Bayushi Lineage: Fathers and Sons

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

by Rob Hobart

from material by

Dan Briscoe

and

Galen Winkler

You are honored to attend a gempukku ceremony and competition at Kyuden Bayushi.  In the castle of secrets, you may find yourself offered more than one chance to earn favors with the powerful.   

Adventure Summary and 

Background

The PCs have been invited to attend an annual gempukku ceremony at Kyuden Bayushi.  The Scorpion have a very proud gempukku tradition, and often invite a large number of people from each Clan to attend their most prominent ceremonies.  This year is no exception, and the PCs are lucky enough to be among those invited to watch as the Scorpion Clan’s youngest and best compete against one another.   For the young samurai, this will be a grueling test of their skills and abilities, proving that they have mastered what is required to serve the Scorpion.  For the guests, however, this will be a far more pleasant occasion, an opportunity to enjoy the finest of hospitality in the most magnificent castle in Scorpion lands.  The gempukku competitions and ceremonies will last two days.

However, strange things are afoot in Scorpion lands.  Akodo Mako, an agent of the Akodo family daimyo, has arrived with secret orders from his lord.  He is to burn Traitor’s Grove, a sacred forest outside Kyuden Bayushi where the Scorpion seal away the souls of their most vicious and evil enemies.  He is also under orders to target and frame a militant Crab, Yasuki Kado, in order to heighten the already simmering tensions between the Crab and Crane Clans.  

The fire at Traitor’s Grove will occur late on the first night that the PCs are at Kyuden Bayushi.  The fire releases the malignant spirits of several evil men and women long though to have been dealt with.  These freed spirits will possess the bodies of their descendents throughout Rokugan.  One such individual is a young Scorpion participating in the gempukku ceremony, Bayushi Ippei, son of Bayushi Seiichi.  He will be possessed by the spirit of his elder half-brother, Bayushi Hakuseki.  Seventeen years ago, Hakuseki was condemned to Traitor’s Grove for an attack on the Scorpion Clan Champion.  His father Bayushi Seiichi was a long-proven loyal Scorpion, and so was spared from punishment, eventually remarrying and having another son, Ippei.  
Bayushi Hakuseki will attempt to seek revenge on the children of those who imprisoned him in Traitor’s Grove.  He will murder Bayushi Giudo, son of Bayushi Mataji, on the second night of the gempukku competitions.  Bayushi Seiichi witnesses this, and recognizes his dead son’s fighting style, realizing what has happened.   

The Reluctant Duelist: In addition to this main plotline, the PCs will probably also become involved in a sub-plot concerning Bayushi Kyodai, a trusted hatamoto of the Scorpion champion, and his son Bayushi Tamaji.  Tamaji, an unwise and emotionally unstable young man, has been challenged to a duel with a Phoenix bushi, but is desperately unwilling to see it through – he knows he is outmatched.  On the first night of the adventure, he will try to flee from the castle, taking up the guise of a ronin.  His father Kyodai may recruit some or all of the PCs to retrieve his son.  

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 high-end parties, as follows:

Low End Party (more than half of the characters are Insight Rank One):

· The base TN to convince Bayushi Tamaji to return to his duties is 30, not 40.

· All other TNs for Skill and Trait rolls are reduced by 5.

· Ippei/Hakuseki has Defense of 3 (TN to be Hit is base 23) and Kenjutsu of 4. 

High End Party (more than half of the characters are Insight Rank Three):

· All Skill and Trait TNs (including the TN to  convince Bayushi Tamaji) are increased by 5.

· Ippei/Hakuseki is Insight Rank 5 (Bayushi Bushi  4/Falcon’s Claw 1) and has Kenjutsu and Defense  of 6.

Player’s Introduction

The adventure begins on the first day of the Month of the Serpent, also known as the Month of Hantei (June for gaijin).  The PCs arrive at Kyuden Bayushi along with the other guests.   

As you crest a hill, you see in the distance the gleaming towers of Kyuden Bayushi atop a high plateau.  Banners in the red and black of the Scorpion Clan wave from the walls of the castle, and several Scorpion guards can be seen patrolling the road that ascends the plateau.  A small forest clings to one side of the plateau’s lower slope, but aside from that, the sides are rocky and bare.  Above, the ancient central stronghold of the Scorpion Clan gleams in the light of Lord Sun.  

There is a medium-sized village (about 2,000 people) in the fertile lowland below the castle.  The peasants have been instructed to expect samurai visitors, and they line the village’s main street and prostrate themselves as the PCs and other samurai pass through and ascend the switchback road to the castle’s plateau.  

All the Clan and Imperial PCs and NPCs have been invited to attend the castle to witness a major annual gempukku tournament and ceremony for the best and most promising young bushi of the Scorpion Clan.  It is considered an honor to be invited, and each Clan’s delegation is relatively small.  The PCs should feel privileged to be here.

Any ronin PCs have been hired as bodyguards and escorts for Yasuki Gozu, at the rate of 1 koku each, payable at the end of the adventure.  

Part One: Welcome to Kyuden Bayushi

All the guests are led through a bewildering hedge maze to the actual gates of the castle, where their mounts and gear are collected by attentive servants.  They are led through into a large audience hall, already crowded with Scorpion samurai and a few early-arriving guests.  

At the head of the hall stands a short, slim man with long hair, dressed in a fine kimono of Scorpion red, with a silk mask covering the upper half of his face, leaving exposed a narrow mouth with dark red lips.  As the last of you arrive in the hall, the man raises his hands for silence, and as one the Scorpion and guests prostrate themselves.  “Welcome to Kyuden Bayushi,” he calls in a thin, piercing voice.  “Our Clan has a long and proud tradition of gempukku, a tradition which we now wish to share with you.  For the next two days, many of our most promising youths will compete in contests and tournaments to prove that they are ready to become adults, to become samurai.  We are pleased and honored that all of you could be here to witness and appreciate their efforts!”  

His speech completed, Bayushi Tomoru, the Champion of the Scorpion, departs the room, leaving the task of hosting his guests to Bayushi Kyodai, one of his hatamoto.

Socializing in Kyuden Bayushi

The PCs are now free to circulate, socialize, and make the acquaintance of the other guests before the evening dinner.  During this time, Bayushi Kyodai will traverse around the room, greeting each guest, offering them a personal welcome, and asking if there is any way for him to make their stay more pleasant.  

Bayushi Kyodai is an elderly man, well into his fifties, a trusted retainer of Bayushi Tomoru.  He wears a neatly trimmed beard and moustache which are both iron gray, and the same color has nearly taken over his thinning scalp hair.  His mask is of paper and wood, and covers only the upper half of his face.  Although Kyodai behaves with perfect courtesy and honor, he is crumbling inside – he knows his only son, Tamaji, is in danger of perishing in a duel within the next two days, threatening the end of his bloodline.  

Kyodai is accompanied in his rounds by his friend, Bayushi Seiichi, another elderly samurai.  Seiichi is probably a couple of years older than Kyodai – he is completely bald, and has a face deeply creased by a lifetime of worry and sorrow.  His mask is a minimal wooden frame around his eyes.  Despite his beaten-down appearance, he is actually the more upbeat of the two, and smiles often and easily.  This is mainly because his son Ippei will be participating in the gempukku rituals, although he will tactfully avoid discussing this around his friend Kyodai.

Once Kyodai and Seiichi have greeted all of the guests, they will invite everyone to dinner, which will be held in the Hour of the Rooster (6-8pm).  Until then, the guests’ time is their own, and they are free to socialize, explore the castle, bathe, practice in the dojos, or otherwise occupy their time.  

Locations of Interest 

The palace of the Scorpion is a deceptively normal castle at first visit – only the truly bold and curious visitor will find the mazes of twisting corridors, hidden rooms, and concealed half-levels that interweave the castle’s more normal levels and chambers.

Outside the castle itself, the top of the plateau also boasts a large barracks, a sprawling garden, a large bath-house with separate facilities for men and women, a stables, and a huge hedge-maze.  The outer edge of the plateau is intermittently patrolled by Scorpion bushi, watching for infiltrators.  Visitors arriving from elsewhere are met at the edge of the plateau and escorted through the hedge-maze to the front gates of the castle proper.       

The Guests

Besides the PCs, Bayushi Kyodai, and Bayushi Seiichi, the following other individuals of interest are in the castle.  The PCs should be encouraged to interact with them, before, during, and after the evening meal.

Bayushi Tamaji, the son of Bayushi Kyodai.  He is an uneasy, anxious young man, wearing a full-face mempo to conceal his features and emotions.  He is an emotionally unstable man, and is stricken with fear at the prospect of his upcoming duel with Shiba Yota.  He will try to put on a front of being a confident, arrogant young bushi, but it is a fragile act.  

Shosuro Sora.  A Scorpion samurai-ko and duelist with a muscular frame and a plain face.  She wears her hair in a single long, tight braid that stretches to her waist.  Sora is infamous for killing Shinjo Rokaro, the son of the Shinjo family daimyo, in a duel four years ago.  (PCs can recall this with a roll of Intelligence/Lore: History at TN 15.)  She is unmarried, and behaves in a cold and distant manner toward most men (unless she is quite sure they have no romantic intentions).  She is usually friendly toward women.

Sora has a personality quirk which can be quite troublesome in Rokugani society: she prefers women to men.  This might not be a serious problem if she was able to keep her tastes discreet.  Unfortunately, she is also a passionate and impulsive woman, and when she encounters an attractive young woman, her impulse is to fall hopelessly in love and pursue the object of her affections relentlessly, regardless of the consequences.  This has led her into numerous challenges and duels over the years, forcing her to become an extremely skilled duelist for her own protection.

During this adventure, if any female PC has the Dangerous Beauty advantage, Sora will become smitten with her and begin pursuing her relentlessly (see the later adventure sections for details of how she will pursue this).  If Mirumoto Hideo is pursuing the same female, Sora will become quite irritated at this competition, and will begin trying to goad Hideo with insults and anti-Dragon remarks.  

Shiba Yota.  The brother of Shiba Niome, the young Phoenix maiden offended by Tamaji’s activities last winter.  Yota is a dour, serious man in his early twenties, with an unfortunate habit of speaking his mind even when it is politically inadvisable to do so.  He has a generally dim view of Scorpions, but is intelligent enough to usually try to contain his opinions within Kyuden Bayushi.

Isawa Tengen.  A shugenja who accompanied Shiba Yota to the castle to witness the duel with Bayushi Tamaji.  Tengen is a more diplomatic man than Yota, and makes a point of staying at Yota’s side and doing most of the talking for both of them.  He is a middle-aged man with thinning hair and a slightly world-weary air.

Yasuki Gozu.  A skinny, well-groomed Crane with a narrow face, quick eyes, and a small mouth.  Gozu is a merchant and courtier, and holds some rather unusual opinions, even for a Yasuki: he believes that Rokugan must adopt gaijin ways and methods of trade, commerce, and ship-building (the latter an especially controversial view, since the Hantei Emperors long ago declared shipbuilding to be a perfected art).  

Daidoji Kowaru.  The new daimyo of the Daidoji family is here, making one of his first court appearances since ascending to replace his brother Hayashi (who died in the adventure “Uncertainty”).  He is a skinny, well-dressed young man with the long, slim fingers of an artist.  He wears a white silk court mask which nicely accents his piercing gray-blue eyes.  Kowaru is normally quite polite and soft-spoken, although he becomes tense and confrontational around Crabs (he blames the Crab for the death of his brother).  

Daidoji Akira and Daidoji Asami.  These are a pair of twins, both trained as Daidoji yojimbo, sent to act as protection and escort for the two Crane courtiers (Gozu and Kowaru).  They are both handsome and smooth-skinned young Cranes, with white-dyed hair, gray eyes, and pleasant manners.  There is a certain androgynous similarity between them that can be a bit unsettling, especially since they both have soft, melodic voices.

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

Hideo will try to gain the attentions of any female PC with the Dangerous Beauty advantage.  This may bring him into competition with Shosuro Sora (see below).

Togashi Takamasa.  A short, broad-waisted tattooed man with a friendly personality and a ready smile.  He wears a kimono, rather than the bare-chested style favored by many of the tattooed orders, and has excellent manners and etiquette.  He does have a mischievous sense of humor, and a taste for riddles, which he enjoys dropping into conversations.  
Ikoma Kurai.  A famous young Lion poet.  He is a short, somewhat plump young man with a dreamy, distracted air, and is easily flustered by the attentions of pretty women.  PCs may have previously met him in the adventure “Unrequited Love.”  He is currently working on another poem, an epic piece based on the deeds of Akodo, and will seek inspiration from fellow Lions and fellow poets.  

