Winter Court: Shiro Hanagensai

A One-Round Low/Mid-Rank Adventure for Heroes of Rokugan (Champions of the Sapphire Throne)

by Rob Hobart

You are honored to attend Winter Court in the lands of the honorable vassal family of the Hanagensai.  They will be hosting a Go Tournament, judged by the revered grandmaster Kakita Fujimura... and there may also be the opportunity to marry one of the Hanagensai daimyo’s daughters.  

Adventure Summary and Background

The PCs are attending a minor winter court at Shiro Hanagensai, the castle of a Doji vassal family.  The castle is located in a peaceful valley deep in the Crane lands, where no enemy has ever marched, and the PCs look forward to a winter of entertainment and intrigue.  The highlight of the court is expected to be a major Go tournament, judged by the Crane Clan’s reigning grandmaster, Kakita Fujimura.    

The guests include a number of Go players, among them O-Doji Koneko, the mother of the Crane Clan champion, and Moshi Hinako, the middle daughter of the Moshi family daimyo.  They also include the daughters of the Hanagensai daimyo himself, who is attempting to make a marriage for at least one of them this winter.  The PCs will be embroiled in the efforts of various guests – probably including themselves – to win their hands.  

Unfortunately, an unusual danger will threaten Shiro Hanagensai this winter.  A white tiger from north of the Great Wall of the North mountains has slipped down into Rokugan.  The small, defenseless castle and its unarmed inhabitants soon attracts the cunning, hungry beast.  When a fierce blizzard isolates the castle from outside help, the tiger embarks on a reign of terror against the guests.  It will be up to the PCs to save the day and prevent complete tragedy.

A Note on Go Rankings: Rokugan has developed a ranking system for Go players, similar to that in modern Japan.  Anyone who plays Go competitively (that is, in the various tournaments which daimyo and Clans sponsor) is given a Dan ranking, ranging from 1-Dan (new/beginner) to 10-Dan (grandmaster).  Any PC with at least one Rank in the Games (Go) skill will be ranked as “1-Dan.”  PCs with 3 or more Ranks in the skill will be ranked “2-Dan,” and PCs with 5 or more Ranks will be ranked “3-Dan.”   

Adjusting for Party Strength

This is a Low/Mid-Rank adventure, and thus can involve parties of varying capabilities.  The encounters have been optimized for a party of average Rank 2.  

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 low-end or high-end parties, as follows:

Low End Party (four or more characters are Rank 1):

· The GM may lower TNs for skill and Trait rolls by 5 if it seems appropriate.

· The white tiger has Agility 3, Stealth 3 (total roll 6k3), and rolls 5k3 to attack. 

High End Party (three or characters are Rank 3):

· The GM may raise TNs for skill and Trait rolls by 5 if it seems appropriate.

· The white tiger rolls 7k4 to attack, 6k3 for damage, has an extra 2 Wounds per Rank, and has Stealth of 4, for a total roll of 8k4.

Introduction

The adventure begins at the end of the month of the Boar (December).  The PCs are arriving at Winter Court a few weeks late due to their having attended the Unicorn Clan’s start-of-winter maneuvers (in the adventure “Charge of the Baraunghar”).  

As the adventure commences, the PCs arrive in the village of Hanakyuui-Mura, located at the head of the Okumatte Valley, the home territory of the Hanagensai vassal family.  The village is a small, well-kept community of about 500 people.  A garrison of ten bushi, living in a barracks that bears a closer resemblance to a samurai’s home than a military outpost, watch over the village.  

The head of the garrison, a kindly middle-aged gunso named Doji (Hanagensai) Mateo, greets each guest for the winter with a deep and respectful bow.  “Welcome to the home of the Hanagensai family.  Please, samurai-samas, join us in honoring this family’s traditions of peace and gentility.  I ask that you leave your weapons and armor here, in the care of my bushi, where they will be respectfully tended until the end of winter.  Here in the peaceful lands of the Crane, there is no need for arms.”  

The guards will also ask shugenja PCs to hand over their spell-scrolls for safekeeping, and to make an oath on their honor to not use their magic they are guests at Shiro Hanagensai.  “Our lord’s court shugenja will see to any needs which our guests might have.”
The guards will speak in the politest and most respectful of tones, but they will brook no exceptions, not even from Crane or Imperial PCs.  They are acting on the orders of their daimyo to ensure the peace and tranquility of the Winter Court.  PCs of a dishonorable bent can, of course, evade the guards’ restrictions by concealing weapons or scrolls on their person (the guards will not be so rude as to actually search anyone), although this should cost the PCs at least one point of Honor, more if their Honor Rank is 2.0 or better.

PCs who have mounts will also need to leave them in the village, at the stables.  This is hardly a dishonor to them, since the Hanagensai family’s own mounts are also kept at the same stables.  The chief stable-hand, a kindly old man named Ichezo, is a “horse whisperer” and will show an instant rapport for the PCs’ mounts.  If any of the PCs ride Otaku warhorses, he will be tearfully delighted.  “I am honored, samurai-sama!  I never thought I would live to have the chance to care for one of these magnificent beasts.  Thank you for giving me this opportunity, samurai-sama!”  He bows low to the PCs, tears forming at the corners of his eyes.  

From the village of Hanakyuui-Mura, you walk up the two-mile road to the castle itself.  Shiro Hanagensai is nestled in a shallow valley, ringed by low, rolling hills with small patches of woodlands on their crests.  The valley itself is uncultivated, and the smooth slopes are covered in a beautiful white layer of snow.  Here and there, the yellow-white blooms of winter flowers are visible, poking above the snow cover.  

Any Hanagensai-family PC, and any other PC who rolls Intelligence/Lore: Crane at TN 20 or Lore: History at TN 25 will know that the Hanagensai family are famed for their skill at ikebana (flower arranging) and dedicate their valley to the growing of flowers – all their peasants live outside the valley.  

Ronin PCs

It is very unusual for a ronin to be lucky enough to attend a Winter Court, where they can enjoy a winter in a warm castle with meals and baths provided.  In order for Ronin PCs to play this adventure, they must “cash in” (erase) an Ally or Favor with a Major Clan or Imperial.  If they do not have any such Allies or Favors, they may still attend the Winter Court, but they must accept a 5-point Obligation to the Crane Clan.   

Shiro Hanagensai

Shiro Hanagensai is a broad, low castle which spreads across the front slope of a gentle hill.  In contrast to most Rokugani castles, there is little effort at defensive structures, and the road goes directly into the front gates instead of circling or zigzagging.  The castle has no central tower, and looks more like a huge house of stone than a fortification.  

Within the castle, the most prominent feature is the interior garden, located in the center of the castle.  The once-open roof overhead has been covered over with sheets of the thin gaijin crystal known as “glass.”  This keeps warm air inside the castle and seems to increase the warmth of Lord Sun in some strange way, allowing the garden to prosper even in winter.  The expense of this project was considerable, but it allows the family to raise and display the flowers for which they are famed even in midwinter.  At night, the glass roof allows a beautiful view of the stars (and, sometimes, Lady Moon) overhead.  

The rest of the castle is more conventional in layout.  The ground floor houses the audience halls, dining chambers, meditation rooms, library, baths, kitchen, and other such.  Residential rooms for guests are located mainly on the second floor, while the Hanagensai family and their retainers reside on the third, uppermost floor.

Arrival in the Castle

The gates of the castle are open, and lead directly into a large open-roofed courtyard where servants spring forward to offer the PCs cups of freshly-brewed hot tea. After a few moments to collect themselves and brush the snow off their garments, the PCs are led through an inner gate and ushered into the castle’s main courtroom. There, they find the rest of the guests, as well as the daimyo, Doji (Hanagensai) Shirotaka.

Doji (Hanagensai) Shirotaka is a smooth, elegant man in his forties, with long white hair tied back in a perfect samurai topknot.  His beautiful blue kimono is immaculately tailored, and he carries a large white fan, painted with an image of flowers in bloom, which he uses to make elegant gestures during speech or conversation.     

Since the PCs are arriving late, almost a month into the winter, the daimyo of the Hanagensai will hold a formal “welcoming ceremony” in which he introduces each of the PCs to the rest of the court.  Each PC will be announced by name, and any notable political offices or accomplishments will also be mentioned (Topaz Champion, social position, etc).  If any PCs have ranks in the Games (Go) skill, they will be introduced by their “Dan” ranking, as explained in the GM’s Introduction.  

Once the PCs have been announced, the daimyo introduces each of the other guests at the Winter Court to the PCs.

“As judge of the Go tournament we are hosting this winter, we are honored by the presence of 10-Dan Kakita Fujimura, one of the greatest Go masters in all of Rokugan.  Fujimura has promised that the winner of this tournament will be granted the singular privilege of playing a game directly against him.”

Kakita Fujimura is a serene, dignified man in his fifties, with a long white goatee and moustache.  He carries a beautiful egg-blue fan which he uses to tap his chin when he is thinking.  Although he is clearly a wealthy man, he behaves with great modesty and an almost monastic restraint – his only personal indulgence is a rare, high-quality tea which he always drinks during Go matches.

He is always accompanied by his servant, Eji, a kindly old man who has cared for Fujimura since he was a child.  The relationship between them is respectful and even, by the standards of Rokugan, almost warm.

PCs may have encountered both Fujimura and Eji during the adventure “Unquiet Graves,” and he will react to them according to how well they performed their duties on that occasion.  

“To compete in the Go tournament, we have been honored by the presence of several fine young players from across the Empire.  I present 2-Dan Doji Shumei, 4-Dan Daidoji Reyoku, 2-Dan Yasuki Jin, 4-Dan Bayushi Tsukiru, 2-Dan Moshi Hinako, 3-Dan Shiba Genuji, 3-Dan Ikoma Toya, and from the Brotherhood of Shinsei, a personal student of the honorable Kamato-sensei, 4-Dan Shioku.” 

Doji Shumei is a somewhat plump young man with short hair and a friendly smile.  His father and grandfather were famed Go players, and from earliest childhood his mother has spoiled and cosseted him with the expectation that he will inevitably inherit become a grandmaster.  Despite this, he is not an unpleasant young man, merely a naïve and childishly friendly one.  Nothing bad has ever happened to Shumei in his life, and he takes it for granted that nothing ever will.  As a Go player, he is talented but not especially impressive, and pouts rather openly if he is beaten.

Daiodji Reyoku is a sneering, prideful courtier who epitomizes the very worst of the Crane Clan.  He is handsome in a slim, pouting way, and wears his hair dyed white and very long.  He is vindictive and self-important, and never misses a chance to gibe and harass those he dislikes – a category which includes Lions, Crabs, Unicorns, Minor Clans, ronin, and anyone who defeats him at Go.  He is quite skilled at the game and enjoys not merely defeating but utterly humiliating his opponents.  Away from the Go board, he fancies himself a ladies’ man, and will pay close attention to Moshi Hinako (see below) as well as to any attractive female PCs, while also seeking to court one of the Hanagensai family daughters.

Yasuki Jin is a small, well-dressed Crab diplomat with smooth manners and a knack for commerce.  He usually plays Go with his friend and bodyguard Hida Yohachi (who is not present at the Winter Court) but does occasionally participate in tournaments to test himself against other players.  

Bayushi Tsukiru is a lean, hawk-faced man in his early thirties, with piercing eyes, a receding hairline, and a narrow goatee beard which he tugs at whenever he is thinking.  Unlike most Scorpion, he has no interest in politics, deceit, or blackmail – he is a dedicated Go player, devoting his life to the study and perfection of the game, and dislikes the transient fads, scandals, rivalries and manipulations of the Rokugani courts.  He will spend most of the winter speaking with other players, especially the monk Shioku, whose master Kamoto he greatly admires.  On the other hand, he strongly dislikes Daidoji Reyoku, whose arrogance and petulance he regards as an insult to the game of Go.  If any of the PCs develop an enmity toward Reyoku and show themselves to be dedicated to Go, Tsukiru will try to befriend them, sharing tales of Go games and making observations on strategy.  This will grant the PCs a Free Raise on any subsequent Go games they play.    

Moshi Hinako is the daughter of the Moshi family daimyo, a young woman in her mid-teens with a pretty oval face, dark eyes, a buxom figure, long hair worn unbound, and delicate slim fingers.  Hinako is promised to a man from the Mantis Clan, a cousin of the Yoritomo family daimyo, but the betrothal is not yet official, and she has a flirtatious and playful attitude toward attractive young men.  (Her mother is a close friend of O-Doji Koneko, and has sent Hinako to this court to be under Koneko’s eye – the old woman will swoop in viciously on any man who seems to be responding to Hinako a little too strongly.)  

Hinako is only a moderately skilled Go player but is adept at using her femininity to distract her male opponents.  Away from the Go board, she is friendly and talkative, and enjoys flirtation, poetry, and other distractions of the court.  Despite her behavior, she is a fundamentally honorable young woman and will never actually engage in a casual affair – although, as a passionate youth, she might fall in love with the right (or wrong) person.

Shiba Genuji is a former Phoenix yojimbo who lost his charge, a daimyo’s son, during a bandit attack many years ago.  His own right hand was severed during the attack, which he barely survived.  Although he offered seppuku for his failure of duty, the daimyo refused to accept it, believing that Genuji had done all that any man could do under the circumstances.  Genuji has spent the years since then tormented with guilt and with a sense of his own uselessness (he was right-handed, and could not regain his swordfighting form with only his left hand).  He took up Go initially as a form of mental discipline, but as his skills have improved, he has begun to find it a way to atone for his past mistakes.

