Nemesis of Justice

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

by Stephen Bongner & Andy Budnick and Rob Hobart

It always seems like you’re in the wrong place at the wrong time when this kind of thing happens.

Adventure Summary and Background

War is looming between the Unicorn and the Scorpion, and the Clan of Secrets is preparing for the conflict by infiltrating the Unicorn.  Unfortunately, one of these infiltration attempts has gone awry, due to a young Scorpion maiden falling in love with a Unicorn and then, in a fit of jealousy, murdering him.   The Scorpion are trying to suppress the incident as best they can, but the presence of an intrusive Emerald Magistrate, Usagi Hayai, threatens to undo them. 

The PCs will become involved in this case through chance.  They are visiting Pokau, a trade hub on the border of Scorpion and Unicorn territories, when they meet Usagi Hayai. At dinner the first night in Pokau, Hayai will surprise both the PCs and the Scorpion with a bold announcement that he is taking over the murder case. He will recruit the PCs to be his yoriki.  The Scorpion, in turn, will attempt to use the PCs to cover up the truth and turn them against Hayai.

In addition to the murder case, the PCs will also find themselves the focus of attention from a heretic monk, Hoshi Haitoku, a follower of the forbidden philosophy known as Shourido.  Haitoku is an agent for an evil spirit, the ghost of a fallen Crab named Hiruma Kyojitsu.  (PCs who have played the adventure “City of the Lost” may have encountered the sinister shrine which Kyojitsu left behind centuries ago.)  Haitoku will try to “recruit” some of the PCs into the service of Shourido and of Kyojitsu’s evil plans.   

Introduction

The adventure begins in late spring of 1503.  The PCs are traveling through the Seiketsu pass into Scorpion lands.  There are any number of possible reasons for the PCs to be taking this journey – perhaps they are on Clan business, or returning from a pilgrimage to the shrine of the Toturi brothers at Crater Lake, or any number of other reasons.  It is assumed the PCs have traveled through the Pass together, so they should be allowed to make introductions and describe themselves.  

It is a pleasant morning as you emerge from the Seiketsu Pass into Scorpion lands. Merchants hurry along the road beside you, eager to sell their wares in the nearby trade hub of Pokau. Scorpion bushi patrol the road, periodically stopping travelers and politely asking for travel papers. 

· PCs who roll Intelligence/Lore: History at TN 20 will know that Pokau was once just a small village.  After the Unicorn Clan’s return to Rokugan, it gained minor prestige as a merchant town, and with the opening of the Seikitsu Pass it became a sprawling trade center.

The PCs are sharing the road with four other people: the monk Hoshi Haitoku, the Emerald Magistrate Usagi Hayai, and a ronin shugenja named Teppei, traveling with his adopted daughter Tamae.  

The Humble Ronin: Teppei

Teppei is a man in his late thirties, dressed in simple and somewhat tattered shugenja robes and wearing a straw hat.  He is friendly and personable, but also humble, and will not inflict himself on samurai who are uninterested in wave-men.  However, if any PCs initiate conversation, Teppei will speak pleasantly and happily with them, introducing himself and his daughter Teppei, a girl of 10.  

Teppei specializes in fortune-telling, and he is on the way to Pokau looking for work.  He will offer to tell the PCs their fortunes if they desire it, asking in return for a gift of a few zeni, “so Tamae can buy some vegetables.” He will toss kowaru coins to make the reading, which will be vague and irrelevant to the adventure, but at the same time generally accurate (e.g. “you are a man of gentle heart, and many trials await you” for someone with the Soft-Hearted advantage).  

· If the PCs ask why Teppei is traveling to Pokau in particular, he explains there are rumors of war between the Unicorn and Scorpion, so he thought it best to get out of the Seikitsu Pass.  

· Tamae does not speak.  Teppei will explain he found her starving and alone on the road during the drought two years ago, and took over as her caregiver. She took a while to warm up to him, but now she seems happy with him.  If the PCs seem surprised at his generosity, he shrugs.  “What else could I do?  Leave her there to die?”  

· If any PCs offer to hire his services for this adventure, he will bow and thank them for the offer, but explains his skills are not those of a soldier or a yojimbo.  “I am not one who can serve a samurai on the road,” he says.  “And I must look after Tamae, of course.”  

Hoshi Haitoku, Monk of Shourido 

Haitoku is a shaven-headed monk wearing Dragon yellow and green.  PCs may have previously met him in the adventures “Tortoise and the Hare” and “Assigning Blame.”  

Haitoku seems friendly enough but has dark, remote eyes that seem to observe the world from a distance.  He says he is traveling the Empire, seeking the true path of enlightenment, and trying to understand Bushido.  However, if the PCs press him on his opinions or goals, he will confess he has not yet found what he is looking for.  “I cannot see a way to understanding how Bushido and enlightenment can exist together in an Empire where Bushido seems to have less and less meaning.”  

· PCs seeking more information on Haitoku can roll Intelligence/Lore: Dragon Clan or Intelligence/Theology at TN 25 to remember stories about his being banished from the High House of Light due to his controversial beliefs.

