Shadow on the Court

A One-Round Introductory Adventure for Heroes of Rokugan (Champions of the Sapphire Throne)

by Rob Hobart

You are guests at a peaceful wedding in Dragon lands, an opportunity for artistic beauty and courtly intrigue.  But a series of unfortunate incidents suggest that something sinister may be lurking beneath the surface of Shiro Mirumoto’s tranquility.

Adventure Summary and Background

This scenario takes place in Shiro Mirumoto, the seat of the Dragon Clan’s martial family, where the PCs are attending the marriage of Mirumoto Nishi, the favored cousin of the family daimyo, Mirumoto Jinzaki, to Moto Yutaka, son of a general in the Khol Army of the Unicorn, to seal a treaty between the two Clans.  The PCs are lucky enough to be among the small group of guests invited to attend this wedding celebration.  Unfortunately, one of the other guests, Mirumoto Kafu, has become the target of a vile Shadowlands creature, the Oni no Ianwa.  This creature uses its powers of fear and mental domination to force Kafu to commit a series of ever-more-destructive acts, disrupting the peace and harmony of the wedding preparations.  If the PCs are inquisitive, brave, and a little lucky, they will be able to find out what is happening and drive off the Oni before it is too late.   

The scenario starts with the Welcoming Ceremony and then proceeds through a series of events over the three days leading up to the wedding itself.  In between the specific events and encounters, the PCs should be allowed to explore Shiro Mirumoto, speak with the other guests, and investigate the mysteries which begin to accumulate.  

During the course of the scenario, the PCs will have several opportunities to participate in displays of skill.  The prizes for winning these contests include several minor jade weapons, which the PCs will probably need in order to drive away the Oni at the end of the scenario. 

Throughout the tournament, remember the following:

· If Mirumoto Nishi is already in a location and Mirumoto Kafu is also supposed to be there, Kafu will stop, turns around, and leave the room.  If Kafu is already present and Nishi arrives, Nishi hesitates and gives Kafu a covert longing look before carefully ignoring him. The PCs can notice this pattern with a roll of Perception/Courtier at TN 25.  

· Whenever Kafu and Nishi are in the same room, PCs might detect the underlying tension between the two of them with a roll of Perception/Courtier (Manipulation) at TN 25.
What is Going On

This story actually begins several years ago, when Mirumoto Kafu, advisor to Mirumoto Jinzaki, fell in love with Mirumoto Nishi, the cousin of his lord.  Nishi reciprocated his feelings, and the two enjoyed a passionate covert affair.  They were about to petition their lord Jinzaki for permission to marry when he announced that Nishi would be betrothed to Moto Yutaka, son of Moto Gesshin, a prominent general in the Khol army, as part of the recent triple-alliance treaty between the Crane, Dragon, and Unicorn.  

Kafu and Nishi are honorable samurai, and know their duty to their Clan – they have ended their affair and are trying to avoid each other, lest they stir their futile feelings.  However, Kafu’s emotions, bubbling away beneath the surface, have attracted the attention of a dangerous and malignant Shadowlands creature, roaming the Empire in search of victims: the Oni no Ianwa.  This Oni is a disgusting, cowardly creature that feeds off the fear and despair of others.  Its hideous fear aura strikes terror into the hearts of the noblest warriors and forces them to do its bidding.  The Oni senses Kafu’s inner weakness and bullies him into performing a series of vile and destructive acts, feeding off the degradation of his soul.  Each visit by the Oni drains a little bit more of Kafu’s nobility and honor; while at the same time tainting him with the curse of the Shadowlands. 

If the PCs discover the truth, they may be able to drive off the Oni no Ianwa and save Kafu’s soul before he is utterly damned.  

Testing for Taint

Since this is an Introductory adventure, playable only by characters of Rank One, the only PCs who may be able to sense Mirumoto Kafu’s growing Taint are Moto Death Priests.  The testimony of a Death Priest, however, will not be considered acceptable evidence to Dragon samurai, and even the Unicorn guests will hesitate to back up one of their cousins who is so uncouth as to make a public accusation.  Most likely, such a PC will be expelled from Shiro Mirumoto (and from the adventure) for committing a breach of etiquette.

If and when the PCs acquire a jade item, or if one or more of them has a finger of jade in their traveling pack, they may try to find some way of touching Kafu in order to see whether his skin burns.  Again, this will be extremely difficult to accomplish without committing a serious breach of etiquette.  The GM will have to adjudicate such efforts, but in general, it should not be possible for the PCs to “short circuit” the adventure through such methods. 

Player’s Introduction: Arrival at Shiro Mirumoto

The adventure begins with the PCs arriving at Shiro Mirumoto and being welcomed by the family daimyo.  All of the Clan/Imperial PCs are here as guests of the wedding.  Ronin PCs have wangled an invitation here in return for recent work as a yojimbo.

The day is crisp and clear with just a hint of winter's bite on the breeze.  As you ascend the winding road to Shiro Mirumoto, you note to yourselves that the Empire’s courtiers are right: the proper word to describe the place is indeed “functional.”  The adornments and elegant design seen in the castles of the Crane, Unicorn, or Phoenix are absent here, replaced by the plain practicality of a military stronghold, built into the ascending slopes of the Dragon Mountains.   

As you pass through the castle’s main gate, you see a tall, lean older man with graying hair at his temples and heavy lines of weariness graven into his smooth-shaven face: Mirumoto Jinzaki, the legendary master of the Niten style.  Standing slightly behind him at his side is an attractive young woman in Dragon colors – you realize this must be the bride-to-be, Mirumoto Nishi.  Jinzaki and Nishi offer a bow of greeting to each guest who enters the courtyard.  Once you have passed them, a servant approaches and humbly offers to show you to your quarters in the castle.

Once the PCs have settled into their quarters, another servant will escort them to Shiro Mirumoto’s main hall for the welcoming ceremony.  The PCs are placed according to their station, with those of higher Status at the upper end of the hall alongside prominent guests such as Ide Shukaan.

Allow the PCs the opportunity to meet the other guests and chat with them a bit before the actual ceremony begins.

Mirumoto Kafu is an advisor to Jinzaki and is seated at the head of the room – PCs with Status of 2.5 or better will be seated close to him.  He is a tall, lean man in his thirties, with a traditional samurai topknot.  Kafu seems, at this point, to be the epitome of loyalty and honor, serving his lord without complaint or fault.  He greets the PCs gravely and politely, and expresses the hope that they will enjoy their stay at Shiro Mirumoto.  At this point, the PCs will probably not gain any hint of Kafu’s inner turmoil – he has on his public face, and will be imperturbable.  If for some reason a PC tries to watch him closely, s/he can roll Awareness/Investigation at TN 25 to pick up a faint hint of suppressed underlying sadness and loss in his demeanor.    

Otomo Hiroshi is a young but promising Imperial historian, married last spring 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,” “Bayushi Lineage,” and “Winter Court: Shiro Hanagensai.”  He is here as the official historian of the wedding, and is accompanied by his pretty young Crane wife.  Hiroshi is a friendly, open-hearted young man, and will make a point of greeting anyone who has assisted or befriended him in previous adventures.  As an Imperial, he will be seated near the front of the hall.     

Ide Shukaan is the middle son of Ide Xhi Shou, the Ide family daimyo, and is here as the representative of his father and of the Unicorn Clan.  He is a swarthy-skinned man in his mid-twenties, with a thick well-groomed goatee beard.  Like all well-trained Ide, he is friendly and well-spoken, with a knack for saying the right thing to the right audience.  He is seated near the head of the chamber, opposite Mirumoto Kafu.

Daidoji Atsuko is the representative of the Crane Clan at this wedding.  She is a true “iron Crane,” a warrior born and bred – her mother was of Hida blood, and she spent much of her childhood visiting her Crab uncles and cousins.  She has spent a year on the Kaiu wall and survived with only a few scars.  Although she is attractive, she is also unusually tall and muscular for a woman, and her blunt and direct manners are often unsettling to men who prefer courtly manners and feminine delicacy.  

Atsuko does not fit in well in Crane lands, but her family judges her the perfect samurai to represent them at a wedding cementing a military alliance.  She is a practical woman and regards marriage as something to be undertaken for the good of the Clan – consequently, at the moment she will only consider courtship efforts from members of the Dragon or Unicorn Clans. 

Moto Hayato is cousin to Moto Yutaka, the groom, as well as to Moto Mami, the groom’s sister.  Hayato is a highly honorable man and is dedicated to his family and his Clan.  He is calm and polite, but once he starts on a line of thought, he will continue until he finishes it, no matter what the interruption.  His loyalty is unconditional and uncompromising.  No matter what his family does, he will always love them and protect them; the Moto can do no wrong.  If anyone threatens or troubles his cousins, he will not hesitate to confront or challenge them.

Moto Mami is the younger sister of the groom, Moto Yutaka.  She is a cheerful and happy young woman of sixteen, and takes youthful delight in life and everything it has to offer.  She is very happy for her older brother Yutaka and will chat about it with anyone who will listen.  “Yutaka-kun is such a fine young man, and now he’s found a wife he can start his own family – it will make our father so proud.  He couldn’t have hoped for better than Nishi-sama – why, she’s the cousin of Mirumoto Jinzaki himself!”  

Mirumoto Amane and Kitsuki Toshie are two young maidens of the Dragon.  They are flirtatious, giggly, happy young women, usually inseparable, for whom this occasion is a wonderful opportunity to gossip, flirt, and generally enjoy themselves.  They are honorable enough to resist any outright seduction attempts, but will take blushing delight in flirtation and other such romantic distractions. They both tend to ramble and talk for too long, in light breathless voices, especially when entranced by a handsome older man.  

Kitsuki Toshie was once Mirumoto Nishi’s closest friend, but since the engagement was announced, Nishi has become withdrawn and no longer spends time with her.  Toshie mournfully comments that she still meets her friend from time to time, but it just isn't the same.  The two girls worry as to whether they will be driven apart when they get engaged.  “Oh, I hope not!  We’ll be friends forever, won’t we, ne?”  

