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Attending the Setsuban Festival in Mura Sabishii Toshi leads to a request for help from a Crab daimyo and a rather unusual Crane artisan.  

Adventure Summary and Background

This scenario takes place in the Crane port city of Mura Sabishii Toshi, where the Crane are hosting an Imperial official for the Setsuban Festival.  The situation is complicated by the presence of Toritaka Tenkei, daimyo of the Toritaka family.  Tenkei is a guest of the Crane, due to the terrible destruction unleashed on the Crab lands, and is under orders from the Crab Clan’s acting Champion to seek help from the Imperial families.  He will ask the PCs, all of whom are prominent samurai attending the Setsuban Festival, to assist him in winning the support of Seppun Takashi.

Unless the PCs absolutely refuse to help, they will ultimately find themselves helping to prepare a banquet in honor of Seppun Takashi.  Unfortunately, their efforts are being sabotaged by Daidoji Eiji, a member of the Daidoji Trading Council who hates the Crab Clan.  The PCs will have to combine their wits and skills to gather the necessary ingredients to prepare the feast, only to have the entertainment and the chef drop out at the last minute, forcing them to truly step into the breach.  PCs who succeed in pleasing the arrogant young Imperial will have done a noble deed for the Crab Clan, as well as gaining the gratitude (and favors) of a well-placed Crane courtier.  Those who fail will draw political ire from not only the Crane, but the Imperial families.

This scenario’s Insight Rank restriction is primarily for reasons of scenario credibility (the PCs need to be prominent enough to be invited to help Toritaka Tenkei) rather than challenge level.  Characters of lower Insight Rank may play the scenario if they have high Status (Rank 3.0 or better) or Glory (6.0 or better).  Characters lacking social skills are likely to have a difficult time in this scenario regardless of their Insight Rank.    

.  

Introduction

The scenario begins with the PCs traveling to Mura Sabishii Toshi.  Some of them are traveling there because they have been invited to attend the Setsuban Festival – the end of summer and thus, theoretically, the end of open warfare for the year – as guests of the Crane Clan.  (This includes Crab, Lion, and other PCs who are currently hostile to the Crane – the business of diplomacy and favor exchange continues even during wartime.)  Crab PCs have been sent here specifically to assist Toritaka Tenkei’s effort in winning Imperial support.  

· Ronin PCs do not have a specific patron hiring them to be here.  They are at loose ends and simply traveling in search of employment, food, and perhaps relaxation.  Crane cities are known for their lavish celebration of every festival, making them a good place for ronin to hang out.

After a week’s travel time, you arrive in the Crane city of Mura Sabishii Toshi.  Normally this city is a rich trade center, the gateway to the riches of the Mantis isles and the Crab armories.  Now, it shows the scars of war, as most of its northern and inland districts have been ravaged and burned in the recent war with the Crab Clan.  Laborers are hard at work trying to repair the worst of the damage, but it is clear the city will be some time returning to its former glory.

Mura Sabishii Toshi is a major trade center, and while not as large or cosmopolitan as Toshi Ranbo or Ryoko Owari, it is nevertheless normally a prosperous metropolis, with a population over 5,000.  Due to the recent war, a sizable fraction of the city’s population is currently living in tents and other temporary shelters, and despite the bustling port, the city generally has a slightly bedraggled feel.  

· Crab PCs arriving in the city will have their travel papers carefully checked by the local Crane garrison before being grudgingly waved through.  They will also notice a cold hostility from most of the Crane samurai in the city, although open insults will be avoided. 

Clan and Imperial PCs have been offered quarters in the governor’s residence, a mark of respect for their achievements and rank.  Ronin PCs can potentially be hired by a PC as a yojimbo or assistant.  If not, they will encounter the strange Dragon tattooed man known as Hoshi O-Hebi (see the description of guests in Part One below for details on his personality).  O-Hebi will invite them to accompany him to the governor’s residence.  “There will doubtless be much fine food and drink, and perhaps some attractive young ladies as well!  It would be criminal for you to be denied such an opportunity.  Please, attend as my bodyguard.”

The Governor’s Residence

The building is almost a palace – a huge, sprawling complex with several residential sections, three internal gardens and larger external one, and a surrounding wall of pure white stone topped with blue tiles.  All of the construction is of the utmost quality, and the rooms are decorated with works of art from across the Empire.  A large bathing chamber is available, as well as a magnificent dojo where the inhabitants practice their swordsmanship.  The PCs will each be given their own rooms in one of the residential sections of the palace.  Attentive servants are everywhere, ready to supply any creature comfort one could think of, sometimes even before it is thought of.  Everything from a pot of Kitsuki blend red silk tea to the perfect ikebana arrangement is available. 

The palace has every area PCs might expect: beautiful gardens, extensive libraries, dojos, tea rooms, etc., all at the PCs’ disposal.

Part One: Arrival and Celebration

That evening, the Setsuban Festival begins with a major fireworks show.  By long-standing tradition, blood may not be spilled during the festival, which marks the departure of summer (the “season of war”) in favor of autumn, the season of peace and harvest.  The inhabitants of Mura Sabishii Toshi celebrate with especial fervor, since their city has suffered heavily from this year’s conflict with the Crab.

All of the PCs, as guests of the governor, are given invitations to a late-evening soiree, sake and socialization at the governor’s residence.  They will have a couple of hours beforehand in which to explore the city, collect gossip, buy snacks from street vendors and watch the fireworks.

PCs who explore the city or who participate in the preliminary celebrations will notice that a large number of Mantis samurai in the city.  Mura Sabishii Toshi is a major Mantis trade center and the Clan has almost as much presence here as the Crane themselves.  

Information on Mura Sabishii Toshi and its Inhabitants

If the PCs ask about current events in Mura Sabishii Toshi, or seek out information on the city, they can roll Intelligence/Commerce at TN 25 or Intelligence/Lore: Crane or Lore: Mantis at TN 15 to learn the following information:

· The northern half of the city was burned during a Crab raid early in the summer.  The damage and loss of life were quite extensive and the city has not truly recovered yet, although the locals hope this festival will mark the beginning of recovery.  

· The Mantis Clan has been pouring resources into rebuilding the city ever since the Crab raid, and local opinions toward the Mantis are quite positive, despite recent events in the Imperial capital.

If the PCs seek information on the governor, other local authorities, upcoming events, or similar information, they can roll Awareness/Courtier (Gossip) at TN 20 to learn the following (depending, of course, on what questions they ask):    

· The local ruler is Doji Mika, and she is for the most part regarded as an excellent governor.  She took the office seven years ago after her husband died at sea.  Her reign has for the most part seen prosperity for Mura Sabishii Toshi.

· If the PCs made TN 30 or better, they will learn that Mika is reputed to actually have little involvement in the city’s affairs.  This has produced mixed views within the Crane Clan.  Some believe she is an irresponsible governor who has lucked into good fortune, while other believe she is a model of how a city should be run.  “Does the Tao not say that whoever governs least governs best?”
· Mika has a son, Kiyoshi, who is enrolled in the prestigious Kakita Artisan Academy.  

· The recent and destructive Crab raids led to some criticism of Mika, although there was little she could do given the small size of the city’s garrison – most of the troops in this region were already in the Crane field army.  

· A prominent Imperial, Seppun Takashi, is expected to attend the Setsuban Festival in Mura Sabishii Toshi.  Takashi is a very important man.  Not only is he the second son of the current Seppun daimyo, but he is also the chief assistant to the vice chancellor of the exchequer of the treasury.  

· PCs who specifically ask for information about Seppun Takashi and make TN 30 or better will know that he is reputed to be a very arrogant and dangerous young man.  It is rumored that no less than six samurai in the past two years have committed seppuku after giving him offense.

PCs who have commercial contacts or knowledge (e.g. Yasuki merchants, Trading Council, and any other PC with at least 3 Ranks in Commerce) can roll Intelligence/Commerce at TN 20 to pick up the current commercial news and gossip.

· Commercial interests in the city are controlled by the Crane and the Mantis.  The most powerful merchant patrons in the city are Yoritomo Izanagi and Daidoji Eiji.

· Izanagi is the city’s wealthiest man but is also known for being crass and lacking social graces.  He has been trying to improve his reputation by spending lavish amounts of money on rebuilding the city since the Crab attacks.

· Daidoji Eiji is a long-term resident of the city and a critic of the governor’s hands-off policy.  He is known to be a refined man, but also one who keeps a close watch over the merchants under his authority.  

Dinner and Socialization

Eventually the PCs will attend the governor’s soiree at her residence.  Mika will personally welcome each guest to the dinner.  She is an elegant woman in her late thirties, with the refined manners, precise diction, and perfect garb and makeup which are characteristic of Crane samurai.  She has an appraising manner about her as she greets the PCs, and will give a particularly searching look to any Crab or Crane PCs.

Besides the governor herself, other guests at this evening soiree will include her son Doji Kiyoshi, Asahina Juro, Toritaka Tenkei, the twin maidens Suzume Yumi and Suzume Reiko, the eccentric tattooed man Hoshi “The Toad” O-Hebi, Ide Yasao, Shiba Bunko, and the merchants Daidoji Bukare, Daidoji Eiji, and Yoritomo Izanagi.  The PCs will be free to mingle and interact with them.  

Any PCs who roll Raw Intelligence at TN 15 will notice that the food served at the soiree (a mixture of sushi, sashimi, and various snacks and sweets) is of truly exceptional quality.  A PC who actually has the Artisan: Cooking skill can roll with the skill instead, and with a success will realize this is probably the finest food he has ever eaten, better even than what is served at major courts in the Imperial City.  

Doji Kiyoshi is a typically handsome young Crane of fifteen, just past his gempukku and proud to wear the mon of the Kakita Artisan Academy.  He was unable to attend the prestigious Topaz Championship – it used most of his mother’s political resources to get him into the Academy – but he is quite confident in his abilities and is proud of passing his gempukku.  Kiyoshi is extremely devoted to his mother and will react strongly to any criticism of her – he is very hostile toward Daidoji Eiji, and complains that the “arrogant merchant” doesn’t appreciate the difficulty of governing a city like Mura Sabishii Toshi.  Aside from this youthful defensiveness, Kiyoshi strives to be an exemplar of Crane virtues: graceful, elegant, a friend to all, and a deadly enemy when crossed.  His artisan specialization is storytelling, and if any of the PCs are specialists in that field, he will try to engage them in a friendly competition.

