, BUT LET’S KEEP IT SIMPLE. THE FIRST THING TO REMEMBER IS THAT THE SURNAME COMES
FIRST. INTERESTINGLY ENOUGH, ONLY THE ARISTOCRACY EVEN GOT A SURNAME…COMMONERS WOULD JUST HAVE THEIR ONE NAME, PERHAPS
WITH A NICKNAME OR JOB DESCRIPTION ADDED AS A SORT OF SURNAME. WHEN A CLAN IS FORMED, THE SURNAME WOULD BE FORGED OF TWO
DESCRIPTIVE ELEMENTS OF WHERE THEY RULED.
DURING THEIR COMING OF AGE CEREMONY, MEN WOULD RECEIVE A GIVEN NAME, CALLED A ZOKUMYÔ. THE ZOKUMYÔ WAS A FAMILIAR
NAME, ONE USED BY FRIENDS AND FAMILY. ZOKUMYÔ ARE MADE OF TWO ELEMENTS. THE FIRST IS A SIMPLE NOUN OR ADJECTIVE. THE
SECOND DESCRIBED THEIR BIRTH RANK. TO USE OUR EDITOR’S NAME AS AN EXAMPLE, RYÚICHIRO IS RYÚ, DRAGON, AND –ICHIRO, FIRST SON.
THIS OFTEN FORMED THE BASIS OF A NICKNAME. HERE’S THE LIST OF BIRTH RANK SUFFIXES:
-TARO
FIRST
-ICHIRO
FIRST
-JIRO
SECOND
-SABURO
THIRD
-SHIRO
FOURTH
-GORO
FIFTH
-ROKURO
SIXTH
-SHICHIRO
SEVENTH
-HACHIRO
EIGTH
-KURO
NINTH
-JURO
TENTH
-JUICHIRO
ELEVENTH
AT THE SAME TIME THEY RECEIVED THEIR ZOKUMYÔ, MEN WOULD RECEIVE THEIR NANORI, OR TRUE NAME. NANORI ARE ALSO MADE OF
TWO ELEMENTS. THE FIRST IS USUALLY ONE OF THE ELEMENTS FROM THEIR FATHER OR GODFATHER’S NANORI. THE SECOND WAS UNIQUE TO
THEM. THESE ELEMENTS ARE ALSO SIMPLE NOUNS OR ADJECTIVES.
SO, PUTTING IT ALL TOGETHER, IT WOULD BE SURNAME ZOKUMYÔ NANORI, OR SIMPLY, SURNAME NANORI.
NAMING FOR WOMEN WAS TRADITIONALLY MUCH SIMPLER. FEEL FREE TO IGNORE THE SEXISM AND NAME YOURSELF HOWEVER YOU LIKE,
BUT HISTORICALLY THEY WOULD RECEIVE A SIMPLE, SINGLE NOUN OR ADJECTIVE NAME (USUALLY A FEMININE OBJECT), MAYBE SUFFIXED WITH –
YO (GENERATION), -ME (WOMAN), -MI (BEAUTIFUL), OR –KO/SHI (CHILD). NOBLE WOMEN MIGHT GET THE PREFIX O- AS AN HONORIFIC.
REMEMBER THAT THESE ARE GUIDELINES, NOT HARD AND FAST RULES. OUR OWN EDITOR HAS FORSWORN HIS NANORI FOR RP REASONS, FOR
INSTANCE.
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Amanojaku
Amanojaku (/amah no jah koo/)
(RW: Chiba Ryúichiro/Art: Chiba Ryúichiro)
Description: Amanojaku are squat, ugly,
Description
lumpy Kami that make their homes in lakes,
streams, and rivers. They’re evil spirits,
delighting in causing pain in suffering in
others. It’s ironic, then, that a captured
Amanojaku can be found under nearly every
temple in Engoku. In their prisons, they are
forced to use their psychic abilities to assist
temple visitors in their quests for wisdom.
Garb: very little garb; blue body paint. Ugly
Garb
mask. Stoop over, as if holding up a great

:

Mystical Fae Humanoid
: 1/1
:
None
: 1 short sword (Natural)
: Control

 Innate Magical Ability: Dreamspeak




(2/game)
(1/game)

KAMI
EVERY TREE, EVERY ROCK, EVERY RIVER, EVERY CLOUD, EVERY BUILDING, EVERY ANCESTOR, EVERY TOOL, EVERYTHING IN ENGOKU HAS A
SPIRIT, KNOWN AS A KAMI. SOME KAMI ARE FAE, SUCH AS KITSUNE. SOME ARE ELEMENTALS AND EXTRA PLANAR CREATURES. SOME
ARE DEMONS. THE PEOPLE OF ENGOKU TREAT KAMI WITH RESPECT AT ALL TIMES, FOR KAMI ARE QUITE POWERFUL, AND NOT BEHOLDEN
TO THE MORALS OF MANKIND. KAMI CAN BE BENEVOLENT FRIENDS LEADING YOU TOWARDS RICHES, OR HATEFUL ENEMIES STARVING YOU
AND YOUR CLAN. THE VAST MAJORITY OF KAMI ARE SIMPLE, THOUGH, CARING LITTLE FOR THE MORTAL PLANE. SPEAK TO DEAD IS AN
EFFECTIVE WAY OF COMMUNICATING WITH KAMI. DON’T UNDERESTIMATE HOW HANDY IT CAN BE TO, SAY, ASK A TRAIL IF SO-AND-SO HAS
WALKED IT LATELY. IT’S UP TO THE REEVES TO DETERMINE JUST HOW HELPFUL A KAMI IS, THOUGH. WHILE SOME ARE BENEVOLENT, MANY
ARE OFTEN SNEAKY, RUDE, MISCEVIOUS, OR JUST PLAIN EVIL. JUST CONSIDER THE NATURE OF THE OBJECT BEING QUESTIONED TO DETERMINE A
PERSONALITY. FOR INSTANCE, A BUCKET MAY BE DOUR (WET) BUT HELPFUL, WHERE AN AXE MIGHT BE BRUTALLY HONEST AND UNFORGIVING.

17

Oriental Elements in the World of Amtgard

Archery Mount - Bakemono
Nrchery Mount
(RW: Chiba Ryúichiro/Art: Sandra SanTara)
Description: Archery mounts are quicker, less powerful versions of
Description
the stately mounts Knights ride into battle. They are equally disciplined, and obey the commands of their rider without hesitation.
They’re not trained for close combat, but can bite at opponents or
trample hapless victims if necessary.
: Appropriately colored tunic and fur leggings on all four
limbs. Suggested: look as horse like as possible.
: Archer 3, Barbarian 3, Scout 3 (instead of level 3
abilities), or Bushi 5 (instead of level 5 abilities)
:1
:
Standard Beast
Q/M Ratio:
Ratio
1/1
:
1 point Natural, may wear one additional point
of armor.
:
Long (bludgeoning only)(Natural)
:
None
:
3

1st
2nd
3rd
4th
5th
6th

As above
May wear +1 point of normal armor (total 2)
As above
+1 Lives (total 4)
As above
Gains
(1/Life)

2nd

May use throwing weapons
May use a short bow or javelins
Sheer Numbers becomes (10 lives total)
Sheer Numbers becomes (12 lives total)
May wear up to 3 points of additional armor
As above






Bakemono (/bah kay mo no/)
(GP: Avery Kess / Art: Onyx)
Onyx
Description: Bakemono are the Engoku cousins of the western
Description
goblin. Bakemono are approximately of the same size and temperament of the western goblins as well. They vary greatly in
appearance, ranging from a cobalt blue to a bright red or orange.
Bakemono often have bizarre animal features such as hooves, small
wings, fur, feathers, horns, tusks, scales, etc. They are fond of lairing in abandoned structures in remote areas, but have been known
to drive away the inhabitants of an area. Occasionally a band of
bakemono will be led by an Oni, who bullies the smaller bakemono
into his service.
: Oriental style rags, leather/hide armor. Any solid color makeup (green, brown, blue).
:
Humanoid
Q/M Ratio:
Ratio
2/1
:
May wear up to 2 points
:
Any melee weapon under 36’ total length
(may wield one in each hand)
:
None
:
8

3rd
4th
5th
6th



1st

As above
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Bushi
Bushi
(Alternate Class / Art: )
Description: The Bushi are warriors of
Description
the ancient Orient, oft called Samurai
in the context of social class. Bushi are
masters of bow and spear, but nothing
symbolizes the Bushi more than the physical manifestation of their spirit and honor,
the sword.
Bushi have a strong sense of personal
and Clan honor, deﬁned by the ethic code
known as Bushido. Bushido stresses loyalty,
self-discipline, respect, and ethics. When
faced with defeat, many Bushi choose to
commit ritual suicide (seppuku) rather than
being killed or captured.
: Silver sash, plus kanji/clan symbol
that is displayed on garb.
:
Standard Humanoid
:
1/1
:
Up to 3 points

:

:

:
Abilities & Traits:

Dagger, short, long, polearm
None
4



 Innate Ability: Honor Duel (1/life)
Levels:
Levels
1st
As above
2nd
Gains
3rd
Gains Innate Ability: Improve Weapon (1/life)
(Family Weapon only)
May now use a short bow
4th
May now wear up to 4 points of normal armor
Gains Innate Ability: Fight After Death (1/game)
This ability may not be used if Bushi committed
seppuku in pursuit of a lost Family Weapon.
5th
Gains
(2/game)
6th
Gains
(Family Weapon only)

SOCIAL CLASS
AKA WHAT HAPPENED TO THE SAUMRAI?
SOCIAL

FEUDAL SOCIETY. ENGOKU, BEING NO EXCEPTION, USES SOCIAL CLASS TO MANAGE
THROUGHOUT ENGOKU, THERE ARE SIX SOCIAL CLASSES (THOUGH EACH REALM EXPRESSES THEM DIFFERENTLY):

– THESE INDIVIDUALS ARE DISEASED, DISFIGURED, OR WORK AT A JOB THAT LEAVES THEM UNSUITABLE
FOR NORMAL SOCIAL INTERACTION.
THEY ARE STRICTLY LIMITED TO THEIR OWN KIND, AND HAVE NO REAL HOPE IN LIFE.
 PEASANTS – THE VAST MAJORITY OF PEOPLE, THEY ARE THE TOILERS IN THE FIELDS, FRONT LINE TROOPS, AVERAGE STORE
OWNERS, SKILLED CRAFTSMEN, AND SERVANTS FOR THE WEALTHY.
BEING A PEASANT IS USUALLY BACK-BREAKING, BUT WITH
SOME LUCK AND SKILL (AKA, MONEY), ONE CAN RISE ABOVE.
MOST BUSHI ARE PART OF THIS CLASS, AS ARE MOST MERCHANTS.
 HOLY ONES – THOSE THAT CHOOSE TO LIVE THEIR LIVES IN DEVOTION TO THEIR FAITH ARE HOLY ONES. THEY GENERALLY LIVE
SIMPLE, BUT COMFORTABLE LIVES. ONE CAN LEAVE THIS SOCIAL CLASS AT ANY TIME, BUT GETTING BACK IN MIGHT REQUIRE SOME EPIC QUEST.

– YAKUZA LIVE ALMOST OUTSIDE OF THE SOCIAL STRUCTURE, INSTEAD OPTING TO CONFORM TO THE RANKS OF GANGS.
YAKUZA ARE THE PROGENITORS OF ORGANIZED CRIME, AND THOUGH THEY HAVE THEIR OWN LAWS AND SENSE OF HONOR, THEY
LIVE LIVES IN DIRECT OPPOSITION TO THEIR GOVERNMENT. TO OUTSIDERS THEY ARE BULLIES AND THUGS, BUT ARE TOLERATED BECAUSE
OF THE GAMBLING AND PROSTITUTION THEY BRING WITH THEM. MANY BUSHI ENTER THIS SOCIAL CLASS OUTSIDE A TIME OF WAR.
 SAMURAI – SAMURAI ARE VASSALS TO NOBLES. MOST ARE WARRIORS, BUT MANY ARE POLITICIANS, TAX COLLECTORS, OR JUST WOMEN
AND CHILDREN TAKING CARE OF A HOUSEHOLD. HISTORICALLY, BECOMING A SAMURAI WAS AS SIMPLE AS BEING MADE ONE BY AN EXISTING
NOBLE OR SAMURAI, OR BEING BORN TO A SAMURAI CLAN. IN AMTGARD THE TITLE OF SAMURAI IS HANDLED DIFFERENTLY IN DIFFERENT
PLACES. SOME KINGDOMS DEMAND ONE EITHER BE A KNIGHT OR SQUIRE. OTHER KINGDOMS ARE NOT AS STRICT, ALLOWING ANY PLAYER WITH
A PAGE, MAN AT ARMS, SQUIRE, OR KNIGHT BELT TO CLAIM TO BE SAMURAI. IT’S HIGHLY RECOMMENDED YOU CONSULT WITH EXISTING LOCAL
SAMURAI BEFORE YOU CLAIM THE TITLE, AS SOME REGIONS DEFEND IT VORACIOUSLY, AND WHATEVER YOUR VIEW, TRY TO COMPLY WITH THE LOCAL
TRADITIONS. SAMURAI ARE BEHOLDEN ONLY TO THEIR NOBLEMAN AND THE EMPEROR, AND CAN IGNORE, BEAT, TROD UPON, OR MURDER THE
OTHER CLASSES INDISCRIMINATELY, WITHOUT QUESTION TO HONOR. THIS HAS GIVEN THEM A REPUTATION AS BULLIES WITHIN THE LOWER CLASSES.

– JUST AS YOU MIGHT EXPECT, NOBLES ARE THE PEOPLE RUNNING THE SHOW. NOBILITY IS EITHER GRANTED OR
HEREDITARY. AS WITH ANY OTHER REGION, NOBLES ARE THE CAUSE OF WAR AND POVERTY, BUT MAKE UP FOR IT BY KEEPING REGIONS
ORGANIZED AND PROMOTING THE ARTS AND CULTURE.
NOBLES AREN’T ABOVE THE LAW, SINCE THEY ARE POLICED BY HIGHERUP NOBLES AND THE SAMURAI, BUT THEY ARE THE SOURCE OF LAW, AND OFTEN BEND IT TO MEET THEIR NEEDS AND DESIRES. IN
ENGOKU, THE NOBILITY ISN’T AS CONSTRAINED BY ‘ARTICLES OF NOBILITY’. NOBLES THAT AREN’T THE VARIOUS EMPERORS GENERALLY
DON’T CONSIDER THEMSELVES ‘BETTER’ OR ‘HEAVENLY’, THEY ARE SIMPLY MEN AND WOMEN IN POWER WITH GREAT REACH.
THE

CLASS IS A DEFINING ASPECT OF ANY

PEOPLE.
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Buso - Continh
Buso (/boo so/)
(GP: Avery Kess / Art: Onyx)
Description: Buso are strange and
Description
rare oriental ghouls who inhabit
cemeteries, remote forests, and rocky
mountains. Rumored to once be
helpful and friendly to mankind, they
are now one of mankind’s enemies.
Under the cover of night, buso prey
on lone travelers and helpless
villagers. A lone buso in an
undefended area can quickly
overwhelm the population by
converting them. Their only
desire is to hunt and consume
and they aren’t especially bright.
Buso are tall and lean, covered
in coarse, matted hair and a have
a single yellow or red eye in the
middle of their forehead.
: Torn and tattered oriental clothing, pale makeup
with an eye painted on the
forehead.

:
Q/M Ratio:
Ratio
:
:
:

Undead
2/1
1 point
2 Short (Natural) or Melee Weapons as per
Conversion below
Sleep, Charm, Yield, Death
3

:
Abilities & Traits

(1/life)


A player killed by a buso is turned
into a buso for one life, using the melee weapons of his original class in addition to the buso abilities above.
: None

Continh (/con tin/)
(GP: Avery Kess/Art: Elfwood)
: Continh are the evil spirits of
maidens who have died before their time.
They appear as an attractive young girl and
are generally nocturnal. During the daylight
hours they hide within the branches of
their trees, and at night they come out hoping to catch ignorant travelers or foolish
locals. They are similar to both sirens and
dryads, but are incredibly evil and hunger
for the souls of mortals.
: Grey oriental-style robes, seductive
attire adorned with leaves and twigs.
:
Undead
:
3/1
:
None initially
:
Single Dagger
:
Death
:
1
:
 Magic-like Ability: Feeblemind (as an
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 Vulnerability: Focus Item:
Item tree. The
Continh cannot exceed 100 feet from
their Home Tree, or she is considered to
have ‘lost’ her focus item. Anyone who
destroys a Continh tree suffers the effects
of Touch of the Plague. The Continh can
choose a new tree each life, being sure to
mention it to the Reeve.
1st
2nd
3rd

4th
5th
6th

(3/life)
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As above
May wear 1 point of armor
Gains
Heat Weapon
Gains
Warp Wood
Gains
Plant Door
become (2/life)
+1 point armor (2 total)

Death Worm - Elemental, Void
Death Worm
(RW: Kuragari Olan/Art: Unknown [public domain])
Description: For generations, natives of Tartarus have
Description
sworn to the reality of the creature they call Allghoi
Khorkhoi. The name means “intestine worm,” because
it has been described as resembling the intestine of a
cow. Those who claim to have seen it further describe
it as being deep red in color and measuring between
two and ﬁve feet long. It lives beneath the sands of
the desert. The creature only surfaces occasionally, but
when it does, watch out. It spits a thick, yellow acid
poison, and has a deadly electric touch. If that’s not
bad enough, they tend to swarm in numbers of 50 or
: Blood red worm-like garb
:
Standard Beast
Q/M Ratio:
Ratio
2/1
:
None
:
None
:
Flame
:
10




Levels: None
Levels
(1/life)

Elemental, Void
(RW: Chiba Ryúichiro/Art: Kuragari Olan)

medium usually requires a creature to die, Void Elementals are, in
essence, living Death. Not undead, but a breathing manifestation
of the very essence of death itself. They’re eager to assist others
in their great transitions, and do so out of kindness, but to those in
the Material Plane, they are seen only as harbingers of doom.
Garb: Darkness. Bits of rotting vegetation and bones are suggested
Garb
to enhance the effect.
: Druid (6), Wizard (6)
:
:








: Void Elementals are made of the dark stuff in which
the Material and other Planes ﬂoat about. Since transition thru the
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:
:

:

Mystical Extra-Planar Animation
3/1
2 points Natural
Polearm (Natural)
Spirit, Control, Death, Subdual, Poison, Disease

(1/u)
(unlimited)
: Sever Spirit will send a Void
Elemental back to its Plane, effectively killing it.
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Elephant - Gargantuan, Centipede
Elephant
(RW: Chiba Ryúichiro / Art: Elfwood)
Description: Elephants are generally gentle
Description
giants. Fortunately mankind can change
that. In captivity, they are invaluable beast
of war, serving as load bearers, weapons,
and mobile weapon platforms. In the wild,
they only attack when their territory or family is threatened, and will not be found with
armor, nor will they be Mount-able.
: Wrinkly grey garb, big ears, and a
trunk. Bellow loudly.
: Barbarian (6) or Warrior (6)
(instead of L6 abilities, and use of shield)
:3/1
:
Standard Beast
Q/M Ratio:
Ratio
3/1
:
2 points Natural, may
wear more later
:
2 short (Natural)
Immunities:
Immunities
Subdual, Traps,
Thrown Weapons




 Innate Ability: Trample (2/game)
1st
2nd
3rd
4th
5th
6th

As above
May wear +1 point of normal
armor (total 1)
As above
May wear +1 point of normal
armor (total 2)
As above
May wear +1 point of normal
armor (total 3)

Gargantuan, Centipede
(RW: Chiba Ryúichiro / Art: Grendel)
Description: The Centipede Gargantuan is found only in MounDescription
tainous terrain. As the name suggests, it is a monstrously large
centipede, growing up to 50 feet in length. This creature is played
by anywhere between 2 and 10 players who are tied together by
a 5 foot length of rope. When a ‘section’ of the beast is killed
or wounded, it can continue to move with the rest of the group,
though it may no longer attack or affect the game. The ﬁrst player
in the chain plays the head. The group must move by individuals
following in the footsteps of the person in front of them (no side
stepping or twisting, etc). If the head dies, the whole creature dies.
: Dark maroon (preferably shiny) top, black bottoms. The
head should wear a mask that includes pincers.
:
Multi-Person Beast
Q/M Ratio:
Ratio
6/1
:
8 points Natural Invulnerable (Head),
2 points Natural (Segments)
:
Two long (Natural) (Head),
2 daggers (Natural) (Segments)
:
Control, Subdual, Poison
:
1