Matsu Ukyo is, other than any Lion PCs, the sole representative for the Lion Clan at this wedding.  He is an eloquent, self-collected man, very different from the Matsu stereotype, and is actually trained as an Ikoma spymaster, although he wears to mon of the Ikoma bards.  He is officially here as a representative at the wedding, but his real goal is to slip into the restricted areas of Shiro Mirumoto and acquire intelligence on Dragon military capabilities.  He will also be looking for opportunities to acquire blackmail on enemies of the Lion Clan.  

Hida Kanjiro is the only Crab here other than any Crab PCs.  He is a man finally at peace with his lot in life.  His father fell to the Shadowlands Taint when he was a boy, and since then he has been driven by the knowledge that he must eventually confront and destroy the fallen man.  This year, he has decided to go out and meet his destiny head on.  In preparation, Kanjiro has been traveling around the Empire, seeking to learn from other samurai and prepare himself to the utmost.  This winter, while the rest of his Clan conducts a Twenty Goblin Winter, Kanjiro intends to enter the Shadowlands and hunt down the undead form of his father.  

Kanjiro will quietly ask any bushi PC for the opportunity to spar and learn from them.  If a PC shows him sympathy or interest, Kanjiro will quietly discuss his quest, and ask them for any advice they might offer about dealing with the evils of the Shadowlands.  

Kanjiro has an Inner Gift that allows him to subconsciously sense the presence of Taint – he does not actually know someone is Tainted, but becomes uneasy in their presence.  If any PCs are Tainted, he will avoid their company and any conversations as short as minimal etiquette allows.  Once the Oni no Ianwa begins to exert its influence, Kanjro will become generally uneasy, and will try to warn someone that something is amiss in the area.   

The Welcome

After the PCs have had a chance to make the acquaintance of the other guests here, the doors at the far end of the hall slide open:

Mirumoto Jinzaki enters the room at a slow, hieratic pace.  Walking at his side, matching his pace, is a tall, rangy man in a purple and white kimono, his thick hair tied back in a long braid: this is Moto Gesshin, general in the Unicorn Clan’s Khol army.  Walking behind the two men are Mirumoto Nishi and a young man in Unicorn colors who you guess to be Moto Yutaka, the groom-to-be.  The assembled guests, yourselves included, bow in a single motion, like a field of wheat rippling in the wind. 

Mirumoto Jinzaki speaks to the gathered crowed and thanks everyone for choosing to share in the festivities of his cousin’s marriage to Moto Yutaka.  He is, he says, proud to have such a noble group of samurai gathered under his roof.  He goes on to praise the Moto family, their combat prowess and their mastery of the way of the Horse and Bow.  After a long speech, he concludes by welcoming his guest, Moto Gesshin, and offering his blessing on the union of these two young samurai, Moto Yutaka and Mirumoto Nishi.  “We will celebrate this occasion for the next three days before concluding with the wedding ceremony.  We hope and expect that our Clan Champion, Togashi Imasu-sama, will be present to place his blessings on the ceremony.” 

The gathered samurai applaud Jinzaki’s speech.  However, any PC who rolls Perception/Courtier at TN 20 can tell that Jinzaki’s heart is not really in anything he does or says – he is essentially running on auto-pilot, doing what is expected.  

After a few moments of silence, Moto Gesshin steps forward and offers a speech of his own, speaking in a firm and clear voice.  He starts by thanking Jinzaki for the honor of holding the wedding here in Shiro Mirumoto, and then discusses the strategic importance of this union between the Dragon and Unicorn Clans.  (Any PC who rolls Intelligence/Etiquette at TN 15 will recognize this as a slight against any Lion or Scorpion who are present.)  After recounting the many strengths of both Clans, Gesshin finishes by saying, simply: “I find Mirumoto Nishi an acceptable match.”  There is a moment of silence and then applause – enthusiastic from the Unicorn, polite from everyone else.  

With the speeches concluded, the two senior samurai and their children depart.  Mirumoto Kafu rises and bows to the other guests.  “We have scheduled entertainments to be held each evening, contests of skill and honor in which all our guests may participate, and of course the finest meals will be provided throughout the day.  We bid you welcome to Shiro Mirumoto.”  With that, the welcoming ceremony is complete, and the PCs are free to do as they wish until the evening. 

See Appendix #3: Shiro Mirumoto for a review of the rooms and facilities of the castle.   

Scene One: The Painting Contest

Nothing of note happens for the remainder of the first day in Shiro Mirumoto, and that evening the guests are served an early dinner in the castle’s gardens.  The orange evening sunlight provides just enough warmth to offset the chill in the air, and the overall feel is one of tranquility and harmony.   

All of the guests will be present except for the two highest ranking, Mirumoto Jinzaki and Moto Gesshin, who dine privately elsewhere.  Nishi and Yutaka will be present, however, and several of the guests will take this opportunity to offer them congratulations.   

As dinner is concluding, Mirumoto Nishi rises and bows to all the assembled guests.  “Oh behalf of my cousin and lord, Mirumoto Jinzaki, I thank you for joining us for this beautiful and tranquil evening in our gardens.  To celebrate this occasion, I would invite those of you with artistic skills to create a painting, a painting that captures the essence of tranquility.  To the finest painter I shall, in thanks, offer the gift of this fan,” she plucks it from her obi and lifts it up, letting the setting sun sparkle on its white surfaces, “which is inlaid with crystal shards from the sword of our revered ancestor Mirumoto Chojiro.”  

Nishi smiles prettily as the guests applaud this generous offer.  Meanwhile, servants emerge from the castle with easels, silk, brushes, and paints, ready to set them up for any guest who wishes to attempt a painting.

Aside from any PCs who may choose to participate, the following guests will compete: Kitsuki Toshie, Matsu Ukyo, Daidoji Atsuko, and (quite unexpectedly) Hida Kanjiro.  (Several of the other guests look askance and make comments behind their fans when he announces, in his gravelly voice, that he will offer his “humble talents” to the contest.)  Mirumoto Nishi will act as chief judge of the contest, but she will invite Ide Shukaan and Otomo Hiroshi to join her in judging the contest, in order to ensure a fair and honorable judgment.  

The participants have until the last ray of sunlight – about forty minutes – to create their paintings.  The relevant skill roll is Awareness/Artisan: Painting, and the base TN is 10, plus however many Raises the participant might call.  

If any PC participates in the contest, have the player explain in detail what their character is trying to convey and what special tidbits, if any, might be concealed in the painting to reward the observant viewer.  For good to excellent descriptions, the GM should award one to three Free Raises to the PC’s final roll.  For weak or absent descriptions, on the other hand, subtract 5 to 10 from the final roll.  

Kitsuki Toshie:  A stream running through a bamboo forest will colorful birds floating in the air and a low fog hugging the ground.  A conventional approach to the topic, but executed with skill – clearly Toshie is a talented young lady.  

TN: 25 (3 Raises).  Rolls 28.

Matsu Ukyo: The morning after a great battle, with a low mist just starting to be burned off by the morning light.  Among those still standing is a lone Matsu samurai-ko, surveying the battlefield.  A Perception/Investigation roll at TN 20 notices a single beam of sunlight which sets her face aglow with a look of complete and utter tranquility.

TN: 30 (4 Raises).  Rolls 45, but does not get credit for one of the Raises – of the three judges, only Shukaan notices the subtle touch.

Daidoji Atsuko: A morning vigil on the Kaiu Wall.  Atsuko depicts the simple beauty of the Empire’s greatest architectural achievement at sunrise, the light glittering off of the weapons of Crab warriors  looking out over the Shadowlands, ever vigilant and always protecting the Empire.

TN: 30 (4 Raises).  Rolls 26 – the idea is a good one, but tranquility through this image is difficult.

Hida Kanjiro: The scene Kanjiro paints could be called chaos in action.  It is the middle of a pitched battle on the Kaiu Wall.  Siege engines are firing, creatures are dying, and samurai are sacrificing themselves with reckless courage.  But a roll of Perception/Investigation (Notice) at TN 25 realizes that in the background, there is a small bird’s nest in a tree behind the Wall.  A thin ray of light is illuminating the mother bird feeding her fledglings in perfect safety and tranquility.  Anyone who fails to notice this, of course, will be horrified and shocked by the painting’s subject matter – although grudgingly impressed by Kanjiro’s unexpected artistic skill.

TN: 35 (5 Raises).  Kanjiro rolls 39, succeeding, but will automatically lose unless a PC points out the secret of the painting – the judges will not spot in on their own.   

The winner of the contest is the one making the most successful Raises (including Free Raises awarded  for cool ideas).  If a PC is trying for something clever or hidden, a majority of the judges will need to roll Perception/Investigation at TN 20 in order for the PC to get credit for it.  (Alternatively, if another non-competing PC makes the Investigation roll to spot the clever touch, s/her can point it out to the judges.)  If there is a tie in the number of successful Raises, the highest total roll wins.  

The winner of the contest receives the crystal-inlaid fan from Mirumoto Nishi.  

The Incident

While in the garden during the painting contest, any PCs who are not painting should roll Perception/Meditation at TN 15 or Raw Perception at TN 20.  If so, the PC notices that something is subtly wrong with the patterns and harmony of the garden.  

You realize that something is wrong with the winter flowers which are blooming in between two of the raked gravel paths.  One of the blossoms is missing.  Careful examination shows the bloom to have been cut off from the stem, as though by a knife.

The PCs will not remember seeing anyone over here recently.  If a shugenja PC decides to Commune with the spirits in this area, there are Air and Earth spirits available – they will describe a tall, thin man in green clothing, who cut off the flower with a tanto. 

Evening in the Castle

Once the painting contest is over, there are no further entertainments planned for the day.  Most of the guests will stay up talking, gossiping, and enjoying themselves.  The PCs are free to socialize and try to pick up on some of the behavior patterns here – especially the tension between Kafu and Nishi.  If any PCs seek additional information on either of these persons, they can roll Awareness/Courtier (Gossip) at TN 20 to dig out the following details:

· Mirumoto Kafu is an advisor to the family daimyo, Mirumoto Jinzaki, and is reputed to be a loyal and honorable samurai.  He is single, although there is a rumor that he was recently considering marriage.

