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The swirling mists of the forest had seemed innocent enough. 
The spirits that emerged from them, however, were clearly 
malevolent. Had Doji Yasuyo not been suspicious of her guide ’s
treachery, she surely would have been taken unawares and killed. 
As it was, it was proving difficult to defeat the swamp spirits even
though she clutched Naishi, the mystic katana whose discovery had
started Yasuyo on this fateful journey.

From the trees above her, the Doji maiden could hear the frantic
giggling of Fuhao, the mujina who had led her down this path. 
She grimaced. It was clearly madness to follow the creature, but there
was no other way to find her destination. She could only pray to her
ancestors that the tiny prankster had not lied when it told her it could
find the shrine she sought.

Yasuyo rolled to escape the claws of the ferocious hunchback spirits
that surrounded her. The claws of the nearest grazed her back, sending
chills throughout her body. Shrugging off the effects, she cut sharply
backwards with her blade, thrusting her left foot forward to keep her
balance as she had been taught. The spirit ’s witchfire eyes flashed in
pain, the gases that comprised its physical form dissipating with the
wind after the strike. 

The remaining spirits surrounded her, forcing her backward into
the mists. They darted forward, each time forcing her to retreat a few
precious steps lest she drop her guard, which would surely spell her
doom. The creatures stayed a respectful distance from her shimmering
blade. The deaths of a half dozen of their brethren had taught them to
fear its keen edge.

Suddenly, the ground beneath Yasuyo turned into foul sludge. 
She struggled for the briefest moment to keep her footing, but her leg
had disappeared to the knee and she could not stand. As she fell, 
something struck her sharply across her sword arm, sending Naishi
flying from her grasp. She gasped in shock at the loss of her blade,
reaching blindly to regain it.

The samurai-ko fought to stand, but the ooze into which she had
fallen moved of its own accord, closing around her waist and legs, drag-
ging her beneath the surface. Blackness engulfed her, severing all her
senses. The mud flowed across her face, clogging her nostrils and mouth.
Choking, she thrashed about wildly, panic beginning to creep into her
mind. As she began to succumb to the darkness enclosing her, her hand
grazed something solid. Steel and silk. The handle of her katana.

Naishi.
The feel of the mystic blade calmed Yasuyo’s mind. The strength of

her ancestors coursed through her, washing away her panic and
reminding her of her destiny. She lunged forward, breaking free of the
odious mud holding her within the marsh. “No!” she cried. 
“My destiny is not to die in this pit of offal!” She plunged her blade
deep into the muck at her feet. There was a thick, loathsome bubbling
sound, and the mud flowed away, releasing its hold on her feet like a
thing alive.

Doji Yasuyo pulled herself free of the quagmire, standing on the
edge of the marsh deep within the Shinomen Forest. Her magnificent
armor was covered with foul mud and the marks of a dozen fierce
encounters. Yasuyo only vaguely resembled the beautiful, serene
young samurai-ko she had been a few short days ago when she had
entered this damnable forest.

The laughter of the mujina rang through the trees again. 
“Pretty lady not so pretty! Maybe call you stinky lady instead!” 
The pot-bellied orange mujina held its sides, spinning gleefully in
midair as it flapped its tiny wings.

“Hear my words, little prankster,” Yasuyo began, pointing at the
creature. “If you do not fulfill your end of our bargain, it will be your
spirit scattered to the winds by my blade.”

“Oh no.” Fuhao shook its stubby clawed finger at her. “Remember
deal! You need find shrine by next big moon.” It pointed to the sky as
it pivoted upside-down in midair. “Promise take you there if you
promise follow me through big woods!” The floating spirit rolled 
forward to upright itself and grinned like a fool.

Yasuyo could only sigh. Her ancestors had led her here. Why they
had chosen such a strange messenger, she could not imagine. Perhaps
this was all a lesson in patience. If she could endure but three more
days of this madness before the new moon, then perhaps the creature
would lead her where she so desperately needed to go.

And if not, then she would have fulfilled her end of the bargain
and could take out her frustration at the trickster’s antics with a clear
conscience.