Genuji is a grave, serious man in his mid-thirties, with a face creased by old grief and care.  He has neither friends nor wife, considering himself unworthy of either, and always speaks in a soft, constrained voice.  Most PCs will find him emotionally and personally unapproachable, but a PC who has suffered a similar deep loss or tragedy might be able to connect with him. If so, that PC would be rewarded with a strong and lifelong friendship.  

Ikoma Toya is a middle-aged woman with graying hair worn long and lightly-bound at her waist.  She is widow, and enjoys copious free time now that her eldest son has come of age and married.  A cheerful woman with a kindly, almost motherly air, she enjoys offering advice and guidance to younger people.  At the Go board, however, she is a skilled and relentless competitor, and takes a quiet pleasure in her victories.

Shioku is a shaven-head monk in his early twenties, with a slightly plump build and a round, friendly face.  He usually has a placid expression with a vague half-smile, and wanders through the court dispensing the occasional Shintaoist aphorism.  He is gentle and soft-spoken, and never gets excited or loses his temper, even if insulted.  

During Go games, however, Shioku transforms into a fierce and deadly opponent, his face losing its softness as he focuses with predatory intensity on the board.  He will drop out of this persona the moment he stops playing (even for a meal break), which can be quite disconcerting to his opponents.  

“To record the results of our tournament, we are honored by the presence of Otomo Hiroshi, apprentice historian to the Imperial libraries!”

Otomo Hiroshi is a young Otomo courtier who has recently been appointed as a historian.  He is here to record the results of the Go tournament.  Hiroshi is a friendly and honorable young man who wears a formal samurai topknot and a neatly-trimmed goatee. 
“Our other guests, sharing the winter here in the peace and serenity of Shiro Hangensai.  Allow me to present the honorable Kakita Yotai and his wife, Kakita Sensa.”

Kakita Yotai and his wife Sensa are a pair of elegant courtiers, epitomizing the Crane ethic of perfection, beauty, and nobility.  They are both extremely skilled in courtly maneuver, etiquette, and deception.  Their goal here is to win one of the Hanagensai family daughters for their first-born son, Toji, and they will be quite ruthless in pursuing this goal and obstructing or sabotaging any rivals (including poor Suzume Keizo, below).  They are not above employing blackmail and other ruthless methods to meet their goals, and Sensa is willing to engage in seduction as well.  

“From the distant lands of the Crab, we are honored by the presence of the esteemed Kuni Otango, sensei and scholar of the Kuni family, and his granddaughter and ward Kuni Aya.”

Kuni Otango is an older man in his late fifties, with a long graying beard and a balding head.  He walks with a heavy limp, leaning on a walking stick of polished black wood, and speaks in a low, gravelly voice.  His ward, Kuni Aya, 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.  These trances have grown more and more violent and disturbing in recent months, and Otango, her sensei and grandfather, has brought her to the peaceful Crane lands in hopes that the environment will help her overcome her condition.  Neither of them will speak of this to others, but PCs will be able to notice that Otango is very protective of Aya and tries to keep her away from anything violent or disturbing.   

If the total number of contestants in the Go tournament is an odd number (due to the number of PCs participating), Kuni Otango will also compete, and will be introduced with the rank of “2-Dan.”  

“From the Scorpion Clan, the honorable Shosuro Mitaka, cousin to their revered daimyo Shosuro Hido.”

Shosuro Mitaka is a middle-aged man with hair just starting to turn gray.  He is handsome and charming in the manner of a well-kept older man, and enjoys pleasant conversation, philosophical debate, and gazing at beautiful things, whether they be flowers, sunsets, or women.  Mitaka is semi-retired, unwilling to go to a monastery but too old, and too controversial, to continue serving his Clan elsewhere.  The Shosuro have used political influence with the Hanagensai family to shuffle Mitaka off on them for the winter, for they find him an embarrassment due to his quirky opinions.  

Mitaka is the Rokugani equivalent of a philosophical skeptic.  He has no faith in bushido, regarding it as merely a clever intellectual concept.  He is also quite dubious about the existence of ancestors, Fortunes, and other divine beings, pointing out that all such entities could be merely the illusions of skilled shugenja or of human self-deception.  “The Kitsuki have noted more than once that human witnesses, far from being supremely reliable, are in fact very often mistaken, even in matters of simple fact.  And of course men under stress can frequently see things which are not there, as the Crab can attest.  Who is to say that all our visions of gods and ancestors are not self-delusions?”

For all his strange views, Mitaka is a polite and friendly man.  He quietly but deeply enjoys the limited pleasures of daily life (since he suspects there is no other life beyond) and finds courtesy and etiquette quite valuable for helping keep life pleasant.  He never raises his voice or loses his temper, and if a PC becomes angry or confrontational with him, he will change the topic with a smile: “Perhaps we should speak of other things, then. Is not this ikebana arrangement beautiful?”

“From our cousins in the humble Sparrow Clan, the honorable Lord Suzume Takato and his son, Suzume Keizo.”  

Suzume Takato is a short man in his late thirties, with skin tanned and roughened by a life spent outdoors.  His kimono, while well-tailored, is also quite plain.  Although he is a daimyo, he is a humble and restrained man who always speaks in a soft voice.  Takato has called in the few political favors he had in order to attend this winter court, hoping that his son can marry one of the Hanagensai daughters and bring a generous dowry back to their poverty-stricken lands.  

His son Suzume Keizo is a bright-eyed, handsome boy of fourteen, just past his gempukku.  His kimono is of somewhat higher quality than his fathers’ – the family spent what few resources they had making sure he would be well-dressed for winter court.  He takes his duty to court the Hanagensai daughters very seriously, and will treat other suitors as his rivals.  However, due his extreme youth and inexperience, his seriousness sometimes becomes excessive and makes him look foolish.  Like most Sparrow, he is not especially adept in the ways of court, and often ends up speaking at the wrong moment or otherwise committing minor errors.    

“My court shugenja Asahina Hamanada will bring the blessings of the spirits on all of us, as well as assisting anyone who should need to call on the aid of the Kami.”

Asahina Hamanada is an overweight man in his late thirties with a balding pate and plump, pink cheeks.  He is a gourmand and greatly enjoys fine-quality meals, indulging in them at great length.  Unsurprisingly, given this lack of self-discipline, he is a rather inept shugenja, although his education in theology and the ways of the spirits is quite extensive.  When not eating, he enjoys art and literature, and takes pleasure in displaying his knowledge and education, holding forth at length about both spiritual and artistic matters. 

“Last, but certainly not least, the magnificent and venerable O-Doji Koneko has graced us with her presence this winter.”    

O-Doji Koneko, the Crane Clan Matron: The elderly mother of the current Clan Champion, and widow of the previous Champion – she served as regent for fifteen years while her son matured, and is still the “power behind the throne” in the Crane Clan.  She is a decrepit old woman, elaborately made up and dressed, her gray-white hair tied back in an elaborate arrangement.  Her eyes are rheumy, her swollen face sags unevenly, and her mouth contains only a few stubs of teeth.  Despite her outwardly frail appearance, Koneko is very sharp and perceptive.  She has a viperish tongue and an acidic temper, and exploits the deference owed to age to indulge both.    

O-Doji Koneko is bitterly resentful at being stuck in this minor winter court while her “blockhead of a son” is at the Imperial Winter Court making policy for the Crane Clan.  She will not openly slander her son in front of the court, but in more private conversations she will unleash her vitriolic anger.  

The Hanagensai daimyo makes a subtle point by not mentioning Koneko’s companion, the dour and mordent jester Kakita Kumiyuzu.  Kumiyuzu will respond by making a nasty comment: “Crane etiquette remains as scintillating as ever,” and Koneko chuckles and slaps him lightly with her fan.

Kakita Kumiyuzu is a middle-aged jester whose elaborate facial make-up looks almost funereal on his long, horse-like face.  His clothing, wig, and other jester garments are pallid and droopy, and his usual expression is a face-slumping frown.  His voice is harsh and gravelly, the squawk of an angry crow.  All Rokugani jesters are known for being sardonic and sour, puncturing the pretensions of the arrogant and powerful, but Kumiyuzu takes it to an extreme, relentlessly mocking every aspect of bushido, etiquette, samurai behavior, and Rokugani tradition.  For example, if a PC refers to Honor, one of his favorite responses is, “What is Honor?  A word.  What is that word, Honor?  Air.”   Most samurai find him deeply offensive, but he is protected by the approval of O-Doji Koneko, who always laughs and applauds at his gibes, no matter how harsh and malignant.  

Kumiyazu will be a persistent and unpleasant voice throughout the Winter Court, contributing his mordant and belittling comments at every chance he is offered.   

The Daughters

Once he has introduced all the guests, Hanagensai Shirotaka will call fourth his six daughters, lining them up before him to present to the court.  “Allow me to present my precious daughters, samurai-samas.  Yuri, Sumiko, Chihiro, Azuri, Kiyoko, and my youngest, Hanami, who has just passed her gempukku this year.  It would be a great easing to my heart if one of my daughters were to find an honorable husband this winter, one who could provide her with a fine household of her own.  And of course I would offer such a husband a dowry suitable for one of my fine daughters.”  

The six girls bow modestly and scurry away.  With his announcement made, the daimyo proclaims that a grand feast will be held this evening to welcome everyone to Shiro Hanagensai.  In two days, the Go Tournament will commence.

First Dinner

The welcoming dinner that evening is held in the famous indoor glass-roofed garden which is the pride of the Hanagensai family.  

The dinner is a fine one, as magnificent as one would expect from a Crane castle, and accompanied by music. This should serve as a role-playing opportunity for the PCs, interacting with the various guests and catching up on the latest gossip in the Empire.  The following conversational topics will be circulating:

· The Imperial Herald’s new Sapphire Tournaments have been producing unexpected results.  So far, the winners have mainly been Lion and Crab bushi, which was probably not the result that Miya Shikan expected.  The most notorious winner so far has been Hida Hei, labeled “the Brute” after his thuggish victory.  One of his Scorpion opponents was so shaken by the experience of fighting him that he openly complained of pain, even after his wounds were healed by the attending shugenja.  

· There are rumors that a Badger Clan servant murdered a Dragon sensei in Ryoko Owari during the Bon Festival last autumn.  It is widely expected that the Dragon Clan will petition to make war on the Badger in retaliation.     

· The Hanagensai family is somewhat disapproving of the recent alliance between the Crane and the Dragon Clans.  Due to the presence of O-Doji Kenoko, the daimyo will not openly criticize the alliance, but will drop hints that an alliance with a more unified and politically effective Clan (e.g. the Scorpion) would be more fruitful.   

In addition to this general political gossip, the PCs will also be able to observe the following interactions and behaviors by the various NPCs at Winter Court:

· Kakita Yotai and his wife Sensa will spend the evening speaking in glowing terms about their son Toji, while actively “sizing up” any potential competitors for a marriage to a Hanagensai daughter.  

· Shosuro Mitaka and Moshi Hinako will get into a rather spirited discussion of the nature of the Fortunes and Kamis, with Hinako actively (if futilely) attempting to “convert” Mitaka to accepting the glory and benevolence of the Fortunes.  

· Hinako will use this conversation as an opportunity to draw out and flirt with any attractive male PCs, although as usual she will not allow herself to progress past mere flirtation.  

· Daiodji Reyoku will discuss the upcoming Go tournament with relish, clearly anticipating a victory.  Bayushi Tsukiru will be visibly irritated by this and makes a few cutting remarks.  However, both of them will subside when the jester Kakita Kuniyuzu begins mocking them both for their prideful obsession with a “child’s game.”  

· Kuni Aya will be very shy and reserved, blushing and lowering her eyes if any male PC speaks to her. She eats only sparingly, and retires early, complaining of feeling tired.  This will be a very typical behavior pattern for her throughout the winter.    

The Go Tournament

The principle event of the Winter Court will be the Go Tournament.  This will take place over the course of the entire remaining winter (two and a half months).  The GM should intersperse the Go Tournament with the other events of the winter – the courtship maneuvers, Aya’s vision, and the depredations of the white tiger.  The final match of the Go Tournament should be the conclusion of the adventure, taking place after all other problems and challenges have been resolved.  

The initial “round” of the Go Tournament consists of each contestant playing a series of five games against random opponents, chosen by the tournament judges (Kakita Fujimura and O-Doji Koneko).  The GM can cut up and use the competitor list in Handout #1 to create pairings for this and later rounds of the tournament.  Players cannot face the same opponent more than twice.  The players roll Awareness/Games: Go, with the higher roll victorious.  This is not considered to be a Social Skill roll, so techniques which apply to such rolls do not help.  (For the sake of time, the Handout has each competitor’s skill roll in Awareness/Games: Go.)

Fujimura and Koneko will closely observe all the games.  Fujimura generally remains silent, sipping his tea and watching the games attentively without ever showing excitement, and offering a polite bow and “well done” to the winner.  Koneko, by contrast, is much more vocal (in part because age and ill health makes her cranky and uncomfortable while watching the long games), offering biting criticism of any poor play and only grudgingly praising a skillful game.    

After these initial games, all competitors with winning records (at least 3 wins out of 5 games) will advance to the second part of the tournament, which will consist of random pairings in elimination matches.  A player cannot be chosen twice in a row unless there is no other choice, but otherwise the pairings will be completely random, continuing until only two players remain.  Each individual match will be separated from the next by a few days, allowing plenty of time for discussion and anticipation.  

