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INTRODUCTION

What you hold before you is a labor of love. | started working on this in 2016 when | was planning an Oriental
Adventure campaign, eventually played that campaign in 2019/20 and then compiled all that information here. It's a
big tome but it isn’t fancy — no cool art or cutting-edge desktop publishing skills, but it is vast, and it is play tested and
hopefully it will help another DM out there who wants to visit the lands of Kara-Tur (coughRokugancough).

Feel free to use this as reference book as well for your own — most likely- much better presented work set in the
Eastern Lands. All | ask is you give me some credit somewhere.

One thing to take note of it is assumed you are using some kind of way to deal with honor. In older editions this was a
point system and | found this cumbersome. | ended up just introducing an Honor ability score instead (per the
optional DMG rules). A positive score indicates an honorable character, and a negative indicates an dishonorable

character.
Enjoy,

Michael Mifsud
Christmas, 2020.


https://www.dndbeyond.com/sources/dmg/dungeon-masters-workshop#NewAbilityScoresHonorandSanity
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RACES

KOROBOKURU

Korobokuru vary slightly from one individual to the next, but they all appear to be small, round, egg-shaped creatures.
They sport small faces and have six limbs. They have a pair of stubby arms and stubby legs, as well as a pair of
ears/wings. They tend to keep these ears wrapped around their necks when not in use. They have very tiny fangs
too. Korobokuru are also skilled salesmen, and their entire lives seem to consist of trying to get the best deal for their
goods. A large community, perhaps the first community of korobokuru make their home on the world tree Yggdrasil
and act as the trees’ guardians.

SPEECH PATTERNS

One noticeable aspect of Korobokuru is their unusual speech patterns, using very short sentences, speaking in the
third person, and sometimes repeating phrases. One of the korobokuru in Ratatosk Village humorously mentions that
the korobokuru people adapted their speech after a lot of research in human language. According to the same
korobokuru many korobokuru who live with Homs (humans) for extended periods of time learn to talk normally. They
refer to humans as “Hom Hom”.

HABITAT

The korobokuru seem to originate from the world tree Yggdrasil, but this is not certain. Some korobokuru speak of a
warm, jungle-like place known as Makna Forest as their original home.

Either way, they have since spread out across the planes and travel as salesmen and can be found in most non-evil
cities and planes. A korobokuru in Edge Village states that korobokuru have passageways that only they can enter
on Yggdrasil, due to their tiny size, which allows them to quickly travel from one point on the World-Tree to another

(and one gate to another). Their main village, Frontier Village, is carved out of a part of the Yggdrasil.

LIFESTYLE

The korobokuru lifestyle seems mostly laid back and easy-going. According to one korobokuru they try to live
alongside nature. This laid-back lifestyle and a wish to avoid strife means the korobokuru try to avoid contact with
fiends and other evil aligned races. So far there are no records of the Blood War spilling over into a korobokuru
village.

Korobokuru are also skilled at making and selling various wares. Many korobokuru, if not living on Yggdrasil, choose
to become merchants, traveling across much of the planes and, in the process of buying and selling goods, collect
information from all across the multiverse.

Every year, one korobokuru is chosen by each major village’s Seer to become the LEGENDARY Heropon for a year.
This Heropon is tasked with keeping the village safe and this may take many forms.

KOROBOKURU NAMES

Ababa, Adidi, Bana, Berryjammy, Cherr, Dabidab, Dedeba, Deki, Dobadoba, Gadada, Gowago, Hoko, Kilaki, Kofuko,
Kokora, Kuriku, Lalapa, Leku, Lupa, Medi, Migaga, Miko, Minana, Modamo, Norara, Npa, Pachipa, Pelupelu, Pepa,
Pipit, Pokapoka, Puko, Rasha, Riki, Reno, Tatsu, Tati, Tutu, Yusa

KOROBOKURU TRAITS

e  Ability Score Increase. Your Constitution score increases by 2 each but your Intelligence score is reduced by
2. Your size belies your hardiness strength — your korobokuru ears are actually powerful arm like
appendages. They are a hardy race but not too bright.

e  Age. A korobokuru reaches adulthood at the age of 20 and generally lives into the middle of his or her second
century.

e  Alignment. Most korobokuru are chaotic good. As a rule, they are good-hearted and kind, hate to see others in
pain, and have no tolerance for oppression. They are also carefree in their general demeanor. Most of them
hate evil creatures and value life and good.

. Size. Korobokuru average about 3 feet tall and weigh about 40 pounds. Your size is Small.

e  Speed. Your base walking speed is 25 feet.

. Lucky. When you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die and must use the
new roll.

. Play Dead. You can cast the feign death spell once per day. You may end the spell at any time as a reaction or
action and you are fully aware of what is going on around you. Otherwise, the spell functions as described.

. Korobokuru Nimbleness. You can move through the space of any creature that is of a size larger than yours.

e Wing-Ears. Your ears can act as wings of a sort. They are not powerful enough to raise you aloft, but they are
strong enough to slow your fall (and any other creature you are able to carry or hold on to) slowing your rate of


https://www.dnd-spells.com/spell/feign-death-ritual

descent to 60 feet per round. You take no falling damage and can land on your feet (usually with a small
bounce).

. Languages. You can speak, read, and write Common and Korobokuru. The korobokuru language isn’t secret,
but korobokuru are loath to share it with others. They write little, so they don’t have a rich body of literature.
Their oral tradition, however, is strong. Almost all korobokuru speak Common to converse with the people in
whose lands they dwell or through which they are traveling.

DESIGN NOTES: KOROBOKURU

In my campaign setting the korobokuru was a diverse race of awakened animals, with the most populous of the kind
being the korobokuru — which | took directly from the Xenoblade series of games. | felt a fury animal style PC race
was more interesting than an “Asian dwarf’. The information presented here is for an awakened animal/korobokuru
styled creature. If you are a purist and want the oriental dwarf version — you have this already in the players
handbook.



HENGEYOKAI

Hengeyokai are intelligent, shapechanging animals, able to shift freely between human and animal forms, as well as
a bipedal, animalistic form. Many animal species exist, defined by the kind of animal form they can assume. They
are typically found on the fringes of human-settled lands, where they can mingle in human form but retreat to solitude
when they desire.

ANIMAL CUNNING

Hengeyokai tend to be secretive, reclusive, and solitary, dwelling alone or in small bands. They often display
personality traits similar to their animal type — so monkey hengeyokai are curious and inquisitive, hare hengeyokai
are peaceful but easily startled, and so on. Hengeyokai usually do not try to fit into human society, knowing that they
are different and believing that they are more closely connected to the spirit world.

In animal form, hengeyokai are almost indistinguishable from normal animals except through magic. Naturally, their
behavior often provides proof of their intelligence, so careful observation of a hengeyokai in animal form can reveal
that it is not what it appears to be.

Hengeyokai can also assume a bipedal, animalistic (“hybrid”) form. They stand on their hind legs (or similar
appendages) to the height of their human form. The front paws, wings, or fins change into hands, capable of gripping
and using normal equipment. The rest of the body retains the general appearance of the animal, including fur,
feathers, wings, tail, and other characteristic features, but in the overall shape of a humanoid head and torso. They
may also choose to what extent their animalistic features come out in this form — for example, a kitsune (fox
hengeyokai) may choose to look completely human but have a fox tail and ears.

In human form, hengeyokai look exactly like normal humans, though (like lycanthropes) they often display some
feature associated with their animal form. For example, a spar- row hengeyokai might have a sharply pointed nose,
while a rat hengeyokai might have beady eyes and a long moustache.

A WILD PEOPLE

Hengeyokai often live near humans, and good hengeyokai sometimes assume a protective role over a nearby
community. A hengeyokai never feels a part of a human community, however, even when grateful villagers offer food
or gifts to reward the hengeyokai for the protection it offers. Evil hengeyokai instead prey on human communities and
are rewarded with fear and hatred.

Hengeyokai believe themselves to be closer to the spirit world than humans, and therefore feel a closer affinity for
spirit folk when the two races come into contact.

Most hengeyokai are chaotic, with a strong independent streak. They are wild and value freedom — theirs and
others. Some types of hengeyokai strongly favor good or evil: carp, crane, dog, hare, and sparrow hengeyokai are
usually good, while badger, fox, raccoon dog, rat, and weasel hengeyokai are usually evil.

LONE WOLF

Hengeyokai do not have lands of their own. They live — alone or in small bands — near human communities, usually
on the edge of civilization, near regions of unsettled wilderness. Given their strong chaotic streak, hengeyokai are
frequently on the move, particularly when the advance of civilization turns their wilderness retreats into bustling
metropolitan areas.

Hengeyokai do not worship the spirits that humans venerate — they consider themselves the spirits’ equals.
Hengeyokai may practice the disciplines of a philosophical school, sharing a spiritual orientation with certain monks.
Hengeyokai shamans command the power of the spirits not through veneration, like human shamans, but through
partnership.

HENGEYOKAI NAMES

Hengeyokai names follow human patterns in whatever lands they dwell.

WANDERLUST

Hengeyokai are commonly adventurers, since the sedentary life of a commoner holds little appeal for them. They are
usually motivated by little more than wanderlust, or perhaps curiosity about the world.

HENGEYOKAI TRAITS

As a hengeyokai, you have the following racial traits.

e  Ability Score Increase. Your Wisdom score decreases by 2. Hengeyokai tend to be flighty and weak-
willed. Their animal nature will influence their other ability scores (see Kind below).

. Size. Hengeyokai are about the same size as humans when in human or hybrid form. Your size is Medium.

. Speed. Your base walking speed is 30 feet.

. Darkvision. Your animal heritage grants you the ability to see in dark conditions when in animal or hybrid form.
You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You
can’t discern color in darkness, only shades of gray.

e Animal Whisperer. You have the supernatural ability to communicate with other animals of your kind.


http://66.media.tumblr.com/a0ad3b563d35b653d2d7335e97d538ab/tumblr_o35nadHpZg1uwpjhro1_1280.jpg

Beastform. This supernatural ability functions like the polymorph spell, but a hengeyokai can change form a
number of times per day equal to 1 plus your character level. Thus, a 1st-level hengeyokai can switch from
human form to animal form and back again in a single day. On your turn, you can shift as a bonus action.

A hengeyokai’s animal form is a normal animal of Small or smaller size. Possible animal forms include badger,
carp, cat, crab, crane, dog, fox, hare, monkey, raccoon dog, rat, sparrow, and weasel. Equipment the
hengeyokai is wearing or carrying transforms to become part of the animal form (as with polymorph), and magic
items cease functioning while the hengeyokai remains in animal form. When in animal form you retain all your
ability scores and hit-points and add your proficiency bonus to the base animals AC, to-hit and damage rolls. In
animal form, a hengeyokai is effectively disguised as an animal, gaining a +10 bonus on Deception checks while
in this form.

In hybrid form you gain one natural attack appropriate for your animal form as well as any relevant traits. For
example an inugami (dog hengeyokai) gains a bite attack and Keen Hearing and Smell using the mastiff as the
base animal (you will need to work with your DM for specific abilities but any beast can be an hengeyokai).

Also, in hybrid form, you can typically wear light or medium armor without modification, but wearing heavy armor
is impossible. Equipment worn or carried by a hengeyokai in human form does not transform when the
hengeyokai assumes hybrid form. When a hengeyokai in animal form assumes hybrid form, your equipment
returns to its normal form and magic items resume functioning.

You also gain a feature that depends on your animal species, described under Kind. You may speak in any of
these forms and, if applicable, cast spells. Once all usage of this ability is exhausted you must finish a short or
long rest before you can change-shape again.

Beast form also allows hengeyokai to take the Nine-Tails feat which is exclusive to this race.

Shapechanger. Hengeyokai are shapechangers, not humanoids for the purposes of spells and other abilities
that effects humanoids. As such, they are immune to spells that specifically target humanoids (including charm
person and hold person) but are susceptible to any spells or affects that target shapechangers.

Language. Hengeyokai speak their own language (a form of Sylvan), which is common to all hengeyokai
regardless of animal type as well as Common.

Kind. Several species of hengeyokai exist, each with its own animalistic features. Any beast can be a
hengeyokai, however, below are some examples you may choose from (and as guidance for new beasts):

ANIMAL ABILITY MODIFIER HYBRID SPECIAL ABILITY

Badger +2 CON Speed 20 ft., burrow 10 ft.,, Keen Smell

Carp +2 DEX Speed 10 ft., swim 30 ft., Water Breathing

Cat +2 DEX 40 ft., climb 30 ft., Advantage on acrobatics checks, Keen Smell

Crab - +1 natural armour, advanrage on swim related checks and Amphibious

Crane +2 DEX Speed 20 ft., fly 20 ft.

Dog (inugami) +2 CON Advantage on survivial checks when using scent and Keen Hearing and Smell

Fox (kitsune) +2 DEX Advantage on escape checks and Keen Hearing

Hare +2 DEX, +2 INT Speed 40 ft.

Monkey (vanara) +2 INT, +2 WIS, -2 STR Climb 30 ft.

Raccon Dog (tanuki) +2 STR Advantage on survivial checks when using scent and Keen Smell

|Rat +2 DEX Advantage on stealth checks and Keen Smell

Mouse (nezumi) +2 DEX, -2 CHA Speed 40ft., Immune to the Shadowlands Taint (all forms), Advantage on stealth checks,
Keen Smell and Hale (advantage on saves vs poison and disease)

Sparrow +2 DEX Speed 20 ft., fly 20 ft.

Weasel +2 CON Advantage on stealth checks and Keen Hearing and Smell

NINE-TAILS

You have become a paragon of your species. You gain the following benefits for your animal form when you take

this:

Your base animal is now the dire version for your kind.

When you take the attack action you may attack twice.

Your hit-point total is your original total or five times your level, whichever is higher.

You gain damage resistance against bludgeoning, piercing, and slashing from nonmagical attacks.

Your magic-items function normally in Nine-Tails form so long as they do not require activation and provide
passive abilities (for example, like a ring of protection).

Your Darkvision now functions in all your forms.

You may retain your original AC and to-hit bonus or add your proficiency bonus to the base dire animals
AC, to-hit and damage — whichever is higher.


https://www.dndbeyond.com/spells/polymorph
http://www.5esrd.com/gamemastering/monsters-foes/monsters-alphabetical/monsters-a/animals/animal-mastiff
https://itsmygamemyrules.wordpress.com/2016/06/21/feat-nine-tails

DIRE BEAST TEMPLATE

Dire creatures are large, feral-looking animals. They are not just bigger versions of normal animals, however. On the
whole, dire creatures are bigger, stronger, faster, and more aggressive than their normal counterparts. Only a beast
that is already not dire can become a dire beast.

CR: Same as the base creature +2. This may affect proficiency bonus and all dependent modifiers.

Size and Type: If the base creature is Tiny or smaller, increase its size to Small. Otherwise, increase its size by
one size category. This will affect the die used for hit points.

AC: The creature gains a natural armor bonus of +2.

Hit Dice: The dire creature has double the number of hit-dice of the base creature.

Speed: Same as the base creature +10 ft.

Attacks: Adjust damage dice of all natural and special attacks by one die. So, a d6 becomes a d8.

Abilities: STR +4, DEX +2, CON +4, WIS +2 and CHA +2.

Skills: A dire creature gains double proficiency bonus of any skills listed for the base creature.

DESIGN NOTE: NO VANARA?

In the 3" edition of Oriental Adventures, a Kara-Tur specific player race was introduced — a monkey people. When
reviewing this race there was little difference between the vanara and a monkey hengeyokai so | decided to drop this
race as its own option and assumed it was just a type of animal shapefhifter. Ditto for the nezumi — a mouse people.



SPIRIT FOLK

Spirit folk are the descendants of humans and various spirits of nature. Spirit folk have three distinct races —
bamboo, river, and sea spirit folk. All tie very strongly to the natural world as well as to the society of humans.

A TIMELESS PERSPECTIVE

Spirit folk tend to be serene and calm, attuned to their surroundings and at peace with the world. Their spirit ancestry
gives them an awareness of the spirit world, and they show little desire to manipulate that world through magic. They
manifest a love and enjoyment of life that many humans can only envy.

Perhaps because of their strong ties to the natural world, spirit folk tend to seek balance between extremes. They
tend toward neutral alignments.

Spirit folk share the religious habits of humans, venerating a host of spirits and Fortunes. They typically venerate their
human ancestors as well as their spirit forebears.

SLENDER AND GRACEFUL

Spirit folk look human. Their eyes are slender, and their mouths are small. Their eyebrows are very thin, and their
complexions are very pale or golden. They have no facial or body hair, but the hair on their heads is thick and
luxurious. Some have more unusual qualities like golden hair or slightly pointed ears. They appear in all the diversity
of humans, and many come close to the ideal of human beauty in their society.

LIVING AMOUNG US

Spirit folk live among humans, but usually near regions of untouched wilderness—uncut bamboo groves, pure
streams and rivers, and deep ocean waters. Unlike hengeyokai, they are more tightly integrated into human
communities, bound by family ties. They do not usually join in communities with other spirit folk.

Spirit folk typically live as part of human society, and are accepted as equals in human communities, even when their
true ancestry is known. They are members of human clans, citizens of human nations, and have blood relations who
are entirely human. At the same time, they are part of the spirit world, and never feel completely at home in the
mundane life of a human village.

As spirits, spirit folk often get along well with hengeyokai, and they may have friends and allies among other spirit
races as well.

EXPLORATION AND ADVENTURE

Some spirit folk feel their difference from their human neighbors more acutely than others of their kind, and take up
the life of an adventurer in order to find their own way in the world. Sometimes, sheer wanderlust drives a spirit folk to
explore the world.

SPIRIT FOLK NAMES

Spirit folk usually have human names, though their given names often reflect their ancestry. They might later
assume distinctive names to capture their heritage, such as Lung, Wave, Moon, River, or Jade. River spirits will tend
to have the same name of the river they are linked to or incorporate it somehow into their name.

SPIRIT FOLK TRAITS

These abilities are common to all three subraces of spirit folk.

e  Ability Score Increase. Your Constitution score increases by 2.

e  Age. Spirit Folk mature at about the same rate as humans and reach adulthood in their late teens,
however, they live indefinitely usually only experiencing death due to accident, violence or eventually fully
passing into the Spirit World.

e Alignment. Independent and self-reliant, spirit folk tend toward a neutral alignment.

. Size. Spirit Folk are as varied as their mortal parents but are generally built like humans, standing anywhere
from 5 feet to over 6 feet tall. Your size is Medium.

. Speed. Your base walking speed is 30 feet

. Spirit Native. Spirit folk have the spirit subtype, which means they can be affected by spells that specifically
target spirits, such as protection from spirits and invisibility to spirits. Their human ancestry makes them
humanoids, however, so they are also affected by spells such as hold person and charm person.

e Languages. Spirit folk speak Common in their human communities but can also converse in the Spirit Tongue
that is used among spirit creatures.

e  Subraces. Spirit folk have three distinct races — bamboo, mountain, river, and sea spirit folk

BAMBOO SPIRIT FOLK
This spirit folk normally live near forests (bamboo or otherwise) or jungles. Bamboo spirit folk have these additional
characteristics.

e  Ability Score Increase. Your Wisdom score increases by 1.
e Wilderness Lore. You are proficient in the Survival skill.