In the unlikely event that a PC challenges or severely insults Hoshi Haitoku, he will mildly point out that as a member of the Hoshi family he is a samurai, albeit one who serves his Clan through contemplation and religious duty rather than on the field of war.  “If you wish to challenge me, samurai-san, I will have to seek the permission of my lord.”  Dueling Haitoku is outside the parameters of this adventure – PCs seeking to challenge him should contact the Campaign Administrator.

If the PCs have met Haitoku before, they will notice that he seems somewhat more outgoing than in the past, though still with an undercurrent of chill reserve.  He will talk with the PCs about Bushido at some length, pointing out various flaws and problems he has encountered with the Empire’s moral code.  If any of the PCs seem in any way sympathetic to his views or arguments, he will present those PCs with sets of prayer beads.  “These bring me comfort when I cannot find an answer to such questions,” he says.

· The prayer beads seem perfectly normal, and are inscribed with kanji for the Virtues of Bushido.  The Earth spirits within the beads are active, but are not malignant.  They are vaguely aware of a powerful spirit which watches them (the ghost of Hiruma Kyojitsu) but do not know anything about him.  

Usagi Hayai, Traditionalist Magistrate

Hayai is a man in his twenties, dressed in a traditional-style kimono in the Hare colors (red and white) and prominently displaying the badge and sash of an Emerald Magistrate.  Hayai is quick to judge and unrelenting in his attitudes and self-confidence, and normally carries himself with honor and dignity – although those who criticize traditional Rokugani methods of law will earn his anger.  He believes strongly in the traditional values of the samurai and is inflexibly devoted to the Imperial laws as set down by the Shining Prince, Hantei Genji, 1500 years ago. 

PCs who have played the adventure “Tortoise and the Hare,” have Usagi Hayai before.  If any of them have the disadvantage “Sworn Enemy: Usagi Hayai,” he will note their presence with a raised eyebrow and a frown.  He will not make conversation with them unless spoken to first, and will not respond to PCs who taunt or otherwise try to antagonize him. 

Other PCs will find him to be friendlier, especially if they helped and supported him in their previous encounter.  Hayai is going to Pokau on magistrate’s business – he has heard of the murder there and believes it warrants his presence.  However, he will not discuss the event with the PCs right now, instead confining himself to saying, “I am here on the business of my office.”  

· If any of the PCs are ronin (who aren’t his sworn enemy), he will mention to them that if they are going to be staying in town he might have work for them soon.

Given the chance, Usagi Hayai will take some time to brag about his recent cases. 

“While in Kyuden Isawa, I uncovered a small group of zealots who claimed to be members of a cult called the ‘Sons of Destiny,’ which was presumed to be broken up with the loss of their leadership late last summer. I picked up rumors from the local samurai about suspicious characters lurking about and traced the source to a small hut where some ronin where holed up. I heard further complaints about slanderous speech about the Empire and the Fortunes from these ronin and quickly arrested and questioned them. They admitted their treachery, were executed, and the case was closed.”

Part One: Arrival in Pokau

You see the city gates of Pokau in the distance. Merchants form a line in front of the gates to have their wares inspected while grim-looking Scorpion bushi move up and down, watching for tell-tale signs of smugglers or other improprieties.  There is an aura of tension here which you have not encountered on previous journeys through Scorpion lands.  

The PCs will be allowed to pass unmolested until they reach the gates, where a guard checks their travel papers.  If any of the PCs are ronin, they will not have papers (unless they are currently employed by one of the Clan/Imperials PCs), and the guard will question such ronin very carefully about their business and what they are planning to do in Pokau.  Teppei and his daughter will be subjected to similar careful questioning.  So long as ronin are polite and don’t antagonize the guard, however, they will eventually be allowed into the city.  

Pokau is a thriving city of several thousand people, located on an active trade route.  There are many things to do in the city for both the conventional and unconventional breeds of samurai and heimin. The city contains several inns, sake houses, tea houses, and a bustling marketplace.

PCs who roll Intelligence/Etiquette at TN 15 will know they are expected, as visiting samurai, to pay their respects at the local governor’s residence.  If they do so during the day, all Clan and Imperial PCs will be given an invitation to return that evening for dinner.  If they arrive in the evening, they will immediately be invited to join the governor for the evening meal.  Ronin PCs are not invited to dinner.

Regardless, the PCs will have several hours of game-time to investigate Pokau and find ways to entertain themselves before dinner.

Gossip

Residents of Pokau are quite accustomed to seeing travelers due to the vicinity of the Seiketsu pass, especially Unicorn samurai and merchants who must pass through Pokau to go to and from Unicorn territory. As such, they pick up gossip from all around the empire. Any PC seeking to learn such gossip may make an Awareness/Courtier (Gossip) roll at TN 15 to learn one of the following bits of information:

· Tensions between the Scorpion and Unicorn have risen sharply in recent weeks and the Scorpion are clearly expecting trouble.  

· The Crane and Crab are at war, with the Lion and Mantis both joining the conflict as well.  War between the Lion and Dragon is considered imminent – the only question is which Clan will strike first, and much speculation is going into that subject.  