Asahina Juro is young and inexperienced shugenja, recently emerged from the Asahina temples after spending his entire youth leading a monastic existence.  He is in Mura Sabishii Toshi because Doji Mika’s previous court shugenja passed away last spring.  He tries to serve Mika as a spiritual advisor, but in truth she more often advises him, since he is painfully naïve about the outside world.  He strives to live up to the Asahina ideals of peace and brotherhood, and is one of the few Crane here (besides Mika herself) who will not show any hostility toward Crab PCs.  

Toritaka Tenkei, the young daimyo of the Toritaka family, is a slim young man of perhaps 15 years of age. He wears his hair in a strict samurai topknot, with shaven temples, and has a sparse goatee on his chin.  His eyes are entirely filmed over with white. His kimono is a simple affair of blue and gray, its only decoration a falcon in flight which has been embroidered across the back. He does not wear any other signs of rank.  Tenkei will spend the dinner seated at the table, and walks very slowly and carefully when he moves.  PCs who roll Perception/Investigation (Notice) at TN 20 will see that his feet are wrapped in bandages, a legacy of his difficult escape from Crab lands a couple of months ago.  Tenkei will be very quiet and reserved during the dinner, but will greet by name any PCs who have previously met him in “Loyalty” or “Doom of the Crab.”     

The identical Sparrow twins, Suzume Yumi and Suzume Reiko, are both stunningly beautiful to behold, despite their rather plain light-brown kimono and lack of jewelry or heavy cosmetics.  They are also enchanting conversationalists, albeit in the rather long-winded style typical to their Clan.  However, their personal temperaments are very different.  Yumi is fascinated by everything around her and easily persuadable, to the point of being naïve, while Reiko holds herself above everything and considers herself quite worldly (despite having learned all she knows from books rather than experience).  This is the twins’ first journey outside of Sparrow lands – they are seeking allies, and perhaps husbands, as part of the Sparrow Clan’s general effort to enhance its alliances now that the Shadowlands attack on the Crab has placed it near the “front lines” of the Empire.  and they are anxious to make it memorable (Reiko perhaps somewhat more aggressively).  They are accompanied by a single aged maidservant/chaperone, Kohana, but she has little ability to constrain their spirited natures.

· Both twins are suitable love interests, since they are young, flirtatious, and inexperienced in the ways of court.  Neither of them will actually initiate a romance on their own, but both will be amenable to a romantic approach that takes advantage of their specific natures and personalities.

Ide Yasao is a young man in his early twenties, handsome in a classical Rokugani fashion.  He is the son of a famous Ide diplomat who spent nearly his entire life abroad in the Senpet Kingdoms, and has only recently returned to Rokugan to assist in his family’s mercantile interests here.    Although purely Rokugani by blood and training, Yasao has a strong exotic accent which can be off-putting to many traditionalist Rokugani.  He is trying to catch up on the Empire’s trade and economic activities, and will make a point of buttonholing any mercantile-related PCs for information.  Although his position makes him an appealing catch for any woman seeking a husband, he is awkward and shy around Rokugani women, having never met any of them prior to a few months ago.  

Shiba Bunko is a thin, plain-looking woman in her late twenties, with her hair tied back in a rather severe maiden’s foxtail.  She was born into a family of bushi, but a severe and lingering childhood sickness left her too frail for such service, and her family arranged for her to be trained by the Asako family.  Her face is scarred with pockmarks and she becomes tired very quickly.  Her true talent is with sculpture, especially stone carving, and she is here seeking a patron for her work.  

Hoshi O-Hebi, sometimes mockingly called “the Toad,” is quite unusual even for a tattooed man.  He was born into the Kitsuki family, but embraced the ways of the tattooed men at a young age.  He enjoys their semi-monastic lifestyle, but refuses to take many of the traditional, but not mandatory, vows such as celibacy and sobriety.  He amuses himself journeying to various courts of the Empire to demonstrate the “other side of the Dragon,” which apparently involves drinking and womanizing, and claims to be pursuing enlightenment through his own means.  He always carries a bottle of sake and will celebrate almost anything by proposing a toast with whoever is closest to him and shouting “kampai!” until they drink.  He frequently makes lewd puns, sets up double-entendres, and hits on anyone (male or female) he can.  If others take offense at his behavior, he will pass it off as a joke or an exercise in testing their enlightenment.  At this event he will be especially interested in the Suzume twins, although they will find his attentions quite disgusting.

Yoritomo Izanagi is very much the typical merchant patron: endlessly scheming and plotting for koku.  Though he tells himself this is for the betterment of his Clan, the fact is he simply loves wealth and the luxury and security it brings.  He is rail thin, with a narrow pointed mustache and a bald head, and he frequently rubs his hands together while talking or bargaining.  Izanagi is cautious around most other samurai, due to the general hostility confronting the Mantis Clan since the events of last summer, but is fairly talkative with Unicorn or Scorpion.  He is a bitter rival to Daidoji Eiji and, given the chance, will try to spread negative stories about the Crane merchant prince. 

Daidoji Bukare is a smooth-mannered and elegant man with a quiet, dignified manner.  He is the captain of the Shining Swan, a trade ship plying the Empire’s coasts, and has recently secured a regular trade route hauling iron up to Phoenix lands and bringing back timber.  He is a junior member of the Daidoji Trading Council and is meeting with several associates while his ship is in port.  Some PCs may have met Bukare in the adventure “Devoured by the Sea” or even acquired him as an Ally.  He does not share the general Crane hostility toward Crab PCs and will speak with them freely – in his youth he served on the Wall and he is greatly concerned with the Crab Clan’s current struggle against the Shadowlands.

Daidoji Eiji is a well-connected, though not senior, member of the Daidoji Trading Council.  He is a tall man who dyes his hair Crane white and habitually one of the wealthiest merchant patrons in Mura Sabishii Toshi and has extensive trade contacts all across the Empire.  He has a less-than-friendly rivalry with Doji Mika, who he sees as an ineffectual dandy who has sat back and done nothing to promote the city’s interests.  He would like little more than to see her humiliated before the Empire, something Mika understands well enough, but as he is one of the more influential people in the city he cannot be snubbed.  Eiji is an avid gourmet, and will comment on the high quality of the dinner.  However, he will also use the dinner as a chance to try to subtly undermine Doji Mika’s governance of the city, especially by making comments about the slow recovery from the Crab raids and the lack of support for Crane mercantile interests.  “It seems to me that in a Crane city, the strongest support for rebuilding should be coming from the Crane, not the Mantis.  But then, I am merely a merchant patron, not a governor.”   

Dinnertime Gossip

During the dinner and soiree, the PCs will have the chance to catch up on the latest news and rumors from around the Empire.  The GM should supply these stories through whichever NPCs seem like the most appropriate to the situation.

· The Phoenix have made several peace proposals to the Unicorn Clan over the course of the summer, but thus far all have been rejected.  There are reports that the Elemental Council may become involved in the conflict if the Unicorn continue with their aggression next year. 

· Although the Crab are at an effective truce with all their former enemies, their Lion allies have continued to wage war against the northern Crane territories.  To be sure, the fighting is far more modest in scope than the major clashes between the Lion and Dragon.

· There is a report that the Unicorn may have captured the city of Ryoko Owari from the Scorpion.  As yet this is unconfirmed, and most believe it to be exaggeration.

· Nobody knows where the Imperial Winter Court will be held this year, or even if such a court can be said to exist when nobody is certain which of the Toturi heirs is legitimate.  However, the Imperial Chancellor, Otomo Kazuma, has been actively quashing any open discussion of the legitimacy of the Toturi heirs.  It seems he is still hoping to arrange an orderly succession.

Meeting with Toritaka Tenkei

After the dinner concludes, most of the guests will depart, leaving the PCs.  They will be approached by a servant who delivers an invitation to a late-evening tea with the governor, Doji Mika.  Presumably they accept, since refusing is quite rude.

The PCs are escorted to one of the smaller interior gardens of the residence, a pleasant little space with raked sand, precisely located rocks, a single cherry tree, and a small koi pond.  Colored lanterns give a warm, pleasant light to the scene.  Doji Mika waits for the PCs there, sipping tea and smiling in welcome.  Seated beside the governor are two other men.  

One of them is Toritaka Tenkei, now looking more comfortable as he sits cross-legged, relieving the burden on his damaged feet.  The other man is Kakita Yoshikasu, a fellow so large and rotund that he could easily be confused for a sumai wrestler.  His hair is tied back in a warrior’s topknot, but he wears no sword.  Yoshikasu is Doji Mika’s house cook, and is here because he will be in charge of hospitality for the upcoming visit by Seppun Takashi.  He is a boisterous and energetic man, with a half-annoying, half-endearing habit of speaking of himself in the third person. (“Yoshikazu is ready to show his skills!”)

After introductions, servants offer tea and snacks to the guests.  Finally, the governor says, “Honored guests. I have invited you here not for my own purposes, but because of the compassion I feel for the plight of the Crab Clan.  Though we may be enemies in court or on the field of glorious combat, all of us must stand together when faced with… outside threats.”  This is as close as she will get to mentioning the Shadowlands invasion.  

Once Mika has explained the reason for the meeting, she will withdraw from the conversation and leave the discussion to Tenkei.  Toritaka Tenkei will speak to the PCs in a soft voice.  If any of them have met him before (such as in the adventures “Loyalty” and “Doom of the Crab”) he will greet them specifically.  He sips his tea carefully, holding the cup with both hands.  “Honored samurai.  As you may know, the lands of the Crab have suffered grievous damage in the last two months.  My own castle, seat of the Toritaka family, was burned to the ground, and far worse has befallen the lands of the Hida.  My lord Hiruma Tsuken, the acting Champion of the Crab, has sent me here to seek the aid and support of the Imperial house.  I would ask your assistance in this quest, if you are willing.”

· Some of the PCs, especially Crane or Scorpion, may bring up past conflicts with the Crab as an objection to helping them now.  Tenkei bows his head in acknowledgment of their point.  “I do not deny that our Clans have often been enemies.  I would simply ask that you consider the good of the Empire.  Protecting Rokugan is the Crab Clan’s first duty, and we are in dire danger of being unable to perform that duty now.”  