As before, Fujimura and Koneko will observe all the games.  The players who are not participating in a particular match will often watch the games as well, in order to gain insight into the game and their potential opponents.  Evenings are often spent discussing the most recent game, and the courtiers who are not competing will often entertain themselves with sessions of Sadane (biting impromptu criticism) on the Go competitors and their quality of play.  

Cheating?

The only NPC competitor who might consider employing dishonorable methods during the Go tournament is the arrogant and vindictive Daidoji Reyoku.  

If someone defeats Reyoku at any time during the tournament, he will try to secretly arrange for that competitor to be sabotaged in a later game.  He may  also attempt to sabotage Doji Shumei over the courtship competition (see below).  Reyoku’s preferred method will be to recruit a Scorpion (or other dishonorable/slimy) PC to drug the competitor’s food and drink, making it difficult for them to focus on their play (effectively a +5 TN penalty on their rolls).  Of course, this will depend on the availability of a sneaky, dishonorable PC willing to undertake such a task.  

· Engaging in such sabotage costs the PC 2 points of Honor.  The PC also gains a 1-point Blackmail against Daidoji Reyoku.

· If the PC refuses his request, Reyoku will pretend that his request was misunderstood, and will avoid that PC thereafter.  

It is possible that a PC might also decide to cheat in the tournament, most likely by sabotaging an opponent.  In general, this will require that the PC either commit the sabotage in person, or recruit another PC to do so.  Committing such dishonorable acts should cost all involved at least 2 points of Honor.  

In either case, the GM will need to adjudicate whether the sabotage attempt actually succeeds.  (The simplest and safest method would probably be for a shugenja PC to cast spells such as Wind-Born Slumbers with subtlety.)   A PC who is caught in an act of sabotage will gain a half-rank of Infamy and will be expelled from the Hanagensai lands.

Choosing the Winner

Once there are only two players left in the Go Tournament, they will play best two-out-of-three to determine the final winner.  These matches will take place during the final week of Winter Court, after all other story and plot elements have been resolved.  The matches are played in the castle’s main garden, under the late-winter sunlight slanting down through the glass ceiling, with almost the entire court watching.  Even Koneko will restrain her viper’s tongue for these climactic games.  

The final winner of the tournament is publicly recognized and congratulated by Kakita Fujimura for his (or her) play.  Hanagensai Shirotaka also congratulates the PC and offers a gift from the Hanagensai family: a beautiful ikebana, blessed by his court shugenja (certed item).  In addition, the winner’s Dan ranking is increased by 1. 

The Honor Match

At the conclusion of the tournament, the grandmaster Kakita Fujimura will ask the winner to join him for a match.  “If you would indulge me, samurai, for the Honor of the game of Go.”  

This match will be a single game, played between the tournament winner and Kakita Fujimura.  In all probability, Fujimura will win (he wins automatically against any NPC competitor), but there is a remote possibility that a skilled and lucky PC will pull out a victory.  If this actually occurs, the PC’s Dan ranking will increase by another 1, and Fujimura will bow respectfully to the PC.  “It appears that a new generation of warriors is preparing to conquer the world of Go,” he says with a smile.  “I am pleased to have lived long enough to see it.”

The Courtship of the Hanagensai Daughters

Several of the guests will focus their attention during the winter on the effort to win the hand of one of Hanagensai Shirotaka’s daughters.  In particular, Suzume Takato and his son Keizo will be making a strong effort in this regard, and the Crane couple Kakita Yotai and Kakita Sensa will be making an even stronger effort for their absent son Toji.  The Go players Doji Shumei, Daidoji Reyoku, and Yasuki Jin, and the Imperial Historian Otomo Hiroshi, will also be interested in winning a Hanagensai daughter for themselves.    

It is important for the GM to realize that in Rokugani society, “courting” someone has a somewhat different context than in Western society.  The purpose of courtship rituals is not to win the affections of the maiden – the marriage will be an arranged one, after all, and the emotional feelings of the participants are irrelevant.  Rather, the purpose is for the would-be husband to demonstrate his skill, intelligence, and value as a potential ally.  (Denigrating or obstructing one’s rivals is also helpful to the cause, of course.)  

As a social convention, the suitors will be expected to make their various courtship offerings to one of Hanagensai Shirotaka’s daughters.  However, all such offerings and displays must be made publicly, in order to maintain propriety.  

How to Track the Courtship

The success or failure of the various courtship efforts will be tracked over the course of the adventure using a point system, similar to that employed in the adventure “Unrequited Love.”  

· Each time a would-be husband makes a public gift toward one of the daughters (such as a poem, origami, dance, or other such offering), that suitor earns 1 point.  If a skill roll is needed to make the offering, the PC should hit a TN of at least 15.  (The GM may, optionally, award an additional point to a suitor who either role-plays an unusually creative gift, or makes an extremely high TN, e.g. over 40.)  

· Each time a suitor publicly offers praise of the beauty of the daughters, the excellence of the Hanagensai family, or some other such act of public “sucking up” to the Hanagensai, that suitor earns 1 point.  However, to perform such public praise successfully, the suitor will need to roll either Awareness/Storytelling at TN 20 or Awareness/Etiquette (Sincerity) at TN 20 (depending on what sort of approach the suitor takes).

· A suitor can also enhance his chances by emphasizing his own qualities as a potential husband, e.g. playing up his great deeds, dropping mentions of social position or allies in high places, speaking of the beauties of his home province, and so forth.  These efforts likewise require good role-play followed by Awareness/Storytelling at TN 20 to earn 1 point.

· A suitor can block a rival from gaining a point by coming up with a clever put-down against their offering and rolling Awareness/Courtier at TN 20.  If the rival “fires back” with a well role-played defense or counter-insult, this will require an Opposed Roll of Awareness/Courtier, with the loser losing 1 point while the winner gains 1 point.

· A suitor can also attack rivals indirectly, such as by spreading slanders and gossip about them, putting down their Clan, etc.  This will generally require a well role-played attack and a roll of Awareness/Courtier at TN 25 to succeed.  Such an attack subtracts one point from the rival.  

· PCs who are not competing can nevertheless support one or another of the suitors by making offerings on their behalf and making put-downs against their rivals.  These efforts gain and lose points in the same manner as any others.

· If a PC suitor attempts any of these things but fails abysmally (role-playing extremely badly, rolling incredibly low, etc), the GM can rule that the PC has actually damaged his chances, and loses a point rather than gaining one. 

Not all efforts by the suitors need fall into the categories listed above.  Some players may get quite creative in their approaches to this competition, and the GM will need to adjudicate the success or failure of their efforts.  

A suitor can also choose more dishonorable methods for discrediting a rival.  Such ruthless methods could include spreading false slanders about a rival, rooting out Dark Secrets for Blackmail, mildly poisoning a rival so he becomes sick in public, arranging a seduction so that a rival can be manipulated or discredited, and so forth.  In general, each such effort should cost the dishonorable suitor 1 to 5 points of Honor (depending on how dishonorable it is and how high the PC’s Honor is beforehand).  See “Efforts by the NPCs” below for details on which NPCs will attempt such dishonorable methods. 

A creative or physically attractive PC could take the radical approach of trying to genuinely romance one of the Hanagensai daughters, hoping thereby to sway her into supporting his courtship efforts.  This should be role-played by the PC, and will also require either an Awareness/Etiquette (Sincerity) roll at TN 25 (if the PC is sincerely attracted to the daughter) or an Awareness/Deceit (Seduction) roll at TN 30 (if the PC is simply trying to manipulate her).  Such an effort will, if successful, earn the PC one extra point, as the daughter attempts to persuade her father to let her marry the man she loves.   

Efforts by the NPCs

The different NPCs who are seeking a Hanagensai marriage will each take a different approach to the courtship.

Suzume Keizo and his father Takato will attempt to take the “high road,” making offerings of poetry and reciting stories about famous harmonious marriages in the past.  Keixo will make a total of three such offerings (one successful skill roll), and his father two (both successful skill rolls).  The Kakita couple will attempt to undermine all of these offerings with cutting remarks about the poverty and isolation of the Sparrow Clan – unless a PC counters them, they will succeed in negating all of the Suzume offerings.  The other suitors largely ignore the Suzume, considering them to be non-threatening.  

Keizo will also make a personal gift in the form of a poem written specifically to praise the beauty of a Hanagensai daughter (the youngest, Hanami) by comparing her to the flowers of the Hanagensai.  Although the poem is not truly high-quality, it is good enough to earn him a point unless a PC delivers some stinging criticism of it.  The Cranes ignore it.  

Kakita Yotai and Kakita Sensa will make numerous public comments on their son Toji’s handsome looks, elegant style, and promising talents, as well as the fine house they live in, their family’s prominent position in the Crane Clan, and so forth.  In game terms they will make a total of six such efforts, all successful unless a rival counteracts them.  (The Suzume lack the skills to do so effectively, although Keizo will try.  Yasuki Jin and Daidoji Reyoku will each negate one of the six efforts with sniping.)  

Yotai and Sensa will also make three courtship gifts on behalf of their son.  The first will be a poem (allegedly writing by him) praising the honor and perfection of the Hanagensai family.  The second will be an origami Crane, given to the eldest Hanagensai daughter, Yuri.  The third and final gift is a beautiful blue fan embroidered with the family mons of the Kakita and Hanagensai.  Each gift will earn them a point unless it is undermined in some way.  (Otomo Hiroshi will negate one of the gifts, the poem, by observing archly, “How can the young bride run her husband’s household when it is still being run by his mother?”)  

As mentioned, Yotai and Sensa will be quite ruthless about finding ways to undermine their rivals.  They will almost always attempt to negate praise or gifts from other suitors with biting criticism and nasty comments, and will actively search for Bad Reputations, Dark Secrets and other information which they can use to damage or blackmail their rivals.  If a PC seems to be making especially strong progress, Sensa will attempt to seduce him, pretending to be trapped in a loveless marriage and promising the PC anything if he will allow her “stupid husband” to win the Hanagensai daughter for Toji.  Of course, she will drop the PC as soon as the competition is over.  Her husband will not hesitate to challenge to the death anyone who makes accusations against his wife.  

Doji Shumei lacks the creative energy to make a serious courtship effort, but will attempt to win favor by dedicating each of his Go games to the beauty and honor of the Hanagensai.  He will gain one point for each game he wins.  If he wins three or more games, Daidoji Reyoku will try to make arrangements to sabotage his next game, and the Kakita couple will begin sniping at the quality of his play and his personal character.    

Daidoji Reyoku will make several attempts to speak about his own fitness for marriage, referring to his skills at Go, his prominence in the game, the value which his daimyo places upon him, and so forth.  In game terms, this will total five attempts to earn a point, all five with successful rolls.  Yasuki Jin will undermine two of these with comments on Reyoku’s nasty and vindictive character.  Otomo Hiroshi will also undercut one of his exercises in self-praise by pointing out that Reyoku is best known in the courts for the public tantrum he threw when he lost the finals of a Go tournament last year.

If Reyoku makes it to the advancement games of the Go tournament, each time he wins a game he will present one of the pieces to a Hanagensai daughter as a token of affection and admiration.  This will earn him one point each time.  

If Reyoku seems to be developing into a serious threat in the courtship competition, Kakita Sensa will seduce him.  This will lead to an interesting scene at the end of Winter Court (see “Conclusions” for details).  

Yasuki Jin will take a more passive, cautious approach to the courtship, attempting to watch (and when possible, undermine) the other competitors while holding himself largely aloof and spending much of the winter composing his one major courtship offering.    This is a long, magnificent poem which he presents to the Hanagensai daimyo and his daughters late in the winter, reading it aloud before the entire court.  The poem is a lengthy and sophisticated piece that subtly puts down all the rivals, while advancing Jin’s own goals in the humblest way.  Successfully criticizing the  poem is extremely difficult, requiring an Intelligence/Storytelling (Poetry) roll at TN 35 (none of the other rivals even try).  Unless it is successfully criticized, it earns Jin two points and subtracts one point from each of the other rivals.  

Otomo Hiroshi will largely confine himself to making comments on his own promising future as an Imperial historian.  He will make three such efforts, two of them successful unless countered (the Kakita couple will shoot down one of them).  At the end of winter he will also make a gift to the Hanagensai of one of the two copies of his chronicle of the winter’s events, earning himself one point.    

Resolving the Courtship

At the end of the winter, after the Go tournament is over, Hanagensai Shirotaka will assemble the court in the main indoor garden to make his announcement on who will marry one of his daughters.  This will represent a final opportunity for the rivals to take jabs at each other or make offerings and gifts (Otomo Hiroshi will present his chronicle at this time).  

If one competitor has the most points, Shirotaka will announce that man as the one “worthy of marrying one of my precious daughters.”  If two or more competitors are tied, Shirotaka will award the bride based on the following criteria, in sequence:

1. Any Shosuro competitor.

2. Any non-Shosuro Scorpion competitor.

3. Any PC who helped defeat the threat of the white tiger (after the blizzard struck).

4. Any Imperial.

5. Other competitors in the following order: Crane, Phoenix, Dragon, Lion, Unicorn, Mantis, Crab, Minor Clans.  

Once the announcement is made, the wedding will be held the next morning, with Shirotaka presiding over the ceremony himself.  If his court shugenja, Asahina Hamanada, is still alive, he will provide a blessing for the ritual.  Otherwise, Shirotaka will ask a shugenja PC to provide the blessing instead.

