Retirement

This adventure is designed to run as an Interactive, in essence a LARP (Live Action Role-Playing) event, in which the players portray their characters directly for much of the time.  The total event should, if possible, be run in a five-hour time slot to give the players the maximum time to accomplish their goals.  Running longer than five hours is generally counter-productive, due to fatigue.

Restrictions on Player Actions

During the Interactive, all players and judges should observe the following restrictions and guidelines in order to ensure that the event runs smoothly.  A hand-out sheet has been proved for the judges to ensure that all players know these rules.

· No Touching.  Touching in public is a major Rokugani taboo, and should be observed in play.  Any player who willingly touches another automatically loses a point of Honor.  Repeated offenses can result in the expulsion of the player from the Interactive.

· Resolving Events.  Players should seek, whenever possible, to resolve their interactions through role-play rather than by rolling dice.  If a player absolutely wishes to perform an action that requires rolling dice, s/he should seek out one of the event judges to have their action adjudicated.  

· If you say it, they hear it.  If players do not want other players to overhear their words, they should act appropriately – e.g. hide their mouths, speak in low voices, go into the next room, etc.

· Treaty limitations.  PCs are only empowered to negotiate the specific items on their Clan objective sheets.  They can propose other treaties or agreements to their superiors, but it is the discretion of the Campaign Admin whether any such agreements go forward. 

· You are your character.  All statements and actions are considered to be “in character” unless specifically stated otherwise.

· Status does not always equal Authority.  High-Status player-characters only have authority over other members of their family – they cannot give direct orders to characters from different families in their Clan, although their position still entitles them to respect and deference.

Judges

It is recommended that there should be three judges for the Interactive, a “chief judge” and a “secondary judge.”  In addition, there are three other NPCs who should be played by persons who the judges can trust to handle the roles properly.   

The chief judge should play the role of Miya Shikan, the Imperial Herald, who is here to oversee the arrangement of the bride to the Otomo Daimyo and to partake of the festivities. This judge is in charge of monitoring the overall Interactive, and of resolving any specific actions or plots which the players may put in motion. At the end of the Interactive, the chief judge should compile the results of the event, specifically who wins the right to wed the Otomo Daimyo and who will take control of the trade from the Ivory Kingdoms. 

The secondary judge plays the role of the 10th Dan Go Master Kakita Fujimura (from Unquiet Graves and Winter Court Shiro Hanagensai). Kakita Fujimura is in charge of  organizing the actual Go tournament portion of the Interactive. This will include making paper “chits” with the names of each contestant, drawing them out to create match-ups in the elimination style Go competition, and keeping track of the overall tournament to determine the winner.

The first NPC is Otomo Kazuma, The Imperial Chancellor. Currently the Imperial Chancellor is trying to break the monopoly of power that Miya Shikan holds over the great clans by returning the clans to their traditional state of being, war. In such an instance he believes that the Otomo as the rightful choice, will retake their positions as master manipulators keeping the clans focused on each other. It has been his pressure on the Otomo Daimyo that has forced him to consent to marrying someone and he believes that this is the first step to breaking Shikan’s grip on the Empire. 

The second NPC is Doji Mizuki, 9th Dan Go Master. This woman has a problem, she cannot beat Kakita Fujimara, the current undisputed master of Go. At first this seemed to be little more than a trifling thing, she was after all beautiful and able to have almost anything she wanted. But the sting of defeat weighed heavily upon her. Consistently being referred to as the “second best” player built up her resentment that grew into a burning hatred. Two years ago when it was announced that Fujimara would be playing a Go match with a monk to determine who was the greatest Go player of the age, her anger boiled forth. She poisoned his tea but it was discovered and he did not die, although he did lose the match. Still, his living through the match meant she was considered only the third best Go master in the land. For this reason she has decided that she will compete in the Go Tournament and claim the title of ten Dan Master. As she has realised that she cannot do this fairly, she has decided Fujimara must die in order for her dreams to become a reality.

