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A One-Round Low-Rank Adventure for Heroes of Rokugan (Champions of the Sapphire Throne)
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You are honored to attend the wedding of the heir to the Ikeda family, loyal vassals of the Matsu.  Unfortunately, a tragic event from the past haunts this blessed event, and you may be hard-pressed to keep things from ending in tragedy.

Adventure Summary and Background

Ikeda Akimitsu is the heir to the Ikeda family, a vassal family of the Matsu family.  He has been granted the honor and privilege through political maneuvering of marrying an Otomo bride.  Despite the presence of members of the Imperial family, this event is considered a minor affair, unworthy of the attention of clan daimyo outside of the Lion Clan.  As such, lesser samurai have been sent from throughout the empire to represent their lords at this wedding and present the gifts and well wishes of those unable to attend due to more pressing matters. The PCs are among these, representing their various lords at this wedding.

The wedding is to occur immediately following the Setsuban festival, when it is expected that the few imperial guests to arrive will make their appearance.  In the meantime, the characters and other attendees are offered the entertainment and hospitality of their hosts in the Ikeda family at their summer home in Shiro Matsu.  The wedding is marred by an attempted attack by an apparently crazed (actually possessed) heimin priest.  Further complications occur when Otomo Hisayo, Akimitsu’s bride to be, disappears the night after the characters arrive in the city of Shiro Matsu.  The characters are privately solicited by Akimitsu to assist in finding Hisayo before a major political scandal can result.

As the characters conduct their search, they will find hints that this incident has marks of the past and marks of the spirit realm.  It seems likely that one of two situations has occurred, either Hisayo’s kidnapping or her fleeing her marriage night. However, the truth is stranger than fiction.  Hisayo has been possessed by the insane spirit of Akimitsu’s former fiancé, a kitsune by the name of Chizu.  The Kitsune-tsuki is seeking to find peace for her soul by replacing Hisayo and marrying her true love, despite fate’s intervention.

The story is an unusual one, in that none of the main characters is precisely a villain.  Chizu is the main antagonist, but even she is not without excuse, having been driven insane when her remains were not returned to Chikunshundo properly.  Akimitsu is a legitimately honorable man choosing his duty to family in marrying a woman he does not love.  Hisayo is a woman attempting to obey her duties, entering into what appears to be a pleasant but loveless marriage.  Ultimately, there is no dark secret involved.  The former arrangement of marriage is known.  Chizu was not murdered, but died of fever.  The fates of the three are simply wrapped in unfortunate and tragic events beyond their control.

It is up to the characters to salvage this situation and attempt a best-case scenario, avoiding a political incident that could mar the small vassal family’s standing in court for generations to come.

Adjusting for Party Strength

This is a Low-Rank adventure, and can involve parties of varying capabilities.  The encounters have been optimized for a party of average Rank One.  

Although most of the challenges here are role-play oriented and thus not terribly dependent on party strength, a few changes can be made to adjust the adventure difficulty for high-end parties, as follows:

High End Party (half or more of the characters are Rank Two):

· Seppun Tadashiro is School Rank Three, and has an Earth of 4.  

Introduction  

At the beginning of the scenario, the PCs are traveling to Shiro Matsu to attend the wedding of Matsu (Ikeda) Akimitsu to Otomo Hisayo.  All Clan and Imperial PCs have been sent by their respective daimyo to serve as representatives at this wedding.  Such an assignment is a great honor for young samurai (especially if they are from vassal families or Minor Clans), and they should feel properly grateful for the opportunity to serve their lords so prominently.

Ronin PCs can choose to hire themselves to shugenja or courtier PCs as bodyguards for the duration of the scenario.  If they do not take such an option (or if it is not available), they instead are lucky enough to be invited by Ikeda Taneka, the daimyo of the Ikeda vassal family.  He wants to fill his home for the wedding, believing that the more guests, the more prestige for his small family.  

The journey to Shiro Matsu is uneventful, and the PCs reach the castle on time, right at the start of the Cherry Blossom Festival, a major spring festival which celebrates the cycle of life, death, and rebirth – a suitable context for a wedding.  

The wide rice fields of Lion Clan lands are green with the year’s first planting, peasants toiling silently in the paddies under the warm spring sunshine.  After a long journey, you have finally reached the castle of the Matsu family.  Shiro Matsu’s mighty walls are over a hundred feet high, dwarfing the teeming city below.  Banners hang on poles along the walls, fluttering in the gentle spring breeze.  It would be inappropriate to mention it, but even the harshest Lion or Crab would enjoy this pleasant day, the first day of the Cherry Blossom Festival.

The PCs all have travel papers authorizing their presence here, and are admitted with a minimum of questioning from the Lion troops who watch the gates.


Inside the city, you can see large paper lanterns hanging from all of the buildings, painted in bright colors with kanji of blessings from the Matsu ancestors.    
The Cherry Blossom Festival

If the PCs are unaware of the significance of the Cherry Blossom Festival, a roll of Intelligence/Theology at TN 10 or Intelligence/Lore (History) at TN 15 will remind them that the three-day festival is a celebration of the cycle of life, death, and rebirth, and has been observed since the days of Hantei II (Hantei Genji, the “Shining Prince”) who supposedly found his eternal love Oborozukiyo during a cherry-blossom viewing party.  The festival is considered a time favored for romance and marriage, as well as a good time to pray to the Kami of Agriculture, Kuroshin, whose daughter sometimes descends from the Heavens to inhabit cherry trees.  

Although the Cherry Blossom Festival does not carry the same tradition of peace as the autumn Setsuban Festival, it is still considered quite inauspicious to spill blood during these days of celebration.  The Matsu family, despite its warlike nature, is intensely traditional and reveres the ancient ways of the Empire; all Lion, therefore, go unarmed during the festival except for personal bodyguards, magistrates, and the patrols which ensure law and order.  Those from other Clans who carry weapons openly will be sternly reminded that this festival must be honored and respected, although they will not actually be forced to disarm themselves.  Ill-mannered PCs who disrupt the festival with violence will be taken into custody (overnight at least, assuming no serious harm came about).  Repeated offenses or serious harm/death merit more severe punishments, possibly including execution. 

The City and its Residents

Shiro Matsu is the military heart of the Lion lands, and nearly fifty thousand Lion troops train and base themselves in this city, despite the fact that it is no longer the strategic location it once was.  (The closure of Beiden Pass over three hundred years ago effectively isolated the city in the “empty center” of the Lion territories.)  The Clan Champion Matsu Nimoro resides in the city.  It is a thriving metropolis with over 6,000 commoner residents.

If the characters ask around, they can easily find the following snippets of information.

· Getting directions to the Ikeda household is easy enough – they are vassals of the Matsu, albeit minor ones, and most samurai residents know the way.  Their main residence is a large house on the outskirts of the city.

· Lion bushi in the city will complain to sympathetic ears of harsh new punishments for laxity.  Without a conflict to fight, their warriors are growing soft, and discipline is suffering.  A roll of Intelligence/Lore: History at TN 15 will recall that there is a long-standing debate within the Lion Clan as to whether Shiro Matsu should remain their primary military instillation and capitol.  Without the Beiden Pass’s access to the southern Empire, the value of a heavy military garrison in this location is at best dubious.  So far, however, the Lion Clan’s traditionalism has won out, and Shiro Matsu remains a major military post.

Information on the Wedding and the Ikeda

Some PCs will probably wish to know more about the wedding they are attending, or about the Ikeda family.  

Seeking information on the wedding will require an Intelligence/Courtier roll at TN 15.  A success learns the following (conveyed from a suitable NPC, such as a fellow samurai on his way to the wedding):

· The wedding is slated to occur on the last day of the three-day Cherry Blossom Festival, ensuring that any Imperial guests will be able to arrive from the capital before the ceremony.  

· The groom, Ikeda Akimitsu, is the only son of the aging widower Ikeda Taneka, current daimyo of the family.  Should Akimitsu die without heir, the mantle of Ikeda daimyo would have to pass to a distant cousin of the family.

· The bride, Otomo Hisayo, is a relatively unknown member of the Otomo family, the daughter of a minor functionary in the Imperial court.  Nevertheless, she represents a highly respectable match for the heir of a minor vassal family, and the Lion Clan seems quite pleased with the marriage.

If the PC makes TN 25 or more, the following additional information is acquired:

· There are rumors that the Ikeda family has been cursed in recent generations, with several daimyo losing children or dying young themselves.

· The PCs may catch a murmured mention that this is not young Ikeda Akimitsu’s first attempt at marriage.  However, no further information on this prior, apparently failed, betrothal will be forthcoming.  Nobody really knows anything other than that a previous engagement did occur.   

Characters curious about the Ikeda family’s history can roll Intelligence/Lore: History at TN 15 (TN 10 for Lion, Unicorn, or Crane) to learn the following:  

· The Ikeda are the primary cavalry force of the Lion Clan, and were founded shortly after the return of the Unicorn to the Empire, over five hundred years ago.  A certain Matsu Ikeda was fostered to the Unicorn in order to study their barbaric ways and learn their strange mounted tactics.  After several years he returned to Lion lands and trained Matsu warriors in the Shinjo family’s techniques.  The Emperor was so impressed with the eventual demonstration of the new mounted warfare that he granted Matsu Ikeda the right to form his own family, ensuring his teachings would not to be lost. 