· Mirumoto Nishi is one of Jinzaki’s cousins, and is generally regarded as one of the most eligible and prominent maidens in the Mirumoto family.  She is reputed to be honorable and virtuous, in every way an admirable young woman, and the general consensus is that Moto Yutaka is very fortunate to have her as his bride.

If any of the PCs inquire about the mutilated flower in the garden, they will not be able to learn anything new – Kafu was careful not to be seen, even by servants.

During this evening, the PCs may notice the following specific behaviors of interest:  

· Mirumoto Kafu will approach Hida Kanjiro and any Crab PCs, and inquire of their knowledge about Oni.  He will try to couch this as casual curiosity – “we have never encountered such creatures here in the Dragon mountains, of course, but I have heard many tales of them.”  This is a lie, and any PC who rolls Awareness/Investigation at TN 20 can tell that Kafu has something weighing heavily on his mind, though he will politely deny there is any trouble.    

· Hida Kanjiro will be irritable and short-tempered, and spends a lot of time glancing over his shoulder, brushing at invisible flies, and otherwise showing evidence of paranoia.   

· At one point during the evening, Matsu Ukyo will disappear from the public areas of the castle.  A short while later, he reappears, escorted by one of the castle guards.  He thanks the guard for his assistance, and explains that he became lost in the unfamiliar castle.  If a PC speaks to the guard later, they can learn that Ukyo was found in the restricted upper level of the castle.  This incident will prompt some anti-Lion gossip among the Dragon samurai at the castle. 

· Mirumoto Jinzaki, the family daimyo, will be absent from the socializing after dinner, but a PC who visits the castle dojos that night will find him alone, practicing kata, dressed only in a green gi (martial arts outfit).  He will not speak with the PCs beyond the barest of pleasantries, and seems lost in some internal mental space.  Once he finishes his workout, he retires to his private chambers in the upper levels of Shiro Mirumoto.

Scene Two: A Duel Among Friends

The next morning, after breakfast, the servants announce that a contest of skill has been scheduled to take place today in the main dojo.  When the guests arrive, they find that the castle guards are absent from their usual daily practice, and the floor of the chamber has been cleared.  The walls of the dojo are, as always, decorated with wooden plaques showing the names of those who have trained here over the generations, and on the north wall is a large rack of bokken (practice swords) surmounted by seven wooden plaques inscribed with the kanji for the seven virtues of bushido.

After a few minutes, Mirumoto Jinzaki arrives, accompanied by Mirumoto Kafu, both of them dressed in formal court kimono.  Kafu addresses the assembled guests.  “It is always worthy to train and hone one's skill, the real test of prowess is against a worthy opponent.  In honor of our prestigious guests from the Unicorn Clan, we present this contest of swordsmanship.  All of our guests will be permitted to compete, should they wish.”  He gestures to a servant, who brings forward a bowl with chits for the names of the guests. 

Mirumoto Jinzaki pulls one hand out of his sleeve and holds up an ornamental miniature katana, the hilt embossed in gold, and jade and pearl worked into the carved saya (sheath).  “For the winner, the famed Tamori artisans have created this replica blade, a beautiful memorial of your victory.”  Any PC who listens to this speech and rolls Awareness/Investigation at TN 20 can tell that Jinzaki’s heart is not really in this, and he finds the prospect of this tournament painful.   

It is up to the PCs whether or not to compete – this is obviously not the proper venue for courtiers or peaceful shugenja.  Mirumoto Kafu will act as the judge of the contest.  Aside from the PCs, guests who will participate in the contest will comprise Hida Kanjiro, Matsu Ukyo, Daidoji Atsuko, Moto Hayato, and  the prospective groom, Moto Yutaka.  Use GM’s Aid #1 to create pairings if any PCs participate in the contest – if no PCs compete, the finalists will be Daidoji Atsuko and Moto Yutaka, and Yutaka will politely bow to Atsuko.

· Hida Kanjiro will be tense and irritable during this contest, and as a result his focus is off – he suffers a +5 TN penalty to all Iaijutsu focus attempts and Kenjutsu attack rolls.  

· After Kanjiro is eliminated from the contest, if there are any other Crab PCs here, he will approach them and mutters that “something isn’t right in this place,” suggesting they should be on the alert for Shadowlands influences.

The contest is fought with bokken (damage 2k1), starting with Iaijutsu and then proceeding to Kenjutsu if the first passage of arms does not determine a winner.  GMs should try to run these combats quickly and dramatically, and not let them bog down in laborious dice-rolling – this is a contest, not a life-and-death battle.  If NPCs are paired, the GM should simply choose a winner based on their comparative abilities, rather than rolling out the results.  Since this is non-lethal combat, inflicting battering and bruising damage with wooden sticks, a contestant who is “killed” will simply be knocked out and wakes up that evening at the +20 Wound Rank with a splitting headache.   

Both finalists in this contest get 1 point of Glory, and the final winner of the contest is awarded the miniature replica jade katana.  This weapon can be used as a tanto (Knife skill), although it will break after delivering a single blow.  

The Missing Plaque 

Any PCs who are not competing in the contest of swordsmanship may be able to notice something out of place in the dojo.  With a roll of Perception/Investigation (Notice) at TN 20, they realize that one of the bushido plaques on the wall – “Honor” – is missing.  

If no one notices this by the end of the contest, Mirumoto Jinzaki will see it and quietly calls two of the castle guards over, speaking to them in a low voice.  After a few words, they depart as though seeking someone or something.  

· If the PCs notice the missing plaque on their own, and draw attention to it, Jinzaki will react in the same way, while motioning the PCs to not speak any further.  He says it is “a housekeeping matter,” not something to be worried about, and refuses to speak further on the topic.

· If any of the PCs visited the dojo the previous night (when Jinzaki was practicing his kata), they can roll Raw Intelligence at TN 15 to be confident that the plaque was there at that time.  

· If a shugenja PC decides to Commune with the Earth or Air spirits in the room, or the Fire spirits in the lanterns, s/he can learn that the plaque was taken late last night by a tall, thin man in green clothing.  

Regardless, Kafu will remain focused on judging the contest and will not seem to notice what is happening.  However, a PC who watches him closely after the missing plaque is discovered can roll Perception/Investigation at TN 30 to notice a well-concealed tenseness in his posture.

Note: By that evening, the servants will have replaced the plaque.  However, anyone who rolls Perception/Investigation or Perception/Artisan: Painting at TN 25 can tell that this is a replacement, not the original plaque.  

Scene 3: A Historic Dinner

The evening dinner after the swordsmanship contest is held in the main indoor hall of Shiro Mirumoto.  The dinner is a harmonious affair for the most part, although Hida Kanjiro is silent and fidgety, his eyes darting around the great hall as though watching for enemies springing out from behind the shoji screens.  

As the meal concludes, Ide Shukaan rises to his feet and bows low to Mirumoto Jinzaki, requesting permission to speak.  Jinzaki nods in acquiescence, and Shukaan turns to address the rest of the guests.  “Tonight, I look up at the banners in this hall of honor and see the mighty history of the Mirumoto family.  A history that all of the Dragon know, but not all of the Empire.  At the same time, I sit with the Mirumoto and know that they have much to learn about our own Unicorn ancestors.  It was my grandfather who said, ‘To know a man's ancestors is to truly know the man.’  Tonight, I humbly request that we have a celebration of history, a sharing of our ancestors and their stories.  For the most honorable and moving story, I will award this.” He gestures to a servant who places a silk-covered platter on the table.  An arrow with a gleaming green head rests on the purple silk.  “This is a Jade Arrow, an ancient clan trophy and family heirloom.”

The skill to compete in this contest is Awareness/Storytelling, but a PC may make an Intelligence/Lore: History roll at TN 20 to gain a Free Raise on the Storytelling roll.  Much as with the Painting competition, the base roll for the Storyelling roll is 10, and the winner is the competitor who gets the most successful Raises (called and Free).  In the case of a tie, highest total roll wins.  NPC competitors in this contest will be Matsu Ukyo, Kitsuki Toshie, Otomo Hiroshi, Moto Hayato, and Mirumoto Kafu.

If a player actually role-plays their story, or comes up with a story topic or theme that appeals strongly to the judge (Ide Shukaan), award that player a Free Raise on their Storytelling roll.

Matsu Ukyo: Ukyo tells the tale of Akodo One-Eye's last stand against the armies of Fu Leng, when he gave his life to collapse the Seikitsu Pass.  Rolls 22, missing his called three Raises – he makes the story too grisly for proper courtly company.  A PC who rolls Awareness/Investigation at TN 25 suspects that he deliberately told the story poorly, perhaps in an effort to make others underestimate him.  

Kitsuki Toshie:  Toshie tells the tale of Agasha Kitsuki, founder of the Kitsuki family, and how he proved his innocence in a single day, prompting his appointment as yoriki and eventually, the founding of the Kitsuki family.  Calls three Raises but rolls 24, missing  the TN – her story is well-told but contains a few minor historical errors.

Otomo Hiroshi: Hiroshi recounts the tale of The Battle of the Sleeping River, when the Empire came together as one to defeat the vile legions of the Bloodspeaker Iuchiban and restore order to the Empire.  He rolls 28, making three Raises plus a Free Raise for History.

Moto Hayato: Hayato tells the tale of the Seven Days’ Battles, in which the Unicorn, newly returned to the Empire, defeated the Lion and Scorpion armies which were attempting to drive them out of the lands they had claimed.  Rolls 21, making two Raises.

Mirumoto Kafu: Kafu recounts the tragedy of Akodo Godaigo, who betrayed his lover Matsu Hitomi.  Rolls 26, making three Raises.

Kafu’s choice of story clearly comes as a bit of a surprise to the other Dragons, and for that matter to the Unicorn, although everyone claps politely afterward.  Any PC who rolls Awareness/Investigation at TN 15 will notice that Kafu shows flashes of genuine emotion (sadness) while telling his story, although whether this is personal or merely due to the subject matter is impossible to tell.  A PC who makes TN 30 or better will suspect that Kafu feels some sort of personal connection to the tale he is telling.

· A PC who thinks to watch Mirumoto Nishi during Kafu’s story can roll Perception/Investigation (Interrogation) at TN 25 to sense that she is personally upset by the story, although she hides it well and denies anything if questioned.  