Mask of the Wild. You can attempt to hide even when you are only lightly obscured by foliage, heavy rain,
falling snow, mist, and other natural phenomena.

Trackless Step. You leave no trail in natural surroundings and cannot be tracked.

Forest Spirit. You have advantage on saving throws against spells and affects that are nature related in some
aspect (DM’s discretion).

Speak with Animals. Once per day you can use speak with animals to speak with any animal. This ability is
innate to bamboo spirit folk. It has a duration of 1 minute.

Shooting Stars. Once per day you may turn 1d4 projectiles (usually arrows) into special shooting star
arrows. A shooting star arrow appears normal, but it bursts with a bright green light upon impact. The target
creature must make a Constitution saving throw (DC is 8 + proficiency bonus + Wisdom bonus) or become
dazzled for 1 minute. A dazzled creature takes a -1 on attack rolls.

Chikurin. The life force of a bamboo spirit folk is always tied to a bamboo grove deep within the forest. If this
grove is damaged, the bamboo spirit folk suffers an equal amount of damage. If the grove is destroyed, the
bamboo spirit folk character dies instantly. When a bamboo spirit folk enters his grove, he is instantly cured of
all wounds and diseases. This grove can never be moved, nor do shoots sprouted from this grove have any
special effect. You always know the status of the grove no matter the distance, even across inter-planar
boundaries. You may always find your way back.

MOUNTAIN SPIRIT FOLK
Mountain spirit folk are associated with one particular mountain or hill and commonly live somewhere near it.
Mountain spirit folk have these additional characteristics.

Ability Score Increase. Your Constitution score increases by 1.

Climb. You have a climb speed equal to your speed.

Grounded. You have advantage on Strength based skill checks so long as your feet are on the ground.

Speak with Birds. Once per day you can use speak with animals to speak with any avian. This ability is innate
to mountain spirit folk. It has a duration of 1 minute per character level (minimum of 1 minute).

RIVER SPIRIT FOLK
River spirit folk are associated with one particular river or stream and commonly live somewhere near it. River spirit
folk have these additional characteristics.

Ability Score Increase. Your Dexterity score increases by 1.

Amphibious. You can breathe air and fresh water.

Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were
dim light.

Swim. You have a base swimming speed of 30 feet. The equipment you carry also never becomes wet.

River Spirit. You are attuned to water in all its forms giving you advantage on saving throws against spells and
affects that are water related in some aspect (DM’s discretion).

Seafood. Once per day you can use speak with animals to speak with any fish. This ability is innate to bamboo
spirit folk. It has a duration of 1 minute.

Make a Path. Once per day you can lower water in rivers and streams by a depth of 10 feet, allowing others to
cross easily. This effect lasts for 1 minute.

Kawa no kami. The life force of a river spirit folk is tied to a single, particular river (chosen either by the DM or
the player) as it lies in its natural banks. Water drawn from the river or diverted for irrigation is no longer
considered part of the river. Bathing within the banks of this river cures a river spirit folk of all wounds and
diseases instantly. Likewise, changes in the flow of the river affect you. Periods of drought which lower the
water of the river also weaken you, temporarily inflicting levels of exhaustion. Major flooding makes the
character wild and uncontrollable (you can the Rage special ability as if you were a barbarian of the same
level). Damming and other engineering changes makes you progressively weaker until you finally die. You
always know the status of your river no matter the distance, even across inter-planar boundaries. You may
always find your way back.

SEA SPIRIT FOLK
The sea is vast, so of all the spirit folk, those of the sea are the most numerous. Sea spirit folk have these additional
characteristics.

Ability Score Increase. Your Strength score increases by 1.

Amphibious. You can breathe air and salt water.

Swim. You have a base swimming speed of 30 feet. The equipment you carry also never becomes wet.

Fire Resistance. You are attuned to the mighty ocean that you seek to quench fire in all its forms. You have
advantage on saving throws against spells and affects that are fire based in some aspect (DM'’s discretion).
Weatherman. Once per day, you can predict the weather for the next 24 hours. Make a DC 10 Wisdom check,
success indicating you succeed (the DM may choose to make this role in secret).

Son of the Sea King. You are not affected by changes in the sea, nor do you receive healing benefits from
it. Once a year you can receive one favor from the sea — a violent storm, fair sailing winds, rain, the recovery
of a particular item from the bottom of the ocean, etc. You must ask for a specific thing. Should two sea spirit
folk ever make opposing requests, neither will be granted and their favors for that year are lost.

Of all the spirit lords, the Lord of the Sea has the most authority and takes most interest in the activities of his
kin. If you raise your honor to 20 (using the optional Honor rules in the DMG), the Lord of the Sea bestows a gift
upon you. This may be a valuable treasure from the bottom of the ocean, a special serv- ice, or a magical item
such as the pearl of rising tide. This gift is given with no conditions or expectations of repayment.


http://amzn.to/24XevTO

e Call to the Wave. You know the shape water cantrip (Princess of the Apocalypse Players Companion). When
you reach 3rd level, you can cast the create or destroy water spell as a 2nd-level spell once with this trait, and
you regain the ability to cast it this way when you finish a long rest. Constitution is your spellcasting ability for
these spells.

OPTIONAL RULE: GENASAI

The genasi would fit well as alternate spirit folk sub races. Feel free to use these races as spirit folk though it should
be tied to a specific natural feature instead of a generic element. For example, a fire genasai would be a volcanic
spirit folk tied to a particular volcano, an air maybe the child of The Divine Wind, an earth genasai maybe related to a
hill or range of mountains as opposed to a single one, and a water may be related to a specific ocean.
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CLASSES

OIRAN

Far from being a mere flesh-peddler, as many may foolishly believe, oiran are among the most cultured entertainers
in the world. Instructed in the finest dance, song, and verse the cultured world has to offer, oiran are greatly sought
after and highly respected. To entertain one’s guests with oiran is considered among the nobility to be the highest
honor a host can show, as much for the quality of the entertainment as for the extraordinary cost the must be paid to
the okami, an oiran’s benefactor.

Most oiran are brought up in the home of their okami, called an okiya. Here they are instructed in the social arts for
years until they are old enough and experienced enough to become oiran. Occasionally, however, an experienced
entertainer will swear herself to an okami in exchange for the constant instruction that she will receive from the okiya.
Eventually, if she is shrewd and successful enough, a oiran may be chosen by a retiring okami to take her place,
which places the management of the okiya in her hands, as well as the profits in her pocket.

THE OIRAN CLASS TABLE
Proficiency Ki
Level Bonus Features
1st +2 1 Songs, Charming Defense
2nd +2 2 Jack of All Trades, Reassuring Touch
3rd +2 2 Oiran School, Ofuda Expertise
4th +2 2 Ability Score Improvement
5th +3 3 The Tea Ceremony
6th +3 3 Oiran School Feature
7th +3 4 Seduce to Learn
8th +3 4 Ability Score Improvement
9th +4 5 Expertise
10th +4 5 The Secret Song
11th +4 6 Master of Wonder
12th +4 6 Ability Score Improvement
13th +5 7 The Secret Song
14th +5 7 Oiran School Feature
15th +5 8 —
16th +5 8 Ability Score Improvement
17th +6 9 The Finale!
18th +6 9 The Secret Song
19th +6 9 Ability Score Improvement
20th +6 10 Rapture of the Song
CLASS FEATURES

As an oiran, you gain the following class features.

HIT POINTS

e  Hit Dice: 1d8 per oiran level

e  Hit Points at 1st Level: 8 + your Constitution modifier

e  Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per oiran level after 1st

PROFICIENCIES

e  Armor: None
e  Weapons: Simple weapons, hand crosshows, longswords, rapiers, shortswords
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e Tools: Three musical instruments of your choice
®  Saving Throws: Dexterity, Charisma
e  Skills: Performance and any other two

EQUIPMENT

You start with the following equipment, in addition to the equipment granted by your background:
e (a) awarfan, (b) a wakizashi (rapier/shortsword), or (c) any simple weapon

e (a) adiplomat’s pack or (b) an entertainer’s pack

e (a) a koto or (b) any other musical instrument

e  atanto (dagger)

SONGS

Once per day per oiran level (plus your Charisma ability score modifier), you can use ki to empower your songs or
poetics to produce magical effects on those around you (usually including yourself, if desired). While these abilities
fall under the category of oiran music and the descriptions discuss singing or playing instruments, they can all be
activated by reciting poetry, chanting, singing lyrical songs, singing melodies, whistling, playing an instrument, or
playing an instrument in combination with some spoken performance. Each song has a basic version and a more
advanced level-dependent version. To sing the basic song costs 1 ki, and unless specified otherwise, it does not cost
additional ki for additional effects. Executing a refrain costs 2 ki and a bonus action and a finale costs 3 ki, ends the
related song and is an action.

As an action, you sing a song of magic. So long as you maintain the song the effects trigger at the start of your turn.
You must be able to be heard for the song to take effect and each has an effective range of 30 feet. For example,
your allied kensai could start 20 feet from you gain the benefits of Whistling Warsong and then move another 30 feet.
They would lose the benefit of the song if they were not within range at the start of your next turn. When picking a
song, you have the option of permanently converting it into a dance. This means allies

You maintain a song as if it were a concentration spell, however, you can use your Performance skill for your saving
throw instead of your Constitution saving throw. You may decide from round to round if you are affected by your
songs or not you may also swap songs at the start of your turn. If you do this your song persists until the end of your
current turn.

Charisma is your key ability for your songs. Your magic comes from the heart and soul you pour into the performance
of your music or oration. You use your Charisma whenever a song refers to your singing ability. In addition, you use
your Charisma modifier when setting the saving throw DC for a song you sing and when making an attack roll with
one.

Song save DC = 8 + your proficiency bonus + your Charisma modifier
Song attack modifier = your proficiency bonus + your Charisma modifier
You have access to all songs from level 1.

CHARMING DEFENSE
Beginning at 1st level, while you are wearing no amour and not wielding a shield, your AC equals 10 + your Dexterity
modifier + your Charisma modifier.

JACK OF ALL TRADES
Starting at 2nd level, you can add half your proficiency bonus, rounded down, to any ability check you make that
doesn’t already include your proficiency bonus.

REASSURING TOUCH

Also at 2nd level, as an action, you may touch a creature that is confused, charmed or insane allowing the target to
repeat a saving throw against one of these conditions even if normally not permitted. At 15" level the target makes

the saving throw with advantage. You may use this ability as often as you like but any one creature can only benefit
from your reassuring touch once per day.

OIRAN SCHOOL
At 3rd level, you delve into the advanced techniques of an oiran college of your choice: — geisha, gaiko or taikomochi.
Your choice grants you features at 3rd level and again at 6th and 14th level.

OFUDA EXPERTISE

At 3rd level, you are trained in the way of magic and for the purposes of using a spell scroll you consider

the Bard and Wu-Jen spell list as class spells. You can also make a DC 20 + the spell level Arcana check to use
spell scrolls from other schools of magic — that is, spells that do not belong to your spell list.

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can’t increase an ability score
above 20 using this feature. Using the optional feats rule, you can forgo taking this feature to take a feat of your
choice instead.

TEA CEREMONY
At 5" level you can prepare a special tea ceremony with 5 minutes of work, after doing so every participant (including
you) benefits from one of her available songs for 1 hour afterward. An effective ceremony requires a DC 15 Charisma
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(Performance) skill check. If the ceremony is interrupted or the check fail the no participant gain any benefits from the
ceremony. On a natural 20 the effects last until the next short or long rest.

SEDUCE TO LEARN

At 7" level, an oiran has a lascivious way of acquiring knowledge through less than diplomatic channels. You can use
charm, flirtation, or seduction to learn a coveted secret that is known by a nonplayer character. In order for this ability
to, the nonplayer character must find the oiran physically attractive and be in a position to actually know the secret in
question. You make a Charisma (Deception) check against a DC determined by the type of secret you are trying to
get. There are five kinds of secrets that can be learned with a seduce to learn secret check. The fewer people that
know a secret, the greater their loyalty to keep that secret.

Secret DC* Example

Common 10 Password told to the city guard, known by 16 or more people
Uncommon 15 Identity of thieves’ guild leader, known by 9 to 16 people
Valuable 20 A merchant ship hauling exotic goods, known by 5 to 8 people
Deadly 25 Plans to invade a foreign land, known by 3 to 4 people
Unutterable 30 The mental disability of a king, known by 3 or less people

*The DC assumes that the nonplayer character is indifferent. The Deception check is at disadvantage if the NPC is
hostile, -1d4 if the NPC is unfriendly, +1d4 if the NPC is friendly, and advantage if the NPC is helpful.

A typical seduce to learn secret check takes 1d4+1 hours and requires seduction. If the check succeeded by 10 or
more, the attempt takes 1d4+1x10 minutes and only requires flirtation. If the check succeeded by 20 or more, the
attempt takes 1d4+1 minutes and merely requires charm. Retries are not possible as the target becomes too
suspicious.

EXPERTISE
At 9" level, choose two more of your skill proficiencies. Your proficiency bonus is doubled for any ability check you
make that uses either of the chosen proficiencies.

SECRET SONGS

By 10th level, you have plundered magical knowledge from a wide spectrum of disciplines. Choose two spells from
any classes spell list (including wu-jen). A spell you choose must be of a level lower in spell levels than you known
song number, as shown on the Oiran table, or a cantrip. The chosen spells become oiran songs for you. You learn
two additional songs this way from any classes at 14th level and again at 18th level. You may replace songs each
time you level up or gain this class feature. Apart from having only verbal components (or somatic for dancers) these
otherwise act as the original spells.

MASTER OF WONDER

At 11" level, wondrous items do not count against your attunement limits. You still must attune to them, if required.
At level 15 this trait allows you to use the Use and Object action as a bonus action when the item being used is an
attuned wondrous magic item.

Design Note: There were key spells lost when the geisha and geiko were moved from being part of the bard
archetype but that didn’t make thematic sense to convert into a song. For example, the wu-jen spell terracotta warrior
or Leomunds tiny hut. Instead, | turned these into wonderous items without attunement value. The same logic applied
to the ofuda master trait. It makes the class quite adept at using magical items to get things done which | think fits
more thematically.

THE FINALE!
At 17" level, all your songs now have a new option — the Finale! You may choose to end the effects of a song at any
time using your reaction and gain one of the following effects, but that song then becomes unavailable until you take
a short rest:

You use the specific finale option of the song.

The effect of your song is maximized.

The effect of your song is doubled.

If the song has a variable component you may increase the number of die rolled equal to half your level.

If the song has a negative effect, you may remove it as part of a finale.

RAPTURE OF THE SONG

At 20th level, you are so in tune with the power of THE song you gain insight, physical fortitude, and resistance to
magic while in the throes of THE song. You gain the following effects based on the number times you use ki (not the
number of ki, with a 1 per round maximum), each effect is cumulative and lasts 1 minute or until you stop singing:

e 1styse of ki you gain, +2 bonus to AC as THE song protects you from harm.

e 2" yse of ki you gain, +2 bonus to saving throws as THE song grants you foresight and you dance out of the
way of danger.
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e  3dyse of ki you gain, THE song manifests as notes that swirl around you and provide you damage reduction of
2 against all attacks.

e 4™ yse of ki you gain, the effects are applied to your allies as well.



SCHOOL OF GEIKO

Geiko are female entertainers, trained from a very young age to be hostesses in noble establishments, performing
arts such as music, dance, games, and conversation. The geiko focuses on enhancing her songs to maximum effect.
In fact, she believes that beyond magic, beyond sound, beyond good and evil, lies music so profound and powerful
that even deities’ quake at its sound. Known as THE Song — which is of unknown origin and with no limit to its power
— is incomprehensible to the mortal ear. To some who hear a fragment of this music, it becomes beauty incarnate,
they devote their lives to its discovery. You wield the power of music in ways that amaze even the most skilled oiran.

Restriction: Female. Only females can be geiko. The geiko fills a particular niche in Oriental society and culture.

BONUS PROFICIENCY

3rd-level School of Geiko feature
Starting at 3rd level, you become proficient with the war fan.

SUPERB BALANCE

3rd-level School of Geiko feature

A geiko’s training in dance, her focus on maintaining a particular walk...even the clothing and shoes she wears are
all designed to help her maintain a style and grace that helps her focus on the fluidity of her movement. You become
proficient in Acrobatics, and if already proficient, gain double proficiency.

SONG WEAVER

6th-level School of Geiko feature

You can now start a second song combining them to create a new song that chains the effects of both into a single
song.

SONGSTRESS

14th-level School of Geiko feature

You can now start a third song combining all three to create a new song that chains the effects of all into a single
song.

In addition, the effects of your songs now continue until the end of your next round if they are interrupted for any
reason. If you restart the song before the end of the next round it continues as normal.

DESIGN NOTE: GEISHA OR GEIKO?

My wife played this class and was instrumental in building the geiko. She originally started as a geisha archetype but
didn’t want to have the thieve skill. Her request was to design a class that was very similar to the Everquest bard —
where their power/magic comes from singing, in particular twisting songs, where the songs get stronger as the
character levels up - and thus the Oiran was born. It takes a particular type of player to play this class as it usually
takes 3 rounds to spin up all a geiko’s songs and they are nearly entirely buff/healing songs, so you also have to
accept (and enjoy) being purely a support class. There is also a lot of work in understanding and optimizing the class
as they have a lot of options with their song list. This was the most heavily played and revised class in the list — with
the kensai being second.



SCHOOL OF GEISHA

Geisha are female entertainers, trained from a very young age to be hostesses in noble establishments, performing
arts such as music, dance, games, and conversation. Some have also been trained in the ways of the ninja
performing assassinations and other spy work.

Restriction: Females Only females can be geisha. The geisha fills a particular niche in Oriental society and culture.

BONUS PROFICIENCY

3"-level School of Geisha feature
Starting at 3rd level, you become proficient with the war fan, the disguise kit and the poisoner’s kit.

ENRAPTURING PERFORMANCE
3"-level School of Geisha feature
You can execute an enrapturing performance while singing a song or during a normal performance of any type.

You can use an enrapturing performance to recreate the effects of any of your known songs, but you focus the
performance on only a single target within range. While other creatures see and hear your enrapturing performance,
only the target of this ability is affected by it. Starting an enrapturing performance is an action; at 7th level, it becomes
a bonus action, and at 13th level, it becomes a free action. It must otherwise comply with the rules of Singing.

The DC to resist your song increases by 2 and the bonus to allies increases by 2 as well (depending on which song
is being sung). For example, Tsuki-Yomi’s Melodic binding’s Wisdom saving throw would be increased by 2 while
the AC bonus of Haciman’s Whistling Warsong would increase to +4.