 Innate Ability: Poison Weapon (2/Life) (Head only)


(1/Life) (Head only)
Levels
1st
Up to 2 players (one Head, one Segment)
2nd
Up to 3 players
3rd
Up to 4 players
4th
Up to 6 players
5th
Up to 8 players
6th
Up to 10 players
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Gargantuan, Reptillian - Gargantuan, Simian
Gargantuan, Reptillian
(RW: Chiba Ryúichiro / Art: Onyx)
Description: Oh no! It’s ‘remarkably similar to, but legally disDescription
tinct from’ Godzirra! Who knows what ﬁckle tendency of nature
created such a beast? The Reptilian Gargantuan can grow to a
staggering 150 feet tall, and walk on their hind legs. The Reptilian
Gargantuan is ﬁercely territorial, and will destroy any other Large or
Very Large creatures, or any Humanoid city or construction. Sometimes Reptilian Gargantuan will leave their island home and travel
great distances thru the ocean to the mainland, to take up home
there. Some people have learned to live with the creature, using it
as defense from other nastier denizens of the land.
: Greyish brown scales with a row of plates going down the
back, lizard mask. Screech a lot.
:
Standard Beast
Q/M Ratio:
Ratio
10/1 (QUEST)
:
8 points Natural Invulnerable
:
Two long (Natural), Boulders
Immunities:
Immunities
Normal Melee Weapons, Subdual, Poison
:
3




None


 Innate Magic-Like Ability: Fireball (1/U) (as breath weapon)



Gargantuan, Simian
(WL: Nawguthion / Art: Elfwood)

Description:: These mighty primates have, for one reason or
Description
another, grown far more massive than any ape has a right to be
– sometimes reaching heights of 30 feet or more. Some primitive
jungle tribes have come to worship these behemoths as representations of their Gods. This usually turns out to be a mutually beneﬁcial relationship; the ape provides protection from outsiders and the
tribe provides a steady stream of sacriﬁces to appease it’s awesome
appetite.
Garb: Black, dark brown, or white fur, ape-man masks, monkeyGarb
suits (not tuxedoes!).
:
Standard Beast
:
6/1
:
8 points Natural Invulnerable
:
Two short or long (Natural)
:
Control, Normal Melee Weapons, Subdual,
Poison
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(Women) Simians like pretty ladies
and will not attack a woman unless that woman strikes it ﬁrst.
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gargantuan, Tortoise - Garuda
Gargantuan, Tortoise
(RW: Chiba Ryúichiro / Art: Samantha Hartsock)
Description:: Ruler of all shelled creatures, the Turtle Gargantuan
Description
(also known as GuiXian[/gway shee yen/]) is practically immortal.
Fortunately he’s also slow and a paciﬁst.
: Green garb, a large shield worn on the back.
:
Mystical Beast
Q/M Ratio:
Ratio
6/1
:
8 points Natural Invulnerable
:
Two short or long (Natural)
Immunities::
Immunities
Control, Normal Melee Weapons, Subdual,
Poison
Natural Lives:
Lives
1



(non-magically Hardened) (on the back)


 Vulnerability: Beneﬁcent

(unlimited) Only effective on beings with a shell or
exoskeleton (insects, turtles, etc).
: None

Garuda
(RW: Matthias Fleewinter / Art: Elfwood)
Description: These legendary birds are enorDescription
mous creatures, benevolent and very old.
They are also known for being able to cure
sickness and disease, and (rarely) to grant
immortality by giving nectar from heaven.
Garudas are also mortal enemies of Ryú,
Dragons, and Snakes.
: Gold tunic, red wings, and an eagle’s
beak and wings.
:
Extra-Planar Beast
Q/M Ratio:
Ratio
5/1 (QUEST)
:
1 point natural invulner:
Immunities:
Immunities
:

(unlimited)
 Innate Magical Ability: Heal







2nd

2 short swords (Natural)
Control, Death, Disease,
Poison, Subdual
3

3rd
4th
5th



6th
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+1 point of natural invulner
able armor (total 2)
Gains
+1 point of natural invulner
able armor (total 3)
+1 point of natural invulner
able armor (total 4)
Gains
Weapons

Geisha
Geisha
Bard Archetype
Description: Geisha means ‘art person’, which is appropriate
Description
because they are the repositories of traditional arts. Some
of the arts they practiced include dance, music, singing,
ﬂower arrangement, calligraphy, conversation (no, really, the
art of conversation), and the famous tea ceremony. Geisha
are generally women (though the occasional cross-dresser
does appear).
Geisha are all members of a hanamachi, or guild, of which
there are six, each having its own mon (crest), and specialization. See below for details.
Garb: Geisha wear ornate kimono with long, ﬂowing sleeves.
Garb
Their obi, or belt, is extremely wide, covering up any shape
the wearer might have. Their hair is worn up in ornate, solid
styles. Their face is covered in white makup with deep red
lipstick and faint pink eyeshadow. Geisha must wear the
mon of their hanamachi.
Essential Spells (Bard
(Bard)): Charm, Presence, Legend, Conﬁdence, Lore, Dance, any Protection
: Visit, Sleep, Yield, any spell that will
Role-Playing Notes:
Notes Geisha are not ﬁghters, and often bolt
at the ﬁrst sign of violence, but the occasional vixen can
be found among the sheep. Geisha are quiet, proper, and
humble, but enjoy a sort of fame, like an ancient rock star.
This often makes them conceited. They are entertainers,
servants to powerful people, and generally do as they are told. They
live for their art, but aren’t above being a cog in a grand Machiavellian plot. Some of the instruments you’ll ﬁnd a Geisha with
include: koto (harp), shakuhachi (ﬂute), and of course the three
stringed lute called a shamisen. If you’re in a hanamachi that might

not use musical instruments, check with your Reeve about using
another appropriate prop.
Weaponry: Geisha don’t carry around much in the way of weapWeaponry
onry, but will sometimes be armed with a dagger or war fan, or
anything heavy in the room.

GION KOBU
“INSPIRING DRAMA”
MASTERS OF THEATRE

GION HIGASHI
“INSPIRING SWEETS”
MASTERS OF COOKERY & THE TEA
CEREMONY

“SEVEN HOUSES”
MASTERS OF CONVERSATION &
CALLIGRAPHY

MIYAGAWACHO
“PROFITABLE SONG”
MASTERS OF MUSIC & SINGING

PONTOCHO
“PROFITABLE DANCE“
MASTERS OF DANCE

PADMINI
“LOTUS WOMEN“
MASTERS OF SEDUCTION
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Golem, Bamboo - Golem, Fu
Golem, Bamboo
(RW: Chiba Ryúichiro / Art: Chibi)
Description: Relatively rare constructions of solitary Yamabushi,
Description
Bamboo Golems are defenders of nature. Bamboo Golems look
like a cluster of bamboo, and are nearly invisible in a bamboo ﬁeld.
: Bamboo all over.
: Druid 6, Wizard 6, for 3 spellpoints
:3
:
Mystical Animation
Q/M Ratio:
Ratio
3/1
:
2 points Natural
Weapons:
Weapons
2 Short (Natural) or a single long (Natural) or
reach (Natural)
:
Control, Subdual, Death, Projectiles (except siege
weapons)
:
3



 Innate Ability: Entangle (1 bolt/U)
: None

Golem, Fu
(RW: Chiba Ryúichiro/Art: Chiba Ryúichiro)
: Fu are powerful protectors
of important places. Fu are always
found in pairs, one male and one
female. They are usually made
of bronze or stone, and look like
lions. The male Fu stands to the
intruder’s right, with one paw on a
large, heavy sphere. The female Fu
stands to the left, with one paw on
a playful cub.
: Stone or bronze (shiny or
tarnished) colored garb, lion mane.
The female Fu must have a lion

Natural Lives
 Stone Heal




 Innate Ability: Rapid Heal (1/life)



: Healer 6,
Wizard 6, for 6 spellpoints
(3 each, must summon two)
:3
:
Mystical
Animation
:
6/2
:
3 pts
Natural
Invulnerable
:
2 short melee (Natural),
Ball as throwing weapon (Male Fu only)
:
Magic, Control, Death, Disease, Poison, Subdual
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(1/life)
(1/life)

Golem, Terracotta
Golem, Terracotta
(RW: Chiba Ryúichiro/Art: Chiba Ryúichiro)
Description: Terracotta Golems are guardians of
Description
burial sites. They are extremely fragile, but make
up for it by coming in VAST numbers, sometimes
as many as EIGHT THOUSAND. They are hollow, and each is unique. They come equipped with
armor, shields, bows and arrows, and even have
mounts. Players are encouraged to switch weapons
between lives.
: Drab brown from head to toe. Oriental
:
:
Q/M Ratio:
Ratio
:
Weapons
Weapons:
Immunities:
Immunities
:

Healer 6, Wizard 6, for 3
spellpoints
:1
Mystical Animation
1/1
Up to 4 points normal armor.
Never less than 1. Up to Large
shield
All melee, short bows
Control, Death, Disease, Poison,
Subdual, Flame, Fire
8

5th

Can summon Archery Mount in lieu of using javelins.
These mounts also have Sheer Numbers and Weak Traits.
6th
Total Lives becomes 14
Note: In a Quest scenario in which a staggering number of these
Note
things are to be found, you may as well give them the Trait: Serial
Immortality.. This is entirely up to the Reeve, but eight thousand
Immortality
kills takes a while.



1st
2nd
3rd
4th

As above
Total Lives becomes 10
May use javelins
Total Lives becomes 12

TANUKI
THE TANUKI IS A SMALL CREATURE UNIQUE TO NIPPON. WHILE THEY LOOK LIKE A RACOON,
THEY’RE ACTUALLY A DISTANT COUSIN OF THE FOX. MALE TANUKI HAVE A DISTINCT FEATURE; ONE
SO WELL KNOWN IT’S HARD TO FIND A DEPICTION OF THE TANUKI WITHOUT THEM. LET’S JUST SAY
THOSE AREN’T HIS KNEES. IN JAPANESE LORE THE TANUKI SCROTUM CAN BE STREACHED OUT TO
THE SIZE OF EIGHT TATAMI MATS. IT’S ALSO SAID THAT A TANUKI WILL POUND ON IT’S OWN TESTES
LIKE A DRUM TO SCARE AWAY PREDATORS.
TANUKI STORIES MENTION THAT THEY LOVE SAKE, AND HAVE A TENDENCY TO WRITE IOU’S
THEY HAVE NO INTENTION OF PAYING. THEY LOVE PLAYING TRICKS, AND ARE PARTICULARLY
FOND OF MAKING LEAVES LOOK LIKE MONEY. SOME SAY THE TANUKI HENGEYOKAI MUST PLACE
A LEAF ON ITS HEAD TO TRANSFORM. THE TANUKI WAS THE INSPIRATION FOR ONE OF MARIO’S
TRANSFORMATIONS...REMEMBER THE LEAF?
TANUKI ARE CONSIDERED VERY MISCHEVIOUS, ALWAYS USING THEIR UNIQUE POWERS TO
HARRASS HUNTERS AND WOODSMEN. THEY’RE SELFISH, GREEDY, AND GLUTONOUS, BUT STILL, QUITE
LOVEABLE. NO MATTER HOW MANY TIMES HE PROMISES TO ‘GET YOU BACK NEXT TIME’, HE NEVER
DOES, BUT YOU KEEP GIVING IT TO HIM ANYWAY.
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hengeyokai - Hitotsume kozou
Hengeyokai (/hen gay yoh kai/)
(RW: Chiba Ryúichiro / Art: Anna ‘Annarti’ Thomas)
Description: Unlike Western were creatures, Hengeyokai are not
Description
cursed with a disease, and don’t suffer from their state. Hengeyokai are a distinct race. There are a number of different types of
Hengeyokai, and each is different from the others: Carp, Cat, Crab,
Crane, Dog, Fox, Hare, Monkey, Tanuki, Rat, Sparrow, and Turtle.
A Hengeyokai can shift between three forms: as an animal, as a human, and as a hybrid between animal and human, a bipedal version
of the animal with hands & opposable thumbs. In animal form
they can understand language, but lack the ability to respond. They
are not concerned with family, wealth, possession, caring only about
one thing: playing tricks on others. Each Hengeyokai must declare
a class. Hengeyokai cannot select the class Bushi.
: Depending on animal and form. Must have class sash in
Hybrid or Human form. Must have mask or other distinguishing
animal garb in Animal or Hybrid form.
:
Mystical Fae Beast Humanoid
Q/M Ratio:
Ratio
2/1
:
1 point natural (in Animal), 2 points natural (in
Hybrid).
:
Animal Form: 1 dagger (Crane, Sparrow, Turtle); 2

Immunities:
Immunities

:

daggers (Cat, Crab, Dog, Fox, Monkey, Tanuki,
Rat)(Natural)
Hybrid Form: 2 short swords (all)(Natural), as class
Human Form: as class
Control
As Player Class
(unlimited)(Human, Animal, and



Animal Form Only

(Crane, Sparrow only)

(Cat, Crab, Dog, Fox, Tanuki, Rat, Turtle only)
 Innate Ability: Climbing (Monkey only)
 Aquatic (Carp, Turtle only)

(Turtle only) (on the back)
Human Form Only

(any)
Hybrid Form Only



Hitotsume Kozou (/hee tot suh me koh zoh/)
(RW: Chiba Ryúichiro / Art: Youkaimura)
Description: This creature looks like a normal child. Well, except for the single giant
Description
eye. They travel around spreading good luck and cheer wherever they go. They
delight in playing harmless, fun tricks, particularly shocking people by revealing their
face. Their favorite targets, of course, are the wicked. They loathe combat, and will
ﬂee at the ﬁrst sign of hostility.
: Orange robes of a monk, bald head.
:
Mystical Fae Humanoid
:
1/1
:
None
:
None
:
Control
(2/life)
(1/life)



Levels
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Irezumi Warrior
Irezumi Warrior (/ee reh zoo me/)
(IM: Grendel / Art: Grendel)
Description: Irezumi is the word for the traditional visible tattoo
Description
that covers large parts of the body like the back. Tattoos have been
treated differently throughout the history of Engoku, in earlier
times many warriors were tattooed, then tattoos were used by ﬁremen as protective charms, by geisha to appear more attractive, and
later used to mark criminals. For this Irezumi Warrior we take a
fantasy approach, the tattooed warrior who gains power from his
: Traditional ‘Engoku’ garb, appropriate tattoos (paint or ‘temporary tattoos’ are acceptable) must be visible. Tattoos cannot be
changed between lives.
:
Mystical Humanoid
Q/M Ratio:
Ratio
1/1
:
None
Weapons:
Weapons
Short, Long, Reach
:
None
:
4
1st
2nd
3rd

Pick one:
Snake Tattoo:
Sparrow Tattoo:
Pick one:
Bat Tattoo: +1 life (5 Total)
Beetle Tattoo: 2 points Natural armor
Pick one:
Bamboo Tattoo: Gains
Lantern Tattoo: Gains
Fox Tattoo: Gains
game)

4th
5th
6th

Wasp Tattoo: May use Throwing Weapons
Pick one:
Koi Tattoo: Gains
Spider Tattoo:
(per Assassin) (2/game)
Pick one:
Cherry Blossom Tattoo:
Tiger Tattoo: Gains
Pick one:
Cricket Tattoo: Gains Magical Ability: Charm (1/life)
Dragon Tattoo: Immunity: Flame

(1/life)
(1/life)
(2/

KIAI
KIAI IS A LOUD NOISE VOCALIZED DURING A STRIKE. AN EFFECTIVE TOOL, KIAI IS ALMOST
NONEXISTENT IN AMTGARD, TO THE POINT WHERE CERTAIN PEOPLE AUTOMATICALLY ASSUME
YOU’RE A NO-STICK FLURB IF YOU SO MUCH AS BREATHE LOUDLY WHILE FIGHTING.
THERE’S NO ACTUAL ‘SOUND’ THAT DEFINES A KIAI. IT IS AN EXHALATION CAUSED BY A
TIGHTENING OF THE MUSCLES OF THE ABDOMEN, THE SOUND IT MAKES IS SECONDARY TO THE
FOCUSING INTENT.
KIAI SERVES TWO BASIC FUNCTIONS. FIRST, IT PROVIDES A RELEASE OF PRESSURE IN THE BODY.
IF A WARRIOR IS STRUCK IN THE CHEST WHILE HOLDING THEIR BREATH, IT COULD CAUSE BLOOD
VESSELS TO BURST, OR EVEN HEART FIBRILLATIONS. IT’S NOT UNLIKE GRUNTING AS YOU PICK UP
SOMETHING HEAVY. SECOND, IT PSYCHES OUT YOUR OPPONENT. IT MAY CAUSE THEM TO PAUSE,
OR FREEZE ALTOGETHER; PARTICULARLY IF THEY ALREADY THINK YOU CAN BEAT THEM. INDEED,
KIAI PSYCHES YOU UP, TOO, MAXIMIZING YOUR SPEED AND EFFICACY.
ON THE DOWN SIDE, SOME PEOPLE WON’T APPRECIATE IT, AND LAUGH, AND IT DOES ANNOUNCE
YOUR SHOT. IF YOU PLAN ON INTEGRATING KIAI INTO YOUR ATTACKS, LEARN TO USE IT
TACTICALLY, SWITCHING BETWEEN TRICKING THEM INTO OPENING UP THEIR DEFENSES AND
SHOCKING THEM INTO DROPPING THEM ALTOGETHER.
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Jiangshi - Jikininki
Jiangshi
(RW: Chiba Ryúichiro/Art: Banu
Adhimuka [banu.digitalart.org])
Description: Jiangshi are vampires
Description
that are suffering from rigor mortis.
Being stiffened up, their only means
of transportation is hopping. So
they hop around the dark night,
arms locked in an outstretched
gesture, trying desperately to trap
victims with its deadly touch.
: Rotted and tattered burial
clothes. Kimono are wrapped
right over left on the dead. White
makeup
Type:
Type
Undead
Humanoid
Q/M Ratio:
Ratio
3/1
:
4 points
Natural
Invulnerability
:
None
Immunities:
Immunities
Death, Control,
Subdual, Disease,
Poison




:
Abilities & Traits:
Traits

1



have to be a willing recipient of
this enchantment. Placing a Cure
Disease on a Jiangshi affects it
as a Touch of Paralyzation for as
long as the enchantment remains
on it.
 Vulnerability: Mute:
Mute Jiangshi cannot see any target affected by the
spell Mute. They are completely


: The Jiangshi
cannot move well, so the player
must hop about slowly
Levels: None
Levels

Jikininki
(RW: Chiba Ryúichiro/Art: Haley M.
Franklin)
Description: Jikininki are the reinDescription
carnations of dead men and women
whose greed prevented their souls
from moving on. They continue their
half-life by eating the souls of others, along with the corpses of their


 Innate Ability: Assassinate (2/life)

 Vulnerability: Slow
2nd
3rd
4th
5th
6th

: tattered oriental clothing, zombie makeup or masks
:
Undead Humanoid
Q/M Ratio:
Ratio
2/1
:
None
:
Two short
bludgeoning
weapons (Natural)
Immunities:
Immunities
Death, Subdual,
Control, Poison,
Disease
:
3
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Assassinate becomes (u)
+1 Natural Lives (total 4)
Gains
Gains one point natural armor
Loses

Jui ken - Kappa
Jui Ken (Drunken Boxer)
Monk Archetype
Description: The validity of drunken boxing is quesDescription
tionable, there are as many different histories written
on the Internet as their are references to drunken boxing. The concept of drunken boxing is to deceive your
opponent through movements of falling, spinning, and
stumbling as you pretend to be drunk. You fool your
opponent into underestimating your skill and attack
from unexpected angles and positions. The Jui Kuen
ﬁghting style is hard to anticipate and distractions
abound including falling over, stumbling, and spitting
alcohol at opponents
: Traditional Zhong-guo robes/garments, and of
course the below mentioned ‘bottle’. The bottle can
look like a traditional calabash wine gourd, whisky jug,

etc, but not ‘modern’ sports bottles.
Essential Abilities:
Abilities Heal, Missile Block, Throwing
Weapons, Greater Missile Block
Suggested Abilities:
Abilities Sanctuary, Immunities
Role-Playing Notes:
Notes Jui Kuen aren’t actually drunk,
but they act it constantly. Their bottle is never empty,
and their gait and speech are never strait. When using
sanctuary “drink” from your bottle and stagger about.
When using the self heal “drink” while saying the heal
Weaponry It’s highly suggested the Jui Kuen carry
Weaponry:
around with them at all times a throw-legal ‘bottle’ (at
ﬁrst level, don’t throw it, and make it dagger compliant). You should ﬁght with a single sword or single
pole, leaving a hand free for your booze.