· Rumors are circulating that an important Unicorn diplomat was murdered in town recently.  Supposedly the city magistrate, Yogo Oishi, has been unable to find the culprit.

If the PCs seek information about what businesses and amenities are available in Pokau, they do not need to roll.  Anyone in town can share the following information:  

· There are two inns in the main district of Pokau. The more upscale establishment is named “The Bright Dragonfly” while the lesser inn is known simply as “Kyuuka.” Samurai from more prosperous origins, such as Imperials, Mantis, or Crane, as well as members of the Tonbo family, will be directed towards the Bright Dragonfly, while samurai of less prosperous origin, such as Crab, Lion, or Minor Clans, will be directed toward Kyuuka.

· There is a tea house of note in Pokau, known as the “Jade Tea Set,” which is known to have many different unique tea sets of both local and gaijin origin. It carries some fame in these parts of Rokugan and is often a stop for travelers who wish to be in more “civilized” company than drinking with merchants.

· There are several sake houses of varying quality. One of these, the Lucky Rat, doubles as a gambling den in the evening and is frequented by ronin and seedy merchants.  Any Crab or ronin PCs will be directed there.  

The Marketplace

The main marketplace of Pokau is typical of markets found along any trade route leading to Unicorn Lands. Merchants bearing goods of Senpet origin are less common than they would be in Unicorn lands, but more common than in the rest of the empire. There are several stalls with rugs and a few unusual gaijin weapons, and the strange smell of Senpet spices seems to permeate the street.

Many street vendors are selling food and souvenirs to passing travelers. A PC visiting the marketplace without a specific purpose will be caught wandering by a particularly bold fish vendor, who will loudly proclaim, “Samurai-sama should try my fish! It is the freshest and tastiest fish in all of Pokau!” He will continue to harass the PCs until s/he either buys some fish (3 zeni) or the PC actively threatens him into stopping.  

· If a PC is actually interested in whether the fish is as good as the vendor claims, s/he can roll Perception/Investigation at TN 20 or Perception/Artisan: Cooking at TN 10 to realize the fish is actually of quite poor quality.  

· If a PC becomes threatening, or accuses the vendor of lying about his fish, he will let loose a squeal and will run away as fast as he can, his cart ratting and bouncing before him.  

The Bright Dragonfly Inn

The Bright Dragonfly is a sprawling one-story building with fine garden and a large stable.  There is a sign over the door proclaiming its name.  A PC who rolls Perception/Lore: Heraldry at TN 20 or Perception/Lore: Dragon at TN 15 can deduce that the image on the sign is a slight variant of the Tonbo family mon, specifically the old mon from when the Dragonfly were still a Minor Clan. The proprietor of the inn, Kago, claims one of his ancestors was saved by a shugenja of the Tonbo family many centuries ago. In thanks, the inn honors the now defunct Dragonfly clan. If any PC is of the Tonbo family, Kago will treat them as a minor celebrity and refuse payment for any food, lodging, or other expenses.  “All descendents of Tonbo Nokiri are welcome at the Bright Dragonfly. What little hospitality I can offer to such an honorable samurai is the least I can to do repay the obligation owed. “

Usagi Hayai will stay at the Bright Dragonfly, considering it appropriate to his station as an Emerald Magistrate.

Kyuuka Inn 

The inn known as Kyuuka is a plain two-story building with a small stable attached.  Its name is proclaimed by a green sign with white kanji.  The inn is favored by traveling merchants and ronin, as well as by samurai who are less well-provided for by their lords.   

The common room is usually empty from late morning to early afternoon, but by late afternoon it begins filling up with ronin and merchants. 

Teppei and his adopted daughter will stay here.  He will be working in the evenings, assisting the merchants that travel through town by blessing their goods and performing other minor magical services for a few coins.  

Hoshi Haitoku will also stay here – his status with the Brotherhood and the tattooed orders prevents him from calling on the hospitality of the local temples and shrines.   

The Jade Tea Set 

Visitors to the teahouse known as “The Jade Tea Set” will find it locked.  A small sign on the door declares it closed until further notice.

If the PCs are curious, they can make an Awareness/Courtier (Gossip) roll at TN 15 to learn that a prominent Phoenix magistrate named Shiba Mitsuhide arrived at the Jade Tea Set in the morning and rented the place out.  Some of those questioned will express masked disappointment, since the Jade Tea Set is a fine establishment and they wanted to sample its wares.   

· PCs who roll Raw Awareness at TN 20 will recall the name of Shiba Mitsuhide.  He is an Emerald Magistrate and is known for his overt friendship toward those of the Minor Clans.

The Lucky Rat 

The Lucky rat is a sake house that doubles as a gambling den in the evenings. PCs will find it to be a somewhat seedy establishment, with several obvious thugs hanging about at all times of the day.  They all wear clothing in a similar shade of dirty orange. PCs who are curious about them can roll Intelligence/Underworld at TN 20 to recognize the Smiling Tigers, a powerful yakuza gang. 

More unsavory PCs can procure items of ill repute at the Lucky Rat, such as opium and red flower, if they ask in a suitably indirect manner. Any outright mention of such things will result in the PC being asked to leave the establishment for such an insult to its hosts.  PCs who refuse to leave will be forcibly ejected by a large group of Smiling Tigers thugs – see “Antagonizing the Smiling Tigers” in Part XX for details.  

