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Introduction
In 1192, Minamoto Yoritomo established the Shogunate, which endured until

the Meiji Restoration of 1868 and covered nearly 700 years of Japanese history.
GURPS Japan focuses on two periods within this age. The first is the Warring
Provinces Era (sengokujidai, 1467-1568) and the subsequent Period of
Unification (the Azuchi-Momoyama Era, 1568-1600), the setting familiar to
many Westerners from Akira Kurosawa’s movie Kagemusha. This is a time of
social upheaval, as powerful factions within the ruling Ashikaga clan battle for
the Shogunate. Vast armies sweep across Japan. Peasants are taxed to ruin, but
have the opportunity to rise in status as soldiers. (One climbs from peasant foot
soldier to virtual dictator of the nation.) The peculiar, ugly people called
Europeans visit Japan for the first time, and Japan first learns of the strange reli-
gion called Christianity.

The second period is the last half of the Tokugawa era. From the naming of
the fifth Tokugawa ShΩgun, Tsunayoshi, in 1680, to the Shogunate’s end in 1868,
this is an age of uneasy stability. The Tokugawa Shogunate tries to close Japan to
all changes, whether foreign-inspired or locally invented. The commoners are dis-
armed, the nobility leashed, and the foreigners strictly controlled. This is the soci-
ety depicted in Kurosawa’s movie YΩjimbΩ. A very thin façade of control covers a
reality of riots, petty rebellions, intellectual dissatisfaction, and increasing pres-
sure from the West. This world ends forever when Commodore Perry of the
United States Navy sails his black ships into Japanese waters in 1853.
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The Shoguns of the 
Late Tokugawa Era

Tokugawa Tsunayoshi became ShΩgun in 1680, after the death of his elder
brother Ietsuna. Neither of them had any children. Buddhist priests told
Tsunayoshi that his bad karma was due to his having injured animals in an earlier
life. He therefore forbid his subjects to kill animals and had places of refuge
erected for disabled or aged dogs and horses. A daimyΩ’s procession waited for a
dog who lay sleeping in the road until it awakened. A samurai who killed a swal-
low had to commit seppuku, and his children were sent into exile. Tsunayoshi
gained the nickname “the dog ShΩgun.”

Tsunayoshi also lavished funds on artists and writers. When the Shogunate
treasury began to run low, he raised money by inflating the currency. He granted
more and more land out of the Shogunate domains to his chief adviser,
Yanagisawa Yoshiyasu. He encouraged his hatamoto to attack the otokodate (see
p. 42), until finally most of the bands left Edo. In 1709, Tsunayoshi’s wife
stabbed the ShΩgun to death and then killed herself.

Tsunayoshi’s nephew Tokugawa Ienobu repealed Tsunayoshi’s laws against
animal killing and reformed the coinage. He died three years after becoming
ShΩgun, possibly due to ill health, possibly due to skillful poisoners. Ienobu’s
four-year-old son succeeded him, but died three years later in 1716. This left no
heir descended from Ieyasu’s eldest son.

The Shogunate council chose as ShΩgun the daimyΩ of Kii, Tokugawa
Yoshimune, descended from Ieyasu’s eighth son. Yoshimune’s son Ieshige
became ShΩgun in 1745, followed in 1760 by his son Ieharu. Like Ienobu and
his son, Yoshimune and his descendants left affairs of state to their ministers.

The most remarkable of these ministers was Yoshimune’s adviser, Magistrate
·ka Tadasuke. He increased Japan’s prosperity by allowing trade between
provinces, giving Yoshimune the nickname of “the rice ShΩgun.” During
Yoshimune’s reign, beginning in 1720, the Dutch were allowed to sell imported
and even translated copies of European books, as long as the books did not men-
tion Christianity.

In 1786, ShΩgun Ieharu died without a son. The Shogunate council chose as
his heir the 15-year-old Ienari, descended from Yoshimune’s third son. Again,
Ienari and his descendants left affairs of state to their ministers. Ienari reigned
from 1786 to 1837, and sired 51 children, 31 of whom died in their youth.