Kappa (/cap pah/)
(RW: Chiba Ryúichiro)
Description: Kappa have a curious morality. Without any qualms
Description
they will drag a man or beast to their death in a river. Despite
this atrocious way to treat other living things, they have
a strong sense of honor. They will never break a
promise. Many stories are told of Kappa, having
been caught, promising to leave their captors, and
their captors families, alone forever. There are no
tales of a Kappa breaking this oath.
Besides snatching victims for their entrail feast, the
Kappa’s favorite pastime is challenging people to wrestling
matches.
Kappa love cucumbers. They will always look favorably
upon anyone gifting them with one.
: Yellowish green garb, Kappa mask. A shield or
simulated shell must be worn on the back. If you can make
a hat to simulate the bowl depression, more’s the better. The
Kappa voice has been described as ‘strange and harsh’.
:
Standard Humanoid
Q/M Ratio:
Ratio
2/1
:
None
:
Two ﬂails (Natural)
Immunities:
Immunities
None
:
4

2nd
3rd
4th

Gains
(2/life)
As above
Gains
(1/life)
5th
As above
6th Gains
(1/game)
: The Large Shield on the back is functional.




(on the back)
 Vulnerability: Dry



(1/life)
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Kirin - kitsune
Kirin (/key rin/)
(GP: Avery Kess, RW: Chiba Ryúichiro/Art: Rhandi Fisher)
Description: The Kirin is a species of aerial creatures that resembles
Description
a large horse with a vaguely lion head and mane. From the center
of its forehead springs forth a sharp horn. Its eyes are violet, and its
cloven hooves and horn are a golden-pink. They are covered with
shimmering golden scales, and seem
to have an aura of ﬁre. They typically
make their homes in Mountain Peak
Terrains. Sometimes Kirin will help
a person in peril or if the need to
combat evil is great. It is speculated
that the Kirin is a distant relative
of the Unicorn.
: Gold garb, preferably with
a scale pattern, and a golden-pink
horn. A thick mane and tail is sug:
Q/M Ratio:
Ratio
:
:

Immunities:
Immunities
Natural Lives:
Lives

Piercing Short (Natural)
Control, Death, Disease, Flame, Poison,
Tracking, Traps
3
(unlimited)






(2/life)




2nd
3rd
4th
5th
6th

Mystical Beast
4/1
4 points Natural
Invulnerable
Bludgeoning Short (Natural),

of Peace
Gains
Lightning (2/life)
Mount
Aura of Peace becomes (2/ life)
Call Lightning becomes (3/ life)
Call Lightning becomes (4/ life)
Aura of Peace becomes (3/life)

Kitsune
(RW: Chiba Ryúichiro / Art: Elfwood)
Description: Kitsune are foxes. This is not to say they are mystiDescription
cal beings who have a fox form; they are all the foxes in the land.
Kitsune are mischievous, and delight in causing trouble, but when
pressed they stop their tricks or run. They are not combative, ﬁghting only when cornered, and then only as long
as it takes to get a chance to escape. While they have the
ability to conjure ﬁre and lightning, it’s more a plaything
than a weapon. Sprouting new tails marks the status of
a Kitsune in their path towards enlightenment. At ﬁrst
level, the Kitsune is distinguished from normal foxes
by sprouting a second tail. They gain an additional
tail at each level. Having Masterhood in Monster is
worth another tail, as is any knighthood. Nine-tailed
Kitsune are no longer red, but instead silver, gold,
black or white. There is a ten-tailed Kitsune, but she is
the mother of all Kitsune, a unique creature
known simply as The Lady.
: Fox mask and tails. In human form,
they will still retain a fox appearance unless they use Doppelgang. They must
carry a small, white ball and wear all
their tails at all times
Type:
Type
Mystical Fey
Humanoid
Q/M Ratio:
Ratio
1/1
:
2 points Natural
:
Two melee daggers (Natural)
Immunities:
Immunities
Control, Subdual
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3
(unlimited)

Monks and Healers are
not only immune to all of the Kitsune’s abilities, they are also
capable of dispelling any of the creature’s Magic-Like Abilities with a touch. Should this happen, the Kitsune must ﬂee
from the player as if affected by Fear.
 Vulnerability : Focus Item (Ball) This small,
white ball must be as well-padded as a spellball and is treated as a weapon for purposes
of spell effects.
Levels
1st
As above
2nd Gains
(1/game)
Gains
life) Only one victim at a time.
3rd
Gains
Bolt (1 bolt/u)
4th
Legend becomes (2/life) Up to 3
victims at a time may be ensnared.
5th
Gains Magic-Like Ability: Fireball
(1 bolt/u)
Doppelgang becomes (2/game)
6th
Gains
(1/life) Not on the
same player more than once per game.
Legend becomes (unlimited) Up to 6 victims at a time.
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Konaki Jiji - Korobokuru
Konaki Jiji (/ko nah kee jee jee/)
(RW: Chibar Ryúichiro/Art: Youkai-Bu)
Description: Konaki Jiji is a curious creature, delighting in killing
Description
and feasting on the kind hearted. The creature looks like a baby,
but has the face of an old person. It lies on the side of the road,
crying, waiting for some foolish person to wander by and pick it up.
When they do, it cries even louder, stunning its victim. It quickly
grows to a monstrous size, crushing the good samaritan under its
weight.
: Diapers, swaddling clothes
:
Mystical Beast
:
1/1
:
None
:
None
:
None
 Innate Ability: Stun (unlimited) Incant is simply to point at
your victim cry like a baby…loudly, for two seconds.
 Innate Magical Ability: Change Size (Self only)

(1/life) Must be Large or Very Large

Levels: None
Levels

(1/life)

Korobokuru (/koe roe boe koo roo/)
(RW: Chiba Ryúichiro / Art: Frida Mansson)
Description: These diminutive people are about three feet high, but
Description
unlike dwarves, their bodies are in proportion. They are surface
dwellers, and more like elves in character and attitude. They delight
in nature, art, crafts, and live in the most remote areas they can ﬁnd.
They are primitive in appearance, but their choice to live simply
belies a long history of advances in science, magic, and society.
: Nehru jackets over tights (or other, similar ‘counterculture’
garb), long hair in braids, elf ears. Sash as per Player Class.
:
Fae Humanoid
Q/M Ratio:
Ratio
1/1
:
Per Player Class
:
Per Player Class
:
Control (except Bardic Control and Charm),
Darkness
:
Per Player Class

: Per Player Class
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Mantis Warrior
Mantis Warrior
(RW: Xugx/Art: Dan Dionne)
Description:: Stalking through the jungles of Mataram, southDescription
ern Zhong-Gou, and eastern Vijayanagar are the tribes of
the Mantis Warriors. Mantis Warriors stand about 7 feet
tall, and look like humanoid preying mantis. There
are three Mantis clans, each having a different color.
They’re usually content to war amongst themselves,
but if other humanoids enter into their territory,
they’re sure to attack. Mantis Warriors are sworn
enemies of the Korobokuru, and will seek to harm them
any way they can.
: Green, red, or purple scaly garb
:
Standard Humanoid
Q/M Ratio:
Ratio
2/1
:
2 points Natural
Weapons:
Weapons
Two daggers (Natural and
Poisoned), Short, Polearm,
Throwing Axes
:
Poison, Projectiles
:
4

4th
5th
6th

Gains Innate Ability: Improve Weapon (1/life)
Gains
(1/life)

 Many-Legged
1st
2nd
3rd

As above
+1 Natural Armor (total 3)
Poison Weapon (1/life)

METAHUMANITY IN ENGOKU
ITS NOT EASY
ENGOKU HAS NOT BEEN KIND TO METAHUMANITY THROUGHOUT THE
YEARS. VERY FEW REGIONS ACCEPT THE INTERMINGLING OF SPECIES,
AND SOME ARE OUTRIGHT XENOPHOBIC ABOUT IT. NIPPON, FOR
INSTANCE, HAS ALL BUT DRIVEN OUT METAHUMANS ON THEIR ISLANDS.
FOR THE MOST PART, DWARVES, ELVES, HOBBITS, AND THE LIKE HAVE
THEIR OWN CITIES, USUALLY IN REGIONS INACCESSIBLE OR UNDESIRABLE
TO HUMANS. FOR INSTANCE, THERE IS A VAST SERIES OF DWARVEN
CAVERNS IN THE HIMALAYAS, AND A NUMBER OF ELVEN CITIES ALONG
THE CLIFFS OF THE YANGTZE. MANY OF THE WILDER ISLANDS IN
MATARAM ARE CONTROLLED BY A BREED OF HOBBIT KNOWN AS
KOROBUKURU. THIS IS NOT A HARD AND FAST RULE, THOUGH, MANY
INDIVIDUAL CITIES HAVE FOUND TOLERANCE, AND MOST ANY TEMPLE
IN THE LAND WILL BE HOME TO AT LEAST ONE OR TWO METAHUMANS.
ADVENTURERS OF ANY SORT, HUMAN OR METAHUMAN, ARE GIVEN
LEEWAY ANYWHERE, IF FOR NO OTHER REASON THAN THEY CAN
PROBABLY KICK THE COLLECTIVE BUTTS OF THE ENTIRE LOCAL MILITIA.
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Metsuke - Mounted Archer
Metsuke
Scout or Bushi Archetype
Description: The Metsuke are detectives, part of a government
Description
police force. In many ways they are spies of the Nippon government, sent to observe and report on incidents all across the realms
to Kyoto, the capitol of Nippon.
: Metsuke wear the standard hakama/kimono combination,
but also wore a haori (coat) with the kanji ‘go’ and ‘yo’, meaning
‘ofﬁcial business’. They also commonly wore jingasa (a sort of
military hat).
(scout): Truth and Tracking are essential to discerning what’s going on in the land.
Suggested Abilities (both): Often serving the role of executioner,
combat skills are a must for Metsuke.
Role-Playing Notes:
Notes Metsuke are hated by all, but live a charmed
life, protected by the Emperor himself. That makes them cocky,
and often corrupt. They are observers by nature.
Weaponry: Often the Metsuke carry the daisho: the katana and
Weaponry
wakisashi (long and short ﬂorentine) combination. Even more
common, though is the jutte, a short club with a single hook. It is
designed to block the sharpest sword, and break the blade, making
taking your subject into custody much easier.

Mounted Archer
Archer Archetype
Description:: The Mounted Archer relies on speed and dexterity to
Description
outmaneuver opponents and retreat
tactically to come around for the
next volley. Mounted Archers,
unlike most archer traditions,
are bold people, and are just
as likely to take your head
with a sword as they are to shoot
you as they gallop by.
Garb:: The Mounted Archer is packGarb
ing for speed, and that means light
and easy to reach at a gallop. Their
clothes, armor, and various bags &
quivers must be secure, trim, and
lightweight. Shields are almost
unheard of, but a cleverly designed
buckler may do the trick.
Essential Abilities:
Abilities No Mounted Archer that’s earned the right is complete
without a horse. Once you’ve reached
Lv 3, summon up an Archery Mount in
any scenario that includes wide open
spaces. If the scenario is nothing but
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tunnels or forest paths, you’ll want to leave it at home.
Suggested Abilities:
Abilities Specialty arrows that don’t require extra effort
(like lighting them) are good things to have, as long as they are easy
to recognize and load at a gallop. Fire arrows and Bowyer are all
but useless once the Mounted Archer gets his horse.
Role-Playing Notes:
Notes Mounted Archers are not unlike their trade, so
they are skirmishers by nature. They are boisterous, aggressive, and
quick to use tricky tactics that allow for high kill ratios; the same
sort of attitude you’d expect of a modern jet ﬁghter pilot.
: They’re always armed with at least a single long sword,
and rarely, if they have a good way to mount them, both a long
sword and short. Curved blades are more effective from horseback,
and thus more common. Most Mounted Archers use short bows
since the length of the bow is a problem from horseback. However, the Nippon people developed a longbow that was quite effective
from a seated position. If you can get a Yumi, more power to you,
otherwise, use a short bow.
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Naga - Naga, Spirit
Naga
(RW: Matthias Fleewinter/Art: Robert Thomas)

:

:
:
:

4/1
May wear up to 4 points, Medium Shield
Two daggers (Natural and Poisoned), Short or
Long melee weapons, throwing weapons.
Cold-Based Attacks, Control, Death, FlameBased Attacks, Poison, Subdual





(2/life). A Naga’s natural weapons do not count against the use of this ability.
 Magical Ability: Cure Poison (unlimited)

(2/game)
 Vulnerability: Bloodlust (against Garudas only)
Levels:
1st
As above
2nd
Gains Innate Ability: Extend Immunities (1/game)
3rd
1 point of Natural Invulnerable armor
4th
Extend Immunities becomes (1/life)
5th
Lore becomes (1/life)
+ 1 point natural invulnerable armor (2 total)
6th
Gains
(1/
game)

Description Nagas are an ancient race of reptilian humanoids who
Description:
live underground in vast subterranean tunnel networks as complex
as any city on the surface. They are very wise and crafty. According to some legends, they are relatives of dragons or Ryú. Nagas
are mortal enemies of the Garudas. 6th level Naga are part of a
priestly ruling class, and are rare (1/6).
: Dark green or brown scales and fangs, and a snake mask.
Wear glasses dressed up to look like snake eyes if you can.
Type:
Type
Mystical Beast

Naga, Spirit
(RW: Shadow / Art: Elfwood)
Description: Spirit Naga are known as the judges of the dead,
Description
and it’s said that the unworthy die repeatedly while the worthy are
reincarnated to a higher form. The Spirit Naga is extremely rare,
and will only appear if there is a great battle that shakes the heavens
and the earth. It arrives right after the battle to award its merits to
the just, and its punishments to the unjust. Spirit Naga appear with
ethereal wisps of fog surrounding it.
Garb: Scaly silver garb, silver makeup, fangs
Garb
:
Mystical Humanoid
Q/M Ratio:
Ratio
10 / 1 (QUEST)
:
2 points Natural Invulnerability
:
Short, Flail
Immunities:
Immunities
Death, Poison, Lightning, Traps



Levels: None
Levels


 Magic-like Ability: Natural Flight (unlimited)


(1/life)


(1/U)

(unlimited)
 Innate Magical Ability: Steal Life (unlimited)
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(unlimited)
(unlimited)

Ninja - Nue
Ninja
Assassin or Scout Archetype
Description: Ninja are mystical assassins and spies, and the bane of
Description
all honorable Samurai bent to the task of defending their Daimyo.
Ninja can be found alone or in groups under a single sensei, and
their skills are for hire to anybody with the coin. Even Ninja have
their own sense of honor; they rarely turn on their clients, even
when tempted with a higher bid from their target.
: Ninja uniform with hood and mask, tabi boots. Black is the
standard, but different environments call for different colors.
: If you’re playing Ninja as an Assassin, you’ll
want to focus on Trap, Teleport, Touch of Death and Assassinate.
Scout Ninja were more hunters than killers, and masters at hiding,
so you’d deﬁnitely want to get Camouﬂage and Tracking. Ninja
don’t wear much armor, as it tends to make noise, but padded armor is acceptable. Ninja never bother with shields, they just get out
Suggested Abilities:
Abilities Poison isn’t their favorite method of assassination, but they’re not above its use. Flame Arrow is an option if

burning down the residence of their target will do the
job. For the mystical Ninja, Earthbind can
make an effective tool.
Role Playing Notes:
Notes: Ninja don’t talk much,
and when they do, they do so quietly, disguising their voice. Ninja are anonymous,
and never ply their trade without their
concealing face masks. Ninja are quick,
and love climbing to get an advantage
over their hapless targets. Use your
Abilities with Ninja ﬂair: pretend to
toss down a smoke bomb when using
Teleport, for instance.
Weaponry: Ninja are known for
Weaponry
having many weapon options at all
times. Short swords, kama, nunchuku,
LOTS of throwing weapons, war
fans, small crossbows.

Nue
(RW: Chiba Ryúichiro/Art: Utagawa Kuniyoshi)
: Nue are harbingers of disease and disaster. The older
Nue have a poison of such indominable power that even those immune to poison will feel the effect.
: Brownish black fur, snake tail.
:
Mystical Beast
Q/M Ratio:
Ratio
3/1
:
3 points Natural Armor
Weapons:
Weapons
Two short swords
(Natural)
:
None
:
3

 Innate Ability: Pass Without Trace (1/game)


 Natural Flight
1st
2nd
3rd
4th
5th
6th

As above
Gains Magical Ability: Fog Form (2/game) (Self only)
Spit Poison takes effect in a 50 count
As above
Spit Poison works against those who are otherwise
immune to the effects of Poison.
Pass Without Trace becomes (1/life)
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Nurikabe - Oni
Nurikabe (/noo ree kah bay/)
(RW: Chiba Ryúichiro / Art: Youkaimura)

throw up confusing illusions to turn the traveler around. Nurikabe
are a favorite pet of Engoku wizards who need to protect their
strongholds, sometimes having dozens of them wandering the
paths and corridors. Nurikabe are semi-intelligent, and will generally giggle when their tricks work. When visible, they look like a
wall with stubby arms and legs.
Garb: Wall garb
Garb
Summoned By: Wizard 3 for 2 spellpoints
:
:

:
:

:

Mystical Beast
1/1
2 points Natural Invulnerability
None
None







(2/life)
(1/life)
(2/life)

Description Nurikabe is a large, invisible wall that delights in blockDescription:
ing and confusing travelers. Their ﬁrst tactic will be to actually
stand in the way. When the traveler has ﬁgured that one out, they’ll

Oni (/oh nee/)
(CK: Bresil Etarlaim, GP: Avery Kess / Art: Elfwood)
Description:: Oni are large demonic ogres who prey upon
Description
civilization. They are boisterous and violent and have nasty
temperaments. They delight in causing others pain and
kill just for fun. Oni vary greatly in appearance; their
coloration may appear deep red, blue or green and
they have one or two horns and between one
to three eyes. Most oni also have long
shaggy hair. Their favorite weapon is
the tetsubo.
Garb: Horns, fur, & oriental garb,
Garb
face and body paint in one solid
color (deep red, blue, green)
:
Extra-Planar
Humanoid
Q/M Ratio:
Ratio
4/1
:
2 points Natural
:
2 Short (Natural),
Any melee, javelins
:
Death, Poison,
Subdual
:
3

Magic-like Ability: Sever Spirit (1/life)
2nd

May wear one point of armor
(in addition to Natural Armor)
3rd One natural weapon is
poisoned
4th Sever Spirit becomes (2/life)
May wear up to two points of
armor (in addition to Natural
Armor)
5th Flight becomes (unlimited)
6th Sever Spirit becomes (unlimited)
Both natural weapons are poisoned
May wear up to three points of armor
(in addition to Natural Armor)


 Magic-like Ability: Flight (1/life)
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(2/life)
(unlimited) Only
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Oni mage - Oni, Tsunami
Oni Mage
(CK: Bresil Etarlaim /Art: Derek Henderson)
Description:: Oni Mages are a rare form of Oni that has
Description
mastered the magical arts. Their powers make them feared
and obeyed by all of the lesser humanoid races in their
communities. Their favorite weapon is the tetsubo.
Garb: Horns, fur, & oriental garb, face and body paint in
one solid color (deep red, blue, green)
:
Extra-Planar Humanoid
Q/M Ratio:
Ratio
6/1
:
2 points Natural
:
2 Short (natural), Any
melee
:
Death, Poison, Subdual
:
3

(unlimited)
(1/life)
(2/life)






 Magic-like Ability: Sever Spirit (1/life)

(Wizard) (points as below)

1st
2nd
3rd
4th
5th
6th



5 points 1st level wizard magic
5 points 2nd level wizard magic
5 points 3rd level wizard magic
5 points 4th level wizard magic
5 points 5th level wizard magic
5 points 6th level wizard magic