Part Two: Dinner at the Governor’s Residence

Unless the PCs failed to present themselves at the governor’s residence (in which case they should suffer Glory loss for their breach of etiquette), all Clan and Imperial PCs will be invited to join the governor for dinner on the evening of their arrival.  This dinner is important for the development of the plot, so the GM should try to make sure the PCs attend. 

Governor Yogo Miyoko’s residence is a fine-quality house with a beautiful garden surrounding it on two sides.  Servants greet the PCs at the gates and lead them inside.  If any of the PCs are lacking formal kimono, the servants will lead them into another room and provide them with a suitable garment – this is a minor breach of etiquette for the PCs and should cost those involved a point of Glory.

Dinner is served in a large room with the outer wall slid open to provide a breeze and a view of the garden.  Servants briskly bustle into the common area to serve rice, steamed vegetables, and grilled fish to the guests of the daimyo. Yogo Miyoko, the governor, is served last as a gesture of politeness to the PCs.  She will engage her guests in small talk during the meal.

Notable Figures at Dinner

Yogo Miyoko, the daimyo of Pokau, is everything one would expect in a Scorpion daimyo – gracious, charming, and polite.  She is very tall and wears her black hair long, nearly to her waist. She dresses in an elegant kimono in Scorpion red and black, with a similarly elegant mask that covers the left side of her face in its entirety (except her eye and mouth) but leaves the right side completely exposed so that samurai can see her pale features and piercing dark eyes. 

Yogo Oishi is the local Scorpion magistrate for the city of Pokau.  He is an older man, tall but with a swelling belly, and speaks in a casual, almost drawling manner.  He wears a porcelain mask that covers his eyes and nose and reaches down to his upper lip.  His kimono appears to be almost as old as he is, the color slightly faded from the once brilliant Scorpion red. Oishi normally plays the role of a smiling, pleasant old man, full of stories from cases of years past.  However, he is very territorial and will drop his pleasant demeanor the instant Usagi Hayai reveals the reason for his presence in Pokau (see “A Ruined Party” below).

Yogo Rika is the governor’s karo (advisor).  She is a quiet young woman who eats her meal in relative silence, except for returning any conversation directed at her. She is very thin, almost bony, and wears her hair in a traditional maiden’s foxtail.  She wears a red mask that covers her entire face, leaving only a small gap for her to eat.  Her kimono bears the Yogo family mon and the Bayushi bushi school mon.  Rika is unusually reticent for a Scorpion woman, and will not return any flirting or react to seductive hints or gestures. If a PC starts getting fresh with her, the governor Yogo Miyoko will publicly criticize his lack of manners, costing him a point of Glory.

Rika is actually the murderer, and is wearing the full-face mask to conceal her red eyes and puffy face.  She is guilty of Ide Kyosuke’s murder, and is full of regret and self-loathing, but as a well-trained samurai she does a good job of maintaining a public front.  PCs who speak with her and roll Awareness/Investigation at TN 25 can sense that she is concealing a lot of strong emotions, but they cannot guess at their nature.   

Shinjo Satoshi is a muscular Unicorn bushi who looks to be about thirty. He wears a short, well-trimmed beard and moustache, and smiles readily and often.  He is part of the Unicorn embassy in Pokau and has been here for several months.  Satoshi has a charming personality and will casually flirt with any female PCs, although he will not push things too far.  He carries some interesting Senpet artifacts – various small statuettes, bronze coins, jewelry, etc – with him and will be eager to show them to any PC who expresses the slightest interest. He will make conversation throughout the meal, especially to Yoritomo Tatsuyoshi, and the two will exchange stories of gaijin lore and culture.

Satoshi is actually a Shosuro Actor, tasked several months ago with infiltrating the Unicorn forces in the event of war.  He is quite adept at his deception and will not say or do anything at this dinner to give himself away.

If the PCs ask Satoshi for more information about himself, he will explain that he is the junior member of the embassy, and hence the one chosen for unavoidable duties like attending dinners.

Yoritomo Tatsuyoshi is somewhat out-of-place at this dinner due to his low social status – PCs of similar lowly position may find him sympathetic.  He is a very plain-looking samurai with short hair and a scraggly beard, and wears a somewhat worn kimono of sea green and black. He has been assigned to stay in Pokau until he receives new orders from the Mantis Clan, but after several weeks he is beginning to wonder if the Clan has forgotten him.  He will gladly engage in conversation with those who are of similar low social position, but will be intimidated by any samurai of Status Rank 3.0 or better.  He eventually befriends Shinjo Satoshi and will exchange stories of exotic foreign things with the false Unicorn throughout the meal.

Usagi Hayai should be a familiar face to the PCs by now. He will acknowledge any PCs who have been friendly with him thus far and will even give a polite nod toward PCs he does not normally get along with. He is wearing a new kimono in place of the somewhat dirty one he was wearing earlier. He eats his meal in silence, and if any PC observes him, they can make a Raw Perception roll at TN 10 to notice that he seems to be tense, as though waiting for something. If anyone attempts to engage him in conversation, he will grunt short answers and be visibly distracted.