· Despite these prestigious origins, the Ikeda family has never achieved much prominence within the Lion Clan.  To the Lion, cavalry will always be a mere supplement to the true way of warfare, fought by infantry.

Wedding Gifts

Guests at weddings are expected to bring a gift to such an honorable occasion.  The PCs would be aware of this before arrival, of course, and the GM should ask each of them what they are bringing for a gift.  (In most cases, their lord will provide them with any reasonable gift, but ronin PCs will have to rely on their own resources.) PCs who know the history of the Ikeda family will probably realize that a gift related to horsemanship or cavalry warfare would be quite appropriate, but any   gift given with thought and etiquette can work.  The GM should encourage creative role-play in choosing (and later, presenting) these gifts.  

Part One: Arrival at the Ikeda Residence

The Ikeda family’s residence is a large two-story samurai home, surrounded by a wide, expansive walled garden and several other buildings, including an obvious dojo and a large stable.  Polite servants hold open the gates to the residence, and a young man in samurai garb awaits you on front step of the house.  He is fine-boned and has decidedly boyish features.  “Greetings, honored guests,” he says with a bow far above your station.  “You honor my family and my wedding by coming to partake in Lion hospitality.  Please enter and be welcome in our humble home.”  You realize this must be the groom, Ikeda Akimitsu.
This is the proper time for the PCs to present their wedding gifts (if they don’t realize this, have another guest do so as a reminder).  This should, if possible, be role-played out, with Akimitsu properly refusing each gift twice before accepting.  He will be polite and well-mannered in his acceptance of all the gifts, even ones which are poorly chosen or insulting.  

Addressing a member of a vassal family: Normally, members of vassal families are referred to by their larger main family name, since they are in the service of that family and its status supercedes theirs.  Thus, most PCs will refer to the groom as Matsu Akimitsu.  However, Lion PCs are expected to refer to him as Ikeda Akimitsu, since to refer to him as a Matsu is a slight to the superior status of the Matsu family.  Akimitsu will politely correct any mistakes, taking no umbrage.

After the gifts have been delivered, the PCs will be escorted by servants to their rooms in the house.  Unfortunately, due to the large number of people attending the wedding, the guests are forced to “double up” and some PCs may be sharing rooms with each other or with NPC guests.  The Lion are apologetic for this, and do their best to ensure propriety – members of the same Clan are housed together where possible, and women and men are never roomed together.  Otomo Hisayo, the bride, will room alone (except for her heimin handmaidens) until the wedding, although her bodyguard stays in the room next door.  The aged Fox Clan guest, Kitsune Mara, will likewise room alone.    

After a chance to bathe, the PCs and other guests are invited to a modest welcome feast, where they can begin to socialize and make each other’s acquaintance.  The food is not of the highest caliber, but was obviously prepared with considerable care and attention to detail.  

There are several guests in attendance, including all the major members of the Ikeda family, the bride-to-be with her Seppun bodyguard, and minor representatives from the other Great Clans (the marriage of a vassal family heir is not of sufficient note to draw daimyos or other major figures from the other Clans).  

· Full descriptions of all the guests are found in Appendix #1: Guests at the Wedding.  The GM should review that carefully before running this encounter.

Dinner Conversation 

During and after the meal, the PCs will have the opportunity to mingle, converse, and (if they wish) seek favor.  This is a courtly situation, obviously, so militant characters will probably feel themselves to be out of their element, while courtiers will be at home.  If the PCs actively seek to gossip or pick up rumors, they can make an Awareness/Courtier roll at TN 10 to pick up one of the following bits of information (chosen by the GM, based on the PC and who they are speaking with).  Note that some of this duplicates the information which the PCs could have acquired earlier in the city.

· The Lion Clan Champion, Matsu Nimuro, is expected to attend the wedding ceremony itself, as an honor to his loyal vassal family, but will not be present until then.  

· The Otomo family daimyo is rumored to be making an appearance at the wedding ceremony.  This would be most unusual, since he seldom leaves his home.  

· There are rumors that the Ikeda family has been cursed in recent generations, with several daimyo losing children or dying young themselves.  The fact that Akitmitsu is the sole heir to the aging and unhealthy Ikeda Taneka is seen as bolstering these rumors.   

· The Scorpion and Crane guests may draw subtle attention to the fact that this is not young Ikeda Akimitsu’s first attempt at marriage.  However, no further information on this prior, apparently failed, betrothal will be forthcoming.  If a PC makes TN 20 or better on the roll that acquired this rumor, the gossiper mentions a tale that this earlier woman died on the night before the wedding.  No other information is known.  (Obviously, it would be extremely rude to ask the Ikeda about this – PCs should lose Glory for doing such a thing.)     

· Many of the guests have heard rumors that Ikeda Taneka, the Ikeda family daimyo, pulled extensive political strings to get this marriage to go through.

· The Emperor has announced a new Emerald Tournament, to be held next month, and all of the Clans are assembling large numbers of contestants for this prestigious and politically crucial competition.  The Crane, Lion, and Scorpion are generally expected to be the main contenders.

An Evening Announcement

After dinner and a chance to socialize, the guests are informed that a special event will take place in the Ikeda family’s garden.  

Colored paper lanterns are strung between the trees that surround the garden, providing a lovely but slightly eerie light that makes it difficult to see anyone clearly.  The gentle drifts of cherry blossom petals which float through the air make visibility even more uncertain.  Polite low conversation flows between the guests as they speculate about what Ikeda Taneka-sama has planned.  Finally the aged daimyo speaks in a soft, rumbling voice.  

“Friends, brothers, sisters, welcome to my home,” he says with a warm smile.  “It has been far too long since my home has had so many guests.  Tonight, I would like to invite you all to view the lovely blossoms in my garden, and to honor them and our ancestors with the telling of tales.  Our Clan has always placed great value on stories and tales, through which we remember the deeds of the blessed ancestors.”  

“To thank you for your attendance at my humble home, I wish to make this a small contest.  The teller of the best tale will receive from me this fine lantern, brought for the occasion by young Kitsu Mokuna-san. It is said to protect the house which displays it from evil spirits.”  After an appreciative murmur, he continues.  “In honor of the lady Otomo Hisayo, who shall wed my son in two days’ time, I would ask her to choose the topic for this evening’s stories, and to tell the first tale. ”

The young Imperial bows graciously, acknowledging this honor.  She turns to the rest of you, her eyes modestly lowered.  “I am but a young girl of limited skills, and I fear my tale will be a disappointment.  I humbly ask that we tell stories of ghosts, which have always fascinated me.”  There is a slight murmur of surprise through the crowd as she begins.  
The PCs can join in the telling of ghost stories if they wish.  They can roll either Awareness/Storytelling, Awareness/Lore (Ghosts), or Awareness/Lore (History) in order to tell a suitable story.  PCs who role-play their story, or who come up with a creative topic, should be rewarded with one or two Free Raises (as decided by the GM).  In order to “win” the storytelling contest, they will have to beat a TN of 33, which is the highest roll among the NPCs (by Ide Shizuyo), as well as any other PCs.  

Otomo Hisayo will tell a haunting tale of a woman who committed jigai after pining for her lost love.  The woman’s spirit continued to haunt the grove that the two frequented, beckoning any man who passed by.  Those who followed her were never seen again.  The story receives murmurs of appreciation, as it is a properly chilling and memorable tale.  (Any PC who makes a Raw Awareness roll, TN 15, notes the somewhat uncertain looks she receives from several guests, including her betrothed Ikeda Akimitsu.  Her story, and her choice of theme, are both more than a little unusual for a young bride-to-be.)

· If any PC asks Otomo Hisayo afterward why she chose such a theme and story, she will be slightly confused, and confesses she is not sure: “It just seemed to pop into my head, samurai-sama.  I apologize if it displeased you.”  Although she does not realize it, Hisayo is already being influenced by the presence of the kitsune-tsuki spirit.

Kitsu Mokuna goes next, although he refuses any right to the lantern he has brought.  His story is the tale of a samurai fallen in battle who continues to fight on to defend his honor against anyone who happens by the place of his death.  This is fanciful and, to anyone with any knowledge of the subject, completely wrong-headed (ghosts are almost never created in this way, as a roll of Intelligence/Lore: Ghosts at TN 15 can determine). If any PC draws attention to this, he will defensive ely remark, “It is just a story, samurai-sama.”

Mirumoto Hideo offers a tale of a man who was murdered by a jealous rival.  His desire for revenge was so much that he became a gaki, searching for years to find the blood of the man who slew him.  Only when his enemy approached his retirement did the two meet and the ghost achieve its vengeance.  (PCs who roll Raw Perception at TN 15 note that only Doji Inoe seems to find the story at all interesting.)

Ide Shizuyo recounts a surprisingly horrifying tale that she says is a true tale, passed down in her family from someone who knew the sole survivor.  It recounts a Moto patrol in the Twilight Mountains, seeking to take another route while traveling toward the Kaiu Wall.  The group was beset by a strange spirit, something that looked almost like a man, which slew brutally and ferociously, seemingly untouched by mortal weapons or magic.  Only one of the Moto managed to feel, and he retired shortly afterward: his hair had turned as white as a Crane’s, and his body was unnaturally aged by many years.  (A roll of Intelligence/Lore: Crab or Lore: Spirits at TN 25 might recognize that this is a tale of the Shakoki Dogu.)  Shizuyo’s story is told with skill and evokes genuine fear among many of the audience, notably Yasuki Arinori.  The tale’s conclusion brings a nervous silence, followed by polite, muted applause.