In 1808, the British ship Phaeton entered Nagasaki harbor. She was boarded
by two Dutchmen from Dejima, who explained that the English were not permit-
ted to trade. Her captain held the Dutchmen for two days, then released them and
sailed away. The commander of Nagasaki harbor committed seppuku for not
destroying the Phaeton. Five years later, an English fleet from Batavia attempted
to conquer Dejima, but was driven away.

Ienari’s son Ieyoshi succeeded him, followed in 1853 by his brother Iesada,
who died without a son in 1858. The Shogunate council chose as Iesada’s heir
the 12-year-old Iemochi, a member of the Kii branch of the Tokugawa. He died
at age 21 in 1866, during the Satsuma, ChΩshü, and Tosa rebellion.

The Shogunate council then chose one of its own members, Tokugawa
Keiki, who took the name Yoshinobu. The next year, Emperor KΩmei died and
was succeeded by Emperor Meiji. Yoshinobu resigned his office on October 14,
1867, restoring power nominally to the Emperor.

Background: The Early
Tokugawa ShΩΩguns

Hidetada became ShΩgun in 1605, dur-
ing his father Ieyasu’s lifetime. Both tried
to root out Japanese Christianity. Japanese
were forbidden to sail out of sight of land.
From this point on, Japanese characters
would have a great deal of difficulty
attempting to leave Japan. At one point, a
taifü blew a Japanese fishing boat out to
sea for some days; it returned to have all
its men executed. In 1620, Hidetada mar-
ried his daughter to Emperor Go-
Mizunoo. He went inkyo in 1622, six
years after his father’s death.

Iemitsu was Hidetada’s eldest son and
became ShΩgun in 1622 at age 19. He
became Japan’s real ruler in 1632 upon his
father’s death. In 1624, English traders
were banished from Japan when the heir
to the British throne (Charles I) became
engaged to a French Catholic princess. In
1636, Iemitsu ordered the destruction of
all ships capable of more than coastline
sailing and forbid building any more such
ships. In 1638, the Dutch ship de Ryp
helped to put down the Shimabara rebel-
lion of Japanese Christians. In 1641, the
Dutch traders were confined to Dejima.
Iemitsu had the Emperor (his nephew)
proclaim that an Imperial prince must be
high priest of the NikkΩ shrine, giving the
Shogunate a hostage from the Imperial
Court. He died, still ShΩgun, in 1651.

Ietsuna was Iemitsu’s eldest son. He
became ShΩgun at age 12, upon his
father’s death. He prohibited any transla-
tion of European works and any writing
concerning the government or recent his-
tory. Historical plays could still be pre-
sented, but the names had to be changed.
A tradition grew up of what fictitious
names to use. For instance, Hideyoshi was
called Hisayoshi, and Nobunaga was
called Harunaga. Ietsuna had no sons, but
named his younger brother Tsunayoshi as
his heir. He died in 1680 at age 41.
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SΩjutsu 11/13 points
Primary Skills: Spear, Staff.
Secondary Skills: Body Language, Theology (ShintΩ).
Optional Skills: Breath Control.
Maneuvers: Disarming (Staff), Feint (Spear), Feint (Staff), Hit Location

(Spear), Hit Location (Staff), Lunge (Spear), Spinning Strike (Spear), Sweep
(Spear), Tip Slash (Spear).

Cinematic Skills: Power Blow (Yari only).
Cinematic Maneuvers: Whirlwind Attack (Staff).

Ninjutsu (Mystery) 21/37 points
One of the most secret styles, ninjutsu may require an Unusual Background,

at the GM’s discretion. Ninjutsu families often act as mercenaries, selling their
services to the daimyΩ, yamabushi, and even the bakufu when
they needed discreet action taken. Discreet attacks
could still be useful in times of open warfare –
ninja can slip past military lines and strike at
important targets.