The winner of this impromptu contest receives Shukaan’s gift of a jade arrow.  If no PC competes, Hiroshi wins.  Since he has no skill with archery, he will offer the arrow as a gift to a bushi PC who has impressed him as an honorable and noble samurai.  

Soon after this contest ends, Mirumoto Jinzaki departs for his private quarters, leaving the castle in Kafu’s hands for the remainder of the evening.

Evening Investigations

By this time, some of the PCs may realize that something is not right at Shiro Mirumoto.  There will also be some gossip circulating that the PCs can pick up on, if they feel sociable and roll Awareness/Courtier (Gossip) at TN 15:

· Word has gotten around about the missing plaque in the dojo – the consensus view is to blame the Lion, Matsu Ukyo, especially after the incident yesterday when he “wandered” into the restricted upper floor.  

· There is a lot of behind-the-fan sneering at Hida Kanjiro, who spends the evening slinking around the castle, looking into dark rooms as though expecting to find an Oni.  Moto Hayato and Moto Mami both complain that he has come to them asking for the assistance of “Moto family wisdom” in searching for the undefined threat he claims is haunting the castle. The Moto confess they found this inquiry offensive: “It has been over three centuries since the dishonor of our family was cleansed by the destruction of the Dark Moto.  We no longer study such… things.”

If any PC approaches Hida Kanjiro in a sympathetic manner (especially if the PC is a Crab, Inquisitor, or similar anti-Shadowlands person), he will insist rather stridently that something evil and dangerous is lurking in the castle, and asks their help finding it.  He cannot offer any evidence of this other than “gut feeling,” however. 

Scene 4: Honor and Theft 

The next morning, the weather is crisp and bright, with the sun gilding the autumn leaves on the trees the cover the slopes of the Dragon mountains.  After breakfast, most of the guests congregate in the gardens, chatting and enjoying the weather and scenery.  

If the PCs ask whether anyone is specifically absent, inform them that Mirumoto Kafu, Mirumoto Nishi, Moto Mami, Matsu Ukyo, and Hida Kanjiro are not present.  Kanjiro is known to be “scouting” around the castle for signs of the terrible monster he is sure must be hiding somewhere.  The PCs recall glimpsing Nishi and Mami walking about together after breakfast, and Kafu excused himself after breakfast, explaining that duty to his lord required some of his time.  The location of Ukyo is unknown.

While the PCs are in the garden, Daidoji Atsuko and Otomo Hiroshi begin a discussion of the nature of bushido, with Atsuko (thanks to her Crab connections) advocating the importance of duty and courage and the primacy of Bushido as the “warrior’s way,” while Hiroshi points out the importance of civility, etiquette, and compassion.  Several other guests join in the conversation, and both Atsuko and Hiroshi will invite sympathetic PCs to come into the conversation on their side.  

This is an opportunity for pure role-play, to probe the PCs’ beliefs about Bushido and see where they come down on the importance of the different Virtues.  The other guests will generally speak according to Clan stereotypes (the Unicorns advocating the importance of Honesty as well as martial virtues such as Courage and Duty, while the young Dragon maidens Amane and Toshie speak of the value of Compassion and Sincerity.  Daidoji Atsuko is the exception, since she generally advocates a Crab-type view that focuses almost solely on Duty and Courage.   

Mirumoto Jinzaki will hold aloof from the entire discussion, and spends his time looking out over the mountains with a sad, contemplative air.  

The Theft

As the discussion winds down, a guard rushes into the gardens and approaches Jinzaki.  The two have a short, low-voiced but heated discussion, then Jinzaki excuses himself and heads into the castle.  He does not return until the dinner that night.  

None of the castle occupants will officially say what has happened, but within an hour or so, rumors will begin circulating that one of the ancient captured banners in the Grand Hall is missing.  If a PC goes to the Hall, they will find it is sealed, with Mirumoto bushi standing guard.  They will not explain why the Hall is sealed, and in fact most of them do not know.  The Hall will be re-opened late in the afternoon, shortly before dinner – at that time, the PCs can see that one of the banners is missing.  (If the PCs did not pick up the gossip about a missing banner, they can spot the gap with a roll of Perception/Investigation (Notice) at TN 15.)  

The missing banner is one captured from the Lion at the Seven Days’ Battles – once this becomes known, the gossip against Matsu Ukyo will escalate considerably, and the Lion will find himself a social exile, unable to enjoy conversation from any of the Dragon, Unicorn, or Crane NPCs. 

The PCs will not be able to officially involve themselves in the investigation unless they are members of the Mirumoto family, or Dragon Clan magistrates.  However, there is nothing to stop the PCs from making discreet unofficial inquiries.  If the PCs start looking into this matter, they can collect the following clues and information:  

· The banner was stolen sometime during the late morning.  There were no witnesses.  

· Mirumoto Kafu was seen near the Great Hall, but he was empty-handed, and in any case his status as an advisor to Mirumoto Jinzaki renders him above suspicion.  If a PC is so rude as to try to question him, Kafu will be insulted, and angrily demands an apology.  However, a PC who rolls Perception/Investigation (Interrogation) at TN 20 during this conversation will sense that Kafu is hiding something. 

· Matsu Ukyo was seen in the area of the Great Hall by several people.  Suspicion will naturally fall upon him, and the gossip aimed in his direction will become vicious and hateful.  If anyone actually questions him, Ukyo will admit that he was walking the castle in the vicinity of the Great Hall, but insists (truthfully) that he did not take the banner.  He will also mention that “the honorable Mirumoto Jinzaki’s cousin Nishi can attest that I was not in the Hall.”

· Mirumoto Nishi and Moto Mami were walking through the castle together, chatting (Nishi was asking her about life in Unicorn lands).  They encountered Matsu Ukyo and spoke with him for some time – a PC who questions them about this can roll Raw Intelligence at TN 15 to realize that they were with Ukyo during the time when the theft had to have taken place.

· Moto Mami will look somewhat uncomfortable during this conversation.  If a PC asks her whether she noticed anything else, she will glance uneasily at Nishi and then mentions that after Ukyo left, they ran into Mirumoto Kafu coming down from the upper castle levels.  He looked anxious and only spoke with them briefly.  

· Hida Kanjiro will claim, truthfully, that he was searching the castle’s outer buildings and stables for the “Tainted monster” he is sure must be lurking in the area. 

If a shugenja PC casts Commune with the Earth, Air, or Fire spirits in the Great Hall or immediately outside of it, the PC can (by asking the right questions) learn that a tall, thin man in green clothing took down the banner, folded it up, and carried it upstairs.

The Absent Sword

That afternoon, Mirumoto Kafu will no longer be carrying his katana, although he will still have his wakizashi.  He has passed the point of no return, and given his ancestors’ sword to the Oni no Ianwa.  If the PCs are paying attention to Kafu (they may well be suspecting him by this point) they can roll Raw Perception at TN 15 to notice that he is no longer carrying his katana.  They will also notice that he seems depressed and worried, although he will lie and deny that anything is wrong if the PCs speak to him.  

If a PC specifically asks about the sword, Kafu will say his ancestral sword’s handle was getting frayed and needed to be re-wrapped. (A lie.)  If the PCs actually check Kafu’s story with the castle’s swordsmith, they will learn that the sword is not currently being worked on, and the last time the sword’s handle was re-wrapped was over two months ago.   

Making Accusations?

At this point, the PC may well be starting to figure out that Mirumoto Kafu is involved with what is going on.  Unfortunately for them, Kafu still does not have a full Rank of Shadowlands Taint, so the only way to “prove” his Taint is to cast Jade Strike on him – an act which would be considered assault (there is no way to prove that the spell was actually Jade Strike and not a Fire spell with a color-change) and would get the offending PC kicked out, if not actually arrested.  

If the PCs think of asking Mirumoto Nishi about Kafu, she will falsely claim she has not noticed any change in Kafu’s behavior.  She will not admit anything else, although a PC who sees through the lie can tell that she is actually starting to be worried about him.  Regardless, she will insist that Kafu is an honorable man who would never even think about doing something wrong.  

If the PCs question the castle servants about Kafu, they can roll Awareness/Investigation at TN 20 to persuade some of them to reluctantly admit that they have heard “voices” from Kafu’s quarters late at night.  They will not describe the voices except to say that they are strange and frightening.  

Scene Five: An Evening of Dance

That evening, as dinner is concluding in the Great Hall, Mirumoto Nishi announces that the evening has been set aside for the female guests to offer performances of dance to honor the upcoming wedding.  She smiles sweetly at her soon-to-be-relative Moto Mami and urges her to offer the first dance.  “To the finest performance this evening, I will offer as a gift this set of hairpins, a prized possession of my house.”  She holds up a beautifully carved ivory hairpins, inlaid with jade and topped by small gleaming pearls.  “They were given to my great-grandmother when she married into the Dragon Clan.  Since I am now leaving the Dragon, it seems only proper to give them to another worthy maiden.”

Dance is an art, and in Rokugan is traditionally only performed by women (or by actors of either gender in a theatrical play).  Any female PC may opt to present a dance – the requisite skill is Perform: Dance, with the Awareness trait.  (A PC who does not have the skill can, of course, spend a Void to gain it for one roll, or simply roll unskilled and hope for the best.)  Aside from any PCs, the female guests who compete in this contest are Moto Mami, Kitsuki Toshie, and Mirumoto Amane.  

As with the other competitions, the base TN is 10, with victory going to the competitor who makes the most Raises (high roll breaks ties).  A PC who comes up with a creative description of their dance should earn a Free Raise.

Moto Mami, performing first, performs a dance she calls “The Wind’s Call” depicting the freedom and happiness of a horse galloping across the steppe.  Rolls 23, making two Raises.

Kitsuki Toshie performs a dance called 
”Call of the Elements” in which she depicts each of the four basic elements – Earth, Fire, Air, and Water – through movement and tempo.  Her delicacy and precision impresses everyone, and after the dance is complete, Moto Hayato recites and impromptu haiku comparing her beauty and skill to the Lady Doji.  Rolls 31, making three Raises.  