Yasuki Arinori follows Shizuyo by telling the story of Passion, one of Iuchiban’s Bloodswords.  Although this is not truly a ghost story, after the Unicorn’s harrowing tale this conventional narrative inspires a general sigh of relief.  Arinori somewhat wears out his welcome, however, by going into some detail concerning the indiscretions of the Crane Champion who fell to the sword’s power and plunged into the sea.  

Unless the characters have a story themselves, there is one remaining tale: 

Kitsune Mara proclaims that she does not wish to be considered for the contest (“Such a lovely gift should be given to the young, not those in their twilight years”) before beginning her tale.  She tells the story of a fox who left the woods because it fell in love with a cat.  The fox perishes to a hunter’s arrow and her spirit haunts the home of the cat because it cannot find the rest of its woodland home and its former love has found another.  The story is surreal in many respects, but the crowd cannot help but be captivated by the power of it. When Mara stops speaking, all are reverently silent for several moments.  

Immediately after this story concludes, have all the PCs roll Raw Perception at TN 25.  With a success, they notice out of the corner of their eyes a ghostly image of a fox with glowing red eyes.  If they look toward it or react to it in any way, they find it is already gone, leaving no prints or signs of its presence.  This was a vision of a Kitsune-tsuki (fox ghost), but can only be identified as such with a roll of Intelligence/Lore: Kitsune (TN 10), Lore: Spirits (TN 20), or Lore: Yorei (TN 20).  

Rewarding the Winner

Ikeda Taneka will gift the lantern to whoever wins the contest (most likely Ide Shizuyo, unless a PC tells a better tale).  The lantern is of fine quality, ribbed with gorgeous sandlewood.  Inside it is a small candle, as yet unused, which gives off a pungent odor.  It was chosen by Kitsu Mokuna because of its supposed mystical properties for defending a home against evil spirits.  A roll of Intelligence/Theology or Intelligence/Lore: Yorei at TN 15 can determine that this is merely popular superstition.  However, a roll of Intelligence/Medicine (Herbalism) at TN 20 will recall that the herbs used in the candle are known to irritate and repel woodland predator-animals such as foxes and wolves.  

Kitsune Mara Approaches a PC

In the aftermath of the storytelling, Kitsune Mara will approach the PC with the highest Honor (unless that PC won the contest, in which case she approaches the second-highest Honor).  The GM should choose in case of a tie.  Mara will tend to prefer deeply religious or priestly characters, and will likely gravitate toward a Fox Clan or Bat Family PC where possible.   

“Good evening,” the wizened old woman says, her face crackling with a broad, kindly smile.  “I hope you enjoyed the stories this evening.  You seem a kind-hearted soul, one with a noble heart.  Take this, for it may be of some aid to you when praying to the ancestors.”  
Mara places a set of prayer beads in the PC’s hand and departs before they can respond.  She seems to almost melt into the crowd, and the PCs will find themselves oddly unable to track her down for the rest of the evening – she always seems to be on the opposite side of the crowd from them, and by the time the guests thin out enough for them to reach her, she has gone to bed.  

The prayer beads are simple and cheap, the sort sold by merchant street-venders.  A PC who examines the kanji printed on them can roll Perception/Theology at TN 15 or Perception/Calligraphy at TN 20 to see that they are a prayer to Inari, fortune of foxes and rice.

Part Two: Unforeseen Portents

Eventually, the evening winds down and everyone retires to sleep.  The PCs are plagued with fitful sleep and bad dreams that are difficult to remember or understand.  They awake to the distinct impression that someone or something is watching them.  If the PCs check on the other guests, they find them to be equally ill-affected, with the exception of Kitsu Mokuna (who seems either impervious or oblivious).

Cleansing the House

The next morning, when the PCs arrive in the main dining room for breakfast, Mokuna greets them with a broad smile, almost a grin.  “Good morning, fellow guests.  I hope all of you had an enjoyable night’s rest.  Perhaps you would care to join me in the blessing and warding of the Ikeda household for the upcoming festivities.  I have been asked to perform this duty today by Ikeda-dono and would appreciate some help.”  He is accompanied by a hunched old man in commoner garb, who Mokuna identifies as Tama, a peasant priest who ministers to the servants here.

Whether or not the PCs choose to assist Mokuna is up to them.  The betrothed couple, Ikeda Akimitsu and Otomo Hisayo, choose to assist.  Hisayo’s Seppun bodyguard remains behind at a soft word from her (clearly believing there is no danger to her in the Ikeda household).  

The ceremony to bless the home and ward it from evil spirits is a common and well-known ritual in Rokugani society (Intelligence/Theology at TN 10 to know this).  If the PCs are all unfamiliar with it, Kitsu Mokuna will happily explain the details (unlike his ignorant fascination with ghosts, he understands this quite well). The ritual involves a thorough cleaning of the home, ceremonially casting the spirits from it by throwing dirt and seed out of the house, and lastly a ritual blessing with a ceremonial wand.  Tama will participate in the ritual alongside Mokuna, although as a commoner he stays behind and to one side of the Lion shugenja.  PC shugenja may participate in the ceremonies as well.   Akimitsu and Hisayo pray reverently throughout the rituals. 

After the ceremony is completed, Kitsu Mokuna begins placing paper wards on the various doors and windows in the house.  PCs who roll Intelligence/Theology at TN 10 will know this is not a normal part of the purification rituals.  If they ask Mokuna about this, he explains that Ikeda Taneka has requested additional protection on the house to ensure that no bad fortune afflicts it during the wedding.  If the PCs ask why Ikeda Taneka wished for this additional protection, Mokuna shrugs amiably.  “I’m afraid that his lordship was rather nonspecific.  He just wished additional protection to be placed.”

Mokuna will allow PCs to examine the wards if they wish.  A roll of Intelligence/Spellcraft at TN 20 (TN 10 for Seppun or Yogo shugenja) recognizes these as minor wards that will only keep mujina and other mischievous spirits at bay – they will not deter a major spirit such as a gaki.  

If the PCs offer to place more powerful wards, or do so on their own, Mokuna will not be insulted.  Rather, he will be interested in their techniques and thanks the PCs for their efforts.  (His fascination with all things related to spirits and ghosts overcomes any possible insinuation that he is incompetent.)  

Tama Goes Berserk

Any PCs who accompany Kitsu Mokuna, Ikeda Akimitsu, and Otomo Hisayo during the rituals of purification should, at the end of that time, roll Raw Perception at TN 15.  Those who succeed notice what is about to occur and may roll Initiative normally.  (Ikeda Akimitsu will make the roll.)  Other PCs will be caught by surprise and will be unable to act until the second round of this incident.  

Otomo Hisayo is speaking with Tama about the rituals and his duties to the servants of the Ikeda household when the old man suddenly utters a wild cry and pulls a knife from his robes.  (A small, ordinary kitchen knife, the sort used for peeling fruits and vegetables, not a fighting dagger.)  He attempts to plunge the blade into her chest.  

· Otomo Hisayo will scream and cower, weeping hysterically.  

· Ikeda Akimitsu will move to place himself between Tama and his betrothed, shouting for Tama to stop.  “What is the meaning of this?  Tama-kun, stop, please!”

· The old man will stab wildly at Hisayo.  If he hits Akimitsu instead, a look of profound horror and madness will come over his face and he will shout “No, not you!” before plunging the knife into his own throat.

· The PCs may act as they see fit.  Lion PCs are likely unarmed (due to the Cherry Blossom Festival); other PCs could be carrying daisho or knives, but not other weapons, and obviously no one is wearing armor.  

· Seppun Tadashiro will burst onto the scene after three rounds of combat, sword drawn.  If Tama is still fighting at that point, he will strike the old man down without hesitation.

If Tama is killed (either by a PC or by his own hand):  Have the PCs roll Raw Awareness at TN 20.  Success indicates that in a brief instant before Tama’s passing, they catch a glimpse of a woman, just out of the corner of their eyes.  The image is gone before they can focus on it.

If Tama manages to strike Hisayo: He will continue trying to stab her, screaming “He is not yours, not yours!” until Akimitsu, the PCs, or Seppun Tadashiro stop him.  

If Tama is disarmed/captured/disabled:  The madness leaves him as quickly as it came, and he begins weeping uncontrollably.  He says he does not understand what came over him – he has served the Ikeda household faithfully for years, and wishes nothing but happiness and good fortune for Ikeda Akimitsu and his bride.  PCs who test his truthfulness with an Awareness/Investigation roll (TN 15) are sure that he does not understand what just happened.  

After the fight, if Tama is not already dead, Seppun Tadashiro will demand appropriate punishment be meted out immediately.  Ikeda Akimitsu will not argue, although he is clearly shocked at the actions of a faithful retainer he has known for years.  PCs who believe that Tama was not in control of his actions can try to argue for mercy, but this will require considerable effort – a well role-played appeal and a roll of Awareness/Courtier at TN 30.  Tadashiro will also not acknowledge the request of anyone who does not have a Status of at least 1.5.    