If a PC wins the courtship competition, that PC gains the “Hanagensai bride” cert.   

The Tiger Hunts Tonight

Shortly after the PCs arrive for Winter Court, the white tiger will arrive in the area.  Initially, it will be preying on villagers in Hanakyuui-Mura.  This will go largely unnoticed in Shiro Hanagensai, but there are two ways for the PCs to learn about it:

· Any PCs who regularly speak or communicate with Hanagensai Shirotaka can roll Awareness/Investigation at TN 25 to notice that something seems to be worrying him.  If a PC asks about this, he will dismiss the matter.  “Nothing serious, I assure you, samurai-san.  Merely some minor administrative difficulties.”  

· If any of the PCs make a point of befriending or cultivating the castle servants, they will begin catching rumors of something wrong in Hanakyuui-Mura.  If the PC follows up on these rumors, they can learn that some villagers have been killed by some kind of wild animal.    

Over several weeks, the problem will gradually worsen as the tiger continues to prey on the villagers.  At the end of eight weeks of the Winter Court, around the time that Aya suffers her vision (see “Other Events at the Winter Court” below), one of the samurai posted in Hanakyuui-Mura is killed while trying to hunt down the tiger.  

The PCs may decide to look into this matter on their own.  However, a roll of Intelligence/Etiquette at TN 15 will remind them that this is effectively an insult to their host – they are suggesting that the Hanagensai family cannot look after its own peasants.  

If the PCs insist on investigating anyway, they will earn the wrath of Hanagensai Shirotaka – all such PCs will be automatically disqualified from the courtship of his daughters, and Shirotaka will make a point of ignoring and “cutting” those PCs for the rest of the winter, costing them 5 points of Glory.  

If the PCs do decide to go to the village, they can easily learn that some sort of predatory animal has been killing villagers – over fifteen have died since winter began.  Unfortunately, time and weather will make it impossible to find tracks or other information.  However, in one case the predator actually broke into an outhouse to attack a peasant using it at night – examination of this wrecked building will allow a Perception/Investigation roll at TN 25 to discover a few white animal hairs.  A roll of Intelligence/Animal Handling at TN 25 (TN 20 for PCs from the Lion Clan) suggests that the hairs come from a large cat.   

The Blizzard 

Nine weeks into the Winter Court, a ferocious blizzard strikes the lands of the Hanagensai.  The PCs will awaken in the morning to find the entire landscape covered in nearly feet of snow, while bitter winds howl around the castle.  The glass roof of the interior garden is completely covered in snow, leaving the garden shadowy and chill.  

The castle is completely isolated, the guests huddling inside against the icy weather.  All contact with Hanakyuui-Mura is cut off and the outside world is reduced to a blinding white haze.  Not even the servants try to leave the castle.

The exception is Moshi Hinako.  Raised on the seashore, Hinako has never experienced a true blizzard, and finds it exhilarating.  She spends much of the day roaming the hills outside the castle, using her Fire and Air magic to protect herself from the cold and wet, and returning briefly for the midday meal.  Her servants are fretful and anxious about her behavior, but Hinako is too willful to let her servants restrain her.  (If anyone points out that she swore an oath not to use her magic inside Shiro Hanagensai, she responds gaily, “But I’m not inside Shiro Hanagensai right now, samurai-san!”)  

When Hinako finally returns that evening, O-Doji Koneko will publicly scold her endangering herself.  “I swore on my Honor to your mother that I would watch over you, child,” she snaps, gesturing sharply with her fan.  “How can I do that if you are gallivanting around outside in this abominable weather?”  Hinako, embarrassed by the public spectacle, hurriedly promises to behave in order to resolve the incident.  (Kakita Kumiyuzu will toss in some sardonic comments about youthful rebellion and the “false wisdom of senility,” which Koneko finds immensely amusing.)

The blizzard lasts five days and six nights.  Snowdrifts grow deeper each day, piling up against the north wall of the castle and covering many of the ground-floor windows.  During this time, the white tiger will begin to strike at the isolated people in Shiro Hanagensai.  

The First Death: Moshi Hinako

Despite her public acquiescence to O-Doji Koneko, Moshi Hinako cannot bring herself to stay indoors amid such thrilling weather.  (If a PC has actually formed a romantic relationship with her, she will confide this to that PC in private, but otherwise will keep her intentions to herself.)  

On the evening of the storm’s second day, Moshi Hinako will open the window of her room after dark, when her servants have been dismissed, and goes out into the storm alone.  There, she falls victim to the white tiger.  

Unless a PC tries to visit her late at night, the first warning of trouble will come the next morning when she fails to appear for breakfast.  Her servants will speak privately with O-Doji Koneko, who in turn will notify the daimyo, Hanagensai Shirotaka.  He will privately speak with the more hardy-looking or outdoors-experienced PCs and guests (Suzume Keizo, any ronin, Crab, or Mantis PCs, and any other PCs with Earth of 3 or more or Strength of 3 or more).  Shirotaka asks them to look into the matter for him.  “I believe she is merely out roaming in the storm again, and it would be best if you could find her and return her quickly, before word spreads that she has defied O-Doji-sama’s directions.”          

If the PCs check in Hinako’s room, they find her window slid open and icy wind and snow whirling through the room.  A shugenja PC who Communes with the spirits in the room (Air spirits are present, and one Earth spirit in the walls) can ask the spirits to remember what happened the night before.  They can report that a woman opened the window, summoned many Air and Fire spirits, and went outside.

If the PCs go outside the castle to search for Hinako (which is what Shirotaka is hoping), they will find themselves wandering through a ferocious storm, icy snow blowing sideways into their faces.  They will need to roll Perception/Hunting at TN 25, or Perception/Investigation at TN 30, to locate Hinako.  Alternatively, a shugenja can locate her by Communing with the storm’s Air spirits with at least three Raises for Clarity.  Either way, the PCs will find a horrible scene about a quarter-mile from the castle:

The snow blows across a half-concealed, ragged, reddish-brown shape.  As you draw closer, squinting against the ice-flecking wind, you can make out a mangled human form.  Black hair flutters weakly in the wind, and you can see one frozen eye staring up at you.  The other half of the face is missing, along with much of the torso, but you are sure that the torn garments are Mantis green where they are not stained by frozen blood.

The frozen, mangled body is, of course, Moshi Hinako, and can be identified as such once the PCs look at it closely. She is lying in an open area in the saddle between two hilltops.  The PCs can ascertain a number of clues by investigating the area.  

· It is clear that Hinako was torn apart by some kind of brutal physical attack.  A PC who examines her body and rolls Intelligence/Hunting or Intelligence/Animal Handling at TN 20 can identify it as a large predator.  If the PC makes TN 30 or better, they can tell it was a large hunting cat, such as a tiger or lion.  

· If the PCs search the body for other physical evidence, they can roll Perception/Investigation at TN 25 to find several large white animal hairs clutched in the corpse’s one intact hand.  A roll of Intelligence/Animal Handling at TN 25 (TN 20 for PCs from the Lion Clan) suggests that the hairs come from a large cat.   

· If the PC looks at the surrounding area for other evidence of the attacker, and specifically states that they are sweeping away the snow to check the ground, a roll of Perception/Investigation at TN 25 will locate some deep gouges and scratches in the frozen soil and ice near her body.  These can be identified as coming from a large predatory cat (lion or tiger) with a roll of Intelligence/Hunting or Intelligence/Animal Handling at TN 25.  

· If a shugenja PC tries to Commune with the local spirits, the only ones available are Air, Water (in the snow), and Earth.  It will take two Raises for Clarity to get a spirit which remembers what happened the night before (the storm is a confusion of many different spirits, disrupting their perceptions).  An additional Raise will be needed for the Water spirit, since it is reluctant to come out in such cold weather.  The spirits can explain (or, in the case of the Water spirit, show) that a woman dressed in green was walking through the snow, “surrounded by Air and Fire spirits,” when a huge animal leapt out of the snow and killed her.  The Water spirit can show a storm-blurred image of the white tiger; the other spirits will describe a great, four-legged beast with white fur, claws, and fangs.  

Suzume Keizo will be horrified and sickened by the body, and loses his morning meal.  He will apologize miserably to the PCs, asking them to forgive him for his lack of courage.  Considerate PCs will allow his loss of control to be forgotten (ruthless PCs can use this incident as a weapon to damage his name in the courtship competition).    

Reactions of the Court

The inhabitants of Shiro Hanagensai will of course be horrified by the fate which has befallen Moshi Hinako.  Hanagensai Shirotaka will sadly and reluctantly inform the court that his village of Hanakyuui-Mura has been plagued by attacks from some predatory animal, and speculates that the storm has somehow driven the beast to attack the castle instead.  He will urge everyone to remain inside the castle, where the creature cannot reach.  “Once this fierce storm abates, I will send for my bushi in the village, to hunt down this vile creature, and for eta, to prepare poor Moshi Hinako-chan’s body for proper funeral rites.  In the mean time, let us light incense to the memory of her, and pray that her soul may go to its proper place.”

The guests will react to the situation in varying ways.  The more cold-hearted ones, such as the Kakita couple, Daidoji Reyoku, and Asahina Hamanada, will do their best to simply avoid speaking on the distasteful matter and resume court life normally.  Most of the other guests will be subdued and shaken, however – especially O-Doji Koneko, who is clearly grief-stricken and retires to her room for the next three days (taking her jester with her).  

Some of the PCs may suggest going to the village to retrieve their weapons and spell-scrolls.  Shirotaka will argue against this on the grounds that anyone who tries to go to the village in this weather will be vulnerable to attack by the tiger.  However, if a PC is absolutely insistent on making the trip, he will allow them to do so (see “Going for Help” below for details of the results).  None of the other guests will be willing to take such a risk. 

The Second Death: Asahina Hamanada

If the PCs do not take steps to deal with the white tiger, it will strike again two nights later (the fourth night of the storm).  The creature takes advantage of the growing snowdrifts outside the castle to climb right up into Asahina Hamanada’s room, smashing open the wooden shutters and devouring him on his own futon.  Any PCs who make a point of staying up at night, standing watches, etc., can hear the noise from Hamanada’s room by rolling Raw Perception at TN 10.  Sleeping PCs will be awakened by the noise if they roll Raw Perception at TN 25.  Aside from any PCs, the only person to hear anything is Doji Shumei, and if no PCs react to the attack, Shumei will stumble into the scene – his shriek will awaken all of the PCs.  

If the PCs hear the attack and react quickly, they will enter the room while the tiger is still there:

A blast of icy wind hits your face as you enter the room. A single stub of candle casts a dim, flickering light on the scene.  A huge snarling cat-like beast, its fur as white as the snow whirling through the air, crouches over the futon, its jaws and paws starkly red from the blood of Asahina Hamanada.  A faint rattling gasp comes from the torn throat of the fallen Crane, who twitches feebly beneath the great predator. The creature has already ripped open his belly and begun to feed.  Its slit-pupiled eyes glitter yellow-green in the candlelit and a low, guttural snarl comes from its slavering jaws as it regards you.  

If the PCs do not flee immediately, the tiger will attack, attempting to kill them all.  If the PCs flee, the tiger will remain in the room for a few minutes, devouring Asahina Hamanada’s flesh, before retreating back into the storm.  After that, the scene in the room will be as described below.  

If the PCs arrive in response to Shumei’s scream, or return after the tiger has left, they encounter the following scene:

Doji Shumei stands before the open door of Asahina Hamanada’s room, pale and shuddering with horror.  Beyond him, the room is lit by a single stub of candle, and icy wind blows from the gaping, broken shutters.  Blood stains the floors and walls, great sprays and gouts of blood, soaking into the tatami mats.  A mangled, disemboweled, half-devoured corpse lies on the futon, hardly recognizable as the body of the Asahina court shugenja.  The bloody footprints of some great beast are clearly visible retreating from the body to the open window.  

Any PC who examines the scene or the tracks can roll Intelligence/Hunting or Intelligence/Animal Handling at TN 20 can identify the predator as a large cat, such as a tiger or lion.

Going for Help

Some of the PCs may decide to try to go to Hanakyuui-Mura to get their weapons, armor, and spell-scrolls.  As mentioned, Hanagensai Shirotaka will argue against this on the grounds that anyone who tries to go to the village in this weather will be vulnerable to attack by the tiger.  However, if a PC is absolutely insistent on making the trip, he will allow them to do so.  None of the other guests will be willing to risk such a dangerous journey.

The PCs will have to struggle up the valley to the village in the face of blinding snow, relentless wind and bitter cold.  They will need to roll Intelligence/Hunting (Survival) at TN 25 or Intelligence/Navigation at TN 20 to successfully find the village in the blizzard.  A failed roll means the PCs are lost in the storm for a Rokugani hour, suffering 1k1 frostbite damage (although a shugenja might be able to find a way to protect themselves from the cold with magic).  They can then attempt a second roll, at a +5 TN penalty, to find their way to either the castle or the village (50% chance either way).  Each subsequent failed roll costs the PCs another 1k1 frostbite damage and increases the TN to find their way back by another +5, until they either escape the storm or freeze to death.  (A PC who role-plays a serious effort to calm down, center themselves, remember their route, etc., can roll Void/Meditation at TN 20 to restore the TNs for the next Hunting or Navigation roll to normal.)