A Ruined Party

Once the meal is over and the PCs have had their fill of conversation, Usagi Hayai will take action. He will stand up, loudly clear his throat to quiet the room, bow politely to the governor, and speak.  His speech has a rehearsed quality, as though he has been composing it in his head for some time.  

“I thank you for the meal, Yogo-sama, but I must regrettably inform you now of the reason for my presence in Pokau. On my way through the Seiketsu Pass, I met some Unicorn bushi who informed me of a murder that has taken place here. I have come to investigate that case, as is my place as Emerald Magistrate.”

The other guests will be startled by this sudden announcement. Yogo Miyoko will stand up, Yogo Oishi will be visibly angry, and Yoritomo Tatsuyoshi and Shinjo Satoshi will look somewhat uncomfortable. Yogo Rika’s reaction will be impossible to judge due to her mask. 

Yogo Oishi will reply to Hayai: “Usagi-sama, though I am grateful for your concern, I assure you I have complete control over the case and you needn’t worry yourself with it. I am sure an Emerald Magistrate like yourself has much more important cases to deal with than the murder of a single man in a large city.”

Usagi Hayai replies in turn, “I will be the one to determine the importance of my cases. Now, as I stated before, I am invoking my authority as an Emerald Magistrate to take over the case. I shall begin my investigations tomorrow.”
At this point the governor, Yogo Miyoko, will step into the conversation.  “Usagi-san, your duties and the duties of my magistrate do not intertwine. This case does not fall under the jurisdiction of the Emerald Magistrates. The crime was committed within Scorpion borders and thus it is only right it should be dealt with by my Scorpion magistrate, Oishi-san. Thank you for your concern about the competence of my law enforcement, but I assure you we do not require your assistance.”

Usagi Hayai grits his teeth slightly before replying.  “I believe, Yogo-sama, this case does in fact fall under my jurisdiction. The murder of a Unicorn in Scorpion territory is an inter-Clan affair, one of the primary concerns of my office. Furthermore, I have already taken the liberty of checking the case record and have found that even though the murder happened almost a week ago, no attempt to investigate has been made. I mean no insult to the competency of your law enforcement, Yogo-sama, but my duties call for my involvement in the case.”

Seeing that Usagi Hayai is refusing to back down, Yogo Miyoko and Yogo Oishi will grudgingly back down.  They will come across as insulted by Hayai’s intrusion into their jurisdiction, but a PC who rolls Awareness/Investigation at TN 25 can sense that there is another concern beneath.  

In the wake of this incident, the evening loses much of the pleasantness it had before.  The daimyo, her karo, and her magistrate all excuse themselves from the hall shortly.

Hayai Recruits Help

Once the Scorpion have all excused themselves, Usagi Hayai will approach the PCs. “Samurai-samas, as you have seen here, the daimyo and her magistrate are very wary of this case despite their lack of progress. Thus I felt it necessary to step in and see to it that justice is done.  I will require help. I cannot trust the local magistrate’s yoriki and thus would like to entrust the task to you, if you would accept it.”
· If any of the PCs are Sworn Enemies of Hayai (due to having sided against him in “Tortoise and the Hare”), he will tell them, “Although you have shown yourselves too willing to listen to the foolish notions of the Kitsuki, you are honorable samurai, and I would rather have your help than trust the governor’s vassals.”

Presumably, the PCs are willing to help. If any PCs do not wish to get involved, however, they can make that choice and simply wait in town while the other PCs investigate. 

If any PCs are Emerald Magistrates themselves, they may decide that they want to take the case and work independently of Hayai. This will displease Hayai, but he cannot stop a PC who chooses to do so.  Sapphire and Jade Magistrates do not have this option, since the case does not fall under their jurisdiction. 

Hayai and Ronin

After the dinner is over, Usagi Hayai will seek out any ronin PCs (most likely at either the Kyuuka Inn or the Lucky Rat) and offer them 3 koku to be his yoriki for this case.

Part Three: Investigations 

The next morning, Usagi Hayai will summon all of the PCs to the common room of the Bright Dragonfly Inn for a short meeting.

“As you are all helping me on the case, it is of course necessary to fill you in on the details I know at this point.  The victim is Ide Kyosuke, a member of the Unicorn embassy residing in this town. His body was found in a back alley behind a local teahouse, the so-called ‘Jade Tea Set.’  He was discovered around midnight by other Unicorn who were passing through the area – returning, I believe, from other less reputable business establishments.  They immediately reported the scene to the yoriki of the local magistrate, this Yogo Oishi.  He seems to have made at best a token effort to solve the crime.  Fortunately, these same bushi left Pokau recently to return to Unicorn lands, and I met them in the Seikitsu Pass.  Which takes us to where we are now. Any questions?”

Hayai will answer any PC questions to the best of his ability.  He will show a certain impatience toward questions that suggest a “Kitsuki mindset” but will still answer, albeit briefly.

· If the PCs ask about the cause of death, he says the Unicorn told him Ide Kyosuke appeared to have been stabbed in the throat.  