If the characters manage to spare Tama’s life, Seppun Tadashiro will grudgingly yield to their request, demanding that they pledge their own Honor for Tama’s behavior.  Otherwise, more likely, he will carry out the execution immediately and personally.  Either way, he will stand beside Otomo Hisayo like a hawk for the rest of the day.  

· Otomo Hisayo will claim to have no idea why the old man attacked her (true), and is clearly very upset by the whole experience.  

· Ikeda Akimitsu is equally shaken by the experience.  He says that Tama has served the household for as long as he can remember, and has never done anything wrong or improper.

· If anyone was seriously injured in this incident, Kitsu Mokuna will immediately heal them with his magic.  

Activity Elsewhere in the Ikeda Household

Very little else is occurring in the home of the Ikeda.  If the characters remain, they will soon hear the commotion outside when Tama goes berserk, and can rush out with Seppun Tadashiro to witness the conclusion.  (If none of the PCs were present to intervene in the incident, Tama strikes Akimitsu and then kills himself.)  

The rest of the day will pass without incident – the next major event scheduled is the evening meal, and the PCs are free to speak with other NPCs, visit the city to enjoy the Cherry Blossom Festival, or anything else that might interest them.

Shugenja PCs may wish to query the spirits around the household, in light of the recent peculiar events.  Casting Sense can detect several minor Air and Earth spirits in the house, and a Water spirit in the gardens.  All of these spirits, if Communed, will evince a sense of unease and disturbance, and claim that something “bitter” or “strange” is lurking around the house (although they cannot be more specific).  If a PC specifically asks them about a fox spirit, they will be somewhat confused: “A fox, but not a fox.”  PCs who roll Intelligence/Lore: Kitsune (TN 15), Lore: Spirits (TN 25), or Lore: Yorei (TN 25) after hearing this can recall stories of Kitsune-tsuki, vengeful and bitter fox spirits.    

Seeking Kitsune Mara

Some PCs may wish to speak further with Kitsune Mara, especially after her remarks and actions the night before.  She is staying in one of the guest rooms at the Ikeda household, but if the PCs go there, they will find one of the household servants outside, explaining politely that Mara is indisposed and wishes to rest until the wedding.  (If a shugenja PC offers to heal or otherwise assist her, the servant explains that Kitsu Mokuna already made that offer.  “The lady Kitsune Mara-sama said that there is no treatment for old age, samurai-sama.”)

The PCs can, in theory, attempt to force their way into Mara’s room.  However, this will effectively end the adventure – the Ikeda family will be outraged by this violation of etiquette and immediately expels all the offenders from the house and the city.  If the PCs do manage to get inside before they are caught, they will find the room empty, although Mara’s belongings are still there.  

Speaking with the Ikeda

The PCs may wish to speak with the Ikeda family at greater length, whether about the incident with Tama, the rumors about their family, or the visions which some PCs may have had of the kitsune-tsuki.  

Neither Ikeda Taneka nor his son Akimitsu will admit that there is any trouble with their family (and, in truth, the rumors are somewhat exaggerated).  They will be mildly offended by questions about Akimitsu’s previous betrothal and attempted marriage, considering them to be uncouth delving into something which belongs in the past, and will quickly end any conversation about that topic.  

Both men will be baffled by Tama’s behavior, and mourn the seeming madness which overcame a faithful servant.  

Ikeda Taneka will be quite baffled by any talk of possessions or a fox spirit, and will insist (truthfully) that he has no idea why a spirit might haunt his family.  If the PC seems credible, he will agree to order Kitsu Mokuna to place more protections on the house, but will not take any other action – he does not really believe that there is any danger.

Ikeda Akimitsu will follow the same line as his father, but if the PCs start mentioning foxes, or asking repeatedly about his previous betrothal, he will become uncomfortable and quickly cuts off the discussion.  A roll of Awareness/Investigation at TN 20 can tell that mention of fox-spirits makes him uneasy.    

Speaking with the Servants

Some PCs may decide to question the Ikeda house servants about the recent incidents, especially Tama’s death.  All of them will be deeply upset at the loss of Tama, a local farmer who saw to their spiritual needs for decades, and mourn him quite openly.  

The servants do not believe the Ikeda family has a long-term curse (they know the rumors of past bad fortune are exaggerated).  However, in the year since the death of Akimitsu’s betrothed, rumors of a ghost or haunting have circulated among them.  None of them have any specific evidence of this, just a mixture of superstition and emotional conviction.  

The servants will not speak willingly of the previous betrothal – they do not want to bring embarrassment to their lords – but if the PCs bribe or intimidate them, or are very gentle and persuasive, some of the servants will confess the truth.  Ikeda Akimitsu was betrothed to a maiden of the Fox Clan, but she contracted a fever and died during the Cherry Blossom Festival, right before she was due to marry.   

The Cherry Blossom Festival

PCs who wish to participate in the Cherry Blossom Festival are free to leave the Ikeda house and travel around the city of Shiro Matsu.  Pale pink and white blossoms are floating everywhere, and small crowds of samurai gather in the city’s many gardens to admire the trees.  Kitsu shugenja perform ceremonies and prayers in many locations as well.

If the PCs travel around the city, have them roll Raw Perception at TN 10.  With a success, they notice a commoner man, apparently a laborer, staring at them.  As soon as he realizes they have noticed him, he looks alarmed and hurries away.  

The PCs may give chase, requiring a Stamina/Athletics roll at TN 15 to catch up with the man (otherwise he disappears into the crowded city streets).  If they do catch him, they manage to trap him in an alley.  He bows before them, clearly terrified.  “Please do not hurt me, Samurai-sama,” he begs.  

Once the PCs demand to know why he was staring at them, he confesses quickly (and breaks down weeping if the PCs are brutal or threatening).  His name is Hokui, and he is a simple man, a laborer who lives from day to day.  “I am sorry, samurai-sama, it is just… you came from the Ikeda house.  That place scares me so.  I am terribly sorry, please, please forgive me.”  

The characters can press Hokui for more detail, and he will comply readily.  An Awareness/Investigation roll at TN 10 shows that he lacks the courage or cleverness to lie.  The Ikeda home, he says, is haunted.  There is a spirit of ill-will that visits it during festivals and celebrations, and it has become more aggressive now that a wedding has been announced.  “Everyone knows this,” he claims, and seems surprised that the samurai do not.  He adds that some folk say the evil spirit is the ghost of the young Ikeda-sama’s dead fiancé.  

How the characters react to this is their choice.  The Ikeda themselves are flatly unwilling to speak on the subject (although Akimitsu will be more polite about it than his father).  Both of them clearly find any questions about superstitious commoners (or a dead former fiancé) to be insulting.  

Evening Revelries

Despite the unpleasant business with Tama, the next evening at the Ikeda household is harmonious, filed with quiet and honorable revelry – food, readings of poetry, and toasts to the engaged couple and their families.  

During the dinner and subsequent socializing, if none of the PCs involved themselves with Mirumoto Hideo, they can roll Perception/Courtier (TN 20) to notice that halfway through the evening he and Doji Inoe are no longer present.  They may be found in a secluded part of the garden, speaking quietly.  (For now, their behavior is perfectly honorable – Inoe rebuffs any attempts by Hideo to escalate the relationship to a physical level.)  

The wedding will take place tomorrow evening, the final day of the Cherry Blossom Festival.  The Lion Clan Champion is also expected to arrive that day, an event which clearly fills the Ikeda with delighted anticipation.  Ikeda Taneka in particular is all smiles, brushing aside any talk of the morning’s unfortunate incident and showing complete confidence that nothing can go wrong.  He wishes the guests a healthy night’s sleep and retires early.  His son and Otomo Hisayo likewise retire early, although the guests are free to stay up later if they wish.  

Nighttime Discoveries

It is possible, though not likely, that some PCs may remain awake extremely late at night (after midnight).  In this case, those PCs can roll Raw Perception at TN 20 to notice Otomo Hisayo and Seppun Tadashiro quietly leaving the home together.  They do not seem to be in a hurry, and almost look as though they are going out for a walk.  If the PCs approach them, Seppun Tadashiro will step forward, ordering the PCs to leave them alone, citing his duties to his charge.  PCs who try to follow them stealthily will need to make several successful Opposed Rolls of their Agility/Stealth against Tadashiro’s Perception/Investigation.  

A PC who rolls Intelligence/Courtier at TN 15 can recall that Otomo Hisayo has been known to occasionally take sudden trips to visit local shrines and holy sites.  However, she does not normally do so in the dead of night.  

Part Three: Fox Hunt

Assuming none of the PCs tried to follow Hisayo, they will be awoken in the middle of the night by a gentle taping at their doorframe.  A nervous servant asks them to come to Lord Ikeda Akimitsu-sama’s room.  If the PCs check the time, it is still dark, and the Lady Moon has set, suggesting that it is well past midnight.  The PCs can refuse to answer the summons, of course, but if so they are effectively out of the adventure.  