If the PCs do manage to reach the village, they can retrieve their weapons and gear from the remaining bushi there.  They will have to repeat the same Intelligence/Hunting or Intelligence/Navigation roll to find their way back to the castle.  They can bring some of the Hanagensai bushi (up to five of them) back to the castle with them, if they wish, but the rest will insist on remaining in the village to protect it against the depredations of the white tiger.  

The tiger will not actually attack a large group of PCs traveling to or from the castle.  However, if only one or two PCs try to go to the village alone, the tiger will attack them halfway there.  

Improvising Gear

Due to the situation, the PCs may find themselves short of weapons, armor, and spell-scrolls.  There are a number of ways in which they can correct this deficiency.

The PCs can improvise simple weapons from tools, kitchen gear, and so forth.  Any basic peasant weapon can be acquired from the tools and supplies around the castle.  Knives (from the kitchens) and staffs can also be found.

Hanagensai Shirotaka keeps a set of ceremonial light armor and his family’s ancestral daisho set on display in his private quarters.  A Crane or Scorpion PC (only) who thinks of this might be able to persuade him to allow them to borrow this gear.  This will require a very eloquent, polite, and well role-played appeal, followed by a roll of Awareness/Etiquette (Sincerity) at TN 25.  With a success, he reluctantly allows them the use of his personal gear until the tiger is dealt with.

Shugenja without their scroll satchels will be limited to the spells they have as Innate Abilities.  They may think of asking Asahina Hamanada for the use of his scrolls. He will refuse, of course, and will certainly not go out tiger-hunting himself, insisting that he is needed in the castle to see to the needs of Lord Hanangensai-sama.  If the PCs go over his head and appeal to the daimyo, however, they might potentially be able to gain the use of the scrolls under the following circumstances:

· They are Crane or Crane-school trained.

· They make a very eloquent role-played appeal and roll Awareness/Etiquette (Sincerity) at TN 25.

If Hamanada is dead, the PCs will have a slightly better chance to gain the use of his scrolls.  In this situation, the TN to convince Hamanada is only 20, and he will be alarmed enough to consider lending them to non-Crane shugenja.  

Either way, if a PC from another Clan attempts to use the scrolls (even if they are trained by the Crane), they will have to decipher the scrolls.  Each scroll to be deciphered requires a roll of Intelligence/Calligraphy (Crane Clan Cipher) at TN 25.  The TN is only 20 for a PC trained in a Crane school.  

Tracking the Tiger

After either Moshi Hinako’s death or Asahina Hamanada’s death, it is probable that the PCs will attempt to track down the white tiger.  

From Moshi Hinako’s body, it will be impossible to track the tiger directly, since the blizzard erases tracks within a half hour.  From the chambers of Asahina Hamanada, however, the PCs can follow the tiger’s bloody tracks if they move quickly (within a half-hour) and roll Perception/Hunting at TN 20.  

However, it may not be necessary to have tracks to locate the tiger’s lair.  A PC who knows they are looking for a large cat, and who can roll Intelligence/Hunting at TN 25, will remember that such animals favor certain kinds of lairs, typically a cave or a sheltered piece of low-lying ground.  This knowledge will allow the PCs to search likely areas (wooded hilltops, gullies, etc) near the castle.  Every Rokugani hour of searching allows the PCs to roll Perception/Hunting or Perception/Investigation at TN 25 to locate the tree-shrouded gully where the tiger is lairing.  However, if the PCs are out in this weather for more than one Rokugani hour, they will take 1k1 frostbite damage for each subsequent hour.  

Either way, once the PCs approach the tiger, it will have a chance to scent them.  This will be a Raw Perception roll at TN 20 (TN 30 if they think to make a point of approaching from upwind).  If it does scent them, the beast will slink into the storm and attempt to ambush the PCs.  The tiger’s Agility/Stealth is 7k4, and the blizzard conditions will give it a Free Raise in an Opposed Roll against the PCs’ Perception/Investigation. (PCs may choose to substitute Perception/Hunting for this roll, since they are dealing with a wild animal.)  

If the tiger succeeds in its Stealth approach, it will attack the PCs by surprise, attempting to “drop” one PC and then fleeing into the blizzard, circling around, and attempting another ambush after a few minutes.  Unless the PCs can find a way to reliably detect the tiger (By the Light of Lady Moon is probably the best approach), they will have to continue making Opposed Rolls against the tiger’s Agility/Stealth.  

· Surprised PCs suffer a –20 penalty to their Initiative rolls and, in addition, are denied any defensive benefits that would require they be aware of their opponent (such as the Full Defense maneuver, the Defense skill Mastery Abilities, and so forth).

If the PCs manage to think of approaching from upwind, they can catch the tiger in its lair.  This will allow them to trap the beast and prevent it from hiding in the storm.  

Setting an Ambush

Some PCs may think of taking the opposite approach and trying to ambush the tiger.  One or two PCs might act as “bait,” waiting outside the castle (maybe even cutting themselves to release the scent of blood).  

The tiger becomes hungry roughly every two or three days, so if the PCs attempt this maneuver on the day after one of the killings, it will not work.  On subsequent days, however, it can.  For every hour which the “bait” PC spends outdoors, the tiger can roll Raw Perception at TN 25 to notice – in which case it will attempt to stalk and kill the PCs by stealth, as outlined above.   

If a PC is serving as bait, one or more other PCs will probably need to lie in wait nearby.  If the PCs take reasonable precautions to avoid detection (hiding under the snow, camouflaging themselves, staying downwind, etc.), they will succeed – otherwise, the tiger can detect them with a Raw Perception roll at TN 25 and will either evade the ambush or turn it around against the PCs, at the GM’s discretion.   

Note that the blizzard places severe limits on both sight and hearing.  Visibility in the storm is only about 20 or 30 feet.  Voices cannot be heard at speaking volume farther than a few feet away, and beyond about thirty feet even loud noises (combat, shouts) will require a Raw Perception roll at TN 20 to hear.  The PCs will have to find an effective balance between staying far enough away to lure in the tiger, and staying close enough to act if it strikes.

Resolving the Tiger Hunt

It is intended that the fight with the tiger should be a difficult and terrifying experience.  The beast is a skilled and stealthy hunter, and the PCs will most likely be fighting with improvised weapons and whatever spells they have as Innate Abilities.  The tiger, while not truly intelligent, is a cunning instinctive hunter with a predator’s enjoyment of killing.  It has no mercy and will fight to the death.  A party that lacks combat power may well be forced to beat an ignominious retreat back to the castle.

If the PCs do succeed in finding and killing the tiger, they will have the gratitude of almost everyone in the castle, especially the daimyo Hanagensai Shirotaka.  Even O-Doji Koneko, shaken by the death of her best friend’s daughter, will thank the PCs for their heroic efforts. 

The End of the Storm

The terrible blizzard ends after five days and six nights. The next day, Lord Sun returns to the sky, and the temperature climbs significantly in mid-day, starting the snow melting.  Travel between the castle and village becomes possible again, and Hanagensai Shirotaka sends to the village for eta and bushi.  

If the tiger has not been caught by this point, the bushi from Hanakyuui-Mura will organize a relentless hunting effort, assisted by almost all the men in the village and the castle.  They will locate and kill the tiger within a day, ending the threat.

Other Events at the Winter Court

Besides the three main events of the winter (the Go tournament, the courtship of the Hanagensai daughters, and the depredations of the white tiger), there will be a few lesser events and ongoing themes which take place over the course of the winter.  The GM should interject these events in between the incidents involving the major plotlines.  

Kumiyuzu the Intolerable

O-Doji Koneko’s vile jester Kakita Kumiyuzu will fully exploit the opportunity represented by a “captive audience” at winter court, continually making bitter, cutting comments on the foolishness and hypocrisy of Honor, Glory, the Code of Bushido, and all the other values which Rokugani hold dear.  Koneko always finds his comments immensely amusing, applauding or praising his wit whenever he speaks, thereby protecting him from direct retaliation. 

The younger courtiers at Shiro Hanagensai will retaliate against Kuniyuzu by spending late evenings engaging in extended bouts of Sadane (impromptu criticism) against his performance.  

Aya’s Vision 

Eight weeks into the winter, during the after-dinner socializing, Kuni Aya will be even more quiet and pale than usual.  Kuni Otango watches her with concern, several times quietly asking her whether she is alright.  She will attempt to insist she is fine, merely a little tired and light-headed.  However, after a few minutes she suddenly goes rigid, her eyes roll back in her head, and she topples heavily to the floor.  Otango cries out her name and rushes to her side.

Aya is unconscious, and suddenly very feverish.  Otango will have the servants carry her to her quarters, and follows after anxiously.  The guests gossip and speculate, some of them compassionately and others cruelly, about what might be wrong.  (The Kakita couple and Daidoji Reyoku will make some nasty insinuations about possible causes for Aya’s poor health.  By contrast, O-Doji Koneko – who has some idea of what might be wrong – will be silent.)  

Aya will not be seen elsewhere in the castle for almost two weeks, and Kuni Otango will make only brief, perfunctory appearances, looking clearly strained and tired.  If any PCs approach him in a sympathetic manner during this time, he will confess that Aya has been troubled by violent trances and visions for years, and he brought her to this Winter Court in the hope that a change of scenery would ease the problem.  Unfortunately, it has not done so, and he fears that Aya’s fragile constitution will not survive this latest vision.  “Her trances have grown longer and more powerful with each year, and Aya has never been a vigorous child.  This one may prove to be more than her body can take.”  

Shugenja PCs may offer Otango magical assistance or treatment.  He smiles sadly.  “Aya-chan has been treated by shugenja mightier than I.  Even our revered family daimyo visited her once.  What plagues her is… not a physical ailment.  The spirits and Fortunes, it seems, have chosen her to be the vessel for their visions.  But not all mortal bodies are strong enough to endure such a burden.  All we can do is pray that she can survive.”

If the PCs ask him about her previous visions, he confesses sadly that she has never been able to express them clearly.  “While she is in the grip of her visions, she cannot focus enough to describe them.  Afterward, she does not remember them, as though the fever and torment has swept them from her mind like dust from a cleansed floor.”  

Some of the PCs may ask to visit Aya’s bedside, to offer her treatment, try to decipher her visions, or simply to join Otango in praying for her health and recovery.  As long as the request is delivered in an honorable and polite fashion, Otango will agree – he is clearly somewhat at his wit’s end.  

Kuni Aya lies on a futon, tossing and turning, her breathing heavy and labored.  She mumbles incoherently in a low, guttural voice.  Sweat beads her flushed skin and you can almost visibly see the heat rising off her body.  She seems thinner than before, her cheekbones visible in her face.  Otango kneels next to her and gently blots her forehead with a damp cloth.   

If PCs with medical knowledge examine her, they can roll Intelligence/Medicine at TN 20 to determine that there is nothing physically causing her distress and fever.  They can also tell that the fever is wasting away her body, seriously imperiling her health.  

A shugenja who Communes with the spirits in this room can determine that powerful spiritual forces are moving through Aya’s body.  A roll of Intelligence/Spellcraft (Elemental Knowledge) at TN 20 will make the PC confident that this is not a case of possession by a kami, kansen, or an animal spirit – rather, Aya seems to be channeling the forces of Tengoku itself, in the manner of other famous visionaries such as Uikku or Isawa Norikazu.  

If a PC attempts to listen to Aya’s mumbling, they will catch occasional references to a “terrible hunter” and to a great disaster lying in the future.  

Hearing the Vision: A PC who prays diligently at Aya’s side, and seeks to access or appease the spiritual forcers possessing her, may possibly be able to do what Otango and the other Crab cannot – enable Aya to deliver her prophecy, thereby breaking her trance.  In order for a PC to have a chance of doing this, s/he must have an Honor of at least 2.0 and at least three Ranks each in the skills of Divination, Meditation, and Theology.  Such a PC, if they role-play an intense and dedicated effort to offer Aya spiritual help and succor, may attempt a Void/Meditation roll at TN 30 to successfully achieve a moment of communion with her.  If this happens, Aya suddenly sits up, her eyes open but the pupils rolled back to show only white, and recites the following in a cold, empty voice:

“The great hunter rises in the north, 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, and the hunter will turn all the world into an abattoir.  Only Honor can change fate, but Honor is dying, a corpse whose stench poisons the heavens themselves.”

With her message delivered, Aya suddenly closes her eyes, sighs, and falls back into a deep sleep.  Her fever has broken and she is able to return to the court within a few days.  She does not remember anything about her vision, but does have a vague memory of the PC “pulling me out of a dark place” and humbly expresses her gratitude.  Otango is even more grateful, and promises to never forget the PC’s help.  That PC gains a Favor with the Kuni family.  

If the PCs are unable to help Aya, she will finally recover from her trance after two weeks (after the blizzard and tiger attacks are resolved).  Her health has clearly been damaged by the incident, and she is a pallid and seldom-seen presence for the remainder of the Winter Court, Kuni Otango constantly hovering at her side.  

Conclusions

As the winter season comes to an end, the snow melts from the roads and the weather begins to warm up.  A swarm of letters begins to arrive from elsewhere in the Empire, bringing news of other Winter Courts and of the diplomatic agreements and negotiations there.  Everyone learns that the Clans have agreed in principle to the construction of a major new trade road across the northern Empire, and this becomes a popular topic of conversation during the last few days at Shiro Hanagensai.