Mirumoto Amane performs a simple, traditional dance called “Waiting in Rain,” depicting a woman with a parasol awaiting the visit of her lover.  Rolls 19, making one Raise.   

Once all the dances are completed, Mirumoto Nishi will award the jade-inlaid ivory hairpins to the winner.  
Evening Gossip

After the dance performance, the guests break up into their usual circulating groups to gossip, flirt, and relax. Mirumoto Jinzaki will, as usual, retire to his quarters in the upper levels of the castle, but Kafu remains to serve as his representative.    

A Raw Perception roll at TN 20 notices that neither Matsu Ukyo nor Hida Kanjiro remained after dinner to watch the dance.

If the PCs are watching Mirumoto Kafu, or if they roll Awareness/Investigation (Notice) at TN 20. they sense that something is different from this afternoon.  He seems happier and more relaxed now, but he also seems slightly “off” in a way they cannot quite define.  (His Honor has finally collapsed.)  He leaves the Great Hall about midway through the evening, pleading to need to consult with his lord Jinzaki on Clan business.

PCs who observe Mirumoto Nishi can roll Awareness/Investigation at TN 25 to sense that she is deeply worried beneath the happy front she is putting on.  If they speak with her, she will reluctantly admit that she is not quite feeling herself tonight, but ascribes it to worries about the marriage coming up tomorrow.  This is a half-truth – she is also worried about Kafu’s recent swings of mood and behavior.  

The Dragon and Unicorn guests all gossip about Matsu Ukyo, noting that he has already retired for the evening and drawing attention to the way things keep showing up missing.  The Dragons in particular put a dark and suspicious tone into their observations.

Hida Kanjiro is now almost universally regarded as a madman and embarrassment – only Daidoji Atsuko will show sympathy for him, although even she thinks he is suffering from delusions.  The guests will avoid saying anything openly in the presence of Crab PCs, but the gossip network will bring their opinions nevertheless. 

Scene Six: A Slap in the Dragons’ Face

The after-dinner socializing is interrupted abruptly when Mirumoto Jinzaki storms into the Main Hall, his face dark with anger.  He is followed by Mirumoto Kafu and two Mirumoto guards, escorting a stunned-looking Matsu Ukyo.  The room falls silent as Jinzaki looks around and then announces loudly: “The seal and mon have been stolen from my private chambers.  This man, Matsu Ukyo, has been found rummaging through the Chamber of Tactics on the floor below.  I will not tolerate such disgraceful behavior in my court.  Matsu Ukyo is hereby charged with the theft of the Mirumoto Daimyo's seal and mon, the theft of the banner from the Great Hall, the theft of the plaque from our dojo, the theft of Mirumoto Kafu’s ancestral katana, and with spying for the Lion Clan.  Tonight he will be questioned and given the opportunity to confess.  If no contradicting testimony is delivered by tomorrow at noon, judgment will be passed down, so that our cousin’s wedding may proceed without the taint of this man’s presence.”  Jinzaki spins around and strides out, leaving the guests shocked and silent.  

The Dragon guards start to take Ukyo away, but the Lion seems to come to himself and calls out in a clear voice: “I am innocent, this I swear by my ancestors.”  The guards snarl and hustle him out of the room.      

Investigating?

Since this a cross-Clan crime, and one which could potentially cause a war, any Emerald or Sapphire Magistrate PC will have the right to investigate the case. In addition, any Dragon Clan Magistrate can do so.  Other PCs can choose to investigate on their own, although they will have to specific authority and will have to rely on charm and guile to gain cooperation.  

Matsu Ukyo will be held prisoner until a verdict is reached.  In practical terms, the only real way to prove his innocence is to reveal Mirumoto Kafu’s secret; however, if the PCs do not accomplish that, they can role-play an appeal to Mirumoto Jinzaki, pointing out that all the “evidence” against Ukyo is circumstantial at best, and no samurai can testify to seeing him do anything other than searching the Chamber of Tactics (a violation of etiquette and hospitality, to be sure).  With a good speech, the PC can roll Awareness/Lore: Law at TN 20 to persuade Jinzaki to simply have Ukyo expelled from Dragon lands.  Otherwise, he is tortured into confession and then executed.   

The following clues are available to inquisitive PCs:

· Mirumoto Kafu is the one who found Ukyo in the Chamber of Tactics.  He now claims that his katana went missing yesterday and his claim of having the hilt re-wrapped was merely an attempt to maintain face while he investigated the theft. 

· No one can find the items Ukyo is accused of stealing.  The Dragon generally assume he has a contact outside Shiro Mirumoto, although no one can prove this.  The absence of the seal and mon is particularly troubling, since he apparently stole it only a half-hour or so before he was caught in the Chamber of Tactics.

· Atsuko has been seen several times in some of the more sensitive areas of Shiro Mirumoto.  Kafu will strongly suggest that his earlier visit to the upper levels was another attempt to get into the Chamber of Tactics.  

· A search of Ukyo’s room reveals nothing – it appears to be the normal chamber of a spartan, well-disciplined Lion samurai, with no personal effects beyond swords and clothing.  A roll of Intelligence/Stealth at TN 25 realizes that the room is probably deliberately kept clean to avoid leaving anything revealing or incriminating.  

· If the PCs question the servants, they learn that Ukyo is often out of his room, but has never left the castle.  
Jinzaki’s Quarters

The PCs will not be allowed into Mirumot Jinzaki’s quarters unless one or more of them are magistrates who can claim jurisdiction in the investigation.  If they do gain access, they will find the chambers of an ascetic Dragon samurai: a sleeping chamber with futon and clothes-closet, and a study with a writing desk, sword-rack, and a small shrine to the Dragon ancestors.  If they visit during the same evening as the theft, there is also a tray with a pot of tea and a half-full cup – Jinzaki noticed the theft while he was pouring himself a cup.

Jinzaki’s wife, Mirumoto Nimoe, resides in her own quarters across the hall from his.  She is a bitter and isolated woman in her early forties, and treats the PCs with icy disdain.  She spends most of her time in her own rooms with her maidservants, and did not witness anything of use.   

There are no physical clues to be found in Jinzaki’s quarters, but a shugenja PC may be able to learn something of interest (see “Magical Investigations” below).

Magical Investigations

If the PCs cast Commune in the Chamber of Tactics, they can confirm that Ukyo (“man in gold cloth”) was there looking through the records and maps, and was discovered by Kafu (“tall, thin man in green”).  He is indeed guilty of spying, if of nothing else.  

If the PCs cast Commune in Mirumoto Jinzaki’s room, they can learn that a tall, lean man in a green kimono took the seal and mon.  There is a pot of tea in the room – a PC who Communes with the Water spirit gets a silent visual image of Mirumoto Kafu slinking into the room and taking the items.  

Naturally, this magical evidence is legally useless, a fact which the PCs can remember with a roll of Intelligence/Lore: Law at TN 10.  Since a shugenja can potentially make the spirits say anything desired, the Emperor long ago ruled that only the testimony of human witnesses would hold legal weight.

Kafu After the Incident

After this incident, Kafu’s Taint climbs to 1.5 (making him vulnerable to jade) and his Honor drops to zero.  He will retreat to his personal chambers as quickly as possible after Ukyo’s arrest, and will remain there until the wedding the next day.

Climax: Salvation or Eternal Damnation?

At some point, the PCs should realize that Mirumoto Kafu is the focus of the problem, and take action against him by going up to his private quarters.  (This might be an attempt to search his room, or simply an attempt to confront him in private.)  So long as this happens on the second or later day, they will have to confront the Oni no Ianwa.

Getting into the upper level to visit Kafu’s room is somewhat problematic.  If a PC is a Dragon with at least Status 2.0, or a Magistrate who has jurisdiction over the investigation into Ukyo, they can go to the upper levels freely.  Otherwise, they have three options:

· Request permission from Jinzaki or Kafu to go to the upper level to visit someone or view the Chamber of Tactics.  This will require a polite and believable request accompanied by a roll of Awareness/Etiquette at TN 20.  Note that Kafu will not grant permission to a PC wishing to visit his room or interview him privately.  

· Overawe the guard on the stairs.  Any PC with Status of 3.0 or more can bully the guard into letting them through.  A PC with Status of at least 2.0 can also do so by rolling Willpower/Deceit (Intimidation) at TN 20.   

· Sneak upstairs.  This requires either distracting the guard in some way, or locating the servants’ stairs (Perception/Stealth at TN 15) and using those.  PCs who employ sneaking to get upstairs should probably lose a point of Honor if their Honor Rank is currently higher than 2.  

Hida Kanjiro Acts

If the PCs have not acted by the end of the third evening, they will encounter Hida Kanjiro in the hallways of Shiro Mirumoto.  The Crab is in his full heavy armor, carrying his daisho, and has painted his face with a white death-mask.  “Honorable samurai, I request that you accompany me as I purge the darkness which has infested this castle,” he says formally.  “I was slightly off before, because I couldn't pinpoint the source of the evil.  Now I know where it is…or at least, where it will be tonight.  Upstairs, in the nobles’ rooms.  I’m so close…” he trails off.  “I can almost feel its name…”

If the PCs agree to help Kanjiro, he will try to go upstairs to confront the evil in Kafu’s personal chamber. If they refuse to go, Kanjiro bows, thanks them for their time, and leaves to face his destiny alone.  When he confronts the Oni, Kafu murders him and hides his body in the room until after the wedding is over.  

Confronting the Evil

Assuming the PCs do go to Kafu’s room at some point – with or without Hida Kanjiro – the following scene will occur:

As you enter Mirumoto Kafu's room, you immediately notice that something is dreadfully wrong.  Kafu’s belongings are scattered throughout the room, tumbled and tangled as though the place has been hit by a tsunami.

Kafu will be present unless the PCs specifically made sure to come here while he was elsewhere.  In the latter case, he will arrive within a few minutes, summoned by the Oni no Ianwa.  If the PCs come here when Kafu is here, they find him pale and visibly shaking.  

Hida Kanjiro, if present, will stare at Kafu for a long moment, and then shakes his head.  “It is not him.  Something else is here.”  He looks around fiercely, hand on sword-hilt.