The third NPC is Kuni Aya, grand-daughter of Kuni Otango, a 2-Dan Go player. She is a slim young woman in her mid teens, with pale skin and long straight hair dropping nearly to her waist. She is very much the opposite of the “Crab cliché” – a delicate, fragile, soft-voiced maiden who is easily upset by violence or even talk of violence. Aya is a visionary, burdened with dark and violent prophetic trances which often disable her for days at a time.  Kuni Aya can make small prophecies about different people during the course of the event (including perhaps a prophecy about the murder attempt on Kakita Fujimura.) and then issue a major prophecy near the end of the Interactive, as follows:

“The blade of hatred has found a new master, and he shall ravage all before him.  He is the hunter and we are all his prey.  None shall stand against him, for Honor has become as nothing, and those who defend the truth are become corrupt, weak and vile and contemptible.  The heavens will bleed, and the Dragons themselves will bow their necks before his power.  All shall fall into ruin, the Great Wall will burn, and the black ships will ravage the sacred city.  Only Honor can change fate, but Honor is dying, a corpse whose stench poisons the heavens themselves.”

Getting Ready 

At the beginning of the Interactive, all players should be given a copy of the Rules for the Interactive sheet, of the “Favors and How to Use Them” sheet, and the Objectives Sheet for their Clan or faction.  They should also be given the appropriate number of Favor tokens, as outlined below.  

Favor Distribution

At the start of play, Favor tokens are given out to each Clan delegation.  The GMs can use colored glass beads, dice, tokens, or even cards from the L5R CCG to represent these tokens.  Each character from a Clan or Imperial delegation should receive one Favor token from their faction (e.g Crab PCs should get Crab Favors).   Characters with Status of 4.0 or better get two tokens. 

The two major NPCs get the following number of tokens: 

•  Miya Shikan: 8 

•  Otomo Kazuma: 8 

Starting Play

Once the players have had time to review their objective sheets, the judges should signify the start of the Interactive.  It should begin with this speech from Kakita Fujimara.

‘I would like to thank my hosts of the Otomo family for allowing me this most special of days. Long have I been plying my craft, playing the treasured game of Go many years. Today I announce my retirement. You have been invited to witness one final tournament where I shall gift the winner with a final game and my most treasured possession. May all those who wish to compete step forward and present their names. To those that shall be watching, enjoy the festivities!’

With that the names of those that wish to compete should have their names recorded and randomly paired for the tournament.

The Plots: The final chance for revenge.

Doji Mizuki, 9th Dan Go master, is here to finally seek her revenge against her rival. Her attempt to have him killed in his match against the monk resulted in failure. While he lost that match her hatred at his living has reached her limits. With this last time to enact her revenge before he goes into retirement, Mizuki will attempt to have him killed before the end of the interactive.

She will attempt to enlist the aid of any Scorpion or Ronin in order for them to kill the 10 Dan Master, offering in return the promise of her friendship and patronage.  Ronin will also be offered 15 koku.  

It is important that she does this before the end of the Go tournament as she cannot face Fujimara in the final match – she cannot stand the thought of losing to him again.

If a player defeats her in the Go tournament (an unlikely prospect but one that may happen) they will gain her as a Sworn Enemy.
Concluding the Interactive

At the end of the interactive, the judges should record the votes of the attending players on the major issue being negotiated here.  Each Clan/Imperial PC gets one vote on each issue, and these votes may be influenced with Favor tokens (as outlined in the sheet on “Favors and How to Use Them”).  Ronin, including Clan/Imperial PCs undergoing musha shugyo, do not get a vote.  

The total vote on these issues (numbers of votes for each faction, not just winners and losers) should be recorded and forwarded promptly to the Campaign Admin at youta@fidnet.com.

Once the vote is completed, the chief judge should allow the players to make any public proclamations or announcements.  

Finally, the chief judge should compile and report any other potential agreements or treaties which the PCs may be offering to their superiors.

All PCs who participate in the Interactive earn 2 XP.  Other Honor, Glory, and Infamy awards may also be made, and the discretion of the judges.  

Crab Clan

With the on coming war with the Scorpion and Hare, it is important that we can garner whatever leverage we can.

Our Candidate for the marriage with the Otomo Daimyo is Hida Meiko, youngest sister of Hida Gojiro.  

A strong girl her strength would help dominate her husband and bring the resources of the Otomo to bear for the Crab.

However while we would love to get this marriage for ourselves we recognise that could be difficult. 

We are prepared to work with the Lion to pursue a larger political goal through the marriage, such as winning the friendship of the Mantis or making sure the Phoenix don’t bail out.

In regards to this the Tortoise’s petition to the Emperor has allowed for a unique opportunity to bring the Mantis closer to us. While the extra resources of the Ivory Kingdoms would be welcome, the friendship of the Mantis or Phoenix would be even more welcome in the months to come.