· He does not know the time of death, but assumes it was shortly before the body was discovered by the other Unicorn.  

· If the PCs ask about witnesses, Hayai knows of no specific ones, but suggests the PCs check with the employees and guests of the Jade Tea Set and with any local samurai living nearby.

Hayai wants the PCs to look into Ide Kyosuke’s friends and connections at the Unicorn embassy, and to investigate the Jade Tea Set for any possible witnesses to the crime.  Meanwhile, he intends to search the town for any other samurai, especially Unicorn, who may have witnessed the crime or events associated with it.  He suggests the PCs meet up with him tomorrow morning to consolidate information.  

· Some PCs may prefer to accompany Hayai while he searches for witnesses.  He will not be averse to this suggestion so long as a sufficient number of PCs pursue the other investigations.  

· If the PCs ask about the other members of the Unicorn embassy, Hayai will list the names of Utaku Shion, Shinjo Keichi, and Shinjo Satoshi, who they met the previous night.  All of these names were given to him by the samurai he met in the Seikitsu Pass – he is not sure of their rank or positions at the embassy.  

After the conversation is over, Usagi Hayai will give the PCs documents naming them as his yoriki, and head out on his quest for witnesses.  Most or all of the PCs will be free to pursue their own investigations.  If any of the PCs accompany Hayai, see “Accompanying Hatai” later in Part Three. 

Visiting the Jade Tea Set

If the PCs visit the Jade Tea Set the morning after they meet with Usagi Hayai, they will find it still has a “Closed Until Further Notice” sign outside the front door.  As before, the PCs can make an Awareness/Courtier (Gossip) roll at TN 15 to learn that a prominent Phoenix magistrate named Shiba Mitsuhide arrived at the Jade Tea Set yesterday morning and rented the place out.  

If the PCs knock on the door, a servant will eventually come to the door and explain (with many humble apologies to the noble samurai) that the Jade Tea Set is reserved for a private party.  However, if the PCs present their documents the servant will abase himself and hurriedly lead them inside.  Crude PCs can also enter the teahouse by force, although this should cost them a point or two of Honor and Glory.

The interior of the Jade Tea Set is a splendid place, with polished wooden floors covered in beautiful tatami mats, brilliant green-painted pillars, and fine wooden shelves filled with exotic-looking tea sets of many different colors and designs. The green-tinted paper walls are also of fine quality. Most of the interior rooms are lit with only by a few paper lanterns, even during the day, to maintain a subtle and sophisticated ambiance.  

A servant will lead the PCs into the lit room, where they will see a Phoenix bushi wearing the green sash of an Emerald Magistrate seated at a table, while the owner of the tea house kneels to one side.  If the PCs have not already identified the Phoenix as Shiba Mitsuhide, they can roll Raw Awareness at TN 20 to recognize him as a well-known Emerald Magistrate, known for his friendship to the Minor Clans.  

Mitsuhide will welcome the PCs and invites them to sit with him.  “We were about to begin a tea ceremony, samurai-sans!  By all means, please join in.”  He has no idea they are here as part of an investigation.  Regardless of whether the PCs join in the tea ceremony or not, he will begin it immediately, and it will last an hour.  Interrupting such a ceremony is a significant breach of Rokugani etiquette, and if any does so, they will lose 1 point each of Honor and Glory.  Mitsuhide will politely ask them to leave until the ceremony is finished.  If a PC continues to make a scene after this request, Shiba Mitsuhide will become extremely agitated and will challenge the PC to a duel for dishonoring the tea ceremony.  

· The duel can be avoided by a PC role-playing a sincere apology and rolling Awareness/ Etiquette (Sincerity) at TN 25.  Otherwise, Mitsuhide will insist on a duel to first blood the following morning.  The loser of the duel must apologize and loses 3 points of Glory. 

· If a PC escalates the situation and demands a duel to the death, this cannot be resolved within the context of the adventure, since both participants must seek the permission of their daimyo.  (Exception: ronin can be dueled to the death with impunity.)  The PC in question gains the Disadvantage, “Obligation: Duel Shiba Mitsuhide.”  

Assuming such uncouth situations are avoided, the tea ceremony will proceed harmoniously, with the owner of the house performing it for Mitsuhide and any participating PCs.  A servant will bring in a unique tea set for the ceremony, featuring a tall and angular pot with a crooked handle and long spout. It is white and adorned with images of blue creatures with long horns and, where their noses would normally be, a long tentacle. A PC who can make an Intelligence/Lore: Gaijin roll at a TN of 25 or Intelligence/Lore: Ivory Kingdoms at TN 15 can confirm that the tea set is from the Ivory Kingdoms and the creature depicted is called an erufantuu (elephant).  PCs who have played the adventure “Journey to the Burning Sands” may also have seen an elephant there.  

One the ceremony is over, Mitsuhide and the head of the tea house will be happy to answer any questions the PCs may have.

Hikouki, the owner of the Jade Tea Set, is a portly man in his mid-thirties with a long moustache.  He has clearly done well for himself and his business. Over a dozen servants are in his employ, although only a couple of them are here currently to help him serve Mitsuhide.  