GEISHA NINJUTSU

6M-level School of Geisha feature

You can use your oiran music to fuel your ninjutsu. Unless otherwise stated each ninja trick costs 1 use of oiran
music.

e  Aflurry of Stars. For each 1 oiran music point spent you throw an additional weapon (such as a kunai) as part of
your next attack action.

e  Elemental Weapon. You can expend 1 oiran music point per attack to change the type of damage your weapon
does to an energy type of your choice.

e  Devil Sight.You gain darkvision out to 60 feet for 10 minutes (or double the distance if you already have
darkvision) and can see in magical darkness.

e  Phantom Kunai.You invest a portion of your oiran music into a single thrown weapon, such as a kunai, and
throw it as an attack action. Your kunai is trailed by golden butterflies as they home in on a target. The thrown
weapon explodes on impact in a 5-foot radius burst, dealing 1d6 points of force damage plus 1d6 points of force
damage for every additional four oiran music points you spend. Creatures caught in the blast receive a
Dexterity save to halve the damage. If the thrown weapon hits a creature, that creature has disadvantage on
the saving throw. If the thrown weapon misses, it still explodes near the target who instead gets a normal save.

®  You may spend 1 oiran music point to impose -1d4 on saving throws against your enchantment spells.

e  You may add an extra 1d6 points of damage to a weapon attack you make for each oiran music point spent as
long as you have advantage on the attack roll.

e  Using all your oiran music (minimum of 5) you may make an attack against a creature you have charmed. This
attack has advantage and is automatically a critical hit.

DEADLY INFATUATION

14"-level School of Geisha feature

Starting at 14th level, hostile creatures have disadvantage on their saving throws against your songs and you may
also pick one ninja-trick or ninjutsu from the ninja class to add to your list of geisha ninjutsu list.
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SCHOOL OF TAIKOMOCHI

The Japanese version of the jester, these men were once attendants to daimyé (feudal lords) from the 13th century,
originating from the “Ji Sect of Pure Land Buddhism”, which focused on dancing. These men both advised and
entertained their lord and came to be known as doboshu (‘comrades’), who were also tea ceremony connoisseurs
and artists. By the 16th century, they became known as otogishu or hanashishu (story tellers), where they focused on
storytelling, humour, conversation. They were sounding boards for military strategies and they battled at the side of
their lord.

Restriction: Male. Only males can be taikomochi. Taikomochi also tend to favor the taiko drum as their instrument of
choice.

ADVANCED LEARNING

3rd-level School of Taikomochi feature

You become proficient in the History skill. You can also innately cast_identify once per day. At 9" level you may also
innately cast legend lore once per day.

Design Note: Jesters
Taikomochi were both jesters and advisors to daimyos. Their ability to use identify and legend lore represents
supernatural ability to know and understand history.

SHARP TONGUE
3rd-level School of Taikomochi feature
You can innately cast vicious mockery.

ONMYO PRACTIONER

6th-level School of Taikomochi feature

You gain access to both the bard and wu-jen spell list. You may expend oiran music uses to cast these spells. It
costs 1 oiran music use per spell level of the spell being cast. Cantrips maybe cast for free but still require the Cast A
Spell action. The maximum spell level you may cast is equal to your oiran music uses per the Oiran Class Table. For
example, at level 7 you have 4 oiran music uses per day. The highest spell you may cast is 4" level.

FUNNY MAN
6th-level School of Taikomochi feature
You can cast Tasha’s hideous laughter by expending oiran music uses.

THE LAST LAUGH
14th-level School of Taikomochi feature
You may use any of the power word spells once per day.


https://www.dndbeyond.com/spells/identify
https://www.dndbeyond.com/spells/legend-lore
https://www.dndbeyond.com/spells/vicious-mockery
https://www.dndbeyond.com/spells/hideous-laughter
https://www.dndbeyond.com/spells?filter-class=0&filter-search=power+word&filter-verbal=&filter-somatic=&filter-material=&filter-concentration=&filter-ritual=&filter-sub-class=

OIRAN SONG LIST

AGILMENTE’S ARIA OF EAGLES
An aria that allows your group to levitate for a short time. This functions as the levitate spell except it affects the
whole party. You also gain the following level-based bonuses:

e At 10" level the song also acts as a fly spell that effects the whole party.

e At 15" level the song has the added benefit of a freedom of movement spell that also affects the whole
party.

= Refrain, Aria of Everywhere. You may use dimension door or misty step.

AMATERASU’S LIGHT

You recall the creation story of Zipang and how both the land, kami and people are sons and daughters of
Amaterasu. The song provides bright light in a 20-foot radius and dim light for an additional 20 feet. You also gain
the following level-based bonuses:

e At 5" level the light provides you and your allies the benefit of a see invisibility
e At 10" level the light provides you and your allies the benefit of a daylight
e At 15" level the light provides you and your allies the benefit of a true seeing

ANTHEM OF THUNDER AND PAIN

A wave of thunderous force sweeps out from you. Each creature of your choice in a 30-foot cube originating from you
must make a Constitution saving throw. On a failed save, a creature takes 2d8 thunder damage and is pushed 10
feet away from you. On a successful save, the creature takes half as much damage and isn’t pushed.

In addition, unsecured objects that are completely within the area of effect are automatically pushed 10 feet away
from you by the spell’s effect, and the spell emits a thunderous boom audible out to 300 feet. You also gain the
following level-based bonuses:

e At 5" |evel the song provides you and allies resistance to lightning and thunder damage.
Refrain. You shoot a ray of electricity from your fingers that has a range of 20 feet. The electrical discharge
does half your level in d6 damage to a single target. At 5" level It then arcs to one other target within 20
feet doing half damage. At 10" level it arcs to two targets and at 15" level additional targets all of which
must be within 20 feet of the original target. The target can make a Dexterity saving throw to halve the
damage.

o  The Finale! When this song is ended as part of a finale, it has the same effect as a storm of vengeance

CHORDS OF DISSONANCE

All enemies who can hear your singing take 1d8 + CHA modifier in thunder damage.

Refrain. You focus your songs into a cone of thunder that has a range of 30 feet. The booming song does half your
level in d8 damage to a single target and is deafened for 1 minute. The target of this attack can make a Constitution
saving throw to half the damage and avoid being deafened. If deafened, the target can repeat the saving throw at the
end of its turn to end the condition.

o The Finale! When this song is ended as part of a finale, it has the same effect as a 9" level dissonant
whispers

DENON’s DISSENSION
A harsh dissonance that assails the minds of all nearby creatures, draining their magical power. A target must make
a Constitution saving throw or lose a spell it is Concentrating on. You also gain the following level-based bonuses:

e At 10" level roll 1d10, the target loses a random memorised spell of the level rolled (0 representing
cantrips which would be suppressed for the duration of the song). This also affect innate spellcasting of
creatures where a random at-will or daily spell would be affected. Roll an appropriate die to determine
which spell use is lost or suppressed. For example, a drow has an at will and 1/day spell list. Roll a 1d4
(the closest die to the number of class of spells it can cast) — on a 1 an at-will spell is suppressed, ona 2 a
1/day spell is lost on a 3 or 4 nothing happens.

e At 15" level the song also acts as a feeblemind

FUJIN’S SPEED
While singing this song the party are as swift as horses doubling their speed. At 10"level the listeners speed is
tripled.

o Finale! When this song is ended as part of a finale, it has the same effect as an astral projection

GUARDIAN RHYTHMS

A mystic tune that offers your group protection from magic and increases their armour class. It provides your party
with +1 AC. You also gain the following level-based bonuses:

e At 5" level the song provides you and your party protection from evil as the spell.
e At 10" level the song provides you and your party protection from poison as the spell.
e At 15" level the song provides you and your party protection from energy as the spell.
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=  Refrain. You shoot a ray of energy at a target up to 60 feet away that does half your level in d6 energy
damage. The exact effect is based on the energy type, but the target gets a saving throw as noted to halve
the damage:
®=  Acid. You shoot a target with acid. It takes acid damage the first round and then again, the
following round. The saving throw is Constitution based.
®=  The ray causes the target to also become fatigued on a failed Constitution saving throw halving
their speed and imposing a -2 AC. This secondary effect ends if the target is exposed to heat or
the creature can repeat the saving throw to end the effect at the end of its turn.
= |Instead of a ray you choose a point within 60 feet which ignites in a 20-foot spherical fireball. The
saving throw is Dexterity based.
®=  The target is also poisoned for 1 minute on a failed Constitution saving throw.
=  This does ¥ your level in damage instead of half. The saving throw is Constitution based.

HACHIMAN’S BATTLE HYMN
All allies who can hear your singing gain a boon (+1d6) which they can use at any time during this encounter so long
as you maintain the song. This boon die increases to 1d8 at 5" level, 1d10 at 10" level and 1d12 at 15" level.

o Finale! When this song is ended as part of a finale, it has the same effect as a foresight spell but has a
duration of 1 minute.

HACHIMAN’S WHISTLING WARSONG

An ancient war song that speeds your attacks and raises your armour class and strength. All allies within range gain
the follow benefits but gain a level of exhaustion at the end of the song. From level 10 the target is no longer
exhausted, but the target can’'t move or take actions until after its next turn, as a wave of lethargy sweeps over it.

Advantage on Strength checks — ability checks, saving throws, skill checks.
Speed is doubled,

It gains a +1 bonus to AC (+2 at level 10),

It has advantage on Dexterity saving throws,

and it gains an additional action on each of its turns. That action can be used only to take the Attack (one
weapon attack only), Dash, Disengage, Hide, or Use an Object action.
o The Finale! When this song is ended as part of a finale, all side effects are removed.

HYMN OF RESTORATION
The geiko can perform a song of healing, each ally who hears the song regains 1d6é + CHA modifier hit points. If the
target is at full hit points it gains this as temporary hit points. You also gain the following level-based bonuses:

e  The die increases to 1d8 at 5" level, and cures one disease or one of the following conditions
— blinded, deafened, paralyzed, or poisoned. Each additional pulse of the song allows the target to repeat
the saving throw and end an additional effect or condition.

e  The die increases to 1d10 at 10™ level, and, in addition to the previous benefits, removes 1 level of
exhaustion, charmed, petrified, curse (including attunement to a cursed item), any reduction in one ability
score or an effect that reduces the listeners hit point maximum. Each additional pulse of the song allows
the target to repeat the saving throw and end an additional effect or condition.

e  The die increases to 1d12 at 15™ level, and, in addition to the previous benefits, brings the listener back
from the dead so long as the target has not been dead for more than 10 days. The target comes back with
1 hp but is otherwise fully restored. This song takes 1 hour to sing and exhausts 20 ki to use — this song of
life is draining even for the most experience oiran.

=  Refrain. You make a Charisma (Performance) check and heal a target in range equal to the number rolled
on the Performance check.

o  The Finale! When this song is ended as part of a finale, it has the same effect as a power word
heal or mass cure wounds

Outside of combat this song drains 1 ki per round of usage.

NB: An unconscious target is not affected by this song as they are unaware of their surroundings. To heal an
unconscious target the oiran must be touching the target while singing the hymn, use a Refrain or Finale! version or
use a healing related secret song.

1ZANAGA’S DISENCHANTING MELODY

A melody that strips the magical effects from everyone in your group. Each ally may repeat a saving throw against an
ongoing magical effect. You make a Charisma (Performance) check you and any creature within 30 feet of you
(including yourself) that you chose may use your Performance check result in place of its saving throw.

KEI’S LUGUBRIOUS LAMENT

A sad song that calms the aggressive nature of many creatures. You attempt to suppress strong emotions in a group
of people. Each humanoid in a 20-foot-radius sphere centred on a point you choose within range must make a
Charisma saving throw; a creature can choose to fail this saving throw if it wishes. If a creature fails its saving throw,
choose one of the following two effects.

You can suppress any effect causing a target to be charmed or frightened. When this spell ends, any suppressed
effect resumes, provided that its duration has not expired in the meantime.
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Alternatively, you can make a target indifferent about creatures of your choice that it is hostile toward. This
indifference ends if the target is attacked or harmed by a spell or if it witnesses any of its friends being harmed. When
the spell ends, the creature becomes hostile again, unless the DM rules otherwise.

LEIKO’S LOCATING LYRIC

A clairvoyant chorus which points you towards a specific target or otherwise gives insight into a future event. Once
before the song ends, the target can roll a d4 and add the number rolled to one ability check of its choice. It can roll
the die before or after making the ability check. The song then ends for the target. You also gain the following level-
based bonuses:

At 5" level the song provides you with insight as the augury
At 10" level the light provides you and your allies the benefit of a locate

At 15" level the light provides you and your allies the benefit of a find the path
The Finale! When this song is ended as part of a finale, it has the same effect as a gate

Oe e @

NOTE OF SOLITUDE
You attempt to send one creature that you can see within range to another plane of existence. The target must
succeed on a Charisma saving throw or be banished.

If the target is native to the plane of existence, you're on, you banish the target to a harmless demiplane. While there,
the target is incapacitated. The target remains there until the spell ends, at which point the target reappears in the
space it left or in the nearest unoccupied space if that space is occupied.

If the target is native to a different plane of existence than the one you’re on, the target is banished with a faint
popping noise, returning to its home plane. If the spell ends before 1 minute has passed, the target reappears in the
space it left or in the nearest unoccupied space if that space is occupied. Otherwise, the target doesn’t return.

You may spend additional uses of Oiran Music uses to target additional creatures.

PsALM OF COOLNESS/WARMTH/VITALITY
This psalm surrounds your group in an aura of fire, granting them protection from cold, as well as harming anything
that attacks them. This song only has level-based effects:

At 5" level the song provides you a fire/cold shield as the spell fire shield.
At 10" level the song also provides the shield to your allies.

e At 15" level the shield provides you and your allies the benefit of a regeneratespell and provides protection
against radiant damage and does necrotic damage instead of fire/cold damage.

SHAURI’S SONOROUS CLOUDING
This sonnet surrounds your body with a light fog, allowing you to slip by many creatures undetected. You
are invisible as the spell. You also gain the following level-based bonuses:

e At 5" |evel the song provides you and your party the effects of are invisibility.
e At 10" level the song grant's you greater invisibility.
e At 15" level the song provides you and your party the effects of greater invisibility.

SOLON’S SONG OF THE SIRENS
An enticing melody that charms the target, allowing you to command it. This acts as the charm person spell. You
also gain the following level-based bonuses:

e At 5" level the charm affects all humanoids that can hear you.

e At 10" level the song provides the effects of a compulsion
o  The Finale! When this song is ended as part of a finale, it has the same effect as a geas

SONG OF CLARITY

All spelicasting allies can cast an additional cantrip as part of their Cast a Spell action on their turn. Increase the spell
level by 1 at 5™, 10", 15" level. For example, at 15" level your spellcasting ally can cast a bonus cantrip, 1 level,

2" level or 3" level spell per round.

O  The Finale! When this song is ended as part of a finale, your allied spell caster may cast a second spell of
any level it knows (not necessarily memorised) — including already cast spells.

SONG OF REST

You can use soothing music or oration to help revitalize your wounded allies during a short rest. If you or any friendly
creatures who can hear your performance regain hit points at the end of the short rest by spending one or more Hit
Dice, each of those creatures regains an extra 1d6 hit points. The extra hit points increase when you reach certain
levels in this class: to 1d8 at 9th level, to 1d10 at 13th level, and to 1d12 at 17th level.

o Finale! When this song is ended as part of a finale, it has the same effect as a catnap

SONG OF UNMAKING
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Your song affects constructs rattling them to their mechanical core. Make a Performance check and apply the result
as force damage to all constructs within 30 feet of you. This damage bypasses any resistances and counts immunity
to force as resistance.

SUGAWARE AND THE SECRETS OF CALLIGRAPHY

You use your performance to help an ally succeed at a task. The ally gets a +1d4 bonus on skill checks with a
particular skill as long as it continues to hear your performance. This increases to 1d6 at 5™ level, 1d8 at 10" level
and 1d10 at 15" level.

o  The Finale! When this song is ended as part of a finale, it has the same effect as an skill empowerment

SUJIN’S AQUATIC AYRE

The song either creates a single 30-foot sphere bubble or individual cloud of air bubbles around each of your allies —
your choice. The song allows you and your allies to breath underwater for as long as you maintain the song. You also
gain the following level-based bonuses:

e At 5" level, while singing you decide which effect is active — water breathing or water walking (as the spell).
This may change from round to round.

At 10" level your song allows you and your allies to swim as the spell.

At 15" level the song has the added benefit of a freedom of movement spell that also affects the whole
party.
O  The Finale! When this song is ended as part of a finale, it has the same effect as a watery sphere.

TAIKO OF DOOM

You use your performance to foster a sense of growing dread in your enemies. Each creature that can hear you of
your choice must make a Charisma saving throw. Whenever a target that fails this saving throw makes an attack roll
or a saving throw before the spell ends, the target must roll a d4 and subtract the number rolled from the attack roll or
saving throw. You also gain the following level-based bonuses:

The die increases to 1d6 at 5" level and one target is affected as a crown of madness

The die increases to 1d8 at 10" level, and, in addition to the previous benefits, the target are affected as
a fear

e  The die increases to 1d10 at 15" level in addition to the previous benefits.
o The Finale! When this song is ended as part of a finale, it has the same effect of a weird

THE 84 WARNINGS AGAINST THE ONI

You gain the ability to use musical notes or words of power to disrupt mind-influencing effects. As an action, you can
start a performance that lasts until the end of your next turn. During that time, you and any friendly creatures within
30 feet of you have advantage on saving throws against being frightened or charmed. A creature must be able to
hear you to gain this benefit. The performance ends early if you are incapacitated or silenced or if you voluntarily end
it (no action required).

THE CHAOS OF THE GHOST CAT OF ARIMA
A chaotic chorus that causes your group to randomly teleport short distances as the blink spell.

O  The Finale! When this song is ended as part of a finale, it has the same effect as a teleport

THE FOOLISH TENGU AND THE IRREVERENT SAMURAIS

Creatures of your choice within range perceives everything as hilariously funny and fall into fits of laughter if this song
affects it. The target must succeed on a Wisdom saving throw or fall prone, becoming incapacitated and unable to
stand up for the duration. A creature with an Intelligence score of 4 or less isn’t affected. At the end of each of its
turns, and each time it takes damage, the target can make another Wisdom saving throw. The target has advantage
on the saving throw if it's triggered by damage. On a success, the spell ends,

THE STORY OF THE 42 RONIN

You can use your performance to inspire courage in your allies (including yourself), bolstering them against fear and
improving their combat abilities. To be affected, an ally must be able to perceive your performance. An affected ally
receives a +1d4 on saving throws against being charmed and frightened as well on attack and weapon damage rolls.
You also gain the following level-based bonuses:

e  The die increases to 1d6 at 5" level, the creature is immune to being frightened and gains temporary hit
points equal to your Charisma ability modifier at the start of each of its turns.

e  The die increases to 1d8 at 10" level, and, in addition to the previous benefits, 2d10 + CHA ability modifier
in temporary hit points and the saving throw bonus affects all conditions.

e  The die increases to 1d10 at 15" level, and, in addition to the previous benefits, gain a +2 bonus to AC.

The Finale! When this song is ended as part of a finale with a single perfect note that surrounds your target
with an aura of invulnerability (as the invulnerability spell).