Ikeda Akimitsu looks harried and distressed.  Beads of sweat glimmer on his forehead and his breathing is forced, as though he had recently been running.  He begins speaking immediately.   “Honored guests, I apologize for interrupting your night’s sleep, but I have an urgent matter that requires immediate attention, and I fear that I have no one left to turn to in this regard.”  He pauses, seeming to grope for words for a moment, then nods to himself and continues.  “I need your help to find my betrothed, Otomo Hisayo-sama.  I fear that she is in great danger.”
Otomo Hisayo and her bodyguard apparently disappeared from the house grounds about two hours ago.  (Some PCs may have witnessed this.)  Akimitsu received word from the servants that she had left, and has already been looking for her in the surrounding neighborhood without success.  (Hence his breathless state.)

The disappearance of a member of the Imperial family in Lion lands would be a massive loss of face for the Matsu family, the Lion Clan, and especially the small Ikeda family… not to mention the inability to complete a prestigious marriage.  With the Lion Clan Champion expected to arrive for the wedding tomorrow, there is little time, and Akimitsu must remain here with his father to supervise the wedding guests.  He wants the PCs to find her and bring her back in time for the wedding.  

· Akimitsu is clearly desperately upset and alarmed about this entire affair, and fears the worst.  The PCs should get the impression that he is at his wit’s end, and asking their help is the only thing he could think of.  

· If the PCs ask how Akimitsu will explain his fiancé’s absence tomorrow, he explains that Otomo Hisayo is known for taking impromptu trips to local shrines.  “I shall say she is undertaking such a trip and will return soon.”

· Akimitsu does not want to involve the local Lion authorities, since that would ensure that Hisayo’s disappearance became public knowledge.  The PCs, as low-ranking visitors, are unlikely to take political advantage of this incident.  

· Akitmitsu claims he does not know why Hisayo has left, and expresses the hope that there might be some harmless explanation (such as a personal emergency).  However, with the wedding due to occur tomorrow evening, he cannot risk waiting to find out.  Any PC who rolls Raw Awareness at TN 15 senses that there is something more that Akimitsu is not saying.       

If the PCs refuse to help, there will be nothing further for them to do during the adventure.  Proceed to the Bad Ending in Part Five: Conclusions.  

The Truth From Ikeda Akimitsu  

Assuming the PCs do agree to help Akimitsu, they will probably have more questions for him, especially if they detected that he was hiding something, or learned the rumors about a failed first marriage and a dead fiancé.

If the characters press Akimitsu politely but firmly, he will quickly “fold” and tell them the full story.  If they are less honorable in their approach, or if they try to talk around the issue, he will be stubborn and argumentative, requiring extended role-play and a roll of Willpower/Etiquette (Sincerity) at TN 15 to wear down his resistance and convince him to tell the tale.  

Regardless, once the PCs convince him to talk, he will let out a long sigh and lower his eyes before speaking.  

“Her name was Kitsune Chizu.  She was the daughter of the local ambassador from the Fox lands.  My father made arrangements for our betrothal immediately after our gemppuku – he considered it a good match, and was anxious for me to be married so that our line might have an heir.  I was not displeased… Chizu-san was beautiful, and she seemed quite happy with the arrangement.  We were to be wed on the last day of the Cherry Blossom Festival, my father always considered that to be the most auspicious of days for a marriage to begin.  A year ago, on the day before we were to be married, she fell ill, a fever our priests and healers were unable to cure. She died on the very day we were to speak our vows.” 

Akimitsu hesitates a moment and then lifts something out of the sleeve of his kimono – a long braid of hair. It is dark red, with a streak of white, and tied together with a bow of green silk.  “This hair was Chizu-san’s. I placed it on her grave, here in Shiro Matsu, a year ago, and visit there when time permits.  Tonight… it appeared in my room.  Please… I do not understand this, but there must be a connection with the lady Otomo Hisayo-san’s disappearance.  Please go quickly and find her.  I fear that she is in grave danger.”  

PCs who listen to this story and defeat Ikeda Akimitsu in an Opposed Awareness roll can tell that, while everything he told them is the truth, he is still holding something back.  If they press him on this, he will insist he has told them everything he can, and urges them once again to begin searching for Otomo Hisayo.  

In point of fact, Akitmitsu does know that Kitsune Chizu was a fox spirit.  However, he swore on his Honor never to reveal this to anyone, and will not reveal it unless tortured nearly to death.  The PCs will have to figure things out the hard way.

Investigations in the Ikeda Home  

PCs who search through the Ikeda house can roll Perception/Investigation or Perception/Hunting (TN 15 for either) to determine that there are no signs of a struggle and no tracks or other obvious clues as to where the two missing samurai went.  Nor are there any physical clues in Otomo Hisayo’s room – her serving maids are asleep, and her belongings are still here.  If the maids are questioned, they know nothing – Hisayo left after they went to sleep.

Searching Nearby

If the PCs emulate Ikeda Akimitsu and search the streets near the home, they can roll Perception/Investigation at TN 10 to discover a doshin (armed peasant) standing guard on a street corner.  Since he is a commoner, Akimitsu ignored him.  The doshin remembers seeing a samurai man and woman pass him, walking together.  They were headed to the west, although he did not follow them and does not know where they ended up.   He also remembers seeing a young Lion samurai searching through the area about an hour later.

Communing with the Spirits

As before, if shugenja PCs wish to investigate magically, casting Sense can detect several minor Air and Earth spirits in the house, and a Water spirit in the gardens.  If a shugenja PC Communes with these spirits, they can confirm that Otomo Hisayo and Seppun Tadashiro left the house together, heading west.  

If a shugenja Communes with the spirits in Seppun Tadashiro’s room, the spirits will mention that Hisayo came to the room to fetch Tadashiro, and that “the woman and man argued” before they left.  

If a shugenja asks any of the spirits a question such as “did the woman’s behavior change,” “did the woman act strangely,” or anything dealing with the presence of other spirits (e.g. “did you see any spirits act here?”), the kami will say that a “strange fox spirit” touched the woman shortly before she left.  If the PCs ask what became of this fox spirit, the kami report that it “disappeared” after it touched her.  This is clear evidence that Hisayo is possessed.

Searching Shiro Matsu

The PCs should realize that they will have to spread their search-net wider if they are to locate Hisayo.  If the PCs search the rest of Shiro Matsu, they can roll Intelligence/Investigation at TN 20 (TN 15 if they specifically search to the western side of the city) to learn that Hisayo and Tadashiro hired a pair of ponies from a stables on the western edge of the city.  The stablekeeper says the two had an argument in low voices, and then rode toward the city’s western gate.    

Ronin PCs and other PCs who associate with less reputable elements of society (such as Scorpion, Mantis, or Tortoise) can also learn this information by visiting local contacts and rolling Awareness/Underworld at TN 15.  

If the PCs simply ask the sentries at the various gates to the city, they can roll Awareness/Investigation at TN 10 to find a guard on the western gate who remembers hearing from the previous shift that a pair of Imperials went out.  If the PCs want, he can awaken the guards from the previous shift, who will confirm that a pair of Imperials, a man and woman, went through the gate and headed toward the Beiden Pass.  The guards did not question them – they were Imperials, after all.  

The Western Road  

The road toward the Beiden Pass is seldom used – the pass was destroyed 350 years ago, and the only reason the road still exists is that the Lion insist on maintaining all roads within their territory.  As a result, it will be relatively easy to follow Hisayo and Tadashiro’s trail, as long as the PCs have a light source (or wait for morning).  A Perception/Hunting roll at TN 10 will do the trick.  If the PCs follow the path at night without a light source, they will need to roll TN 25.  

As the PCs approach the foothills of the mountains, the trail diverges from the main road and follows a secondary track that winds up into the foothills.  Any PC with Way of the Land for the Lion lands, and any other PC rolling Intelligence/Underworld at TN 15 or Intelligence/Lore: History at TN 20 will recognize this as one of the minor paths through the mountains, the so-called “shadows of Beiden,” which are used mainly by scouts and smugglers.  

It will be clear that a pair of ponies has recently taken this path, and the PCs will not need any further skill rolls to follow it.  

Shugenja PCs may be able to find ways to assist in this tracking effort, especially if the rest of the party is lacking in the Hunting skill.  Periodically locating spirits on the road, for example, would allow the PCs to trace Hisayo and Tadashiro’s route from Shiro Matsu to the mountains.  

Part Four: Confrontation

The path crests a low rise, and you find yourselves looking at a small copse of trees nestled into the foothills of the Spine of the World Mountains.  A small stone shrine is located at the base of the largest tree, and kneeling before it is Otomo Hisayo, her head bowed as though in meditation.  

Seppun Tadashiro stands nearby, alert and anxious, one hand on the hilt of his sword.    
Unless the entire party made a concerted effort to avoid notice (a Cooperative Agility/Stealth: Sneaking roll at TN 20), Tadashiro notices them immediately.  He calls out sharply for them to halt and state their business.  

Seppun Tadashiro is tired, confused, and uncertain – the lady Hisayo has ordered him to keep her safe and undisturbed while she prays, but he is aware that she is behaving somewhat oddly.  If the PCs are polite and cautious, they can convince him to back down and allow them to approach Otomo Hisayo.  If they are aggressive or insulting, however, he will immediately attack.  This is a pure role-playing challenge, and the GM must judge how well the PCs are able to deal with Tadashiro, based on the following criteria:  

Positive influences:  

· PCs make it clear they are here on the behalf of Ikeda Akimitsu, who is concerned about the sudden disappearance of Otomo Hisayo.