Crane Clan

It is an interesting time to be a Crane. Our political aspirations had been gaining much status throughout the Empire and with the Marriage of the heir apparent to the Daidoji Daimyo had allowed us a much needed political growth. However with the death of the clan Champion, Doji Sarutomo and the retirement of the pillar of the Crane courtiers, O-Doji Koneko, the clan has been left in a difficult period.

It will be up to you in order to help bring the fortunes of the Crane to the fore once more.

Our Bridal candidate for the Otomo Daimyo is Kakita Saeko, niece of Kakita Saburashi. 

While we would dearly love this marriage for ourselves, reinforcing our long time friendship with the Otomo family, it is more important for us to be looking further afield. Try to use the marriage to try to pull the Phoenix away from the Lion.  If that is not possible, steer it to the Unicorn or the Dragon to reinforce their alliance.

As for the matter of the Ivory Kingdoms trade, It is important that we try to break the stranglehold the Mantis have gained in recent months on the economic stability of the Empire. Better still if the Dragon were to acquire this resource or for us to have it for ourselves. However this must not reinforce an alliance between the Mantis and the Crab or Phoenix.

Dragon Clan

With the ascension of the new Mirumoto Daimyo, Mirumoto Daikabe, our clans fortunes seem to be heading to the way of war.

Our Bridal candidate for the Otomo Daimyo is Mirumoto Namika, sister to the new family daimyo, Mirumoto Daikabe.  

For us it is important that we claim this important marriage for ourselves so as to reinforce the new daimyo’s loudly-proclaimed intentions for war. Our allies with the Crane or the Unicorn may go along way to helping achieve this end, especially the Crane who may finally be ready to go on an offensive with the crumbling of Miya Shikan’s peace.

To this end we are willing to aid them in gaining the wealth of the Ivory Kingdoms away from the Mantis. However so long as the Crab, Lion or Phoenix do not receive this additional income will be more than a fair outcome for us.

Lion Clan
It is a difficult time to be a Lion. With what seem to be enemies set at our doorstep, we are assailed from those wishing to do us harm. But like true Lion we shall defeat our foes, whether on the battlefield or in the courts.

Our Bridal candidate for the Otomo Daimyo is Matsu Shibariko, cousin of Matsu Nimuro, the Clan Champion.  

While our hope to win the marriage for themselves is slim, it is perhaps a greater tool to be used in securing our alliances.

Strangely enough this is also true for the trade with the Ivory Kingdoms. Our wealth has been increased due to our victories in the War of Bleeding Flowers 40 years ago so the extra increase of wealth, while greatly appreciated could be better used to further our political goals.

If our allies within the Crab and/or Phoenix will cooperate it could be the perfect opportunity for the Lion to garner strength for the eventual wars to come. 

We would prefer to get the get the Unicorn to abandon their alliance with the Crane or allow for the Mantis to form an alliance with the Crab or ourselves. 

Failing that, securing the continued alliance with the Phoenix or getting the marriage and/or trade with the Ivory Kingdoms for ourselves or the Crab would be of the paramount importance.   

Mantis Clan

The Mantis have always been the clan of opportunity and this is the perfect time to prove to the other clans the abilities that we can employ in order to achieve our goals.

Our Bridal candidate for the Otomo Daimyo is Moshi Tsikimi, middle daughter of Moshi family daimyo.  (She had four originally.) 

Originally we wanted this marriage for ourselves to strengthen our weak political position.  However the Tortoise and the Tiger have become increasingly more and more persistent at annoying us with their attempts at taking our economic wealth away from us.

To this end we are more than prepared to make whatever deals and promises are necessary in order to keep the trade routes of the Ivory Kingdoms to ourselves. Using our friendship with the Scorpion, the Imperial families and the Crab’s attempts to make friends with us and pull us away from our friendship with the Scorpion we must maintain this stranglehold of the economy.

Under no circumstance are the Tortoise or their allies the Tiger are to secure this prize. Perhaps this attack by the Crab on the Hare has given us the best precedent in years and we will watch what happens with great interest.

Minor Clans

It is a dangerous time to be part of the Minor clans. Already the Major clans have struck out against us. The Badger were attacked by the Dragon and now the Crab move against the Hare. Only the Tiger and the Tortoise seem strong at the moment but even they are under the watchful eye of the Mantis who view them like a hawk.