This is a historical version based on
the style presented in GURPS Martial
Arts (pp. MA93-94). Appropriate
weapon skills are Axe/Mace, Black
Powder Weapons, Blowpipe, Bow,
Garrote, Katana, Knife, Kusari,
Lasso, Shortsword, Shuriken, Staff,
and Throwing. At least one of the
weapon skills chosen must be a
ranged weapon.

Primary Skills: JüdΩ, Karate,
Stealth, and two weapon skills.

Secondary Skills: Acrobatics,
Climbing, Jumping, Swimming, and two
more weapons skills.

Optional Skills: Acting, Bard, Breath
Control, Camouflage, Demolition, Disguise, Escape,
Fast-Talk, Forgery, Hiking, Hypnotism, Meditation, Sex
Appeal (for female ninja), Tactics, and Yin/Yang Healing.

Maneuvers: Aggressive Parry [2], Arm Lock, Back Kick, Ear Clap, Elbow
Strike, Feint (any) [2], Ground Fighting (JüdΩ or Karate), Head Butt, Hit
Location (any), Jump Kick, Knee Strike, Riposte (any), Spin Kick, Stamp Kick.

Cinematic Skills: Blind Fighting, Blinding Touch, Breaking Blow,
Dislocation, Hand of Death, Hypnotic Hands, Invisibility Art, Light Walk, Mental
Strength, Power Blow, Pressure Points, Pressure Secrets, and Throwing Art.

Cinematic Maneuvers: Binding [2] and Roll with Blow.

NitΩΩ Ryüü (Two Swords) 9/13 points
The legendary swordsman Miyamoto Musashi founded this school of two

swords in the 1600s. When facing multiple opponents, the swordsman keeps the
blades in almost constant motion, circling his body. Normally, the blades used
are the katana and the wakizashi, but two katana are sometimes used simultane-
ously instead.

Ninja Adventure
The ninja SaruzΩ and O-Aki (p. 62) are

traveling disguised as an exorcist and a
reibai. SaruzΩ carries a bΩ and O-Aki a
first-aid kit (with poisons); she has con-
cealed a gaudy kimono which has been
rubbed with fox fur. They are to enter
Wakayama castle and kill the Kuwayama
daimyΩ in retaliation for his attack on their
village. They are readily accepted into the
castle and make a good impression on the
temple bussΩ.

That night, O-Aki sneaks out to place
uzumebi. She leaves the kimono nearby.
Upon her return, SaruzΩ’s prayers wake
the bussΩ. SaruzΩ tells him of his night-
mare: a kitsune killed Kuwayama and
burned the castle. The bussΩ joins him in
prayer. A little later, the uzumebi go off,
startling one samurai. Others rush over,

search the area and find the kimono.
“Those aren’t human hairs,” they

tell one another. “A kitsune is
after our lord.” The bussΩ says

things would have been
much worse if not for their

prayers of protection.
Back inside, O-Aki

congratulates the samu-
rai for driving off the
kitsune. Then she
screams and faints as
fire lights up the
room on the other
side of the paper
screen (caused by
Ignite Fire). A tatami

burns briefly, but the
samurai stamp it out.

SaruzΩ kneels to awaken
O-Aki, but she jumps to

her feet and laughs hoarsely.
She tells the samurai they can-

not stop the Great Fox of
Negoro. SaruzΩ uses the distraction

to throw a nageteppΩ. When the smoke
clears, O-Aki is kneeling demurely. The
bussΩ asks her about what happened, but
SaruzΩ tells him that she never remembers
what she says when she’s possessed.