· PCs emphasize their duty to protect Otomo Hisayo, perhaps pointing out the dangers of bandits in this wild area.

· PCs helped protect Hisayo from Tama’s attack, and remind Tadashiro of this. 

· PCs are unarmed, or have only swords and make sure to avoid touching or drawing them.

Negative influences:

· Any obvious lies.  Tadashiro is confused, but he is also no fool.

· Any mention of fox spirits, possessions, and so forth.  Although Tadashiro knows Hisayo is behaving oddly, he is not about to accept a stranger’s claim that she is spiritually afflicted.

· Any comments that are threatening or overtly rude, or that insinuate Tadashiro is not capable of doing his job.

· PCs carry heavy weapons, wear armor, draw swords, or otherwise seem ready for battle.

· Shugenja PCs begin casting spells without getting Tadashiro’s permission first.  

Fighting Tadashiro

If the PCs are unable to convince Seppun Tadashiro of their good intentions, he will refuse to let them near Otomo Hisayo, and will demand that they leave at once, on pain of death.  Any further argument, and any violent action, will result in an immediate attack.  

Tadashiro does not wish to kill anyone, but will not hesitate to do so if he feels it is necessary.  Since he is probably heavily outnumbered, he will tend to focus on disabling as many opponents as possible as quickly as possible, prioritizing on clearly dangerous enemies.  He will not kill a fallen foe unless they injured Otomo Hisayo.   

Tadashiro Cooperates

If the PCs succeed in convincing Tadashiro to let them approach, they can get close enough to see that Otomo Hisayo is in a deep meditative trance.  Tadashiro explains that she has been like that ever since they arrived here.  He has no idea why she is doing this.  “The lady Otomo-sama does sometimes take it upon herself to go on personal spiritual pilgrimages, but she has never done so in the dead of night before, or left a place where she was an honored guest.”  If the PCs ask whether she gave any reasons, he scowls.  “She said only that a shrine to Lady Kitsune existed just inside the mountains, and she wished to pray there.  I tried to argue her out of it, but she was adamant.”  

Dealing with Otomo Hisayo

Otomo Hisayo will not come out of her trance until midday, even if she is spoken to or gently shaken (Tadashiro, if he lives, will not allow any rougher methods to be used).  A roll of Intelligence/Medicine at TN 15 can tell that she is in some kind of unnatural trance, and suggests that forcing her out of the trance could be dangerous.  A shugenja who casts Sense on her will be able to tell that a powerful Air-related spirit is inhabiting her body.

If the PCs want more information about possession, fox spirits, and related matters, a roll of Intelligence/Theology at TN 15 will inform them that this can be done by a shugenja, or by any devout person who knows the proper prayers.  Blessed items are often of great assistance, especially when dealing with stronger spirits.  The roll will also inform them that it is dangerous to forcibly move or strike someone who is possessed, since this may cause their own soul to lose its weakened contact with its body.  

The Shrine of the Kitsune

The shrine is a small stone construct, about four feet high, and obviously very old and worn, with vines growing around it.  Anyone who sees it and rolls Intelligence/Theology or Intelligence/Lore: Spirits at TN 15 recognizes that it is not actually a shrine at all, but rather a marker warning of a boundary between the world of men and the world of spirits.  A PC who rolls TN 25 or more recognizes that it specifically warns of the spirit realm of Chikushudo, the Realm of Animals.  

Attempting an Exorcism

There are four ways in which Otomo Hisayo may be freed from Chizu’s kitsune-tsuki spirit.  Three of these may be done during combat, allowing the PCs to potentially free Hisayo while they are still battling Tadashiro.  

· Lighting the incense in Kitsu Mokuna’s lantern.  Although the incense has no spiritual attributes, its musky odor has the ability to repel foxes will have an immediate impact on Chizu’s spirit.

· Call on the power of the prayer beads, by holding them and reciting the kanji inscribed upon them (any PC with even a single rank of Theology or Spellcraft will know this is how prayer beads are used).

· A shugenja can attempt to quickly force the fox spirit out by shouting an appropriate incantation.  In order to know the proper incantation, the shugenja must roll Intelligence/Spellcraft at TN 15. In game terms, reciting the incantation is equivalent to casting Commune (Air or Earth) with either two Raises (Air) or three Raises (Earth).  The PC does not gain any benefits from using a scroll.

· Any PC may attempt a longer and more traditional exorcism.  This takes about ten minutes (hence, cannot be done during combat), and requires a Willpower/Theology roll at TN 20.  PCs may combine their efforts and attempt the roll cumulatively if they wish, otherwise each PC must roll separately.  A PC who uses the prayer beads or some similar blessed item in the ritual gains a Free Raise on the roll.   

If Chizu’s spirit is successfully expelled via any of these three methods, the following scene occurs:

Time seems to stagger, the air growing noticeably colder, and a pale light surrounds Otomo Hisayo.  A ghostly form rises from her body, and she slumpos forward to the ground.  The light forms the image of a young girl with a beautiful fox tail appearing out of the back of her kimono.  Tears slide down her glowing cheeks, and a bitter smile twists her lips.  

“I am sorry,” she whispers.  “It was too much, to have died before our wedding night, and then to see him wed so soon.  I could not bear it.  It was selfish of me. Please, tell my love… tell him to see that my braid returns to my home.”  She fades away, thinning into nothing, like a mist.  

PCs who see Chizu’s spirit can roll Intelligence/Theology at TN 20 or Intelligence/Lore (Spirits) at TN 15 to positively identify it as a kitsune-tsuki, an enraged fox spirit.  Also, any PC who rolls Raw Perception at TN 20 immediately after the exorcism notices the old woman, Kitsune Mara, watching from within the trees.  Seven tails wave in the air behind her.  The old woman smiles, bows, and disappears from view.

Seppun Tadashiro will be shocked by this sudden turn of events, but after a moment recovers himself.  If a combat was underway, he immediately steps back, sheaths his sword, and apologizes for any injuries inflicted.  He thanks the PCs for saving his lady from the grip of possession.

Otomo Hisayo will awaken after a few minutes.  She has only a vague, dreamlike memory of events since she retired last night, and is quite apologetic about the trouble she has caused.  She is not completely certain as to what the fox spirit was trying to accomplish, but if the PCs ask her, she thinks for a while and then turns pale.  “I think… it believed that it could take my body forever.”  PCs can confirm that this was possible with an Intelligence/Lore (Spirits) roll at TN 20.

Part Five: Conclusions

If the PCs successfully rescued Otomo Hisayo from her possession, the whole incident is hushed up, with Hisayo and Ikeda Akimitsu maintaining the story that she visited a shrine to prepare for her nuptials.  The Lion Clan Champion, Matsu Nimoro, arrives in early afternoon, offering congratulations to the betrothed couple and the gift of a fine quality set of cavalry weapons (dai-kyu, lance, and naginata) for the groom.

If the PCs inform Ikeda Amikitsu of everything that happened, he listens in silence, then gravely thanks them for their assistance.  He makes arrangements a few days later to have Chizu’s braid returned to the lands of the Fox Clan.

Kitsune Mara is back at the Ikeda residence when the PCs return, and gives no sign that anything unusual has happened.  She politely deflects any questions or speculations by the PCs.  

The wedding is a highly formal affair.  Kitsu Mokuna presides over it with traditional seriousness and grace.  At the completion of the ceremony, Ikeda Taneka speaks, looking tired but also pleased, almost relaxed. “Now that my son Akimitsu is wed, I wish to formally announce my retirement.  Should the new daimyo wish, I will remain for a few years to advise him, but it is time for a new generation to take the reins of our family.  I wish my son well in leading our family to a bright and glorious future.”
Consequences of Combat

If the PCs killed Seppun Tadashiro, but subsequently managed to save Otomo Hisayo from possession, she will use her political influence to help suppress the worst effects of the tragedy.  The PCs suffer a small loss of reputation (lose 2 points of Glory), but nothing crippling.  

If the PCs somehow killed Otomo Hisayo, even by accident, they are in serious trouble.  All PCs gain three full ranks (30 points) of Infamy and acquire the Ikeda family as Sworn Enemies.  

Bad Ending  

If the PCs did not successfully exorcise Otomo Hisayo before midday, she is permanently possessed by Kitsune Chizu’s vengeful spirit.  She will return to the Ikeda house in mid-afternoon, claiming to have been engaged in prayer and contemplation, and closets herself until the wedding.  Unless the PCs can convince Ikeda Akitmitsu of what is happening, the wedding will proceed as planned.  

During the wedding ceremony, however, Kitsu Mokuna will notice something is wrong.  His Kitsu spiritual abilities allow him to detect the presence of a malign spirit, which he immediately reports to his superiors (including the Lion Clan Champion).  The possessed woman is put to death, and Ikeda Taneka commits seppuku to atone for allowing an Imperial to be possessed while under his protection.  A broken Ikeda Akimitsu ascends to the rule of a vassal family which now counts the Otomo among its enemies.

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 rescue Otomo Hisayo:


+2 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

PCs who successfully rescue Otomo Hisayo have gained the gratitude of the Ikeda family, and gain a Favor with the Ikeda.  

Any PCs who are closely tied to the spirit realms (shugenja, Fox clan, Kemari family) gain +1 Honor for putting Chizu to rest. 