Waving her hand, she simply said “Lead on, Fuhao-san.”
“Fuhao-sama!” the mujina corrected as it flapped away.
Yasuyo sneered and followed.
As the two disappeared deeper into the woods, a figure high in the

treetops watched. The creature shook his feathered arms to warm
itself. This Doji Yasuyo was indeed worthy of the task set before her. 
If she could endure the constant peril and remain composed enough 
to find the shrine, then he and his kind could give her the tools 
she needed to complete her quest. If anyone could test the mettle of 
a samurai, it was Fuhao.

The ancient kenku sensei huffed and clicked its beak in amusement.
Time would tell.

pqrrqqs

The Emerald Empire of Rokugan is vast and varied, 
filled with a dizzying array of creatures of all types and sizes.
Rokugan is a mythical, fantastic land, and the beasts found
there often possess abilities beyond the understanding of
mortal men. Although the Empire’s society is rigid, with
clearly defined roles and duties for all men, the land is wild
and untamed. Wicked oni, mischievous spirits, and deadly
ghosts lie around every turn. An unwary samurai can find
himself facing a foe he has little hope of defeating.

Creatures of Rokugan™ is intended for use with Rokugan,™ 
the d20 supplement to Oriental Adventures™ for role-playing in
the world of Legend of the Five Rings. Contained within is
merely a sampling of the creatures and races that populate
that most enigmatic of lands. 

NEW RULES 
pqrrqqs

NEW SUBTYPES
Several of the creature subtypes introduced in this book 
are unique to Rokugan, or have expanded rules for use in 
a Rokugani campaign. Depending upon the subtype in 
question, these creatures may be subject to certain types of
attacks, spells, or other effects.

INCORPOREAL (VARIANT)
In Rokugan, incorporeal creatures usually exist only partially
within the mortal realm, Ningen-do. As crystal and jade are
"perfect" substances, existing in all realms simultaneously,
they can harm these creatures normally, as if the target were
corporeal, unless otherwise specified.

DARKNESS 
Also known as the Lying Darkness, Living Darkness, or 
Nameless Darkness, the Darkness is actually a piece of 

4 From Creatures of Rokugan, published by Alderac Entertainment Group, releasing December 2001.
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nothingness that survived the creation of the world and seeks
to return all realms to absolute nothingness. Creatures with
this subtype have either been corrupted by or are actually
extensions of the Darkness. The Darkness itself is an entity of
deity-like power (though at the Battle of Oblivion’s Gate its
power was thought to be completely destroyed). Unless 
otherwise specified, the damage resistance of such creatures
can always be overcome by crystal weapons.

ONI
Though all oni are evil creatures linked strongly to the realm of
Jigoku, not all of them are technically outsiders. A number of
oni have entered the mortal realm by physically crawling
through the Festering Pit, and have subsequently adapted to life
in this realm. Others arrive through other unique means (such
as the creation of the Elemental Terrors by the Dark Oracles).
Creatures with the oni type but without the outsider type
cannot be banished or dismissed, but can be affected by other
spells, items, and effects which affect oni. Unless otherwise
specified, oni are always subject to the effects of crystal and jade.

Oni Qualities (Adapted from Oriental Adventures): The
Oni subtype carries along with it a number of extraordinary
abilities. However, oni who are not directly summoned from
Jigoku have different advantages, and thus the following 
abilities apply only to oni who are also outsiders.

• Immunities (Ex): Oni are immune to poison.
• Resistances (Ex): Oni have cold, fire, and

acid resistance 10.
• Alternate Form (Su): Oni can assume any humanoid 

form of Small to Large size as a standard action. 
This ability is similar to the polymorph self spell but 
allows only humanoid forms. When using this ability, 
oni gain a +10 circumstance bonus on Disguise checks.

• Telepathy (Su): Oni can communicate telepathically 
with any sentient creature within 100 feet that has a 
language.

SHADOWLANDS
Creatures possessing the Shadowlands subtype are either 
individuals who have become corrupted by the Shadowlands
Taint, are native creatures of that evil land, or are spirits from
the realm of Jigoku. The Shadowlands subtype is specifically
targeted by certain spells, nemuranai, feats and other effects. 