It is with this in mind that we seek strong allies within the rest of the Minor Clans. If two of the Minor clans are under threat and the rest do nothing it will only be a matter of time before we are the targets of the Great Clans wrath.

Individually we can not offer the mighty Otomo family a bride worthy of their time. Nor can we really hope to gather the support of the Great clans in order to wrest the control of the trade away from the Mantis clan to one of us. But perhaps this could be the time to mend some long broken bridges and perhaps unite once more as they had done so in the past.

For how much longer can they stand alone before they too are swept away in the tide of wars to come.

Phoenix Clan

The clan of peace and harmony have had a difficult time of late. Managing to survive the drought of the previous year by the gracious assistance of the Lion has allowed our people to live where we had been abandoned by the other clans.

With this in mind we have chosen Asako Chiaki, daughter of the Master of Earth to be our bridal candidate for the Otomo Daimyo. 

We would greatly want this for ourselves or our good friends in the Lion clan. However we do not like the way that the Lion have been seduced by the warmongering Crab. The Crab’s attack on the Hare is a violation of the Emperor’s decrees against wars with the Minor clans. To this end we do not want them gaining the marriage for themselves.

Not only this but it is important that the Crab and the Mantis do not keep gaining in friendship. The issue of which clan could end up with the Ivory Kingdoms trade is an opportunity to perhaps break this friendship the Crab and Mantis have develop. Failing that perhaps we could have it for ourselves or the Lion or use it to try and gain some friendship back with the Crane or Dragon.

However under no circumstances, deals or treaties will abandon our alliance with the Lion. Their gesture of good will at their own people’s expense has gained our friendship.  We are, however, more than happy to allow for the Crab to go their own ways from the Lion.  

Scorpion Clan
The Clan of Secrets is seemingly in danger of annihilation by the Crab clan. Things seems to be a terrible position for the Scorpion to be in, but for those who follow this mysterious clan know the all too telling truth: that this is all a part of the Scorpion’s design. 

To this end our Bridal candidate for the Otomo Daimyo is Yogo Atsuko, younger sister of the Yogo daimyo. 

However this is just an elaborate ruse. We do not want the marriage for ourselves as it is truly a position of little consequence but it is important that we make a show of it to give the other clans the comfort of defying and defeating the Scorpion. 

It is important that the clans that are truly warmongering like the Dragon, Lion or Unicorn gain the marriage to facilitate our clans true goals.

This issue of the Ivory Kingdoms trade is an interesting one. While we have facilitated good relations with the minor clans with our defence of the Hare, we do not really want to see a change in the status quo regarding this. The alliance with the Mantis has certianly served our purposes and will continue to do so. However the Crab involvement in the affairs of the Mantis clan have greatly disturbed us. While it is important that Mantis get what they want, the Crab must not be allowed to get the allegiance of the Mantis. Likewise the pacifist Phoenix or the Crane should not be allowed to get the economic advantage.  

Unicorn Clan

In this tumultuous time, the Unicorn must prepare of the unexpected. With the assault of the Dragon on the Badger and now the Crab’s assault on the Hare and Scorpion, it is only a small matter of time before the Unicorn are embroiled in the kind of wars that they have been preparing for years for.

To this end, our Bridal candidate for the Otomo daimyo is Moto Chun-Ya, youngest sister of Clan Champion Moto Temujin.

It is important that we try to get as much out of this as possible. We definitely want the marriage for ourselves and no one else.  The same can be said for the control over the Ivory Kingdoms trade. 

We will make any sort of implied promise, giving the other clans whatever they want to hear if this will achieve our goals.

However we mill not make a public iron-clad commitment to anything. This could make things difficult and once the other clans realise we have no intention of honouring any of the agreements they thought we had made with them, it will be too late…  

Imperial Families – Shikan Loyalists

The servant of the Emperor’s peace has suffered in recent months. With the assault on the Badger by the Dragon and now the imminent war between the Crab, Hare and Scorpion has done much to undermine the good works that Miya Shikan has enacted upon the Empire. 

With the upcoming marriage of the Otomo family daimyo, it is important that the new chancellor is not allowed to succeed in his attempt to subvert the will of the Emperor, that the peace continue as his legacy. To this end, those who have been warlike and barbaric in their machinations must be punished and those who have been supportive of the Peace rewarded.