Presumably at least some of the PCs will offer their assistance to the Crab Clan.  Tenkei will explain that the Crane are expecting a visit from Seppun Takashi, the second son of the Seppun daimyo and the chief assistant to the vice chancellor of the exchequer of the treasury. (“What?”  “Exactly!  So you see how important it is to make a good impression on him.”)  The Imperial will be arriving before the end of the Setsuban Festival, probably within two days, and earning his support and trust will be vital to the Crab efforts. 

Kakita Yoshikazu will explain jovially that he is the governor’s official cook and is in charge of the meals which will be served to Seppun Takashi.  “I am Kakita Yoshikazu.  The greatest – and currently only – master of the Kakita Artisan Academy’s school of cookery.  The splendid meal I will prepare shall surely win our Imperial guest’s heart!  Yoshikazu will permit no other outcome!”  He will boast at some length about his secret recipes and special ingredients, which are certain to charm even the most ill-tempered guest.  He will not actually reveal any specific information, of course.  “Yoshikazu has spent many years finding the perfect combinations, so you will forgive a certain secrecy!  Like any great master, I must reserve my finest discoveries for a few chosen students.”

Eventually, the tea will conclude and Mika and Tenkei will bid the PCs goodnight.  Servants guide them back to their quarters. 

Why Help?

At this point, the rest of the adventure assumes that most or all of the PCs have offered to help Tenkei and his hostess Doji Mika to win the support of Seppun Takashi.  Some PCs may be reluctant to help due to hostility toward (or disfavor with) the Crab or the Crane. This is a legitimate choice, but one which will somewhat disrupt the course of the scenario, so if possible the GM should try to guide PCs toward being helpful.  In particular, the GM should remind the PCs that helping the Crab hold off the forces of the Shadowlands is a duty which every samurai should embrace.  Also, at present the Crab are only nominally at war with the Crane and Unicorn – their armies are no longer clashing in the field – and are officially at peace with everyone else.

Part Two: The Crises and the Search

Late the next morning, a servant comes to find each of the PCs who have agreed to help.  The servant carries a message from Kakita Yoshikazu, asking urgently for a meeting.  He meets with them in a small tea room near the kitchens.  

Yoshikazu serves them tea, quite artfully, of course, and tells them that he is facing a terrible predicament.  His planned banquet for Seppun Takashi is to take place in three days’ time, but things keep going wrong.  Most of his heimin help has disappeared, but worst of all, his vital rare ingredients have either suddenly spoiled or simply disappeared.  Yoshikazu desperately needs the PCs to find or recover his ingredients so he can prepare the dinner.  “Surely such great and resourceful samurai such as yourself, so respected and revered as you are to have been invited to my master’s banquet, can find a few trifles, just a few morsels, so that I may work wonders with my wok and astound and delight your taste buds.”

The GM can use the following sample quotes as additional examples of how Yoshikazu will express his need:  

· “Oh, it’s terrible!  You cannot imagine the troubles I am faced with.  Which Fortune has Yoshikazu so offended that such difficulties should plague him?”

· “My fish!  My buns!  My precious, precious mushrooms!  They are all gone!  How shall Yoshikazu prepare his great dishes without them?”

· “The feast will be ruined, I say.  Ruined!  Oh woe is me.  Has ever a man been set upon by fate as much as Kakita Yoshikazu?  You must help me.”

· “It is not for myself I worry – Kakita Yoshikazu is used to disappointment – but if my lady’s banquet fails, she and hr guest Tenkei will draw the ire of Seppun Takashi.”

Assuming the PCs do agree to help Yoshikazu, he will explain what he needs: “Why, there are only a few tidbits you need concern yourself with: fresh fugu pufferfish, wild matsutake mushrooms, black miso paste, rice noodles as thin as Kachiko’s mask, magical cream, and umeshu plum wine.  Simple trifles, I’m sure samurai as capable as yourselves can locate them!”  He will explain the ingredients in more detail if the PCs ask – see the individual recipe/ingredient sections below for details.  

If the PCs ask how the ingredients disappeared, the cook sighs heavily.  “It’s true, bad luck follows Yoshikazu, most undeservedly, but this goes beyond simple ill-fortune.  I was sabotaged!  That not only should all of my secret ingredients be destroyed or go missing at the same time, but that the merchants should have none to replace them with?  Surely a conspiracy!”   

· If the PCs ask who he suspects of this sabotage, he shrugs.  “Yoshikazu has made no enemies of his own, but doubtless the honorable lady Doji Mika has many rivals who would be pleased to see her suffer humiliation at the hands of Seppun Takashi-sama.”  
· If the PCs ask him for the names of such rivals, he says, “Yoshikazu surely knows better than to accuse a member of the Trading Council without proof, yes he does.”

If the PCs ask whether he can prepare his dinner without the special ingredients, he will look pained.  “Well, surely as great a chef as Kakita Yoshikazu could prepare his special dishes without the finest ingredients, but to fool a worldly Seppun with such inferior products will be quite difficult.  Still, he could try if he had to, though he does not relish the prospect, no he does not.”

If the PCs ask why Yoshikazu does not collect the ingredients himself, he looks confused.  “Yoshikazu has already sent servants to the markets to seek the special ingredients, but none have been forthcoming.  Clearly this is not a matter which can be solved with the lowly skills of heimin!”  He really has no understanding of how to acquire rare items, and is accustomed to simply requesting them from Doji Mika’s household servants – with that option unsuccessful, he is at a loss.

· If the PCs take offense at his request (perhaps accusing him of treating them like servants or merchants) he will be even more confused.  “Surely, samurai-sans, if a great weaponsmith asked your assistance in retrieving the ore needed for a Kakita blade, you would not be insulted?  How is Yoshikazu’s need any different?”    

· Some PCs may suggest going to Doji Mika for help or advice.  Yoshikazu will look pained at this – he is reluctant to admit the shame of his failure to the governor – but will not object. 
If the PCs do request to speak with Doji Mika, she will arrange to speak with them around midday.  The governor will be quite concerned to learn of what has happened.  She will pledge to commit her own resources to helping get Yoshikazu’s ingredients, but asks the PCs to assist in the matter as well, acting in her name.  “You will have my gratitude if you can help with this problem, samurai-sans.”  

Investigating the Problem

Some of the PCs may wish to look into how Yoshikazu’s ingredients went missing.  The kitchen staff includes two samurai-caste cooks, students of Yoshikazu – Doji Azumi and Kakita Hayaki.  However, they are only in the kitchens during meal preparation, and otherwise leave the place to the heimin staff, who number twelve.  Neither of them have any idea what happened to the special ingredients – they were all present yesterday when they prepared dinner for Doji Mika’s guests.

If the PCs question the kitchen’s heimin staff, they can learn that one of the staff, a man named Harabi, has not come to work today.  Further, if shugenja PCs cast Commune on any of the spirits in the kitchen, they can easily ascertain that Harabi was responsible for the problems – taking some of the ingredients and sabotaging others, after the rest of the staff had finished work last night.  

If the PCs look for Harabi, the rest of the staff can point them to a boarding house where he lived (he is a bachelor).  His room there is empty and shows signs of having been hastily vacated.  

· If the PCs search the city for Harabi, they can roll Awareness/Investigation at TN 20 to learn that he took a ship for the Islands of Silk and Spice this morning.  This search will take several hours for whichever PCs undertake it.  

· If the PCs think of asking whether Harabi has been seen with any samurai, or ask how he paid for his ship passage, they can roll Awareness/Investigation at TN 25 to learn he has been seen in the company of Daidoji Eiji, and Eiji paid for his ship passage. 

Undertaking the Search

The PCs have three days until the banquet, during which time they must acquire the ingredients for Kakita Yoshikazu to prepare the six dishes he will serve at the feast.  Each ingredient has a required time associated with it.  The GM is strongly encouraged to keep a written record of how the PCs are spending their time: the clock is ticking!

Each dish is described separately below, along with the ingredient necessary (and what happened to the original). Various methods are suggested for acquiring a replacement for the missing ingredient, or for ways to substitute another ingredient.  The GM should view these as guidelines, and not limit the creativity and originality of the PCs in dealing with these challenges.  For example, an Agasha alchemist might want to use Medicine (Herbalism) skill to concoct a substitute for black miso paste, and the GM should certainly allow this attempt – provided the PC scours the city or countryside for suitable ingredients and makes a suitable skill roll.  

Some PCs may try to use techniques such as the Doji favor tables or spells like Inari’s Blessing to avoid having to search for ingredients.  There is nothing wrong with these sorts of efforts, since this is the chance for characters who have these sorts of capabilities to shine.  However, these sorts of abilities should not be allowed to turn into “auto wins” that short-circuit the entire adventure.  Thus, in the interest of balanced play, each such special ability may be used once.  After all, if the Crane favor network was all that was needed to secure replacement ingredients, Doji Mika would have already done so.  If all it took was a simple prayer to the kami to produce the rare mushrooms, someone would have uttered it.  The favor network is mostly tapped, and the kami are exhausted from producing as much as they already have.

Allies and Favors: Experienced PCs may have accumulated a large number of Favors and Allies from different Clans, families, and individuals, collected over the course of their adventures. For the most part these are not directly applicable to the effort to find ingredients – however, at the GM’s option, PCs who are trying to persuade NPCs such as Bukare, Izanagi, or Eiji to help them can “cash in” appropriate Clan/Family Favors or Allies to get one to four Free Raises on any appropriate Courtier, Etiquette, or Deceit (Seduction) roll with those NPCs.  If a PC specifically has an NPC as an Ally from a previous adventure, s/he gains a Free Raise to all social rolls made against that NPC.

Buying Victory:  Canny GMs may realize it is possible for PCs from wealthy Clans to simply spend their way through many of the challenges presented by this portion of the adventure.  This is not a problem.  The scenario provides wealthy characters a rare opportunity to turn their money into something useful for the party.  The prices are suitably high (due to the quantities involved) that not every problem can be solved by throwing koku at it.  Finally, acquiring the missing ingredients is not the end of the adventure; koku can only take the PCs so far.