Yasuki Kado.  A Crab Yasuki, trained as a bushi.  This tall, lean man has ropily muscular limbs, burn scars on his left hand, and thick eyebrows that press down like shelves onto his dark eyes.  He is a distant cousin to a Yasuki who was killed in a duel with a Crane during the last Winter Court, and is full of outrage against the perfidy and treachery of Cranes, opinions he will share with anyone who will listen.  He will also make a special point of sniping at Yasuki Gozu’s opinions on trade and gaijin dealings.     

Kuni Kubota.  Kubota is an irritable middle-aged shugenja, with shaggy hair and a perpetual scowl.  He is a provincial daimyo in the Kuni family, and bitterly resents any time spent away from the Crab lands.  He attended the Emerald Tournament last year, and as a result of that experience has become convinced that all of the other Clans are soft and decadent, unworthy of protection by the Crab.  He will spend most of his stay at Kyuden Bayushi holding forth on this topic, and calling on the other Clans to prove him wrong by sending their samurai to serve time on the Kaiu Wall.

Otomo Hiroshi.  A young but promising Imperial historian, recently married to one of the daughters of the Crane vassal family of the Hanagensai.  PCs may have previously met him in adventures such as “Bloom of the White Orchid” and “Winter Court: Shiro Hanagensai.”  He is here as a guest of the Scorpion, not in his official capacity as a historian, and will be doing his best to enjoy his stay (and show off his pretty young wife).  He is a friendly, open-hearted young man, and will make a point of greeting anyone who has assisted or befriended him in previous adventures.       

The Competitors

The young Scorpions who are preparing for their gempukku will only appear in the castle in the evenings. They are typical young samurai, eager to prove their skills and become adults.  The one memorable personality among them is Bayushi Ippei, the son of Bayushi Seiichi.  He is hardly a “classic Scorpion” – rather, he is a smiling, open-hearted, innocent young man and a dutiful son.  He makes a point of approaching his father Seiichi before dinner and pledging to make him proud.  “I will be the son you have always sought, my father,” he pledges, bowing low.  Ippei is socially inexperienced and rather naïve, easily flustered or embarrassed, especially by the attentions of attractive women.

Ippei will, of course, transform drastically on the second day of the adventure, after he becomes possessed by his half-brother’s spirit.  The GM should make sure to establish Ippei’s likeable personality on the first night of the party’s stay at Kyuden Bayushi, before the fire at Traitor’s Grove.     

Part Two: Dinner in the Scorpion Castle

This evening, Bayushi Kyodai will host all of the guests and competitors for dinner in one of the castle’s many chambers.  This will be a highly civilized and sumptuous affair, and will offer the PCs another opportunity to socialize and meet with the various NPCs.  In keeping with proper precedent, the more prominent PCs (in terms of Status and Glory) will be placed at the main table with Kyodai, while minor or ill-reputed PCs are placed farther away.  The young Scorpion competitors, not yet adults, get their own table at the far end of the hall – it is an honor for them to even be in the presence of their superiors, and they depart to their quarters immediately after the meal.  

During this dinner, any PCs who roll Awareness/Courtier at TN 20 will detect a distinct tension between Shiba Yota and the various Scorpions, especially Bayushi Kyodai and his son Tamaji.  Yota’s companion, Isawa Tengen, will attempt to distract him with light conversation with other guests.  

However, most of the way through the meal, Shiba Yota will finally lose patience with the false smiles of his Scorpion hosts.  He stands up, ignoring a warning gesture from Tengen, and bows to Bayushi Kyodai:  

“Arigato, Bayushi Kyodai-sama.  The meal is excellent and the hospitality of your lord’s house is most wonderful.  It saddens me greatly that tomorrow evening I shall have to put your line to an end.  It is a pity that your son was not so courteous as you.”  


This speech will be met with a moment of frozen silence.  PCs who roll Awareness/Courtier (Political Maneuvering) at TN 25 realize this is a deliberate effort to intimidate, and it clearly has an effect – Bayushi Tamaji is visibly shaken and adjusts his mask nervously.  

The tableau is broken by an angry cry of “You forget yourself, samurai-san!” from Bayushi Seiichi.  Bayushi Kyodai, his face set and unmoving, lifts his hand to forestall further eruptions from his friend.  After a moment Shiba Yota asks quietly to be excused for the evening.  Kyodai gives a curt nod of his head and Yota departs, Isawa Tengen standing and bowing before following him out.  

In the silence that follows, Bayushi Kyodai clears his throat and remarks, “Well, it is unfortunate that our guests did not get to enjoy the final courses of dinner.”  He picks up a green pepper and carefully cuts it into pieces before taking a bite.  Conversation slowly resumes and the dinner proceeds.  However, as soon as the meal is over, Bayushi Tamaji departs for his quarters, declaring that he is tired.

Rumors of a Duel

If the PCs ask about this incident (without being too crude or blunt), they can learn the story from any of the Scorpions present at the dinner.  Alternatively, the PCs can simply ask about current gossip concerning the Scorpion or Phoenix, and roll Awareness/Courtier (Gossip) at TN 20 to pick up the story.  

It seems that Bayushi Tamaji was in Phoenix lands last winter, for the Emperor’s Winter Court, and become hopelessly smitten with Shiba Niome, the daughter of a local daimyo there.  However, he pursued her with such vigor and ardor that his behavior became insulting and Niome rejected him decisively.  (Non-Scorpions discussing this story will strongly imply that Tamaji made improper physical advances on Niome.)  When his courtship failed, Tamaji apparently responded with a campaign of insult and slander against her and her family.  As result, her brother Yota has demanded a duel to the death, and after months of political maneuver the duel has been approved.  (Scorpions will strongly imply that the Phoenix ended up offering generous concessions to gain approval for the duel.)  Now, Yota is here to carry out the duel, which is scheduled for tomorrow evening.  

Other Rumors

Besides the upcoming duel, the PCs will find a variety of other rumors concerning current events in the Empire.  The GM should deliver these through whichever NPCs seem appropriate, both to add flavor to the evening’s encounters and to give the NPCs additional personality.

· The Clans have agreed to re-open Beiden Pass in order to build a trade road through the southern Empire.  It is expected to take a couple of years, at least, to re-open the pass, but the Empire is already speculating as to how this will shift the balance of power between the Clans.   

· The Mantis have convinced the Emperor to give them control of much of the lucrative Thrane trade.  This will certainly shift the Empire’s economic balance, since the Mantis are already among the wealthiest of Clans.  They have also recently signed a trade agreement with the Crab, a fact which Yasuki Kado will make a point of rubbing in the face of the Cranes here.  Yasuki Gozu will respond by pointing out that this merely strengthens his viewpoint on the importance of trade with the outside world, much to the embarrassment of his fellow Cranes.

· The Phoenix have recently won approval from the Imperial authorities for their Asako Inquisitors to accompany the Jade Magistrates throughout the Empire.  This is considered a substantial and unexpected political victory for the Jade Champion, Asako Heishi.

· It is reported that the Crab Champion has announced another Twenty Goblin Winter to be held at the end of this year.  This is considered rather controversial, since the Crab are not reported to have suffered any sort of unusually heavy losses in recent years.  The Crane visitors will openly suggest this is a ploy for the Crab to build up their military strength – an implication which will draw an outraged response from Yasuki Kado.

After-Dinner Socializing

After the dinner concludes, the guests spend the rest of the evening socializing, circulating through the halls and gardens of Kyuden Bayushi.  The gempukku competitors generally retire early, after only an hour or so, in order to prepare for the next day’s efforts.  The other guests stay up much later, of course.

During this time, if Shosuro Sora has found a suitable object for her attentions, she will begin an aggressive romancing effort, reciting aloud a poem praising the beauty and elegance of her target.  Anyone rolling Intelligence/Storytelling at TN 15 will be able to tell who the poem refers to.  

Tamaji Goes Missing

Bayushi Tamaji will flee the castle soon after dinner, disguising himself as a ronin and hiding at an inn in the village below the plateau.  His father discovers the disappearance about an hour later, when he goes in search of his son.  After interrogating the servants, he  quickly realizes what has happened.  He will need someone to quietly deal with this problem before it ruins his family’s name.

Servants will approach any of the PCs who Kyodai finds suitable, inviting them to meet with their lord in private.  Kyodai will have his servants approach any PCs who did not seem overtly anti-Scorpion and who showed a reasonable amount of politeness and discretion at dinner.  In the unlikely event that all of the PCs are crude, boisterous, and indiscreet (or Shosuro), Kyodai will pick Otomo Hiroshi, and Hiroshi will in turn enlist any PCs with whom he is friendly.   

The PCs are escorted to a private room on the third floor of the castle.  It appears to be a residential room, with a futon rolled up against one wall and a writing desk underneath the window.  Bayushi Kyodai stands quietly in the room, waiting, and turns toward the PCs when they enter.  

“Greetings, samurai.  I require your assistance in a matter of some delicacy.  Discretion and secrecy will be required – but if you succeed, I will owe you a considerable favor.”

The PCs may respond as they see fit.  A well role-played promise of discretion will gain Kyodai’s cooperation.  If a PC actively attempts to lie, or to choose their words in such a way as to leave themselves an “out,” they will have to succeed with an Opposed Roll of either their Awareness/Deceit (Lying) or Awareness/Etiquette (Sincerity), depending on their approach, against Kyodai’s Perception/Investigation (Notice) of 10k5+5.  If he detects any liars, he will ask them to leave before continuing to speak with the rest of the PCs.

“My son is to face Shiba Yota tomorrow, in a duel to the death.  However, he has become convinced that he cannot win the duel, and has taken counsel of his fears and chosen to flee his responsibilities.”  His face remains silent and still as he speaks.  “My servants tell me that he left the castle in the guise of a ronin.  An informant has spotted him at the inn at the village outside our castle.  While I would very much like to send the guards to recover him, I fear this would be difficult to conceal, producing a loss of face for our Clan.  By contrast, if a few of our guests choose to pay an evening visit to the village outside of our castle, it will cause no great curiosity.”  

Kyodai suspects that his son is hiding in the town inn until morning, and wants the PCs to seek him out and convince him to return and face his duel.  

Special Orders for the Trustworthy 

If the PCs include Scorpions, Kyodai will have additional orders for them, which he gives them in private.  He will also give these orders to ronin PCs, offering to pay them an additional 2 koku if they must carry them out.

If they cannot convince Tanaji to return, Kyodai intends for them to take another alternative.  “I have prepared a death-haiku for Tamaji.  See to it that he commits seppuku.”  Although he will not say it in so many words, he clearly intends that the PCs force Tamaji into seppuku, even killing him themselves if need be.  He also provides them with a death-haiku, already written on a clean sheet of white paper.  

If the PCs seem dubious about this mission, Kyodai will remind them he is a hatamoto to the Clan Champion, Bayushi Tomoru, and the duel has been personally authorized by Tomoru.  “This incident cannot be allowed to damage the Scorpion Clan any further.”    

Questions

Kyodai will allow the PCs a few moments to ask him questions.  He can share the following additional information with them:  

· If the PCs ask, he will say that Tamaji is his only son and heir.  He had other children, but they died before reaching adulthood.  His wife perished of fever three years ago.

· If they ask about his own feelings or desires with respect to the upcoming duel, he will answer coldly: “My own feelings in this matter are unimportant – the Clan has judged it necessary for him to accept this duel.”

· If the PCs ask how they are to convince Tamaji to return, Kyodai will suggest (somewhat diffidently) that they remind him of his duties to his family, and point out the miserable life he will face as a wave-man.  If the PCs are all Scorpions, he will also suggest they also remind Tamaji of the nearby location of Traitor’s Grove.  

If the PCs balk, and express unwillingness to perform the mission, Kyodai coldly informs them that he will not accept a refusal.  “The Scorpion cannot allow ourselves to be shamed in this matter.”  If any of the PCs insist they cannot help him, he dismisses them from his room with a dark glare, and all such PCs gain a 3-point Sworn Enemy: Bayushi Kyodai.    

Any PC who tries to get a read on Kyodai’s attitude toward this whole incident can roll Awareness/Investigation at TN 25.  With a success, they realize that Kyodai has forced himself to accept that his son is already dead.  Now, he is only interested in preventing Tamaji from doing any damage to the family name and the rest of the Clan. 

Down to the Village

If the PCs have agreed to assist Bayushi Kyodai in recovering his son, they will need to leave the castle and go down to the village below.  Kyodai has already instructed the castle guards to allow any of the guests to visit the village who might wish to do so.  He will tell the PCs to simply say they wish to go down and visit the town.  