Kuwayama’s karΩ suggests that they
guard the daimyΩ’s chambers for the
night. O-Aki starts back to the temple, but
SaruzΩ does not want to chance her being
possessed when he’s not around. When
they reach the chambers, they begin to
pray. Then things begin to burn (more
Ignite Fire) and the chambers grow dark
(more nageteppΩ). SaruzΩ leaps through
the smoke and kills Kuwayama with his
staff, and they escape. Outside, SaruzΩ
shows her the baby he impulsively picked
up on their way out. “Kuwayama’s son,”
he tells her. “The Negoro need more
babies if we’re going to regain our former
size.”
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Tatsu (Dragon)
ST: 55-70 Speed/Dodge: 22/10 Size: 12
DX: 14 PD/DR: 4/6 Weight: !/2 to 2 tons
IQ: 20 Damage: 3 imp.
HT: 15/70-90 Reach: R, C, 1, 2

Tatsu are huge, snakelike creatures of cloud and water,
approximately six feet across and 30 feet long. They do not
have wings but sometimes run across the sky on the tops of
the clouds (as the innate spell Cloud Walking, p. 106). They
have no breath weapon, but typically know spells of the
Water, Geomancy, and Shapeshifting Colleges. Tatsu are
venerable and sometimes sought for their wisdom. Their
underwater palaces have hundreds of servants. Tatsu and
mukade (see p. 118) are natural enemies.

They speak human languages only when they deign to.
They resent anyone who ruins the beauty of their home area,
and may take action against them. A tatsu may cooperate
with humans for its own reasons; its oath, once given, is not
broken. Tatsu fear very little, save a mighty army; even then,
a dragon may be found aiding humans in their wars.

Tengu (Forest Goblin)
ST: 20-25 Speed/Dodge: 8/8 Size: 1
DX: 15 PD/DR: 1/1 Weight: 200 lbs.
IQ: 10 Damage: 1d+1 cr #
HT: 20 Reach: C

These are tall winged goblins with long red noses and
claw-like fingernails who live in pine forests. They are intel-
ligent, wear kimono and carry feather fans as well as katana
(4d cut, 2d+1 imp for normal quality and ST 20). They some-
times fly in bands of 5 to 30 at night, often amusing them-
selves by casting Flame Jet at lonely villages. Sometimes
they use Illusion to make themselves look like crows.

An annoyed tengu will probably attack intruders. A
tengu in a good mood may amuse itself by scaring a human,
but will eventually let him go. If it enjoys his reaction, it may
even keep track of him, and kidnap him again the next time it
wants an amusing audience. A few people with high
charisma and excellent potential as magicians or fighters
have succeeded in impressing tengu into accepting them as
students.
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47 RΩnin of Lord Asano, 42.
Addiction disadvantage, 67.
Advantages, 66; cultural familiarity,

69.
Adventuring, 46.
Age disadvantage, 67.
Aikijutsu martial arts style, 77.
Ainu, 6.
Air spells, 102.
Alchemy, 99.
Alligator Dog, 122.
Amaterasu, 6, 20.
Amenities, 93.
Amikiri, 117.
Animal Handling skill, 69.
Animal spells, 101.
Animals, 93.
AodaishΩ, 115.
Apprentices, 15.
Armor, 89, 94.
Armoury/TL4 skill, 69.
Arrows, 86; special, 91.
Artifact spirit template, 63.
Artist skill, 69; contests, 68.
Artist template, 54.
Artisitc Creation spell, 105.
Ashikaga Wars of Succession, 27.
Awaken Tsukumogami spell, 101.
Bajutsu martial arts style, 77.
Baku, 21.
Bandit template, 56.
Bear, 115.
Bestiary, 114.
Bijutsuka template, 54.
Black-Powder Weapons/TL4 skill,

69.
Blindness disadvantage, 67.
Blood feuds, 15.
Blossom spell, 103.
Blowpipe, 88.
“Blue ShΩgun,” 115.
Bodhisattva, 22.
Bosatsu, 22.
Bow martial arts style, 79.
Bows, 85; extra-powerful, 90.
Buddhism, 17, 21; sects, 22; temples,

8, 22.
Buddhist priest template, 55.
Buddhist Guardian Warrior, 119.
Bujutsu, 75; restrictions, 77;

students, 76; style cost, 76.
Bunraku, 45.
Burning alive, 13.
Bushi, 9.
BushidΩ Code of Honor

disadvantage, 67.
BussΩ sample character, 58.
BussΩ template, 55.
BussΩ, 17; becoming a, 21.
Calendar, 24.
Caltrops, 89.
Campaign, 107; religious level, 17;

types, 108.
Capital punishment, 13.
Castle, 92.
Castle-based campaign, 111.
Cat shapeshifter, 116.
Censure, 14.
Characters, 52; creation, 52;

templates, 53.
Cherry blossom, 10.
Chess, 69.