Haggling: The flip side of the above concern is that some PCs may attempt to find better deals by searching out cheaper merchants.  When searching for merchants who can sell the appropriate goods, each Raise on the appropriate skill roll reduces the cost of the goods by 1 koku, to a minimum of half the listed price.  PCs may also haggle directly using the Commerce skill, as described in the rulebook.  However, displaying such obvious concern for money incurs a loss of 1 point of Glory each time (except for PCs who are immune to such concerns, such as Yasuki).  PCs of Honor Rank 4.0 or higher may also lose 1 point of Honor at the GM’s discretion, although commerce is not intrinsically dishonorable, merely distasteful.  

Reimbursement? If the PCs wind up spending a significant sum of their own koku, it may occur to them to try to be reimbursed for their troubles.  Of course, this is a serious breach of etiquette – it makes their efforts on Kakita Yoshikazu’s behalf into mere labor, thus symbolically reducing themselves into mere servants working for wages.  The PCs are doing this out of honor, consideration, or friendship, not for anything so base as money.  Besides, the Crane always find other ways to show their appreciation.

Getting Help from the Merchants: Some of the PCs may think of getting help from Yoritomo Izanagi or Daidoji Bukare.  (Needless to say, Daidoji Eiji will not be cooperative.)  Besides their specific ability to supply Daidoji umeshu (see below), Yoritomo Izanagi can serve as a contact to locate merchants with necessary items, although he will expect a 20% finder’s fee.  Bukare can also guide the PCs to those who have the ingredients they need, although his knowledge is less extensive – his assistance awards a Free Raise on all rolls to locate rare goods for sale.  

The Appetizer: Sashimi

To begin the meal, Kakita Yoshikazu intends to serve fugu sashimi (raw fish).  Fugu, or puffer-fish, is one of the most exotic and rare forms of sashimi, not only for the rarity of the fish itself but also the rarity of chefs who can prepare it safely.  (Improperly served fugu is a deadly toxin.)  Properly prepared, however, fugu sashimi has a very subtle flavor and produces a slight tingling sensation on the tongue and lips.

Time Required: At least 1 day.

What Happened: Yoshikazu had a live puffer fish in a tank, but Harabi overfed the fish last night and its stomach burst.

Option: Hire Fishermen.  Puffer-fish live in the shallow water off the harbor.  Due to the rarity of chefs who can serve puffer-fish safely, fishermen don’t usually try to catch them.  The PCs can try to persuade a fishing crew to undertake the task.  The fishermen will normally not be willing to undertake a day-long search for an obscure fish on behalf of strange samurai – they will apologetically explain that they have a duty to collect fish for the markets, and they will be punished if they spend the day hunting for puffer-fish.  PCs can offer financial recompense (at least 3 koku per fisherman) to make up for this, or they try to bully/threaten the fishermen into working for them, rolling Willpower/Deceit (Intimidation) at TN 25.  If the PCs succeed in recruiting fishermen, at the end of each day each fisherman have a 50% chance of having caught a fugu.  (Only one puffer-fish is needed.)

Go Fishing. The PCs can commission a boat themselves and try to catch fugu on their own.  This will require arranging for a boat (paying 1 koku for its use, or making an Intimidation roll to demand it without payment).  A PC who fishes must roll Perception/Hunting at TN 30 to catch a puffer-fish.  Whether or not the roll succeeds, this effort takes an entire day.

Substitute: PCs who roll Raw Intelligence at TN 10 will know that fugu meat is dense with a mild taste.  The PCs could use hamachi (young yellow-tail tuna) as a substitute, which would be easier and cheaper to find (1 koku to purchase at any local market) but probably won’t impress anyone.

Side Dish: Mushroom Salad

Yoshikazu plans a salad made from matsutake mushrooms, a delicious fungi that grows wild in pine forests.  It is harvested in autumn, and is very difficult to locate.

Time Required: Half a day.

What Happened: There was a good quantity of matsutake mushrooms in the Crane larders, but they are now missing.  Yoshikazu suspects thieves.  It was, in fact, Harabi, who took the mushrooms to Daidoji Eiji.  Eiji, being a gourmand, has not been able to bring himself to destroy the valuable mushrooms, and is in fact saving them for a meal for himself.

Recovery? Getting the mushrooms back from Eiji is not impossible, although the PCs will have to realize he has them (presumably by learning that Harabi visited him).  Stealing them back or persuading Eiji’s servants to steal them are both options for unscrupulous PCs.  Stealing the mushrooms will require an Agility/Stealth (Sneaking) roll at TN 25 to get in and out of Eiji’s house undetected.  Bribing the servants will require a roll of Awareness/Deceit (Seduction) at TN 20 and a bribe of at least 2 koku.  

Alternatively, the PCs could try to convince Eiji to return the mushrooms.  This would require a delicate approach, focusing on the benefits which he would gain from supplying the mushrooms (“Seppun Takashi will doubtless be impressed by your generosity”) rather than making open accusations of theft.  If the PCs skillfully role-play an approach of this sort, they can roll Awareness/Courtier (Manipulation) at TN 35 to lure Eiji into “remembering” that he happens to possess a few of the fabled matsutake mushrooms.  

Mushroom Collecting: The PCs could search the forests themselves to try to find more of the mushrooms. This will require a full day of effort and a Perception/Medicine (Herbalism) roll at TN 30 to find a useful quantity of mushrooms.  If the PC fails the roll with at least three 1’s, the PC instead finds a similar mushroom that is poisonous, causing severe nausea and stomach pain.  

In the Market: Matsutake mushrooms are very rare, and Daidoji Eiji has bought all that he can locate for sale in the city, both for his own enjoyment and to deny them to the governor.  If the PCs try to buy more mushrooms, they will be repeatedly told, “Ah, samurai-san, all of my supplies were purchased by Daidoji Eiji-san’s servants yesterday!”  Locating a merchant who still has them for sale will require a roll of Perception/Commerce at TN 35.  The mushrooms will cost 5 koku.

Substitute: Cheaper, common shitake mushrooms are available from the market and will only cost 4 bu, although this will clearly impact the quality of the salad.

Magic Mushrooms: If the PCs go to the market but are unable to locate any matsutake, a shrewd trader will offer to sell them “special” mushrooms.  These are rare Mushrooms of Void from across the Burning Sands, and can only be identified with a roll of Intelligence/Lore: Burning Sands at TN 20 (or a suitable Lore skill associated with food at TN 35).  However, they certainly smell and taste delicious.  If the PCs serve them at the dinner, everyone who eats (including Seppun Takashi) must make a Raw Void roll at TN 20.  Those who succeed are lost in visions of beauty and wonder for about ten minutes, but those who fail become jittery and paranoid, suffering a +5 TN penalty to all social rolls.  

Soup Course: Kuromiso

The third course is a very special miso soup, made from “black miso.”  While white and red miso are very common in Rokugan, black miso is a rarity.  Like other misos, kuromiso is prepared by mixing fermented grains with salt and kojikin fungus.  It is very dark, but not actually black, and the soup made from it has a much saltier taste, perfect to compliment the mushrooms and prepare the palate for the later courses.

Time Required: One day.

What Happened: Harabi left the lid to the miso barrel open overnight, and the paste turned rancid.

Replacements: Kuromiso is not available at the local markets, but anyone who asks there can roll Awareness/Commerce at TN 20 or Awareness/Investigation at TN 25 to learn that there are three local tea-houses, owned by a Crab Yasuki named Yasuki Kapa, which serve kuromiso to premier clients.

The masters of these tea-houses will, for the most part, be very reluctant to even admit they have any kuromiso, requiring role-play and an Awareness/Courtier roll at TN 25 to weasel the information out of them.  Persuading them to part with it is even more difficult, since Kapa keeps a close eye on his employees and will be most displeased if they sell such fine goods for anything less than the maximum possible price.  The PCs will have to offer at least 5 koku to have a chance, and then make an Awareness/Commerce roll at TN 50.  However, the TN drops by 5 for each additional 2 koku they offer.   

However, one of the three tea houses  – pretentiously named the Temple of a Thousand Victories – is owned by Hiruma Masauji, a retired sumai wrestler.  If the PCs unsuccessfully try to get the kuromiso from his tea-house, Masauji will look thoughtful, rub his broad chin, and then say, “Well, it’s been quite a while since I had a proper wrestling bout,” looking inquisitively at any of the PCs who appear suitable (e.g. large or high Strength). Masauji is a very large and formidable-looking man, and he will grin in a rather menacing fashion to any PC who takes him up on his challenge.  He will only accept the match right now, in the street in front of his tea-house, and a large crowd of cheering peasants will gather to watch.  Masauji will fight until someone is Down or Out (or Dead, if unlucky), and is a rather vicious combatant.  

Engaging in such public brawling is a 1 point Glory loss, and losing the bout (the most likely result) results in another 1 point Glory loss.  In the unlikely event a PC beats Masauji, that PC gains 4 points of Glory.  Afterward, Masauji will give the kuromiso to the PC who faced him, regardless of whether or not that PC won the fight, as a tribute to courage.  “A fine brawl!  Takes me back to my days in the sumai ring.”  

Substitute/Making More: Many varieties of the more ordinary misos are available at low cost (a few zeni).  PCs can try to use these to recreate kuromiso by adding key herbs and ingredients.  Doing so requires a roll of Intelligence/Medicine (Herbalism) at TN 30, or Intelligence/Artisan: Cooking at TN 20. 

The Main Dish: Zaru Soba

Yoshikazu’s planned main course is Zaru Soba, cold buckwheat noodles served with a dashi-based dipping sauce, and is considered the height of refinement.  It is not difficult to make ordinary buckwheat noodles, but these particular noodles are of the more difficult “Imperial” style, usually only served in the capital, and known only to cooks trained in Imperial households.  Yoshikazu had arranged to have some of them imported. 

Time Required: Up to one day.

What Happened: Harabi stole the noodles, as he did the mushrooms, knowing how difficult it would be to replace them.  Daidoji Eiji allowed his household servants to eat them.  They are no more.

Making More: Making these noodles by hand requires an Intelligence/Artisan: Cooking (or Craft: Cooking) roll at TN 10, but making them in the “Imperial” design and thickness requires 5 Raises.  Each attempt takes 2 hours (there is sufficient buckwheat flour for any number of attempts).  The assistant cooks do not have the skill to make the noodles.  Yoshikazu actually does have the required skill, but does not believe himself capable of making the noodles.  The PCs can persuade him to try anyway, by making an eloquent appeal and rolling Awareness/Courtier (Manipulation) at TN 20. 