Mayakashi Visits

On the last day of Winter Court, a caravan arrives at Shiro Hanagensai: the Kabuki theater troupe Mayakashi, among the most famous in the Empire, arriving for a single performance to conclude the Winter Court.  (PCs may have encountered this flamboyant theater troupe in the adventure “A Day’s Sail.”)  

That night, Hanagensai Shirotaka hosts a last, splendid dinner in the gardens, lit by hundreds of colored paper lanterns.  At the conclusion of the dinner, Mayakashi presents the play “The Butterfly,” a humorous fable about a flirtatious peasant who tricks a troublesome fox spirit into blessing her village and saving her from an unwanted marriage.  The highlight of the play is a long scene in which the maiden maneuvers the fox into transforming itself into a woman, resulting in its marriage to a fat, sweaty local merchant.  Everyone enjoys the play, although the show is somewhat spoiled when Kakita Kuniyuzu insists on going on-stage and joining the action during one scene.  (As usual, O-Doji Koneko’s chortling approval shields him from the consequences of his behavior.)  

Daidoji Reyoku Faces Defeat

If Kakita Sensa seduced Daidoji Reyoku in order to remove him from the bridal competition, Reyoku will have realized by the end of Winter Court that he has been played.  During the conversation and general socializing after the play, as the members of Mayakashi accept congratulations for their performance, Reyoku will finally lose his self-control and erupt, openly labeling Kakita Sensa as a dishonorable slut.  

Amid a frozen silence, Sensa’s husband Yotai will condemn Reyoku for his vile slander, demanding that he face Yotai with sword in hand to answer for the insult.  Unless some PC is willing (for whatever reason) to step forward and act as Reyoku’s champion, the Crane will be forced to fight for himself – the alternative is seppuku.  An insult of this magnitude must be avenged at once – public pressure will not allow Reyoku to delay, and the presence of O-Doji Koneko means a lethal duel can be approved at once. 

The duel will take place the following morning.  Yotai will certainly kill Reyoku if the two of them face each other in combat.  A PC who champions Reyoku can potentially defeat Yotai, although the fight will be a difficult one.  Such a PC will gain a reluctant but unshakable ally in Daidoji Reyoku.  

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:

2 XP

Good role-play:



+1 XP

PCs kill the white tiger:


+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

All non-Ronin PCs earn 1 point of Status for attending the entire Winter Court.  

If a PC wins the Go tournament, that PC earns 5 Glory, an additional 1 point of Status, and is awarded the cert for the Blessed Ikebana.  

If a PC wins the courtship competition, that PC is awarded the “Hanagensai bride” cert.  

If the PCs manage to hunt down and kill the white tiger, each participating PC earns 1 Glory.  

If any of the PCs succeeds in breaking Kuni Aya out of her trance, that PC earns a Favor with the Kuni family. 

If a PC successfully championed Daidoji Reyoku, that PC gains Reyoku as a 4-point Ally (2 points station, 2 points devotion).

Appendix #1: The Court of Shiro Hanagensai 

Doji (Hanagensai) Shirotaka, Vassal Family Daimyo 

A smooth, elegant man in his forties, with long white hair tied back in a perfect samurai topknot.  His beautiful blue kimono is immaculately tailored, and he carries a large white fan, painted with an image of flowers in bloom, which he uses to make elegant gestures during speech or conversation.    

	FIRE 2
	  AIR 2

	Intelligence 4


	Awareness 5

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 3


TN to be Hit: 10


School/Rank: Doji Courtier 3/Master of Ikebana


Rank One: Adds twice Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 5 times a day.


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


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


Master of Ikebana: Adds +2k1 to Artisan (Ikebana) rolls.  

Honor/Status/Glory: 2.3/6.0/4.7

Skills: Artisan: Ikebana 8, Calligraphy 4, Courtier (Gossip, Political Maneuvering) 6, Deceit (Lying) 3, Etiquette (Conversation, Sincerity) 6, Investigation 2, Lore: Heraldry 5, Lore: History 4, Meditation 2, Storytelling (Oratory, Poetry) 5, Theology (Shintao) 4.

Mastery Abilities: Adds 5 to the total of any Contested social roll made against him.

Advantages/Disadvantages: Allies (many), Benten’s Blessing, Social Position (vassal family daimyo)/Obligation (Shosuro family).
Equipment: Fine kimono, fine court dress, fan, 15 koku.

10-Dan Kakita Fujimura, Go Grandmaster 

A serene, dignified man in his fifties, with a long white goatee and moustache.  He carries a beautiful egg-blue fan which he uses to tap his chin when he is thinking.  Although he is clearly a wealthy man, he behaves with great modesty and an almost monastic restraint – his only personal indulgence is a rare, high-quality tea which he always drinks during Go matches.  He is always accompanied by his servant, Eji, a kindly old man who has cared for Fujimura since he was a child.  

	FIRE 1
	  AIR 1

	Intelligence 5


	Awareness 6

	EARTH 2
	WATER 1 

	Willpower 4
	Perception 4

	VOID 5


TN to be Hit: 10


School/Rank: Doji Courtier 2/Doji Gamester 2


Rank One: Adds twice Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 5 times a day.


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


Gamester Rank One: Adds +1k1 to all Games skill rolls.  


Gamester Rank Two: Adds Games skill rank to total of any Etiquette or Investigation roll, and gains two Free Raises when rolling with either of those skills.  

Honor/Status/Glory: 4.3/3.5/7.5

Skills: Calligraphy 3, Courtier (Gossip) 3, Deceit (Lying) 1, Etiquette (Conversation, Sincerity) 5, Games (Go) 10, Horsemanship 2, Investigation 2, Lore: Crane 2, Lore: Go 9, Lore: Heraldry 4, Lore: History 3, Meditation 5, Storytelling (Poetry) 4, Tea Ceremony 5, Theology (Shintao) 3.

Mastery Abilities: Adds 5 to the total of any Contested social roll made against him.   Tea Ceremony may recover 2 Void points.

Advantages/Disadvantages: Allies (many), Great Potential (Go), Precise Memory, Sage, Servant (Eji)/Sworn Enemy (unknown), Weakness (Agility, Reflexes, Strength).
Equipment: Fine kimono, fine court dress, fan, 15 koku.

2-Dan Doji Shumei, Spoiled Go Player

A somewhat plump young man with short hair and a friendly smile.  His father and grandfather were famed Go players, and from earliest childhood his mother has spoiled and cosseted him with the expectation that he will inevitably inherit become a grandmaster.  Despite this, he is not an unpleasant young man, merely a naïve and childishly friendly one.  Nothing bad has ever happened to Shumei in his life, and he takes it for granted that nothing ever will.  As a Go player, he is talented but not especially impressive, and pouts rather openly if he is beaten.

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 3

	EARTH 2
	WATER 2 

	
	Perception 3

	VOID 2


TN to be Hit: 10


School/Rank: None (Insight Rank 1)

Honor/Status/Glory: 2.5/2.0/1.8

Skills: Calligraphy 1, Courtier 2, Etiquette 2, Games (Go) 2, Lore: Go 2, Lore: Heraldry 1, Lore: History 1, Meditation 1, Storytelling 1.

Advantages/Disadvantages: Great Potential (Go), Social Position (child of famous Go players)/Gullible, Spoiled.
Equipment: Fine kimono, court dress, 10 koku.

4-Dan Daidoji Reyoku, Vile Courtier

A sneering, prideful courtier who epitomizes the very worst of the Crane Clan.  He is handsome in a slim, pouting way, and wears his hair dyed white and very long.  He is vindictive and self-important, and never misses a chance to gibe and harass those he dislikes – a category which includes Lions, Crabs, Unicorns, Minor Clans, ronin, and anyone who defeats him at Go.  He is quite skilled at the game and enjoys not merely defeating but utterly humiliating his opponents.  Away from the Go board, he fancies himself a ladies’ man, and will pay close attention to Moshi Hinako as well as to any attractive female PCs.

	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	
	Perception 4

	VOID 4


TN to be Hit: 15


School/Rank: Doji Courtier 2


Rank One: Adds twice Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 5 times a day.


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

Honor/Status/Glory/Infamy: 1.3/1.5/2.7/1.4

Skills: Calligraphy 3, Courtier (Gossip, Political Maneuvering) 4, Deceit (Lying, Seduction) 3, Etiquette (Conversation, Sincerity) 4, Games (Go) 4, Investigation 3, Knives 2, Lore: Heraldry 3, Lore: History 2, Meditation 3, Storytelling (Oratory, Poetry) 4, Theology (Shintao) 2.

Mastery Abilities: Adds 5 to the total of any Contested social roll made against him.

Advantages/Disadvantages: Allies (several), Blackmail (several), Clear Thinker, Weathy/Bad Reputation (sore loser), Cruel, Driven (win at Go), Jealousy (Go).
Equipment: Fine kimono, fine court dress, fan, 20 koku.

2-Dan Yasuki Jin, Charming Crab

A small, well-dressed Crab diplomat with smooth manners and a knack for commerce.  He usually plays Go with his friend and bodyguard Hida Yohachi (who is not present at the Winter Court) but does occasionally participate in tournaments to test himself against other players.  

	FIRE 2
	  AIR 2

	Intelligence 4


	Awareness 4

	EARTH 3
	WATER 2  

	
	Perception 4

	VOID 2


TN to be Hit:  10 

School/Rank:  Yasuki Courtier 2



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.



Rank Two: If fails a Contested Deceit or Commerce roll, may spend a Void point to re-roll the result, and if successful, the final result is “neutral.”  Gains Free Raises equal to School Rank on all Contested Commerce rolls.

Honor/Status/Glory:  1.4/2.0/2.1

Skills:  Athletics 2, Commerce (Merchant) 5, Courtier 3, Deceit (Lying) 3, Defense 2, Etiquette (Bureaucracy) 5, Kenjutsu 2, Games (Go) 2, Lore (Heraldry) 2, Lore (Law) 4, Lore (Shadowlands) 2, Stealth 2, Storytelling 3, Theology 2, Underworld 2.

Mastery Abilities: TN of any contested Social Skill roll made against him is increased by 5.  

Advantages/Disadvantages: Benten’s Blessing, Daikoku’s Blessing, Social Position (wealthy merchant), Wealthy/Small. 

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

4-Dan Bayushi Tsukiru, Go Fanatic 

A lean, hawk-faced man in his early thirties, with piercing eyes, a receding hairline, and a narrow goatee beard which he tugs at whenever he is thinking.  Unlike most Scorpion, he has no interest in politics, deceit, or blackmail – he is a dedicated Go player, devoting his life to the study and perfection of the game, and dislikes the transient fads, scandals, rivalries and manipulations of the Rokugani courts.  He will spend most of the winter speaking with other players, especially the monk Shioku, whose master Kamoto he greatly admires.  On the other hand, he strongly dislikes Daidoji Reyoku, whose arrogance and petulance he regards as an insult to the game of Go.  If any of the PCs develop an enmity toward Reyoku and show themselves to be dedicated to Go, Tsukiru will try to befriend them, sharing tales of Go games and making observations on strategy.  This will grant the PCs a Free Raise on any subsequent Go games they play.    

	FIRE 2
	  AIR 2

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 4

	VOID 4


TN to be Hit: 10


School/Rank: None (Insight Rank 2)

Honor/Status/Glory: 2.5/1.0/3.1

Skills: Artisan: Go boards 2, Calligraphy 3, Courtier 2, Deceit (Lying) 2, Etiquette (Sincerity) 3, Games (Go) 4, Investigation 2, Lore: Heraldry 2, Lore: Go 4, Storytelling 2, Theology 1.
Mastery Abilities: Adds 5 to the TN of any Contested Social rolls made against him.

Advantages/Disadvantages: Clear Thinker, Higher Purpose (Go), Hotei’s Blessing/Compulsion (Go).
Equipment: Fine kimono, court dress, personal go set, 8 koku.

2-Dan Moshi Hinako, Family Daimyo’s Daughter

The daughter of the Moshi family daimyo, a young woman in her mid-teens with a pretty oval face, dark eyes, a buxom figure, long hair worn unbound, and delicate slim fingers.  Hinako is promised to a man from the Mantis Clan, a cousin of the Yoritomo family daimyo, but the betrothal is not yet official, and she has a flirtatious and playful attitude toward attractive young men.  (Her mother is a close friend of O-Doji Koneko, and has sent Hinako to this court to be under Koneko’s eye – the old woman will swoop in viciously on any man who seems to be responding to Hinako a little too strongly.)  Hinako is only a moderately skilled Go player but is adept at using her femininity to distract her male opponents.  Away from the Go board, she is friendly and talkative, and enjoys flirtation, poetry, and other distractions of the court.  Despite her behavior, she is a fundamentally honorable young woman and will never actually engage in a casual affair – although, as a passionate youth, she might fall in love with the right (or wrong) person.

	FIRE 4
	AIR 3

	
	Awareness 4

	EARTH 2
	WATER 3 

	
	Perception 4

	VOID 3


TN to be Hit: 15


School/Rank: Moshi Shugenja 2


Technique: May spend a Void point to switch her Affinity and Deficiency to any elements of choice (except Void) for one day for the purpose of spellcasting rolls.  Affinity to Fire, Deficiency to Earth.

Honor/Status/Glory: 2.5/5.0/2.0

Skills: Athletics 1, Calligraphy 3, Courtier 2, Defense 1, Divination 2, Etiquette 3, Games (Go) 2, Lore (Heraldry) 1, Lore (History) 1, Lore (Shugenja) 2. Meditation (Void Recovery) 3, Spellcraft 3, Tea Ceremony 2, Theology (Fortunes) 3. 