· If the PCs ask the shop is closed, he smiles and explains, “Shiba-sama here is very generous, and has made arrangements for exclusive use of the tea house for the time being.”

· If the PCs ask about the murder of a Unicorn outside his establishment, Hikouki will frown.  “That was a most unfortunate incident. It caused some of my regulars to stop coming for a few days.  Most unpleasant.”  Hikouki does not actually know anything about the murder, other than what the PCs already know: a high-ranking Unicorn official died in the alley behind his business.  

Shiba Mitsuhide will claim (truthfully) that he only arrived in Pokau yesterday, and knows nothing of the murder.  He will express mild interest if the PCs fill him in on the details, and will raise an eyebrow if the name of Usagi Hayai is mentioned, but will refrain from any comment.  

If the PCs ask where he is staying, he will readily tell them that he is residing at the Bright Dragonfly for the next few days. 

The Alley Behind the Jade Tea Set

If the PCs search the alley where Ide Kyosuke was found dead, they will find little of interest.  There is a dark stain on the earth, the remnants of Kyosuke’s blood.  PCs who examine the ground for footprints can roll Perception/Hunting (Tracking) at TN 20 to conclude that they cannot find any useful information in the innumerable prints covering the alley.

If shugenja PCs decide to Commune with the local spirits to learn more, they will discover that all of the local kami are fresh, having arrived just a few days ago (after the murder).  This is the result of someone using the Banish spell – if the PCs do not realize this on their own, they can figure it out with a roll of Intelligence/Lore: Shugenja at TN 20.

The Unicorn Embassy

The Unicorn embassy is easily located by asking any of the local residents.  It is a small mansion, two stories tall, surrounded by a low wooden fence.  A tanned, rough-looking woman with a curved scimitar at her side stands guard at the gate in the fence.  She scowls at the PCs as they approach, and demands they state their business before she will let them through to see the Unicorn emissaries.  Once the PCs explain why they are here, she will sullenly call a servant to escort them inside.  

There are currently two Unicorn samurai residing in the embassy – Shinjo Keichi and Shinjo Satoshi.  (Satoshi, who the PCs met at dinner the night before, is of course not really a Unicorn at all.)  They will greet the PCs in the front room of the mansion and invite them to come inside to small interior garden, where a servant brings in tea and snacks.

Shinjo Keichi is the senior of the two samurai here, and will take the lead in any conversation.  He is a friendly man, with a short-cropped beard, long hair worn in a ponytail, and a winning smile.  He wears gold earrings in both ears, and sports a tattoo that extends up his neck a little, but cannot be seen well due to it being mostly covered by his kimono.  He speaks with a slight Senpet accent.

Satoshi will remain in the background but will nod and smile to any PCs who conversed with him at the governor’s dinner.

Keichi will come across as completely cooperative and eager to assist the PCs.  “It is a pleasure to make your acquaintances, samurai-samas. Though I regret me must meet under such unfortunate circumstances, I hope that you will find our company as pleasurable as possible.  Anything we can do to assist the investigation of the noble Usagi Hayai-sama will be undertaken immediately.”

After formalities have been exchanged, Keichi and Satoshi will answer any questions the PCs may have for them.  

· If the PCs ask about the character or history of the victim, Ide Kyosuke, Shinjo Keichi will speak of his former superior’s reputation at length.  “Ide-sama was a fine samurai and a good friend to us all. He would often take us all to the Kyuuka for food and drinks, and always had amusing stories to tell. I can’t imagine why anyone would have wanted to harm him.”  If the PCs ask Satoshi his opinion, he will explain he knew Kyosuke less well, having only served under him for the last few months.  However, he generally confirms Keichi’s characterization of the man.

· If the PCs ask if either man might know anyone who harbored a grudge against Ide Kyosuke, Keichi will shake his head.  “My lord Ide Kyosuke-sama had no enemies. He was a fair and decent man, and we all considered him our friend.”

· If the PCs ask for information or details about the evening of Ide Kyosuke’s death, Keichi will tell them he, Utaku Shion, Ide Kyosuke, and Shinjo Satoshi were enjoying an evening meal at the Kyuuka.  Ide Kyosuke unexpectedly left in the middle of the meal. “I left shortly after to go searching for him, but it was to no avail, and I returned shortly. I found out later he had died.” He shakes his head.  “It is most unfortunate I did not follow him.”

· If the PCs ask if anyone else was present at the Kyuuka at the time of the murder, Keichi will recall a Mantis samurai. He doesn’t remember seeing the samurai after his return.  This was Yoritomo Tatsuyoshi, although Keichi does not know him by name.  Satoshi can identify him from the dinner party if the PCs ask.

· A PC who doubts the truth of Keichi’s story can make a roll of Perception/Investigation (Interrogation) at TN 20 to deduce that although he is telling the truth, he seems to be holding something back. If the PCs question him about this, he will claim to be insulted, but if they continue he will reluctantly admit he was arguing with Ide Kyosuke and that was the reason for Kyosuke’s early departure.

· If the PCs ask what Keichi and Kyosuke were arguing about, Keichi will tell the PCs it was a personal matter. He will not relent on this.  