Have Someone Else Make Them: The PCs can try to seek out chefs from local noodle houses (there are plenty) to attempt the delicate Imperial noodles, but most chefs lack the skill required and will be wary of the attempt. Clever PCs may think to seek out an Imperial with his or her own servants, perhaps hoping for a cook. A roll of Awareness/Courtier (Gossip) or Awareness/Investigation at TN 25 will locate Otomo Noriko, a minor Imperial functionary who lives in Mura Sabishii Toshi but is currently away on official business. Her house is being maintained by her servants, including her cook, an old woman named Miyame who has a twelve-year-old orphaned granddaughter, Chihiko.  Miyame will not readily agree to make noodles for the PCs, but if they offer to provide a better life for her granddaughter, she will do so.  A PC can hire Chihiko as a servant by permanently reducing his/her outfit koku by 1 (which also gains the Servant advantage, a 1-point servant with all traits at 1 and two skills at 1).

Substitute: The easiest thing to do is to use normal buckwheat noodles.  These are easily available from the market, or any of the cooks can make them.  Of course, they are unlikely to impress Seppun Takashi.  

Dessert: Sweet Potato Chilled Cream

Kakita Yoshikazu will boast at some length about this strange dish, created by an Asahina exploring the use of magic and art.  By using Inari’s Blessing to create a thicker, richer, sweeter version of ox milk, and Summon to call forth ice to chill it, a unique confection can be created, which is then mixed with various sweet and savory ingredients for flavor. 

Time Required: Up to three days.

What Happened: Yoshikazu made some of the cream a week ago when a skilled Asahina shugenja passed through the city.  Harabi removed the cream from the cellar where it was stored, and it spoiled by morning.   

Finding More: Iced cream is a secret of the Crane.  Only a few Asahina shugenja and Kakita chefs know the recipe – and by its very nature, each only knows half.  The nearest place where more of it might be found is Shiro Daidoji – a trip there and back will take a full three days, and will require persuading the local dignitaries to turn over some of this prized Crane dish, as well as figuring out a way to keep the cream cold during the return journey.

Making More: Kakita Yoshikazu will not readily share the secrets of this dish with non-Crane PCs – he simply describes it as “magical ox cream” and says it cannot be created without not only a supply of fresh cream but also the assistance of an experienced Crane shugenja.  (If the PCs mention Asahina Juro, he will explain regretfully that Juro, while a fine young man, lacks the spells needed.)  

The PCs can try to locate more ox milk (a rare ingredient, since most Rokugani outside the Unicorn Clan don’t drink milk) by searching the markets and rolling Awareness/Commerce at TN 25 or Awareness/Investigation at TN 30.  However, even if they find the milk, Yoshikazu will be reluctant to share the Crane Clan’s secret arts to outsiders.  If the PCs make a well role-played appeal and roll Awareness/Courtier (Manipulation) at TN 25, he will finally give in and admit what spells are needed.  

Successfully creating the dish will casting Inari’s Blessing with 3 Raises and then Summon (Water) with 3 Raises.  If the PCs do not have these spells themselves, they can try to Importune for them, or they can scour the city for a Crane shugenja who can cast them – this will require an Awareness/Investigation roll at TN 40 to locate such a person (shugenja are rare within Rokugan) and a well role-played appeal to convince them to help. 

Substitute: Given the difficulty of replacing the missing sweet cream, it may be better to simply prepare another desert entirely, and Yoshikazu is willing to take this route if the PCs seem sure it is the only option.  Sweet red bean buns (mochi) are always popular but are considered somewhat common.  Fresh fruit imported from the Mantis isles is another option, although it might not be fancy enough to suit Seppun Takashi’s tastes.  An inspired PC may create a new dish entirely.

Beverage: Daidoji Umeshu

Kakita Yoshikazu will proudly explain that Umeshu is the finest kind of plum wine.  It is created by steeping green ume (plums) in shochu (the strong distilled form of sake).  It is very flavorful and very sweet, and even those who don’t normally enjoy alcohol usually appreciate the taste of umeshu.  The best Daidoji umeshu uses the finest Crane plums, and place them in unfired beautiful clay jugs.  Asahina artisans carefully fire the jugs so as not to burn the delicate fruit inside.  After drinking the liquor, it is considered the height of entertainment for a Kakita duelist to cut open the bottle without shattering it so an honored guest may enjoy the wine-soaked plum inside.  Bottles of this sort are very rare – only fifty are produced in any given year – and Yoshikazu was able to arrange for only one.

Time Required: Up to one-half day.

What Happened: Yoshikazu’s only bottle of Asahina-sealed Daidoji umeshu was stolen by Harabi and delivered to Daidoji Eiji.  Eiji has already drank half the bottle (in truth, he loves the wine too much to waste it by drinking it all at once).  The plum is still inside, but the exterior seal is broken.

Get Another: Umeshu is plentiful in the city, but there are few bottles of the Asahina-sealed Daidoji brand to be had.  Locating one for sale will be difficult and expensive, requiring a roll of Awareness/Commerce at TN 35 and an expenditure of 10 koku.  If the PCs think of asking Daidoji Bukare, he has a bottle for sale.  If the PCs think of asking Yoritomo Izanagi, he actually has an entire case of ten bottles for 100 koku, or individual bottles for 10 koku each.  

Get it Back: If the PCs realize that Eiji arranged the theft/sabotage, they may try to get back the bottle from him.  This will require an Agility/Stealth (Sneaking) roll at TN 25 to sneak in and out of Eiji’s house undetected.  Bribing the servants will instead require a roll of Awareness/Deceit (Seduction) at TN 20 and a bribe of at least 2 koku.  If the PCs do retrieve the umeshu, they will need to refill it with lesser wine, then disguise the broken seal – this requires an Intelligence/Forgery roll at TN 20, with an appropriate Honor loss.  

Substitute: It is possible to serve a lesser umeshu, which can be easily purchased for 2 bu per bottle.  The PCs may also decide to even go with a different alcohol – there are many top quality brands of sake available in Mura Sabishii Toshi, such as Taka-label sake from Friendly Traveler Village, or White Lotus sake.  Of course, none of these will have quite the prestige or impact of Daidoji umeshu.

Finishing Up 

Eventually, the PCs should retrieve most or all of the ingredients (or substitutes) and deliver them to Kakita Yoshikazu.  The rotund cook is quite grateful and begins preparations for the banquet.  If the PCs have been forced to suggest substitutes or lesser replacements, he will frown and says, “Well, Yoshikazu shall do the best he can!  There is only so much he can accomplish with such inferior products, but for the honor of the Crane, we shall make the attempt!”  

Once the PCs have found all the ingredients (or given up), they will have nothing specific to do until the arrival of Seppun Takashi and the promised banquet.  

Part Three: Seppun Takashi’s Arrival

On the morning of the fourth day, Seppun Takashi arrives.  The governor’s residence shakes with the sound of rolling drums, mingled with the rush of falling rain, as an enormous procession arrives at the gates – standing in a powerful downpour.  Two dozen men and women clad in Imperial green and gold stand rigidly at attention in the pouring water, while a young man on a magnificent Unicorn horse rides through their midst – Seppun Takashi.  Doji Mika, clad in a resplendent blue kimono decorated with embroidered cranes in gold and pale blue, emerges from the residence, accompanied by a servant holding a dark blue umbrella.  She is attended by her entire retinue of guards, advisors, and administrators.  Toritaka Tenkei also accompanies her, hobbling through the rain with the help of a servant.  Mika and Tenkei approach Seppun Takashi, bow their heads, and intone, “Honor to our Imperial cousin.” 

Takashi sneers, his youthful face curled with disdain.  “This is how you show your reverence for your betters?  Let’s see a proper bow!”

To say that Seppun Takashi is arrogant is an understatement.  There is arrogant, there is spoiled, there is arrogant and spoiled, and then there is Takashi. Given his lofty position as plenipotentiary of the chief assistant to the vice chancellor of the exchequer of the treasury, Takashi has a great deal of authority (even if no one is sure what he actually does).  He is condescending, revels in his exalted status of both birth and position, and demands great obedience from anyone around him.  He is not truly hostile, though he may across as such, unless someone does something to offend him.  Unfortunately, that is all too easy.  He proceeds to dress down Doji Mika, her staff, her residence, and, if they attract the slightest attention to themselves, the PCs.  Note that this is his typical behavior – he is not yet actually upset with anyone.  

The following things irritate or anger Takashi, causing him to unleash his full wrath against the perpetrators: 

· Being treated an equal (improper approaches, honorifics, etc.).

· Anyone contradicting him for any reason.

· A lack of proper displays of obedience and reverence.

· Being placated or patronized.

· Enduring the presence of Mantis samurai (he hates them due to their involvement in the events at the capital).

Yes, some of these are contradictory.  The PCs’ best bet is to avoid Takashi as much as possible (especially if they are Mantis).  The following sample quotes may be used as guidelines to characterizing Takashi:  

· “You would speak to me as an equal?”

· “Show some proper respect!”

· “This is your idea of entertainment?”

· If he’s very, very, happy: “It will do.”

Walking on Eggshells

Once Takashi has finished berating Mika and Tenkei for everything he can think of, he will allow them to lead him into the governor’s residence, where he will immediately demand a bath.  After he has cleaned up and changed clothes, he will wander around the governor’s residence, making himself a terror to all present.  Due to the banquet planned for that evening, most of the major NPCs from the first evening will be present again, although Daidoji Bukare has departed this morning aboard the Shining Swan and Yoritomo Izanagi is not invited.  (Doji Mika knows that Seppun Takashi is anti-Mantis and asked Izanagi not to attend, promising him future consideration in return.) 

If the adventure is running fast, the GM should feel free to use the other NPCs to create amusing or difficult situations involving Seppun Takashi, situations which Mika and Tenkei will do their best to contain (perhaps with PC assistance, perhaps not).     

Part Four: Cooking the Meal

The afternoon of Takashi’s arrival, a worried-looking servant will hurry up to the PCs.  He prostrates himself and pleads, “Samurai-samas! Please come quickly!  Kakita Yoshikazu-sama needs your help!”