Once the PCs have left on their mission, Kyodai will return to the other guests and resume socializing, in order to maintain the appearance that nothing is wrong. 

Part Three: The Coward at the Inn

The village’s inn, the Golden Mask, is a well-built two-story structure with a large signboard (showing a kabuki mask painted in yellow-gold colors) and many lanterns, making it easy to find even at night.  The innkeeper, a middle-aged man named Buso, welcomes each customer personally, offering them the hospitality of his establishment.  

When the PCs come looking for Tamaji, they meet two Lion samurai who have just arrived – a young shugenja, Kitsu Mokuna, and an older bushi, Akodo Mako.

Kitsu Mokuna, Lion Shugenja, age 21.  Mokuna is a young, enthusiastic half-blooded Kitsu, a boyish and energetic man with a deep fascination for the spirits and ancestors, as well as a personal taste for ghost stories.  He does not, however, actually know very much about yorei or gaki (his education has focused on more virtuous spirits) and is something of a sucker for inaccurate ghost stories.  If anyone expresses interest in, or knowledge of, ghosts, he will while away endless hours talking with them. 

Akodo Mako, Lion general, age 40.  A lean, pale man with a neatly-trimmed gray goatee beard.  He has the build and scars of a veteran swordsman, but is a cold and self-controlled man who seldom raises his voice and, indeed, often speaks barely above a whisper.  He is well-mannered and highly educated, but remains distant and cool toward others.

When the PCs enter the inn, the two are discussing whether to stay here or proceed to the castle.  Mokuna will suggest they go to the castle, despite the late hour, but Mako will quietly override him.  “At this hour, our arrival would be an inconvenience to our hosts.  We will spend the night here and attend the Scorpion in the morning.”  Mokuna consents to his superior’s orders.

(Mako is actually lying – he has other reasons for wanting to stay outside the castle this evening.)  

Some of the PCs may have met Kitsu Mokuna before, in the adventure “Tears of a Fox’s Heart.”  If so, he will greet them in a friendly fashion, asking how their lives have gone since they last met, inquiring as to whether they are also attending the Scorpion gempukku competition, and so forth.  Akodo Mako will quietly go to a room at the inn, while reminding Mokuna to be ready to go to the castle in the morning.   

If the PCs ask Kitsu Mokuna about his traveling companion, he will explain that Mako is a general in the Lion armies.  Mako is not especially prominent, and makes a point of not boasting about himself, but he is reputed to be close to the family daimyo, Akodo Gintaku.

Finding Bayushi Tamaji

If the PCs ask the innkeeper Buso about any Scorpion guests, he will be confused.  “Many Scorpion stop here, samurai-sama.  But none have arrived this evening.  I think there is something important happening up at the castle.”  If they ask about ronin, however, he will mention that a wave-man came in about an hour ago.  “Most unusual for a wave-man – he actually had money.”   He can direct them to the ronin’s room, on the second floor, if they insist on meeting him.

If the PCs go to this room, Tamaji will meet them at the door in his guise as a ronin, claiming the name “Ikudo.” He appears to be a short man (he is deliberately walking with a slouch to create this impression) with grubby skin and rough-chopped hair, dressed in the plain, drab clothing of a wave-man.  Since his face was normally covered with a mask, he is effectively disguised simply by removing it and rubbing some dirt into his face.  

“Ikudo” will feign at being a sleepy, confused ronin, awakened from a well-deserved nap.  “Samurai-sama, it is late and I have traveled far, what is the problem?”  Needless to say, he will be very evasive and reluctant to even allow the PCs entrance to his room, although he will back down if they apply pressure or make a scene.

He will initially try to bluff the PCs, insisting that his name is Ikudo and claiming ignorance of any reason why they would be speaking to him.  The PCs will need to be persistent and role-play well in order to get him to listen.    


Their best approach will be to point out the shame and dishonor his actions will bring on his family’s name and reputation.  Accusing him of cowardice, however, will be counter-productive, since he has already accepted the coward’s way out.  Likewise, invoking general loyalty to the Clan will not work well, since he is angry at his assigned role as a sacrificial pawn.  

In order to convince Tamaji to return and accept his duty, the PC doing the bulk of the negotiating must make a successful roll of Awareness/Etiquette (Sincerity).  The base TN to convince him is 40 (!) but the following situational modifiers apply to determine the final TN:

PC invokes duty to family: -5 

PC invokes duty to clan: +5

PC encourages Tamaji to believe he can win the duel:   -5

PC accuses him of cowardice: +10 

PC is attractive female: -10

PC is a Scorpion: -5

PC is a Phoenix: +5

PC invokes dangers of wave-man’s life: -5

PC mentions Traitor’s Grove: -5

PC role-plays exceptionally well: -5 

If the first PC fails to convince Tanaji, a second PC may attempt to do so.  If two or more PCs fail, however, Tanaji will not listen to them any longer.

Success?
If the PCs make a successful roll, Tamaji ponders their words for a while, then sighs heavily.  “You are right, samurai-san.  For the sake of my family, I must do this.”  He pulls his Scorpion garments and mask from his traveling pack and dons them.  “Shall we return to Kyuden Bayushi?”  

Tamaji will return to the castle with the PCs, although he is clearly still unhappy with his situation.   

Failure

If none of the PCs succeed in persuading Tamaji, he will refuse to leave his “Ikudo” persona, and asks them to leave.  "I cannot comment on these things you have spoken of, samurai-san.  I am a wave-man with no family or Clan, and these things have nothing to do with me.”  

In this situation, Tamaji will not willingly return.  If the PCs try to use force, he will resist as best he can, and shouts for the innkeeper to call the local magistrates.  It will take about ten minutes for the innkeeper to bring the local Scorpion authorities.  Since the PCs are on a secret mission, it should be obvious that involving themselves in this sort of loud, public will be counter to their goals. 

Clever PCs might be able to find a way of physically retrieving Tamaji without a violent confrontation – for example, constraining or disabling him with magic like Quiescence of Air or Wind-Born Slumbers, delivering a physical knockout, or slipping him a drug (if a PC has the Poison skill and is willing to use it).  

The PCs will still have to find a way of getting him back to the castle without attracting attention, of course. One obvious possible method would be to pretend to be a group of guests who have been out drinking and are returning drunk to the castle – the guards will politely avert their eyes from such a spectacle, although the PCs will all lose 2 points of Glory.  

Forcing “Seppuku”

Scorpion PCs may wish to fall back on Kyodai’s suggestion for a falsified seppuku.  They will not be able to convince Tanaji to do so through role-play – having rejected the PCs’ general appeal to fulfill his duty, he will certainly not be willing to kill himself in order to spare the Clan embarrassment or loss of face.  

This option will thus require the Scorpion PCs to find a way to subdue Tamaji without attracting attention – through sneak attack, magic, or poison.  Having done so, they will also have to falsify the seppuku itself in such a way as to fool at least a cursory examination.  The GM will need to adjudicate such efforts, but the following may be used as guidelines:

· PCs who attempt to sneak into the room after Tamaji has gone to sleep must roll Agility/Stealth (Sneaking) at TN 20 to move silently enough to avoid awakening him.  Although the door to his room cannot be locked, when he goes to sleep he hangs an empty sake bottle from the top of the door by a string – a PC who opens the door will cause the bottle to drop and shatter, awakening him.  The falling bottle can be snatched out of the air with a Reflexes/Sleight-of-Hand roll at TN 25.  

· Climbing into Tamaji’s second-floor room via the window will require a roll of Agility/Athletics (Climbing) at TN 25.  
· Cutting Tamaji in such a way as to simulate seppuku will require a roll of Intelligence/Kenjutsu at TN 20.  
· A roll of Intelligence/Medicine at TN 25, or Intelligence/Acting at TN 30, may be used to conceal evidence of other, inconvenient wounds on Tamaji’s body.
If the PCs get into a loud or violent confrontation with Tamaji after he has gone to sleep, it will take about twenty minutes for the innkeeper to summon help.

Magistrate Interference?

If the PCs do end up attracting the attention of the local magistrates, Bayushi Kido will arrive with three other Bayushi samurai (his yoriki).  He will demand the PCs explain their reasons for violating the peace of Kyuden Bayushi.  If the PCs actually explain the real reason, they are betraying Bayushi Kyodai’s confidence, and will gain him as a 3-point Sworn Enemy just as though they refused his request for help.  If they tell a false story (for example, claiming that “Ikudo” attacked them) they must roll Awareness/Deceit (Lying) at TN 20 to convince Kido they are blameless.  

Clearly, if the PCs are caught invading “Ikudo’s” room late at night, they will likely find it much more difficult to come up with a story to convince the magistrate.  Even if they do have a story that is somewhat plausible, their Awareness/Deceit roll will be TN 35.   

If the PCs are found to be guilty of disturbing the peace, or of suspected robbery, the magistrate will detain them until morning.  By then, Tamaji will have fled the town, and his suspicious behavior will effectively clear the PCs of suspicion, allowing them to return to Kyuden Bayushi.  

Part Four: An Interlude – The Fire

Late on the first evening of the PCs’ stay at Kyuden Bayushi, a fire will erupt in Traitor’s Grove.

If at least some the PCs went into the town in search of Tamaji, the fire will erupt around the time that the PCs are returning to Kyuden Bayushi (with or without Tamaji).  They will see orange flames flickering through the darkness near the base of Kyuden Bayushi’s plateau, and the bobbing lights of lanterns hurrying down the slope toward them.  

If some of the PCs remained at Kyuden Bayushi, their gossip and socializing will be interrupted when a Scorpion guard hurries into the room, prostrates himself, and then whispers to Bayushi Kyodai in a low voice.  Kyodai looks alarmed and whispers back urgently, and the guard hurries back outside.  

The PCs can potentially overhear this discussion if they can Read Lips (roll Raw Perception at TN 20) or use an appropriate spell.  With success, they hear the guard say, “Kyodai-sama, there is a fire in the Grove.”  Kyodai orders all available men sent to battle the fire.

If the PCs do not overhear this exchange, they will be left wondering what is happening.  Needless to say, the other guests will be doing the same thing, and soon rumors will begin circulating that a fire has broken out in the woods below the castle plateau.  The resident Scorpions will not offer any information, and politely deny that there is any difficulty.  

Scorpion PCs will know that this forest is Traitor’s Grove.  PCs from other Clans can roll Intelligence/Lore: Scorpion at TN 20, or Lore: History at TN 30, to recall vague stories and rumors of Traitor’s Grove and its supposed use (to imprison the souls of enemies of the Scorpion).    

If a PC inside the castle actually tries to go check on the fire, they will be intercepted at the gates by polite Scorpion guards, who apologetically refuse to allow them to leave while the problem is resolved.  These PCs can, however, roll Raw Perception at TN 15 to catch the smell of smoke in the air, and see a faint glow from below the crest of the plateau.  

A Meeting with Mako

PCs coming back from the village will be able to discover somewhat more.  While heading toward the plateau, they can all roll Perception/Investigation at TN 25.  With a success, they glimpse a human figure walking through the darkened fields near the road, apparently heading away from the fire and into the village.  If they approach this figure, it proves to be Akodo Mako.  He claims to be returning from an evening walk to stretch his legs after a long day of riding.  He is still carrying his swords, but not his traveling pack.  Mako will be very brief and coldly polite with the PCs, and expresses complete disinterest in the fire back toward the castle. 

· These are all lies, of course, but the PCs will need to defeat him in a Contested Roll of their Perception/Investigation (Notice) against his Awareness/Deceit (Lying) in order to realize it.  Given his Status, the PCs cannot viably accuse him of lying.

· Any PC who speaks with Akodo Mako can roll Raw Perception at TN 20 to catch a faint whiff of smoke around him.  He will deny any such odor, and quickly leaves PCs who try to question him further.  

· If a PC specifically asks if there is anything strange or suspicious about Mako, they can roll Perception/Investigation at TN 20 to notice that Mako is wearing his kimono over his hakama pants – an unusual fashion choice.  If the PCs think back to the Inn, they can recall that Mako was wearing his clothing the more conventional way when he arrived there.

The Fire

If the PCs approach the fire, they will be able to get fairly close before they are intercepted by guards from the castle, who politely ask them to return to Kyuden Bayushi while the Scorpion deal with “this minor problem.”  The PCs will be able to see that about a quarter of the grove is one fire, and dozens of servants and samurai are swarming around with buckets of water.  