Appendix #1: Guests at the Wedding

The Lion Clan  

Ikeda Taneka, daimyo of the Ikeda vassal family.  Taneka is 58 years old, a weary man long past his prime.  He has only one living heir, Akimitsu, and is deeply troubled at the prospect that his family line might die out – he would really prefer to retire to a life of contemplation, but is holding on until his son is safely married.  He has been a soldier since an early gempukku at the age of 14, and has a long and venerated military history.  He will speak to any guests who wish to talk to him, regaling them with lengthy stories of combat (albeit mostly against bandits and other trivial foes – he missed the War of Bleeding Flowers, the last major war in the Empire, by two years).    

School/Rank:  Akodo Bushi 3

Ikeda Akimitsu, heir to the Ikeda family, age 17.  A self-effacing and humble young man, unusual among Lion (especially Matsu).  Akimitsu is self-controlled, genuinely friendly, and kind hearted, and strains to fulfill the great obligations that have been placed upon him since his birth.  He will speak openly with anyone, regardless of station, so long as they show themselves to be polite and honorable.  He is forgiving toward others, but extremely demanding of himself, and carefully hides his sorrow over the loss of his previous fiancé.  He actually likes Otomo Hisayo, but fears his memories of Chizu will always stand between them.  
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TN to be hit:  12 

School/Rank:  Akodo Warden (Entry-Level Path) 



Rolling Thunder: Gains a free raise to attack rolls and +5 initiative against a mounted opponent if on the ground, or against a footman if mounted.

Honor/Status/Glory:  3.5/2.0/1.0

Skills:  Athletics 1, Courtier 1, Defense 1, Etiquette 2, Horsemanship 3, Investigation 1, Kenjutsu 3, Kyujutsu 2, Lore (Kitsune) 1, Lore (Law) 2, Storytelling 1.

Advantages/Disadvantages: Imperial Spouse, Irreproachable (2), Social Position (Ikeda Family Heir)/Idealistic, Lost Love, Unlucky 

Equipment: Daisho, kimono.  As the heir to a minor daimyo, Akimitsu can acquire whatever else he might need with a little warning.

Kitsu Mokuna, Lion Shugenja, age 20.  Mokuna is a young, enthusiastic half-blooded Kitsu, sent to perform the wedding blessings.  (A minor vassal family does not rate anything higher.)  Mokuna a boyish and energetic young man with a deep fascination for the spirits and ancestors, as well as a personal taste for ghost stories.  He does not, however, actually know very much about yorei or gaki (his education has focused on more virtuous spirits) and is something of a sucker for inaccurate ghost stories.  If anyone expresses interest in, or knowledge of, ghosts, he will while away endless hours talking with them.

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 2 

	
	Perception 3

	VOID 2


TN to be Hit:  21 

School/Rank:  Kitsu Shugenja 1



Technique: Affinity for Water, Deficiency for Fire.  May cast Sense and Commune to detect and communicate with ancestors, as well as to detect spiritual or kharmic advantages or disadvantages in others.  This can detect possession but not the Shadowlands Taint.

Honor/Status/Glory:  4.2/1.5/1.8

Skills:  Calligraphy (Lion Clan Cipher) 2, Defense 3, Divination 3, Etiquette 2, Kenjutsu 3, Lore: Ancestors (Lion) 4, Lore: History 4, Meditation 2, Theology (Ancestors) 5

Advantages/Disadvantages:  Benten’s Blessing/Fascination (Yorei), Meddler

Equipment:  Wakizashi, kimono, scroll satchel.  

The Imperial Families  

Otomo Hisayo, Imperial courtier, age 16.  Hisayo is fresh from her gempukku, a shy, quiet, and reflective girl with little real experience in the courts.  She is very religiously devout, even by samurai standards, and often takes impromptu trips to local shrines to pray and purify herself.  Hisayo is resigned to the wedding – she knows it is an honorable match, and finds Akimitsu an admirable young man, but senses that his mind is filled with another woman (Chizu) and fears he may betray or abandon her.    

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 4

	EARTH 2
	WATER 2 

	
	

	VOID 2


TN to be Hit: 12

School/Rank:  Otomo Courtier 1



Rank One: The courtier cannot lose Honor for the Deceit skill unless wishing to do so.  Each successful Deceit against an individual awards a Free Raise on any Contested Social Skill rolls against that target for the next day.  

Honor/Status/Glory:  3.5/2.0/1.0

Skills: Calligraphy 1, Courtier (Manipulation) 3, Deceit (Intimidation) 2, Defense 1, Etiquette (Bureaucracy) 3, Horsemanship 1, Investigation 2, Lore-Law 2, Storytelling (Oratory) 3, Tantojutsu 1, Tea Ceremony 1,  Theology 2.

Mastery Abilities: Adds +5 to total of all Social Skill rolls.    

Advantages/Disadvantages:  Benten’s Blessing, Social Position 1 (Imperial Family Member)/Low Pain Threshold.

Equipment:  Kimono, traveling pack, 25 koku

Seppun Tadashiro, dedicated Imperial bodyguard, age 32.  Hisayo’s yojimbo, a dedicated, humorless man whose whole life is consumed by duty.  He is completely loyal to Hisayo and is familiar with her quirks, having endured them for several years already.  He has a tendency to be somewhat overprotective and smothering toward her.

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	Willpower 4
	

	VOID 3


TN to be Hit:  26 (31 in light armor)

School/Rank:  Seppun Guardsman 2



Rank One: May spend a Void point to re-roll any Test of Honor, as many times as he has Void points to spend.  Adds Honor Rank to total of all attack, damage, and initiative rolls.



Rank Two: During the first round of a skirmish, gains a number of bonus dice equal to Perception.  These may be spent on any roll made that round, including initiative, attack, damage, and defense rolls.  Adds his Earth ring to the total of any roll made to resist disease, poison, or harmful magic.



Rank Three [high-end parties only]: May take an additional action per round (may be used for an attack or a complex action).  Honor bonus from Rank One technique is doubled (two times Honor added to attack, damage, and initiative).

Honor/Status/Glory:  3.4/2.0/2.2

Skills:  Battle 3, Defense 3, Etiquette 3, Hunting 4, Iaijutsu 4, Investigation 3, Kenjutsu (Katana) 4, Kyujutsu 3, Lore (Imperial Families) 2, Theology 1.

Mastery Abilities: Adds +5 to total of any Social Skill roll.  May declare Full Defense when Initiative is rolled.  May focus one additional time in an Iaijutsu duel.  

Advantages/Disadvantages:  Irreproachable.

Equipment: Daisho, light armor, badge of office, kimono, steed (fine Rokugani pony), 20 Koku.

The Crab Clan  

Yasuki Arinori, Crab Clan courtier, age 30.  A blunt, squat, stolid man who looks more like a heimin than a proper samurai.  He has beady eyes and a razor sharp tongue, which he often uses to provide acid commentary on the weaknesses of ‘lesser’ clans (essentially, all clans except the Crab and Lion).  He does have a limited, grudging respect for the Lion Clan, which may explain why he was chosen to attend this wedding.  

	FIRE 2
	  AIR 2

	
	

	EARTH 3
	WATER 2  

	
	Perception 4

	VOID 2


TN to be Hit:  12 (17 in light armor)

School/Rank:  Yasuki Courtier 1



Rank One: In any Contested Social Skill roll, gains one Free Raise for every two Raises the opponent is making.  Adds Water to total of any School Skill rolls.  Does not lose Honor for engaging in trade.

Honor/Status/Glory:  0.4/1.0/2.1

Skills:  Athletics 2, Commerce (Merchant) 4, Courtier 3, Deceit (Lying) 3, Defense 1, Etiquette (Bureaucracy) 3, Kenjutsu 2, Lore (Shadowlands) 2, Stealth 2, Storytelling (Bragging) 1, Underworld 3.

Mastery Abilities: Adds +5 to total of any Social Skill roll.  

Advantages/Disadvantages:  Heart of Vengeance (Crane)/Bad Reputaton (crude), Greedy 

Equipment:  Wakizashi, courtly dress, traveling pack, 10 Koku.

The Crane Clan  

Doji Inoe, Crane courtier, age 20.  A surprisingly plain-faced young woman, privately trained by a lesser-known sensei of the Doji Courtier school.  She is shy and self-effacing, not prone to making a strong impression on others, but always shows the poise and etiquette needed for any given situation.  Inoe is secretly smitten with Mirumoto Hideo, the charismatic Dragon samurai visiting this event, and will try to subtly gain his attention.  However, she is an honorable woman and will keep any romance strictly platonic (much to his disappointment). 

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 2  

	
	Perception 3

	VOID 2


TN to be Hit:  19

School/Rank:  Doji Courtier 1



Rank One: Adds twice her Honor Rank to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favors a number of times equal to Air + School Rank.

Honor/Status/Glory:  2.9/1.0/1.6

Skills:  Artisan (Origami) 2, Calligraphy 2, Courtier (Manipulation) 3, Defense 2, Etiquette (Conversation) 4, Storytelling (Poetry) 2, Tantojutsu 2, Tea Ceremony 3, Theology (Shintao) 2.

Mastery Abilities: Adds +5 to total of any Social Skill roll.  

Advantages/Disadvantages:  Voice

Equipment:  Wakizashi, fine kimono, traveling pack, 15 Koku.