The chef is lying on a futon in his room, sweating profusely, his face deathly pale.  Asahina Toru is kneeling at his side, tending to him.  At the sight of the PCs, Yoshikazu forces himself to sit up.  “Please, my friends, you must help me one more time,” he gasps in a weak, ragged voice.  “They tell me it is only a mild case of… bad mushrooms.  I was trying to find a substitute for the matsutakes and, well, you see.  Asahina-san has already ministered to me, and I will recover – no mere mushroom can keep down Kakita Yoshikazu!  But not before the feast, I fear, not before the feast.  I will cook nothing today, nor will I be able to present my dishes at the banquet.”

Yoshikazu pleads with the PCs to step in and help see to it that the feast is successful.  “Only you know of the secret ingredients, only you can finish my banquet.  My assistant cooks do not have the skills, nor do they have the eloquence to present the meal to our honored guest.  Please, do this… not for me, but for my lady and our Crab guest.”  

Kakita Yoshikazu is not in any danger – Asahina Toru has already healed him of the poisonous mushrooms – but he needs time to recover.  It will be up to the PCs whether or not to help.  If they agree, Yoshikazu will recite his recipes to them, allowing them to either write them down or memorize them (Raw Intelligence at TN 20 to memorize the recipes).  He reminds them that these are his secret and special recipes, and asks them to swear on their honor not to share them.  “Only the extreme need of the Crab Clan will make Yoshikazu take this step!”

If the PCs refuse to help, the assistant cooks (Doji Azumi and Kakita Hayaki) will do their best, but their cooking skills are insufficient and their artistic presentation of the meal will be thoroughly lacking – Seppun Takashi will be thoroughly displeased and the Crab will lose their chance to gain Imperial support.  

Assuming the PCs do agree to help, they have three options: rely on the staff, bring in an outside chef, or cook the banquet themselves.

Option One: The Kitchen Staff

There are a dozen peasant workers in the kitchen, as well as the two samurai-caste assistant chefs, Doji Azumi and Kakita Hayaki.  Both are reasonably competent but nowhere close to Kakita Yoshikazu’s skills.  They are considered to have 3 Intelligence and 3 ranks of Artisan: Cooking (Crane Cuisine), rolling 6k3+3 on all cooking rolls.  They will freely confess that Yoshikazu has not shared his secret recipes with them.

If the PCs share the recipes with the assistants, they are breaching Yoshikazu’s trust, and PCs with Honor Rank 2.0 or better will lose 1 point of Honor (2 points if they are Honor 5).  Canny PCs may think of speaking to Yoshikazu or Doji Mika beforehand and getting their permission to share the recipes with the assistant chefs, thereby negating this penalty.

Option 2: Hire a Chef

Even with so much damage inflicted by the Crab raids, there are still many noodle shops, restaurants, tea-houses, inns, and similar facilities within the city.  The PCs can easily find a skilled chef to work for them if they ask around and roll Awareness/Investigation or Awareness/Courtier (Gossip).  The quality of the chef found will depend on the TN made, as outlined below.  Hiring a chef costs a number of koku equal to one-fifth of the TN needed to locate him/her.

· TN 20: Kagami, chef at the Belching Sailor.  An angry drunk, Kagami is tolerated for his excellent fish soup, a favorite of peasant fisherman and Mantis sailors alike.  Cooking roll 6k2 + Free Raise.

· TN 25: Yasuki Bessho, owner of the Rainbow Tea House.  Bessho cooks most of the food at his small, unassuming tea-house, and is more than happy for extra work.  Cooking roll 7k3.

· TN 30: Munaiko, chef at the Giggling Palate. Munaiko is actually a former kitchen worker from a larger inn who saved enough money to open her own restaurant, popular among Crane samurai.  Cooking roll 8k3 + Free Raise.

· TN 35 or better: Hiruma Masauji, manager of the Temple of a Thousand Victories tea-house. The PCs may be able to evade making the roll if they already met Masauji and think of going back to ask him to help.  Masauji is actually a skilled cook and will politely request payment on behalf of his patron, Yasuki Kapa.  Cooking roll 9k4 + Free Raise.

GMs should feel free to invent other restaurants and chefs if they wish to add more variety to the adventure, following the general principle that the better the roll, the more skilled (and more expensive) the chef will be. PCs can trade in appropriate Favors to reduce or eliminate the cost of hiring the chefs.  

Alternatively, if the PCs have already won the assistance of the old cook Miyame by sponsoring her granddaughter as a servant, they can enlist her aid to prepare the meal.  Her cooking roll is 9k3 + Free Raise. 

While these chefs are all theoretically up to the task – some, perhaps, a bit more so than others – the PCs will again have to share the secrets of Yoshikazu’s recipes.  Yoshikazu will protest the idea of sharing his recipes with those outside the household, refusing his permission.  Also, in this case, going to the governor will not help – in fact, Doji Mika will not give them permission to hire outsiders at all, since to do so is a loss of face.  PCs who hire a chef anyway, knowing her wishes, will lose 1 point of Honor (2 points for Crane PCs).  The Honor loss for sharing Crane secret recipes with an outside chef will apply regardless, and should be doubled if the PCs are aware of Yoshikazu’s and/or Mika’s wishes.   

Option 3: Cook it Themselves

Most PCs will balk at the idea of cooking the meal themselves.  For one thing, none of them have Craft: Cooking (Craft is a prohibited skill in Heroes of Rokugan) and they are unlikely to have its more elegant counterpart, Artisan: Cooking.  For another, most PCs are probably aware of the Crane Clan’s exacting standards and know they will have a great deal of difficulty measuring up.  These are all significant impediments, but not insurmountable, given the following circumstantial considerations:

· Because Yoshikazu has given them his recipes, all PCs will be considered skilled in their cooking rolls, even if their skill is at Rank 0.  This means their 10’s will explode and they may apply any Free Raises they would be entitled to.

· Because the PCs are familiar with the ingredients from their search, they receive a Free Raise on each of their rolls related to cooking the dinner.

· Some of the courses can be prepared with a skill other than Intelligence/Artisan: Cooking or Intelligence/Craft: Cooking.  Specifically, the Fugu Chirashi can be prepared with a roll of Agility/Knives and the Kuromiso can be prepared with a roll of Intelligence/Medicine (Herbalism).  However, these substitute skills do not gain the Free Raise for knowledge of the ingredients. 

· Many courtier and shugenja characters have abilities to boost skill rolls outside of combat.  Any such relevant abilities will be very useful here.  PCs can also spend Void to temporarily gain a Rank in the required skill.  

· Finally, Seppun Takashi is a very vain young man who will be quite flattered at the thought of prominent samurai cooking for him.  PCs who have spent time speaking with Takashi or getting a read on his personality can roll Awareness/Investigation (Interrogation) at TN 25 to realize this.  If so, clever PCs can arrange to let slip the information on who is cooking via an Awareness/Courtier (Gossip) roll at TN 20.  This will give them an additional Free Raise to any cooking rolls they make, as Takashi’s psychological enjoyment improves his reaction to the food.

Making the Cooking Rolls

Once the work of cooking gets underway, the kitchen becomes almost a jovial place, as the air fills with warmth and good smells, while the cooks shout cheerfully at each other as they go about their tasks.  The pouring rain outside, which grows worse as the afternoon darkens into evening, does not interfere with the upbeat tone.

Regardless of who does the cooking, the roll should not be made until the meal is actually served (in Part Six) – the Crane serve only the freshest of food, and that means it is prepared only at the final moment.

Part Five: Further Complications

Getting the meal cooked is not yet the final problem confronting the PCs and Doji Mika.  As the dinner is nearing completion, Doji Mika will appear at the doors of the kitchen and urgently gesture the PCs into the hallway.  Although her outer appearance remains serene, her posture is tense and the PCs can see panic in her eyes.  “The evening’s entertainment has not arrived,” she says in a tight, brittle voice.  “The storm, apparently.  No actors, no musicians.  We are ruined.”
The bad weather has flooded the streets and temporarily cut off the governor’s residence from the rest of the city.  It is traditional for each meal at a Crane banquet to be accompanied by a unique entertainment, whether a play, a poem, a song, or the presentation of a piece of artwork.  Seppun Takashi is here, waiting to be served a fine feast accompanied by fabulous entertainment.  Instead he is about to be given a make-shift meal with nothing to distract him from its mere adequacy.

Doji Mika will state a sincere willingness to take all responsibility onto herself and even to commit seppuku to atone for this abysmal failure.  She will also express sorrow that this event will surely sabotage Toritaka Tenkei’s efforts to win Imperial support for the Crab Clan. 

If the dinner is not to be a failure, the PCs will have to come to the rescue one more time.  Mika will not ask them to do this – they will have to volunteer it for themselves.  If they do volunteer, Mika will allow a brief expression of relief to cross her face before she regains self-control.  She will tell the PCs that a different artistic presentation is expected with each course, as well as an explanation of the food itself.  That done, she will hurry away to try to keep Seppun Takashi happy until dinner is served.

The PCs will have to decide among themselves who (if anyone) will cook each course, who will introduce the dish, and who will make an artistic presentation during said course.  They may appeal to the various NPCs they have met to help them if they wish.  This will generally require an extremely high roll of Awareness/Etiquette (Sincerity), usually TN 40 or so, but PCs who have established a positive relationship with the appropriate NPC should have their TN lowered commensurately.    

What is an Acceptable Performance?

Obviously, anything covered by Perform skills is acceptable.  Likewise, any piece of art created with the Artisan skills may be presented.  Acting may be used to perform a scene from a popular play (or to play the role of a jester, with entertaining skits).  Storytelling (Poetry) and Storytelling (Oratory) may also be employed to offer poems or stories.  

Creative PCs may realize these are not the only options. A bushi character could perform a kata, for example,  with an Awareness/[Weapon Skill] roll.  Shugenja could perform magical demonstrations or displays of beauty by casting a suitable spell – or as a last resort, casting Summon and rolling Awareness/Spellcraft at TN 25 to persuade the kami to do something visually pleasing.  In general, the GM should be open to innovative ideas from the players.  At the extreme edge of acceptability, a PC who has noted Seppun Takashi’s scathing insults could “perform” by staging a round of Sadane with another player, in which case an Intelligence/Games: Sadane roll would serve as the performance roll.  