Oni, Tsunami
(RW: Chiba Ryúichiro / Art: Grendel
Grendel))
Description:: Many generations ago, long before the rise of
Description
the civilizations of Engoku, a proud and foolish Oni
king bragged that his vast armies were so strong,
they could even conquer the sea. When his
boasts were challenged, he marched his
troops to the shore, where the army cast
nets and waged a ﬁerce battle against
the tireless waves. Eventually, the
army accidentally captured a daughter
of the sea king, and being hungry,
they fried her up and had her for
dinner. The sea king was enraged
when he heard, and sent a massive wave, which swamped the
entire army, drowning them.
The Oni didn’t let something
as petty as death stop their
war, though. The spectral
beasts drudged up sunken ships
and began sailing up and down
the shore, killing everything in
their path. Their favorite weapon is
the tetsubo.
Garb:: Broken horns, matted fur, tattered
Garb
oriental clothing. All exposed skin should
be puke green.
:
Undead Humanoid
Q/M Ratio:
Ratio
5/1
:
None, may wear more later
:
2 short (Natural), any melee
Immunities::
Immunities
Control, Death, Poison, Disease, Subdual

:
3
Abilities & Traits


(1/life)
 Magic-like Ability: Touch of Death (1/life)

(2/life)

(unlimited)

 Rubbery


6th
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1st As above
2nd May wear one point
of armor
3rd
One natural weapon
is poisoned
4th
Sever Spirit becomes
(2/life)
May wear up to two
points of armor
5th
Flight becomes (unlimited)
Sever Spirit becomes (unlimited)
Both natural weapons are poisoned
May wear up to three points of armor
(in addition to Natural Armor)
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Onmyoji - Orochi
Onmyoji (/ohn mee oh gee/)
(RW: Chiba Ryúichiro / Art: Unknown [Abe Seimei Shrine])
Description: The Onmyoji (lit. Yin-Yang Masters) are court divinDescription
ers of Nippon. The organization they belonged to is called the
Onmyōryō. Their court responsibilities range from simple tasks
such as keeping track of the calendar, to mystical chores such as
divination and protection of the capital from evil Kami.
Their practice is based upon the Tao. They study the interaction of
the ﬁve elements: earth, air, ﬁre, water,
and void. Onmyoji also summon and
control Kami, or spirits.
: Flowing, courtly Nipponese garments, tokin (a type of hat).
:
Standard Humanoid
:
2/1
:
None
:
Dagger, Staff
:
None
:
4
:

 Magic Caster:
Caster Onmyoji use the
Healer spell list. They use the following Magic Points Progression
schedule:

Level
1
2
3
4
5
6

1st
6
6
6
4
3
2

2nd

3rd

4th

5th

6th

6
6
4
3
3

6
4
3
2

5
3
3

4
2

3

1st
2nd
3rd
4th
5th
6th

Gains
Summon Minor Kami
Gains
Gains
Luck Point
Gains
Summon Major
Kami
Gains
Reincarnate
Gains
Summon Godly
Kami (1/game)

Orochi (/oh roe chee/)
(RW: Chiba Ryúichiro / Art: Elfwood)
: The most
all time, Orochi was
made at the dawn of
time, and will continue until he brings
about the destruction
of the world. Orochi
is huge, staggeringly
huge, winding around
mountains, drinking
lakes dry, and crushing whole villages with
a single step. Orochi
has ten heads, a mean
streak wider than the
Milky Way, and cannot
be killed…at least, not
for long. If it is killed,
it will likely leave the
area be for many years.
: Scaly black and green garb, horns
: Multi-Person Mystical Beast
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Q/M Ratio:
Ratio:
:
:
:

10 / 1 (QUEST)
3 points Natural Invulnerable (per head)
One short melee (Natural) per head
None
1

:
Abilities & Traits:
Traits
 Regeneration, Greater








(u/u) as breath weapon. (two

 Innate Magical Ability: Sphere of Annihilation (u/u) as breath


(u/u) as breath weapon. Can-

 Innate Magical Ability: Lightning Bolt (u/u) as breath weapon
 Innate Magical Ability: Petrify (u/u) as breath weapon (two
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Pipek - Raiju
Pipek
(RW: Chiba Ryúichiro/Art:: SEAU)
Description:: Pipek is a demon, and not very nice
Description
to boot, but he is in the business of hunting
other demons. For a generous fee, he will
gladly alleviate any demonic pest problem
you may have. Pipek is humanoid, with
dark blue skin and boar tusks. He only
wears the ﬁnest of clothes and armor,
as well as a tall gold crown. Incidentally, he’s a master of astrology,
and usually has a star chart on him
somewhere.
: Golden garb, golden crown,
tusks and blue makeup, star chart.

:

Extra-Planar Humanoid
:
5 / 1 (QUEST)
:
2 points Natural Invulnerable,
may wear up to two points Normal
:
Any melee
:
Death, Poison, Flame, Control

Abilities & Traits


 Know Vulnerabilities
 Innate Ability: Luck Point (1/life)

Raiju
(RW: Chiba Ryúichiro/Art: Kalomus [gfxartist.com])
Description: Raiju is the pet of Raiden, the god of lightning. Like
Description
its master, Raiju is quick to anger, and prone to killing people with
lightning. It also has a tendency to sharpen its claws on large trees,
leaving large, slightly burned out scratches wherever it goes.
: Wolf-like garb with electric highlights.
:
Mystical Beast
Q/M Ratio:
Ratio
3/1
:
2 points Natural
:
Two Short (Natural)
:
Flame
:
3






: Call Lightning
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Ryu
Ryu (/ree you/)
There are ﬁve basic types of Ryú. Each has
become a symbol of the realm they tend to inhabit, sacred to its people. Killing a Ryú
of your opposition is a common condition for victory in war in Engoku.
Indeed, it was thru slaying a dragon
in each realm that Nippon gained
dominance in Engoku. Despite this
tendency, each type is found throughout the Five Realms. There are even a
few unique Ryú ﬂying about, unlike any
of their elemental counterparts.
Ryú are, for the most part, benevolent to
mankind, particularly the wise and kind.
They are quite intelligent; prone to doing great
deeds for the pure and suffering terrible misery unto
the wicked.
Ryú are huge, ﬂying thru the sky unaided by wings.
They have a very serpentine appearance, except for
their arms and legs. They usually have long, ﬁery
moustaches, eyelashes, and sometimes beards.
Most live in Mountains Terrain, even if it
the mountain is underwater.
Ryú Mount Option: At some point, play-

ers will want to use a Ryú for a mount, either
a large Quest or dramatic aerial combat. If
so desired, and approved by the reeve, Ryú
may be given the Greater Mount Trait. All
players should be made aware
if this option is used in
battlegame. Keep in mind,

 Magic-like Ability: Earthquake (1/life)

(u/u) as breath weapon
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a

players
mounted
on ﬂying
creatures
may engage
in melee with other ﬂyers,
avian mounts and their riders
as well. Note: going into melee
against a Monster with Natural Siege
Weapons is not a really good idea.

Ryuchi (/ree you chee/)
(RW: Chiba Ryúichiro / Art: Elfwood)
Description: The RyúChi is particular to the wholly mountainous
Description
Realm of Nippon. The Lord of the RyúChi, Yamakou, still resides
in his abode under Mt. Fuji. RyúChi are a
jade color, from deep green to almost white.
Garb: Garb or armor with the suggestion
of jade scales. Something that looks like an
oriental celebration dragon would be excellent.
:
Mystical Creature
Q/M Ratio:
Ratio
8/1 (QUEST)
:
4 points Natural
Invulnerable
:
2 short swords (Natural)
Immunities:
Immunities
Control, Subdual, Poison,
Disease, Traps
:
3

for
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Ryu
Ryufu (/ree you foo/)
(RW: Chiba Ryúichiro / Art: Elfwood)
Description: The RyúFu, otherwise known as the Celestial Dragon,
Description
are mostly found in Zhong-gou. They are particularly found in the
Himalayas and around the Yangtze river. RyúFu are golden, with a
white underbelly.

: Garb or armor with the suggestion of golden scales. Something that looks like an oriental celebration dragon would be excel:
Q/M Ratio:
Ratio

Mystical Creature
8/1 (QUEST)
:
4 points Natural Invulnerable
:
2 short swords (Natural)
Immunities: Control, Subdual, Poison,
Disease, Traps





(Air)


 Innate Magical Ability: Lightning Bolt (u/u)
as breath weapon
Levels As Per Elemental Caster

Ryuka (/ree you kah/)
(RW: Chiba Ryúichiro / Art: Elfwood
Elfwood))
: The RyúKa prefer the dry deserts and steppes of Tartarus. RyúKa are bright red in color.
: Garb or armor with the suggestion of red scales. Something
that looks like an oriental celebration dragon would be excellent.
:
Mystical Creature
Q/M Ratio:
Ratio
8/1 (QUEST)
:
4 points Natural
Invulnerable
Weapons:
Weapons
2 short swords
(Natural)
:
Control, Subdual, Flame, Poison,
Disease, Traps
:
3
:
 Natural Flight




 Multi-Planar Existence
 Magic-like Ability: Firestorm (1/life)
 Innate Magical Ability: Fireball (u/u) as breath weapon. Can-
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Levels: As Per Elemental Caster
Levels
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Ryu
RyuKu (/ree you koo/)
(RW: Chiba Ryúichiro
/ Art: Elfwood)
Description: The
Description
RyúKu, in their
eternal quest to avoid
the sun, live as far
west as possible, in
Vijayanagar. They
tend towards the vast
mausoleums and the
Ganges River. Rumor
has it one is living
under the Taj Mahol.
RyúKu are smoky, being nearly black along
the back, and a dark
grey along the belly.
Garb: Garb or armor
Garb
with the suggestion
of black and grey

scales. Something that looks like an oriental celebration dragon
would be excellent.
:
Mystical Creature
:
8/1 (QUEST)
:
4 points Natural Invulnerable
:
2 short swords (Natural)
:
Control, Subdual, Death,
Poison, Disease, Traps

 Aerial Superiority




 Magic-like Ability: Doomsday (1/life)
 Innate Magical Ability: Sphere of Annihilation (u/u) as breath
Levels As Per Elemental Caster

Ryusui (/ree you soo ee/)
(RW: Chiba Ryúichiro/Art: Alfred Crane)
Description: The vast seas and oceans of MataDescription
ram are a haven to the RyúSui. The undersea
mountins between the islands are a favorite.
RyúSui are bluish green in color.
: Garb or armor with the suggestion of blue
green scales. Something that looks like an oriental celebration dragon would be excellent.
:
Mystical Creature
Q/M Ratio:
Ratio
8/1 (QUEST)
:
4 points Natural Invulnerable
:
2 short swords (Natural)
:
Control, Subdual, Flame,
Poison, Disease, Traps
:
3







(Water)


(1/life)
 Innate Magical Ability: Acid Bolt (u/u) as breath weapon.
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Shachihoko - Shikigami
Shachihoko (/sha chi hoe koe/)
(RW: Chiba Ryúichiro/Art: Rachael Mayo)
Description: These are sea creatures with the
Description
body of a ﬁsh and the head of a tiger. They
are defenders of the laws of the sea, and are
peaceful, unless someone tries to disrupt the
natural order of things.
: Scaled armor or garb that suggest
scales, tiger mask or makeup
:
Standard Creature
Q/M Ratio:
Ratio
1/1
:
2 points natural

:

:

:

Single short melee (Natural)
None
4

:
 Aquatic
 Aquatic Superiority

 Innate Ability: Pass Without Trace (1/game)

Shikigami (/shee kee gah mee/)
(RW: Chiba Ryúichiro / Art: Grendel
Grendel))
Description:: Shikigami are a sort of familiar, but inDescription
stead of being an animal bonded to a sorcerer, it is
a construction. A caster simply creates the creature
out of paper (origami), and breaths life into it. Unlike
Animal Familiars, a caster can have more than one Shikigami (two
per level, max 12). The Shikigami must be a Standard Beast (Q/M
ratio no greater than 1:1),, and gets all the normal abilities
of the animal (birds can ﬂy, etc). The caster constantly maintains a psychic link with the Shikigami, and
can sense what it senses. If a Shikigami dies,
the caster is affected as if by the Stun spell.
Shikigami are favorites of the Onmyoji.
: Anything to suggest the sort of animal you want to portray. Your summoner
must carry about an origami of you.
: Any Magic-Caster. Shikigami cost at least one spellpoint to summon,
but additional points may be spent to increase their lives
and abilities. Purchasing a Shikigami functions exactly like
purchasing a weapon in all regards, except you cannot use Warskill
to summon one. Abilities and lives purchased are cumulative. No
more than three spellpoints may be spent on any single Shikigami.
:1
:
Animated Beast
Q/M Ratio:
Ratio
.5 / 1
:
None
Weapons:
Weapons
1 dagger (Natural)

Immunities::
Immunities

:

None
See below

Innate Magical Ability: Messenger (unlimited) Must be acti Innate Magical Ability: Pass Without Trace (1/life)
 If two or more spellpoints are spent on a
Shikigami, it may bear an enchantment placed
by its summoner.
 If a total of three spellpoints are spent on a
Shikigami, its summoner (regardless of class)
can Lend one spell at a time to the Shikigami. The summoner pays for the spell,
not the Lend. This ability may be reused
without limit. A Lent spellball may be reused
normally by the Shikigami, but is no longer
useable by the summoner.
 Serial Immortality:
Immortality The creature can return to life
as long as the summoner possesses the origami of it.
 Vulnerability
Vulnerability: The origami carried by the summoner
is susceptible to ﬂame effects. If struck or targeted by
any ﬂame effect (hit by ﬂameblade, targeted by pyrotechnics, enters a ﬂame based ﬁxed enchantment, etc), it is
destroyed. This nulliﬁes the ability Serial Immortality, and
destroys the Shikigami.

: Shikigami always come alive at their summoner,
but may not come alive if the summoner is dead or shattered.
Levels: None
Levels

TORII
A TORII IS A WOODEN GATE WITHOUT A DOOR OR FENCE. TORII MARK ENTRANCES TO SACRED SPACES. SOMETIMES
THE SPACE THEY DEMARK IS AS BANAL AS A SIMPLE TEMPLE, BUT SOMETIMES THEY DENOTE REGIONS OF VAST POWER,
HOMES OF POWERFUL KAMI, OR FIELDS OF STRANGE TERRAIN.
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Shinobi - Shugenja
Shinobi
All Classes Archetype
: Behind the mythology that is the Ninja lies a much
more interesting truth: the Shinobi. Shinobi, while they are occasionally put to the task of assassinating important ﬁgures before
a battle, are primarily spies. They inﬁltrate the ranks of the enemy
by looking like they should be there, and even doing the work of
their enemies. But when the time comes, their sinister purpose is
fulﬁlled. The ﬁnest of Shinobi will only be known to their master.
: Shinobi wear the garb of their class, something that looks
normal, and not out of place. While inﬁltrating an army of gaijin,
for instance, going around in a kimono and hakama would make
the Shinobi stick out like a sore thumb. The black pajamas are right
out. If playing the part of a peon, try wearing disguises. Inﬁltrating
a camp of stick jocks? Wear a crappy t-tunic and some sweat pants.
Essential Spells (All): For Shinobi spell casters, the spell list should
ﬁt the task at hand, so there are no ‘Essential’ Shinobi spells. That
being said, the Shinobi should always have a slew of spells to help
them escape if things get bad. Bard in particular has a number of
spells that make spying easier, and is highly recommended for a
(Druid): Ambidexterity, Barkskin, Commune,
Finger of Death, Plant Door, Any ‘Protection’, Stoneskin, Teleport,
Touch of Paralyzation
(Healer): Circle of Protection, Heal, Lost, Mute,

Any ‘Protection’, Sever Spirit, Stun, Summon Dead, Talk to Dead,
Teleport, Touch of Death, Wounding
Suggested Spells (Wizard): Ambidexterity, Circle of Protection,
Defend, Finger of Death, Flight, Hold Person, Liplock, Messenger,
Any ‘Protection’, Sever Spirit, Shove, Stack, Stun Weapon, Talk to
Dead, Teleport, Touch of Death, Wounding
Suggested Spells (Bard): Charm, Confusion, Hold Person, Liplock,
Lore, Mute, Mimic, Any ‘Protection’, Talk to Dead, Truth, Visit,
Essential Abilities:
Abilities Essential to the Shinobi are Abilities that assist
in either blending in with the crowd, being totally unseen, or getting
away if things go bad.
: Since Shinobi are sometimes called upon to assassinate an important target without leaving any clues, Abilities that
make that easier are a good thing to have, just in case.
: Shinobi are never too quiet, never too loud.
They always seek to look as normal as possible, as if they belong
there. Since there are few game effects they can get to give them
access to their opponents’ camps, they must rely on Role Play to
get the job done. This makes Shinobi the single hardest Archetype,
Class, or Monster to play.
: Whatever they’re expected to have on them. Still trying
to inﬁltrate a camp of stick jocks? Bring a single short. You get the
idea.

Shugenja (/shoo gen jah/)
(RW: Chiba Ryúichiro / Art: Troy Graham)
: After many, many years in isolation, a
Yamabushi becomes more than human. They become a Kami, and demand to be known as Shugenja.
Shugenja are in many ways like the Yamabushi, in
dress, and in attitude. They are defenders of nature,
living their lives in constant struggle with evil Kami.
They are of no particular faith, and do not follow the
rules of society or man. Shugenja, unlike Yamabushi,
do not require a shakujo to cast.
: Checkered kimono, small black hat (called a
tokin), accents and symbols reminiscent of their ele:
:

:
:
:

:

Mystical Fae Humanoid
2/1
None
Staff, single short sword, melee
dagger, hand axe
Control
4

:
 Elemental Caster (select one element)
As Per Elemental Caster
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Sohei - Steppe Warrior
Sohei (/soe hay/)
Monk Archetype

Description Sohei are part of a Holy class, but are not themselves
Description:
taught much in the ways. Instead, they are taught to ﬁght, and
perhaps ﬁnd enlightenment thru combat. Their role is simple:
protect the real monks from invasion or brigands. While some are
wise and pay attention to the efforts of those they protect, others
are simply doing their job as hired goons. Some monasteries are
actually collectives, banding together great armies of Sohei for the
sole purpose of gaining political power under religious ﬂags…not
unlike crusaders.
Garb: The base ranks of the Sohei wear layers of garb, the bottom
Garb
being white, the top being black. They also wear a white hood that
covers the face. Higher ranks prefer elaborate and colorful armor,
and do not cover their face.
: All the various immunities, as well as Missile
Block and Greater Missile Block
: Heal, Touch of Death, and Transfer Life
Role-Playing Notes:
Notes Sohei are generally quiet and efﬁcient. They
ﬁght brutally, allowing no quarter until victory has been achieved.
When not ﬁghting a battle, though, they are peaceful and shy away
from the debauchery you’d normally expect from an army.
: Sohei often function in regions that don’t allow them to
carry swords, so most tend towards atypical weapons such as polearms (particularly the naginata), kama, and tetsubo.

Steppe Warrior
Barbarian Archetype
Description:: While everybody else is busy developing agriculDescription
ture and culture, the Steppe Warriors of Tartarus
make a living as nomads, simply taking whatever they can from the land and from their
neighbors. Steppe Warriors are barbarians of the truest nature, but tactical
masters. They rely heavilly on
horses for food, transportation,
and warfare. On foot, they
ﬁght in cohesive units, usually numbering 10 per unit.
Garb: Steppe Warriors
Garb
wear a kimono-like garment
known as a caftan or del. Under
that,
men wear loose ﬁtting trousers, and women
might wear long pleated skirts. Both men and
women wear their hair long, often in a pair
of braids that loop up to the top of the braid
just behind the ear. Of course you can’t
forget the fur-brimmed
hats and boots with up-

ﬁght on their feet, every Steppe Warrior has two horses, and often
uses them in battle. Whenever you can, get yourself an Archery
Mount.
Role-Playing Notes:
Notes: Steppe Warriors are a walking dichotomy. On one hand they are rude, smelly, and tending towards theft and murder, but on the other hand they have
their own sense of etiquette, and
are respectful of life and nature.
For instance, while wading thru
their enemies, they wear boots
with upturned toes speciﬁcally so
they don’t step on too many bugs, in accordance with their life-respecting philosophies.
: Steppe Warriors get most of their
weaponry from their
victims, and are keen to use
any of them, but as mounted warriors they focus on
spears and short bows.