THE STORY OF THE ENCHANTING KITSUNE
You can use your performance to cause one or more creatures to become fascinated with you. You weave a
distracting string of words, causing creatures of your choice that you can see within range and that can hear you to
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make a Wisdom saving throw. Any creature that can’t be charmed succeeds on this saving throw automatically, and
if you or your companions are fighting a creature, it has advantage on the save. On a failed save, the target has
disadvantage on Wisdom (Perception) checks made to perceive any creature other than you until the spell ends or
until the target can no longer hear you. The spell ends if you are incapacitated or can no longer speak. You also gain
the following level-based bonuses:

From 5" level you may also paralyze a fascinated creature as the appropriate hold

From 10" level you may also affect a fascinated creature with a suggestion as the suggestion or mass
suggestion spell as appropriate.
e  From 15" level, you may also dominate a fascinated creature as the appropriate dominate

TSUKI-YOMI’S LUCID LULLABY

A quiet lullaby that causes your target to fall into an enchanted sleep. This song sends creatures into a magical
slumber. Roll 5d8; the total is how many hit dice of creatures this spell can affect. Creatures within 30 feet of a point
you choose within range are affected in ascending order of their hit dice (ignoring unconscious creatures).

Starting with the creature that has the lowest hit dice, each creature affected by this song falls unconscious until the
song ends, the sleeper takes damage, or someone uses an action to shake or slap the sleeper awake. Subtract each
creature’s hit dice from the total before moving on to the creature with the next lowest hit die. A creature’s hit die
must be equal to or less than the remaining total for that creature to be affected.

LEGENDARY creatures, Undead and creatures immune to being charmed aren’t affected by this spell.

You also gain the following level-based bonuses:

e From 5" level you may add your Performance skill as a bonus to the roll.
e From 10" level you use d10s instead of d8s.
e From 15" level you use d12s instead of d10s.

TSUKI-YOMI’S MELODIC BINDING

This melody encompasses all nearby creatures in magical bonds, slowing their attack speed. Each target of your
choice that can hear you must make a Wisdom saving or become slowed. An affected target’s speed is halved, it
takes a —2 penalty to AC and Dexterity saving throws, and it can’t use reactions. On its turn, it can use either an
action or a bonus action, not both. Regardless of the creature’s abilities or magic items, it can’t make more than one
melee or ranged attack during its turn. If the creature attempts to cast a spell with a casting time of 1 action, roll a
d20. On an 11 or higher, the spell doesn’t take effect until the creature’s next turn, and the creature must use its
action on that turn to complete the spell. If it can’t, the spell is wasted. A creature affected by this spell makes another
Wisdom saving throw at the end of each of its turns. On a successful save, the effect ends for it.

o  The Finale! When this song is ended as part of a finale, it has the same effect of a time stop

YOSHITSUNE AND THE THOUSAND CHERRY TREES
Your performance is so effective that you can cause enemies to die from joy or sorrow. The targets must make a
Wisdom saving throw or suffer 1d4 psychic damage. You also gain the following level-based bonuses:

= Refrain. Your song does psychic damage to targets of your choice within 30 feet of you equal to half your
level in d4y damage.

o The Finale! When this song is ended as part of a finale, a single target must repeat the saving throw or die,
on a success they suffer the effects of a power word kill
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NEW OIRAN EQUIPMENT

WAR FAN

30 ¥, 1d6 piercing, 1 Ib, finesse, light

This weapon appears to the untrained eye as nothing more than a beautifully crafted hand fan. In fact, the vanes of
the fan are crafted from steel, and the tips are needle-sharp; very suitable for stabbing, and often used by oiran who
operate as spies. A character proficient in the war fan — like an oiran — may try and deceive her opponent as to the
deadliness of the weapon. When the fan is first brought into melee, the oiran may attempt a Deception check against
an opponent’s Insight check. If the oiran wins the contest, she gains advantage to the attack roll for her first round’s
attack roll.

Design Note: Sen, yen and ¥ are used interchangeably in the lands of the East.



SAMURAI

Samurai are professional warriors, members of the noble class who are trained in the arts of warfare. They are not
only trained for their role in society, but they are also born for it—born into a system of allegiance, loyalty, and honor
that influences every stage of their lives. A samurai cut loose from this system is no longer a samurai; he is an
ordinary fighter, a ronin with no honor and no standing in society. To become a samurai the character must have a
bonus on their Honor attribute.

ADVENTURER

A samurai’s first responsibility is obedience to his lord, usually the head of his family. This is simultaneously an
endless source of adventures and a potential hindrance to a life of adventure. A low-level samurai’s lord may
command him to investigate a mysterious occurrence or subdue a gang of bandits. If he performs these duties well,
his lord will call on him to deal with more significant problems. However, a samurai usually cannot simply disappear
on an expedition into the Shadowlands without his lord’s command or at least permission, and if a samurai’s lord has
an important mission for him, he must make that his top priority. Whether this is a significant hindrance or not is up to
the Dungeon Master.

CHARACTERISTICS

Samurai are distinguished from ordinary fighters by their adherence to bushido, a code of honor, loyalty, and
obedience. If a samurai remains honorable and true to his code of conduct, his swords — masterwork blades
passed down through generations— may awaken in his hands, manifesting increasing magical abilities as the
samurai advances in level and invests spiritual energy in them. To a samurai, dishonor is worse than death, and the
loss of his swords is possibly the worst dishonor imaginable.

ALIGNMENT

Bushido, the code of the samurai, demands strict obedience to standards of behavior and honor. Only lawful
characters can adhere to this code and call themselves samurai.

BACKGROUND

Samurai learn their combat techniques and the principles of bushido in established, well-organized schools.

RACES

Almost without exception, all samurai in are humans from the major clans, because the samurai is very much a
characteristic of human society.

OTHER CLASSES

Samurai consider themselves the pinnacle of the Celestial Order that structures their society. Shugenjas are
technically their equals in this order, but in a world where honor is virtually equated with battle prowess, shugenjas
have a tenuous hold on that position. Samurai respect only other samurai—as well as other characters (Unicorn
barbarians, Crab rangers) who wear the daisho and uphold the code of bushido. They are prone to treating members
of other character classes as servants, or sidekicks at best unless such characters are obviously well respected by
the samurai’s lord.

CODE OF CONDUCT - BUSHIDO

A samurai must be of lawful alignment, and dishonors himself, his family, and his swords if he ever willingly commits
a chaotic act. Additionally, the samurai code of bushido requires that he be obedient to his lord, accept death at any
time and face it bravely, avenge any dishonor, and shun any appearance of cowardice. The core principles of
bushido are honor, loyalty, and courage. Violating these precepts results in dishonor, which may result in a samurai
being stripped of his family name or being asked to commit seppuku (ritual suicide). This code is known as bushido
and some of the basic beliefs of this ethic are:

The samurai is obedient to his lord.

It is a samurai’s right to protest against bad judgements or orders from his lord, and death is the final
protest a samurai can make.

The samurai is ready to die at any time.

There is no such thing as failure, only death or success.

To die in the service of one’s lord is the greatest service a samurai can render.
No dishonor can go unavenged.

Dishonor to lord or family is also dishonor to the samurai.

Mercy is not due to the enemy.

All debts, both of vengeance and of gratitude, are repaid.

Cowardice is dishonorable.

Using a shield is dishonorable as is wielding a nhon-samurai weapon (like a ninja-to — fighters lose their
proficiency with shield when they pick the samurai archetype).



Alternatively, you could use a more “fantasy” version of the bushido code in your game without removing its core
codes. Taking bushido in the Rokugan setting as an example which is excellent at creating a fantasy Asian setting
without it being dominated by one particular historical culture (like Japanese culture in Kara-Tur):

Bushido is the code of the samurai, the moral and ethical path every true samurai tries to follow. All the clans
recognize Akodo’s writings on bushido as a legitimate tool for teaching samurai their proper place in the Celestial
Order. In the schools of the Lion, however, a copy of Akodo’s text sits beside a copy of the Tao of Shinsei—but only
Akodo’s is ever opened. According to the code of bushido, a samurai must possess seven virtues:

e  Gi (honesty and justice): A samurai deals openly and honestly with others and cleaves to the ideals of justice.
Moral decisions do not come in shades of gray, only right and wrong.

e Yu (heroic courage): A samurai never fears to act but lives life fully and wonderfully. Fear is replaced with
respect and caution.

e Jin (compassion): A samurai takes every opportunity to aid others and creates opportunities when none arise.
As a powerful individual, a samurai has a responsibility to use that power to help others.

. Rei (polite courtesy): A samurai has no reason to be cruel, and no need to prove his strength. Courtesy
distinguishes a samurai from an animal and reveals one’s true strength.

e  Meyo (honour): A samurai’s conscience is the judge of her honour. The decisions she makes and how she
carries them out are a reflection of her true nature.

e  Makoto (complete sincerity): When a samurai has said that he shall perform an action, it is as good as done. He
need not make promises; speaking and doing are as if the same.

. Chugo (duty and loyalty): A samurai feels responsible for his actions and their consequences, and loyal to the
people in his care. A samurai’s loyalty to his lord is unquestionable and unquestioning.

This is a Fighter class archetype.

RONIN (EX-SAMURALI)

A samurai who becomes non-lawful loses his bonus and proficiency with Honor or violates the tenets of bushido
cannot gain new levels as a samurai. He retains all his abilities, but his ancestral weapons lose any “awakened”
magical abilities. If the samurai returns to lawful alignment, he must atone for his violations (see the atonement spell
description in the Player’'s Handbook) and redeem his honor in order to restore his weapons to their prior status and
continue advancing as a samurai.

COURTLY MANNERS

1st-level Samurai class feature.

At 1st level you gain Performance proficiency (especially for poetry), as well as tool proficiency in Painting Tools and
Calligraphy. You may use your Honor ability bonus or Tool proficiency bonus for these skills — whichever is higher.
You are also proficient in the Honor saving throw. You consider shields dishonorable and do not use them.

ANCESTRAL DAISHO

1st-level Samurai class feature.

All samurai begin play with a katana and a wakizashi—two masterwork weapons. These are weapons that belonged
to the samurai’s ancestors, and protecting the weapons is an important point of honor for the samurai. As a samurai
acquires treasure through adventuring, beginning at 3rd level, he has the option of awakening the supernatural
abilities latent in the weapons.

At any time, a samurai may retreat to a temple or shrine and spend time in prayer in order to awaken the ancestral
spirits in his katana or wakizashi. (Most samurai improve their katanas and not their wakizashis). This requires a
sacrifice of valuable items worth the amount equivalent to the Magical Iltem Rarity Table of the item per the DMG pg.
135. The samurai must also abide by the level limits listed on the same table.

For example, to turn a katana into a +1 magical weapon it would require the Samurai to be at least level 1 and
sacrifice 500 ¥ worth of coin and/or goods as a +1 weapon is an uncommon weapon. To add the vicious trait to the
weapon, a rare magical trait, the samurai would need to be at least 5th level and sacrifice 5,000 ¥ worth of goods.

You may also sacrifice magical weapons in this ritual to transfer the traits to your ancestral daisho.

Before a samurai’s ancestral sword becomes a +1 weapon, it is an ordinary masterwork weapon in every way (non-
magical weapons that provide +1 to-hit). Its latent supernatural powers do not cause it to be considered a magic
weapon until those powers are awakened.

A samurai who loses his ancestral swords is dishonored until he can recover them. He cannot enhance any other
weapon in this way.

IAJUTSU

3rd-level Samurai class feature.
The samurai gains iaijutsu as a class skill.

BLADES OF FURY

3rd-level Samurai class feature.
When you delay your attack with your ancestral daisho until after you are attacked in the round, you take advantage
of the opening and can add a +2 bonus to your attack and damage rolls. In other words, you delay your action until
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after you are attacked in melee combat. Blades of Fury’s bonus increases to advantage on the attack roll and +5
damage at level 12.

Kl CRITICAL

7th-level Samurai class feature.
Your weapon attacks with the daisho (ancestral katana and wakizaishi) score a critical hit on a roll of 19 or 20.

MASTERSTROKE

10th-level Samurai class feature.
At 10th level, you can never be surprised, and you may add your Honor bonus as additional damage to weapon
attacks made with your ancestral daisho.

BLADES OF DEATH

10th-level Samurai class feature.
You can the following benefits when wielding your daisho in a certain style:

e When wielding your katana two-handed, you add your Honor maodifier to your damage rolls.

e  When dual wielding your katana and wakizashi together you may add your Honor modifier as a bonus to
your attack roll.

e When wielding your katana, one handed you add your Honor modifier to your AC.

MASK OF FEAR

15th-level Samurai class feature.
You become immune to fear and inspire fear in your enemies. Enemies within 10 feet of you must make a Wisdom
saving throw or become frightened. The DC for this save is 8 + proficiency bonus + Honor bonus.

GREAT KIAI

18th-level Samurai class feature.

You gain the ability of the great kiai, or paralyzing shout. This power draws upon the character’s ki, exploding in a
ferocious, warlike shout. The samurai’s Strength score is raised to 25 for 1 minute and all enemies within 10 feet
must succeed at a DC 21 Wisdom save or be stunned for one round.

During this time, if you take damage that reduces you to 0 hit points and doesn’t kill you outright, you can use your
reaction to delay falling unconscious, and you can immediately take an extra turn, interrupting the current turn. While
great kiai is active taking damage causes death saving throw failures as normal, and three death saving throw
failures can still kill you. When the effect of the great kiai expires or the encounter ends (whichever comes first), you
fall unconscious if you still have 0 hit points.

The great kiai can be used only once per day.

MASTERWORK WEAPONS

A masterwork weapon is a finely crafted version of a normal weapon. Wielding it provides a +1 on damage rolls. You
can’t add the masterwork quality to a weapon after it is created; it must be crafted as a masterwork weapon. The
masterwork quality increases the cost by 10 of a normal weapon or ¥6 to the cost of a single unit of ammunition. All
magic weapons are automatically considered to be of masterwork quality. The bonus granted by the masterwork
quality doesn’t stack with the bonus provided by the weapon’s magic.
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SOHEI

Sohei are warrior monks, religious soldiers who protect large monasteries. Unlike shukenja, sohei are more militant
than holy, and receive very little religious instruction. Instead, they are trained in the art of fighting. Sohei defend their
monastery against attacks and advance its political claims in the outside world. They are subject to the leader of their
temple.

The sohei also is associated with a religion, but his duties are closer to those of the bushi (fighter) or samurai. They
must be lawful, although they can be good, neutral, or evil, regardless of the alignment of their home monastery.

This is a Paladin class archetype.

EX-SOHEI

A sohei who becomes non-lawful loses all spells and her ki frenzy ability. She also may not progress in levels as a
sohei. She regains her spells and ki frenzy ability if she atones for her violations (see the atonement spell description
in the Player's Handbook), as appropriate.

TENANTS OF THE SOHEI

Like shukenja, sohei must live by certain religious principles, although these are much less strict for the sohei
character. He must refrain from eating meat (fish is allowed) and from excesses of personal behavior. Because of his
duty he has no injunction against killing or violence, although outright murder is still considered a sin.

Upon entering the monastery, the sohei forsakes his family or clan and is not bound by the rules governing families.
His status is measured by the importance of his monastery, which is his new family. Honor is important to the sohei,
who is affected by honour more than a shukenja.

SOHEI SPELLS

You gain oath spells at the sohei levels listed.

e  3rd level
Attraction. Attacks are drawn to the subject creature, dealing more damage.
Weapon Bless. Prepare one weapon for combat against a particular foe.
e  5thlevel
Shield Other. You take half of subject's damage.
Warning. Subject gains advantage on Perception checks and Dexterity ability check and saving throw.
e  9th level
Castigate. Creatures of different alignment take 5d6 thunder damage and are deafened for 1 minute.
Mental Strength. Recipient gains advantage on their next Wisdom saving throw. Maybe cast as a reaction.
. 13th level
Discern Shapechanger. Penetrates disguises and shape changes.
Fatigue. Creature touched becomes fatigued.
. 17th level
Circle of Flame. Flames deal 5d8 lightning damage in all directions out to 20 ft. radius (centred on you)
Lighting Breath. You can breathe lightning as a bonus action for the next 1 minute; lightning deals 4d10 damage
to one target within 15 ft.

CHANNEL DIVINITY (K1)

3rd-level Sohei class feature.
When you take this oath at 3rd level, you gain the following two Channel Divinity options.

Ki Frenzy. As a bonus action you fly into a religious frenzy as you focus your ki power into berserk energy. In this
frenzied state, you temporarily gain advantage to Strength and Dexterity ability checks and saving throws. Your
speed increases by 10 feet, and you can choose to make an extra attack as part of your attack action.

If you are able to cast spells, you can’t cast them or concentrate on them while raging. Your ki frenzy lasts for 1
minute. It ends early if you are knocked unconscious or if your turn ends and you haven’t attacked a hostile creature
since your last turn or taken damage since then. You can also end your frenzy on your turn as a bonus action.

Weapon of Choice. As an action, you can imbue a naginata (the traditional weapon of the sohei) you are holding
with thunder and lighting, using your Channel Ki. For 1 minute, you add your Charisma modifier to attack rolls made
with that weapon (with a minimum bonus of +1). The weapon also does lighting or thunder damage instead of its
normal damage type — as you choose. If the weapon is not already magical, it becomes magical for the duration.
You can end this effect on your turn as part of any other action. If you are no longer holding or carrying this weapon,
or if you fall unconscious, this effect ends.

DEFENDER

7th-level Sohei class feature.

Your training has allowed you to deflect arrows. You can use your reaction to deflect a missile when you or an ally
within 5 feet are hit by a ranged weapon attack. When you do so, the damage you take from the attack is reduced by
1d10 + your Dexterity modifier + your sohei level. Also, you can turn a strong defense into a powerful offence. When



you take the Dodge or Disengage action and a target attempts to hit you and misses you may use a reaction to make
a melee attack against the attacking creature.

METTLE

15th-level Sohei class feature.

Your religious dedication has allowed you to shrug off spells and damage that would kill less devout men. If a spell
allows a Wisdom, Intelligence or Charisma saving throw you have advantage on the save. In addition, you gain
damage reduction equal to 1/4 your level (rounded down). You are immune to sleep and stun affects. Finally, you
never go unconscious instead fighting on until you reach -10 hit-points and die.

PARAGON OF RAUJIN

20th-level Sohei class feature.

As an action, you can emanate an aura of lighting. For | minute, you crackle with lighting emanating bright blue light
out to a 30-foot radius, and dim light shines 30 feet beyond that. Whenever an enemy creature starts its turn in the
bright light, the creature takes 10 lighting damage. In addition, you are immune to lighting and thunder attacks for the
duration. Once you use this feature, you cannot use it again until you finish a long rest.



NINJA

Ninjas are the invisible warriors; spies and assassins practiced in the skills of concealment, stealth, trickery, disguise,
acrobatics, and assassination. They possess a number of special powers and use many unique devices. Their
abilities and reputations are clouded in mystery. Many ascribe supernatural powers to them. The ninjas have done
nothing to discourage these stories and may very well spread the tales themselves. Such confusion only enhances
their reputations, inspiring more terror at the mere mention of their name.

A note on shinobis. In Japan, shinobi and ninja are interchangeable terms. However, in this particular instance,
shinobi are more of an upfront fighter than a ninja using some stealth but otherwise taking opponents head-on. This
is reflected in the ninja tricks that are labelled with shinobi — they emphasize combat over stealth.

This is a Rogue class archetype.