Regardless of the performances offered, the GM should award a Free Raise to any player who describes in detail what their character is performing, or two Free Raises for players who go above and beyond to actually create a poem, a drawing, or other presentation.  If a player actually performs their character’s act in person, such as dancing, singing, standing to deliver a poem in a dramatic fashion, acting out a scene from a play, etc., rather than just sitting at the table, a third Free Raise is not out of line.

Some PCs may have certs (Certificates of Honor) which grant them NPC servants or allies of one sort or another, some of whom could potentially have applicable performance skills.  Treat such NPCs as having a base roll of 6k3 in an appropriate skill, higher if the cert describes them as highly skilled or samurai trained.  

Unusual Solutions

Because the lack of entertainment is caused by the extremely inclement weather, some shugenja PCs may be able to offer solutions.  For example, powerful spells might be able to drive away the clouds, or clear the flooding from the streets around the governor’s residence.  The GM should adjudicate such circumstances if they arise, but in general, an intelligent application of suitably powerful magic can allow the scheduled entertainers to arrive and make their performance.  (The PCs may still have to race through the city to let the entertainers know that the roads have been cleared.)  

Part Six: The Dinner

Finally, the time comes to serve the dinner.  Each of the five food courses will follow the same procedure: the cooking roll is made to determine if it is prepared correctly, the PC presenting the course makes an Awareness/Etiquette (Sincerity) roll at TN 20 to describe it in appetizing terms, and the artist (whether PC or NPC) rolls to see how well their performance comes off.  Their skill roll is against a TN of 25, and Know the School: Imperial is applicable to the roll.

· Performances may be done as cooperative rolls if they are done as a group.

· Obviously, whoever cooks a specific course may not perform during that course, and vice versa, though they may assist in later performances and/or dishes.

The cook’s roll on each course is matched against Seppun Takashi’s Perception/Status roll of 8k3 to determine if that course is up to his refined and exacting standards.  If the character presenting the dish makes the Etiquette roll, the cook’s roll gains a Free Raise.  If the artistic performance was successful, the cook’s roll gets another Free Raise.  (PCs may Raise on their performance to award additional Free Raises to the cook’s roll.)   

Each dish which is served successfully is worth 1 point, while each dish which fails (Takashi ultimately beats the cooking roll with his Perception/Status roll) earns no points.  If the PCs lose the roll and the cook rolled three or more 1’s, the dish actually costs the PCs 1 point due to Takashi’s extreme displeasure.  

The total points earned will determine whether the banquet is successful or not (see “Conclusion” for details).  

The Courses

Fugu Chirashi

Using another type of fish requires two Raises on the cooking roll to disguise it.

If the PCs are using a real puffer-fish, not a substitute, they must make at least a TN 15 before applying any Free Raises.  Failure means they have poisoned Takashi.  He is saved by Asahina Toru and lives, but the PCs automatically fail the rest of the adventure.  Warn the PCs of this possibility in advance.  

Mushroom Salad

Using any sort of substitute mushroom requires two Raises to disguise it.  Remember the consequences if the PCs serve the Mushrooms of Void.

Kuromiso

Using any sort of substitute miso paste will require two additional Raises to disguise it.

Zaru Soba

If the PCs are able to use the true extra-thin Imperial noodles, the meal is served normally.  If they specify that only Seppun Takashi gets the Imperial-grade noodles, they get an additional Free Raise on their cooking roll.  Conversely, if they are forced to use thicker normal noodles, Takashi gets a Free Raise on his opposed roll, due to his anger over being served food “fit only for commoners.”  

Sweet Potato Iced Cream

If the PCs wind up serving any other, more mundane, sort of dessert, Takashi gets a Free Raise on his opposed roll.  

NPC Behavior During Dinner

The guests, as mentioned, will include nearly all the NPCs introduced earlier in the adventure.  The GM is encouraged to create role-play scenes at dinner.  Daidoji Eiji will make a point of delivering subtle put-downs against Doji Mika whenever possible (especially if one or more of the dishes are unsuccessful), while Shiba Bunko will sycophantically try to gain Seppun Takashi’s favor in hope of having him patronize her art. Doji Mika will of course do her best to maintain decorum throughout the meal, and she will be supported by her son Doji Kiyoshi, by Asahina Toru, and by Toritaka Tenkei.

The wild card here will be Hoshi O-Hebi, who will demand repeated toasts once the Umeshu is served (see below).  If anyone takes offense at his repeated cries of “kampai!” he will try to exploit his pseudo-monk status to avoid retaliation.  A PC with Status 4.0 or better who points out that he is still a samurai of the Dragon Clan and answerable for his actions will force him to relent, offering a perfunctory apology for his actions.  A PC who is actually a member of the tattooed orders and is Status 3.0 or better can also force him to be quiet.  If the PCs do not control him, his behavior will displease Takashi, costing the PCs 1 point.

The Toasts: Daidoji Umeshu

Once the meal has been served, the Daidoji Umeshu is brought forth and served, with accompanying toasts.  (As mentioned, Hoshi O-Hebi will likely cause problems here.)  Successfully pleasing Takashi with the toasts requires a roll of Awareness/Etiquette at TN 20. 

Once all the Umeshu is drunk, someone must make a Reflexes/Iaijutsu (Strike) roll at TN 30 to successfully cut the bottle without shattering it.  Failing the Iaijutsu roll by 5 or more points shatters the bottle and is considered automatic failure.  Succeeding with the Umeshu is worth 2 points (see the Conclusion).  

Conclusion

Once the dinner ends, the GM should determine how well it impressed Seppun Takashi.  The PCs earn 1 point for every dish where their cooking roll ultimately beat Takashi’s roll.  They lose 1 point for any dish where he won the roll and the cook rolled three or more 1’s.  Successfully serving the Umeshu awards 2 points.  Finally, failing to control Hoshi O-Hebi will cost 1 point.

If the PCs earned 6 or more points:

At the banquet’s end, Takashi stands up.  “Doji-san, you have proven an… adequate… host.  I will look forward meeting with you and your Toritaka guest again.  Perhaps this winter.”  He sweeps out of the room, and Doji Mika favors the PCs with a pleased smile, while Toritaka Tenkei lets out a small sigh of relief.

The PCs have fully succeeded.  Not only will Doji Mika likely receive an invitation to the next Imperial Winter Court, but Toritaka Tenkei has won Seppun Takashi’s favor, an important step for the Crab Clan’s efforts to recover from the recent disasters.  

If the PCs received 4 or 5 points:

In this case, Takashi’s reaction is less positive.  “Doji-san, thank you for your hospitality.  I will be sure to remember every last bit of it during my trip back to the capital.”  As he leaves, Doji Mika is silent, while Toritaka Tenkei shrinks back a little bit.  Although the PCs have avoided Takashi’s outright wrath, they have not won his favor either, and the Crab efforts will have to continue without Imperial support.

If the PCs received 3 or fewer points:

The last cup of umeshu has barely settled on the table before Takashi rises to his feet.  “That’s it?” he sneers, his voice acid with disgust and wrath.  “That is the famed hospitality of the Crane?  I’ve received better receptions from the Kuni in their homelands!  This insult will not be forgotten, Doji-san, nor shall I forget those who stood at your side in this disgrace.”  His eyes rake across the room for a moment before he storms out.  

Late that night, even as the rain continue to fall, Doji Mika will commit seppuku to erase the stain of her shame from the Doji line.  Doji Kiyoshi serves as her second, the rain hiding the tears which stream down his stoic face.  Toritaka Tenkei witnesses the event silently, his blind eyes staring into the rainy night.  The next day he departs, hoping to find help for the Crab Clan elsewhere.
Accusing Daidoji Eiji

Some PCs may try to accuse Daidoji Eiji of sabotaging the governor’s banquet plans.  Unfortunately, they have no real basis for doing so – only suspicions, coincidences, and th testimony of spirits (which is of course inadmissible).  Eiji knows this and will rebut any accusations in a calm, smug, self-satisfied way.  If a PC goes so far as to openly insult or accuse him, Eiji will respond according to their Status: 

· If they have lower Status Rank, he will coldly dismiss them as fools, costing them 5 points of Glory.  

· If they have equal Status, he will sneer that they would be wise to withdraw their insult before he begins to question their honor.  “I am not a man who is found without a champion,” he says.  If the PC does not back down, Eiji will issue a challenge, and the PC gains the Disadvantage Obligation: Duel Daidoji Eiji’s Champion.

· If the PC is of higher Status Rank, Eiji will simply smile and take the insult honorably.  The PC gains Sworn Enemy: Daidoji Eiji.

Rewards for Completing the Adventure 

At the end of the scenario, any PCs with Shadowlands Taint must make a Simple Earth roll with a TN of 5 + (5 x Taint Rank).  If the roll is failed, the PC acquires one additional point of Taint.  

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs score at least 4 points:


+1 XP


PCs score 6 or more points:

+1 XP


Total Possible Experience:

4 XP
Other Awards/Penalties

Crab PCs gain +2 points of Honor if the dinner is completely successful (e.g. they earned 6 or more points).  All other PCs except Cranes gain +1 point of Honor.  (Crane PCs are doing what is expected, after all.)   

If the PCs completely succeeded at dinner, they each earn 2 points of Glory and gain a Favor with the Crane Clan.  They also gain Doji Mika as an Ally (1 point devotion, 3 points Influence).  In addition, all of the PCs who helped in the preparation of the meal gain 1 free Rank in the skill Artisan: Cooking.

If the PCs neither succeeded nor failed (4 or 5 points), they have at least prevented Doji Mika from suffering a complete debacle, and gain a Favor with the Crane.

If the PCs failed (3 or fewer points), they each lose 5 points Glory as everyone tries to forget this horrible embarrassment.  Each PC gains Doji Kiyoshi and Seppun Takashi as Sworn Enemies .

DM’s Aid: NPCs

Asahina Juro: Young Healer

	FIRE 2
	  AIR 3

	
	

	EARTH 2
	WATER 3 

	Willpower 3
	

	VOID 3


TN to be Hit: 17

School/Rank: Asahina Shugenja 2

Honor/Status/Glory: 3.5/2.6 (court shugenja)/1.0

Skills: Calligraphy (Crane Clan Cipher) 3, Courtier 1, Defense 1, Divination 2, Etiquette 2, Medicine 3, Meditation 2, Spellcraft 3, Theology (Fortunes) 3

Spells: Commune, Counterspell, Sense, Summon, (Air 1) Quiescence of Air, Wind-born Slumbers, (Air 2) Benten's Touch, Call Upon the Wind, (Water 1) Path to Inner Peace, (Water 2) Purify Water, Rejuvenating Vapors, (Earth 1) Earth’s Touch.