Mastery Abilities: Add 5 to the TN of Social skill rolls made against her.
Spells: Sense, Commune, Summon, Importune, (Fire 1) Burst, Fury of Osano-Wo, (Fire 2) Aura of Flame, Tail of the Fire Dragon, (Fire 3) Fist of Osano-Wo, (Water 1) Castle of Water, Purify Water, (Air 1) Tempest of Air, (Air 2) Hidden Visage, (Earth 1) Earth’s Touch.

Advantages/Disadvantages: Innate Spells (Burst, Aura of Flame, Tempest of Air), Servants (many), Social Position (family daimyo’s daughter)/Obligation (promised to a Yoritomo)
Equipment: Kimono and sandals, court dress, traveling pack, 5 koku.

3-Dan Shiba Genuji, One-Armed Mourner         

A former Phoenix yojimbo who lost his charge, a daimyo’s son, during a bandit attack many years ago.  His own right hand was severed during the attack, which he barely survived.  Although he offered seppuku for his failure of duty, the daimyo refused to accept it, believing that Genuji had done all that any man could do under the circumstances.  Genuji has spent the years since then tormented with guilt and with a sense of his own uselessness (he was right-handed, and could not regain his swordfighting form with only his left hand).  He took up Go initially as a form of mental discipline, but as his skills have improved, he has begun to find it a way to atone for his past mistakes.  Genuji is a grave, serious man in his mid-thirties, with a face creased by old grief and care.  He has neither friends nor wife, considering himself unworthy of either, and always speaks in a soft, constrained voice.  Most PCs will find him emotionally and personally unapproachable, but a PC who has suffered a similar deep loss or tragedy might be able to connect with him. If so, that PC would be rewarded with a strong and lifelong friendship.  

	FIRE 3
	  AIR 3

	
	

	EARTH 3 
	WATER 3 

	
	

	VOID 3


TN to be Hit: 15 


School/Rank: Shiba Bushi 2


Rank One: When declaring posture for the round, may choose to add Void ring to either TN to be Hit, attack roll totals, or damage roll totals until next round.  May spend as many Void points as desired on any action.


Rank Two: Gain Free Raises equal to School Rank on melee attack rolls, but these Raises may only be used to Guard an ally.  With a successful Guard action, in addition to the normal effect, and bonuses to his TN to be Hit are also added to the ally.  Raise or lower the TN of any spell cast on him by 5.

Honor/Status/Glory/Infamy: 3.5/1.5/2.4/1.0

Skills: Athletics 3, Calligraphy 2, Courtier 2, Defense 4, Etiquette 3, Games (Go) 4, Investigation 2, Kenjutsu 3, Knives 2, Kyujutsu 2, Lore (Go) 3, Lore (Heraldry) 1, Lore (Law) 2, Medicine 1, Meditation (Void Recovery) 3, Spears 2, Theology 3. 

Mastery Abilities: Add Defense to TN to be Hit at all times.  Add 5 to the TN of Social skill rolls made against him.
Advantages/Disadvantages: Higher Purpose (seek redemption)/Bad Reputation (lost his charge), Missing Limb (right hand).
Equipment: Kimono, court dress, prayer beads, 4 koku.

3-Dan Ikoma Toya, Lion Widow

A middle-aged woman with graying hair worn long and lightly-bound at her waist.  She is widow, and enjoys copious free time now that her eldest son has come of age and married.  A cheerful woman with a kindly, almost motherly air, she enjoys offering advice and guidance to younger people.  At the Go board, however, she is a skilled and relentless competitor, and takes a quiet pleasure in her victories.

	FIRE 2
	  AIR 3

	Intelligence 4


	

	EARTH 3
	WATER 2 

	
	Perception 4

	VOID 3


TN to be Hit: 15

School/Rank: Ikoma Omoidasu 2


Rank One: Glory rank is increased by Awareness rank to determine if she is recognized (this bonus may be conferred on a number of companions equal to School Rank).  Free Raises equal to School Rank on public bragging rolls.


Rank Two: During combat may bolster a number of allies equal to Awareness + School Rank, allowing them to add her Honor rank to their attack rolls.  

Honor/Status/Glory: 3.2/2.0/2.5

Skills: Athletics 1, Battle 1, Calligraphy 4, Courtier 5, Defense 2, Etiquette 4, Investigation 2, Kenjutsu 1, Games (Go) 3, Lore: Heraldry 5, Lore: History 4, Lore: Lion Clan 2, Medicine 2, Storytelling (Bragging, Oratory) 5, Theology (Ancestors) 2. 

Mastery Abilities: Add 5 to the total of any contested Social roll made against her.  

Advantages/Disadvantages: Social Position (widow of prominent samurai)

Equipment: Fine kimono, court dress, 6 koku.

4-Dan Shioku, Monk

A shaven-head monk in his early twenties, with a slightly plump build and a round, friendly face.  He usually has a placid expression with a vague half-smile, and wanders through the court dispensing the occasional Shintaoist aphorism.  He is gentle and soft-spoken, and never gets excited or loses his temper, even if insulted.  During Go games, however, Shioku transforms into a fierce and deadly opponent, his face losing its softness as he focuses with predatory intensity on the board.  He will drop out of this persona the moment he stops playing (even for a meal break), which can be quite disconcerting to his opponents.

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 4


TN to be Hit: 15


School/Rank: Monk 3

Honor/Status/Glory: 3.5/0/2.0

Skills: Athletics 2, Calligraphy 2, Defense 3, Etiquette 3, Games (Go) 5, Hunting 2, Investigation 3, Jiujutsu 4, Lore (Go) 2, Lore (Heraldry) 1, Lore (History) 1, Medicine 3, Meditation 5, Staves 3, Tea Ceremony 3, Theology (Shintao, Fortunes) 6.

Mastery Abilities: Add Defense skill rank to TN to be Hit (except when incapacitated/unaware, or in Full Attack). Rolls an extra damage die with unarmed combat.  

Kiho: Flee the Darkness (instant awareness that someone is trying to mentally manipulate him, spend a Void point to either double the TN or double the number of dice rolled to resist), Harmony of the Mind (spend a Void point once a day to roll Raw Awareness at TN 10 + Target’s Insight x 5 to learn target’s lowest and highest Traits, School ranks, or Insight rank), Self no Self (Meditate for 5 minutes to regain all Void points).

Advantages/Disadvantages: Sensei (Kamato)

Equipment: Monk robes, traveling pack.
Otomo Hiroshi, youthful Imperial Historian 

A young Otomo courtier who has recently been appointed as a historian.  He is here to record the results of the Go tournament.  Hiroshi is a friendly and honorable young man who wears a formal samurai topknot and a neatly-trimmed goatee. 
	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 3

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 3


TN to be Hit: 10


School/Rank: Otomo Courtier 1


Rank One: Does not lose Honor for using the Deceit skill unless he chooses to do so.  Any time he successfully uses the Deceit skill against someone, gains a Free Raise to be used in a Contested Social skill roll against that individual (must be used within the next day).  

Honor/Status/Glory: 3.5/3.0/1.5

Skills: Calligraphy 2, Courtier (Manipulation) 3, Deceit (Intimidation) 2, Defense 1, Etiquette (Bureaucracy) 4, Horsemanship 2, Investigation 1, Lore (History) 4, Lore (Heraldry) 3, Lore (Law) 2, Medicine 1, Meditation 2, Storytelling 2, Theology 2.  

Mastery Abilities: Adds 5 to the TN of any Contested social roll made against him.

Advantages/Disadvantages: Great Destiny, Social Position (Imperial historian). 
Equipment: Fine kimono, traveling pack, 25 koku.

Kakita Yotai and Kakita Sensa, Ruthless Courtier Couple

Yotai and his wife Sensa are a pair of elegant courtiers, epitomizing the Crane ethic of perfection, beauty, and nobility.  They are both extremely skilled in courtly maneuver, etiquette, and deception.  Their goal here is to win one of the Hanagensai family daughters for their first-born son, Toji, and they will be quite ruthless in pursuing this goal and obstructing or sabotaging any rivals (including poor Suzume Keizo).  They are not above employing blackmail and other ruthless methods to meet their goals, and Sensa is willing to engage in seduction as well.  

Kakita Yotai, Courtier Duelist

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 4


TN to be Hit: 29 


School/Rank: Kakita Bushi 3



Rank One: Add twice his Iaijutsu skill to all initiative rolls.  May use Iaijutsu skill in place of Kenjutsu, and may Focus one additional time in an Iaijutsu duel.


Rank Two: For every 10 points by which his Initiative score exceeds an opponent’s, he gains a Free Raise to attacks rolls on that opponent.  In an Iaijutsu duel, if he has a higher Honor Rank, may add the difference in Honor Ranks to total number of times he can Focus.


Rank Three: When in an iaijutsu duel, gains additional Void points equal to Honor Rank that last only for remainder of duel.  In a skirmish, if strikes an opponent with lower initiative, that opponent is +10 to hit him on his next attack roll that round.

Honor/Status/Glory/Infamy: 1.6/3.0/2.8/1.2

Skills: Athletics 2, Calligraphy 2, Courtier (Political Maneuvering) 4, Games (Sadane) 2, Deceit (Lying) 4, Defense 4, Etiquette (Sincerity) 5, Horsemanship 3, Iaijutsu 5, Investigation 3, Kenjutsu (Katana) 5, Kyujutsu 2, Lore (Heraldry) 2, Lore (History) 1, Lore (Law) 2, Meditation 1, Storytelling (Poetry) 2, Tea Ceremony 2, Underworld 2.

Mastery Abilities: Add 5 to TN of any Social rolls against him.  May Focus an additional time in an Iaijutsu duel.  Add Defense skill rank to TN to be Hit at all times.  Wound penalties to attack rolls with Kenjutsu are reduced by skill rank, and may spend an additional Void point on damage with a sword.

Kata: The Empire Rests on Its Edge (keyed on Courtier skill).

Advantages/Disadvantages: Allies (many), Blackmail (many), Dangerous Beauty, Heartless, Perceived Honor (rank 1), Voice, Wealth/Bad Reputation (ruthless), Dark Secrets (many), Driven (win Hanagensai bride for son Toji).
Equipment: Kimono, light armor, daisho set, badge of office.

Kakita Sensa, Courtier Seductress

	FIRE 2
	  AIR 2

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 3

	VOID 3


TN to be Hit: 10


School/Rank: Doji Courtier 3


Rank One: Adds twice her Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 5 times a day.


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


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

Honor/Status/Glory/Infamy: 0.8/3.0/3.7/1.5

Skills: Artisan: Origami 3, Calligraphy 5, Courtier (Gossip, Political Maneuvering) 4, Deceit (Lying, Seduction) 6, Etiquette (Conversation, Sincerity) 5, Perform (Dance 3, Samisen 2), Sleight of Hand 2, Stealth 3, Storytelling (Poetry) 4, Theology (Shintao) 3.

Mastery Abilities: Adds 5 to the total of any Contested social roll made against her.

Advantages/Disadvantages: Allies (many), Blackmail (many), Crafty, Dangerous Beauty, Heartless, Perceived Honor (rank 1), Voice/Bad Reputation (seductress), Dark Secret (many), Driven (win Hanagensai bride for son Toji).
Equipment: Fine kimono, fine court dress, fan, 15 koku.

2-Dan Kuni Otango, Aged Shugenja 

An older man in his late fifties, with a long graying beard and a balding head.  He walks with a heavy limp, leaning on a walking stick of polished black wood, and speaks in a low, gravelly voice.  His ward, Kuni Aya, 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.  These trances have grown more and more violent and disturbing in recent months, and Otango, her sensei and grandfather, has brought her to the peaceful Crane lands in hopes that the environment will help her overcome her condition.  Neither of them will speak of this to others, but PCs will be able to notice that Otango is very protective of Aya and tries to keep her away from anything violent or disturbing.   

	FIRE 3
	AIR 2

	Intelligence 4


	Awareness 3

	EARTH 5
	WATER 3 

	Willpower 6
	

	VOID 4


TN to be Hit: 13


School/Rank: Kuni Shugenja 3


Technique: Gains a Free Raise any time he casts a spell on a target known to possess the Shadowlands Taint.  Affinity to Earth, Deficiency to Air. 

Honor/Status/Glory: 2.5/1.5/2.4

Skills: Athletics 2, Calligraphy 4, Courtier 2, Defense 3, Etiquette 3, Games (Go) 2, Investigation 2, Lore: Heraldry 2, Lore: History 2, Lore: Shadowlands 4, Lore: Shugenja 3, Medicine 4, Meditation 4, Spellcraft (Maho) 5, Storytelling 2, Tea Ceremony 2, Theology (Fortunes, Shintao) 5. 

Mastery Abilities: TNs of all social rolls made against him are increased by 5.  Add Defense skill to TN to be Hit.  Heal an additional die of Wounds with the Medicine skill.
Spells: Sense, Commune, Summon, Importune, (Earth 1) Earth’s Stagnation, Earth’s Touch, Jade Strike, (Earth 2) Tremor, Walk Without Passing, (Earth 3) Benevolent Protection of Shinsei, (Earth 4) Tomb of Jade, (Fire 1) Extinguish, Fires of Osano-Wo, (Water 1) Path to Inner Peace.

Advantages/Disadvantages: Innate Spells (Jade Strike, Tomb of Jade)/Bad Health, Dependent (Kuni Aya), Lame.
Equipment: Kimono and sandals, traveling pack, walking stick, 5 koku.  