THE IRON CODE

Ninjas follow the Iron Code of the Shinobi. Failure to uphold the code results in the expulsion from their family — and

potentially execution if the infraction was heinous enough:

1. To maintain a strong body, with loyalty, bravery, stratagem, skills, and belief.

2. To be gentle and faithful with less desire, to value academies, to remember obligations — in particular to one’s
master.

3. To be eloquent, to read domestic and foreign books, to be wise enough not to be cheated by anyone.

4. To know providence, to master the teachings of Buddhism and Confucianism, and to realize one’s destiny.

5. To respect ancient, domestic and foreign ethos, to wear a heroic temper.

6. To be called a good man usually without arguing with anyone.

7. To have a tidy family and relatives, never to betray anyone and abuse ninjutsu.

8. To travel around all countries, and to know the customs and manners of each land well.

9. To have a talent for literature, to excel in writing and to possess a talent for and a keen understanding of military
affairs.

10. To acquire artistic accomplishments like singing and dancing, traditional Japanese music, making impressions
of others, and to utilize them when necessary.

BONUS PROFICIENCIES

3 level Ninja class feature.

You gain proficiency with the disguise kit and the poisoner’s kit. You also consider eggshell bombs as a tool and
gain proficiency in their use. They never break in your hands and you may add your proficiency bonus to the DC
and/or damage of the bomb as a flat bonus.

Kl

3 level Ninja class feature.
Your training allows you to harness the mystic energy of ki. Your access to this energy is represented by a number of
ki points. You have as many ki points as rogue levels.

You can spend these points to fuel various ninja tricks. You use your bonus action — unless otherwise specified — to
spend a ki point. When you spend a ki point, it is unavailable until you finish a short or long rest, at the end of which
you draw all of your expended ki back into yourself. You must spend at least 30 minutes of the rest meditating to
regain your ki points.

Some of your ki features require your target to make a saving throw to resist the feature’s effects. The saving throw
DC is calculated as follows:

Ki save DC = 8 + your proficiency bonus + your Dexterity modifier. Unless otherwise noted you may spend 1 ki point
from your ki pool for each of the following effects:

e  Butterfly Star. You invest a portion of your ki into a single thrown weapon, such as a shuriken, and throw it as an
attack action. Your shuriken is trailed by golden butterflies as they home in on a target. The thrown weapon
explodes on impact in a 5-foot radius burst, dealing 1d6 points of fire damage plus 1d6 points of fire damage for
every additional four ki points you spend. Creatures caught in the blast receive a Dexterity save to halve the
damage. If the thrown weapon hits a creature, that creature has disadvantage on the saving throw. If the
thrown weapon misses, it still explodes near the target who instead gets a normal save.

e  Dazing Blow. When you hit a Large or smaller creature with a melee weapon attack, you can attempt to daze
the target by spending 2 ki points. The target must succeed a Constitution saving throw or lose its ability to
make opportunity attacks until the beginning of your next turn.

Devil Sight. Gain darkvision out to 60 feet for 10 minutes (or double the distance if you already have darkvision).
Dislocate. Gain advantage on an Escape check.
Duplicate. You gain the effects of the mirror image spell.

Elemental Weapon. You can expend 1 ki point per attack to change the type of damage your weapon does to
an energy type — lighting, thunder or fire.

e Equilibrium. Allows you to cancel surprise for yourself and act normally during a surprise round (uses your
Reaction).

e Feather Fall. You gain the effects of the feather fall spell.
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Flurry of Stars. For each ki point spent you throw an additional shuriken as part of your next attack action.

Kuji Kiri. By making mystical hand gestures as an action, you can render opponents helpless as if he had
cast hypnotic pattern. You must use a ki point each round to maintain this effect.

Leap of the Clouds. You gain the effects of the jump spell.

Light Step. You gain the effects of the water walk spell.

Living Shadow. You give yourself advantage on Stealth checks for 1 minute.

Nekodokei-no-jutsu (cat clock). You may use a cat as a clock and know the time down to the second.

Opportunist. By spending a ki you can use your reaction to make an attack of opportunity against an opponent
who has just been struck for damage in melee by an ally.

®  Pressure Points. An opponent damaged by your sneak attack in melee must make a Constitution saving throw
or be stunned for 1 round.

®  Quick Strike. When making a disengage action you may spend a ki point to make a single weapon attack
against a target within reach.

®  Razor’s Edge. You spend 2 ki points to increase the critical chance of your ninja-to to 19-20 for the rest of the
current encounter.

e  Serpent’s Reach. When you make a melee weapon attack, you can increase your reach for that attack by 5 feet
by spending 2 ki.

e  Shinobi Hamstring. When you hit a Large or smaller creature with a melee weapon attack, you can expend

2 ki and attempt to cripple the target. The target must succeed a Constitution saving throw or have its walking
speed halved until the end of your next turn.

e  Shinobi. You forgo stealth to make a brutal attack. Spend 2 ki points to use your sneak attack action as part of
your normal attack (you do not need advantage to add the sneak attack damage).

e  Speed of the Cobra. You increase your speed by 20 feet for 1 minute.
Thief-Acrobat. You give yourself advantage on Acrobatics checks for 1 minute.
Versatility. You gain the effects of the enhance ability spell.

INFILTRATION EXPERTISE

9" level Ninja class feature.

You can unfailingly create false identities for yourself. You must spend seven days and ¥25 to establish the history,
profession, and affiliations for an identity. You can’t establish an identity that belongs to someone else. For example,
you might acquire appropriate clothing, letters of introduction, and official- looking certification to establish yourself as
a member of a trading house from a remote city so you can insinuate yourself into the company of other wealthy
merchants. Thereafter, if you adopt the new identity as a disguise, other creatures believe you to be that person until
given an obvious reason not to.

NO TRACE

9™ level Ninja class feature.
You have mastered the art of covering your tracks, remaining hidden, and concealing your presence. The DC to track
you using the Survival skill increases by +1 for every four ninja levels.

NINJUTSU

13" level Ninja class feature.
You gain access to more options for your ki power. Unless otherwise noted you may spend 2 ki point from
your ki pool for each of the following effects:

e  Eavesdrop. Whenever you place your hand against a solid surface, using an action you can hear with perfect
clarity as if you stood on the other side of the surface you touch. You can eavesdrop through most barriers in
this manner, but you are blocked by 6 feet of stone, 3 inches of common metal, a thin sheet of lead, or 12 feet of
wood or dirt.

e  Fly. As an action, you spend 4 ki points and can cast the fly spell on yourself, without using verbal or material
components. The spell’s duration is reduced to 1 minute if cast in this way. It costs 1 key point per round to
maintain this effect.

e  Force Shuriken. A line of pure spiritual energies 5 feet wide and 30 feet long bursts from your shuriken when
you throw it (costing 3 ki points) in a direction of your choosing, piercing through any creature in its path. Each
creature in the line must make a Dexterity saving throw. A creature takes force damage equal to your ninja level
+ your Dexterity modifier on a failed save, or half as much damage on a
successful one.

e  Ghost Step. You can slip magically between spaces by spending a ki point, as per the
spell_dimension door except it costs an additional ki point per 1 foot of solid surface you travel through.

Hidden Master. By spending 3 ki points you may cast the greater invisibility spell.

Kawarimi. When hit by an enemy as a reaction you may expend ki and attempt a Stealth check opposed by the
attacker’s Perception check. You can attempt this check while being observed as long as you have cover or
concealment nearby. If you succeed, the opponent’s attack hits an inanimate object that the attacker mistook for
you, and you may move into an adjacent square and become hidden from the attacker until the end of your next
turn.

e  Mind Mapping. When you place your hand against a solid surface, using an action you can map the layout and
any creatures that aren’t hidden on the other side of the surface you are touching. You map an area as either a
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60 feet cone or a 30 feet half-circle. You can mind map through most barriers in this manner, but you are
blocked by 6 feet of stone, 3 inches of common metal, a thin sheet of lead, or 12 feet of wood or dirt.

Mind Strike. Expend ki to change the damage type of your attack to psychic damage.

Mortal Draw. You spend 10 ki points, and your next successful weapon attack is a critical hit.

Poison Adaption. You can spend 1 ki to automatically succeed on a saving throws against a poison effect.
See the Unseen. Expend ki to use see invisibility as the spell.

Shadow Skin. When you would be hit by an attack, using your reaction and spend 3 ki to force the attacking
creature to miss you instead.

Shinobi Cross. You use 5 ki points and gain an extra attack the next time you use your attack action. This effect
lasts for 1 minute or until you make an attack action. You may spend multiple lots of 5 ki points to increase the
number of attacks to a maximum of 4.

Slippery Mind. By spending a ki you can automatically succeed at a saving throw against any kind of
enchantment effect that wrests control away from you — like dominate or charm effects.

Smoke Bomb Escape. As an action, you spend ki and gain the effects of the gaseous form spell.
Thousand Faces. You gain one use of the alter self spell.

DEATH TOUCH

17" level Ninja class feature.

You become a master of instant death. When you attack and hit a creature that is surprised, it must make a
Constitution saving throw (DC 8 + your Dexterity modifier + your proficiency bonus). On a failed save, double the
damage of your attack against the creature. On a critical failure, the creature is instantly killed (DM'’s discretion,
Legendary creatures are immune to the instant death effect).
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KENSAI

Kensai means “sword saint” or “swordmaster” and is usually applied to characters who have perfected the art of
fighting with the sword — in particular, a katana. In the Oriental Adventures setting this is broadened to include
almost any type of weapon. Thus, there may be kensai who use halberds, kensai who use swords, etc. The player is
allowed to choose the kensai character’s special weapon (referred to hereafter as the specialized weapon). In all
cases, it is the kensai’s aim to become the perfect master of his weapon. For the man and weapon to become one,
acting on a single thought, is the ultimate goal of a kensai.

Eventually, a specialized weapon will become an ancestral daisho if the kensai that wields it becomes famous
passing it down within the kensai’s family (see the samurai class for details on ancestral daisho).

To achieve this spiritual unity the kensai must master his weapon and himself and must study and learn other arts.
He must practice daily with his weapon, condition his body and purify his spirit through meditation and ordeal. The
kensai must be lawful, although he can be good, evil, or neutral.

This is a Fighter class archetype.

THE LIFE OF A KENSAI

Because of your dedication to perfecting a combat art, you must follow certain restrictions. You can never use a
magical weapon of the type you specialize in since such a weapon is not a true measure of your skill. All types of
armor are prohibited for the same reason.

A kensai must train and practice for at least two hours a day. Any practice over two hours has no additional effect.
Ignoring practice has no immediate effect; it comes into play when the character is ready to advance to the next level.
Every two-hour practice session skipped must be made up before the character can advance. When catching up on
missed practice, the character can practice up to four hours per day: two hours for that day’s practice and two hours
making up for the missed practice.

Each time you advance a level, there is a percentage chance equal to 10 times his new level that he will be
challenged to a duel. The challenger is a kensai of the same level that you just attained. A duel is a one-on-one fight
between two characters. Neither character can receive aid or support from anyone else. Kensai characters cannot
use magical weapons or armor in a duel. The duel can be a very formal affair at a pre-arranged site and time or an
impromptu meeting of two characters.

If the character refuses to duel, he has disadvantage on all attack rolls and a bane (-1d6) on all other d20 rolls until
he attains a new level. Consistently refusing a dual will cause a loss of honor (DM’s discretion). The kensai can
instead choose to lose an Honor point and not suffer these penalties.

If he accepts the duel and loses, he also has disadvantage on all attack rolls until he attains his next level, the same
as if he had refused the duel, but does not incur the bane on other rolls. Alternatively, the kensai can instead choose
to lose an Honor point and not suffer these penalties. This duel doesn’t need to be fought to the death, however; the
duelists can agree on any conditions. Surrender, first blood, or first strike are common ending conditions; even first
draw can determine a victor, although this is rare. Note that when the character reaches 10th level, he must fight a
duel every level.

A kensai may be challenged to duel an NPC at any time, not just when he advances to a new level. Refusing or
losing such a duel costs the kensai honor (DM’s discretion) at a minimum the PC kensai will have a bane (-1d6) on
his attack rolls until he accepts this specific dual, forfeits an Honor point or gains a level.

A kensai need not be of high birth as the fighting art of the class are available to everyone. However, family and
honor are important. Gaining and maintaining honor are a vital part of the kensai’s life; any kensai whose honor falls
below his family’s honor loses his status in the class (assume family Honor is 10 unless otherwise stated). Thereafter
the kensai is treated as a bushi (fighter) of the same level and advances in level according to the bushi character
class. He loses none of the abilities he had as a kensai, but he can never gain new kensai abilities.

KENSAI WEAPON |

3rd level Kensai archetype feature.

You choose your specialized weapon. Once chosen this cannot be changed. The weapon must not be magical,
however, like all inanimate objects, it has a kami spirit within it. Once you name your weapon the dormant spirit stirs
and provides a +1 damage bonus to the weapon.

CLARITY

3rd level Kensai archetype feature.

Your specialized weapon is the only defense you need, and you disdain armor which affects the Wa — harmony —
between you and your weapon. You lose all armor and shield proficiencies, however, while you are wearing no
armor and not wielding a shield, your AC equals 10 + your Dexterity modifier + your Honor modifier.

GRACE

3rd level Kensai archetype feature.

If you have disadvantage on an attack with your specialized weapon, you may spend your bonus action to negate the
disadvantage effect for that turn. For example, if you have advantage on an attack, and some circumstance gives you
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disadvantage, instead of the two cancelling each other out, you can use this feature to negate the disadvantage
effect to retain your advantage. You may also use this feature to add a boon (+1d6) to any attack roll instead. Once
you use this ki power, you can’t do so again until you finish a short or long rest. At 15th level, you can use this
feature twice between rests and the boon increases to 1d8.

IAJUTSU

3rd level Kensai archetype feature.

You are lighting quick to draw and strike with your specialized weapon. You gain advantage on initiative rolls when
using your specialized weapon. You gain jaijutsu as a class skill and automatically gain inspiration when entering
into a psychic duel.

KI BREATHING

7th level Kensai archetype feature.
You have further mastered your specialized weapon, choose an option from below:

e  Breath of Water. Attacks score a critical hit on a roll of 19 or 20.
e  Breath of Fire. You can add a level appropriate proficiency die to your damage with your specialized weapon

(DMG pg. 263).

e  Breath of Lightning. Once per turn when you take the Attack action, you may teleport up to 30 feet as part of
the same action, teleporting right before you make your attack. Attacking this suddenly leaves your target
unprepared for the incoming strike, allowing you to use iaijutsu even if your target has already taken its turn.
You regain uses of this ki power after a long rest.

e  Breath of Earth. While wielding your specialized weapon, you cannot become charmed or frightened, and if you
are surprised at the start of combat, you may act normally on your first turn but can only take the Dodge action.

e  Breath of the Insect. As part of your attack action, you may convert your damage to poison damage. From 10th
level, a creature that takes poison damage from this attack must also make a DC 15 Constitution saving throw
or become poisoned for 1 minute. From 15th level, you may also designate the poison type — see the DMG for
suggested options.

KENSAI WEAPON II

7th level Kensai archetype feature.
Your specialized weapon is considered honorable for the purposes of overcoming damage resistance.

KI DAMAGE

10th level Kensai archetype feature.
You may choose to maximize the damage of your attack with your specialized weapon. You regain uses of
this ki power after a long or short rest.

FEARFUL REPUTATION

15th level Kensai archetype feature.

You become immune to fear and inspire fear in your enemies. Intelligent enemies within 10 feet of you must make a
Wisdom saving throw or become frightened for 1 minute. The DC for this save is 8 + proficiency bonus + Honor
bonus. You do an additional 2d4 psychic damage against frightened foes (3d4 at level 20).

TSUKUMOGAMI

15th level Kensai archetype feature.

Upon successful completion of the level 15 duel your specialized weapon has its kami awakened and becomes a
magic item. The specifics of this weapon are to be worked out between you and the GM but should reflect your
character and playstyle up to this point.

DESIGN NOTE: HACHIMAN

This should be a custom dual or some other trial, at the end of the trial the kami in the kensai’s sword is awoken
turning it into a legendary magic item. For example, in my campaign, the kensai had a duel with a

disguised Hachiman which he lost but he fought honorably. As a reward, Hachiman awoke the kami in his dai-katana
(greatsword) creating Susanoo’s Fury. | also hid this trait from my player, so he didn’'t know what he was getting for
level 15.

WHIRLWIND OF BLADES

18th level Kensai archetype feature.

You gain the ability to make a whirlwind attack. When you use your attack action, you can give up your regular
attacks and instead make one melee attack against each opponent within reach. You must make a separate attack
roll against each opponent. You regain uses of this ki power after a long rest.
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KOMAINU RAGER

Komainu ragers draw their furious strength from the noble lion (called a singh or singha in some societies). The
komainu ragers’ fury never robs them of their discipline and control, which to many minds makes them only more
terrifying. They are paragons of warrior virtue whose speed, strength, and courage are unrivalled.

This is a Barbarian class archetype.

LIONS ROAR

3 level Komainu Rager archetype feature.

You give a blood curdling roar as a bonus action. All enemies within 20 ft radius of you must make a Wisdom saving
throw, on a failed save, it is frightened of you for 1 minute. The affected creatures may attempt another save to
break the affect at the end of their turn. You may make 1 roar for each Charisma ability bonus you have per day
(minimum of 1).

TRUE HYBRID

3 level Komainu Rager archetype feature.

Your hybrid form becomes much more effective in combat. You gain the secondary attack of your animal form (for
example the lion rager would gain a bite and claw attack). Additionally, each time your proficiency bonus increases
you may increase the damage die of your natural weapons by 1 die to a maximum of d10 — d4 becomes d6, d6
becomes d8, d8 becomes d10.

LION’S COURAGE

6" level Komainu Rager archetype feature.
You become immune to fear.

YOKAI PARAGON

6" level Komainu Rager archetype feature.

Your speed becomes 50 feet (or gain +10 feet to your movement — whichever is higher), your natural attacks are now
magical and you gain the keen smell, running leap and pack tactics trait (see the Lion animal entry in the MM).

POUNCE

10" level Komainu Rager archetype feature.

When a komainu rager moves at least 20 feet straight toward a creature and then hits it with a natural attack on the
same turn, that target must succeed on a Strength saving throw or be knocked prone. If the target is prone, the lion
can make one bite attack against it as a bonus action.

ROARING STRIKE

10" level Komainu Rager archetype feature.
You may use Lion’s Roar as part of your attack action.

HARD TO KILL

10" level Komainu Rager archetype feature.

Finally, at 10th level, you have a tenacity of will that supports you even when you are disabled or dying. You never
go unconscious but die immediately at -10 hit points.

HUNTERS SWIFTNESS

14" level Komainu Rager archetype feature.

You can act as if under the effects of a haste spell for a total of 1 round per level per day. These rounds need not be
consecutive.
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WU JEN

Wau jen are sorcerers, men of mysterious powers. They command the elements, spirit forces, and the very powers of
nature. They are seldom found living with the rest of human society. Instead, they live as hermits and anchorites.
Living in the wilderness they purify their bodies and minds and contact the various natural and supernatural powers
of the world. From these, they learn their spells—magical means to control the invisible forces of the world.