Chinese Ideographs skill, 70.
Chinese influence, 8.
ChΩbei, Banzuin no, 41.
ChΩnindΩ Code of Honor

disadvantage, 67.
Christianity, 17, 23.
City Mapping, 108.
City-based campaign, 111.
Civil justice, 14.
Clans, 6, 9; and families, 8; and

ShΩgun, 6; lords, 6.

Classes, social, 9.
Clothing, 90; ninja, 86; readying, 93.
Cloud Walking spell, 106.
Code of Honor disadvantage, 67.
Combat/Weapon Art or Sport skill,

70.
Combat/Weapon skills, training, 68.
Communication and Empathy spells,

101.
Confession, 13.
Confucianism, 15.
Constrictor, 115.
Contemplating suicide, 16.
Contest of artistic skill, 68.
Controls, commoners, 44; on

DaimyΩ, 41; on temples, 40;
social, 39; travelers, 44.

Courtesans, 13.
Cowardice disadvantage, 67.
Cowardice, 15.
Craft guilds, 30.
Create Craftsmen spell, 104.
Create Well spell, 103.
Cricket, 115.
Criminal justice, 13.
Crucifixion, 13.
Culture, 29, 39.
DaimyΩ, 6, 40; campaign, 109.
Dancing skill, 70.
Death, 15.
Deer, 115.
Demon Fire, 119.
Demon Goblin, 119.
Demons, 100; minions, 100.
Dependents disadvantage, 67.
Disadvantages, 67.
Disciplines of Faith (MikkyΩ)

disadvantage, 67.
Diseases, 16.
Diviniation spell, 105.
Divorce, 12.
Dog shapeshifter, 116.
DΩjΩ, 75.
Dorobo template, 56.
Dragon, 121.
Dragon template, 65.
Dry Well spell, 103.
Duels, 15.
Dutch traders, 45.
Early Ashikaga Era, 27.

Earth spells, 102.
Economics, 72.
Eight Sights of Lake Biwa, 108.
Emperor, 6, 29, 39.
Enchantment spells, 103.
Energy martial arts style, 79.
Entertainer template, 54.
Equipment, 84, 90; cost of western

items, 92; miscellaneous, 91;
ninja, 86.

Eta, 10.

Etiquette, sword, 86.
European history, 36.
Events, 11.
Exile, 14.
Exorcism skill, 70.
Ezo, 6.
Fabulous Horse, 118.
False Coins spell, 104.
Families, and clan, 8.
Fanaticism disadvantage, 67.
Farmers, 43; schedule, 25.
Feudal loyalty, 10.
Fighting arts, 44.
Filial piety, 10.
Fire spells, 102.
Firefly, 115.
Fireworks skill, 70.
First contact with westerners, 31.
Flower shapeshifter, 116.
Food, 91.
Food spells, 103.
Forest Goblin, 121.
Forgery/TL3 skill, 70.
Fox spirit template, 63.
Friendship, 13.
Fringes, campaign, 110.
Fukiya, 88.
Gaki template, 62.
Gaki, 16.
Gamblers, 42.
Gambling skill, 70.
Games skill, 70.
Gear, ninja, 86.
Geinin sample character, 57.
Geinin template, 54.
Geisha sample character, 60.
Geisha template, 56.
Geisha, 13.
Gempuku, 12.
Gennai, Hiraga, 45.
Geography, 5; divisions, 6.
Gesture skill, 70.
Ghost, 120.
Giant Centipede, 118.
Giant Cuttlefish, 122.
Giant Toad, 118.
Gigantism disadvantage, 67.
Goblin Bird, 119.
Goblin Monkey, 120.
Go-Daigo revolt, 27.