To this end we will must try to convince the Phoenix and the Unicorn to see the error of their ways and get them to abandon their respective alliances in exchange for the marriage or the Trade with the Ivory Kingdom. 

Failing that, it is important that those clans who have been peaceful and respected the peace be rewarded. Arrange for one of the following clans to receive the blessings that have been offered in the name of peace; Mantis, Crane, Phoenix, Scorpion.  

Imperial Families – Kazuma Loyalists
It is now time for the Otomo to rise to the forefront of the Imperial families again. The assension of Otomo Kazuma, the uncle of our Daimyo and the new Imperial Chancellor, has seen a shift in the political arena into our favour and out of the flawed stranglehold of the Imperial Herald, Miya Shikan.

In a true return to the old ways, it is the Otomo families duty to set the clans against each other with war. If they are focused on each other then they will have no ability to turn on the throne… or us. 

To this end, the marriage of our beloved Otomo Daimyo should be placed in the hands of one of the warlike clans, Dragon, Unicorn, Crab or Lion. Which one of these is left to your capable discretion. 

As to our thought on the Trade dispute, while the trade with the Ivory Kingdoms would serve us well it would be more useful in the hands of those who have an agenda against Miya Shikan. The Mantis seem to have profited greatly through this peace and it is important that they are not allowed to retain it. 

Rules of the Interactive

During the Interactive, all players and judges should observe the following restrictions and guidelines in order to ensure that the event runs smoothly.

· No Touching.  Touching in public is a major Rokugani taboo, and should be observed in play.  Any player who willingly touches another automatically loses a point of Honor.  Repeated offenses can result in the expulsion of the player from the Interactive.

· Resolving Events.  Players should seek, whenever possible, to resolve their interactions through role-play rather than by rolling dice.  If a player absolutely wishes to perform an action that requires rolling dice, s/he should seek out one of the event judges to have their action adjudicated.  

· If you say it, they hear it.  If players do not want other players to overhear their words, they should act appropriately – e.g. hide their mouths, speak in low voices, go into the next room, etc.

· Treaty limitations.  PCs are only empowered to negotiate the specific items on their Clan objective sheets.  They can propose other treaties or agreements to their superiors, but it is the discretion of the Campaign Admin whether any such agreements go forward. 

· You are your character.  All statements and actions are considered to be “in character” unless specifically stated otherwise.

· Status does not always equal Authority.  High-Status player-characters only have authority over other members of their family – they cannot give direct orders to characters from different families in their Clan, although their position still entitles them to respect and deference.

Favors and Gifts: How to Use Them

During this interactive, each member of a Clan delegation receives one or more Favor tokens to use in support of their diplomatic activities.  These represent offering the promise of future political assistance to persuade a samurai from another faction to support you on a specific issue (typically one of the major issues listed on the Clan objective sheets, which are voted on at the end of the Interactive).  You may offer one of your Favors to another character at any time, but must make clear what issue you are asking them to support when you do so.  (Example: “Ah, honorable Crane, surely you can see that the Lion candidate would be the preferable choice.  I can count on your support, I hope?” – offering favor.)    

When someone offers you a Favor, you do not have to accept.  However, refusing is mildly rude, and costs you 2 points of Glory.  If you lose 10 or more points of Glory in this way, you gain 1 point of Honor for every 10 Glory points (rounded up) you lose.   

IMPORTANT EXCEPTION: A character who is two or more Ranks of Status above you can refuse your offer of a Favor without penalty.

If a character accepts a Favor, they are placed under an Obligation to the Clan which gave them the Favor.  This Obligation requires them to vote in the manner that Clan desires on that one issue at the Interactive.   

If a character fails to fulfill their Obligation at the end of the Interactive, they have dishonored themselves by failing to keep their word as a samurai.  They lose the Favor, lose five points (half a Rank) of Honor – a full Rank if their Honor is 4.0 or higher – and gain Bad Reputation: Untrustworthy, with an associated gain of Infamy.

Special Cases

Ronin characters do not get a vote in deciding the major events at the Interactive, so buying them with Favors is unlikely to be useful.

Favors cannot influence high-ranking NPCs such as Family Daimyo and Clan Champions.    

Trading Favors

Once a character has a Favor, they do not have to keep it.  They can choose to trade or gift it to another character.  Such personal trades/gifts do NOT create Obligations, nor do they lift the Obligation on the original character.  