Like the shukenja, the wu jen has dedicated his life to a single goal requiring great mental discipline. To reach it the
wu jen must sacrifice his ties to family and his concern for honor. They are also little concerned with honor. While
wu jen have integrity, they are unconcerned with the codes of honor that preoccupy samurai and other characters.
Bonuses and penalties of honor are halved for wu jen.

Wu jen tend to stand apart from the lawful societies in which they live, flouting the rules and norms of decent folk.
They have a strong tendency toward chaos, but in any event, cannot be lawful.

Wu jen crave magical power in a world where no organized colleges of wizardry exist. Their thirst drives them to seek
out others like themselves, hermits, recluses, or exiles who have gained the secrets they seek. Nearly all wu jen are
trained by a single mentor in this fashion, outcast from proper society and set apart by their fearsome supernatural
powers. To this end they deal also with the spirit world and gain Tengu and Oni as bonus languages. These races
also do not necessarily attack a wu jen on site (providing a +2 on Diplomacy and Persuasion checks with these
races).

Since wu jen draw their power from supernatural sources, they must operate under special taboos that do not affect
other characters. Indeed, these taboos may seem silly or insignificant to other characters. However, they are vitally
important to the wu jen since violating them results in the loss of spells, illness, or other evil events. At 1st level, a wu
jen character must have one taboo. Thereafter an additional taboo must be selected upon gaining every five levels.
Some possible taboos are suggested below. The DM may create additional taboos, so long as they are similarly
restricting.

Cannot eat meat.

Cannot have more treasure than the character can carry.

Must make a daily offering (of food, flowers, incense, etc.) to one or many spirit powers.
Cannot bathe.

Cannot cut one’s hair.

Cannot touch a dead body.

Cannot drink alcoholic beverages.

Cannot wear a certain colour of cloth.

Cannot light a fire.

Cannot sit facing to the east (or north, south, etc.)

See Mystical Taboos below for mechanical effects (this is a variant and not required). The wu jen is also proficient in
the use of the calligrapher tools as these are required to inscribe spells. Finally, wu jen have their own spell
list and familiar options (see further on).

This is a Wizard class archetype.

WAY OF THE WU JEN

Wau jen are the arcane spellcasters of Oriental Adventures. As with wizards, their spells are their primary class
feature and assume an all-important role in a wu jen’s life. Many wu jen spells draw on the power of the

four elements — earth (including wood and metal), fire, water, and air — and a wu jen who masters all the spells of one
element gains additional power with those spells. Finally, wu jen are adept at manipulating their spells, increasing
their range, duration, or effect, or eliminating verbal or somatic components through permanent metamagic effects.

SUDDEN ACTION

2" level Wu Jen archetype feature.
Once per day, you can focus your ki to burst into sudden action. This lets you act first for that encounter so long as
you are not surprised.

ELEMENTAL RING MASTERY

2" level Wu Jen archetype feature.

Many of the wu jen’s spells are divided into five elemental groups: earth (wood and metal), fire, water (blood), and air.
At 2nd level, you become a master of one of these five elements (your choice). Thereafter, whenever you cast a spell
of that element, the saving throw DC is increased by 1, and you get advantage on saving throws against spells of that
element. Certain spells on the wu jen spell list are designated “All”; this means they belong to all elemental groups,
and a wu jen who is a master of any element gains the mastery bonuses with respect to those spells.

Spells are also affected by certain other natural phenomena — full moon makes water spells more powerful; a storm
makes air more powerful, a comet or being in the desert improves fire and so on. Exact effects are left to the DM’s
discretion.
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An updated spell list can be found later in this book.

SPELL SECRET

6™ level Wu Jen archetype feature.

You gain your second ki power — the ability to summon massive magical energies. This allows you to cast any one
spell that is three or more spell levels lower than your highest spell level you are capable of casting with maximum
effect. The spell automatically has all its variables maximized (if desired). The first time you do so, you suffer no
adverse effect. If you use this feature again before you finish a long rest, you take 2d12 necrotic damage for each
level of the spell, immediately after you cast it. Each time you use this feature again before finishing a long rest, the
necrotic damage per spell level increases by 1d12. This damage ignores resistances and immunity.

EMPOWERED ELEMENT RING

10" level Wu Jen archetype feature.
You can add your Intelligence maodifier to the damage roll of any spell you have mastered with the Elemental Mastery
archetype ability.

RING OF THE VOID

14™ level Wu Jen archetype feature.

Of all the elemental forces that make up the universe, the most powerful and the most difficult to control is the one
that lies between and joins the others: Void. Most shukenja can call upon and direct only the individual forces of
specific elements, while wu jen use them all. But Void disciples understand that everything in the world contains all
the basic elements, held together by the least tangible essence. Void is like the silence between notes of music,
giving rhythm and shape to the whole. You have mastered the void.

Once per day you can make a melee attack using your spell attack bonus to bestow 1d6 levels of exhaustion on
a target. You gain 5 temporary hit points for each level of exhaustion you bestow. If the target gains six levels of
exhaustion it is entitled to an Constitution saving throw to reduce it to five levels otherwise it dies.

MYSTICAL TABOOS

To maintain their supernatural power, and because culture and tradition dictate it, wu-jen must abide by certain
taboos that might seem inconsequential to other characters but are vitally important to the wu-jen. You must choose
at least 1 taboo at 3rd level when you take this arcane tradition. You may also take a taboo at 6th level, 10th level,
and 14th level. You can only choose a taboo once and your DM decides which taboos are available for you to choose
from.

e  Adventuring Life. Apart from magical items that you are attuned to, you cannot own more than you can carry. If
you own something that for any reason isn’t on your person, somebody else will take ownership of it. If it is a
piece of land, there might be a filing error, transferring ownership to somebody else. If you drop a coin, a bird
might scoop down and pick it up. Somehow, the universe simply doesn’t allow you to own anything, not on your
person. However, you gain the ability to open or close a hole into your personal pocket dimension. The
dimension works exactly like a bag of holding.

e A Game of Words. When in a conversation, your first word must always be the last word that was spoken by the
creature that spoke before you. It must be incorporated into your sentence in such a way, that it makes sense.
When doing so, which you must always attempt, you always know if the creature you converse with is lying to
you.

e  Cold Shoulder. You cannot light a fire or cast spells that deal fire or radiant damage. In fact, all fire within 5 ft. of
you simply goes out or bends around you. Your skin is always icy cold to the touch.

®  Color Repellent. Choose a color. You can never wear or touch that color. No matter how hard you try, you
simply cannot, as it moves just past you as if with magnetism. This includes spells and weapons of a certain
color as well.

e  Corpse Aversion. You can never move closer to a corpse than 10 feet. If you try, you are met with an invisible
and unbreakable barrier. Spells that try to teleport you closer fail. The same is true for corpses trying to get near
you.

(] Directional Restriction. Choose a direction: north, east, south, or west. You can never face that direction or
target anything in that direction. You simply physically cannot. However, as a bonus action, you can magically
teleport 60 feet in the direction opposite of the direction you chose.

e  Eldritch Stutter. No matter how hard you try, you cannot utter sentences
that contain more than five words. Whenever you speak, a faint whisper repeats your every word, giving people
around you the creeps. You have disadvantage on Charisma (persuasion) checks but advantage on Charisma
(intimidation) checks that involve speech. Additionally, if you cannot speak, the faint whisper continues to work,
allowing you to fulfil verbal components for spells even while silenced.

®  Questionable Hygiene. You cannot bathe. In fact, water is like solid matter to you, no matter its temperature.
The rain feels like hail, and you can walk on water. You can never swim or dive.
e  Special Diet. You cannot eat the meat of any sort. Attempting to do so sickens you, and you are poisoned until

you finish a short or long rest. Luckily, your jaw and teeth are harder than steel, allowing you to eat anything
else and gain sustenance. Anything else.



FAMILIAR OPTIONS

When using the find familiar spell the wu jen may also select one of the following options: a small kami/oni version of
any clan animal (so lion if they belong (or did) to Lion clan). Other options include the ancestral spark, lesser nature
spirit, lesser phoenix and void thing if you have access to Heroes of the Orient: Player's and DM's Companion.
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TATTOOED MONK

Certain monastic orders in the lands of Oriental Adventures bestow supernatural powers on their members
by inscribing magic tattoos on their skin. These tattooed monks shave their heads, speak in cryptic riddles
and maxims, and—in many cases—travel the countryside furthering their quest for enlightenment by facing
and conquering temptation.

In Kara-Tur, they are drawn almost exclusively from the Dragon clan, though members of other clans who gain the
favor of the order are sometimes allowed to join. Tattooed monks in Kara-Tur are trained in two competing schools:
the Togashi school (whose monks are called ise zumi) and the Hitomi school (whose monks are kikage Izumi). The
ranks of the tattooed monks are divided between worldly monks—those who believe that temptation can only be
overcome if it is squarely faced—and ascetic monks, who rarely leave their mountaintop retreats. Player character
tattooed monks are assumed to fall into the former category, but NPCs can be found in both roles.

This is a Monk class archetype.

TATTOO

Tattooed monks gain their powers from the magic tattoos that eventually grow to cover their bodies. At 3rd level a
tattooed monk gains two tattoos and gains another tattoo at 6th level, 11th and finally at 17th. The tattooed monk
can choose his tattoos from the following list. Note that some tattoos have minimum level requirements. All tattoos
are magical, and the abilities they bestow are supernatural. A tattooed monk in an antimagic field loses all benefits of
his tattoos. Activating a tattoo requires a bonus action.

e  Arrowroot. The tattooed monk can heal wounds in another character by touch. Each day he can cure a total
number of hit points equal to his Wisdom bonus times his level. The tattooed monk cannot heal himself, but he
may divide the curing among multiple recipients, and he doesn’t have to use it all at once.

. Bamboo. Once per day per tattoo you possess, you can set your Constitution score to 20. This ability lasts for 1
minute.

e Bat. Once per day per tattoo you possess, you can set your Dexterity score to 20. This ability lasts for 1 minute.

e Bellflower. Once per day per tattoo you possess, you can add your Charisma modifier as an
enhancement bonus to any of your ability scores (including Charisma). This lasts for 1 minute.

. Butterfly. Once per day per tattoo you possess, you can set your Wisdom score to 20. This ability lasts for
1 minute.

. Centipede. Once per week, you can shadow walk. This ability allows the tattooed monk to cross great
distances via the Spirit World, but he cannot enter the Shadowlands. The shadow walk lasts for 1 hour and
allows you to travel up to 50 miles in the Material Plane. You can take along any willing creature up to the
number of tattoos you have. Minimum Level: 5th.

e Chameleon. You can use alter self once per day per tattoo you possess to take on the appearance of any other
human you have encountered. The duration of this ability is one hour.

e  Cloud. Once per day, you can commune with a greater spirit as the spell (described under the wu jen spell list).
With each use of the ability, you can ask no more than one question per level. Minimum Level: 5th.

e Crab. You gain damage reduction equal to 1 per tattoo you possess. This damage reduction is negated by
a weapon with a magical enhancement bonus equal to or better than the tattooed monk’s Constitution bonus (if
any), by magical attacks, or by energy attacks. Damage reduction can reduce damage to 0 but not below 0.
(That is, the tattooed monk cannot actually gain hit points in this manner.)

. Crane. You gain a gradual immunity to bodily decay. When you first gain this tattoo, you gain immunity to
nonmagical diseases. When you gain your next tattoo (whatever it may be), you acquire immunity to poison as
well. When you gain your next tattoo, you no longer suffer penalties for aging, and cannot be magically
aged. (Any aging penalties you may already have suffered remain in place.) Bonuses still accrue, and the
tattooed monk still dies of old age when his time is up. Minimum Level: 5th.

. Crow. When you call on the power of this tattoo, you become immune to the Shadowlands Taint for one day
per tattoo you possess and gain a +1 resistance bonus on all Wisdom saving throws for the same duration. After
using this ability, you cannot activate the crow tattoo for five more days.

. Chrysanthemum. Every hour that you are in sunlight, you heal a number of hit points equal to your level.
Minimum Level. 7th.

. Dragon. Once per day per tattoo you possess, you can use fire breath as the spell (wu jen spell list)). Your
caster level is your class level. Minimum Level. 5th.

. Dragonfly. Once per day per tattoo you possess, you gain a dodge bonus to your AC equal to the number of
tattoos you possess. This extraordinary ability lasts for 1 round per level.

e Falcon. You are immune to fear (magical or otherwise). Allies within 10 feet of you gain a bonus on their saving
throws against fear effects. The bonus equals your Charisma bonus (if any) plus the number of tattoos you
possess.

. Lion. Once per day per tattoo you possess, you can smite a foe, gaining advantage on the attack roll and a
damage bonus equal to your level on a single melee attack. You must declare the smite before making the
attack.

. Monkey. You gain +1 bonus per tattoo you possess on all Dexterity based ability and skill checks.

. Moon, Crescent. In Kara-Tur, only kikage zumi (monks of the Hitomi school) can choose this tattoo. Once per
day per tattoo you possess, as a bonus action, you can magically shift from the Material Plane to the Ethereal
Plane, or vice versa. Minimum Level. 7th.

. Moon, Full. In Kara-Tur, only kikage zumi (monks of the Hitomi school) can choose this tattoo. Once per night
per tattoo you possess, you can gain +1d4 on a single attack roll, skill check, or ability check, as you call on the
full power of Hitomi, the moon. This ability cannot be used during daylight hours.
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Mountain. You can take on the immovability of the mountain, gaining phenomenal durability though you cannot
move from the spot where you stand. You gain a +4 bonus to your Constitution and Wisdom scores. The
increase in Constitution increases your hit points by 2 points per level, but these hit points go away when

the power’s duration expires. While using this ability, you cannot use any skills based on Dexterity. You are
immune to being pushed and the prone status affect. This immovable state lasts 1 minute. You may use this
ability once per day per tattoo you possess.

Nightingale. You can cure your own wounds. You can cure up to twice your level in hit points each day, and you
can spread this healing out among several uses.

Ocean. You with an ocean tattoo you never need to eat, sleep, or drink. Minimum Level. 9th.

Phoenix. You gain advantage on saving throws against spells and other magical effects. Minimum Level. 7th.
Pine. You gain advantage on saving throws against effects that cause fatigue (for example, exhaustion), and
you may continue to use actions when reduced to O or less hit points with the exception of the attack and cast
spell action.

Scorpion. Once per day per tattoo you possess, you can force an opponent attacking you to use its

lowest ability score modifier instead of its Strength or Dexterity score modifier when making her attack roll.
Spider. Your touch (or unarmed attack) delivers a contact poison as you decide. The poison’s save DC is equal
to 8 + your proficiency bonus + your Wisdom modifier. Your damage type becomes poison, and you do an
additional +1d6 poison damage on the strike. Minimum Level. 3rd.

Sun. In Kara-Tur, only ise zumi (monks of the Togashi school) can choose this tattoo. Once per day per tattoo
you possess, you can gain +1d4 on a single attack roll, skill check, or ability check, as you call on the full power
of Hitomi, the moon. This ability cannot be used during daylight hours.

Tiger. Once per day per tattoo you possess, you can fight unarmed with a +1 bonus on all attack rolls and
dealing an additional +1d6 points of damage with a successful attack. This burst of martial arts ferocity lasts for
1 round per level.

Tortoise. Once per day per tattoo you possess, you can use your proficiency bonus in a skill you are not
proficient in.

Unicorn. You gain the power of good fortune, which is usable once per day per tattoo you possess. This

ability allows you to reroll one roll that you have just made. The character must take the result of the reroll, even
if it's worse than the original roll.

Wasp. Once per day per tattoo you possess, you can use haste on yourself. The haste effect lasts 1 minute.
Minimum Level. 3rd.

White Mask. You are immune to detect thoughts, detect lies, and any attempt to magically discern

your alignment. You gain a +10 bonus on all Deception checks. Minimum Level. 3rd.
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SHINTAO MONK

Shinsei is a figure in the history of Kara-Tur whose nature and true identity are shrouded in mystery and legend. He
spoke for many days with the first emperor Hantei, and his words are recorded in the Tao of Shinsei, a text that
guides emperors and samurai as well as humble monks. Shinsei also led the Seven Thunders — the greatest
heroes of the seven Great Clans—into the Shadowlands to combat the evil of Fu Leng, creating the Twelve Black
Scrolls that bound the Evil One’s power for a thousand years. Shintao monks are dedicated to following his
teachings, both to further their own quest for enlightenment and to continue his crusade against the evil of the
Shadowlands.

This is a Monk class archetype.

CODE OF CONDUCT

Shintao monks must follow certain rules of life in order to maintain the purity of their souls and continue their
advancement toward enlightenment. They are forbidden to eat meat (though they may eat fish), commit murder or
theft, or marry. Shintao monks are expected to avoid causing violence, though circumstances can make

that impossible. Gluttony and drunkenness are vices to be avoided, and holy places must be treated with respect.
Shintao monks cannot accumulate wealth or become involved in politics. A Shintao monk who violates this code of
conduct or strays from a lawful good alignment cannot gain new levels as a Shintao monk but retains all monk class
abilities. Assuming he remains lawful, he can continue to advance in the monk class.

SHADOWLAND CRUSADER

3 level Shintao Monk archetype feature.

You can Detect Taint as the spell, at will. Additionally, once per day, you may attempt to smite a Shadowlands
opponent with one unarmed attack. You add 2d8 fire damage to the strike. A Shadowlands opponent is a monster
with the Shadowlands descriptor or a character with a negative Taint modifier. If the monk accidentally smites a
creature that is not Tainted, the smite has no effect but it is still used up for that day.

ANCESTRAL GUIDANCE

3 level Shintao Monk archetype feature.
Once per day, you can add 1d4+1 to an ability check.

GRASP THE EARTH DRAGON

3" level Shintao Monk archetype feature.
You are immune to stunning, sleep spells and effects, and slow spells and effects.

CHANNEL THE FIRE DRAGON

6™ level Shintao Monk archetype feature.
You can use protection from energy (fire or cold only). Also, you can cause your entire body to become suffused
with a heatless fire that sheds light as a light spell. You can use this ability once per level per day.

STEAL THE AIR DRAGON

11" level Shintao Monk archetype feature.
Once per day, you can use greater invisibility.

RIDE THE WATER DRAGON

11" level Shintao Monk archetype feature.
Your wounds heal extraordinarily quickly. You recover 1 hit point per level per hour, without needing to rest for the
healing to take place.

TOUCH OF THE VOID DRAGON

17" level Shintao Monk archetype feature.

You gain a gaze attack which you may use twice per day from the following options:

. Great Silence. You target one creature within 30 feet. When the target meets your gaze, it must attempt a
Wisdom saving throw. If the target fails this save, it is struck mute for 1 minute. A mute character cannot
speak or cast spells with a verbal component.