Scorpion PCs who volunteer to help fight the fire will be allowed to do so.  They will spend over an hour assisting the rest of the Scorpion in extinguishing the flames.  Many trees in the Grove are damaged, and five are destroyed, leaving only charred trunks.   

Shugenja PCs with skills in Water might decide to offer their services to help extinguish the fire.  The Scorpion will not allow any Lion or Crane to assist them.  Other shugenja PCs who offer to help, however, can persuade the Scorpion to accept assistance by making a well role-played appeal and an Awareness/Sincerity roll at TN 25.  These PCs can assist in the fire-fighting efforts with spells like Summon Water or Castle of Water.  These efforts will extinguish the fire more quickly (in about half the time it would take otherwise), much to the gratitude of the Scorpion.  However, regardless of their efforts, the PCs will not be able to save the five destroyed trees.   

In either case, the PCs will normally not be allowed to stay in the Grove long enough to investigate the cause of the fire.  Any out-of-Clan shugenja will be hurriedly ferried back to the castle afterward, since the Clan wishes to avoid any further attention to this event.

Scorpion PCs will be able to stay for a short time and look around the Grove.  There are few real clues to be found, but a roll of Perception/Investigation at TN 25 can determine that the fire was probably set deliberately, at the site of the five trees which were destroyed.  

There are plentiful Earth, Air, and Fire spirits in the Grove, but no Water spirits that were present before the fire – the heat of the fire has driven them away.  A shugenja who Communes with any of these spirits can learn that the fire was started by a man wearing a full-face silk mask and a dark kimono.  (Fire and Air spirits can describe the kimono as “dark blue,” while Earth spirits will simply call it “dark.”)  The spirits can describe the man as tall and thin, with dark hair turning the color of snow.  Earth spirits are also conscious of the fact that he is “older.”  Fire spirits, which are sensitive to emotions, describe him as “cold inside.”  

Part Five: The First Day of the Competition

Despite the shock of the fire the night before, the Scorpion Clan proceeds with the gempukku competitions the next morning, assembling all of their guests on the open fields outside the castle to observe the event.  Silk pavilions are set up to shade the guests from the warm early-summer sunshine.  

During the morning, while the guests are assembling and before the first competition is underway, the two Lion guests will arrive – Akodo Mako and Kitsu Mokuna.  They will politely explain to anyone who asks that they did not arrive until very late last night, and chose to stay at the inn in the village rather than “burden” their hosts so late at night.  As mentioned, Mako is lying about this, although Mokuna does not realize it.    

Watching the Tournament

The first day’s competition consists of tests of both martial skills – kenjutsu and athletics – and tests of courtly and artistic talents: calligraphy and painting.    

During these events the PCs will notice that Bayushi Ippei seems to be displaying an extremely aggressive manner and fighting style, often verbally taunting and sneering at his opponents.  He consequently performs extremely well in the kenjutsu and athletics competitions.  His father Seiichi seems proud of his son’s performance at first, but as the day goes on, he becomes quiet and concerned, especially after the painting contest.  Ippei’s painting depicts a trio of men in mempo, standing in a forest clearing.  Any PC who rolls Awareness/Investigation at TN 20 can tell that Seiichi recognizes whatever was depicted in the painting.

If any PC speaks with Seiichi about his son’s performance, or asks about the painting, the older man will attempt to claim pride in Ippei’s performance and dismiss any suggestions that he is concerned or worried. He shrugs off the painting’s unusual content as “an artistic experiment.”  However, this is all lies, as the PCs can determine with a Perception/Investigation roll at TN 25.    

Meanwhile, while observing the contests, Akodo Mako will make a point of dropping small comments designed to inflame tensions between the Crab and Crane contingents.  He will start this off by offering his sympathies to Daidoji Kowaru over the death of his older brother last year while “under Crab protection.”  This will, needless to say, draw a protest from Yasuki Kado, who complains that an attack by “crazed ronin” can hardly be blamed on the Crab Clan.    

Romantic Pursuits

If Shosuro Sora has chosen a female PC as a potential paramour, she will continue to pursue her romance during the day, making various gifts and offerings designed to win her heart.  For example, she will pour tea for the PC when the servants bring tea out for the guests.  She will also make gifts of origami (shaped into the appropriate animal or form to compliment her would-be love) and continue to offer impromptu haikus praising the beauty, compassion, and perfection of her chosen one.  

Mirumoto Hideo will also attempt to pursue the chosen object of his romantic attentions – which may possibly lead to tensions between Sora and Hideo, as each of them attempt to make more impressive romantic offerings.   

Most of the other samurai guests will try to avoid noticing this behavior, especially Sora’s rather overt activity.  Hideo will clearly be off-put by Sora’s activities and will covertly make the offer to the female PC to try to drive Sora away (he is not aware of her fierce reputation as a duelist).  If Hideo or any male PC takes open offense at Sora’s behavior, she will not hesitate to protest her innocence and claim a samurai’s right to challenge. If a female PC takes offense, Sora will be more cautious, but will still be prepared to fight a duel if need be.  (See “Conclusions” for details of what happens if Sora gets into a duel with someone, as well as for the more general consequences of her and Hideo’s behavior.)   

The Duel is Held

If the PCs succeeded in convincing Bayushi Tamaji to return and accept his duel, it will be held in late afternoon, before dinner, when the day’s competitions are completed and Lord Sun is resting low in the western sky. 

 As the last contestants bow and retire from the field, a pair of shugenja – one of them Isawa Tengen, the other a Soshi assigned to the castle, come forth and perform a series of blessings and prayers in one of the practice rings where the kenjutsu competitions were held earlier in the day.   Bayushi Kyodai watches the scene with a stony expression.  He does not require anyone to stay, but most of the other guests remain, out of respect or curiosity.  

The two samurai emerge from the castle and walk slowly to the ring.  Shiba Yota is calm and serene, head held high and eyes clear as he takes his position. Bayushi Tamaji’s attitude is harder to gauge, since he is once again wearing his full-face mask, but he takes his position without hesitation.  The men remain facing each other as the Sun slowly drops lower, bathing them in red-gold light.  Finally Tanaji’s hand flies to his sword-hilt.  Shiba Yota reacts with blurring speed, his katana whipping out of its sheath and severing Tanaji’s sword-arm at the shoulder.  The Scorpion falls in a shower of blood, and Yota reverses the swing to take his head cleanly.

Shiba Yota whips the blood off his sword, sheaths it, and bows to his fallen opponent and then to Bayushi Kyodai.  “Bayushi Kyodai-sama, my sister has been avenged, and this matter is now closed.  With your permission, I will depart from here immediately.”

Bayushi Kyodai nods slowly.  His voice is calm and flat as he answers.  “Go in peace, Shiba-san.  May the swiftness of the winds carry you from our domain.”

Shiba Yota and Isawa Tengen leave the castle immediately after, skipping dinner.

“Seppuku”?

Shiba Yota looks around expectantly, clearly waiting for something.  Then the crowd parts as Bayushi Kyodai walks toward him, followed by an eta holding a bundori bag.  The eta pulls out the head of Bayushi Tamaji and lays it carefully at Yota’s feet.  

Kyodai speaks to all present.  “I must apologize to my guests for this unfortunate spectacle, but it is necessary to resolve this matter so that Shiba Yota may know his sister’s honor has been satisfied.  Bayushi Tamaji has taken his own life to expunge the shame of his deeds.  He has offered a full written apology.”  He offers a rolled-up scroll to Yota, who unrolls and reads it with a slight frown.  

Yota will grudgingly accept the head and letter as proof of Tamaji’s honorable death.  He and Isawa Tengen leave the castle immediately after, skipping dinner.

If Tamaji Fled

Shiba Yota strides up to Bayushi Kyodai, his expression clouded.  "Lord Bayushi-sama, where is your son?  If he does not meet me honorably, he shames both his family and my own… and my sister has already endured too much shame.  Do the Scorpion have any Honor at all?”  

Bayushi Kyodai walks forward stiffly.  “Shiba Yota-san.  I will not have my family name slandered by a guest in my lord’s castle.  If you wish to face someone in a duel, you may face me!”  A gasp runs through the crowd as Kyodai takes a daisho from one of the guards and steps into a dueling stance.  Shiba Yota, clearly furious as well, nods sharply and takes his own posture opposite.  

The two men strike as one, but the elder Bayushi is a bit slower, unable to match Yota’s youthful reflexes. Yota’s strike takes his head.  But Kyodai has not drawn in vain – his own sword ends its swing halfway through Yota’s torso.  The two duelists topple to the ground.  

This incident will cause a huge disruption, of course, as well as a significant political conflict between the Scorpion and Phoenix.  Bayushi Tomoru, the Clan Champion himself, will emerge from the castle demanding to know why his hatamoto is dead.  Isawa Tengen will attempt to smooth things over, but Tomoru will hear no excuses, furiously demanding the expulsion of all Phoenix (including PC Phoenix who were not involved in the duel in any way) from the castle.  

Part Six: The Second Evening

Dinner on the second evening is potentially a rather strained affair, especially if Bayushi Kyodai died in place of his son.  There will also be a high level of tension at the young competitors’ table – any PC who rolls Awareness/Courtier at TN 20 will notice that the other contestants seem palpably uneasy around Bayushi Ippei.  

During dinner, Akodo Mako will continue to make comments designed to goad Yasuki Kado into further confrontations with the Cranes.  

Shosuro Sora will try to arrange to be seated close to her love interest, and when toasts are offered at the end of the meal, will insist on offering a toast to “beauty and joy” while looking directly at the PC.     

Investigating Akodo Mako

Some of the PCs may suspect (correctly) that Akodo Mako was involved in the fire which struck Traitor’s Grove the night before, and that he has other sinister intentions as well.  Although his social status makes it unlikely that the PCs can prove anything against him, they can still potentially learn more about his nature and intentions.

All of Mako’s kimono are double-lined, with an interior lining of dark blue, allowing him to reverse them and use them for night-time camouflage.  PCs who examine his clothing for clues can roll Perception/Investigation at TN 20 to notice the dark silk which lines the interior of his garments.       

If a PC actually is dishonorable enough to search Mako’s quarters, at either the Inn or in Kyuden Bayushi, s/he will need to roll Agility/Stealth at TN 25 to avoid being noticed.  Searching his room will not uncover much in the way of evidence, but will reveal that all of his kimonos have the same inner lining of dark blue silk.  However, a PC who specifically searches his traveling pack can roll Perception/Investigation at TN 25 to discover a small piece of jade inscribed with the kanji “anniki.”  This is a crude, lower-class form of “brother,” typically used among soldiers, laborers, Crab samurai, and other such masculine, rough-and-ready types.   

Bayushi Tomoru Announces a Game

At the conclusion of dinner, Bayushi Tomoru, the Clan Champion, will enter the dining hall to make an announcement.

“Honored guests of the Scorpion, as some of you may have noticed, we have a beautiful hedge maze at the entrance to our castle.  As a game to entertain you, we will allow you to enter the maze without escorts.  The first guest to navigate through the maze will receive a gift from our Clan.”  He pulls out a beautiful carved flute from his belt and holds it up to shine in the candlelight.  “This flute was used by Bayushi Kachiko to play for our revered ancestor Shoju.  Surely one of you will be inspired by such a gift to solve the puzzle of our maze.  But fear not!  Those of you who cannot solve the mystery will be retrieved by our guards when the evening is done.”  A sardonic smile creases his lips as he finishes: “As a further incentive, we will also allow our young men who are preparing for gempukku to participate in this challenge if they wish.  Surely you will not allow our untrained youths to outdo you.”   

Having made this gesture, Tomoru will retire again, leaving the organizing of the maze competition to Bayushi Kyodai (or, if Kyodai is dead, to Bayushi Seiichi).

Nearly all of the guests and over half of the gempukku competitors will participate in this game.  The most notable exception will be Kuni Kubota, who dismisses it as an exercise in childish waste and storms off to his own quarters.  Many of the other guests, while joining in the maze game, do so with chuckles and self-deprecation, clearly not expecting to be successful.  

· The two Yasuki (Kado and Gozu) will snipe at each other over this, each claiming to be able to best the other, and this exchange will escalate until Kado will angrily declare that he will give Gozu his wakizashi if he does not get through before the Crane.  Gozu will accept this wager with a cool smile.

· Shosuro Sora and Mirumoto Hideo will both drop hints to their love-interest PC that they are less interested in finding their way out of the maze than in finding her within it.   

· The young Scorpion competitors seem quite eager and excited, giving each other sidelong glances and clearly preparing to enjoy themselves.  However, if the PCs specifically look for Bayushi Ippei, they will not see him among the competitors.  