The Empire in 1502 – twenty-first year of the reign of Toturi XII.

Rokugan has enjoyed a long period of peace.  The Shadowlands has not been a threat for nearly a century, since the last so-called “Dark Lord” perished, and the Spider Clan is an ancient shame erased from the official Imperial histories.  Within the Empire itself, the last major war happened over forty years ago – the War of Bleeding Flowers, which pitted the Lion against the Dragon and Crane.  (The Lion won, destroying the Tsume vassal family and crippling the Dragonfly Clan, which was subsequently absorbed by the Dragon.)  In the last twenty-one years there have been no wars at all, due to the relentless campaign of the notoriously anti-war Imperial Herald, Miya Shikan.

The Empire has also enjoyed great prosperity, thanks in part to an expansion of trade with the gaijin peoples.  In particular, the Thrane kingdom has established an extensive trade with Rokugan, and now maintains an ambassador in the capital.  Until recently, this trade was monopolized by the Tortoise Clan, but two years ago the Mantis (who also control trade with the Ivory Kingdoms) persuaded the Emperor to break the Tortoise monopoly.

Crab Clan: The Crab enjoy unusually high military strength, due to the weakness of the Shadowlands and their continuing custom of holding Twenty Goblin Winters every few years (they had another last year).  Due to the current peace, however, they have not gained any political edge from their high military strength.  They were spared from the effects of last year’s drought/famine by the generosity of the Crane Clan.  During the 20 Goblin Winter, their Clan Champion died and was succeeded by his son, Hida Gojiro, “the Beast.”  They are currently fostering the Emperor’s youngest son, Kobe. They are now at war with the Hare and their allies the Scorpion due to the Scorpions insult stemming from their support of the of the Hare.

Good Relations: Lion (loose political alliance), Mantis (trade agreement)

Neutral Relations: Unicorn, Dragon, Phoenix, Crane (non-aggression pact in return for Crane gift of food last year – however, Yasuki issues and other problems simmer beneath the surface) 

Poor Relations: Scorpion (war due to Scorpion support for the Hare), Hare (war over supposed Hare insult to Crab dignity)   

Crane Clan: Over twenty years ago, the Crane Champion died in an epidemic.  Since then, the Clan have been ably guided by his widow, Doji Koneko, called “O-Doji” due to her great political skills.  Unfortunately, since her son Doji Sarutomo became Clan Champion ten years ago, most of her efforts went into counteracting his frequent errors.  A few months ago, Sarutomo mysteriously committed seppuku and Koneko retired, leaving the Clan in the hands of Sarutomo’s widow, Akane, a former Kitsuki. The Clan’s traditional economic dominance has also been eroded by the gaijin trade.  They fostered the Emperor’s son Toturi Hatsu, and more recently arranged the betrothal of the Emperor’s eldest daughter Yukihime to Daidoji Kowaru, the Daidoji family daimyo.

Good Relations: Dragon, Unicorn (defensive military pact)

Neutral Relations: Crab (non-aggression pact in return for Crane gift of food last year – however, Yasuki issues and other problems simmer beneath the surface), Phoenix, Mantis

Poor Relations: Lion (enmity from War of Bleeding Flowers), Scorpion (political power rivalry)
Dragon Clan: The Clan Champion, Togashi Imasu, has made no effort to lead the Clan since his ascension three decades ago, and the Clan’s families have each followed their own paths.  In addition, the tattooed men fissured back into the Togashi, Hoshi, and Hitomi soon after he took power.  There are rumors that the Dragon raided the Badger lands this spring, in retaliation for the murder of one of their sensei two years ago.   

Good Relations: Crane and Unicorn (defensive military pact), Scorpion Clan (loose alliance, despite opposition from Kitsuki family)

Neutral Relations: Mantis, Crab, Phoenix (attempts to improve relations with the Phoenix have been stymied by the Tamori family)

Poor Relations: Lion (enmity from War of Bleeding Flowers), Badger Clan (raid due to death of a Dragon sensei last year)

Lion Clan: The Lion have enjoyed a strong position for the last several decades, due to Miya Shikan’s peace effectively “freezing” their military gains from the War of Bleeding Flowers.  However, two years ago their Clan Champion was assassinated by a Tsume ronin, leaving the Clan in the hands of a fifteen-year-old youth, Matsu Nimoro. They fostered the Emperor’s son Toturi Kobashi, one of the twins whose funeral this is.  The Lion suffered during the drought last year, and shared some of their insufficient food with the Phoenix Clan.