Kafu will be incoherent with fear and mental confusion, although he tries to summon up the appearance of outrage if the PCs entered his room unannounced. 

The Oni Appears

Regardless of whether Kanjiro is with the PCs or not, once they enter Kafu’s chambers on day two or three, the Oni no Ianwa will manifest within a few moments:

Reality seems to warp and distort around you, and something unspeakable takes form in the center of the room.  A bloated, undulating mass, like some grotesque slug larger than a horse, floats in the air before you; it’s circular maw is filled with razor sharp spiked teeth that flex with gruesome hunger. A noxious fluid drips from the thing and hisses as it splatters on the floor.  Thick, choking fear washes over you, filling your mouth with a taste like the bile after a bad night drinking; the strength leaves your bodies, and your limbs feel as heavy as lead.  A voice issues from the hideous mouth: “Little mortal flesh, I will eat your bodies and souls!”  The words carry such finality that you cannot doubt they are true.

The PCs are facing a demon of terror and malice.  The Oni has no direct physical attacks; instead, it uses its aura of Fear to dominate and control those around it.  The PCs must all make a Fear roll against the Oni's Fear value of 6 (TN 30) – the PCs roll Raw Willpower, adding their Honor Rank to the total of each die.  

PCs who fail their Fear check suffer the normal effects of Fear (cannot spend Void points, and must subtract the Fear rating from each die when attacking the Oni).  However, a PC who fails by at least 15 will not run, as would normally happen – instead, these PCs will be commanded by the Oni to attack their comrades.  They may spend a Void point each round in order to refuse the demands of Oni no Ianwa (this can be done despite the normal prohibition against spending Void while under the effects of Fear).  Once they run out of Void, they have no choice but to obey.  

Note that Hida Kanjiro has Death Trance, making him unlikely to succumb to the Oni’s Fear power.  After striking the Oni on the first round without effect, he will shout, “We need jade!”  

Although the PCs are facing a dangerous situation, it is not a hopeless one.  Oni no Ianwa is a coward.  If anyone actually hits the Oni with a weapon or spell that can harm it, the Oni flees the scene immediately.  The PCs should, hopefully, have at least one jade or crystal weapon from the competitions during the adventure, and it is possible (though not terribly likely) that some PCs may have acquired jade or even obsidian weapons in earlier adventures.  The Oni can also be harmed by any Elemental Weapon spell, or by any Fire or Earth spell which inflicts damage – note, however, that only Jade Strike will bypass its Carapace armor.  It cannot be harmed or affected by any Air or Water spells (except for the aforementioned Elemental Weapon spells, such as Yari of Air or Bo of Water).  

Mirumoto Kafu will stand dazed and uncomprehending during this battle – the Oni has forgotten him in the frenzy of the moment.  If the PCs urge him to join the fight, he can make a Fear roll (his Willpower is 3, and he spends a Void point) to try to overcome the Oni’s Fear 6 (TN 30) – a PC who role-plays a vivid and powerful appeal will grant him a Free Raise on the roll.  If the roll succeeds, he he breaks free of the Oni’s control and joins the fight against it.  

If the PCs succeed in inflicting at least 5 Wounds on the Oni no Ianwa, it utters a startled roar and then disappears in a cloud of rancid smoke.  Everyone feels it in their minds for a moment longer, snarling, “I will return someday and devour your souls.”  This is merely a malicious lie, but there is no way for the PCs to know that.  

Aftermath: Redemption?

If the PCs managed to talk Kafu into throwing off the control of the Oni, the following scene occurs after the Oni is driven away:

As the smoke clears, Kafu stands before you looking more human than you can recall at any time before.  “I am myself again,” he whispers.  “Thank you.”  He bows low, offering you the highest possible respect.  “I must speak with my lord Jinzaki-sama and take responsibility for my actions, and my failure.”  

Guards arrive quickly, drawn by the noise of battle, and Kafu asks them to escort him to meet with his lord Jinzaki.  He invites the PCs to accompany him, as both witnesses to his actions and as the samurai who saved him from final disgrace.  He confesses all he has done to Jinzaki, including not only all of the thefts but also his secret passion for Mirumoto Nishi, and also confesses that the demon had convinced  him to murder Nishi at her wedding.  

Jinzaki seems to grow slightly older as he listens to Kafu’s confession, but his voice is steady when he speaks: “Kafu-san.  You have committed horrendous crimes against the Dragon and the Empire, and for that there is only one punishment.  However, in the final crisis, you… made the right decision.  For that, you  will be allowed to commit seppuku.”  He turns to the PCs.  “You are permitted to attend if you wish, for you have earned that right.  The ceremony will commence at dawn.”

PCs who listen to Jinzaki and roll Awareness/Investigation at TN 20 sense that, at some hidden level, he feels a sort of envy for Kafu.

The seppuku ceremony is quiet and beautiful.  Aside from the PCs, the only ones to attend are Jinzaki and Mirumoto Nishi.  Kafu delivers a stirring haiku on duty and honor before he makes the three cuts.  His face is a placid mask, and he murmurs, “The sky is quite clear today,” before bowing his head and allowing his second to end it with one deft stroke.  All is silent except for a single faint, strangled sob from Nishi.  

Aftermath: Dishonor

If the PCs were unable to convince Kafu to throw off the domination of the Oni no Ianwa, when the Oni is driven away and the smoke clears, the Dragon samurai is lying on the floor, sobbing helplessly.  

Guards arrive within minutes, and it will be up to the PCs to explain what has happened.  They will summon Mirumoto Jinzaki, who listens to the PCs’ story in grim silence.  Once it is finished, he turns to Kafu and says three words: “Is this true?”  Kafu cannot answer, except to sob and whimper.   

Jinzaki proclaims his judgment: “The man called Kafu will be hung from the neck until dead at first light.  His body will be burned and his ashes scattered across the fields of the village.  His name will be struck from all records.  There never was a Mirumoto Kafu.”  Without another word, Jinzaki turns on his heel and marches out of the room.

PCs may attend the grim, bleak execution the next morning if they wish.  Aside from the guards and the eta, no one else is present.   

Conclusion: Marriage or Assassination?  

The conclusion of this adventure depends on whether the PCs discover and defeat the Oni no Ianwa.  If they did, the wedding proceeds harmoniously and successfully, regardless of whether Kafu’s final fate was honorable or note:

The wedding ceremony begins at midday and takes most of the afternoon, a beautiful and noble event.  Mirumoto Nishi stands proud and flawlessly beautiful next to Moto Yutaka.  At the end of the ceremony, the Dragon throw one final celebration for the new union of their family with the Moto.  Nishi greets you all in her new red wedding kimono, and professes her contentment with her new husband.  Although you smile and nod politely, you can see that her once lively and joyful eyes are now filled with the shadows of a loss so great it is almost more than any mortal can bear.

Assassination?

If, for whatever reason, the PCs never worked themselves up to visiting Kafu’s room (even when Hida Kanjiro approached them), the Oni will complete its evil machinations by forcing Kafu to murder his love Nishi, promising that both of them will be reborn together in happiness.  

Mirumoto Nishi stands with Moto Yutaka, proud and flawlessly beautiful.  The ceremony is about to reach its conclusion when Nishi suddenly stiffens, convulses, and falls to the ground at Yutaka’s  feat.  Mirumoto Kafu stands behind her, a bloody tanto clutched in his hand, staring down at Nishi’s body.  Even as this terrible sight registers in your mind, Mirumoto Jinzaki steps forward and cuts off his vassal’s head with a single devastating blow.  For a moment Kafu’s body still stands, and a strange shadow crosses your eye; you distinctly hear the words, "My will be done," echo in your mind.  Then the shadow passes and the body topples to lie still.  Guards rush forward, and Jinzaki prostrates himself before the stunned Unicorn, asking their forgiveness for this terrible crime.  

It will not be possible to save Nishi’s life – the blow was a mortal one.  The wedding is cancelled and the Unicorn leave for their own lands, placing the future of their treaty with the Dragon in jeopardy.   

The Champion’s Absence

Some PCs may recall the Mirumoto’s promise that Togashi Imasu may appear to offer his blessings upon the wedding.  This will not take place.  The Dragon will excuse the Clan Champion, claiming important business called him away, but this is a lie – in fact, they have no idea why he did not show.

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 defeat the Oni no Ianwa:

+2 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

Any PC who wins one of the contests/competitions earns +1 Glory.

If the PCs manage to convince Mirumoto Kafu to throw off the control of the Oni no Ianwa, they all gain +1 point of Honor.

A PC who is forced by the Oni to attack comrades loses 2 points of Honor.

PCs who win the various contests can potentially gain the certs for the crystal-lined fan, the jade replica katana, the jade arrow, or the jade-inlaid ivory hairpins.  Note, however, that most of these items will be destroyed if they hit the Oni no Ianwa.

Appendix #1: NPCs

Mirumoto Jinzaki is the daimyo of the Mirumoto family, and the second-highest ranking member of the Dragon Clan (behind the Clan Champion, Togashi Imasu).  He is a strictly self-controlled man, which is fortunate, for beneath his façade he is heart-broken, guilt-ridden, and depressed.   Despite his stiff, impenetrable public face, in any lengthy conversation his underlying misery and despair will begin to seep out.  Consequently, he seldom allows himself to participate in long conversations.

Status: 7.5.

Mirumoto Kafu is a trusted advisor to Jinzaki.  He seems to be the epitome of loyalty and honor, serving his lord without complaint or fault.  However, his secret love affair with Mirumoto Nishi has left him vulnerable to the Oni no Ianwa, and as the adventure progresses he will steadily gain Taint and lose Honor.  
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TN to be Hit:  24 (32 w/swords drawn)

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.   

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: Starts at 2.8.  By day two: 1.4.  By day three: 0.7.
Status/Glory: 4.0/3.6

Skills:  Athletics 3, Calligraphy 2, Courtier 2, Deceit 2, Defense 4, Etiquette 3, Games (Go) 2, Iaijutsu 4, Investigation 3, Jiujutsu 3, Kenjutsu (Katana) 5, Kyujutsu 3, Lore (Heraldry) 4, Lore (History) 2, Lore (Law) 2, Lore (Shugenja) 3, Meditation 3, Spears 3, Storytelling 2, Theology (Shintao) 2.