The guests will be allowed to each carry a small paper lantern containing a single candle.  Once everyone is ready, the castle guards lead everyone to the inner entrance of the hedge maze, and explain that the goal is to reach the outside entrance at the edge of the plateau.  Their host (Kyodai or Seiichi) will await them there.     

Navigating the Maze

In order to find their way through the maze, the PCs will need to roll Intelligence/Investigation at TN 25.  In order to find their way out of the maze, they must succeed on three rolls before they fail on three rolls.  

If a PC succeeds on three rolls without failing a single roll, that PC has a chance to be the first one out of the maze – the PC must make an additional Opposed Roll of Intelligence/Investigation against any other PCs who are “in the running,” as well as against the NPCs Ikoma Kurai and Daidoji Kowaru.  Whoever wins this Opposed Roll is the first person to make it through the maze.

The winner of the hedge-maze challenge will be allowed a private meeting with Bayushi Tomoru the following day (see the “Conclusions” section for details), where they will receive the gift of Kachiko’s flute.

Events Within the Maze

While the guests are maneuvering through the maze, the following events will take place:

The Killer: Akodo Mako will hide himself within the maze, turn his kimono inside out, and put on his silk mask.  Thus darkened and disguised, he stalks through the maze with the goal of killing one of the Cranes and leaving evidence (a knife with a Crab mon) implicating a Crab, presumably Yasuki Kado.  His preferred target will be one of the Daidoji bodyguards.  He will kill the victim by surprise, leaving behind the knife with the Crab mon on the hilt.  Afterward, he changes his kimono back to gold-side-out, removes his mask, and proceeds the rest of the way through the maze.  

A PC might be suspicious enough of Mako to deliberately follow him as soon as they enter the maze. This will require a successful Perception/Investigation roll opposed against his Agility/Stealth.  If the PC succeeds, they are able to follow him.  Alternatively, if any PCs look for him after entering the maze, they will have to make a Perception/Investigation roll at TN 30 to locate him.

Note, however, that Mako will not do anything suspicious while someone is watching him.  If the PCs wish to follow him unnoticed, they must also succeed in an Opposed roll of their Agility/Stealth against his Perception/Investigation.

If any PCs actually manage to follow Mako until he commits his crime, they will have to decide how to deal with this event.  If they simply remain hidden, Mako will conclude his crime as listed above.  However, if the PC interrupts Mako in the act of murdering a Daidoji, the Lion will try to kill any and all witnesses, hoping to blame it on the Crab.  Mako is an incredibly deadly man – a PC who tries to fight him will probably be doomed.

The Lovers: Shosuro Sora and Mirumoto Hideo will both try to have a covert rendezvous with their potential lover in the maze.  (If both of them are still pursuing the same PC at this point, the GM should roll randomly to see which of them locates the PC first.)  The would-be lover will attempt to seduce the PC, delivering passionate proclamations of desire and making an opposed roll of Awareness/Deceit (Seduction) roll against the PCs’ Willpower/Etiquette. If the PC role-plays stubborn resistance to the seduction attempt, she gains one or two Free Raises on the roll, at the discretion of the GM.  If the PC ultimately fails to resist, she may make an Honor Test at TN 15 as a last resort.  

If the PC is actually still being pursued by both potential lovers, events will vary, depending on the PC’s actions:

· If the PC rejects the first lover’s advances, that person will retreat in humiliation and bitterness.  The second lover will arrive soon after and will make a seduction attempt of their own, similar to the first one. 

· If the PC succumbs to the first lover, the second one will arrive in the midst of the scene and will immediately accuse the first lover of “dishonoring” the PC with an unwanted assault.  This will lead to an illegal duel, unless the PC intervenes to prevent it. (Good role-play can talk the two outraged samurai into delaying their duel until later.)  

· Sora will, of course, win any duel against Hideo.  In the aftermath, she will expect the PC to be grateful and smitten – if she is disappointed in this expectation, or if the PC takes advantage of the duel to flee the area, she will be bitterly heartbroken, and swears vengeance on the PC for betraying her love.    

Part Seven: Dealing with Ippei/Hakuseki 

While the PCs are in the maze, the Scorpion discover the murder of Bayushi Giudo.  Bayushi Seiichi, who has already recognized his dead son Hakuseki’s fighting style in his son Bayushi Ippei, will realize what has happened.  He will speak with his friend Bayushi Kyodai, looking for a way to deal with the problem quietly and preserve what remains of his family’s reputation.  

If the PCs successfully dealt with the problem posed by Bayushi Tamaji earlier in the adventure, Kyodai will recommend that Seiichi seek their help.  If the PCs were unable to deal with that problem, of course, Kyodai will be dead – in this case, Seiichi will be left to his own devices, and the PCs will not become involved in this plotline.  

Seiichi Asks for Help

After the first PC leaves the maze, s/he will find Bayushi Seiichi waiting at the edge of the plateau.  (If none of the PCs are able to find their way through the maze, roll randomly to see which PC is retrieved first by the guards.)  The old Scorpion appears very different from the smiling, genial man the PCs met on their first night at Kyuden Bayushi.  He looks exhausted, weary, beaten-down, his face creased with grief.  He will quietly congratulate the PC and then ask him/her to take a walk with him along the edge of the plateau.  

Initially, this walk will consist of little more than polite chit-chat, as the old Scorpion strolls along the grassy slope at the edge of the plateau.  A faint smell of smoke still drifts through the air from Traitor’s Grove below, while the lights of Kyuden Bayushi loom overhead.  However, during this discussion, guards will be quietly retrieving the other PCs from the maze.  (If a female PC has succumbed to a lover’s charms, or witnessed a duel, the guards will approach after that scene is over.)  The guards will explain that the PCs’ presence is requested on a matter of some delicacy.  

Once all the PCs are gathered, Seiichi will heave a deep sigh and begin to explain the situation.

“My friend Bayushi Kyodai has said that you are samurai who can be trusted to deal with delicate matters quietly and effectively.  I find myself in a rather… complicated situation.”  He will allow the PCs to offer some sort of encouragement before he continues.  

“Many years ago, I had another son, called Hakuseki.  He was a young man of great skill and promise, who developed his own fighting techniques.  However… it seems his soul was flawed.  He betrayed our Clan, and was executed for his deeds.”  Seiichi’s face creases with old sorrow, although he controls himself enough to keep his voice steady.  “Since then… young Ippei-kun is a son any father could be proud of.  But…” 

He pauses and makes sure he and the PCs are completely alone before continuing.  “Today, in the tournament, I saw Ippei use the fighting techniques which only Hakuseki ever learned.  I know the techniques were never passed on to anyone, for I myself secured his scrolls and have kept them hidden ever since.   And there is one further matter.  This evening, while you were enjoying the challenge of our hedge maze, one of our other students was found dead in his quarters.  His name was Bayushi Giudo.  His father, Mataji, assisted in the execution of Hakuseki.” 

Seiichi believes, correctly, that his son Ippei has been possessed by the vengeful spirit of Hakuseki.  He will normally only offer the evidence presented above.  However, if he is given the chance to speak privately with Scorpion-only PCs, he will explain that Hakuseki was condemned to Traitor’s Grove.  “I fear that the fire there last night has somehow unleashed his vengeful spirit on my bloodline.”  

Seiichi wants the PCs to find Ippei and either capture him (if possible) or, if there is no other choice, to kill him.  He wants this done quietly and without drawing attention from either the Scorpion guards or the other guests.  If at any point the PCs seem seriously reluctant to assist him with this, he will abruptly halt the conversation, claiming that it was all merely a hypothetical, and walk quickly away, refusing to speak with them again.  

If the PCs do agree to assist Seiichi, he nods and heaves a sigh.  His voice is soft and mournful as he continues.  “I have spoken with the guards, and I am fairly certain that Ippei has not left this plateau.  I have some idea of where he may have gone.  When… Hakuseki… was a boy, he often hid in the gardens on the far side of the castle.  He would spend whole days there, and we could never find him until he returned.  I suspect his spirit may have taken Ippei there, seeking a place to hide, or to escape this place.”  

If the PCs ask for more details or assistance, Seiichi will offer some very limited additional information: 

· He will not say much about what his son Hakuseki did to be condemned to Traitor’s Grove.  However, if the PCs ask for more details, or ask whether Ippei has the same mother as Hakuseki, he will confess that one of Hakuseki’s crimes was the murder of his own mother.  “I remarried after a proper period of mourning, and Ippei-kun is the first-born of that union.”  

· Seiichi does not know exactly where in the gardens Hakuseki used to hide.  “We could never find him until he wanted to be found.”

· Seiichi will not allow the PCs to view the murder scene in the barracks.  “We are attempting to keep this matter as quiet as possible.  Allowing strangers to wander around the barracks would attract undue attention.” 

· If the PCs are smart enough to ask for something with which to track Ippei magically, Seiichi will think for a few moments, then pulls out a piece of silk and gives it to the PCs.  “This was cut from my son’s mask, before the gempukku ceremony.  He intended that I return it to him when he had become a man.”   

Seiichi will warn the PCs not to do anything that might attract attention – flashy spells, for example. He will also warn them not to try to leave the plateau.  “If you find proof that Ippei has left the plateau, return here immediately and inform me.”  

Seiichi will wait for the PCs alone at the northern gate of the castle, which is normally only used by servants and is hence unguarded.  He asks them not to report their discoveries to anyone but him.  

The Gardens of Kyuden Bayushi

The gardens are a large area, over five acres, which encompass the northwestern quadrant of the plateau.  A hedge surrounds them on the outer edge, separating the gardens from the plateau’s edge.  The centerpiece of the gardens is a very large koi pond, almost a small lake, with a shrine to Bayushi on its northern bank.  A thin stream flows out of the pond, trickling through the hedge-wall and spilling down the northern edge of the plateau.  The rest of the gardens comprise a series of winding gravel paths, circling between sculpted shrubs, cherry trees, flowers, and other small shrines dedicated to various prominent heroes of the Scorpion Clan.  In typical Scorpion fashion, only those heroes who were unwise enough to perform great deeds in public are venerated here – those who served the Clan in the shadows, doing the true dark work of the Scorpion, are memorialized privately, elsewhere.  

The gardens are largely unlit at night, although a single lantern is kept burning at each of the shrines.  These intermittent yellow lights serve as weak, faltering guides to PCs searching through the gardens; combined with the starlight and the glow from the windows of the castle behind them, this lends an eerie, phantasmal air to their mission.  

In order to locate Hakuseki by a simple physical search, the PCs will need to roll Perception/Hunting at TN 30. The PCs can only roll once – however, if they use a systematic approach (working from one end of the gardens to the other, for example), they can choose to make a Cooperative Roll together rather than all rolling individually.  If they specifically think of searching the shrines, the PCs who do so gain a Free Raise on their rolls.  

Shugenja PCs who acquired the piece of silk from Bayushi Seiichi can use it to locate Ippei with the spell The Ties That Bind.  They can also locate Ippei with the spell By the Light of Lady Moon if they specifically cast it at least three times near the shrines (or once near the shrine to Bayushi Shoju).  Other methods of magical searching might also locate Ippei – the GM will have to adjudicate any creative or unusual magical search methods.   

If the PCs ask who is venerated by the other shrines, they can roll Intelligence/Lore: Scorpion at TN 20, or Intelligence/Theology (Ancestor Worship) at TN 30, to know that the ancestors worshipped here include Bayushi Shoju (who led the Scorpion during the infamous Clan Coup), Bayushi Tangen (who wrote the notorious book Lies), Soshi Saibankan (who founded the Imperial legal system), and Bayushi Norachai (who was Protector of the Imperial City during the early years of the Toturi dynasty).  

Ippei/Hakuseki will normally be hiding in the shrine of Bayushi Shoju, and if the PCs are checking the shrines first, that is where they will find him.  If they are engaged in a general search of the gardens, he will move around to try to avoid detection, and if they find him it will probably be somewhere in the garden’s darkened paths.    

Confronting Hakuseki

If the PCs succeed in locating Bayushi Ippei, they find the encounter an unsettling one.  Outwardly, he still looks the same – a young man of fifteen, clean-shaven and slimly athletic, dressed in a simple red and black kimono and carrying a daisho set.  When the PCs discover him, he will try to “play dumb,” claiming that he is simply out for an evening walk in the gardens, calming himself before the next day’s competitions.  He will pretend to be shocked and horrified at the news that a fellow student has been killed.  If the PCs say they have been sent by his father to retrieve him, he will claim to be confused and upset, and insists they must be lying to him – why would his beloved father order such a thing?  All of this is lies, of course, and the PCs can see through it with an Opposed Roll of their Perception/Investigation (Notice) against his Awareness/Deceit (Lying).  The GM will note that Hakuseki is not a very good liar – his decade of imprisonment in Traitor’s Grove has left him emotionally unstable, making it difficult for him to project effective falsehoods.  