. Kukan-Do. You target one creature within 30 feet. When the target meets your gaze, it must attempt
a Wisdom saving throw. If the target fails this save, it and the monk are locked in a kind of elemental stasis,
preventing both of them from mustering their spiritual energies. Neither the target nor the monk can use any
spells or abilities that mimic spells. Either character can attack or use skills.
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SHAMAN - CIRCLE OF THE KAMI

If a cleric’s basic creed is that the handiwork of the deities is everywhere, a shaman’s simple assertion is that the
deities themselves are everywhere. Shamans are intermediaries between the mortal world and the realm of spirits—
the vast multitude of living beings that infuse the entire world with divine essence. Shamans play a vital role in the
world of Oriental Adventures—communicating with ancestor spirits, demons, nature spirits, and the most powerful of
spirits, who might be considered deities. The shaman offers sacrifices, prayers, and services to the spirits, and in
return gains the favor of patron spirits who bestow spells and other magical abilities upon him.

This is a Druid class archetype.

SPIRIT SHAMAN

1st-level Shaman feature

You bargain for spells at dawn each day with the creatures of the Spirit Realm. Your Spirit Animal acts as the go-
between and retrieves your spells each day. As you continue to earn honor with the spirits you defend and mediate
for, they grant more powerful and a greater array of spells per day.

Mechanically this is represented as ki which reflects your reputation, prestige and honor within the Spirit

Realms. You spend this to both attain and cast your spells. You have as many ki points as your druid level. You
retain your druid cantrips as normal (per The Druid Table), however, you no longer use spell slots to cast your
spells. Instead, you can bargain for a number of spells equal to your ki point total. The spell can be of any level so
long as you have the ki to cast it. Spells cost 1 ki point per spell level to prepare and cast.

For example, at level 10 you have 10 ki points and can prepare 10 level one spells, one level 9 spell and one level 1
spell or any other combination so long as the total doesn’t exceed 10. If you chose to take one 9th level spell and one
1st level spell you could cast the 9th level spell once and then the 1st level spell once or you could cast the 1st level
spell 10 times and never use the 9th level spell you bargained for.

Take note, you are still bound by all other spell casting rules, for instance, to retrieve or cast a spell, a spirit shaman
must have a Wisdom score of at least 10 + the spell level (Wisdom 10 for 0-level spells, Wisdom 11 for 1st-level
spells, and so on).

SPIRIT ANIMAL

2nd-level Shaman feature

You gain a spirit animal companion that also acts as your spirit guide. Choose a beast that is no larger than Small
and that has a challenge rating of 1/4 or lower. Add your proficiency bonus to the beast's AC, attack rolls, and
damage rolls, as well as to any saving throws and skills it is proficient in. Its hit point maximum equals the hit point
number in its stat block or four times your druid level, whichever is higher. Like any creature, it can spend Hit Dice
during a short rest to regain hit points.

The spirit animal is a permanent companion. This is actually a spirit creature and its type is determined by your
alignment:

® Law - Itis a kami and has the Celestial (Kami) type instead of beast.
e  Neutral — It is a yokai and has the Fey (Yokai) type instead of beast.
® Chaos - Itis an oni and has the Fiend (Oni) type instead of beast.

If it is killed, you take 1d6 psychic damage that does not heal until you re-summon the same companion after a long
rest.

Example Spirit Animals and what characteristic they embody:

Spirit

Animal Characteristics

Badger Orderliness, tenacity
Bear Strength, endurance
Buffalo Abundance, good fortune
Cougar Balance, leadership
Coyote Humor, trickiness

Crane Balance, majesty

Crow Intelligence, resourcefulness
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Eagle Perception, illumination

Elk Pride, power, majesty
Fox Cleverness, discretion
Hawk Awareness, truth

Lizard Elusiveness

Otter Joy, laughter

owl Wisdom, night

Rabbit Conquering fear, safety
Raccoon Curiosity

Scorpion Defense, self-protection
Snake Power, life force, potency
Spider Interconnectedness, industry
Turtle Love, protection

Vulture Vigilance, death

Wolf Loyalty, interdependence

The spirit animal provides the following additional level-based effects so long as it is alive:

e Follow the Guide. At 6th level and higher, a shaman’s spirit guide helps you maintain control of you mind. If
you are affected by an enchantment spell or effect and fail your saving throw, you gain advantage on your next
attempt to shake the effect. You only get one extra chance to succeed on your saving throw.

. Guide Magic. Starting at 10th level, as a free action, you can assign your spirit companion the task of
concentrating on a spell that is maintained through concentration. You can act normally while your spirit guide
concentrates on the spell. A spirit animal can concentrate on only one spell at a time. If necessary to maintain
the spell, the spirit guide makes Constitution saving throws for you, using your Constitution saving throw. A spirit
animal does not have to make Constitution checks for circumstances such as the you taking damage.

MARTIAL ARTS

2nd-level Shaman feature
You have trained in the unarmed combat style of your tribe. Starting at 2nd level, you gain the martial arts feat.

SPIRIT SIGHT

6th-level Shaman feature

Starting at 6th level, you can see ethereal creatures (including spirits) as easily as you see material creatures and
objects. You can easily distinguish between ethereal creatures and material ones because ethereal creatures
appear translucent and indistinct. You can always see spirits (such as ghosts) even when somehow made

invisible. You cannot see spirits when they have possessed or influenced a person, but you get advantage on Insight
checks to detect such possession. This ability extends to all undead who can pose as normal humanoids under
certain circumstances like the manananggal.

GHOSTHUNTER

10th-level Shaman feature
You may expend one use of Wild Shape and present a sacred symbol and speak a prayer censuring spirits. Each
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spirit that can see or hear you within 30 feet of you must make a Wisdom saving throw. If the creature fails its saving
throw, it is turned for 1 minute or until it takes any damage.

A turned creature must spend its turns trying to move as far away from you as it can, and it can’t willingly move to a
space within 30 feet of you. It also can’t take reactions. For its action, it can use only the Dash action or try to escape
from an effect that prevents it from moving. If there’s nowhere to move, the creature can use the Dodge action.

If the spirit creature so turned has a CR 1/4 your level or less (rounding down) it is instead instantly destroyed.

SPIRITS FAVOUR

14th-level Shaman feature
You may apply your Wisdom modifier (minimum of 1) as a bonus on all saving throws.

SPIRIT FORM
14th-level Shaman feature
You may use your wild shape ability to turn into a spirit. You gain the following traits for the duration:
®  You may enter the spirit realm (ethereal plane) or back to the material plane as a bonus action.
®  You have resistance to all damage.
®  You have a fly speed equal to your normal speed.
e  Etherealness. You enter the Ethereal Plane (Spirit Realm) from the Material Plane, or vice versa. You are

visible on the Material Plane while you are in the Border Ethereal, and vice versa, yet you can't affect or be
affected by anything on the other plane.

e  Ethereal Sight. You can see 60 feet into the Ethereal Plane when you are on the Material Plane, and vice
versa.

e Incorporeal Movement. You can move through other creatures and objects as if they were difficult terrain.
You take 5 (1d10) force damage if you end your turn inside an object.

WHAT IS A SPIRIT?

Several of the shaman’s abilities and spells affect spirits. For purposes of the shaman’s ability, a “spirit” includes any
of the following creatures:

All incorporeal undead

All fey

All elementals

Creatures in astral form or with astral bodies (but not a creature physically present on the Astral Plane)
All creatures with the yokai, oni or kami tag.

Spirit folk

Spirit creatures created by spells such as dream sight or wood wose.

In the spirit shaman’s worldview, elementals and fey are simply spirits of nature, and incorporeal undead are the
spirits of the dead.



UNIQUE SHAMAN SPELLS

0-LEVEL SHAMAN SPELLS (CANTRIPS)
DETECT DISEASE

Divination cantrip

Casting time 1 action

Range Self

Components V, S

Duration Instantaneous

You determine whether a creature, object, or area is infected with disease or carries disease. You can determine the
exact type of disease with a successful Wisdom check (DC 20). A character with the Heal skill may try a Heal check
(DC 20) if the Wisdom check fails or may try the Heal check prior to the Wisdom check.

Note: The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of
wood or dirt blocks it.

1ST-LEVEL SHAMAN SPELLS
ATTRACTION

1s-level transmutation

Casting time 1 action

Range 30 feet

Components V, S

Duration 1 minute

When you cast this spell, a mystical aura surrounds the target creature, drawing attacks to the creature and making
successful attacks more effective. The subject takes an additional +1 point of damage for each point of your wisdom
modifier (minimum of 1) from each melee or ranged attack that deals damage to it. This spell does not increase
damage from spells.

TRANCE

1s-level divination (ritual)

Casting time 1 minute

Range 120-foot sphere centred on you
Components V, S

Duration 10 minutes

You place yourself in a deep trance, during which you cannot move, speak, or take any action. In the trance, you are
highly attuned to the powers and forces in the immediate area. You can sense certain magical creatures and effects
within the spell’'s area. Each round you remain in the trance, you feel the presence of any one lesser spirit, greater
spirit, curse, permanent magical effect, or haunting within the spell’s area. You can determine the general type of
thing contacted (such as nature spirit, evil haunting), but cannot communicate with it in any way or gain any other
information about it. Using this spell does give you enough information to subsequently cast commune with spirit or a
similar spell to communicate with the spirit you desire to contact. Spirits may detect and then resist the spiritual probe
on a Wisdom saving throw or Wisdom (Insight) skill check (targets choice).

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the range of the radius of the
sphere doubles for each slot level above 1st.

WEAPON BLESS

1s-level transmutation (ritual)

Casting time 10 minutes

Range Weapon touched

Components V, S, M (a writing brush and ink)

Duration Permanent until discharged

You prepare one weapon for combat against a particular foe. While casting the spell, you write the identity of the foe
on the weapon, along with spirit invocations to give the weapon power. Although you do not need to know the exact
name of the intended victim, you must still identify the creature specifically. You cannot, for example, bless a weapon
for use against “a kappa,” but you can bless it for use against “the kappa who lives in Ch’i Sheng’s pond.”

The first time the blessed weapon is used against the target creature, its wielder gains a +5 bonus on the first attack
roll and a +5 bonus on the first damage roll. After the attack has damaged its target, or if the weapon is used against
another foe before it is used against the target creature, the writings on the blade disappear and the spell effect ends.

2ND-LEVEL SHAMAN SPELLS
ANCESTRAL VENGEANCE
2"-level conjuration

Casting time 1 action

Range 25 feet

Components V, S

Duration Instantaneous

When you cast this spell, you call out to an ancestral spirit, listing the crimes of your target and urging your ancestor
to punish the miscreant. (The target’s alignment is irrelevant to the success of the spell.) You have the following
options when the spell is cast:



1.  An ancestral spirit imposes this punishment in the form of a sharp blow to the target. This attack hits
automatically and deals 2d6 points radiant or necrotic damage (your choice) or double that amount if the target
is undead. A successful Constitution saving throw reduces the damage by half

2. You summon an ancestral spirit or a Fortune (your choice) per the Call Ancestor ability. When determining the
results of the ancestor response you may add 1d6.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d6 for
each slot level above 1st for option 1 or a static +1 per spell level to your Call Ancestor roll for option 2.

COMMUNE WITH SPIRITS

2"d-level divination (ritual)

Casting time 10 minutes

Range 10 feet

Components V, S, M (Incense and a small offering worth 10 ¥ which is consumed in the casting)
Duration 1 minute (concentration)

You contact a local spirit — any spirit creature of a CR equal to or less than your level. You must know the identity of
the spirit (which you can learn through the trance spell), and you must be within 10 feet of the spirit’s location. You
may ask up to one question per 2 caster levels. Unasked questions are wasted if the duration expires. The spirit's
knowledge is limited to matters within its immediate area, so the spirit of a great tree in the village could not answer
questions about events outside the village. Spirits usually answer questions literally and do not volunteer any
information. If the spirit's alignment is different from yours, the spirit gets a Wisdom saving throw to resist the spell.

If the spirit has been subject to commune with spirit within the past week, the new spell fails. Good spirits generally
try to be helpful in answering questions, while evil spirits always try to distort the information they give (though they
generally give literally truthful answers).

CREATE SPRING

2"-level transmutation

Casting time 1 action

Range Touch

Components V, S, M (a bamboo cane)
Duration Permanent

A spring of water bubbles forth from the natural rock or earth you touch. The spring cannot arise from creatures,
plants, or artificial constructions such as buildings. The spring puts forth six gallons of water per hour. The water is
fresh, clear (at the source), and cool. No more than one spring may be created every 100 yards.

INVISIBILITY OF TSUKI-YOMI

As the spell of the same name in the Players Handbook except it only works against spirits — this includes yokai,
kami and oni. It specifically bypasses an oni’'s and kami’s see invisibility ability and for sake of spells like dream
sight you are considered warded against spirits.

KNOW MOTIVATION

2"-level divination

Casting time 1 action

Range 60 ft.

Components V, S, M (A prayer written on a strip of cloth and tied around your forehead)
Duration Concentration, up to 1 minute.

You can sense the basic needs, drives, and emotions of creatures within the spell area. Each round, you can focus
your attention on one creature within the area and learn what is currently motivating its actions—for example, hunger,
thirst, fear, fatigue, pain, uncertainty, rage, hatred, curiosity, hostility, friendliness, love, and so on. The target
creature can unconsciously resist the effect by making a Wisdom saving throw.

PROTECTION FROM SPIRITS

2"-level abjuration

Casting time 1 action

Range 60 ft.

Components V, S, M (a gingko wand with paper prayer strips attached)
Duration 1 minute

This spell wards a creature from attacks by yokai (yokai/spirits, kami and oni) creatures and from mental control. It
creates a magical barrier around the subject at a distance of 1 foot. The barrier moves with the subject and has three
major effects.

First, the subject gains a +2 bonus to AC and a +2 bonus on saves. Both these bonuses apply against attacks made
or effects created by yokai creatures.

Second, the subject immediately receives another saving throw (if one was allowed to begin with) against any spells
or effects that possess or exercise mental control over the creature (including the charmed condition) if a source is a

yokai. This saving throw is made with advantage, using the same DC as the original effect. If successful, such effects
are suppressed for the duration of this spell. The effects resume when the duration of this spell expires. While under

the effects of this spell, the target is immune to any new attempts to possess or exercise mental control over the
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target. This spell does not expel a controlling life force (such as a ghost or an oni using magic jar), but it does prevent
them from controlling the target.

Third, the spell prevents bodily contact by yokai. This causes the attacks of such creatures to fail and the creatures
to recoil if such attacks require touching the warded creature. The protection against contact by summoned creatures
ends if the warded creature makes an attack against or tries to force the barrier against the blocked creature. If a
creature has magic resistance it can make a Wisdom saving throw to overcome the spells protection and touch the
warded creature. It must make this saving throw round to round.

REBUKE

2"d-level conjuration

Casting time 1 action

Range 60ft.

Components V

Duration Instantaneous

With a thunderous rebuke, you stun one creature of your choice within range until the end of its next round that fails a
Charisma saving throw. If the target creature fails a saving throw by more than 5 it is stunned for 1 minute and takes
2d4 thunder damage.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d4 for
each slot level above 1st.

WARNING

2"-level divination
Casting time 1 action
Range Touch
Components V, S
Duration 1 hour

This spell heightens the subject’'s senses and awareness of danger. The subject gains a a boon (+1d6) bonus
Wisdom (Perception) checks, can’t be surprised for the duration and does not grant advantage against invisible
attackers.

3RD-LEVEL SHAMAN SPELLS
CASTIGATE

3"-level evocation

Casting time 1 action

Range 20 ft.

Components V, S

Duration Instantaneous

By means of this spell, you deliver a blasting rebuke upon your foes. Creatures within a 20 ft radius sphere centred
on you are affected based on their alignment in relation to yours. Creatures whose alignment differs from yours in
one component (lawful-neutral- chaotic or good-neutral-evil) take 2d6 points of thunder damage. Those whose
alignment differs from yours in both components (both lawful-neutral-chaotic and good-neutral-evil) take 6d6 points of
thunder damage. Thus, if you are lawful good, you deal 2d6 points of damage to those of lawful neutral, lawful evil,
neutral good, or chaotic good alignment, and 6d6 points of damage to those of neutral, chaotic neutral, neutral evil,
and chaotic evil alignment. A successful Constitution save reduces damage in either case by half. Creatures of any
alignment different from the caster’s who fail their saving throws are also deafened for 1 minute.

At Higher Levels. When you cast this spell using a spell slot of 4™level or higher, the damage increases by 1d6 for
each slot level above 3".

DETECT CURSE

3"-level divination

Casting time 1 action

Range 30 ft. (one creature, object or 5 ft. cube area)

Components V, S, M (a small gem worth at least 10 ¥ consumed in the casting)
Duration Instantaneous

You determine whether a creature, object, or area has been cursed or carries a curse. You can determine the
general nature of the curse with a successful DC 20 Intelligence (Arcana, Religion or Nature) check (as appropriate).
In scanning a cursed scroll, you could learn that the curse causes misfortune to the reader, but you could not tell the
specific effects.

Note: The spell can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of
wood or dirt blocks it.

At Higher Levels. When you cast this spell using a spell slot of 9" level you may permanently remove a curse from a
magic item.

MENTAL STRENGTH
3-level enchantment
Casting time 1 action
Range Touch



Components V, S, M (tail of a white fox)
Duration 1 minute

You imbue the recipient with magical energy that fortifies its will, granting it advantage on Charisma, Intelligence,
Wisdom saving throws or resistance to psychic damage — your choice. The target can resist the effect if they so
choose on a successful saving throw vs the bonus ability selected (so if you select Intelligence, the creature saves
using its Intelligence saving throw).

At Higher Levels. When you cast this spell using a spell slot of 4™level or higher, you select a second attribute to
grant a bonus to. A 6"level slot allows you to select all four options.

MENTAL WEAKNESS

3"-level enchantment

Casting time 1 action

Range Touch

Components V, S, M (tail of a red fox)
Duration 1 minute

You imbue the recipient with magical energy that weakens its will, imposing disadvantage on Charisma, Intelligence,
Wisdom saving throws or vulnerability to psychic damage — your choice. The target can resist the effect on a
successful saving throw vs the weakened ability selected (so if you select Intelligence, the creature saves using its
Intelligence saving throw. Psychic damage always uses Intelligence).

At Higher Levels. When you cast this spell using a spell slot of 4"level, you select a second attribute to grant a
bonus to. A 6Mlevel slot allows you to select all four options.

POSSESS

3"-level necromancy

Casting time 1 action

Range 30 ft.

Components V, S, M (a bowl of incense and a morsel of food appealing to the animal)
Duration 1 minute

By casting this spell, you project your spirit into the body of a Beast, forcing the animal to behave as you direct it. The
animal must have a CR lower than your druid level. The animal’s soul remains in its body, but it has no control over
that body while your spirit is there.

While in the animal’s body, you keep your Intelligence, Wisdom, Charisma, level, class, attack bonus, save bonuses,
alignment, and mental abilities. The body retains its Strength, Dexterity, Constitution, hit points, natural abilities, and
traits. You can’t choose to activate the body’s extraordinary or supernatural abilities (like innate spellcasting, if any). If
the animal body is reduced to O hit points while you are possessing it, you must make a DC 10 Constitution saving
throw or die as well, otherwise you return to your body unharmed. If your body is destroyed while your spirit is in the
animal’s body, you die at the end of the spell’s duration.

At Higher Levels. If this spell is cast with a 5"level spell slot you may also possess creatures of the Humanoid type
(an evil act), a 6th level slot allows you to posses undead, a 7th level slot or higher allows you to posses constructs.