All Shadowlands creatures have a Taint score included with
their ability scores. This Taint score is equal to one-half the
creature’s Charisma score, plus one if it is of the undead type,
plus two if it is of the outsider type.

SPIRIT
Creatures that originate from realms beyond the mortal realm
have certain advantages. Spirits gain a +4 racial bonus against
all enchantment effects except those of other spirits. Spirits
can sense any passages to their home realm (listed under 
Climate/Terrain) within one mile. Spirits are also vulnerable
to certain spells and effects which affect the spirit subtype.

VOID
Very few creatures possess the Void subtype, as it denotes 
a deep, spiritual connection with the Void, the sum of all 
elements, yet the presence of none. The Void phenomenon is
poorly understood by mortal men, yet they realize that it is 
the defining element of humanity; the only other race with a
similar connection is the Naga’s group-mind, the Akasha.

Creatures of the Void are inherently attuned to the ebb and
flow of the elements, often wreaking havoc with elemental
magic and possessing crude precognitive instincts. 

JADE AND CRYSTAL
Many of the creatures contained within this work originate
beyond the mortal realm and are therefore susceptible to the
magical effects of crystal and jade, two rare resources found
only sparsely throughout the Empire. Neither is fully under-
stood by shugenja, but both possess unique properties thought
to be a result of their purity and state of elemental harmony.

Jade possesses a particular purity that in some unknown way
rejects and destroys the Shadowlands Taint. Scouts of the Crab
Clan carry small “fingers” of jade on their incursions into the
Shadowlands, as even small amounts of jade can prevent samu-
rai from becoming Tainted for a short time. Unfortunately,
even jade cannot resist the Taint forever. The longer it remains
within the Shadowlands, the more corrupted it becomes,
blackening and softening until it becomes useless. 

In addition to its protective effects, jade also has offensive
uses against those who possess the Shadowlands Taint. Tainted
individuals or creatures with the Shadowlands subtype 
find contact with or even the presence of jade very painful.
Accordingly, weapons made of or containing jade are often
devastatingly effective against creatures of the Shadowlands
and are often used by the Crab Clan.

Corrupted jade — sometimes referred to as “obsidian,”
although it is different from true obsidian, a black volcanic
glass — can overcome creature damage resistance in the same
manner as jade, but as a highly Tainted substance, those 
who carry it risk becoming infected themselves. Naturally
occurring obsidian has no special properties when used
against creatures with damage resistance.

Crystal, while not as potent as jade, also has a similar 
damaging effect on many Shadowlands creatures. Additionally,
it can affect the mortal and even incorporeal forms of many
spirits from other realms. This includes spirits such as the
hengeyokai and even the primordial substance that makes 
up extensions of the Lying Darkness.

For more information on jade and crystal, see page 105.

DAMAGE RESISTANCE (VARIANT)
Most creatures with damage resistance in Rokugan can be
harmed by crystal, jade, or magic. However, the varying levels of
resistance to these materials are not constant as they are with, for
example, silver weapons. With this in mind, this book uses a spe-
cial variant of damage resistance. If the descriptor “(jade)” is listed
after a damage resistance rating, consider that damage resistance
to be decreased by +2 if using a jade weapon, or by +1 if using a
crystal weapon. Conversely, if the descriptor “(crystal)” is listed
after a damage resistance rating, consider that damage resistance
to be decreased by +2 if using a crystal weapon, or by +1 if using a
jade weapon. If the damage resistance rating becomes lower than
+1, then weapons do not need to be magical in any way to harm
the creature if they are made from the appropriate material.

For example, “damage resistance 10/+2 (jade)” indicates that
a creature ignores the first 10 points of damage from any +3
weapon, or of any +1 weapon made of crystal, or of any
weapon made of jade. 

Damage resistance higher than +5 is not meant to indicate
that such weapons exist, but implies that only a powerful mag-
ical jade or crystal weapon is necessary to pierce the creature’s
damage resistance. “Damage resistance 10/+7 (crystal),” for
example, could only be pierced by a +5 crystal weapon.

5From Creatures of Rokugan, published by Alderac Entertainment Group, releasing December 2001.
Legend of the Five Rings, The Emerald Empire of Rokugan and all other related marks are trademarks of Wizards of the Coast, Inc.