In addition, the PCs may make note of the following interesting behavior by Ippei/Hakuseki:

· He seems very excitable, often fidgeting, twitching, hugging himself, and exhibiting other nervous tics.

· If the PCs make any reference to the name “Hakuseki,” he will immediately answer in a rapid-fire chatter, “Who?  Who is that?  I don’t know that name.  Whose name is that?”

· PCs with the ability to sense spirits can roll Raw Perception at TN 20 to catch glimpses of the raging, snarling older man’s spirit inhabiting Ippei’s body.  A Kitsu shugenja can detect the spirit with the spell Sense (Ancestor).  A Moto Death Priest can sense a powerful magical effect on the young man.  

It is possible (though unlikely) that some PCs may decide that Ippei is innocent, and leave him in the gardens.  However, most likely the PCs will attempt to carry out their commitment to Seiichi.  Once it becomes clear that they intend to take him back to his father, Ippei’s face will suddenly twist horribly with rage and disgust.  His sword leaps into his hand and he drops into a low, smoothly balanced fighting stance.  “Go back?  Back into the tree, back to torment eternal?”  He laughs in a high, thin, hysterical tone.  “Try and take me!”

Hakuseki’s fighting techniques are formidable, and his bitter and ferocious spirit lends an unnatural vitality to Ippei’s body.  He will do his best to fight his way free of the PCs and flee into the darkness, hoping to escape the plateau.  However, his skills do somewhat out-pace the capabilities of Ippei’s young body, even with his fierce spirit driving it forward.  This will give the PCs a good shot at defeating him, especially since they have him heavily outnumbered.  

Wise PCs will recall Seiichi’s request that they take Ippei alive.  This can be done by subduing him physically (such as with a Grapple) or through magic (such as casting Wind-Born Slumbers).  Alternatively, the PCs can simply try to inflict enough Wounds to reduce him to the Out rank – this will be tricky, however, since Hakuseki’s spirit drives Ippei’s body past the normal level, leaving a relatively small “window” of Wounds where he is Out but not Dead.     

Encountering the Guards

The PCs are expected to not draw attention to themselves.  As long as they restrict themselves to melee weapons, and avoid loud battle-cries, they will be able to avoid drawing the guards.  Hakuseki, of course, will fight relatively silently, since he is still hoping to escape.  However, if they begin shouting or employ any sort of loud or flashy magic (fire spells, for example), they will attract a pair of patrolling guards within five rounds.  The guards will interpret the situation as an assault by guests on a Scorpion boy (Hakuseki will take advantage of their misinterpretation, of course).  The guards will try to arrest everyone.  The PCs will have little choice but to either submit to arrest or disable/kill the guards.  

Returning the Prodigal Son

Bayushi Seiichi will wait for the PCs alone at the northern servants’ gate of Kyuden Bayushi.  Once they return, his reactions will vary depending on what they have accomplished:

· If they return empty-handed (either due to letting Ippei go, or to not being able to locate or defeat him), he will shut his eyes and stand silently for a time.  Then he simply turns around and goes inside the castle without speaking to them at all.  They do not see him again for the remainder of the adventure.

· If the PCs killed Ippei/Hakuseki, Seiichi’s face tightens slightly as he listens to their report.  He thanks them in a voice kept low so that it does not betray his grief.  

· If the PCs attracted the attention of the guards, Seiichi will disavow all involvement in the incident and leaves the PCs to deal with the situation on their own.  He will arrange for Ippei to be handed over to his custody later that night.  

· If the PCs bring Ippei back as a prisoner, Seiichi will immediately interrogate him (see below).

If Seiichi confronts a captive Hakuseki, the demented soul of his son will verbally torment him, referring to him mockingly as “Oto-sama” (honored father), and making comments such as, “You have aged poorly, Oto-sama.  Did losing Mother torment you so much?  I always knew you were weak,” or, “This new son of yours is a feeble fellow, but he will serve my needs well enough, with the proper training.”  Seiichi will quickly begin to break down, losing his face to grief and horror.  Hakuseki will gloat at him: “Are you going to send me back to Traitor’s Grove, Oto-sama?  Nail my soul into another tree?  Do not forget, this weakling Ippei is still in this body with me.  Will you condemn him to the grove as well?”

Eventually, Seiichi will turn away, his face streaked with tears.  “No, my son.  I shall not condemn Ippei-kun to the Grove.”  He turns to the PCs and looks significantly at their swords.  “A last favor, if you will.”  

Seiichi wants the PCs to give Ippei/Hakuseki a quick death.  

· If they agree, any trained bushi can easily behead Ippei cleanly.  Seiichi thanks them quietly and promises he will not forget their deeds.

· If they refuse, Seiichi will grimace and then draw his wakizashi and do the task himself.  Due to his old age and shaky hands, it will take several clumsy, bloody blows to finish the job.  Once it is done, he turns away and walks into the castle without another word, and refuses to speak with the PCs again for the remainder of the adventure.       

Attempting an Exorcism?

Some of the PCs may suggest to Seiichi the possibility of trying to drive out or exorcise Hakuseki’s spirit from Ippei’s body.  He will allow any shugenja or monk PCs to attempt this if they wish.  Although there are many prayers designed to urge spirits on to their rest, they generally require that the spirit be willing to do so – any PC who rolls Intelligence/Theology at TN 20 or Intelligence/Lore: Shugenja at TN 25 will realize there are no real rituals to force out an unwilling human ancestral spirit, although there are a few rituals designed to drive out oni or other alien spirits like foxes.  

Conclusions

There are several different concluding situations which the PCs may potentially have to deal with as a result of this adventure.

The Murder Discovered

If the PCs did not interfere with Akodo Mako’s activities, one of the Daidoji bodyguards will fail to emerge from the hedge-maze.  When the Bayushi guards are sent in to find those who are lost, they will discover the corpse (possibly with a PC witness corpse as well) and the incriminating Crab dagger.  This will produce a major diplomatic incident, as Daidoji Kowaru accuses Yasuki Kado of murder.  “One Daidoji daimyo has already died to Crab negligence.  Was a second to die of Crab malice?”  

Yasuki Kado will furiously deny all guilt, insists the knife is not his, and practically accuses Kowaru of conspiring with the Scorpion to arrange the murder of his own yojimbo in order to frame the Crab.  This, in turn, will draw the fury of Bayushi Kyodai (or Seiichi if Kyodai is dead), who demands that Kado leave the Scorpion lands at once, “before your behavior causes us to forget the rules of hospitality.”  Yasuki Kado storms off the plateau promising dire retribution for Cranes and Scorpions alike.  

To add insult to injury, Yasuki Gozu will make it through the maze ahead of Yasuki Kado, and during this confrontation he will demand that Kado honor his promise to give over his wakizashi.  Kado will, of course, refuse.  

If the PCs Killed Mako 

In the extremely unlikely event that the PCs actually managed to confront and kill Akodo Mako in the hedge-maze, they will have to decide what to do afterward. They have killed a major Lion general while guests of the Scorpion, with only their own testimony to exonerate themselves, and such an act will have repercussions.  

· If all the PCs have Status of less than 3.0, the Scorpion will ask all the non-Scorpion PCs to leave Kyuden Bayushi immediately.  Scorpion PCs will be allowed to stay but are ordered to leave their weapons in their quarters.  All of the PCs will gain a Bad Reputation (Killed Akodo Mako) with the accompanying Rank of Infamy.   

· If at least one of the PCs has Status of 3.0 or better, the Scorpion will provisionally accept that their story might be true.  They will be allowed to remain in Kyuden Bayushi until the conclusion of the gempukku ceremony.  However, all of the PCs will still gain a half-rank (5 points) of Infamy.    

In either case, the Scorpion will attempt to cover up the entire incident as much as possible, privately informing the Crane and Crab delegates of what has occurred.  If the PCs make any public mention of what happened, or try to make accusations against the Lion Clan, the Scorpion will do their best to suppress such claims and to further damage the PCs’ reputations, inflicting another half-rank of Infamy on them.   

Accusing Mako?

Some PCs may have witnessed Akodo Mako committing his crime, but avoided his notice.  These PCs might be bold enough to openly accuse him, an extremely unwise thing to do.  

· If all of the PCs making the accusation have Status of less than 4.0, Mako will simply dismiss their claims as outrageous lies.  All of the PCs lose a Rank of Glory and gain 1 point of Infamy for this public humiliation.

· If at least one of the accusers has Status of 4.0 or better, Mako will not be able to simply dismiss their claims.  However, the PCs’ testimony will not be enough to actually overturn Mako’s word, since he is a highly prominent individual (Status 6.0), and he will call them liars and slanderers, insulting them viciously in an effort to goad them into a duel.  

· If the PCs do demand a duel, Mako will insist on making it a death-duel, claiming the PCs’ insults are too severe to allow anything less.  It will take place a month after the conclusion of this adventure (both combatants must get permission from their daimyos).  The odds of a PC winning such a duel will be quite low, of course.    

Cleverer PCs may decide to try to hold on to their knowledge and use it against Mako later.  These PCs may write Blackmail: Akodo Mako on their character sheets, but lose 2 points of Honor.   

The Price of Passion

If a PC became the target of passion for both Shosuro Sora and Mirumoto Hideo, it is possible that the two may have gotten into an illegal duel in the hedge-maze, resulting in the death of Hideo.  If this occurred, Shosuro Sora will be disgraced, and is quietly ordered out of Kyuden Bayushi while the Scorpion Clan proffers its apologies to the Dragon Clan.  The PC who was involved in this sordid affair gains a Bad Reputation with an associated Rank of Infamy.  

· If the PC returned Sora’s affections, regardless of whether a duel occurred or not, Sora becomes her Ally (1 point Influence, 4 points Devotion).

· If the PC fled the scene of the duel, or rejected Sora regardless, the heartbroken Scorpion woman does not forgive her.  The PC gains Sora as a 3-point Sworn Enemy.     

If the PC persuaded the two to delay their duel, they fight secretly a few weeks after the adventure is over.  Hideo dies, of course, but the event remains out of the public eye, and the PC does not suffer any damage to her reputation.  Sora will still be either an Ally or a Sworn Enemy, depending on the PC’s reaction to her romantic efforts.   

If a PC was targeted by only one of those two worthies, but succumbed to their blandishments, that PC becomes the target of hurtful court gossip, and loses 3 points of Glory.    

The Gempukku Concludes

The next day, the gempukku competitions conclude with contests of archery, poetry, horsemanship, and finally iaijutsu.  The PCs will note the absence of both Bayushi Ippei and his victim, Bayushi Giudo.  The Scorpion will carefully avoid mentioning these absences at all, which will only encourage their guests to quietly gossip about what could have happened to them.   

With the competition concluded, gifts and praise are showered upon the winners of each contest.  Finally, as Lord Sun sets once more in the west, all of the young Scorpions undergo their gempukku ceremony, taking their adult names and swearing lifelong loyalty to the Scorpion Clan.  All of them are invited to dine that evening at the main table alongside the guests, showing that they have become full-fledged adult samurai.  

The Gratitude of Scorpions

If the PCs successfully retrieved Bayushi Tamaji from the village (or faked his seppuku), Bayushi Kyodai will meet with them privately after dinner on the final night.  He promises that, in return for their assistance, he will help them in the future.  All of these PCs gain a Favor with the Bayushi family.  

If the PCs successfully “recovered” Bayushi Ippei/Hakuseki – and, if need be, executed him – without attracting the guards, they have earned the quiet gratitude of Bayushi Seiichi.  He will not meet with them again, but on the final evening of their stay at Kyuden Bayushi, he will have a scroll delivered to each of their rooms.

· The letter delivered to Scorpion bushi PCs contains a copy of Hakuseki’s fighting technique.  In his accompanying note, Seiichi asks that the PC make good use of the technique, so that his family may offer the Clan some kind of legacy beyond Hakuseki’s evil acts.

· The scroll delivered to the other PCs (including non-bushi Scorpion PCs) contains a letter from Seiichi, promising to mention the PC favorably in the courts.  The PC gains +1 point of Glory.

A Meeting with the Champion

If one of the PCs won the hedge-maze challenge, that PC is invited to enjoy a private dinner with Bayushi Tomoru on the final night in the castle.  This privilege earns the PC 5 points of Glory.  