Mastery Abilities: Add Defense skill rank to TN to be Hit.  May focus an additional time in an Iaijutsu duel.  When using Kenjutsu, gains a Free Raise and may subtract skill rank from Wound penalties.  Adds +5 to TN of any social rolls made against him.  

Advantages/Disadvantages:  Social Position (advisor to Jinzaki)/Dark Secret (controlled by Oni no Ianwa), True Love (Mirumoto Nishi).

Equipment:  Daisho, kimono, court fan, 2 Koku.

Mirumoto Nishi is a cousin of Mirumoto Jinzaki.  She is a beautiful and honorable young woman of nineteen, trained to be the honorable wife of a samurai and run his household without flaw.  She has been deeply in love with Mirumoto Kafu for several years, but is honorable to set this aside and undertake her duty to marry into the Moto family.  
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TN to be Hit: 10


School/Rank:  Kitsuki Courtier 1


Rank One: Add twice your Intelligence to all Social skill rolls.  Anyone trying to lie to you must make Raises on their Contested Social skill roll equal to your School rank.  

Honor/Status/Glory: 3.0/2.5/1.9

Skills: Artisan: Painting 2, Calligraphy 2, Commerce 1, Courtier (Gossip) 2, Etiquette (Bureaucracy) 3, Investigation (Notice) 2, Lore: Law 1, Lore: Heraldry 2, Lore: History 1, Lore: Unicorn 1, Meditation 3, Perform: Dance 2, Storytelling 2, Theology 3.

Mastery Abilities: Adds +5 to TN of any social rolls made against her.  
Advantages/Disadvantages: Social Position (cousin of Jinzaki)/Lost Love (Mirumoto Kafu)

Equipment: Kimono, court dress, tanto, fan, 3 koku.

Otomo Hiroshi is a young but promising Imperial historian, married last spring 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,” “Bayushi Lineage,” and “Winter Court: Shiro Hanagensai.”  He is here as the official historian of the wedding, and is accompanied by his pretty young Crane wife.  Hiroshi is a friendly, open-hearted young man, and will make a point of greeting anyone who has assisted or befriended him in previous adventures.  
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TN to be Hit: 10


School/Rank: Otomo Courtier 1


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

Honor/Status/Glory: 3.5/3.0/1.5

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

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

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

Ide Shukaan is the middle son of Ide Xhi Shou, the Ide family daimyo, and is here as the representative of his father and of the Unicorn Clan.  He is a swarthy-skinned man in his mid-twenties, with a thick well-groomed goatee beard.  Like all well-trained Ide, he is friendly and well-spoken, with a knack for saying the right thing to the right audience.  

Status: 4.0.

Daidoji Atsuko is the representative of the Crane Clan at the wedding.  She is a true “iron Crane,” a warrior born and bred – her mother was of Hida blood, and she spent much of her childhood visiting her Crab uncles and cousins.  She has spent a year on the Kaiu wall and survived with only a few scars.  Although she is attractive, she is also unusually tall and muscular for a woman, and her blunt and direct manners are often unsettling to men who prefer courtly manners and feminine delicacy.  
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[Wounds are at +2 per Rank.]

TN to be Hit: 18 (23 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: 2.5/1.0/1.8

Skills: Artisan: Painting 2, Athletics 2, Battle (Skirmish) 2, Courtier 1, Defense 3, Etiquette 1, Heavy Weapons 2, Iaijutsu 3, Investigation 1, Kenjutsu 3, Kyujutsu 3, Lore: Shadowlands 2, Medicine 2, Meditation 1, Spears 2, Theology 1.

Mastery Abilities: Add Defense skill rank to TN to be Hit.

Advantages/Disadvantages: Allies (friends from the Wall), Large/Bad Reputation (crude/uncouth).
Equipment: Daisho set, kimono, light armor (not worn), traveling pack, 5 koku.

Moto Kasshin is the father of the groom, Moto Yutaka, and is one of the senior generals in the Khol, the mightiest and most prestigious of the three Unicorn armies.  He is a stern, serious man in his late thirties, with a long but well-groomed moustache (just starting to show gray hairs) and a face weathered by years on the open plains and steppes of the Unicorn lands and the Burning Sands.  He will generally hold aloof from the rest of the guests, speaking only with Jinzaki and Kafu, although he will be polite to anyone who approaches him.

Status: 6.0.

Moto Yutaka, the eldest son of Moto Kasshin, is a plain-faced swarthy young man of eighteen.  He wears his hair in a long ponytail (carefully groomed for this occasion) and has the beginnings of a moustache and goatee attempting to colonize his face.  He is not especially suited to court situations, and will generally try to speak minimally, smile at everyone while keeping his mouth closed (his teeth are clean but more than a bit crooked), and strive to avoid any social pitfalls.  He is clearly quite happy to be getting such a lovely and prestigious wife, and does not attempt to hide this. 
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TN to be Hit: 20 (30 in heavy armor)


School/Rank: Moto Bushi 2


Rank One: May wield a non-polearm two-handed weapon in one hand, and rolls an extra die for damage when doing so.  When mounted or making a Full Attack, rolls two additional dice for attack.  Add Earth to total of damage rolled.  


Rank Two: May subtract (Willpower + School Rank) from total of Wounds inflicted by any damage roll against him, to a minimum of 1 Wound.  Adds Water ring to all attack rolls.

Honor/Status/Glory: 3.1/2.1/2.4

Skills: Athletics 3, Defense 2, Etiquette 1, Heavy Weapons 3, Horsemanship 5, Hunting 2, Iaijutsu 3, Jiujutsu 2, Kenjutsu (katana, scimitar) 3, Kyujutsu 2, Lore: Heraldry 2, Lore: Horses 1, Medicine 1, Storytelling 2. 

Mastery Abilities: May use Full Attack and Full Defense while mounted.

Advantages/Disadvantages: Idealistic.
Equipment: Kimono, heavy armor (not worn here), daisho set, traveling pack, purse with 12 koku.

Moto Hayato is cousin to Moto Yutaka, the groom, as well as to Moto Mami, the groom’s sister.  Hayato is a highly honorable man and is dedicated to his family and his Clan.  He is calm and polite, but once he starts on a line of thought, he will continue until he finishes it, no matter what the interruption.  His loyalty is unconditional and uncompromising.  No matter what his family does, he will always love them and protect them; the Moto can do no wrong.  If anyone threatens or troubles his cousins, he will not hesitate to confront or challenge them.
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TN to be Hit: 15 (25 in heavy armor)


School/Rank: Moto Bushi 1


Rank One: May wield a non-polearm two-handed weapon in one hand, and rolls an extra die for damage when doing so.  When mounted or making a Full Attack, rolls two additional dice for attack.  Add Earth to total of damage rolled.  

Honor/Status/Glory: 3.1/2.1/2.4

Skills: Athletics 3, Courtier 1, Defense 2, Etiquette 2, Heavy Weapons 3, Horsemanship 4, Hunting 2, Iaijutsu 3, Jiujutsu 2, Kenjutsu (scimitar) 3, Kyujutsu 2, Lore: Heraldry 2, Lore: Horses 1, Medicine 1, Storytelling 3. 

Mastery Abilities: May use Full Attack and Full Defense while mounted.

Advantages/Disadvantages: Idealistic.
Equipment: Kimono, heavy armor (not worn here), daisho set (scimitar in place of katana), traveling pack, purse with 8 koku.

Moto Mami is the younger sister of the groom, Moto Yutaka.  She is a cheerful and happy young woman of sixteen, and takes youthful delight in life and everything it has to offer.  She is very happy for her older brother Yutaka and will chat about it with anyone who will listen.  “Yutaka-kun is such a fine young man, and now he’s found a wife he can start his own family – it will make our father so proud.  He couldn’t have hoped for better than Nishi-sama – why, she’s the cousin of Mirumoto Jinzaki himself!”  
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TN to be Hit: 10


School/Rank: None

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Calligraphy 1, Commerce 1, Courtier 1, Etiquette 2, Lore: Heraldry 2, Lore: History 1, Perform: Dance 3, Storytelling 1.
Advantages/Disadvantages: None.

Equipment: Kimono and sandals, tanto, fan, 1 koku.

Mirumoto Amane and Kitsuki Toshie are two young maidens of the Dragon.  They are flirtatious, giggly, happy young women, usually inseparable, for whom this occasion is a wonderful opportunity to gossip, flirt, and generally enjoy themselves.  They are honorable enough to resist any outright seduction attempts, but will take blushing delight in flirtation and other such romantic distractions. They both tend to ramble and talk for too long, in light breathless voices, especially when entranced by a handsome older man.  

Kitsuki Toshie was once Mirumoto Nishi’s closest friend, but since the engagement was announced, Nishi has become withdrawn and no longer spends time with her.  Toshie mournfully comments that she still meets her friend from time to time, but it just isn't the same.  The two girls worry as to whether they will be driven apart when they get engaged.  “Oh, I hope not!  We’ll be friends forever, won’t we, ne?”  

Mirumoto Amane
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TN to be Hit: 10


School/Rank: None.

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Artisan: Ikebana 1, Calligraphy 2, Etiquette 1, Lore: Heraldry 1, Perform: Dance 2, Storytelling 1, Theology 1.

Advantages/Disadvantages: True Friend (Toshie)

Equipment: Kimono and sandals, fan, 1 koku.

Kitsuki Toshie
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TN to be Hit: 10


School/Rank:  Kitsuki Courtier 1


Rank One: BLARG

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Artisan: Painting, Calligraphy, Commerce, Courtier, Etiquette, Investigation, Lore: Law, Lore: Heraldry, Lore: History, Lore: Unicorn 1, Meditation, Perform: Dance, Storytelling, Theology

Mastery Abilities:

Advantages/Disadvantages: True Friend (Amane)

Equipment: Kimono, court dress, tanto, fan, 3 koku.