™ and © Wizards of the Coast, Inc. All rights reserved. This document may be reproduced for personal use only.



H
Y
A
K
U
H
E
I

HYAKUHEI
pqrrqqs 

Medium-Size Undead (Shadowlands)
Hit Dice: 3d12 (19 hp)
Initiative: (+1 Dex, +4 Improved Initiative)
Speed: 30 ft.
AC: 18 (+1 Dex, +4 natural, +3 ashigaru armor)
Attacks: Katana +2 melee, or tetsubo +2 melee, or yari +2
melee
Damage: Katana 1d10+1, or tetsubo 1d8+1, or yari 1d8+1
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Fear aura
Special Qualities: Resistances, undead
Saves: Fort +1, Ref +3, Will +4
Abilities: Str 13, Dex 12, Con —, Int 10, Wis 10, Cha 11,
Taint 6
Skills: Climb +6, Hide +2, Jump +6, Listen +3, Ride +6, 
Spot +5, Swim +6
Feats: Improved Initiative

Climate/Terrain: Shadowlands
Organization: Platoon (6–20), company (21–40), 
regiment (41–60), horde (61+)
Challenge Rating: 2
Treasure: None
Honor: Always 0
Alignment: Always lawful evil
Advancement: 4–6 HD (Medium-Size)

The name hyakuhei means “all evils,”
a name which these creatures have
earned; they are believed to be ani-
mated by a combination of all the vices
known to man. These powerful zom-
bies were once called the Horde of
Fu Leng, for they served the Dark
Kami faithfully for centuries. Even
after his death, they retained their
power and precise military organiza-
tion, merely waiting for another
leader to call upon them. In
the present day, that leader is
Daigotsu, and the hyakuhei
elite zombie troops follow him
with the same fervor they once
devoted to Fu Leng himself.

Some Kuni believe that these
undead warriors were anointed
with the blood of the Dark God
when they were initiated into
the Horde. Since Daigotsu
has taken command, he has
begun creating new hyakuhei,
anointing them with his own blood. The fact that
these newer hyakuhei are no less powerful than Fu Leng’s
original creations says much for the new Lord of the Shadow-
lands’ power.

At a distance the hyakuhei could be mistaken for any other
kind of undead regiment. They superficially resemble a
grotesque conglomeration of zombie and skeleton, with
bones exposed and bits of hacked and battered armor dan-
gling from their shoulders and hips. But there the similarity
ends. Their flesh has a black, rubbery texture, and has ceased

to decay. They move with none of the shambling clumsiness
of zombies and skeletons, instead with the sure and trained
movements of seasoned soldiers. Hollow eye sockets burn
with green fire and a vicious, brutal glee that weakens the
resolve of all but the most hardened Crab veterans. They speak
perfect Rokugani, as well as Oni and Bakemono.

COMBAT
The Horde of Daigotsu are never encountered as individuals.
They move together, they fight together, and they are often
led by the Shadowlands’ greatest generals. They fight in
highly organized fashion, forming ranks when possible;
troops in the first rank use swords or tetsubo, and the second
rank wields yari to attack past the first rank.

Fear Aura (Su): Anyone within 5 ft. of a hyakuhei is
affected by the aura of fear that surrounds them. Anyone
within the area of effect must make a Will save or freeze in
place. Frozen characters lose any actions for one full round
and suffer a –2 morale penalty to all saving throws, with a 50%

chance to drop anything carried. The DC of this save is
based on the number of individuals in the unit:

it is 15, plus 1 per 5 individuals within 50 ft. to
a maximum of 25. For example, a unit of 10
individuals has a DC 17, while a unit of 20
has a DC of 19.

Resistances (Ex): Hyakuhei have
fire and cold resistance 10.