Shosuro Mitaka, Philosophical Skeptic

A middle-aged man with hair just starting to turn gray.  He is handsome and charming in the manner of a well-kept older man, and enjoys pleasant conversation, philosophical debate, and gazing at beautiful things, whether they be flowers, sunsets, or women.  Mitaka is semi-retired, unwilling to go to a monastery but too old, and too controversial, to continue serving his Clan elsewhere.  The Shosuro have used political influence with the Hanagensai family to shuffle Mitaka off on them for the winter, for they find him an embarrassment due to his quirky opinions.  

Mitaka is the Rokugani equivalent of a philosophical skeptic.  He has no faith in bushido, regarding it as merely a clever intellectual concept.  He is also quite dubious about the existence of ancestors, Fortunes, and other divine beings, pointing out that all such entities could be merely the illusions of skilled shugenja or of human self-deception.  “The Kitsuki have noted more than once that human witnesses, far from being supremely reliable, are in fact very often mistaken, even in matters of simple fact.  And of course men under stress can frequently see things which are not there, as the Crab can attest.  Who is to say that all our visions of gods and ancestors are not self-delusions?”

For all his strange views, Mitaka is a polite and friendly man.  He quietly but deeply enjoys the limited pleasures of daily life (since he suspects there is no other life beyond) and finds courtesy and etiquette quite valuable for helping keep life pleasant.  He never raises his voice or loses his temper, and if a PC becomes angry or confrontational with him, he will change the topic with a smile: “Perhaps we should speak of other things, then. Is not this ikebana arrangement beautiful?”

	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 3
	WATER 2 

	Willpower 4
	Perception 3

	VOID 4


TN to be Hit: 15


School/Rank: Bayushi Courtier 3


Rank One: When making a Contested Social Skill roll, gains one Free Raise for every 2 points of Disadvantages you know your opponent has, or one for every 4 points which the opponent has but you are unaware of.  Any time you succeed in a Contested Social Skill roll, you gain a Free Raise on your next such roll against the same opponent.


Rank Two: Observe an opponent for one round, spend a Void point, and make a Contested Awareness roll to learn the opponent’s lowest Trait, and rank in that Trait (Void counts as a Trait for this technique). Raises on the Awareness roll can learn additional Traits, from lowest to highest.  When an opponent attempts to use a skill or technique to learn your Traits, you may spend a Void point to give false information.  


Rank Three: Once per day, while having a conversation with an opponent, may make a Contested Awareness roll to learn information about the opponent.  Opponent must choose to reveal either two Disadvantages, all Advantages, his three highest Traits, or the ranks and emphases of all his Skills.  If the opponent chooses anything other than Disadvantages, or reveals information you already know, he cannot re-roll 10’s on Contested Social rolls against you for one full day.

Honor/Status/Glory/Infamy: 2.5/1.0/2.6/2.5

Skills: Artisan: Bonsai 2,Courtier (Manipulation, Political Maneuvering) 6, Deceit (Lying) 4, Etiquette (Bureaucracy, Sincerity) 7, Lore: Heraldry 4, Lore: History 6, Medicine 3, Meditation 5, Storytelling (Poetry) 3, Theology 4. 

Mastery Abilities: Adds 10 to the total of any Contested social roll made against him.

Advantages/Disadvantages: Benten’s Blessing/Bad Reputation (religious skeptic). 
Equipment: Fine kimono, fine court dress, fan, 10 koku.

Suzume Takato, Minor Sparrow Daimyo

A short man in his late thirties, with skin tanned and roughened by a life spent outdoors.  His kimono, while well-tailored, is also quite plain.  Although he is a daimyo, he is a humble and restrained man who always speaks in a soft voice.  Takato has called in the few political favors he had in order to attend this winter court, hoping that his son can marry one of the Hanagensai daughters and bring a generous dowry back to their poverty-stricken lands.  

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 19


School/Rank: Suzume Bushi 2


Rank One: May voluntarily lower Initiative by any amount to raise TN to be Hit by half that amount (but not more than twice Reflexes).  Gains a Free Raise when using Lore: Heraldry.


Rank Two: Against a human opponent with lower Honor, adds +5 to TN to be Hit and adds Honor to total of attack and damage rolls.  Free Raise when using Lore: History.    

Honor/Status/Glory: 3.8/4.0/1.5

Skills: Athletics 3, Battle 2, Calligraphy 3, Commerce 3, Courtier 3, Craft (Farming) 5, Defense 4, Etiquette 3, Kenjutsu 3, Lore: History 4, Lore: Heraldry 4, Spears 2, Storytelling 6, Theology 3.
Mastery Abilities: Adds rank in Defense to TN to be Hit.  Adds 5 to TN of Social Rolls made against him.

Advantages/Disadvantages: Bland, Social Position (minor daimyo)
Equipment: Kimono, plain court dress.

Suzume Keizo, Heir to Minor Sparrow Daimyo

A bright-eyed, handsome boy of fourteen, just past his gempukku.  His kimono is of somewhat higher quality than his fathers’ – the family spent what few resources they had making sure he would be well-dressed for winter court.  He takes his duty to court the Hanagensai daughters very seriously, and will treat other suitors as his rivals.  However, due his extreme youth and inexperience, his seriousness sometimes becomes excessive and makes him look foolish.  Like most Sparrow, he is not especially adept in the ways of court, and often ends up speaking at the wrong moment or otherwise committing minor errors. 

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 2 

	Willpower 3
	

	VOID 2


TN to be Hit: 15


School/Rank: Suzume Bushi 1


Rank One: May voluntarily lower Initiative by any amount to raise TN to be Hit by half that amount (but not more than twice Reflexes).  Gains a Free Raise when using Lore: Heraldry. 

Honor/Status/Glory: 3.5/2.0/1.0

Skills: Athletics 2, Calligraphy 2, Commerce 1, Courtier 2, Craft (Farming) 3, Defense 2, Etiquette 1, Kenjutsu 2, Lore: History 2, Lore: Heraldry 3, Storytelling 3, Theology 1.
Advantages/Disadvantages: Social Position (heir to minor daimyo)/Idealistic
Equipment: Fine kimono, fine court dress.

Asahina Hamanada, Court Shugenja and Gourmand

An overweight man in his late thirties with a balding pate and plump, pink cheeks.  He is a gourmand and greatly enjoys fine-quality meals, indulging in them at great length.  Unsurprisingly, given this lack of self-discipline, he is a rather inept shugenja, although his education in theology and the ways of the spirits is quite extensive.  When not eating, he enjoys art and literature, and takes pleasure in displaying his knowledge and education, holding forth at length about both spiritual and artistic matters. 

	FIRE 2
	AIR 3

	Intelligence 3


	Awareness 4

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 3


TN to be Hit: 20


School/Rank: Asahina Shugenja 2


Technique: The Soul’s Grace.  May spend a Void point to roll additional dice equal to Honor Rank when casting a spell.  All effects from that spell which are determined by Ring Rank are adjusted as if that Ring was increased by the caster’s Honor Rank.  Affinity to Air, Deficiency to Fire. 

Honor/Status/Glory: 2.5/4.0/2.0

Skills: Calligraphy 3, Courtier 2, Etiquette 3, Lore (Food) 5, Meditation 3, Spellcraft 3, Storytelling 2, Tea Ceremony 2, Theology (Fortunes) 2.

Mastery Abilities: Add 5 to the TN of Social skill rolls made against him.

Spells: Sense, Commune, Summon, Banish, (Air 1) Quiescence of Air, Wind-Born Slumbers, (Air 2) Call Upon the Wind, Mists of Illusion, (Air 3) Wisdom of the Kami, (Water 1) Path to Inner Peace, Purify Water, (Water 2) Way of Still Waters, (Earth 1) Force of Will.

Advantages/Disadvantages: Innate Spell (Call Upon the Wind), Servants, Social Position (daimyo’s court shugenja)/Compulsion (food).

Equipment: Kimono, sandals, court dress, scroll satchel, 18 koku.

O-Doji Koneko, the Crane Clan Matron

The elderly mother of the current Clan Champion, and widow of the previous Champion – she served as regent for fifteen years while her son matured, and is still the “power behind the throne” in the Crane Clan.  She is a decrepit old woman, elaborately made up and dressed, her gray-white hair tied back in an elaborate arrangement.  Her eyes are rheumy, her swollen face sags unevenly, and her mouth contains only a few stubs of teeth.  Despite her outwardly frail appearance, Koneko is very sharp and perceptive.  She has a viperish tongue and an acidic temper, and exploits the deference owed to age to indulge both.    

Koneko is bitterly resentful at being stuck in this minor winter court while her “blockhead of a son” is at the Imperial Winter Court making policy for the Crane Clan.  She will not openly slander her son in front of the court, but in more private conversations she will unleash her vitriolic anger.  

	FIRE 1
	  AIR 1

	Intelligence 5


	Awareness 7

	EARTH 1
	WATER 1 

	Willpower 5
	Perception 4

	VOID 4


TN to be Hit: 5


School/Rank: Doji Courtier 5/Master of Wits


Rank One: Adds twice her Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 5 times a day.


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


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


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


Rank Five: Once per day may privately consult an Ally, and confer on them any of the following Advantages for the next day: Benten’s Blessing, Clear Thinker, Higher Purpose, Irreproachable, Perceived Honor, or Voice.  


Master of Wits: Gutting the Eel.  Gains two Free Raises with the Courtier skill.  

Honor/Status/Glory: 1.8/7.5/8.5

Skills: Artisan (Dance) 3, Artisan (Ikebana) 3, Artisan (Painting) 2, Calligraphy 4, Courtier (Gossip, Manipulation, Political Maneuvering) 6, Deceit (Lying, Seduction) 5, Etiquette (Conversation, Sincerity) 7, Games (Go) 6, Games (Sadane) 6, Lore (Heraldry) 5, Lore (History) 4, Meditation 2, Storytelling (Poetry) 5, Tea Ceremony 3, Theology (Shintao, Fortunes, Ancestors) 6.

Mastery Abilities: Adds 10 to the total of any Contested social roll made against her.

Advantages/Disadvantages: Allies (many), Blackmail (many), Heartless, Higher Purpose (rebuild the Crane Clan’s power), Perceived Honor (4), Precise Memory, Sage, Servants (many), Social Position (Clan Champion’s widow), Wealthy (10)/Bad Reputation (viper’s tongue), Dark Secrets (many), Dependent (her son), Lost Love (her dead husband), Weakness (all physical traits).
Equipment: Splendid court dress, beautiful fan, slippers.

Kakita Kumiyuzu, Repellant Jester

A middle-aged jester whose elaborate facial make-up looks almost funereal on his long, horse-like face.  His clothing, wig, and other jester garments are pallid and droopy, and his usual expression is a face-slumping frown.  His voice is harsh and gravelly, the squawk of an angry crow.  All Rokugani jesters are known for being sardonic and sour, puncturing the pretensions of the arrogant and powerful, but Kumiyuzu takes it to an extreme, relentlessly mocking every aspect of bushido, etiquette, samurai behavior, and Rokugani tradition.  For example, if a PC refers to Honor, one of his favorite responses is, “What is Honor?  A word.  What is that word, Honor?  Air.”   Most samurai find him deeply offensive, but he is protected by the approval of O-Doji Koneko, who always laughs and applauds at his gibes, no matter how harsh and malignant.  

	FIRE 2
	  AIR 3

	Intelligence 4


	

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 2


TN to be Hit: 15


School/Rank: Kakita Artisan (Jester) 3

Honor/Status/Glory: 0.5/2.0/5.7

Skills: Acting (Jester) 3, Athletics 3, Courtier 4, Etiquette 1, Lore: Bushido 2, Lore: Heraldry 2, Lore: History 2, Perform (Dance, Jester) 7, Storytelling 5, Theology 3. 

Advantages/Disadvantages: Ally (O-Doji Koneko)/Bad Reputation (vile ineffective jester)
Equipment: Jester clothing, sandals.

Appendix #2: The White Tiger

	FIRE 2
	  AIR 2

	Agility 4


	Reflexes 4

	EARTH 4
	WATER 5 

	
	


TN to be Hit: 20

Attacks: 5k4

Damage: 6k2

Carapace Armor: 1 (heavy fur)

Wounds: 11: +3; 21: +5; 31: +10; 41: +15; 51: +20; 60: Dead.  


Skills: Stealth 4

Handout #1: Go Competitors 

2-Dan Doji Shumei 

Rolls: 5k3 

4-Dan Daidoji Reyoku 

Rolls: 8k4

2-Dan Yasuki Jin 

Rolls: 6k4

4-Dan Bayushi Tsukiru 

Rolls: 8k4

2-Dan Moshi Hinako 

Rolls: 6k4

3-Dan Shiba Genuji 

Rolls: 7k3

3-Dan Ikoma Toya

Rolls: 6k3

4-Dan Shioku

Rolls: 8k3

2-Dan Kuni Otango

Rolls: 5k3

Player #1

Player #2

Player #3

Player #4

Player #5

Player #6

Handout #2: Points for Hanagensai Courtship

Kakita Yotai/Sensa

Suzume Keizo

Doji Shumei

Daidoji Reyoku

Yasuki Jin

Otomo Hiroshi

Player #1

Player #2

Player #3

Player #4

Player #5

Player #6

Winter Court: Shiro Hanagensai
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