Advantages/Disadvantages: Social Position (Court Shugenaj)/Soft-hearted

Daidoji Eiji: Cruel Sophisticate

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 2
	WATER 2

	Willpower 3
	Perception 4

	VOID 4


TN to be Hit: 17


School/Rank: Daidoji Trading Council/Doji Courtier 4


Daikoku’s Favor: Add Air Ring to total of all rolls involving Awareness.


Doji Courtier Rank One: Adds twice his Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls. May call on Favor Table (L5R Revised Rulebook, page 126) 5 times a day.


Rank Two: Observe an opponent for one round, spend a Void point, and make an Opposed Awareness roll.  If successful, the opponent must reveal one of their Advantages.  Any time in the next day that the opponent uses this Advantage in a social situation, he gains 3 Free Raises on any Contested Social rolls against him.  (If he already knew the opponent possessed the Advantage, he gets an additional Free Raise.)


Rank Three: Adds twice Honor to all Awareness rolls.  When another person takes an action in his presence, may spend a Void point and make an Awareness/Etiquette roll (at 10 times the target’s Insight Rank) to force the opponent to instead make the action a Test of Honor (but without any Honor gains or losses).


Rank Four: May grant any Allies a total number of Free Raises per day equal to Air on Social Skill rolls made in his presence.  Gains three additional Void points per day, which can only be used to activate Doji Courtier School techniques.

Honor/Status/Glory: 1.3/4.0/2.6

Skills: Calligraphy 4, Commerce 7, Courtier (Gossip, Manipulation) 5, Deceit (Lying) 5, Defense 1, Etiquette (Sincerity) 5, Games: Sadane 3, Games: Shogi 2, Investigation (Interrogation) 4, Lore: Heraldry 3, Lore: History 3, Meditation 1, Storytelling 3, Tea Ceremony 1, Theology 3.

Mastery Abilities: Adds 5 to the total of any Contested Social Skill Rolls he makes.  Free Raise with all skills at Rank 5 or higher. 
Advantages/Disadvantages: Allies (many), Blackmail (many), Gentry, Social Position (Daidoji Trading Council), Wealthy (2 ranks)/Compulsion (Fine Food), Jealousy (Doji Mika) 

Daidoji Bukare, Captain of the Shining Swan
	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 2


TN to be Hit: 21


School/Rank: Daidoji Trading Council/Doji Courtier 2


Daikoku’s Favor: Add Air Ring to total of all rolls involving Awareness.


Doji Courtier Rank One: Adds twice his Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls. May call on Favor Table (L5R Revised Rulebook, page 126) 5 times a day.


Rank Two: Observe an opponent for one round, spend a Void point, and make an Opposed Awareness roll.  If successful, the opponent must reveal one of their Advantages.  Any time in the next day that the opponent uses this Advantage in a social situation, he gains 3 Free Raises on any Contested Social rolls against him.  (If he already knew the opponent possessed the Advantage, he gets an additional Free Raise.)

Honor/Status/Glory: 2.2/2.0/1.9

Skills: Athletics 2, Commerce (Merchant) 6, Courtier 4, Craft (Sailing) 4, Defense 3, Etiquette 4, Kenjutsu 2, Knives 2, Lore (Commerce) 3, Lore (Sailing) 2, Medicine 2, Navigation (Sea) 2, Theology 2. 

Mastery Abilities: Add 5 to the total of any Social Skill Roll.  May declare Full Defense when Initiative is rolled.  Free Raise with Commerce.  

Advantages/Disadvantages: Allies (many), Benten’s Blessing, Clear Thinker, Social Position (Captain of the Shining Swan), Wealth/Dependents (crew of the Shining Swan), Obligations (several), Sworn Enemies (several)
Equipment: Kimono, traveling clothes, wakizashi, tanto, 15 koku. 

Doji Kiyoshi: Noble Son

	FIRE 2
	  AIR 3

	Intelligence 3
	

	EARTH 2
	WATER 2 

	
	

	VOID 3


TN to be Hit: 17

School/Rank: Kakita Artisan (Storytelling) 1

Honor/Status/Glory: 3.5/1.5/1.6

Skills: Artisan: Ikebana 1, Athletics 1, Calligraphy 2, Defense 1, Courtier 3, Etiquette (Conversation) 3, Iaijutsu 1, Kenjutsu 1, Meditation 2, Storytelling (Oratory) 4, Tea Ceremony 2, Theology 2

Mastery Abilities: Adds 5 to the total of any Contested Social Skill Rolls he makes.  

Advantages/Disadvantages: Ally (mother), Cadence, Irreproachable/Can’t Lie, Idealistic

Doji Mika: Governor and Widow

	FIRE 3
	  AIR 3

	
	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 3


	Perception 4

	VOID 3


TN to be Hit: 15

School/Rank: Doji Courtier 3


Doji Courtier Rank One: Adds twice her Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls. May call on Favor Table (L5R Revised Rulebook, page 126) 5 times a day.


Rank Two: Observe an opponent for one round, spend a Void point, and make an Opposed Awareness roll.  If successful, the opponent must reveal one of their Advantages.  Any time in the next day that the opponent uses this Advantage in a social situation, she gains 3 Free Raises on any Contested Social rolls against him.  (If she already knew the opponent possessed the Advantage, she gets an additional Free Raise.)


Rank Three: Adds twice Honor to all Awareness rolls.  When another person takes an action in her presence, may spend a Void point and make an Awareness/Etiquette roll (at 10 times the target’s Insight Rank) to force the opponent to instead make the action a Test of Honor (but without any Honor gains or losses).

Honor/Status/Glory: 4.8/6.0/3.7

Skills: Artisan: Bonsai 1, Calligraphy (Crane Clan Cipher) 3, Commerce 3, Courtier (Manipulation) 4, Etiquette (Conversation) 4, Games: Go 2, Games: Shogi 1, Lore: History 2, Perform: Samisen 2, Storytelling (Oratory, Poetry) 3, Tea Ceremony 3

Mastery Abilities: Add 5 to the total of any opposed Social Skill Roll.  

Advantages/Disadvantages: Allies (many), Bland, Cadence, Social Position (governor), Wealth/Dependent (son), Sworn Enemy (Daidoji Eiji) 

Hiruma Masauji: Retired Sumai Champion

	FIRE 3
	  AIR 3

	Agility 4
	Reflexes 4



	EARTH 4
	WATER 3 

	
	Strength 5

	VOID 3


TN to be Hit: 28

School/Rank: Hida Wrestler 4


Rank One: Add Earth Ring to Jiujutsu rolls, all grappling rolls, and all unarmed damage rolls.  Ignore penalties for Heavy Armor when using Bugei skills.


Rank Two: May spend a Void Point to negate damage with an Earth roll.  Adds School Rank to Earth Ring when resisting Knockdown.


Rank Three: May attack twice per round with Jiujutsu.  If he controls a Grapple at the beginning of his turn, can disarm his opponent as a Simple Action.


Rank Four: When in Attack Posture, gains a bonus to TN to be Hit equal to Reflexes+ Jiujutsu.  This is doubled in Full Defense Posture.  These stack with Defense skill bonuses.

Honor/Status/Glory: 1.9/1.0/5.9

Kata: Stance of the Wall (halve movement, but +5 to TN to be Hit and cannot be flanked, Free Raise to attack those trying to move past you), Striking as Fire (+2 Initiative and +1k0 on attack rolls, but –1k0 on damage rolls).

Skills: Battle (Shadowlands) 2, Courtier 1, Craft: Cooking 5, Defense 4, Etiquette 1, Heavy Weapons (Tetsubo) 3, Hunting 1, Jiujutsu (Sumai) 6, Kenjutsu 2, Knives 3, Kyujutsu 2, Lore: Shadowlands 2, Medicine (Wound Treatment) 2, Meditation 1, Perform: Dance 3, Stealth (Ambush) 3

Mastery Abilities: May enter Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.  When using Jiujutsu, reduce Wound Penalties by Skill Rank.  Add +1k0 to unarmed damage. 

Advantages/Disadvantages: Large 

Hoshi “The Toad” O-Hebi, Perverse Tattooed Man

	FIRE 3
	  AIR 3

	
	

	EARTH 2
	WATER 2 

	
	Perception 3

	VOID 3


TN to be Hit: 

School/Rank: Three Order Tattooed Man 2 


Tattoos: Cat, Toad (treat as Eagle tattoo)

Honor/Status/Glory: 0.5/2.0/1.0

Skills: Artisan: Gardening 1, Athletics 4, Jiujutsu 3, Courtier 2, Deceit (Seduction) 4, Etiquette 2, Investigation 2, Lore: Literature 2, Mediation (Void Recovery) 3, Peasant Weapons 1, Theology 3

Mastery Abilities: Adds +1k0 to unarmed damage.

Advantages/Disadvantages: Luck (rank 2), Social Position (1 rank)/Bad Reputation (lewd), Compulsion (Sake), Lechery (rank 1)

Yoritomo Izanagi: Mantis Trader

	FIRE 3
	  AIR 4

	
	

	EARTH 2
	WATER 3 

	Willpower 3


	Perception 4

	VOID 4


TN to be Hit: 24 

School/Rank: Yoritomo Courtier 3

Honor/Status/Glory: 1.8/2.0/3.0

Skills: Calligraphy 2, Commerce (Merchant) 6, Courtier 3, Deceit (Lying) 3, Defense 2, Etiquette (Bureaucracy) 4, Forgery 2, Games: Go 3, Games: Fortunes and Winds 1, Kenjutsu 1, Sleight of Hand 2, Stealth 2, Storytelling 1

Mastery Abilities: Add +5 to Opposed Social Rolls.  Free Raise with skills at Rank 5 or higher.

Advantages/Disadvantages: Allies (many), Clear Thinker, Crafty, Daikoku’s Blessing, Gentry, Wealth/Dependent (children), Greedy 

Iron Crane Chef
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