Undead (Su):
Hyakuhei are immune
to poison, sleep, paral-

ysis, stunning, disease,
death effects, and necro-

mantic effects, and they
ignore mind-influencing

effects. They are also not
subject to critical hits, mas-

sive damage, subdual
damage, ability damage, abil-
ity drain, or energy drain.
They have no Constitution
scores so are therefore
immune to anything requiring
a Fortitude save.
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Medium-Size Monstrous Humanoid (Shadowlands)
Hit Dice: 4d8 (18 hp)
Initiative: +2 (Dex)
Speed: 30 ft.
AC: 14 (+2 Dex, +2 natural)
Attacks: Slam +4 melee
Damage: Slam 1d3
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Release swarm
Saves: Fort +1, Ref +5, Will +7
Abilities: Str 11, Dex 15, Con 10, Int 13, Wis 16, Cha 11,
Taint 5
Skills: Bluff +6, Disguise +6, Listen +7,  Spot +7, Sense
Motive +9
Feats: Dodge, Mobility, Run

Climate/Terrain: Any
Organization: Solitary plus swarm of 2d4 x100 bees or
wasps
Challenge Rating: 1
Treasure: Standard
Honor: Always 0
Alignment: Usually neutral evil
Advancement: 5–8 HD (Medium-Size)
Some men reach ripe old age having grown wiser and more
generous and loving, helped through their winter years by the
support of their families and friends. Some, though, get
through old age by manipulating everyone they meet, clawing
their way through life by the most avaricious, spiteful, and
despicable acts. They seem to live on simply to spite everyone
who wishes them ill. The most vile and hateful of these men
somehow manage to cheat death and continue well beyond a
normal life span. These twisted old men slowly begin to
change. Their flesh somehow attracts the most vicious wasps,
which burrow into their backs and form great bulbous
hives. These are the obake.

The obake appears as a spindly old man with
ragged clothes covering a grotesque hump on
his back. He walks with a painful hunch,
weighed down by the massive
hump, and he usually carries a
cane to help him along. Close
observation reveals that the
hump on his back writhes
and pulsates. When the
hives are revealed, they
look like bulbous, infected nod-
ules, red and swollen, with
dozens of small red-rimmed
holes crawling with buzzing
wasps.

The obake often demands food or money from passersby.
Anyone who rebuffs him becomes the target of his wrath. He
first screams and curses at them, swinging his cane, railing at
them about refusing aid to a helpless old man. If this has no
effect, he attacks with swarms of his “children.”

COMBAT
In spite of all the obake’s foul bluster, they are actually quite
cowardly. And while they appear to be frail and weak, their
unnatural vitality makes them quite deft at avoiding injury.
Just as in the days when they were truly human, their greatest
pleasure is to cause pain and suffering wherever they travel.
Their chief tactic in combat is to flee while releasing their
swarms to cover their escape.

Release Swarm (Su): As a standard action, the obake can
release a swarm of angry wasps from the massive hives on its
back. The swarm can fly 60 ft. (good), and attacks the target of
the obake’s choice. A creature which does nothing in a round
except try to fend off the swarm takes one point of damage. A
creature which tries to flee the swarm or takes any other
action receives 1d4+2 points of damage. Spellcasting or con-
centrating on spells within the swarm is impossible. 
The swarm deals no damage to creatures that are immune to
poison, incorporeal, or have damage reduction abilities. How-
ever the swarm still prevents spellcasting and concentration.
Fighting the swarm with weapons is useless, but fire and dam-
aging area effects can combat it. When a swarm receives 2 hp
of damage from these sources, it disperses. Certain area effect
spells, like gust of wind, will force the swarm to disperse. The
swarm follows its target for 10 rounds. The obake can use this
ability up to six times per day.
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Medium-Size Undead (Incorporeal, Spirit)
Hit Dice: 8d12+3 (55 hp)
Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: 30 ft.
AC: 18 (+1 Dex, +7 spirit armor)
Attacks: Spirit blade +6 melee
Damage: Spirit blade 1d10+3 negative energy damage
Face/Reach: 5 ft. by 5 ft / 5 ft.
Special Attacks: Spirit blade
Special Qualities: Undead, incorporeal, spirit qualities, 

spirit armor 
Saves: Fort +2, Ref +3, Will +5
Abilities: Str 15, Dex 13, Con —, Int —, Wis 8, Cha 10
Feats: Improved Initiative, Power Attack, Toughness

Climate/Terrain: Toshigoku
Organization: Battalion (40–60) or army (60–1000)
Challenge Rating: 5
Treasure: None
Honor: Always 1
Alignment: Always lawful evil
Advancement: None

The faceless spirits of Toshigoku are the final remnants of
those who died thirsting for blood, revenge, and death. 
Even when they return to haunt the mortal world, they only
partially exist here, comprehending only a fraction of what
they perceive. These maddened spirits continually relive the
battles in which they died, marching forth in spirit armies and
perceiving any who stand in their path as a long-dead enemy.