Gorin no Sho, 80.
Government, lower, 8.
Gracia, Hosokawa, 35.
Great Unifiers, 32.
Grenades, 88.
Guilds, craft, 30.
GURPS Black Ops, 113.
GURPS China, 111.
GURPS Cyberpunk, 112.
GURPS Fantasy, 112.
GURPS Goblins, 111.
GURPS Magic, 99.
GURPS Religion, 18.
GURPS Robots, 112.
GURPS Robin Hood, 113.
GURPS Russia, 111.
GURPS Swashbucklers, 111.
GURPS Undead, 113.
GURPS Warehouse 23, 113.
“Half Bow,” 88.
Handcuffs, 14.
Hankyü, 88.
Harakiri, 17.
Harmony martial arts style, 77.
Harpy, 122.
Head viewing, 83.
Healing spells, 104.
Hebi, 115.
Height/weight table, 53.
Heimin, 9, 15.
Heir advantage, 66.
HengeyΩkai, 116.
Heraldry skill, 70.
Hideyoshi, Toyotomi, 33, 35, 36.
Higuma, 115.
Hinin, 10.
Hikigaeru, 118.
Hisahide, Matsunaga, 31.
History, European, 36.
HitotsumekozΩ, 118.
HΩjΩ clan of Odawara, 31.
HokkaidΩ, 6.
Holidays, 24; Imperial, 25.
Holy creatures, 19.
Honorable suicide, 15.
Honorifics, 54.
Honshü, 5.
Horsemanship martial arts style, 77.
Hotaru, 115.
Hotoke, 17, 22.
Hours of the day, 24.
House arrest, 14.
Hungry spirit template, 62.
Iaijutsu martial arts style, 78.
Ieyasu, Tokugawa, 36.
Identify Metal spell, 102.
Illness, 14.
Illusion and Creation spells, 104.
Imperial court, 8, 40.
Imperial holidays, 25.
Inkyo, 12.
Inspired Creation spell, 105.
Interrogation skill, 70.
Inu, 116.
Japan, and the West, 46.
Japanese, and the missionaries, 34;

reaction to westerners, 32.
Job table, 74.
Jobs, 72, 73.
JüdΩ skill, 71.
Junrei template, 57.
Justice, civil, 14; criminal, 13.
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Kabuki, 45.
Kamakura era, 10.
Kame, 115.
Kami, 17, 18; ancestral, 19; living,

19; major, 20; messengers, 18.
Kannushi template, 55.
Kappa, 118.
Karate skill, 71.
KarΩ, 8.
Kashin, 116.
Kenjutsu martial arts style, 79.
Kenshin, Uesugi, 31.
Kiaijutsu martial arts style, 79.
Killing, 15.
Kirin, 19, 118.
Kite Flying skill, 71.
Kitsune HengeyΩkai sample

character, 65.
Kitsune HengeyΩkai template, 63.
Knives, 89.
Knowledge spells, 105.
Kodama, 116.
Komon, Mito, 41.
KΩrogi, 115.
Kyüjutsu martial arts style, 79.
Kyüshü, 6.
Lake Biwa, 108.
Land mines, 89.
Landscape, 6.
Language skill, 71.
Lashes, 14.
Late Tokugawa Era, 37.
Life stages, 11.
Light and Darkness spells, 105.
Literacy advantage, 66.
Living expenses, 72.
Lodging, 93.
Long-Neck template, 64.
Love, 13.
Lower government, 8.
Loyalty, feudal, 10; personal, 29.
Magic, 98; available standard spells,

100; critical spell failure, 99;
elemental, 100; grimoires, 99;
increased resistance, 99; items,
99; rituals, 99.