Bayushi Tomoru will engage in superficial conversation with the PC, behaving with courtesy and charm while avoiding any substantive conversation.  Any attempts tp discuss more substantive matters will be brushed aside.  If the PC is a Crane, however, s/he can roll Awareness/Courtier at TN 25 to sense a cold hostility underlying Tomoru’s charm.

At the end of the conversation, Tomoru presents the PC with the promised gift of Kachiko’s flute (certed item).

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs resolve situation with Tamaji:

+1 XP

PCs resolve situation with Hakuseki:
+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

As noted in the text, a female PC can potentially gain Shosuro Sora as either an Ally (1 point Influence, 4 points Devotion) or a Sworn Enemy (3 points).

Likewise, PCs can potentially gain Bayushi Kyodai as a 3-point Sworn Enemy, or else (if they successfully assisted him) gain a Favor with the Bayushi family.

If a PC actually was the first to make it out of the hedge-maze during the second night at Kyuden Bayushi, that PC is given Kachiko’s flute (certed item).  

If the PCs successfully retrieved the possessed Bayushi Ippei alive, without attracting the guards, non-Scorpion PCs gain +1 Glory, while Scorpion PCs gain a scroll containing a copy of Bayushi Hakuseki’s secret fighting technique (certed item).  

Appendix #1: NPCs 

Bayushi Kyodai – Hatamoto to the Clan Champion

	FIRE 4
	  AIR 4

	
	Awareness 5

	EARTH 3
	WATER 3

	Willpower 4
	Perception 5

	VOID 4


TN to be Hit: 28


School/Rank: Bayushi Bushi 4


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: When attacking, you may call 1 or more raises.  If the attack is successful opponents attacking you before your next turn must make a identical number of Raises before they can call Raises for effects or maneuvers (except Free Raises).  Additionally, if an opponent attacks and misses you, you gain a number of Free Raises equal to your Air Ring on attacks against opponent that occur before their next turn.


Rank Three: Gains a Free Raise when attempting a Called Shot, Disarm, or Knockdown.  Opponents roll and keep one fewer die (minimum of one die) when contesting Disarm attempts.  May make two additional Raises on a Disarm attempt to end up holding the disarmed weapon.


Rank Four: Make an extra attack per round.  TN to be Hit bonus against opponents with lower Initiative increases to +10. 

Honor/Glory/Status: 1.8/4.5/6.0

Skills: Athletics 2, Battle 2, Calligraphy 4, Courtier (Gossip, Political Maneuvering) 6, Deceit (Lying, Intimidation) 5, Defense 4, Etiquette 6, Games (Go) 3, Horsemanship 4, Iaijutsu 5, Investigation (Notice) 5, Kenjutsu 5, Kyujutsu 2, Lore: History 3, Lore: Law 2, Lore: Scorpion Clan 4, Meditation 5, Spears 2, Tea Ceremony 2, Theology 3.

Mastery Abilities: Add +5 to Contested Social Skill rolls.  Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  May Focus an additional time in an Iaijutsu duel.  May recover 4 Void points from Meditation. May fight while mounted, and may use Full Attack and Full Defense while mounted. May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Allies (several), Blackmail (several), Social Position (hatamoto to Clan Champion)/Dependent (his son Tamaji), Obligation (Scorpion Clan)

Equipment: Fine kimono, fine court dress, fan, daisho set, 15 koku.

Bayushi Tamaji – Kyodai’s son

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 3


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


School/Rank: Bayushi Bushi 2


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: When attacking, you may call 1 or more raises.  If the attack is successful opponents attacking you before your next turn must make a identical number of Raises before they can call Raises for effects or maneuvers (except Free Raises).  Additionally, if an opponent attacks and misses you, you gain a number of Free Raises equal to your Air Ring on attacks against opponent that occur before their next turn.

Honor/Glory/Status/Infamy: 1.4/2.0/1.5/2.0

Skills: Athletics 2, Calligraphy 2, Courtier (Gossip) 3, Deceit (Lying) 3, Defense 3, Etiquette 2, Horsemanship 2, Iaijutsu 3, Investigation 2, Kenjutsu 3, Kyujutsu 2, Lore: History 2, Lore: Law 1, Lore: Scorpion Clan 2, Meditation 1, Theology 1.

Mastery Abilities: Add +5 to Contested  Social Skill rolls.  May focus an additional time in a duel.  May declare Full Defense when Initiative is rolled.  

Advantages/Disadvantages: Social Position (hatamoto’s son)/Bad Reputation, Coward, Spoiled, Sworn Enemy (Shiba Yota).

Equipment: Kimono, light armor, daisho set.

Shosuro Sora – Female Duelist and Woman of Unfortunate Passions 

	FIRE 4
	  AIR 3

	Agility 5


	Reflexes 6

	EARTH 3
	WATER 3

	Stamina 4
	Perception 4

	VOID 5


TN to be Hit: 38


School/Rank: Bayushi Bushi 1/Ronin Duelist 4


Bayushi Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with her.  Adds +5 to her TN to be Hit against opponents with lower Initiative.


Duelist Rank One: Adds twice her Agility to the total of all Initiative rolls.


Duelist Rank Two: As a complex action that can be performed in full defense, may study an opponent and roll an additional die per School Rank on all attacks against that opponent.  May study more than one opponent, but may not gain more total dice among all targets then School Rank. This bonus lasts until you reallocate your dice.


Duelist Rank Three: Gains an additional attack per round.  In a duel, if your opponent lowers his Focus Pool to gain a +5 on a Focus Roll, you may lower your Focus Pool by 1 to negate the effects of the free raise.


Duelist Rank Four: Bonus dice from Rank 2 Technique are now kept dice.

Honor/Glory/Status/Infamy: 0.8/6.8/1.0/3.6

Skills: Athletics 2, Battle 2, Calligraphy 4, Courtier (Gossip, Political Maneuvering) 6, Deceit (Lying, Intimidation) 5, Defense 4, Etiquette 6, Games (Go) 3, Horsemanship 4, Iaijutsu 5, Investigation (Notice) 4, Kenjutsu 5, Kyujutsu 2, Lore: History 3, Lore: Law 2, Lore: Scorpion Clan 4, Meditation 1, Spears 2, Tea Ceremony 2, Theology 3.

Mastery Abilities: Add +5 to Contested  Social Skill rolls.  Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  May Focus an additional time in a duel.  May declare Full Defense when Initiative is rolled.  May attack while mounted, and may use Full Attack and Full Defense while mounted.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Combat Reflexes, Luck (Rank One), Multiple Schools, Quick/Bad Reputations (likes women, killing duelist, killed the Shinjo heir), Compulsion (women).

Equipment: Kimono, daisho set.

Bayushi Seiichi – Aging Father and Friend of Kyodai

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 4

	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.  Disadvantages that granted no Character Point value still count for their normal value.  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 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, learning one additional trait per Raise.  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 make a Contested Awareness roll during a conversation to learn information about the opponent.  Opponent must choose to reveal either two Disadvantages (his choice), 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 she already knows, he cannot re-roll 10’s on Contested Social rolls against her for one full day.

Honor/Status/Glory: 2.1/2.0/3.6

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

Mastery Abilities: Adds +5 to Contested Social Skill rolls.  If seeking information and don’t know where to get it, may make a Intelligence/Courtier roll TN 15 to reveal most likely place to find the information.  May make one additional attempt to search or interrogate after failing a roll.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Ally (Bayushi Kyodai), True Friend (Bayushi Kyodai)/Dark Secret (his older son Hakuseki betrayed the Scorpion Clan).
Equipment: Fine kimono, fine court dress, tanto, fan, 10 koku.

Bayushi Ippei, son of Bayushi Seiichi, possessed by Bayushi Hakuseki

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2 

	
	Strength 3

	VOID 5


[Due to Hakuseki’s spirit driving him on, Ippei’s body has unnatural vitality – he treats the “Down” Wound Rank and the first six Wounds of the “Out” rank as his second and third +20 Ranks.  The remaining nine Wounds of the “Out” Rank affect him normally.]

TN to be Hit: 30 (35 in light armor)


School/Rank: Normally Bayushi Bushi 1.  When possessed by Hakuseki, Bayushi Bushi 3/Falcon’s Claw


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with him.  Adds +5 to his TN to be Hit against opponents with lower Initiative.


Rank Two: When attacking, you may call 1 or more raises.  If the attack is successful opponents attacking you before your next turn must make a identical number of Raises before they can call Raises for effects or maneuvers (except Free Raises).  Additionally, if an opponent attacks and misses you, you gain a number of Free Raises equal to your Air Ring on attacks against opponent that occur before their next turn.


Rank Three: Gains a Free Raise when attempting a Called Shot, Disarm, or Knockdown.  Opponents roll and keep one fewer die (minimum of one die) when contesting Disarm attempts.  May make two additional Raises on a Disarm attempt to end up holding the disarmed weapon.


Falcon’s Claw: Gain an additional attack per round.  When striking an opponent with a higher Initiative than you, you must make two Raises in order to get the effects of one.  However, when attacking an opponent with a lower Initiative than you, gain a number of Free Raises equal to half your Fire Ring (rounded down).

Honor/Glory/Status/Infamy: 0.0/1.0/1.0/10.0

Skills: Acting 2, Athletics 4, Calligraphy 1, Courtier (Political Maneuvering) 3, Deceit (Lying) 4, Defense 5, Etiquette 3, Forgery 2, Iaijutsu 5, Investigation (Notice) 2, Kenjutsu 5, Knives 3, Kyujutsu 3, Lore: Heraldry 3, Lore: History 3, Meditation 1, Spears 2, Storytelling 1, Theology 2.

Mastery Abilities: Add +5 to Contested  Social Skill rolls.    Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  May Focus an additional time in a duel.  May declare Full Defense after Initiative is rolled.   Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Combat Reflexes, Crafty, Heartless, Quick, Strength of the Earth (rank two)/Bad Reputation (Traitor), Cruel, Driven (to avenge himself).

Equipment: Kimono, light armor, sandals, daisho set, 2 koku.

Shiba Yota – Phoenix Yojimbo and Vengeful Brother

	FIRE 3
	  AIR 4

	Agility 5


	Reflexes 5

	EARTH 4 
	WATER 3 

	
	Strength 4

	VOID 5


TN to be Hit: 43 (48 in light armor)


School/Rank: Shiba Bushi 4


Rank One: When declaring posture for the round, may choose to add Void ring to either TN to be Hit, attack rolls, or damage rolls.  May spend more then one Void for Enhancements to Skill rolls and Raw Trait rolls and may use more then one type of Enhancement.


Rank Two: Gain Free Raises equal to School Rank on melee attack rolls, but these Raises may only be used to Guard an ally.  If you successfully Guard an ally, any bonuses to your TN to be Hit are shared with that ally as well, in addition to the usual bonus.  Raise or lower the TN of any spell cast on him by 5.


Rank Three: Make an additional attack per round.  Adds twice Air Ring to TN to be Hit.


Rank Four: Void-based bonus from Rank 1 technique is doubled.  If someone spends a Void point within fifty feet, may make a Contested Void roll against that person.  If successful, regain one Void point.

Honor/Status/Glory: 2.7/2.0/4.8

Skills: Athletics 4, Calligraphy 2, Courtier 2, Defense 5, Etiquette 4, Iaijutsu 6, Investigation 2, Kenjutsu 5, Knives 1, Kyujutsu 2, Lore (Heraldry) 2, Lore (Law) 1, Lore (Shugenja) 4, Medicine 2, Meditation (Void Recovery) 5, Spears 3, Tea Ceremony 2, Theology 4. 

Mastery Abilities: Add +5 to Contested  Social Skill rolls.  May declare Full Defense when Initiative is rolled.  Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  May Focus an additional time in a duel.  Can recover 4 Void with successful Meditation roll.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Social Position (magistrate)/Bad Reputation (unimaginative)
Equipment: Kimono, daisho set, light armor (not worn), tanto, 3 koku.

Yasuki Gozu – Unconventional Crane Merchant 

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 2 

	Stamina 3
	Perception 3

	VOID 3


TN to be Hit: 17


School/Rank: Daidoji Trading Council/Doji Courtier 2


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


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


Doji Courtier Rank Two: Observe an opponent for one round, spend a Void point, and make a Contested 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 2 Free Raises on any Contested Social rolls against him.  (If he already knew he possessed the Advantage, he gets an additional Free Raise.)