: While many do
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Taotie - Tengu
taotie (/daow tee yeh/)
(RW: Chiba Ryúichiro/Art: GodChecker)
Description:: Taotie used to be simple, ﬂesh eating
Description
monsters roaming the land gobbling people
up. Eventually, though, some benevolent spirit
decided that was enough of that, and punished
them by taking away their bodies. Now they are
simply heads, rolling about the land chewing on
people’s ankles. Those unfortunate enough to
be eaten need not worry, though…they simply
come out the other side. Taotie are often found
wherever humans are sacriﬁced.
: Taotie mask with horns and fangs, black, nondescript garb
:
Extra-Planar ‘Humanoid’ (sorta)
Q/M Ratio:
Ratio
1/1

Armor:
Armor
:

:
Natural Lives:


(2/life)



: anyone killed by a Taotie will return
after their normal death count without the loss of life.
Pre-death wounds are persistent.
 Weak
 Sheer Numbers

Tengu (/ten goo/)
(RW: Chiba Ryúichiro / Art: Chiba Ryúichiro)
Description: Tengu are small, goblin-like creatures of Japanese
Description
mythology. They are quite mischievous, and love harassing the
vain, pretentious, and arrogant. Their favorite targets are those who
use their power for personal gain, particularly monks and healers,
though they will occasionally pursue naughty children and selfimportant samurai. They are winged creatures, and have a minor
shape-shifting ability: they can appear as an old person with an
extraordinarily large nose. Tengu are humanoid, but with the facial
features of a crow (particularly the beak).
: Tengu mask, wings, oriental clothing.
:
Humanoid
Q/M Ratio:
Ratio
1/1
:
May wear one point
:
Single short melee, or staff
:
None
:
6



(2/Life)(Tengu, Old Peasant Man or

 Sheer Numbers
1st
2nd
3rd
4th
5th
6th

As above
Sheer Numbers becomes (8 lives total)
Gains
Sheer Numbers becomes (10 lives total)
Sheer Numbers becomes (12 lives total)
Gains
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2 points Natural
Invulnerability
Single Short
Death, Poison
8

(1/game) (m)
(1/game) (ex)
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The Lady - Tsukumogami
The lady
(RW: Chiba Ryúichiro / Art: Elfwood)
: Simply known as ‘The Lady’, she
is the mother of all Kitsune. She is a unique
creature, and cannot die, per sé. She can,
however, be chased back to the realm of the
Kami. She is a bodhisattva, a very wise person
who holds the keys to the universe. The Lady
is silver in color, and has ten tails. She is said
to be strikingly beautiful.
: Silver fox apparel, ten tails.
:
Extra-Planar Humanoid
Q/M Ratio:
7 / 1 (QUEST)
:
4 points Natural
Invulnerable
Weapons:
Weapons
2 short melee (Natural)
:
Magic, Subdual, Death,
Poison, Disease, Control

:

2

 Multi-Planar Existence


(fox, beautiful

 Magic-Like Ability: Circle of Protection

(unlimited)
 Magic-Like Ability: Doppelgang (unlimited)

(1/life)

(4 bolts/U)
 Innate Ability:
Ability Fireball (4 bolts/U)
 Vulnerability
Vulnerability: Beneﬁcent
: None

Tsukumogami (/soo koo moe gah mee/)
(RW: Matthias Fleewinter / Art: Youkaimura
Youkaimura))
Description: Tsukumogami are inanimate
Description
things, usually common household objects,
which become “alive” in some way. How this
works is unclear. The most common belief is
that Tsukumogami are eyewitnesses to strongly
emotional events such as ritual sacriﬁce, where
the psychic energy released during such evil
deeds is absorbed somehow by the environment, creating Tsukumogami. Tsukumogami
vary widely in size and material, being limited
only by whatever is found near the emotional
event. It is believed possible to summon Tsukumogami deliberately, but all known attempts to
do so have failed.
: Dress up to look like some knickknack
or piece of furniture or household item, with
colors as appropriate.
:
Mystical Construct
Q/M Ratio:
Ratio
0.5/1
:
None
Weapons:
Weapons
two daggers or ﬂails
(natural)

:
:

3rd
4th
5th
6th

Control, Death, Subdual, Poison, Disease
1

 Innate Ability: Blend (unlimited)(only
useable among objects of similar type or
in its “natural” environment [such as an
animated book hiding in a library])

 Vulnerability: Slow
 Vulnerability: Weak
Choose one based on the primary material
the object represented is made from:
 Glass or Stone:
 Clay or Metal:
 Wood or Paper: Entangle Heal
Levels
1st
As above
2nd
1 point of natural armor
May use two short melee weapons
+1 natural armor (total of 2 points)
May use two long melee weapons
+1 natural armor (total of 3 points)

DUELING
NOTHING DEMONSTRATES A WARRIOR’S SKILL AND VIRTUE BETTER THAN DUELS. INDEED, MANY
CONSIDER IT AN INTEGRAL PART OF THE BUSHIDO CODE OF DEFENDING YOUR HONOR TO THE
DEATH. THE ATTITUDE EXTENS BEYOND WARRIORS; EVERY REALM OF SOCIETY PITS ONE PERSON
AGAINST ANOTHER TO DETERMINE TRULY WHO THE BEST IS. ONE SHOULD EXPECT AND SEEK
OUT DUELS AND PERSONAL RIVALRIES. KEEP TRACK OF YOUR VICTORIES, AND THE VICTORIES OF
OTHERS. THIS IS THE ESSENCE OF HONOR.
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Wushu - Yamabushi
Wushu (/woo shoe/)
Monk Archetype
Description: Wushu are disciples of a school of
Description
martial arts. There are literally hundreds of schools of
martial arts, each having its own style and philosophy.
The two most powerful, though, are Kung-Fu
and Shaolin. Wushu live in constant struggle
with bandits, local warlords, yakuza, Sohei, and
occasionally even other Wushu from competing
schools. With few exceptions Wushu believe in
peace above all, but accept that in the real world
one must be able to protect themselves, their families, and their community.
: Kung Fu Wushu wear black garments
with off color cuffs, buttons, and collars. Shaolin Wushu wear loose-ﬁtting orange garb with

black or white boots.
Essential Abilities:
Abilities The Monk class was written
almost speciﬁcally for the Wushu, so everything
Role-Playing Notes:
Notes While you are encouraged
to learn the kata (forms) of the various schools
of martial arts, I must remind you to keep your
hands off of other players. That being said, learning the
kata and stances will help you add ﬂair to your combat
style. Wushu are enlightened people, and only use their
skills to beneﬁt others.
: Wushu are trained in a wide array of weapons, and
will use whatever is convenient or most effective.

Yamabushi (/ya ma boo she/)
Druid or Wizard Archetype
: Yamabushi, lit ‘mountain warrior’, are defenders of nature, living their lives in constant struggle
with evil Kami, or spirits. They are of no particular
faith, and do not follow the rules of society or man.
They even wear swords, a big no-no for anybody
but Samurai.
: Yamabushi wear loose-ﬁtting kimono
with an overcoat, as well as hakama that
are tied down below the knees. No
Yamabushi would be caught dead
without their hat (called a ‘tokin’) and
low-hanging necklace with big puffy
balls of cotton. When traveling, they’ll have their
shakujo (ritual staff) with them.
Essential Spells (Either): Those spells which will
harm or call upon spirits, elementals, extra planar

creatures, summoned creatures, and
Suggested Spells (Either): Yamabushi
tend to focus on a single element of magic:
earth (Subdual & Protection), air (Control),
ﬁre (ﬂame), water (neutral), or void (Death &
Spirit). Choose one, and focus on it, shying away
from any opposing elements.
: Yamabushi are loners, and often
avoid the company of others. They don’t travel into
town much, unless some spirit is causing havoc.
Yamabushi, like all Engoku casters, use ofuda as
spell strips.
: Yamabushi always carry a long sword,
and often a staff. They are never seen with shields or
short bows.

THE FIVE ELEMENTS
ENGOKU MAGIC IS DEFINED BY ELEMENTS. THOUGH EACH REGION HAS ITS OWN INTERPRETATION OF THESE FIVE ELEMENTS, THE BASIC FORM IS
EARTH, AIR, FIRE, WATER, AND VOID.
 VOID – KU – SPIRIT & DEATH – VOID CONNECTS US TO THE CREATIVE SOURCE. IT IS UNKNOWABLE AND POWERFUL. IN MAGIC, IT IS
MORTALS’ COMMUNICATION OR TRANSCENDENCE TO THE DIVINE.

– FU – CONTROL – AIR PROVIDES MOVEMENT. IT IS WISE AND EVASIVE. IN MAGIC IT DICTATES TO THE MIND.

– KA – FLAME – FIRE TRANSFORMS TO BASE COMPONENTS. IT IS PASSIONATE AND AGGRESSIVE. IN MAGIC IT IS THE GREAT DESTROYER.

– SUI – NEUTRAL – WATER BINDS ALL THINGS TOGETHER. IT IS EMOTIONAL AND ADAPTABLE TO THE SITUATION. IN MAGIC IT BLURS
THE LINE BETWEEN ONE FIXED ATTRIBUTE AND THE NEXT.

– CHI – PROTECTION & SUBDUAL – EARTH GIVES SUBSTANCE. IT IS UNYIELDING, AND STUBBORN. IN MAGIC IT IS THE UNCHANGING
AS YOU MAY HAVE NOTICED, THE SORCERY SCHOOL DOES NOT HAVE AN ELEMENT. THIS IS A MYSTERY MANY A YAMABUSHI AND SHUGENJA HAVE
DEBATED OVER. THE GENERAL CONCENSUS IS THAT SORCERY IS THE SCHOOL IN WHICH ALL THE ELEMENTS COME TOGETHER.
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Yukionna
Yukionna (/yoo kee oh nah/)
(CK & EH / Art: Bridget Wilde)
Description:: Otherwise known as Snow Woman,
Description
she is a supernatural, Japanese female with pale
blue skin, wearing white. She hates all humans,
whom she lures into cold weather to kill them.
The Yuki-Onna only appears in snow storms or
other icy weather.
Garb: White Kimono or other white Asian type
Garb
:
Q/M Ratio:
Ratio
:
:
:

Natural Lives
Lives:

1

(4/u)
 Magic-like Ability: Teleport (unlimited)

(unlimited)

(unlimited)
 Magic-like Ability: Charm (unlimited)

(4/life)
 Innate Ability: Camouﬂage (unlimited)
 Innate Ability: Touch of Death (unlimited)
(unlimited)

(8/game)
Innate Ability: Ice Heal

Extra-Planar Humanoid
8/1 (QUEST)
2 points invulnerability
None
Normal Weapons, Poison,
Control, Death, Neutral,
Protection, Sorcery, Subdual, Spirit

ETIQUETTE
PROPER ETTIQUETTE IS VERY IMPORTANT IN ENGOKU. UNLIKE IN THE WEST, WHERE ONE EXPRESSES MANNERS AS AN EXTENTION OF ONE’S
BREEDING OR SPIRIT, IN ENGOKU ONE EXPRESSES PROPER FORM TO INFLUENCE ONE’S BREEDING OR SPIRIT. IN NIPPON, RUDENESS IS CALLED
‘SHITSUREE’, OR ‘LOSS OF FORM’. TO APPOLOGIZE FOR RUDENESS, ONE MIGHT SAY ‘SHITSUREE SHIMASHITA’, OR ‘WHAT I DID WAS NOT GOOD
FORM’’ .
BELOW ARE A FEW GUIDELINES FOR PROPER ETIQUETTE IN ENGOKU, PARTICULARLY NIPPON.

– SITTING IS DONE EITHER ON YOUR KNEES OR A PILLOW. IF ARMED, PLACE YOUR SWORD ON YOUR RIGHT SIDE WITH THE BLADE
FACING YOU, AND THE HANDLE TOWARDS THE FRONT. IF YOU EXPECT A FIGHT, AND DON’T MIND OFFENDING PEOPLE, YOU CAN PLACE
IT IN FRONT OF YOU, EDGE TOWARDS YOU, WITH THE HANDLE ON THE LEFT. IF YOU DON’T CARE, PLACE IT ON YOUR LEFT, EDGE OUT,
HANDLE TO THE FRONT. THE IDEA IS, THE EASIER IT IS TO PICK UP AND SWING, THE RUDER YOU’RE BEING.

– NEVER LEAN UPON YOUR SWORD OR A WALL, AS THIS IS CRUDE. IF A PERSON IS ARMED, THEY WILL DECLARE
HOW MUCH PERSONAL SPACE THEY HAVE (AND BY EXTENTION, THEIR RANK) BY HOW HORIZONTAL THEIR SWORDS ARE IN THEIR OBI.
BREACHING THIS SPACE, OR COMING IN CONTACT WITH THEIR SWORDS, IS A SURE WAY TO GET KILLED. IF YOU MUST APPROACH SOMEONE,
YOU SHOULD BOW AND ANNOUNCE YOURSELF. YOUR HAND SHOULD NEVER TOUCH YOUR SCABBARD, UNLESS YOU INTEND TO STRIKE.

– JUST LIKE IN THE MILITARY THERE IS A MANNER OF GREETING YOUR SUPERIORS. IF YOU CROSS PATHS WITH SOMEONE OF
HIGHER RANK, YOU SHOULD BOW. IF THEY RETURN THE BOW, YOU SHOULD IMMEDIATELY BOW LOWER. BOWING IS ALSO A STANDARD
ELEMENT IN GREETINGS AND FAREWELLS. BOWING IS GENERALLY DONE AT THE WAIST, UNLESS WITH EQUALS OR FRIENDS IN AN INFORMAL
SITUATION, IN WHICH CASE A NOD DOES THE TRICK. THE MOST EXTREME BOW IS TO PROSTRATE ONE’S SELF, TOUCHING YOUR FOREHEAD
TO THE GROUND. THIS IS USED WHEN PEASANTS SPEAK TO NOBLES, OR WHEN ANYONE IS SUMMONED BEFORE A COURT OR APOLOGIZING

– SOMETIMES, PARTICULARLY WHEN ENTERING AN ABODE, ONE MUST GIVE UP THEIR WEAPONS. FIRST, NEVER
TOUCH A SWORD WITHOUT PERMISSION, OR YOU FORFEIT YOUR LIFE. THE SUPERIOR, WITH ONE HAND, GRASPS THE SWORD PALM DOWN
NEAR THE MIDDLE, HANDING IT OVER HORIZONTALLY. THE INFERIOR RECEIVES IT IN BOTH HANDS, PALMS UP. WHEN HANDING IT BACK,
THE SAME POSITIONS ARE TAKEN. IF THE SWORD IS UNSHEATHED, GRASP IT AT THE BASE, TIP UP, WITH THE EDGE TOWARDS YOU. THE
RECIPIENT GRASPS THE SWORD DIRECTLY UNDER THE TSUKI (GUARD).

- BEFORE ENTERING A PERSON’S HOUSE, IT’S IMPORTANT TO FIRST REMOVE ANYTHING ‘UNCLEAN’. THIS USUALLY
MEANS YOUR SHOES AND COAT. THE COAT IS TO BE FOLDED TWICE TO MAKE A NEAT LITTLE SQUARE. BOTH THE SHOES AND COAT ARE
PLACED ON THE FLOOR NEXT TO THE WALL. IT’S VERY RUDE TO STACK COATS AND SHOES.
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Terrain Effects
Avalanche
Avalanches are sudden ejections of material from the side of a
Mountain. The snow banks that cause these wild events are notoriously unstable. Yellow strips on Mountains denote an Avalanche
area. Anybody taking more than three steps in an Avalanche area
triggers an Avalanche. When triggered, everyone in the area, as well
as everyone ‘downhill’ on the Mountain Terrain, is affected as per
the Shove spell. Weeeeee! *THUD*
Bamboo Field
Bamboo typically isn’t very wide, but when it grows densely it may
as well be redwood. Bamboo Fields are marked by bamboo shafts
staked around the area. Bamboo
Fields have several effects.
Projectile and Thrown Weapons (excluding White weapons) may not be
used at a range greater than 20 feet.
Likewise, you may not ﬁre a bow
or throw a weapon (again, excluding White weapons) into a Bamboo
Field.
Line of Sight is limited to 20 feet.
One or more noncombat Reeves
wander the area armed with unlimited Lost. The Bamboo Fields tend to
focus on individuals who are alone,
running, ﬁghting, or using an Ability.
Lava Flow (Gentle)
Orange and silver ribbons are placed
around the area to signify a river of molten rock crawling across the
ground. Reeves may alter the boundaries as the game progresses.
Beings without protection from or immunity to Flame are instantly
killed and all their equipment destroyed if they move through it.
Beings protected from Flame and all equipment they are carrying are immune to this effect. Invulnerabilities are worn through
all locations at the rate of one point per second. Normal armor is
automatically bypassed.
All creatures entering this area must drop to their knees while moving through it, unless they are Aquatic, Large, Very Large, or ﬂying.
In rare cases where items that can survive exposure to lava, the light
currents of a Gentle Lava Flow is represented by having Reeves
pick up and move items around the ﬁeld as they ﬁnd them. Nothing
should actually be hidden from the players, but its okay to move
things from one side of the ﬁeld to the other. Certain areas could
serve as “tidal pools,” places where items just seem to naturally
collect. Players who are searching for relocated items should be told
where their equipment may be found.
Lava Flow (Buffeting)
It is as per Lava Flow (Gentle) with the following additions.
A non-combat Reeve, armed with unlimited Shove spells, wanders
aimlessly around the ﬁeld, forcing players in random directions. The
Reeve should feel free to send players into other hazardous areas or
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toward nearby encounters, but to not pick on one player for more
than three or four Shoves in a row. For gameplay purposes, these
Shove spells do not count as one hit against Invulnerability and
players with Invulnerability may not ignore these Shoves.
Reeves are encouraged to change the boundaries of the Lava Flow
(Buffeting) as the game progresses.
Lava Flow (Rapids)
It is as per Lava Flow (Gentle), with the following changes. These
lava streams are nearly impossible to resist under normal circumstances. The good news is they are largely stationary, and can be
avoided by those in the know. Mark out these currents on the
ground in red ribbon, shaped like an
arrow pointing in the direction of the
rapids and use the same colored ribbon to mark a “stopping point”. Any
player who comes within ﬁve feet of
these arrows is immediately swept
toward the endpoint. They must
move briskly toward the destination
and may not be attacked in any way
while moving. These streams may be
set up in a series to relocate players to
far-ﬂung areas of the playing ﬁeld or
into other encounters far from their
comrades
In rare cases where items that can
survive exposure to lava, the currents
of a Rapid Lava Flow delivers any
item dropped anywhere within 5 feet
of the aforementioned arrows to the destination point.
Mountain
Areas marked with a grey strip (the Mountain) surrounding a white
strip (the Peak) is Mountains Terrain. The Mountains Terrain
naturally doesn’t cover the whole of a vast mountain, only the most
dangerous parts approaching the Peak. You’re constantly just on
the edge of loosing your footing and plummeting down some cliff
face or jagged crevasse. That threat of falling has three effects:
Any item (except Game Items) dropped on a Mountain is lost,
gone, ﬁnito. It’s not necessarily destroyed, just nigh to impossible
to ﬁnd. Might make a good future quest ;)
Any player or monster may cast Shove upon any other player or
monster on the Mountain that isn’t ‘Grasping’. To Grasp, they
must keep their arm closest to the Peak free (holding nothing, casting nothing, signaling nothing), and repeat ‘Grasping’ every two
seconds. A dead or bound arm cannot be used to Grasp. Bound,
sleeping, frozen, or otherwise immobile players and monsters cannot Grasp. Any player or monster on a Mountain that is not ﬂying
dies as the result of any sort of shove. As per the Rules of Play,
keep your hands off one another.
Players on the Mountains Terrain gain the Trait: Slow.
Projectiles cannot cross Mountain Terrain borders that are ‘uphill’.
Creatures with the Large or Very Large Traits, or creatures that are
ﬂying, are immune to the effects of Mountain Terrain.
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Terrain effects
Mountain Path
Areas in Mountains marked by two brown strips are Mountain Paths. Mountain Paths are usually never wider than 2ft, and often narrower. While on a Mountain Path, players and monsters
may ignore the effects of the Mountain Terrain. Mountain Paths cannot be placed within a
Mountain Peak. Note that the spell Shove can put you off the path, but you can probably free
up that hand quicker than they can cast Shove on you again.
Mountain Peaks
Marked by a white strip and above the treacherous ridges lies Mountain Peaks. These snowcapped gauntlets are no-mans lands, ready to toss you off. The angles are steep and the snow
is ready to slide. Mountain Peaks can only be entered normally by players and monsters that
are ﬂying. Others can only enter if they Grasp with three limbs free (otherwise, Grasping
is as above). They must also keep their bodies turned towards the center of the Mountain
Peak. They may turn their head however they like. Failure in any of the above requirements,
or being effected by any sort of shove, results in the player or monster instantly falling off the
mountain and dying a gruesome, crushing death. Feel free to role play that last part ;) Flying
creatures cannot fall off a Mountain Peak. Projectiles cannot cross Mountain Peak Terrain
borders that are ‘uphill’.
Punji Stick
Pungi sticks are an ingenious form of trap. Small bamboo shafts are sharpened, soaked in
feces, and placed in the ground. The Terrain is marked by yellow and brown strips. Anyone
entering the ﬁeld immediately takes a leg wound, and is affected by Touch of Plague. The
wound cannot be healed until the Plague is cured.
Steppes
Steppes are wide, WIDE open plains, too dry to be a forest, but not quite a desert. Steppes are
too vast to be marked by strips, they are simply announced. There are no trees or any growth
thick enough to hide anything larger than a gerbil, nullifying the use of Camouﬂage and Plant
Door. Only in-game constructions count as obstructing the ﬁeld of vision (ex: hiding behind
a real tree doesn’t work against Doomsday).
Tsunami
Tsunami are waves of unimaginable size. Often they are caused by storms and high wind, but there is a sort that only occurs at the
shoreline, which is caused by earthquakes. Tsunami is a rare Terrain, in that it can be manufactured by a player thru use of the Wind spell,
or a monster via the Earthquake ability. If Wind is used over open water, a Tsunami is created all around the caster, traveling outwards
to distances far wider than a scenario’s scope. While on any water terrain, the Tsunami instantly destroys any ships, and kills anyone on
board that isn’t Aquatic or Tough. The ship the caster is on is not affected. If Earthquake is used far out at sea (no land visible), when the
Tsunami makes landfall, anyone within 50’ of the shoreline without Aquatic or Tough dies. Those between 50’ and 100’ feet away from the
shore without Tough or Aquatic take a wound (their choice). Note that this will kill the wounded.