Magistrate, 13, 14.
MahΩtsukai sample character, 61.
MahΩtsukai template, 57.
Making and Breaking spells, 105.
Mamushi, 115.
Mana level, 99.
Mandarin Duck, 115.
Manners, 12.
Map, 7.
Marriage, 11.
Martial arts, 75; customizing styles,

83; other styles, 79; restrictions,
77; students, 76; style cost, 76.

Masaki Ryü martial arts style, 80.
Merchant skill, 71.
Merchants, 9, 30, 44.
Messengers, kami, 18.
Meta-Spells, 106.
Metal spells, 102.
Metsuke, 39.
Mikoshi, 12; procession, 20.
Minamoto, and Taira rivalry, 9.
Mind Control spells, 106.
Miserliness disadvantage, 67.
Missile weapons, 90.
Missionaries, and the Japanese, 34.
Money, 72.
Motonari, Mori, 31.
Mountain Goblin, 122.
Movement spells, 106.
Mukade, 118.
Musical Instrument skill, 71.

MyΩ, 119.
Mystery martial arts style, 81.
Mythology, ShintΩ, 18.
NageteppΩ, 88.
Naginatajutsu martial arts style, 80.
Names, 53; changes, 54; elements,

55.
Necromantic spells, 106.
Neko, 116.
Net Cutter, 117.
Nezumi, 117.
Nichiren, 22.
Ninja sample character, 62.
Ninja template, 59.
Ninja, adventure, 81; campaign, 110;

equipment, 86; weapons, 87.
Ninjutsu martial arts style, 81.
NitΩ Ryü martial arts style, 80, 81.
Nobunaga, Oda, 32.
Non-person, 10.
Nue, 119.
Obsession (Courteson or Geisha)

disadvantage, 68.
Ommoraki, 122.
One-Eyed Goblin, 118.
Oni, 119.
Onibi, 119.
·oka the Magistrate, 43.
Opening of Japan, 46.
Orochi, 119.
Oshidori, 115.
Otokodate, 42.
Otoroshi, 120.
Pacifism disadvantage, 68.
Patron advantage, 66.
Pawnbrokers, 44.
Performance skill, 71.
Period of Unification, 4.
Personal loyalty, 29.
Phobias disadvantage, 68.
Pilgrim template, 57.
Pilgrimage, campaign, 109.
Pirates, 94.
Plots, basic, 108.
Poetry skill, 71.
Poisons, 90.
Polearm martial arts style, 80.
Political factions, 8.
Politics skill, 71.
Predict Earth Movement spell, 102.
Prison, 16.
Protection and Warning spells, 106.
Proverbs, 11.
Punishment, capital, 13; lesser, 14;

mitigating circumstances, 17.
Purify Metal spell, 102.
Pyromania disadvantage, 68.
Rabbit, 115.
Raccoon Dog shapeshifter, 117.
Racial templates, 62.
Rat shapeshifter, 117.
Readying, clothing, 93.
Religion, 17.
Religious level, campaign, 17;

legendary Japan, 18.
Rennyo, 30.
Repel Spirits spell, 102.
Retirement, 12.
Reverse spell, 106.
Riots, Osaka, 46.
River Goblin, 118.
Rokurokubi template, 64.
RΩnin sample character, 63.
RΩnin, 9, 42; 47 of Lord Asano, 42;

campaign, 108.
Round-Eyed Demons, campaign,

110.

Ryü, 75.
Samebito, 120.
Samurai, campaign, 109.
Samurai template, 60.
Samurai, 8, 15, 41.
Sanzoku sample character, 59.
Sanzoku template, 56.
Saru, 120.
Savings, 72.
Savoir-Faire skill, 71.
Schools, 45; martial arts, 78.
Sculpting skill, 71.
Secrets, trade, 30.
Sects, Buddhist, 22.
Seek Coastline spell, 103.
Seek Pass spell, 102.
Sense of Duty disadvantage, 52, 68.
Seppuku, 15, 16.
Serpent, 119.
Severed head, 83.
Sex Appeal skill, 71.
Shape Metal spell, 102.
Shapeshifters, 116; hunted, 117.
Shark Man, 120.
Shika, 115.
Shikoku, 5.
ShindΩ-MüsΩ Ryü martial arts style,