Honor/Status/Glory/Infamy: 2.6/2.0/1.5/1.0

Skills: Athletics 2, Calligraphy 5, Commerce (Merchant) 4, Courtier 4, Craft (Sailing) 2, Defense 1, Etiquette 5, Investigation 4, Knives 2, Lore (Commerce) 5, Lore (Gaijin) 5, Lore (Heraldry) 4, Lore (History) 3, Lore (Sailing) 1, Medicine 2, Meditation 2, Theology 3. 

Mastery Abilities: Add +5 to Contested Social skill rolls.  Free Raise with skills at Rank 5 or higher.

Advantages/Disadvantages: Allies (many), Social Position (Daidoji Trading Council/Bad Reputation (wants to modernize Rokugani economy).
Equipment: Kimono, fan, wakizashi, tanto, 20 koku. 

Daidoji Kowaru – Daimyo of the Daidoji family

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 4

	VOID 4


TN to be Hit: 15


School/Rank: Kakita Artisan (Origami) 4


Rank One:  Raw Awareness plus School Rank x 2 vs. Opponents Awareness x 5 to determine an appropriate gift.  If successful, you may create the gift with an Agility/Artisan (Origami) roll at TN 15.  Gain a free raise on all Social skill rolls with the recipient of the gift for the remainder of the Court.  For every 2 Raises made, gain an additional raise with the recipient.


Rank Two:  Roll and Keep one additional die on all rolls involving Artisan (Origami).  Gain a bonus to the result of all Social Skill rolls equal to the number of points the other individual received by taking Disadvantages that stem from a strong desire for something (Compulsion, Driven, Greedy, Lechery, Meddler, Rumormonger, Spoiled, True Love).


Rank Three: Four times a day, you may make an Agility/Artisan (Origami) skill roll at a TN of target person’s Insight x 5.  If successful, you grant them three free Raises they may use on any roll.  These raises must be used within one Rokugani hour.


Rank Four:  You roll and keep 2 dice on all rolls involving Artisan (Origami).  This replaces the Rank Two technique.  Once per week, you may increase or decrease a targets glory by your Honor Rank.  This requires several hours of showing Origami to the public.

Honor/Status/Glory: 3.5/7.0/3.7

Skills: Artisan (Ikebana) 3, Artisan (Origami) 8, Artisan (Painting) 3, Athletics 1, Courtier 5, Etiquette 4, Iaijutsu 1, Investigation 2, Kenjutsu 1, Lore: Crane Clan 3, Lore: Heraldry 4, Lore: History 3, Meditation 4, Perform (Dance) 2, Storytelling (Poetry) 5, Tea Ceremony 3, Theology 4. 

Mastery Abilities: Add +5 to Contested  Social Skill rolls.  Free Raise with skills at Rank 5 or higher.

Advantages/Disadvantages: Bland, Social Position (Daidoji Family Daimyo)/Low Pain Threshold 
Equipment: Fine court kimono, fine court fan, wakizashi, 10 koku.

Daidoji Akira/Daidoji Asami – Twin Yojimbo 

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2 
	WATER 2 

	
	Strength 3

	VOID 2


[Wounds are at +2 per Rank.]

TN to be Hit: 21 (26 in Light Armor).

School Rank: Daidoji Yojimbo 1


Yojimbo Rank One: Add Honor Rank to total of Wounds at each Wound Level.  Add Air ring to all Attack rolls. 

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Athletics 2, Battle (Skirmish) 2, Courtier 1, Defense 3, Etiquette 2, Iaijutsu 3, Investigation 1, Kenjutsu 3, Kyujutsu 2, Meditation 1, Spears 2, Theology 1.

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

Advantages/Disadvantages: None.
Equipment: Daisho set, kimono, light armor (not worn), yari (not carried), 5 koku.

Ikoma Kurai – Famous Poet

	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 2
	WATER 2 

	
	Perception 3

	VOID 4


TN to be Hit: 19

School/Rank: Ikoma Omoidasu 2


Rank One: Glory rank is increased by Awareness rank to determine if he 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 his Honor rank to their attack rolls.  If Omoidasu reduced to out or killed, anyone who had the bonus loses it, and now suffers an equal penalty.

Honor/Status/Glory: 4.2/2.0/7.5

Skills: Battle 1, Calligraphy 6, Courtier 5, Defense 2, Etiquette 4, Investigation 2, Kenjutsu 1, Lore: Heraldry 5, Lore: History 5, Lore: Lion Clan 2, Medicine 1, Meditation 4, Storytelling (Poetry) 8, Theology (Ancestors) 4. 

Mastery Abilities: Add +5 to Contested Social Skill rolls.  Free Raise with skills at Rank 5 or higher.

Advantages/Disadvantages: Allies (many), Social Position (famous poet)

Equipment: Fine kimono, court dress, writing kit, 6 koku.

Akodo Mako, Lion General and Sinister Agent

	FIRE 5
	  AIR 4

	Agility 6


	Reflexes 6

	EARTH 4
	WATER 4

	Willpower 5
	

	VOID 5


TN to be Hit: 44 


School/Rank: Akodo Bushi 5/Anniki Brotherhood 1


Akodo Rank One: Ignore armor or gain a Free Raise when attacking.  Gain a Free Raise on first melee attack, or against any opponent who declared a Raise against him since his last turn.  Add Water to total of rolls for Damage and for Opposed Battle rolls.    


Akodo Rank Two: Before rolling to attack, declares whether to increase Attack roll or Damage by Honor Rank x 2.  May spend a Void Point to make an Honor Roll even if one has already been made, and loses half normal for failed Honor Rolls and Tests of Honor.  


Akodo Rank Three: Two attacks per round, and Water bonus from Rank One technique is now doubled.


Akodo Rank Four: May declare two Raises against an opponent in the Full Defense posture.  If the attack is successful, they lose the benefits of Full Defense.  May now add twice Honor to both attack and damage rolls (replacing bonus from Rank Two).


Akodo Rank Five: When making Raises with a Bugei skill, if the roll fails but would have succeeded without the Raises, it succeeds, with no benefit of Raises.  Now adds triple Water Ring to Damage rolls.


Anniki Brotherhood One: When performing an action ordered by his Anniki, he cannot lose Honor, even when using Low skills or violating the tenets of Bushido.  

Honor/Glory/Status: 3.6/3.7/6.0

Skills: Athletics 4, Battle (Mass Combat) 5, Courtier 2, Deceit (Lying, Intimidation) 5, Defense 7, Etiquette 4, Horsemanship 3, Iaijutsu 6, Jiujutsu 3, Kenjutsu 6, Knives 5, Kyujutsu 4, Lore: Heraldry 2, Meditation 3, Sleight of Hand 4, Stealth 6, Spears 4, Storytelling 3, Theology (Ancestor Worship) 2.

Mastery Ability: Add +5 to Contested  Social Skill rolls.  Once per combat if he or any ally strikes an enemy successfully, make a Reflexes/Battle roll TN 20 to add one die to Initiative.  Wound penalties reduced by Skill Rank when using Kenjutsu, and may spend an additional Void on damage with Kenjutsu.  Wound penalties reduced by Skill Rank when using Knives.  No penalties for wielding two knives at once.  Free Raise with all skills at Rank 5 or higher. May declare Full Defense when Initiative is rolled and keeps his defense Skill TN bonus even in Full Attack. May focus an additional time in an Iaijutsu duel.  

Advantages/Disadvantages: Allies (many), Heartless, Inheritance (swords), Quick, Social Position (general)/Dark Secrets (many). 
Equipment: Kimonos (double-sided), excellent daisho set (Akodo blades), traveling pack, silk mask, knife with Crab mon, 6 koku.

Kitsu Mokuna, Young Spiritualist

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 2
	WATER 4 

	Stamina 3
	

	VOID 3


TN to be Hit:  21 

School/Rank:  Kitsu Shugenja 2

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

Honor/Status/Glory:  4.2/1.5/1.8

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

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

Equipment: Wakizashi, kimono, scroll satchel.  

Mirumoto Hideo, Charming Flirt

	FIRE 4
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3

	
	

	VOID 4


TN to be Hit:  29 (37 w/swords drawn) (+5 in light armor) 

School/Rank:  Mirumoto Bushi 3  

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



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

Rank Three: A number of times per day equal to School Rank, when attacked, may make a Contested Void Roll to force the opponent to lose their next attack.  In an Iaijutsu duel, when focusing, may spend a Void point to reduce the number of times the opponent can Focus.  Now adds twice Fire Rank to attack rolls.  When targeted with a spell, may add or subtract 5 from the TN to cast the spell.  

Honor/Status/Glory:  1.9/1.0/4.0

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

Mastery Abilities:.  May focus an additional time in an Iaijutsu duel.  

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

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

Yasuki Kado, Angry Crab

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 2


TN to be Hit: 21 (31 in heavy armor)


School/Rank: Hida Bushi 2


Rank One: Add Earth ring to the total of all melee attack and damage rolls in melee.  Ignore TN penalties for Heavy Armor for all skills except Stealth.


Rank Two: When taking Wounds, spend a Void point to make a Raw Earth roll at a TN equal to the number of Wounds suffered.  With a success, the Wounds are negated.  Earth ring is increased by School Rank when resisting Knockdown.   

Honor/Status/Glory: 1.5/2.0/1.4

Skills: Athletics 2, Battle (Shadowlands) 1, Defense 3, Etiquette 2, Games (Gambling) 1, Heavy Weapons (Tetsubo) 4, Hunting (Survival) 1, Iaijutsu 2, Jiujutsu (Wrestling) 2, Kenjutsu 2, Kyujutsu 2, Lore (Law) 1, Lore (Shadowlands) 1, Medicine 1.

Advantages/Disadvantages: Large/Brash
Mastery Abilities: May declare Full Defense when Initiative is rolled. 
Equipment: Kimono, heavy armor (usually not worn), daisho set, tetsubo (usually not carried), fan, 5 koku.

Kuni Kubota, Driven Daimyo

	FIRE 3
	AIR 2

	Intelligence 4


	Awareness 3

	EARTH 5
	WATER 3 

	Willpower 6
	

	VOID 4


TN to be Hit: 16


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. Jade Strike is Innate.

Honor/Status/Glory: 2.5/1.5/2.4

Skills: Athletics 3, Calligraphy 4, Courtier 2, Defense 3, Etiquette 2, Investigation 3, Jiujutsu 3, Kenjutsu 3, Knives 2, Lore: Heraldry 2, Lore: History 2, Lore: Shadowlands 6, Lore: Shugenja 4, Medicine 4, Meditation 4, Spellcraft 5, Storytelling 3, Tea Ceremony 2, Theology (Fortunes) 4. 

Mastery Abilities: Roll an extra die for damage in unarmed combat. May declare Full Defense when Initiative is rolled.  Heal an additional die of Wounds with the Medicine skill, and may treat someone whose wounds have been treated with Medicine already.  Gains Free Raise for spellcasting rolls.  Free Raise with all skill at Rank 5 or higher.  
Spells: Sense, Commune, Summon, Importune, (Earth 1) Armor of Earth, 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, Sympathetic Energies.

Advantages/Disadvantages: Higher Purpose (strengthen the Crab), Innate Spells (Jade Strike, Tomb of Jade), Strength of the Earth (rank two)/Bad Reputation (Angry), Driven (force the other Clans to recognize the horrors of the Shadowlands).
Equipment: Court kimono, traveling pack, wakizashi, tanto, 5 koku.  

Otomo Hiroshi, Imperial Historian

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 3

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 3


TN to be Hit: 12


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)(may reserve these raises to be used all at once, or individually).  May not have more simultaneous Free Raises reserved against one person then your Insight Rank, though you may reserve Free Raises against multiple individuals simultaneously.

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 Contested Social Skill rolls.  If seeking information, and you do not know where to obtain it, may make a Intelligence/Courtier roll TN 15 to reveal most likely source to find said information.

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

Bayushi Guards (interchangeable)

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 2


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


School/Rank: Bayushi Bushi 1


Rank One: Roll additional Initiative dice equal to School Rank.  Enemies cannot use Combat Reflexes to trade initiative with them.  Add +5 to their TN to be Hit against opponents with lower Initiative.

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Athletics 2, Calligraphy 1, Courtier 2, Deceit (Lying) 2, Defense 3, Etiquette 3, Iaijutsu 3, Investigation (Notice) 2, Kenjutsu 4, Kyujutsu 3, Lore: Heraldry 2, Spears 2, Theology 1.

Mastery Abilities:  Adds +5 to Contested Social Skill rolls.   May declare Full Defense when Initiative is rolled. 
Advantages/Disadvantages: None.

Equipment: Kimono, light armor, daisho set, yari, bow and 20 arrows.

Bayushi Lineage: Fathers and Sons
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