Matsu Ukyo is the sole representative for the Lion Clan at this wedding.  He is an eloquent, self-collected man, very different from the Matsu stereotype, and is actually trained as an Ikoma spymaster, although he wears to mon of the Ikoma bards.  He is officially here as a representative at the wedding, but his real goal is to slip into the restricted areas of Shiro Mirumoto and acquire intelligence on Dragon military capabilities.  He will also be looking for opportunities to acquire blackmail on enemies of the Lion Clan.  
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TN to be Hit: 19 (24 in light armor)


School/Rank: Ikoma Spymaster 2


Rank One: Make Contested Awareness/Investigation roll against an opponent to gain Free Raises against him for any social or combat roll.  One Free Raise for every five by which the roll exceeds the opponents’ roll.  These Raises last until used, or until the next day.  Adds Air Ring to total of all Awareness rolls.


Rank Two: Gains an additional 1k1 on Investigation rolls.  Adds 3k1 to all rolls made with one School Skill (in this case, Etiquette).  Adds Fire Ring to total of all Willpower rolls.

Honor/Status/Glory: 1.3/1.5/1.8

Skills: Athletics 1, Courtier 3, Deceit 2, Defense 4, Etiquette (Sincerity) 4, Games (Go) 3, Iaijutsu 2, Investigation (Notice) 4, Kenjutsu 2, Knives 2, Lore: Dragon Clan 1, Lore: Heraldry 2, Lore: History 2, Stealth 3, Theology (Ancestor Worship) 3.

Mastery Abilities: Adds Defense skill ranks to TN to be Hit.  Adds +5 to TN of Social rolls made against him.

Advantages/Disadvantages: 

Equipment: Daisho set, kimono, court dress, light armor (not worn), traveling pack, aiguchi, 3 koku.

Hida Kanjiro is the only Crab here other than any Crab PCs.  He is a man finally at peace with his lot in life.  His father fell to the Shadowlands Taint when he was a boy, and since then he has been driven by the knowledge that he must eventually confront and destroy the fallen man.  This year, he has decided to go out and meet his destiny head on.  In preparation, Kanjiro has been traveling around the Empire, seeking to learn from other samurai and prepare himself to the utmost.  This winter, while the rest of his Clan conducts a Twenty Goblin Winter, Kanjiro intends to enter the Shadowlands and hunt down the undead form of his father.  

Kanjiro will quietly ask any bushi PC for the opportunity to spar and learn from them.  If a PC shows him sympathy or interest, Kanjiro will quietly discuss his quest, and ask them for any advice they might offer about dealing with the evils of the Shadowlands.  

Kanjiro has an Inner Gift that allows him to subconsciously sense the presence of Taint – he does not actually know someone is Tainted, but becomes uneasy in their presence.  If any PCs are Tainted, he will avoid their company and any conversations as short as minimal etiquette allows.  Once the Oni no Ianwa begins to exert its influence, Kanjro will become generally uneasy, and will try to warn someone that something is amiss in the area.   
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TN to be Hit: 18 (28 in heavy armor)


School/Rank: Hida Bushi 2


Rank One: Add Earth ring to the total of all melee attack and damage rolls.  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/Infamy: 1.5/1.0/2.7/1.0

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

Mastery Abilities: Add ranks in Defense skill to TN to be Hit.

Advantages/Disadvantages: Death Trance, Inner Gift (sense Shadowlands creatures)/Bad Reputation (father fell to Shadowlands)
Equipment: Kimono, heavy armor (usually not worn), daisho set, tetsubo (usually not carried), fan, 5 koku.

Appendix #2: The Oni no Ianwa
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TN to be Hit: 10

Attacks: 4k3

Damage: 4k1

Carapace Armor: 2 (bypassed by jade, crystal, or obsidian)

Wounds: 5: +3; 10: +5; 20: +10; 45: Dead


Special Abilities: Invulnerable (only hurt by jade, crystal, obsidian, Elemental Weapon spells, and Earth and Fire spells).  Fear 6.  Anyone who fails the Fear check by at least 15 will not run, as would normally happen – instead, these people will be commanded by the Oni to attack their comrades.  They must spend a Void point each round in order to refuse the demands of Oni no Ianwa (this Void point may be spent despite the normal restrictions on spending Void while under Fear).  Once they run out of Void, they have no choice but to obey.  Teleport: Can move through space at will, manifesting anywhere it chooses.  This is a full-round action.

Appendix #3: Shiro Mirumoto

There is no map for Shiro Mirumoto, since for the purposes of the scenario none is needed.  The PCs are free to explore the main floor of the castle and the surrounding buildings and facilities.  These include the three main Dojos, the Great Hall, the Garden, the Shrine of the Ancestors, the Baths, the servants quarters, and the various private rooms which house most of the guests, PCs and NPCs.  

The upper floors of Shiro Mirumoto are more restricted.  Any Dragon PC, and any other PC who rolls Intelligence/Lore: History or Lore: Dragon at TN 20, will know that the second floor houses the Chamber of Tactics, where the Mirumoto family plans for war and conflict, as well as personal quarters for important residents and guests such as Mirumoto Kafu, Mirumoto Nishi, Moto Kasshin, and Ide Shukaan.  Access to this floor is typically controlled by a single Mirumoto guard, although there is also an unguarded servants’ staircase which can be located with a roll of Perception/Stealth at TN 15.  

The third and higher floors are the domain of the family daimyo, Mirumoto Jinzaki, and his immediate family.  

The Dojo

The walls of the dojo are decorated with wooden plaques showing the names of those who have trained here over the generations, and on the north wall is a large rack of bokken (practice swords) surmounted by seven wooden plaques inscribed with the kanji for the seven virtues of bushido.  There is plenty of room for over a dozen samurai to practice without getting in each other's way.  

During the morning, the castle guards will usually be here, working to hone their skills.  In the afternoon or evening, other samurai may be found practicing here – even Mirumoto Jinzaki occasionally comes here to try to clear his mind with the work of swordsmanship.

The Gardens

The gardens of Shiro Mirumoto are a picture of tranquility, a harmonious blend of paths, rock gardens, fountains, and flowers.  Everything is hushed and still here, and even the loudest guests tend to fall silent when they come here.  There are people in the garden during all hours of the day, and sometimes at night.  There is usually a guard or two on patrol as well.  

The Great Hall 

Dinner on most evenings is held in this chamber, a huge open hall with hardwood floors and paneled walls.  Captured war-banners commemorating Dragon military victories hang from the upper walls.  Servants regularly pass through here, preparing for the next event or the next meal.

The Hall of Ancestors

Although the Mirumoto do not revere their ancestors quite as obsessively as the Lion Clan, they still place great importance on them, and all of the bushi in the castle regularly visit this hall to pay reverence to their family’s past heroes.  Plaques, paintings, and carven statues depicting famed Mirumoto heroes line the walls of this place, and at the head of the room is a shrine to Mirumoto himself, the family founder and the first Dragon Thunder.  (A PC who rolls Perception/Lore: History at TN 15 will notice that the second Dragon Thunder, Hitomi, is given only a small, modest shrine in one corner – clearly, the Dragon are slightly ambivalent about her legacy.)    

After the second day of the scenario, Mirumoto Kafu will no longer come here, although the other Dragon (including Nishi) still come daily to pay their respects.  

Kitchen and Servant’s Quarters

The PCs are unlikely to enter these parts of the castle, and if they do, it will seem as though they have entered a different world, a place populated by dozens of bustling servants who pause briefly to bow to samurai before hurrying on with their work.  The kitchen itself is a large open room, with a huge central stone hearth surrounded by numerous tables and shelves.  The smells of the next meal are always percolating through the chamber, and it is empty only late at night.

The castle servants will do their best to assist any samurai who requests their help, although they will be extremely hesitant to say or do anything that might reflect badly on their Mirumoto masters.

Private Rooms, Lower Level

These rooms are simple but comfortable, equipped with a futon, writing table, closet, and other basic furnishings.  All of the PCs reside here, alone with all of the guests except Moto Kasshin and Ide Shukaan.  

The Baths

Warm steamy air pervades the two modest bathhouses (one for women, one for men) which are located outside the castle proper, and reached by a covered staircase that descends down the rocky exterior slopes of the mountains.  The baths are built over a natural hot springs, providing copious (if slightly sulfurous) hot water.  Servants bring buckets of cold water from the castle wells to help guests cleanse themselves before a relaxing soak in the hot springs.  Other servants stand by to assist with scrubbing or drying, as required.  

The baths are used at least twice a day by every samurai in the castle.  (Servants have their own, more modest, bathing facilities in the servants’ quarters.)  For many samurai, the bath-house is an excellent place to chat, relax, and shed the cares of the day for a few minutes, although men like Jinzaki and Kafu do not “take off their face” even in this place.

The Chamber of Tactics

This room is on the second floor, and access to it is restricted.  A large map-table rests in the center of the chamber, and the walls are lined with cabinets containing rolled-up maps, scrolls of war-plans, histories of past conflicts, and treatises on tactics and strategy.  Although modest compared to the great war-rooms of the Lion, Crab, or Unicorn, this is nevertheless an impressive chamber, and a clever and unscrupulous PC who sneaks in here can potentially learn a great deal.  

A PC who looks through the scrolls and maps in this chamber can roll Intelligence/Battle to try to ferret out some interesting plans:

TN 15: An old plan for a war with the Lion Clan.  

TN 20: An update of that plan in which the Crane and Dragon work together against the Lion.  There is a contingency plan in case the Phoenix ally with the Lion.  There is also an alternate plan in which the Dragon are allied with the Scorpion instead of the Crane.

TN 25: A recently-developed plan for a military campaign against the Badger Clan.  Although the force committed to the plan is large, each piece of it is used only for a short part of the campaign, making it look as though the goal is to have as many units as possible gain combat experience. 

TN 30 or better: A new plan is being developed for a joint Crane-Dragon-Unicorn war against the Lion.  At present, it exists only in a very loose outline.  

Private Rooms, Upper Level

These rooms are for ranking castle residents like Kafu and Nishi, and for high ranking guests such as Kasshin and Shukaan.  The rooms are quite comfortable, with large futons, writing tables, shelves, beautiful artworks, and so forth.  Some of them have fully appointed meeting areas separate from the bedchambers.  
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