82.
Shingen, Takeda, 31.
ShintΩ, 17, 18; mythology, 18;

shrine, 19.
ShintΩ priest template, 55.
ShiryΩ, 120.
ShΩgun, 40; Tokugawa era, 38.
ShΩjΩ, 19.
Shrine, ShintΩ, 19.
Shuriken, 87.
Siege weapons, 88.
Skills, 53, 68; cultural familiarity,

69; extraordinary diligence to
maintain, 69; language
limitations, 69.

Snake, 115.
Snow Maiden, 122.
Social classes, 9.
Social controls, 39.
Social ideals, 10.
Social mobility, 29.
Social Stigma disadvantage, 68.
Society, 6.
SΩjutsu martial arts style, 80.
Sorcerer template, 57.
Soul Creation spell, 105.
Soul Repair spell, 106.
Sound spells, 106.
Spear martial arts style, 80.
Spears, 89.
Spell list, 101.
Spider shapeshifter, 116.
Spirits of the Dead, 16.
Sports, 44.
Staff martial arts style, 82.
Staffs, 89.
Status, loss of, 72.
Steeple Dweller, 120.
Style Familiarity advantage, 66.
Suicide, contemplating, 16;

honorable, 15.
Suieijutsu martial arts style, 83.
Summon Gaki spell, 101.
SumΩ, 45, 82.
Sumptuary laws, 44.
Swimming martial arts style, 83.
Sword Drawing martial arts style, 78.
Sword martial arts style, 79.
Sword, etiquette, 86.
Swords, 85.

Taira, and Minamoto rivalry, 9.
Tanuki, 117.
Tatsu, 121.
Tatsu template, 65.
Taxes, 43.
Tea Ceremony skill, 71.
Tea ceremony, 35.
Teahouses, 13.
Tech levels, 6.
Templates, character vs. racial, 53;

character, 53; customization, 53;
racial, 62.

Temples, 29, 40; Buddhist, 8, 22.
Tengu, 121.
Tennin, 23.
Tera, 22.
Tetsubishi, 89.
Thief template, 56.
Time, 24.
Timeline, 47.
Tokugawa era, 4.
Tortoise, 115.
Toshimaso, Saito, 30.
Trade secrets, 30.
Trained by a Master advantage, 66.
Training in Combat/Weapon skills,

68.
Transfer Health spell, 104.
Travel pass, 53; forged, 44.
Travel, 14, 93.
Tree shapeshifter, 116.
Tsuchigumo, 116.
Tsukumogami template, 63.
Turn Spirit spell, 101.
Turtle, 115.
Two Swords martial arts style, 81.
UmibΩzu, 122.
Unification, 32.
Usagi, 115.
Uwabami, 115.
Uzumchi, 89.
Vehicles, 94.
Village life, campaign, 109.
Village-based campaign, 112.
Viper, 115.
von Siebold, Philipp-Franz, 46.
Waira, 122.
Warboat, 94.
Warring DaimyΩ, 31.
Warring Provinces Era, 4, 26.
Warrior-priest template, 61.
Warrior-priest, 10.
Warriors, 9.
Water spells, 103.
Wealth, 72, 73.
Weapons, 84; Weapons, missile, 90;

ninja, 87; peasant, 90;
personality, 85; quality, 85;
readying, 87; siege, 88.

Weapons table, 96.
Weather, 24; calendar, 25.
Weighted Chain martial arts style,

80.
Western influences, 43.
Westerners, 46; arrival campaign,

109; first contact, 31; reaction to
Japanese, 32.

Wilderness gear, 93.
Wood spells, 103.
Work hours, weekly, 73.
Work, finding, 73; time off, 73.
Yama hito, 122.
Yamabushi sample character, 64.
Yamabushi template, 61.
Yamabushi, 10.
Yamato, 6.
Yukionna, 122.
Zen, 22.
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