The Dragon Clan  

Mirumoto Hideo, Dragon bushi, age 20.  A stunningly handsome and charming young swordmaster, with as much style and flair as any Kakita duelist.  Hideo knows he is both attractive and skilled, and enjoys the attention this brings him.  A decidedly shallow and unenlightened man, especially for a Dragon, he enjoys showing off, pursuing women (especially attractive women), and being the center of attention.  He is not malicious or aggressive, however, and is good at staying out of trouble.  

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 2

	
	

	VOID 4


TN to be Hit:  26, 32 w/swords drawn (+5 when wearing light armor)

School/Rank:  Mirumoto Bushi 2  



Rank One: When fighting with daisho set (both blades), add 5+School Rank to TN to be Hit.  May substitute Kenjutsu skill for Iaijutsu skill.  Adds Fire Ring to all attack rolls.  



Rank Two: May make an additional attack per round.  Add Earth Ring to TN to be Hit.   

Honor/Status/Glory:  1.9/1.3/3.1

Skills:  Athletics 3, Courtier 2, Defense 3, Etiquette 2, Games (Go) 2, Kenjutsu (Katana) 4, Kyujutsu 3, Lore (Shugenja) 3, Meditation 3, Storytelling 2, Theology (Shintao) 2, Yarijutsu 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  

Advantages/Disadvantages:  Combat Reflexes, Dangerous Beauty/Lechery (4)

Equipment:  Daisho, kimono, traveling pack, 2 Koku.

The Mantis Clan  

Moshi Keiko, shugenja-ko, age 18.  A bright-eyed, eager young woman, Keiko has only recently reached her gempukku and has been sent to Shiro Matsu to replace the previous Mantis enjoy, who retired.  She is peaceful and pacifistic, with an open and cheerful disposition, seemingly making her ill-suited to be an ambassador to the grim warriors of the Lion Clan.  However, this has been less of a problem than one might suppose – indeed, some of the local Lion samurai-ko have taken a protective attitude toward their guest.

	FIRE 3
	  AIR 2

	Intelligence 4


	Awareness 3

	EARTH 2
	WATER 2 

	
	

	VOID 3


TN to be Hit:  12 

School/Rank:  Moshi Shugenja 1  



Technique: Affinity to Fire, Deficiency to Earth.  Spend a Void point to switch Affinity and Deficiency to any elements (except Void) for one day for the purpose of casting spells.

Honor/Status/Glory:  2.2/1.0/1.2

Skills: Calligraphy 3, Courtier 1, Etiquette 3, Defense 1, Divination (Kawaru) 3, Instruction 2, Meditation 2, Spellcraft (Fire) 3, Tea Ceremony 2, Theology (Fortunes) 3.

Mastery Abilities: Adds +5 to total of any Social Skill roll.  

Spells: Sense, Commune, Summon, Counterspell, (Fire 1) Extinguish, (Fire 2), Hurried Steps, Speed of Flame, (Water 1) Purify Water, (Air 1) Quiescence of Air.

Advantages/Disadvantages:  Soft Hearted.

Equipment:  Wakizashi, kimono, scroll satchel, 3 Koku.

The Phoenix Clan  

Isawa Gidayu, Phoenix courtier, age 25.  Gidayu is a haunted, unhappy young man with perpetual shadows in his eyes.  His spirit is tormented by numerous shugenja ancestors enraged at his failure to pursue the path of the spirits and (even worse) that he has been trained by the Asako family.  Gidayu is often distracted and emotionally constrained, worn down by his ancestors’ anger, and despite his best efforts, his diplomatic performance frequently leaves something to be desired.  

	FIRE 3
	  AIR 3

	
	

	EARTH 2
	WATER 2 

	
	

	VOID 2


TN to be Hit:  15

School/Rank:  Asako Courtier 1



Rank One Technique: When making a Contested Social Skill roll that he did not initiate, may roll an additional die for each rank in this School.  

Honor/Status/Glory:  3.4/1.0/1.0

Skills: Calligraphy 2, Courtier (Political Maneuvering) 2, Etiquette 2, Kenjutsu 1, Lore: Heraldry 2, Lore: History (Phoenix) 3, Meditation (Zanji) 3, Tea Ceremony 2, Theology 2.

Advantages/Disadvantages:  Fukurokujin’s Blessing/Coward, Haunted. 

Equipment:  Wakizashi, tanto, kimono, traveling pack, 4 Koku.

The Scorpion Clan  

Bayushi Reiko, Scorpion courtier, age 32.  A severe looking matron, showing the first signs of age despite her aggressive use of expensive cosmetics.  Reiko is vain and outspoken, a hopeless gossip, and the Clan has learned the hard way to use her to spread rumors rather than to find or keep secrets.  She is unwilling to recognize her failures and bridles at getting “petty” assignments such as this wedding.  With her looks beginning to fail, she is also increasingly concerned over her inability to snag a husband.  She wears a silk mask designed to enhance her features rather than conceal them.

	FIRE 3
	  AIR 3

	Intelligence 4


	

	EARTH 2
	WATER 2 

	
	Perception 3

	VOID 3


TN to be Hit:  15

School/Rank:  Bayushi Courtier 2



Rank One: When making a Contested Social Skill roll, gains a Free Raise for every 2 points of opponent’s known Disadvantages (and for every 4 points of unknown Disadvantages).  Any successful Contested Social Skill roll awards a Free Raise on the next Contested Social Skill roll against the same opponent.



Rank Two: Observe an opponent for a single round and make a Contested Awareness roll to learn the target’s lowest Trait, and rank in that Trait.  Raises may be taken to learn additional Traits.  When an opponent uses a Skill or Technique to learn the courtier’s Traits, courtier may spend a Void point to supply false information.

Honor/Status/Glory:  1.8/1.3/2.1

Skills: Artisan (ikebana) 2, Calligraphy (High Rokugani, Scorpion Cipher) 3, Courtier 4, Deceit (Seduction) 4, Etiquette  (Sincerity) 5, Investigation (Interrogation) 2, Kenjutsu 2, Lore (History) 2, Medicine 3, Poison 1, Theology 2.

Mastery Abilities: Adds +5 to total of any Social Skill roll.  Free Raise with Etiquette skill rolls.  

Advantages/Disadvantages:  Blackmail (Several People), Voice/Cruel, Rumormonger

Equipment: Tanto, kimono, traveling pack, 15 Koku.

The Unicorn Clan  

Ide Shizuyo, Unicorn envoy, age 22.  A surprisingly urbane and civilized Unicorn maiden, with an exotic sheen to her skin that makes it difficult to be sure of her age.  She dresses in a simple silk kimono of fine quality.  Shizuyo is polite almost to a fault, sometimes coming off as either spineless or a sycophant.  In reality, it is simply in her nature to be completely polite even to people she despises. 
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	EARTH 2
	WATER 3

	
	

	VOID 2


TN to be Hit:  15 

School/Rank:  Ide Emissary 1



Rank One: Any time an opponent gains a Free Raise against her in a Contested Social Skill roll, she gains a Free Raise as well.  May add twice her Awareness to all Etiquette skill rolls.

Honor/Status/Glory:  2.6/1.0/1.7

Skills: Calligraphy 2, Commerce 3, Courtier (Manipulation) 3, Etiquette (Conversation) 4, Horsemanship 2, Investigation (Notice) 2, Storytelling 2, Theology 2.

Mastery Abilities: +5 to total of any Social Skill roll.  

Advantages/Disadvantages: Balance.

Equipment:  Wakizashi, kimono, steed (Unicorn horse), traveling pack, 10 Koku.

The Minor Clans  

Kitsune Mara, elderly Fox.  Mara appears to be an elderly woman with wrinkled skin and long white hair.  It is almost impossible to tell exactly how old she is, although a guess would put her a decade older than Ikeda Taneka.  Although past the age of retirement, she is apparently still serving her Clan as an advisor, rather than retiring to a monastery.   Despite her age, she is energetic and cheerful, with a ready smile and a twinkle in her eyes.  She has offered to represent the Fox Clan at this wedding in order to spare their busy leaders.  

In actuality, Kitsune Mara is a seven-tailed fox spirit, living out the last years of her ‘mortal life.’  She is familiar with the tragic case of  Kitsune Chizu and hopes to subtly influence events towards a positive outcome.

Statistics for Mara are meaningless.  She is two tails away from being a goddess, and her capabilities are far beyond those of mortals.  If a PC is foolish enough to attack her, she will simply depart and never help the PCs again.  

Heimin 

Tama, peasant priest, age 55.  Tama is a long-standing servant of the Ikeda family, a quiet and contemplative man who carries out his humble duties with dignity and honor.  

	FIRE 1
	  AIR 1
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	Willpower 2
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	VOID 3


TN to be Hit: 5

School/Rank:  Insight Rank 1, no school (Heimin)

Honor/Status/Glory: 2.5/-1/0 

Skills:  Commerce 1, Craft (Farming) 3, Etiquette 2, Meditation 2, Tantojutsu 2, Theology (Fortunes) 3.

Advantages/Disadvantages:  Social Disadvantage (Heimin).

Equipment:  Kitchen knife (0k1), commoner clothing, priests’ robes.

Tears of a Fox’s Heart
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