A BOOK OF FIVE RINGS
NO, NOT THE GAME. WHILE THAT’S A GREAT SOURCE OF INSPIRATION FOR YOUR ENGOKU
CHARACTER, TOUCHING ON IT HERE WOULD BE IFFY IN THE WORLD OF TRADEMARKS. INSTEAD I SPEAK
OF THE WORK OF MIYAMOTO MUSASHI, IN WHICH HE DESCRIBES THE PATH TO VICTORY ALONG THE
LINES OF THE FIVE ELEMENTS: EARTH, WATER, FIRE, WIND, AND VOID. IN IT HE DESCRIBES TECHNIQUES,
TRICKS, AND TACTICS THAT TRANSLATE WELL INTO ANY ARENA OF WARFARE, INCLUDING OUR
SIMULATION OF IT. WHILE WE’RE ON THE SUBJECT OF LITERATURE, I’D BE REMISS IF I DIDN’T MENTION
SUN TSU’S ‘THE ART OF WAR’. BEING KNOWLEDGEABLE IN EITHER OR BOTH OF THESE BOOKS WILL
NOT ONLY HELP YOU PLAY AN ENGOKU CHARACTER BETTER, BUT MAKE VICTORY EASIER. BOTH TEXTS
IN THEIR ENTIRETY ARE AVAILABLE FREE ON THE INTERNET.
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Relics
Items
Cosmos
The Cosmos is a pair of statues, about three inches high. The
statues are of twins, two lovely ladies clad in white, that sing when
activated. Each statue conveys the ability to utterly control, for all
of its lives, a single creature of Large or Very Large size (1/Game/
Statue). If the statues are separated (more than 20’ from one another for longer than a 100 count), the effect is weakened:
as above, but the control only extends to orders to
keep the wielder safe. To use, the wielder must
touch the target with one of the statues. The
Cosmos ignores immunities to Control.
Monsters regaining control somehow (including the weakening effects of splitting
up the statues) tend to get mad.
Kamikaze
Kamikaze is a fan said to hold the essence of the very spirit wind that sank the
Tartarusn horde’s invasion ﬂeet. Kamikaze
grants the wielder a Companion (Air Elemental) (1/game)
Magatama
Magatama are beads, shaped like a three dimensional comma
with a hole near the top. These particular Magatama are remnants
of the creation of the world, and are made of the very elements of
genesis. All are about the size of a human ﬁst.

– This charm seems to be made of the purest
glass, as it has no color, it simply distorts the light a bit. The
Fu Magatama can summon an Air Elemental (1/game), and
allows the wearer to cast Control magic while moving.
 Chi Magatama – Formed from jade, the Chi
Magatama can summon an Earth Elemental (1/
game), and allows the wearer to cast Subdual
and Protection magic while moving.
 Ka Magatama – This lustrous jewel is made
of ﬂame that does not burn. The Ka Magatama can summon a Fire Elemental (1/game),
and allows the wearer to cast Flame magic while
moving.
 Sui Magatama – Wet yet never dripping, the Sui
Magatama is made of water that constantly ﬂows. The
Sui Magatama can summon a Water Elemental (1/game),
and allows the wearer to cast Neutral magic while moving.
This ability extends to any spell being affected by Neutral
magic, such as Extension or Stack. This does not affect
spells purchased or gained with Neutral magic, such as
Voice.
 Ku Magatama – The Ku Magatama seems almost like it,
and anything else, simply isn’t there. It’s not unlike the event
horizon of a Sphere of Annihilation. The Ku Magatama can
summon a Void Elemental (1/game), and allows the wearer to
cast Death and Spirit magics while moving.
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Maneki Neko
Also known as the beckoning cat, Maneki Neko us a small statue
of a cat sitting on its haunches with one paw raised in a beckoning
gesture. Maneki Neko bestows Charm (2/game). This is a favorite
Relic of shopkeepers, who place it in the store window and give the
instruction ‘Please come in and shop around’.
Pearl of Wisdom
The eastern shores of Nippon have some of the richest beds of
pearl oysters in all the lands. Some say the Pearl
of Wisdom came from the Mother of Pearls,
a truly massive, immortal oyster residing in
the center of the largest bed. The Pearl of
Wisdom is quite large, about a foot across
(interestingly enough, about the same size
as a regulation dodge ball). The Pearl of
Wisdom, when in the hands of any sort
of monk, priest, druid, or healer, takes on
unique properties. If the aforementioned
wielder states some good advice, the Pearl
of Wisdom becomes a red throwing weapon
for one throw, and may be thrown (even if the
class doesn’t have ‘throwing weapons’). The effect
stays active for two minutes. It’s suggested the advice you
give is cliché. For example: “a watched pot never boils”. Note that
your Pearl of Wisdom must have a cover. Pearls aren’t red.
Pi Disk
Made of the deepest of jade, the Pi Disk is a small round disk with
a hole in the center. Once per life, when the holder speaks thru the
hole, it grants Speak with Dead to them.

Garb
Medallion of Honor
This item bestows one point of Protect upon the wearer
during an Honor Duel and the ability to call unlimited
Honor Duels.
Headband of Honorable Defeat
Said to have been passed from generation to
generation in the Kamakura clan, the Headband
of Honorable Defeat has led many Bushi to ﬁnd
honor in their untimely death. Headband of Honorable Defeat gives the bearer Mutual Annihilation
(1/game) and Fight after Death (1/game). The two
abilities can not be used in the same life.
Rice Straw Obi
This item Bestows Heal (1/game). The Rice Straw Obi
is a long tube of fabric stuffed with rice straw (you can
use pillow stufﬁng) and tied around the waist. Generally
one’s swords are tucked into it.
Totally Cheese Ninja Climbing Claws
Grants the wearer Climbing (unlimited), assuming they’re willing
to be known as ‘they guy with the Totally Cheese Ninja Climbing
Claws’. Note that if you bring the real thing to the ﬁeld, you’ll most
likely maim someone, so don’t be dumb. Make a fake pair sans the
metal and spikes.
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Shields & Armor
Horse Archer Shield
This dark brown cloth, worn similar to a cape, must be strapped to
the bearer’s back and shoulders. While wearing this cloth, any
normal projectile striking the cloth ﬁrst does no damage. The
effect extends to arrows, thrown weapons, and siege projectiles, but does not hamper the effects of any projectile that
is affected by an enchantment or ability (such as Fire Arrow
or Poison). The wearer may not intentionally turn his back
to an incoming attack, as it is intended to defend the wearer
from surprise attacks, not act as a real shield.
Kami Armor
This tabard should be made from a bamboo or similar
oriental-themed plant motif material. One player may
wear this tabard for one life of a battlegame. It grants the
wearer Camouﬂage (unlimited) and two points Natural
Invulnerability.

SEPPUKU
SEPPUKU IS A FINAL SOLUTION WHEN ALL
HONOR IS LOST: YOU CAN KILL YOURSELF IN A TERRIBLY
PAINFUL WAY TO MAKE UP FOR YOUR FAILURE.
SEPPUKU IS APPROPRIATE WHENEVER YOU’VE FAILED
YOUR DAIMYÔ, LOST A BATTLE, OR BROUGHT SHAME
TO YOUR FAMILY. WHEN ON THE BATTLEFIELD, VERY
LITTLE ATTENTION IS GIVEN TO THE PROPER FORMS, BUT
WHEN THERE IS TIME, OR THE INDIVIDUAL IS ORDERED
(AS A SORT OF HONORABLE EXECUTION), THERE IS A
PROPER RITUAL TO OBSERVE.
THERE ARE THREE INDIVIDUALS INVOLVED IN
PROPER SEPPUKU: THE SHOMEN (AN OFFICIAL), THE
KAISHAKU (AN ASSISTANT), AND OF COURSE, THE
VICTIM. IT’S CONSIDERED VERY UNLUCKY TO BE ASKED
TO BE A KAISHAKU, BUT EVEN WORSE TO REFUSE.
IF THE INDIVIDUAL COMMITTING SEPPUKU IS NOT
WORTHY, HE MAY NOT EVEN GET A KAISHAKU.
FIRST, THE THREE INDIVIDUALS TAKE THEIR
PLACES. THE VICTIM TAKES A KNEELING POSITION,
OPENING UP THEIR GARMENTS TO EXPOSE THEIR BELLY.
THE KAISHAKU STANDS WITH ONE HAND ON HIS TSUKA
SLIGHTLY BEHIND AND TO THE LEFT OF THE VICTIM.
THE SHOMEN STANDS TO ONE SIDE.
THE HONORABLE VICTIM INSERTS A TONTO INTO

Weapons
Relics meant to be used as weapons must be held in the
hand to work.
Tetsubo of Ineffable power
This interesting magical bludgeoning weapon bestows a
variety of immunities upon the bearer, one immunity per
life, in the following unchangeable order: 1st life - Flame,
2nd life - Control, 3rd life - Subdual, 4th life - Magic, 5th
life - Death, 6th life - All the Above. However, before the
immunity can be activated, the wielder must be struck with
and wounded by the Tetsubo. This is can be accomplished
by giving the weapon to a teammate to strike the blow, or
the bearer may opt out of this by simply beginning each
life with a wound of the player’s choosing. This wound
may be Healed or Regenerated normally. Unused immunities do not carry over between lives.
Sword of Billowing Clouds (Ame no Murakumo
no Tsurugi)
The Sword of Billowing Clouds is a longsword retrieved
from the tail of Orochi, a Ryú, upon his death. It grants
the wielder Natural Flight (1/game), lightning bolt (1/U),
and Shove (1/life).
Kongo Vajra
A powerful tool for monks, the Kongo Vajra is a dagger
with at least two symmetrical blades, on top and on bottom
(the grip must be in the middle). The Kongo Vajra can be
wielded within Sanctuary, but the wielder must append the
word ‘Armed’ to the Sanctuary chant. Those attacked by
a monk wielding Kongo Vajra in Sanctuary may ﬁght back
as normal. Blocking with Kongo Vajra does NOT nullify the
Sanctuary.

THE LEFT SIDE OF HIS BELLY WITH THE BLADE FACING TO
THE RIGHT.

HE THEN CUTS THE BELLY OPEN FROM LEFT
IN A FINAL ACT OF STRENGTH, THE TONTO
IS TURNED BLADE UP, AND ANOTHER CUT FOLLOWS.
AT SOME POINT THRU THE ABOVE PROCESS, THE
KAISHAKU STEPS FORWARD DRAWING HIS SWORD,
TO RIGHT.

AND CUTS THE HEAD OF THE PRACTITIONER NEARLY

OFF, BEING SURE TO LEAVE SOME FLESH IN THE FRONT
OF THE NECK, TO KEEP THE HEAD FROM ROLLING
OFF, WHICH IS CONSIDERED INAPPROPRIATE AND
DISHONORABLE.
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In this section we’ll go over a few unique weapons, armor, and
pieces of equipment. Some are just examples of what you might
make to ﬂush out your ensemble, and others tweak rules. Keep in
mind that in ANY of the following items that don’t comply with
the Amtgard 7.x Rules of Play are COMPLETELY OPTIONAL.
Some of the following can never be construed as the least bit ofﬁcial. They are merely suggestions on how a Questmaster or Reeve
might add such elements to a scenario, assuming they’re prepared to
hear all the whining. Never assume any of the below is acceptable
without permission.

Items
Akunoya
This is a traditional military tent. They are simple
to make: buy a portable car port and replace
the cover with something more appropriate
looking. Make sure you waterproof it ;).
Hashi
Integral parts of any Engoku feast set,
hashi are chopsticks. They often come
with hashi-oke, a small ornamental
rest.
Inro
Since kimono don’t have pockets,
one will need somewhere (besides their sleeves)
to stick things. Inrô are bundles of small, stacking, hollow disks held together by a cord. They
are lacquered, and hang from the obi (belt).
Jinmaku
Camp curtains, they serve as portable walls
to deﬁne an area in encampments. They
are usually decorated, and often have their
owner’s mon on them.
Lacquer Ware
Another important item to have for feast, the people of Engoku
prefer to eat off of lacquer plates and bowls. Lacquer ware is also
used for storage and decoration.
Mon
Mon are heraldic crests, used to identify clans. There is little or no
regulation of mon. Mon are usually stylized depictions of: plants,
animals, natural phenomenon, man-made objects, abstract designs,
and lingual characters. They are generally simple, easy to identify at
a glance, and monochromatic.
Ofuda
Instead of boring, every day spell strips, Engoku casters are encouraged to use Ofuda. Ofuda, historically, are strips of paper used as
charms in spells, inscribed with mystical kanji. Ofuda really lend
themselves to use as spell strips. Paint on some appropriate kanji
within the bottom eight inches of the spell strip. That leaves ten
inches up top to tie onto the target, leaving the proper amount
exposed to make it look just like the real thing.
Sashimono
These are banners attached to the back of armor.
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Thumb Ring
In nearly every realm of Engoku, archers use a thumb ring with
a lip on one side to grasp and release strings. This allows for a
smoother, more reproducible release, which raises accuracy.

Garb
Del
Somewhere between a kimono and a tunic lies the Del. It’s a long,
wrapping garment. Del can be made of silk, wool, or cotton, and
are usually brightly colored. The Tartars are particularly fond of
bright red and sky blue.
Fundoshi
Made of linen or cotton, the Fundoshi is a loincloth. It’s
a 60”x9” strip of cloth. To wear, one tosses one
end over the shoulder, pulling the length down
over the groin. The cloth is pulled towards the
back, wrapped horizontally around the front,
and looped under the cloth in the back,
just above the buttocks. This forms an
effective thong. The remaining cloth
slung over the shoulder is folded down
and under, and tucked into the ‘belt’ in
back.
Hakama
Hakama are loose ﬁtting, billowing pants. They are still
in use in many martial arts, and are thus easy to ﬁnd or
replicate.
Haori
A coat.

Kariginu
An ornate robe with excessively large sleeves worn
in court.
Kataginu
Sleeveless vest. Often these are patterned to match the hakama.
Kimono
Literally meaning ‘something to wear’, kimono are knee-length (for
men) or ankle-length (for women) robes. The sleeves are long, even
more so for women. Kimono are easy to procure. Always wrap
your kimono left over right. Right over left is reserved for corpses.
Tabi
Tabi are socks, split between the big toe and other toes, to make
way for the thong in zori and waraji.
Zori
Thong sandals. You may know their modern equivalent: ﬂip ﬂops.

Shields & Armor
Coat of a Thousand Nails
This item is a form of studded leather armor particular for Vijayanagar. It’s made by layering thin velvet over leather, and binding
the two together with a great deal of brass studs set in a diamond
pattern.
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Suneate
Do
The Do is the breastplate of Nippon
armor. It’s made of the particular woven
scales technique prevalent in their armor.
Gunpai
A Gunpai is a multi-functional piece of equipment that is common in the hands of Bushi ofﬁcers.
It’s a signaling fan (not the collapsible kind), and
besides keeping the heat down and signaling the troops,
it’s functional as both a bludgeoning weapon and shield,
particularly against arrows. Gunpai cannot be longer than
18”, and cannot have a width greater than 12”. It must
be constructed as a fan on a shaft, with the handle at
the base of the shaft (no straps or middle of the
blade grips). The Gunpai must conform to weapon
construction rules, making the whole of the ‘fan
blade’ section strike legal (and don’t forget the pommel). The Gunpai can block as a shield, with the following caveat: arrows count
as red weapons against the Gunpai. Monks using Gunpai do not
have the above limitation. The Gunpai is considered metal, wood,
weapon, and shield for the sake of spell targeting.
Haidate
These are hanging thigh guards tied about the waist. They are made
using a laced and layered scale technique.
Hoate
The Hoate is a mask worn under a helmet. Not only
does it protect the face, it strikes fear in the hearts
of your enemies.
Jingasa
Jingasa are hardened military hats. Made of
anything from iron to paper to bamboo, they
are always lacquered. There are many different
types, but they all served to protect the head.
Often the Bushi’s Mon would be painted on the
Jingasa.
Kabuto
This is a helmet made of the particular woven scale
technique found in Nippon. The Kabuto covers
both the head and shoulders, and often has a crest.
Kote
Kote are armored sleeves. Generally they are made of
patterned leather. The piece is covered by long plates
which are bound together by chainmaille.
Nodowa
This is neck armor, tied around the neck and left to
hang in front of the Do.
Sode
Sode are shoulder plates made of Nippon’s particular woven scale technique. Sode hang loosely from
the Do so as not to impede movement.
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Shin guards. Flexible lengths of thin
leather or cloth with long metal plates
attached vertically are wrapped around the
calves and tied in the back.
Wakabiki
The Wakabiki is worn about the shoulders
to protect them, and the armpits. They are usually
chainmaille or hexagonal brigantine.

Weapons
Butterfly Swords
These were developed by monks prohibited from killing to
defend themselves and their monasteries. They are short,
heavy, and dull. Butterﬂy Swords only do Subdual damage.
Curved Blades
In Nippon one can ﬁnd the ﬁnest swords in the land. They’re made
of a composite of steels, which causes them to curve slightly during
the tempering process. Great swords are called tachi, long swords
katana, short swords wakizashi, and daggers, tanto.
Making Amt-legal curved blades is tricky, but ultimately well worth
it. Besides being better balanced, curved blades tend to be more
successful in stabs than strait blades. Optionally, forceful draw cuts
with a curved blade can count as a legitimate strike in some parks.
The simplest way to make a curved blade uses pvc..old school
tech. Cut your pvc to length, and plug up one side with
a nickel and a fat wad of duct tape. Just to be sure,
wrap a towel around the duct tape. Bring a few
cups of water to a rapid boil.
WARNING! Boiling water will burn you very
badly. Be careful!
Using a funnel and a ladle, pour the boiling water
into the pvc until it’s full. Wait a min or two,
or until the water starts to leak thru the bottom.
Dump out all the water, and apply force to both
ends of the pvc, forcing it to bend evenly along the
entire length. Do not over bend…it’s supposed to be
a gentle arc, not a shield wrap. When you’ve achieved
the proper bend, run the whole mess under some cold water to set it. If it cools too quickly, pour in some more water.
Viola! You have a properly bent core…pull off the duct tape
and nickel, and ﬁnish it with your standard funnoodle.
Chukonu
Aka ‘Machine Gun’ crossbow, the Chukonu suffers from a
lack of accuracy. Fired from the hip, the bolts are ﬁred in
sequence from pumping the corking lever forward and backward, arming a releasing in a continuous cycle process until
the magazine is emptied. This particular piece of equipment
would be tricky to make Amtgard-legal, but not impossible (I’ve
personally seen it done).