Good Relations: Crab (loose alliance), Phoenix (alliance)

Neutral Relations: Mantis

Poor Relations: Crane (enmity from War of Bleeding Flowers), Dragon (enmity from War of Bleeding Flowers), Scorpion (traditional hostility), Unicorn (traditional distrust of “gaijin barbarians”).

Mantis Clan: Of all the Clans, the Mantis have benefited the most from Miya Shikan’s peace, which has left them free to pursue trade and wealth to the exclusion of all else.  Their only recent brush with war was a crisis with the Scorpion nine years ago, but it ultimately resulted in greatly improved relations with the Scorpion.  The Mantis have fostered one of the Emperor’s sons, Toturi Hizatoru.  Last year they broke the Tortoise monopoly on trade with the Thrane.

Good Relations: Crab (trade agreement), Scorpion (friendship)

Neutral Relations: Crane, Dragon, Lion, Phoenix, Unicorn

Poor Relations: Tortoise/Tiger (trade enmity due Thrane trade)

Phoenix Clan: The Phoenix Clan’s policies are currently dominated by the Jade Champion, Asako Heishi, who is notorious for his obsession with hunting down the all-but-extinct Bloodspeaker Cult.  Much of the rest of the Empire looks down on him, and his Clan, for their obsession with this obsolete threat.  The Clan suffered badly during the drought/famine last year, although aid from the Lion averted the worst consequences. They have been awarded the right to build a shrine to the new Fortune of Peace.

Good Relations: Lion (alliance)

Neutral Relations: Crab, Crane, Dragon (attempts by some Dragons to improve relations have been blocked by the Tamori family), Unicorn

Poor Relations: Scorpion (blocked Phoenix attempts to gain food aid last year)   

Scorpion Clan: The Scorpion have enjoyed an era of significant political influence, due to the Emperor’s late wife having been a Shosuro.  Although this has declined since her death, they remain more powerful politically than their traditional rivals, the Crane.   Their only recent brush with war was a crisis with the Mantis nine years ago, but it ultimately resulted in greatly improved relations with the Mantis Clan.  The Scorpion have fostered one of the Emperor’s younger daughters, Toturi Hisako.  They are now at war with the Crab due to their support of the minor clan of the Hare.

Good Relations: Mantis (loose alliance), Dragon (friendship), Hare (military allies)

Neutral Relations: Unicorn

Poor Relations: Crab (war), Crane (political rivalry), Lion (traditional suspicion), Phoenix (blocked food aid to try to drive them away from the Lion)

Unicorn Clan: The Unicorn are unhappy with the long-standing truce enforced by Miya Shikan, and their Clan Champion, Moto Temujin, has openly voiced his contempt for the Imperial Herald in the past.  The Unicorn enjoy great wealth from their trade with the Senpet peoples, but are politically weak, and long for a return of war to the Empire.

Good Relations: Crane (defensive alliance)

Neutral Relations: Crab, Dragon, Mantis, Phoenix

Poor Relations: Lion (traditional hostility), Scorpion (traditional hostility)

Minor Clans: The Minor Clan Alliance is long gone.  The Fox Clan have regained their independence from the Mantis.  The Bat Clan, however, has been absorbed by the Mantis, and the Dragonfly Clan is now part of the Dragon.  The Tortoise Clan and its ally, the Tiger (former Yotsu family) have great wealth and influence due to their control of the Thrane trade, although their monopoly was broken by the Mantis last year.  The Badger recently suffered a raid from the Dragon.  The Hare Clan have been trying to start their own shugenja school, but conflicting demands from the Crab and Scorpion have led to a war with the Crab.  

Imperials: The Imperials are dominated by Miya Shikan, the Miya family daimyo and Imperial Herald.  The Seppun daimyo is an ineffectual bureaucrat, while the Otomo daimyo is a recluse.  However, the uncle of the Otomo daimyo, Otomo Kazuma, has recently been named Chancellor and is taking steps to counteract Shikan’s power.  The office of Imperial Advisor still exists, but has been empty since the last occupant retired.  

· Kitsuki Jiro – Emerald Champion.  New to his office, and known as arrogant and mercurial.

· Asako Heishi – Jade Champion.  Suffers a poor reputation due to his obsession with the Bloodspeakers.