Hantei XVI and many of those who followed him hailed
from the Realm of Slaughter, but as a result of their passage
through Oblivion’s Gate they were restored to true life,
once again able to perceive the world around them. They
were no less bloodthirsty, however, as the Realm of Slaugh-
ter seems to leave its mark on all those unfortunate enough
to enter it.

Toshigoku spirits speak Rokugani, as they can often be
heard shouting commands to one another. They do not com-
prehend any words spoken to them by a creature not of their
own realm.

COMBAT
These spirits tend to march forth in huge, ordered armies re-
fighting the battles in which they died. They rely upon group
tactics and superior numbers to destroy their foes. When
slain, Toshigoku spirits simply fade to a deeper region of the
Realm of Slaughter to continue their fight.

Incorporeal (Ex): Can be harmed only by other incorpo-
real creatures, +1 or better magic weapons, or magic, with a
50% chance to ignore any damage from a corporeal source.
Can pass through solid objects at will, and its own attacks pass
through armor. Always moves silently.

Spirit Armor (Ex): A Toshigoku spirit wears full samurai
armor that is an extension of itself and thus cannot be dis-
armed or destroyed. It protects against both corporeal and
incorporeal attacks.

Spirit Blade (Ex): A Toshigoku spirit wields a weapon (usu-
ally a katana) that is an extension of itself and thus cannot be
disarmed or destroyed. These weapons are incorporeal, ignor-
ing corporeal armor, negating damage reduction, and inflict-
ing negative energy damage on their target.

Spirit Qualities (Ex): Toshigoku spirits are hedged out by
effects which hedge out outsiders. Toshigoku spirits can sense
any passages to Toshigoku within one mile.

Undead: Immune to mind-influencing effects, poison,
sleep, paralysis, stunning, and disease. Not subject to critical
hits, subdual damage, energy drain, or death from massive
damage.
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THE OPEN GAME LICENSE
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wiz-
ards of the Coast, Inc (“Wizards”). All Rights Reserved.

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

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

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

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

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

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

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

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

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

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

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

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

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

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

15.COPYRIGHT NOTICE: Open Game License v1.0 Copyright 2000, Wizards of the Coast, Inc.

THE OPEN GAME CONTENT
This printing of Creatures of Rokugan™ is done under version 1.0 of the Open Game License and the
draft version of the d20 System Trademark License, d20 System Trademark Logo Guide and System
Reference Document by permission of Wizards of the Coast. Subsequent printings of this book
will incorporate final versions of the license, guide and document.

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

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

DESIGNATION OF OPEN CONTENT: Subject to the Product Identity designation above, the fol-
lowing portions of Rokugan are designated as Open Game Content. All information on pages 4
and 5 under the “New Rules” header, except for information previously designated as PI. All crea-
ture statistics blocks from the Size/Type line (e.g. Large Outsider) down to the Advancement line.
All text under the “Combat” header of each creature, except for creature names or other informa-
tion previously designated as PI. The Level Equivalents in the “Creatures as PCs” table (page 95),
although not the creature names. All prestige classes, except for the names and other world-spe-
cific PI contained therein. All information on pages 101–103 under the header “Tainted Charac-
ters,” except for information previously designated as PI. All sample character statistics and charts,
except for names and other previously designated PI. 

USE OF MATERIAL AS OPEN GAME CONTENT: It is the clear and expressed intent of Alderac
Entertainment Group to add all classes, skills, feats, equipment, prestige classes, spell effects, magic
item effects, and monster and NPC statistics (henceforth “goodies”) contained in this volume to
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goodies are copyright 2001, Alderac Entertainment Group, all rights reserved.
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