Oriental Elements in the World of Amtgard

Equipment
Hou Yao
The people of Engoku are nothing if not clever, and have been the
ﬁrst to bring to bear a peculiar magic called ‘Hou Yao’, or ‘ﬂaming
medicine’. Hou Yao has two fundamental properties. First, it is
curative. Hou Yao, though barely palatable, will double the natural
life of whomever consumes it daily (no in game effect, a sword will
still kill you). Second, and most interestingly, Hou Yao is remarkably unstable. Even minimal contact to heat or ﬁre will cause it to
burn wickedly, and fast. Naturally, with such dichotomous uses, it
was devised by a Tao alchemist.
Hou Yao, in war, is used in grenades, rockets, and bombards. It
should go without saying (shame on you for making me say this);
all of these are considered OPTIONAL, and never part of the
‘normal’ rules of play. We’re calling it magic, but it clearly violates
Amtgard’s prohibition on ‘chemical explosives’, so unless you’re the
Reeve, and you know it is ok with everybody, don’t even THINK
about using these. Seriously, Ninetails, I said NO! Hou Yao is included only because a) it is an integral aspect to the region’s history,
and b) if people can have fun with it, then why not let them try?
If you’re wondering about the historical accuracy of these items, I
assure you, everything here was in use well before 1650. Most were
all but common by the 11th (that’s right, I said 11th) century.
 Feihuo (Flying Fire) - Also known as ‘Heaven
Shaking Thunder Crash Bombs’, Feihuo are grenades made of Hou Yao
encased in baked mud balls. Feihuo
are black and red Amtgard-legal
throwing weapons that can be
thrown by anybody who can
use throwing weapons, or can
be loaded as grapeshot in
non-combustion siege engines
(such as catapults). To use,
each one must be ‘lit’ by saying
x5 ‘Lighting’. They do damage as a boulder or grapeshot
(however it’s being used), but with
some added effect. A hit to a shield will
destroy the shield unless its face is tapped to
the ground ﬁve times within ﬁve seconds. A hit to a
siege weapon by a Feihuo will do ﬁve points of damage to the
siege weapon. Has no effect on Iceball, Entangle, or any other
magic unless it would be effected by a Flame Arrow. A Feihuo
will remain lit for two minutes, after which time it explodes and
damages the wielder. This is a Fire effect.

(Rocket Arrows) - Exactly what they sound like, Houjian are arrows with rocket propulsion strapped to them. They
are terribly inaccurate, but make up for it by being particularly
devastating. They are marked by a red and black strip. Houjian
are considered to miss on any shot that hits a limb, and have
no effect on any armor or enchantments on that limb (though
they do affect shields on a hit). Houjian do an additional point
of damage, destroy shields with three hits, and otherwise act
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as a Fire Arrow. Houjian can only be ﬁred from longbows or
mechanisms designed to ﬁre them (see below). This is a Fire
effect.

(Fire Dragon Rocket) - A peculiar twist on the
Hwacha, Houlung Chusui is the world’s ﬁrst multi-stage rocket.
The Houlung Chusui was a ﬁve foot bamboo length carved to
resemble a dragon’s head and tail and powered by four large
rockets. These four rockets would in turn ignite Houjian slotted
into the bamboo within the mouth of the dragon to shoot out
and disperse, spraying a deadly hail of smaller incendiary arrows at the enemy. A single individual dresses up as a Houlung
Chusui arms themselves with a longbow. To ﬁre, the individual
states x5 ‘Firing’. Upon completion, the Houlung Chusui must
walk (or run) in a strait line in the direction they were facing
for a 30 count (which must be called out loudly), during which
they may ﬁre as many Houjian as they can within a 90 degree
arc of forward. They are considered Flying while moving, but
otherwise take damage as a siege weapon. At the end of the
30 count the ‘weapon’ can reset for another run by returning to
the spot they originated and reloading, by stating x60 ‘Loading’.

(Fire Lance) - The Houqiang is a spear or polearm
with a backwards facing rocket near the tip. It is marked with
a red and black strip. Once per life, by stating ‘Fire
Lance’ during a strike, and only during the single
strike, the weapon becomes red. Additionally, it will destroy a shield or any ﬂammable object (wooden, cloth, paper)
on a hit unless the shield face (or
item) is tapped to the ground ﬁve
times within ﬁve seconds. A hit to a
siege weapon will do ﬁve points of
damage. Houqiang has no effect on
Iceball, Entangle, or any other magic
unless it would be affected by Flame
Arrow. This is a Fire effect.
 Hwacha - This is the very ﬁrst MLRS
(Multiple Launch Rocket System) ever used
in warfare. It is essentially a cart with a framework in which one loads a number of Houjian. It
requires three or more people to ‘operate’. No more than
seven individuals in total may be used. All members of the
team must use longbows. One of the individuals is designated
as Operator, and must keep a gold sash handy. The actual device must be designated by a box at least 3’ wide and 1.5’ high,
on wheels. The Operator and the other individuals line up
behind the Hwacha parallel to the front of the device. To ﬁre,
the Operator must ﬁrst load the Hwacha by stating ‘Loading 1,
Loading 2, etc’, up to 20 times for each individual in the team
(ie: 60 with three, 140 with seven). When ready, the Operator states loudly ‘Firing 1, Firing 2’ and so on up to ‘Firing
30’. During that time, the individuals (including the Operator)
may ﬁre as many Houjian as they can, targeting only people or
objects that are within a 90 degree arc of where the device is
pointing. When the count is over, the Operator may don his
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gold sash and retrieve arrows during the Loading count. The
Operator cannot affect the game while retrieving arrows, and
is considered out of play. The Hwacha cannot be aimed while
ﬁring, or while reloading. The Hwacha is destroyed as per
siege weapons. Individuals (not the Operator) are considered
a part of the machine. Hwacha arrows do not do damage as
siege weapons, instead, only as Hou Jian ﬁred from longbows.
 Smoke Bomb – When smashed on the ground, these
devices create massive amounts of smoke in very
little time, making escape easier. Smoke bomb
are activated by pointing one hand towards
the ground and saying ‘smoke bomb’x5.
When the incant is over, the smoke has
caused a 20’radius region of Darkness terrain, which will remain
for a 10 count. Don’t use real
smoke bombs, they are not
safe, and dumbasses will toss
them around (ref: Knob(Swarm of Bees) - Yiwofeng is the world’s ﬁrst
handheld rocket launcher. It is a box that can hold anywhere
from 10 to 30 Houjian, ﬁring them all in succession with a
single lighting. I present no particular rules on them, only the
challenge of devising some mechanism for ﬁring 10-30 arrows
from a handheld box ;)
Jutte
The Jutte is a small club with a single fork projecting out just
above the grip. It looks like a slightly elongated sai, cut in half. It
is designed to break weapons. Any sword disarmed by a Jutte is
considered broken (unless the sword is a relic, or protected with
Harden or similar effect).
Kama
Essentially, a Kama is a handheld scythe…a curved blade sticking
out one end of a short staff at a 90 degree angle.
Korambit
This dagger was designed to mimic the sharp curve of a tiger claw.
The handle has a hole in the base for a dynamic grip that deﬁes
disarming.


Kris
A peculiar style of weapon developed in Mataram, kris swords and
daggers have blades that curve back and
forth.
Naginata
The naginata is the preferred weapon of
the peasantry and women in Engoku. It
is essentially a katana on the end of a
long pole.
Nunchaku
A sort of ﬂail, the nunchuku has
no handle or ball, per se, it can be
wielded on either side of the chain.
Sai
The Sai is a dull, elongated dagger
with symmetrical prongs projecting
out and along the length of the center
post. It is designed to break weapons,
punch thru armor, and strike true when
thrown. This makes Sai piercing and bludgeoning, and if made
throw legal, a throwing weapon. Any sword disarmed by a Sai is
considered broken (unless the sword is a relic, or protected with
Harden or similar effect).
Shuriken
A peculiar type of throwing weapon, the Shuriken is a ﬂat blade.
Note that these are VERY tricky to make legal, so always get your
champion’s approval on a design before you make them.
Tetsubo
Made of oak and covered with iron, the tetsubo is a truly massive club. Tetsubo should be made to conform to Great weapon
standards.
Tonfa
A sort of bludgeoning weapon, the Tonfa is basically a nightstick…
a short staff with a handle sticking out one side. Tonfa cannot be
used as a piercing weapon.
Yumi
A Nipponese longbow, the Yumi is a completely unique work in all
the lands. It is asymmetrical both horizontally and laterally. Being
longer on top than on bottom gives it maneuverability on horseback
and kneeling.

MONEY IN ENGOKU
TRADE IN ENGOKU IS NOT LIMITED, AND CAN TAKE PLACE AS BARTER, PAYMENT BY COIN OR RICE, OR BY A DOCUMENTED ‘CREDIT’ SYSTEM
KNOWN AS RYOGAESHO (NOT UNLIKE TODAY’S CHECKS). MERCHANTS AND CLANS EVEN PRODUCE PAPER MONEY, WHICH IS GENERALLY ONLY
GOOD IN A SPECIFIC REGION, OR WITH A SPECIFIC MERCHANT. RICE IS TRADED EITHER BY THE BAG, OR IN THE CASE OF LAND, BY HOW MUCH
RICE IT CAN PRODUCE IN A YEAR. COIN IN ENGOKU IS ACTUALLY VERY COMPLICATED, BUT TO SIMPLIFY THINGS, WE’LL GO OVER A FEW BASIC
MONETARY UNITS. COINS MADE OF COPPER ARE KNOWN AS MON. THESE ARE NEARLY WORTHLESS, TAKING 4000 TO BE EQUAL TO A RYO.
SILVER COINS ARE CALLED MOMME. IT TAKES 70 MOMME TO MAKE A RYO. BOTH THE MON AND MOMME ARE ROUND COINS WITH SQUARE
HOLES IN THEM. AS YOU MAY HAVE GUESSED, THE GOLD COIN IS KNOWN AS A RYO. THESE ARE LARGE, THIN, OVAL COINS INSCRIBED WITH
DIFFERENT SYMBOLS AND KANJI, DEPENDING ON WHERE THEY WERE MINTED.
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Making Garb
While there are many, many types of new and intresting garb to
make for your Engoku persona, nothing symbolizes the far East
more than the standard kimono and hakama. These patterns are
tricky, and will take practice. There are lots of possible embelishments, do some research to give your pieces the details common
to your Persona’s period and what the pieces are for. For instance,
court robes have very long sleeves, nearly touching the ground.
Kimono
W = Shoulder to hip bone (same side)
X = distance from shoulder to bottom (either waist, knee, or ankles)
Y = distance from shoulder to back bone, +5 inches (usually about
15’)
Z = Top of arm circumference +3”.
C = Neck Circumference
Hem allowance is 1/2”.
1) Cut out the pieces along the solid lines. Don’t cut the dotted
lines. If you’re using patterened fabric, you can get away with not
cutting half the line between the body parts to preserve it, just make
sure you reduce your Y measurement by about an inch.
2) Cut out a pattern for the neck piece in plastic or cardboard.
3) Mark the shoulder fold (the dotted line on the body pieces) on
the edges of each body and sleeve piece. Determine the shoulder
fold on the sleeves by folding them in half length-wise. Mark the
centers.
4) Sew the two body pieces up the back, stopping C/8 from the
shoulder point.
5) Sew the sleeves to the body, making sure the shoulder points line
up. If you want your sleeves to hang loose, only sew the sleeves
partially, half Z from each side of the shoulder mark, leaving an
even unsewn amount at the top and bottom of the seam. If you
want them to be wide, full sleeves, sew them along the entire length.
The former is for a kimono, while the latter works if you’re making
a haori.
6) Sew one overlap to one of the front body pieces lengthwise.
If your overlap has selvedges, put it towards the outside to save
yourself some trouble. Repeat with the other side of the body and
second overlap.
7) Measure the distance of W down the outside of each overlap
and mark it as A. Lay your neck piece pattern across the shoulder
line so that it’s centered and the top touches where the seam ends
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on the back. Trace it out. Draw a line across each overlap from
the bottom corner of the neck piece to point A. Cut all that out,
up one overlap, round the neck, and back down the other overlap,
being sure to leave 1/2” for your seam.
8) Cut the collar piece in half lenght-wise and sew the two pieces
together to form one long strip. Determine how wide you want
your collar to be (usually 2-5”). Multiply that by 3 and add 1/2”
for your seam. Cut your collar piece down to that width. Fold and
iron it down twice, each fold being the width of your collar. This
will leave your 1/2” seam. Make sure the second fold is in the same
direction as the ﬁrst.
9) Pin the collar to the body along the line you cut out, starting
at the center. There will be some left over past point A. Sew it
down along the entire length. Be careful here, the round neck can
be tricky. It usually works better to sew from the center of the
neck out. To ﬁnish the ends of the collar, leave the ﬁrst fold of
the collar in place but fold the collar inside out along the line of
the second fold. Fold the seam allowance towards the collar. Sew a
seam directly across the collar. Cut off the extra and turn it right
side out.
10) Tuck the collar into the seam along the body and blind stich it
down along the entire length so the collar doesn’t unfold.
11) Fold the kimono in half and sew up the sides and sleeves. Hem
the bottom and sleeve openings.
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Hakama
B = Waist to Floor
C = Crotch to Knee
D = Width across the front from hipbone to hipbone.
1) Cut out all the pieces.
2) Sew all the leg pairs together, giving you four equal-sized panels.
Sew the front two together for C” down from the top. Do the
same with the back.
3) At the outer edges of each fold a triangle about 5” along the top
and 9” down and sew them to the inside.
4) Place one corner of the gusset to the end of point C on the front
and sew it along each inside line to the outer points. Do the same
with the back with the remaining two edges.
5) From the now bottom of the gusset sew closed the inseams
on both legs. From the bottom of the triangles, sew closed the
outseam.

6) Knife pleat the top of the front panel with the crests pointing
towards the center. You can do as many pleats as you like, but four
on each side works best. When done, the top of the front panel
should measure D total. Each sides should look something like the
above. Sew down the pleats along the top.
7) The back panel gets one very large pleat on each side, overlapping the center seam by 1”, like the below. Each pleat should
overlap about an inch over the inseam. Sew down the pleats along
the top.

8) Take each set of waistband pieces and sew them into two
long strips, a front one and a back one. Make them into tubes, turn
them outside in and close the ends. Sew them onto their respective
sides along the waist line, at the pleating.
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Battlegames
Conquer Engoku
: Garb and write-ups for the ﬁve Ryú. Strips to mark out
the landscape. Tabards for each team would be nice.
: Divide the ﬁeld into the ﬁve realms. Be as detailed as
you like: draw Asia on the ground, or just make a huge circle and
divide it into ﬁve sections. Add appropriate terrain effects in the
appropriate places (steppe & deserts in Tartarus, for instance).
Pick ﬁve experienced players to be the Ryú. Divide the players
evenly between them.
Object: The object is simple: conquer the realms of Engoku.
Object
Whenever a Ryú dies, it and the inhabitants of that realm become
part of their conqueror’s army. Everyone’s nirvanas remain unchanged, regardless of who commands them. If there is no clear
conqueror (the Ryú went down by the efforts of several realms),
it’s up to the dead Ryú to decide which gets his lands and people.
Options: Add in some Amt-Risk for some serious all-weekend acOptions
tion. If you’d like to re-create the story of Engoku in this tome,
you can give the Nippon army an edge: they may ignore terrain
effects (this is how the Kami helped Nippon). If you’d like to
make it more generic, make the Council of Kami a separate entity,
and let them decide who gets the honor and when.

Daikaiju Attack!
Several truly terrible creatures (Daikaiju) have marched upon the
town, and are threatening to crush, burn, and destroy everything
in sight (sound familiar?). So terrible is the threat that no simple
counter attack will defeat it or drive it away. No, an item of great
power must be employed to even up the playing ground.
: Monster garb, The Cosmos relic
: Choose and garb the Monsters. You’ll want two appropriately uber Monsters, with the Trait Large or Very Large. Dragons
and Gargantuans are perfect. The remaining populace should be
divided into three camps: cityfolk, tribesmen, and the militia. The
latter two should be evenly balanced.
 Cityfolk – Non-combative Peasants (give this job to the Color
players). Their job is to run from the Daikaiju and get in the
way of the militia. Running and pointing at the Daikaiju, talking in a badly dubbed way encouraged.
 Tribesmen – Barbarians, Druids, Scouts, any ‘indigenous’ archetype. They are defenders of the relics. The ‘Chief ’ should
get one half of The Cosmos, and some trusted member who
can ﬂee with it should get the other.
 Militia – Any classes. These are defenders of the town.
 You’ll also need someone to play ‘The Alchemist’ (NCP [noncombative persona]).
: The militia must defend the town from the attack of both
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Daikaiju. Naturally, a frontal assault is all but hopeless, but they’ll
probably try anyway. Interrupt them after they’ve been thinned
down a bit (enough to make an even match against the Tribesmen)
with the intrusion of ‘The Alchemist’, who explains that there’s
only one way to stop a Daikaiju attack: with the Cosmos relic, which
is being held by the local Tribesmen. He then explains the Militia
needs to retrieve the relic from the Tribesmen, who’ve been using
it to cause the attack. He tells them all they need do is touch the
relic to the beast to control it. ‘The Alchemist’ does not know the
artifact has two halves. Naturally, they’ll run off to the Tribesmen’s’
home to fetch it. It’s assumed then that the Daikaiju are too far
away for the Tribesmen to summon to defend the relic. The Cosmos goes to the Militia as soon as the Chief takes a death. At that
point, the Tribesmen retreat from the battle, disappearing into the
woods. If the setup is successful, the nature of the relic will allow
one side to control one Monster, while the other side controls the
other. The two teams should then line up to ﬁght it out, each with
a Daikaiju. The winning team gets both pieces of the artifact.
Options: This scenario works well within AmtRisk. Lay out the
Options
buildings as normal, and let the Monsters ‘go to town’ on them.
Destroyed buildings should produce boulders. Clever use of Terrain is also suggested…a battle on Mountain Terrain, for instance,
may be quite invigorating.
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Dog Tag
Also known as Inuoumono, it is a sport practiced by
nobles and the wealthy. Despite the fact that PETA
would have a heart attack if they knew we were glorifying this nasty sport, it had to be included in this work,
since it is the ﬁrst time in history a game was developed
using boffer-arrows. Our version here harkens back to
the origins of the sport, though, before the PC police
made the nobles stop killing dogs for fun, and instead
use padded arrows.
Materials: material to mark out circles. Garb for the
Materials
dogs helps. Notepads and pencils to keep track of
: In a large ﬁeld, two concentric circles are
set up. The inner circle is about 20’ in diameter, the outer circle,
about 35’ in diameter. All the players are divided in half. One half
becomes the dogs, and is unceremoniously released into the outer
circle, where they must stay. The other half is divided into two
teams. The two teams line up on opposite sides of the inner circle.
: The ﬁrst person in line for each team enters the outer circle
with a bow and three arrows and unlimited uses of the ability Gallop, and with ‘lay on’, begins to ﬁre into the dogs. They may move
about the outer ring however they like. Hits are scored by location
(leg: 1pt, arm: 2pts, torso: 2pts, any killing shot: +1pt). Reeves must
keep track of points for each team, but it’s the responsibility of the

dogs to call hits and locations. When the player is killed or out of
arrows, he returns to his team, to the back of the line, and the next
teammate in line takes their turn with the bow, three arrows, and
Gallup (unlimited). The dogs may do whatever they wish, so long
as their feet do not go outside of the outer ring. Dogs are armed
with two daggers, and have four lives. Play continues until all the
dogs are dead.
Options: Sure, shooting at helpless dogs is fun, but to REALLY
Options
kick things up a notch, use beasts that can bite back…creatures
with a range attack, or reach weapons. Armor is good, too. For a
tournament game, score by individual instead of by team.