SUBSTITUTION

3"-level abjuration (ritual)

Casting time 30 minutes

Range One willing target creature

Components V, S, M (a figure of a spirit you revere, made of glass, wood, stone, or iron. The statue’s hit points and
cost depend on the substance of which it is made. A glass figure has 10 hit points and costs 25 ¥, a wood figure has
25 hit points and costs 250 ¥, a stone figure has 50 hit points and costs 375 ¥, and an iron figure has 100 hit points

and costs 750 ¥. You may use this figure for multiple castings of this spell, but you cannot repair it or restore its lost
hit points and it is destroyed once it runs out of hit points)

Duration Until figure is destroyed

This spell creates a mystic connection between you and a specially prepared figure representing your deity or a spirit
you revere. For the duration of the spell, you take only half damage from all wounds and attacks that deal you hit
point damage. The amount of damage not taken by you is taken by the figure instead. Forms of harm that do not
involve hit points are not affected. The spell is discharged when the figure runs out of hit points (i.e. when they reach
0). When the spell ends, subsequent damage is no longer divided between you and the figure, but damage already
split is not reassigned to you.

4TH-LEVEL SHAMAN SPELLS

DREAM SIGHT

4"-level divination

Casting time 1 action

Range Personal

Components S, M (a stick of incense worth at least 5 ¥)
Duration 10 minutes

You fall into a deep sleep while your spirit leaves your body in incorporeal form and travels to distant locations. Your
spirit can move 100 feet per round and can see and hear anything you could if you were in the same location. The



spirit can be blocked by any spell that wards incorporeal creatures, and it can be detected and attacked in the same
way as incorporeal creatures can. A shaman can use commune with spirit to contact you, you cannot see creatures
protected by invisibility to spirits, and you are warded by a protection from spirits spell. Your spirit can do nothing but
move and observe — it cannot speak, attack, cast spells, or perform any other action. At the end of the spell, your
spirit instantaneously returns to your body and you wake up. If your body is disturbed while your spirit is wandering,
the spell ends immediately.

At Higher Levels. The duration of the spell doubles for each slot above 4th level used to cast this spell.

FATIGUE

4"-level transmutation
Casting time 1 action
Range Touch
Components S
Duration 1 minute

The subject becomes fatigued on a failed Constitution saving throw and gains 1 level of exhaustion. The target
creature can negate the effects of the spell through normal rest.

At Higher Levels. When you cast this spell using a spell slot of 5™level or higher, the exhaustion damage increases
by 1 for each slot level above 4. Note the target creature gets a Constitution saving throw to resist the spell for each
level of exhaustion inflicted.

SPIRIT ALLY

4"-level conjuration

Casting time 1 action

Range 30 ft.

Components V, S, M (a bowl of incense and a morsel of food appealing to the animal)
Duration 1 minute

You summon a kami, yokai or oni (depending on your alignment) of challenge rating equal to the spell slot used or
lower, which appears in an unoccupied space that you can see within range. The kami disappears when it drops to 0
hit points or when the spell ends.

If you know an individual spirit's name, you may request that individual by speaking the name during the casting of
the spell (though you might get a different creature anyway).

You may ask the spirit to perform one task for you, and the spirit may request some service in return. The more
demanding your request, the greater return favour the spirit asks for. This bargaining takes at least 1 round, so any
actions by the spirit begin in the round after it arrives. If you agree to the service, the spirit performs the task you
requested, reports back to you afterwards (if possible), and returns to its home. You are honour bound to perform the
return favour — you lose an Honour point if you refuse the request.

A spirit may accept some form of payment, such as a magic item, in return for its service. The spirit may keep it or
may deliver the item to another shaman somewhere else, where it can help the spirit's cause.

Example spirits that can be summoned:

Spell Slot CR Kami Yokai Oni

4 4 Snake Spirit Tree Spirit Demon Dog

5 5 Kodama Gurdian Lion Gorilla Oni

6 6 Kochiyama Stone Spirit Vulture Oni

7 7 Dosojin Kami Goat Spirit Giant Oni

8 8 Air Spirit Gem Spirit Frog Oni

9 9 Zuishin Seasonal Spirit Greater Demon Dog

REMOVE FATIGUE
4"-level transmutation
Casting time 10 minutes
Range Touch
Components S
Duration Instantaneous

The creatures you touch gains the benefits of a long rest. If a subject was already well rested, it does not need to rest
or sleep during the next 24 hours. Arcane spellcasters must still rest their minds for 8 hours in order to prepare or
ready their spells.
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At Higher Levels. When you cast this spell using a spell slot of 5"level or higher, you can target another creature for
each slot level above 4™,

SNAKE BARRIER

4"-level abjuration

Casting time 1 action

Range 120 feet

Components V, S, M (a shed snakeskin)
Duration 10 minutes (concentration)

This spell creates an invisible barrier that prevents Beasts that belong to the reptile family and Dragons from crossing
it. The barrier appears in any orientation you choose, as a horizontal or vertical barrier or at an angle. It can be free
floating or resting on a solid surface. You can form it into a hemispherical dome or a sphere with a radius of up to 10
feet, or you can shape a flat surface made up of ten 10-foot-by-10-foot panels. Each panel must be contiguous with
another panel. In any form, the wall is 1/4 inch thick. It lasts for the duration. If the barrier cuts through a creature’s
space when it appears, the creature is pushed to one side of the wall (your choice which side).

Affected creatures are aware of the barrier's presence and purpose, and reptiles that are not overtly hostile avoid the
barrier and those protected by it. Reptilian creatures with hostile intent may try to penetrate the barrier with a Wisdom
saving throw. Affected creatures of CR 4 or less must make a successful Wisdom saving throw to cross at all. Any
affected creature that crosses the barrier takes 1d4 points of psychic damage, with a successful Constitution saving
throw reducing the damage by half. Intelligent reptilian creatures that encounter the barrier usually find it infuriating
and are much less likely to befriend and aid the caster.

Even if the barrier is penetrated by a hostile creature it reforms as soon as the hostile creature finishes its attack or
moves away — assuming the shaman is able to maintain concentration.

At Higher Levels. When you cast this spell using a spell slot of 5"level or higher, the damage increases by 2d4 for
each spell slot above 4™.

5TH-LEVEL SHAMAN SPELLS

ADVICE

5t-level enchantment

Casting time 1 action

Range 30 feet

Components V

Duration 1 hour or until completed

You influence the actions of the targeted creature by offering profound and thoughtful advice grounded in your
wisdom and experience. You must word your advice in such a manner as to make it sound reasonable, even if it is
not, but you are not limited to a few sentences. If the target creature fails its Wisdom saving throw, it does its best to
follow your advice, carrying out the suggested course of action to the best of its ability. If the action would place the
creature in great peril or cause its death, the victim can attempt a second saving throw — this time with advantage —
just before taking the final plunge to its doom.

BLOOD OF FIRE

5-level necromancy

Casting time 1 action

Range 120 feet

Components V, S, M (a drop of your blood)
Duration 1 hour or until discharged

You touch up to four willing creatures and enchant their blood which provides protection against blood-benders.
When a creature is a target of maho tagged spell the blood bender must make a Constitution saving throw or suffer
2d8 points of necrotic damage and the triggering spell is cancelled.

At Higher Levels. When you cast this spell using a spell slot of 6™evel or higher, the damage increases by 2d8 for
each spell slot above 5" and you may select an additional 2 willing creatures.

6TH-LEVEL SHAMAN SPELLS
THE EMPEROR’S ROAD

6"-level evocation

Casting time 10 minutes

Range Touch

Components V, S

Duration 8 hours

When you cast this spell, you call upon the speed of the rushing river to help you and any number of companions to

travel much faster on a selected road. This spell only functions on roads that are legally recognized by the Emperor.

The process of having a road legally recognized is simple — have the Emperor acknowledge the road as an Imperial

road. During the War of Spirits, the Steel Chrysanthemum Hantei XVI noted this property of this spell and recognized
a great many roads in order to allow his troops to outmanoeuvre Toturi’'s army. After the War of Spirits ended, Toturi

was left with a network of roads that the kami recognized as having Imperial approval. Hantei XVI's cunning plan still
affects this spell’s function, and many roads that are on no maps will nevertheless function with this spell — there are
simply too many to untangle the confusion easily.



While travelling on an Imperial road, all targets’ movement rates are multiplied by six.

FORCE SHAPECHANGE
6™"-level abjuration
Casting time 1 action
Range 100 ft.
Components V, S
Duration 1 minute

With this spell, you force any shapechanger to revert into its true form. When you cast the spell, you specify the
targets you know or believe to be shapechangers. Any shapechangers targeted by the spell must attempt Wisdom
saving throws. If they fail their saves, they revert to their true form amid wracking pain, which causes them 3d10
points of psychic damage. If the saving throw is successful, they retain their current form, but still suffer extreme pain,
taking half damage. The shapechanger is locked into its true form for the duration of the spell, but the spell deals the
3d10 points of damage only when the change first occurs.

At Higher Levels. When you cast this spell using a spell slot of 7"level or higher you increase the psychic damage
by 2d10 per spell slot above 6.

TRUE SEEING
Per the PHB.

VULNERABILITY

6""-level transmutation

Casting time 1 action

Range 30 ft.

Components V, S

Duration 1 minute

This spell lowers the target's damage resistance or immunity by 1 step — vulnerability becomes resistance, resistance
becomes normal, normal becomes vulnerable if it fails a Constitution saving throw. You may only choose 1
resistance type.

At Higher Levels. You may choose another resistance type for each spell slot you use above 6™level to reduce by 1
step.

7TH-LEVEL SHAMAN SPELLS

OSAKU’S LIFEBLOOD

This functions as the wall of water spell with the additional benefit of doing 15d6 bludgeoning damage to any
creature caught in the wall (or that tries to penetrate it) that does not have a swim speed.

8TH-LEVEL SHAMAN SPELLS

COMPEL

8"-level enchantment

Casting time 1 action

Range 30 feet

Components V, S, M (an item that represents the target alignment worth at least 1,000 ¥ which is consumed in the
casting. For example, a feather from Suzuki the Phoenix — a lawful good entity)

Duration Permanent

You force the subject of the spell to change alignment, specifying the creature’s new alignment if they fail a Wisdom
saving throw. Creatures whose alignments are listed as “always” a specific alignment, and characters who would lose
class abilities if they changed to the alignment you specify, have advantage on their saving throws against the spell.
Celestials and Fiends and similar creatures that are a personification of an alignment are immune to the effects of
this spell. Alteration in alignment is mental as well as moral, and the individual changed by the spell thoroughly
enjoys his new outlook. If the subject’'s comrades have an alignment outlook that differs significantly from his, he may
abandon them or even take actions against them. This is up to the discretion of the DM; the spell has no effect on
determining this, as it is more a matter of conscience.

Another compel spell, a wish, or divine intervention is required to reverse the effects of the spell; the subject makes
no attempt to return to the former alignment. In fact, he views the prospect with horror and avoids it in any way
possible. Thus, if a spellcaster were to cast compel upon him again, causing him to revert to his former alignment or
following a new one, he would again receive a saving throw as outlined above.

9TH-LEVEL SHAMAN SPELLS
SLUMBER

9™-level transmutation

Casting time 1 action

Range Touch

Components V, S, M (1,000 sen worth of jade)
Duration Special

You place a willing creature in a state of suspended animation, aligning him harmoniously with all of the Spirit
Realms at once. The creature becomes a being of pure jade, completely immune to all forms of attack and damage.


https://www.dndbeyond.com/spells/true-seeing
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While under the effects of this spell the target ceases to age and needs no food or sleep. Any disease, poison, or
other corruptive effect within the target’s body ceases all progress. The target is effectively frozen in time, though he
continues to perceive the world around him. He can, in fact, perceive what happens in every Spirit Realm
simultaneously, an effect that may greatly broaden his perceptions.

When this spell is cast, certain conditions must be stated that will cause the spell’s duration to end, and no other
effect (not even a wish or divine intervention) will otherwise undo it (though a wish or divine intervention may provide
the conditions needed to fulfil the target’s restoration). Some examples could be “when someone casts heal upon the
target” or “when we return with an antidote for the poison, "or “when seventy-five goblins kneel before the Emperor,”
or “on the next Day of Thunder” or anything else that could reasonably occur. Keep in mind that in a mystical land
such as the lands of Oriental Adventures what is “reasonable” may be very strange indeed. The DM is the final
arbiter of whether or not the conditions that will undo slumber are reasonable.

A shugenja who casts commune with elements on the jade statue automatically learns the conditions that must be
met to undo the spell.



SHUKENJA

A shukenja (sometimes called shugenja) is a wandering priest or monk who has accepted a life of hardship and
poverty. This self-sacrifice, combined with devout religious beliefs, places the shukenja outside the caste system. He
is treated with respect by all members of society, from samurai to peasant. In return he normally gives aid, both
spiritual and physical, and instruction to those who desire or need it. While he has some training in fighting, his
choice of armor and weapons is limited. His main power is the spells he can cast to enlighten, aid, and protect
himself and others.

Although a shukenja serves a particular religion, players don’t need to choose any particular religion for their
shukenja characters. All religions are respected and venerated, and the practices and beliefs of one are often
intermingled by the peasants with those of another. Unlike the western world, the land of Oriental Adventures has no
separate, organized church. Instead, religious beliefs and rituals are intertwined with the rituals of daily life. Temples
abound, each more or less independent of all others regardless of the deity or deities worshipped.

However, shukenja run the gamut of responsibilities in Kara-Tur — sometimes they are just wandering priests, other
times they are acting as witch hunters tracking down bloodbenders, and sometimes they are acting as overt (or
subversive) agents of a particular clan.

Shukenja must live by certain rules imposed by their religion. They cannot eat meat; they must refrain from violence
whenever possible (especially killing), and they must avoid immoderate drinking and eating. Failing to follow these
rules will result in some type of punishment for the character, chosen by the DM

Shukenja are much more than spell-slinging sorcerers. They are the foundation of Kara-Tur’s religion — priests who
teach the rituals of piety, keep the names of the Fortunes, and even measure the passage of time. They study for
years to learn even the fundamental elements of their magical practice and are the most literate class of people in
Kara-Tur. A shukenja’s spells are written on ofudas (nonmagical prayer scrolls) that the shukenja carries with him,
serving as a divine focus for casting the spell.

This is a Sorcerer class archetype.

SHUKENJA FEATURES

Sorcerer Level Feature

1st Divine Magic, Monastic Training

6th Empowered Healing, Way of the Gods
14th Way of the Fist

18th Power of the Kami

DIVINE MAGIC

1st-level Shukenja feature

Your link to the divine allows you to learn spells from the cleric class. When your Spellcasting feature lets you learn
or replace a sorcerer cantrip or a sorcerer spell of 1st level or higher, you can choose the new spell from the cleric
spell list or the sorcerer spell list. You must otherwise obey all the restrictions for selecting the spell, and it becomes a
sorcerer spell for you.

In addition, you add the kami domain spells. It is a sorcerer spell for you, but it doesn’t count against your number of
sorcerer spells known. If you later replace this spell, you must replace it with a spell from the cleric spell list.

MONASTIC TRAINING

1st-level Shukenja feature
Before beginning their wandering, shukenja undergo training at a monastery or temple. This training has three
aspects: ritual, meditation, and self-defense.

A shukenja can perform marriages, christenings, funeral rites, observances of holy days, and purifications. The last of
these can be effective at lifting curses and warding off evil influences. A shukenja has a basic chance of 5% per level
to remove any curse when performing a purification ritual. When purifying to ward off evil influences, the shukenja
can sanctify an area with a radius of 5 feet (75 square feet). At the end of the ritual, everyone within the area gains

a +1 bonus on all rolls to hit and saving throws when fighting evil spirits. This effect lasts only as long as the
shukenja remains within the purified circle. Multiple purifications do not have a cumulative effect.

Meditation is a state of deep concentration. By meditating, the shukenja focuses and regains his energies. One hour
of uninterrupted meditation is as restful as two hours of sleep. While meditating, the shukenja is oblivious to hunger,
thirst, heat, and cold. He is still conscious and aware of his surroundings, however, so he does not suffer any
penalties on surprise or initiative dice rolls.

The self-defense training received by the shukenja gives the character access to martial arts. You also gain
proficiency with short swords and simple weapons as well as Religion as a class skill. You gain access to the matrtial
arts and ki pool class skill feature as a monk. However, you count your proficiency bonus number as your monk level
when calculating your unarmed attack damage, features and ki points.

The shukenja can also deliver touch spells via unarmed attacks. You also have a ki pool that has the same total as
your proficiency bonus but otherwise functions as the monk ki class feature.
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Finally, you are proficient in the use of calligrapher tools as these are required to inscribe spells on your ofuda.

EMPOWERED HEALING

6th-level Shukenja feature

The divine energy coursing through you can empower healing spells. Whenever you or an ally within 5 feet of you
rolls dice to determine the number of hit points a spell restores, you can spend 1 sorcery point to reroll any number of
those dice once, provided you aren’t incapacitated. You can use this feature only once per turn.

You also heal yourself whenever you cast one of your spells, you regain hit points equal to your Charisma modifier
(minimum +1). This affects all allies within 5 feet of you at 14™ level and all allies within 30 feet at 18" level.

WAY OF THE GODS

6th-level Shukenja feature

Divine power guards your destiny. If you fail a saving throw or miss with an attack roll, you can roll 2d4 and add it to
the total, possibly changing the outcome. Once you use this feature, you can’t use it again until you finish a short or
long rest.

WAY OF THE FIST

14th-level Shukenja feature
You can attack twice, instead of once, whenever you take the Attack action on your turn.

POWER OF THE KAMI

18th-level Shukenja feature

You gain the ability to overcome grievous injuries. As a bonus action when you have fewer than half of your hit points
remaining, you can regain a number of hit points equal to half your hit point maximum.

Once you use this feature, you can’t use it again until you finish a long rest.


https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Incapacitated

KAMI DOMAIN

A new domain exclusive to Oriental Adventures and specifically for shukenja. Some spells are slightly modified or
flavored for OA, these spells only get summaries, not full descriptions. Spells marked with an * are new and full
descriptions are provided. The shukenja always has these spells prepared and they do not count against your total
known spells.

1ST-LEVEL DOMAIN SPELLS

®  Animal Friendship. Make an animal friend.
®  Bless. Aide an ally.

(] Cure Wounds. Heal a creature

[ ]

Detect Taint. Reveals Shadowlands Taint in creatures or objects. Works as a detect evil spell but only reveals
tainted creatures.

Protection from Taint. As protection from evil with the addition of the shadowlands creature type to the list.
Speak With Animals. Talk to the animals.

2ND-LEVEL DOMAIN SPELLS

e  Bo of Water*. Melee attack deals 1d8+1/two levels damage.
Horse’s Nose*. Grants the scent special ability.

Know the Shadows*. +20 to Hide checks in darkened areas.
Tetsubo of Earth*. Melee attack deals 1d10+1/two levels damage.
Yari of Air*. Melee attack deals 1d8+1/two levels damage.

3RD-LEVEL DOMAIN SPELLS

(] Barkskin. Bark encases your skin protecting you from attack.

e  Jade Strike*. Damages and blinds Shadowla