The hunt for Orochi
Materials strips to lay out terrains, monster sheets, garb
Materials:
: Lay out a path that crosses a ‘lake’ and winds into a Mountains Terrain. Be sure to include a Mountain Peak and a Mountain
Trail, as well as any other Terrains you wish to include, just for fun.
: The sinister Orochi dominates the region, and demands virgin sacriﬁces. When the PC’s enter the area, they meet a couple in
hysterics: their daughter is to be sacriﬁced to Orochi. They go on
to say that the couple has already sacriﬁced seven other girls to the
creature. The daughter next in line is named Kushinada, and she
is already in the hands of Orochi. The villagers are quick to point
out that Orochi, who lives on ‘that mountain peak’, is quite wealthy.
Unbeknownst to them, Orochi has surrounded the mountain with
nasty bakemono, oni, kappa, and tengu (and whatever else you want
to throw in there).
The kappa is ﬁrst, they will spring out of the lake to snatch whoever
is last in the procession. They’ll then try to lure the rest into combat within the lake, where they have a decided advantage. Since the
party has to cross the lake anyway, this shouldn’t be hard.
After the lake, but just before the Mountains, the bakemono show
up. They are simply brigands looking to make a few bucks. They
will harass the players, but ultimately ﬂee when it looks like they’re
going to lose.
When the players start up the Mountain, they’ll have two choices:
take the long, winding (but safer) path, or go strait up. If they take
the path, they encounter the oni, who will defend Orochi as if he
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were their personal savior. If they take the mountain, the bakemono will quickly follow them to shove them off the Mountain and
collect their goods. If the battle comes within 50’ of the waiting
oni, they will join in.
Once the last defenders are broken, they face Orochi, the ten-headed Ryú. Orochi will stay on the peak, where he is safe and sound,
unless ranged attacks or magic force him to face his opponents. For
the most part, though, he depends on the tengu, who don’t really
want to work for him, they simply have no choice. While they do
ﬁght with skill and bravery, their heart is hardly in it.
Orochi will only ﬁght until utterly defeated once. All the heads
have Serial Immortality, and will return after a normal death count,
so in order to win, all ten must be dead at the same time. When
that happens, Orochi will be defeated, and will not return to the
region for some time.
When Orochi is defeated, anybody searching the area will discover
the Sword of Billowing Clouds, along with whatever other items of
interest or value you want to throw in. Naturally, Kushinada will be
happy to be rescued.
Options: Use various Terrains to make things interesting. You can
Options
block off a ‘back way’ with lava ﬂows. Let the Oni set up a Pungi
Terrain on the path. Make the side of the Mountain outside of the
Path a Bamboo Field. Have fun with it. You could also add a boat
or ferry to the lake. If you want to expand the story further, you
can have Kushinada return…perhaps she was a kitsune in disguise?
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Ninja Vs. Shogun
Ninja vs. Shogun is a good old fashioned
assassination game to give the ninja/assassin types something to do during events,
and one of the event’s potentates some
fun along the way. The object? Kill the
Shogun. Often. The Shogun? Some brave
O-crat of the event (that isn’t likely to be
in areas combat cannot take place, like say,
a kitchen).
Materials: Six black and red sashes, one
Materials
gold sash with a black and red strip tied to
it. Piles of ‘tokens’ (poker chips work well)
: You’ll need a sign-up sheet. The
stu…I mean brave O-crat that will be the
target should select six goons that can
accompany him thru the weekend. Those
people get the black and red sashes. The O-crat gets the gold sash.
After a certain time, the hunt is on.
: Anybody successfully killing the Shogun gets a token.
Whoever has the most tokens by the end of the weekend is the winner. The Shogun’s defenders are limited to only attacking if: a) they

know you’re on the list, and you come within
20 feet of the Shogun, b) are brandishing
a weapon within sight of the Shogun, or
c) you rush the Shogun in some scary way.
Once they engage, you can run, and they
won’t chase you far (since that would leave
the Shogun defenseless), at which point
you’re safe…until you do one of the above
again, that is. The defenders all have Greater
Regeneration and Serial Immortality.
The Shogun is considered out of play
whenever he removes his sash. You’ll almost
deﬁnitely want to set up areas where the
Shogun is ‘off limits’, like on the john or in
the kitchen. Make sure all the players know
these rules. Anybody caught breaking them
should have their tokens taken away.
Teamwork is acceptable, but remember…only one person gets the
kill token.
Options: Daimyô option: make a couple of different targets, each
Options
with their own set of guards.

Shinobi Rice War
Materials Enough masks, throwing weapons, and short swords for
Materials:
everyone to have one.
: Divide the players into two teams: the Koga and the Iga,
and line them up on opposite sides of the ﬁeld.
: Just like in a ditch battle, the winning team of each round
sends their ﬁrst dead to the other side. When there is no clear winner, teams switch sides. Everyone should have 1 throwing weapon
when each round begins. When you die, just like a realm ninja™,

freeze in place for a 2 count, then fall over and die. Ninja noises are
required, as well as the occasional sideways running.
When you face an opponent you must begin with your sword held
at your side, like it is sheathed. It may remain unsheathed until you
come to a new opponent, at which time it must be ‘sheathed’ again.
Options: In games with lots of people, you can use only ten throwOptions
ing weapons, scattered about the ﬁeld, just to make things interesting.

HONOR AND BUSHIDO
BUSHIDO, OR THE WAY OF THE WARRIOR, IS A SIMPLE SET OF DICTUMS THAT DETERMINE EXACTLY WHAT MAKES A PERSON HONORABLE. LIKE
ANY SIMPLE SET OF RULES, THERE ARE INNUMEROUS INTERPRETATIONS. THE GENERAL RULE OF THUMB THROUGHOUT HISTORY HAS BEEN THAT
ONE CAN BE IGNORED FOR ANOTHER. FOR INSTANCE, IF YOU’RE MASTERED TO SOMEONE IMMORAL, YOU CAN IGNORE THE LAST RULE FOR THE
FIRST ONE, AND TAKE THE GUY’S HEAD. THE REAL TEST IS HOW OTHERS
THINK OF YOU AFTER YOU’VE ACTED UPON YOUR DECISION.
 MAKE THE
ACCORDING TO MORALITY.
 KEEP YOUR
IN ANY SITUATION.

TO YOUR UNDERLINGS AND REFRAIN FROM





YOUR SUPERIOR, YOUR PARENTS, YOUR LORD, YOUR

COMRADES-IN-ARMS.

AND SINCERE AND TRUE AKA SINGLE-MINDEDLY

YOUR HONOR TO THE DEATH.

TO YOUR SUPERIOR AND YOUR LORD.
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Shogi
Shogi was, in its inception, based off of a game from Vijayanagar.
In fact, it was based off of the same game our modern chess was.
Naturally, there are remarkable similarities, and differences. This is
a live version, and is different still.
Materials: Cord or spray paint, stat cards, cheat sheets.
Materials
: Two Ôshô (the king pieces) are selected, and take turns
selecting players from a common pool. The Ôshô should be given
cheat sheets (details of the pieces, how each moves, promotions,
layout, weapons, etc). Each Ôshô then hands out stat cards (which
should detail the name of the piece they are playing, where it may
begin, what weapons it may use, the movement it is capable of, and
on the back side, list its Nari, or promotion.) and situates everyone on the board. The Ôshô then take turns moving one piece at
a time. When a piece ends its move in the space occupied by an
opponent, a duel ensues. The surrounding nine squares must be
vacated. This is the combat area. If either player steps out of the
combat area, they lose a limb of their opponent’s choosing. If they
do so again, they lose the battle. Duels resulting in simultaneous
death must be fought over again. If a winner is not clear within a
60 count, it’s a draw. The moving piece returns to where it came
from. When duels are over, pieces that moved out of the way must
return to where they were when the duel erupted. If any player
can enter the last three rows of the opponents territory, they may,
if they choose, accept Nari, a promotion.
Players should announce loudly any weapons, armor, or shields they get in Nari.
Instead of making a move, an Ôshô may
choose to Haru, using captured pieces to
supplement one’s own supply. The Ôshô
can place any captured piece back into play
as the piece it is in any open square, with
the following restrictions: he cannot place
pawns in columns he already has pawns
in, he cannot place pieces in places where
they cannot move, and pawns may not
be placed directly in front of Ôshô if the
Ôshô has nowhere to run.
The Pieces:
Pieces Most of the pieces are just like
our chess. Besides movement, the pieces
also are attributed with available weapons
and Nari, or promotions. Note that Nari are removed if a piece is
captured.
 Ôshô are kings, and move as such: one space in any direction. Ôshô use only a small shield and single stab-only dagger.
Ôshô do not have Nari.
 Rook can move any number of spaces forwards or back, left or
right. Rook may use ﬂails. Upon attaining Nari, the Rook can
additionally move as the Ôshô, and can use up to a medium
shield.
 Bishop moves any number of spaces diagonally. Bishop may
use one short. In Nari, the Bishiop can additionally move as
the Ôshô, and can use up to a medium shield.

can only move forward two, and then left or right.
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Note that this is different from the Western knight, which can
move forward, backward, left and right, and then one over.
Only the Knight may jump over other pieces. Knight uses up
to a large shield or short sword, and up to a longsword. With
Nari, they gain the ability to move as the Kin, and 1 point of
armor everywhere.
Kin moves one space in any direction except diagonally backwards. Kin may use any melee weapon or weapon combination
under 4ft, up to a medium shield, and can switch at the beginning of a duel. Kin have no Nari.
Gin move one space in any direction except sideways and backward. Gin may use any melee weapon under 4ft. With Nari,
they gain the ability to move as the Kin, and can switch at the
beginning of a duel.
Kyô may move any number of squares straight ahead. NOT
backwards. Kyô may use a single long, which is considered red,
and a dagger. With Nari, they gain the ability to move as the
Kin, and 1 point of armor anywhere
Pawns move advances in a strait line one space at a time. Note
that unlike the Western version, they do not attack at a diagonal, nor can they skip ahead two spaces on their ﬁrst move.
Pawns may use up to two daggers. With Nari, they gain the
ability to move as the Kin, and may take up to a small shield.
How you set up and play this game
depends on how many players you
have. Note that placement terminology is speciﬁc to the perspective of the
Ôshô…row 1 is the ‘bottom’ row of
that team (the one the King goes in),
and column 1 is the ﬁrst column to that

: The ﬁeld is set out on a 3x9
grid. Each side gets 3 pawns, either 1
Bishop or 1 Rook, and any two of the
following: Kyô, Knight, Gin, Kin. The
Bishop or Rook take position in the
center of row 2, the pawns ﬁll up row
3. The Ôshô takes the center of row
1, and the remaining two pieces start to
the left and right of the Ôshô.
 24 players:
players The ﬁeld is set on a 5x9 grid. Each side gets 5
pawns, 1 Bishop, 1 Rook, 2 Kyô, 1 Kin (or Knight), and 1 Gin
(or Knight). The pawns ﬁll row 3. The Rook is placed in row
2, column 2, and the Bishop is placed in row 2, column 4. Row
1 is layed out, from left to right: Kyô, Kin (or Knight), Ôshô,
Gin (or Knight), Kyô.
 32 players:
players The ﬁeld is set on a 7x9 grid. Each side gets 7
pawns, 1 Bishop, 1 Rook, 2 Kyô, 1 Kin, 1 Gin, and 2 Knights.
The pawns ﬁll row 3. The Rook is placed in row 2, column 2,
and the Bishop is placed in row 2, column 6. Row 1 is layed
out, from left to right: Kyô, Knight, Gin, Ôshô, Kin, Knight,
Kyô.
 40 players:
players The ﬁeld is set on a 9x9 grid. Each side gets 9
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pawns, 1 Bishop, 1 Rook, 2 Kyô, 2 Kin, 2 Gin, and 2 Knights. The
pawns ﬁll row 3. The Rook is placed in row 2, column 2, and the
Bishop is placed in row 2, column 8. Row 1 is layed out, from left
to right: Kyô, Knight, Gin, Kin, Ôshô, Kin, Gin, Knight, Kyô.
: Play continues until the opponent’s Ôshô is beaten in a
: Take the control away from the Ôshô…each person is

given a number at the beginning of the game (each team having
it’s own stock of numbers, so that there is a number one on each
side, a number two, and so forth), and play cycles in that order, each
piece deciding for itself where it’s going to move, or if it’s going to
move at all (note that in this case they can pass). Ôshô still retain
the honor of Haru.

SAMPLE NIPPON PHRASES

COLLOQUIAL APOLOGY WHEN COMPARED TO

THIS SECTION, COMPILED BY THE AMTGARD SEVEN GROUP
FROM A VARIETY OF SOURCES, LISTS A FEW SIMPLE BUT
KEY PHRASES IN THE NIPPON LANGUAGE. USE THESE TO

SUMIMASEN. IS MORE OF AN APOLOGY BUT USED FOR

LESS FORMAL OCCASIONS.
 GOMEN KUDASAI: PARDON ME, EXCUSE ME
COMMONLY USED BY A VISITOR TO ATTRACT THE
RESIDENT’S ATTENTION TO THE FACT VISITOR PRESENT
OR FOR CUSTOMER TO ATTRACT SALES CLERK’S
ATTENTION. ANSWER FOR THIS IS “HAI” (YES).

(MASE): I AM GLAD THAT YOU CAME,
WELCOME USED TO GREET A CUSTOMER.

: TILL TOMORROW, WELL THEN

ADD AN AIR OF AUTHENTICITY TO YOUR DEALINGS WHILE

ENGOKU.
 OHAYOO GOZAIMASU (GOZAIMAS): GOOD
MORNING FORMAL, POLITE GREETING FOR MORNING
USE. INFORMAL CAN USE “OHAYOO”. LITERALLY
MEANS “IT IS EARLY” MAY NOT BE USED LATER THAN
10/11AM AND ONLY USED FOR FIRST ENCOUNTER
WITH INDIVIDUAL.
 KONNICHI WA: HELLO OR GOOD DAY USED
ROUGHLY FROM 10/11AM TO 5/6PM (BEFORE IT GETS
DARK). ALSO USED TO GET SOMEONE’S ATTENTION
WHEN CALLING AT HOME. DO NOT USE WHEN YOU

PLAYING IN








: GOOD EVENING LITERALLY MEANS

“TONIGHT” AND MAY BE USED AFTER IT GETS DARK.
DO NOT USE WHEN YOU ARE LEAVING.

: GOODBYE MAY BE USED AT ANY TIME OF
DAY, BUT NOT WITH FAMILY UNLESS LEAVING ON A




: GOOD NIGHT LITERALLY MEANS,
“GO TO SLEEP”, “REST”. INFORMAL IS “OYASUMI”.
 DOMO ARIGATOO GOZAIMASU (GOZAIMAS): THANK
YOU VERY MUCH FORMAL EXPRESSION OF THANKS.
DEPENDING UPON DEGREE OF POLITENESS, SOME PARTS
MAY BE OMITTED. FORMAL TO LESS FORMAL:
DOMO ARIGATOO GOZAIMASU







: IT WAS A PLEASURE
: SEE YOU LATER
: I AM GOING TO EAT OR DRINK (I
RECEIVE) WHEN ACCEPTING FOOD FROM A HOST.
: IT WAS A FEAST WHEN
FINISHING A MEAL, SAID TO THE HOST.
: CONGRATULATIONS
: EXCUSE ME A MOMENT
CAN ALSO BE CHOTTO SHITSUREI
: COME, GO AHEAD, ATTACK ALSO MEANS “COME
HERE” DEPENDING ON THE CONTEXT.
SAME THING, MORE AGGRESSIVE, LESS





: ONCE MORE
: ONE WHO DOES NOT KNOW WHO HIS
FATHER IS (VERY IMPOLITE)

: WAR SKILLS

: SUFFIX EQUIVALENT TO “LORD”

: SUFFIX FOR SUPERIORS AND THOSE YOU WISH TO
: SUFFIX FOR WOMEN THAT ARE LIKE A LITTLE



(ITASHIMASHTE): DON’T MENTION
IT, NOT AT ALL USED AS A FORMAL REPLY, NOT ONLY
TO EXPRESS GRATITUDE, BUT ALSO AS AN APOLOGY.
SOMETIMES “IIE” (NO) WILL PRECEDE EXPRESSION.
INFORMAL ONLY “IIE”

: I AM VERY SORRY FOR WHAT
I’M DOING, DONE, OR THANKS A LOT: INFORMAL
JUST “DOOMO” USED. ORIGINALLY WAS MERELY AN
APOLOGY, NOW COMMONLY USED FOR GRATITUDE.

: FORGIVE ME USED AS A
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AKA: RED

KURO: BLACK

NEZUMIIRO: GREY

KIIRO: YELLOW

SHIRO: WHITE

CHAIRO: BROWN

ICHI:

1

NI:

2

GO:

5

ROKU:

SAN:

3

6

SHICHI:

10

JUUICHI:

KU/KYU:

9

JUU:

JUUSAN:

13

NIJUU:

20

SHI:

7
11

NIJUUICHI:

21

4

HACHI:

8

JUUNIN:

12

NIJUUNI:

22
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War of the four Lordless samurai
In days past, the Nippon way of life revolved around honor and
chivalry. Only the greatest of warriors prevailed in battle. Now, four
great Samurai have gathered their forces atop Mount Fuji and are
preparing to engage in mortal combat for the ultimate prize, complete control over all of Nippon. Four armies will ﬁght to the death
to gain control over a sacred medallion at the peak of the great
mountain that will change the destiny
of an entire country.
Set-Up: At the beginning of the game,
Set-Up
four Samurai commanders will be
decided to lead the different armies.
Commanders should be experienced
players. Players will be divided amongst
the teams by their classes. Each Samurai leader will receive special abilities
and their armies will also be granted
advanced capabilities. Each team has
different skills, so each team wins and
loses in a different way. The Reeve
should also rope off an area to serve
as Mount Fuji (the Mountains terrain is
encouraged), and place assorted neutral
Monsters all around the encounter area.
Object: The army that emerges triumObject
phant in battle will receive the Medallion of Honor. To take a hostage, the
player must be dead or subdued. To
bring them back to base, accompany
them to the designated holding area.
Once there, they are alive but cannot
move. Released hostages are immediately sent back to their base. Hostages
must touch base before returning to the
game. Counts are started and stopped
once all of the requirements are met.
Victory Conditions:
Conditions Victory is achieved by crushing all the other
armies. Different armies can also declare victory if they meet their
predetermined condition:
 Bushi - If two of the three enemy ﬂags are captured for at least
a 500 count.
 Ninja - If the Ninja army captures 2 of the 3 commanders for
at least a 500 count.

- If any combination of three leaders and/or ﬂags is
captured for at least a 500 count.
 Steppe Warriors - If the Steppe Warrior army holds 5 prisoners
from each team for at least a 500 count.
: The commander of each army will receive a special
skill that other players do not possess which makes them considerably stronger. These are separate from player abilities.

- All Honor Duel challenges he issues must be accepted.

- May use “Instant Teleport” (“Instant Teleport” x1 and
“Arriving” x5) (1/life)
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- May choose one of the following for one life: Immunity to magic or Immunity to enhanced weapons (all hits deal 1
point of damage) (2/game)

- May use a 10 second Fight After Death
regardless of class or level (ﬁve seconds is added if the commander is already a Barbarian) (1/life)


: All players of each army will receive a special ability that
will give them certain advantages over the other armies. These are
separate from commander abilities. Cumulative with class abilities.

- All players receive Immunity : Control

- All players receive one free Touch of Death per life.

- All players receive one non-magical Protect per life.

- All players may Fight After Death once per
The Monsters:
Monsters Monsters protecting Mount Fuji must remain neutral, engaging all teams equally. Individual Monsters may choose to
assist a team if the team plays honorably and are obviously in need
of help. Backstabbing is unacceptable, due to the honorable nature
of these particular Monsters. Should a Monster join a team, it must
notify a Reeve at the earliest chance, in addition to making it’s afﬁliation known during combat. Suggested Monsters include: Oni,
Tengu, Yamabushi, and of course, Ryú.
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