· Shinjo Satoshi will generally confirm Keichi’s story.  However, if the PCs seem frustrated or disbelieving about anything Keichi says, allow them to roll Perception/Investigation (Notice) at TN 15.  With a success, they notice that Satoshi seems somewhat unhappy about the situation.  (This is actually an act which Satoshi is projecting for their benefit.) 

Some of the PCs may decide to ask Keichi and Satoshi about specific potential suspects.  Keichi will shrug his shoulders and say, somewhat facetiously, that in Scorpion territory anybody could be a suspect.  If the PCs mention specific individuals by name, he will react as follows:

· If Yogo Oishi is mentioned, he will laugh.  “Oishi-sama is old and senile, but he is no murderer.”

· If the PCs mention the daimyo, Keichi frowns.  “It is not our place to give opinions on the trustworthiness of daimyo.”  He clearly does not consider this idea seriously. 

· If the PCs mention Yogo Rika, Keichi looks slightly uncomfortable.  “I sincerely doubt that possibility,” he says.  He will not offer any further explanation for his views.  

· If the PCs question him about any of the other Unicorn, he will scowl and become extremely offended, refusing to continue the discussion.

Speaking with Satoshi Alone

Some of the PCs may decide to speak with Shinjo Satoshi away from the presence of his superior Keichi.  If this is done, he will generally confirm Keichi’s story about the night of the murder.  If Keichi did not admit the argument with Kyosuke, Satoshi will also avoid mentioning it, but will be less circumspect about it – the PCs can roll Awareness/Investigation (Interrogation) at TN 10 to realize he is holding something back.  If they press him, he will admit with seeming reluctance that Kyosuke and Keichi had some kind of argument.  Kyosuke left early and Keichi followed him before returning after a few minutes.

Satoshi will not offer any further details, and claims he was drinking a bit of sake that evening and can’t remember everything that happened clearly. He apologizes for not being much help.  However, PCs who roll Awareness/Investigation (Interrogation) at TN 15 will suspect he is still hiding something.  

Speaking with Utaku Shion

Once the PCs learn that Utaku Shion was at the same dinner where Kyosuke went missing, they may decide to speak with her further.  During the day she can be found standing guard at the embassy gate.  During the evening, she is usually drinking at the Kyuuka inn.

Utaku Shion is not a pleasant conversationalist and does not take kindly to being interrogated. She will answer the PCs’ questions with grunts and one-word sentences unless angered, in which case she will become threatening and insulting.  She speaks crudely and with frequent bad language.

· If the PCs ask if she was at the Kyuuka with Ide Kyosuke the night of the murder, she will respond with a heavy affirming grunt.

· She will not share any details on the meal.  If the PCs already know Ide Kyosuke left during the meal, and ask her to confirm this, she will scowl and nod. The PCs can interpret as they wish. If they wish for details (or simply for real words) she will clearly be perturbed, and answers, “Ask Keichi-san.”

· If the PCs simply ask about Ide Kyosuke, her reaction will vary depending on her location.  If they are at the Kyuuka inn, she will silently pour a glass of sake, raise it in the air as if to toast, and drink it with a gulp. If she is at the gate of the Unicorn compound, she will lower her head and say, “Good man.”

· If the PCs ever ask her anything that might imply the involvement of a Unicorn in the murder, she will become visibly insulted and growls a warning. She will not, for any reason, answer such a question, and if the PCs are insistent, she will actually shove her way away from them.  In the latter case she will return later, as depicted in the section “Fight with the Unicorn” below.

A Unicorn PC who speaks with Shion privately can get more cooperation.  To a fellow Unicorn, she will explain that Ide Kyosuke and Shinjo Keichi were rivals for Yogo Rika, and this was a source of frequent tension between them.  At the dinner, Kyosuke announced he was petitioning to marry Rika, which made Keichi angry.  They exchanged words and Kyosuke stormed out – Kiechi followed him but returned after about a quarter hour, claiming he could not find Kyosuke.  Despite this, she refuses to believe that Keichi could have murdered Kyosuke.  “No Unicorn would do that,” she growls.

The Kyuuka Inn

The PCs may come here looking for clues about the dinner the night before the murder.  Yoritomo Tatsuyoshi is staying here, and both he and the innkeeper will be able to provide some information.  

The ronin Teppei and his daughter, and the monk Hoshi Haitoku, are here as well, but know nothing about the murder, having just arrived in town with the PCs.  Haitoku will, however, show curiosity in the PCs’ investigation, and will talk with them about it given the chance.  

The innkeeper, Kaku, can offer the following information:

· He can confirm that members of the Unicorn contingent visit the Kyuuka often in the evenings to drink and converse.  However, He is reluctant to give information about the actual happenings on the evening of the murder.  “I am just a humble innkeeper.  I just serve tea and sake and try to stay out of the business of my superiors.”

· If the PCs simply ask for confirmation as to whether there was arguing between the Unicorn that evening, he will but say nothing more.  He does not know the names of the Unicorn and did not hear what they were arguing about.  

· If the PCs ask about other witnesses, the innkeeper will point them toward Yoritomo Tatsuyoshi, who has been staying at the inn for several weeks and who was present the evening of the argument.

If the PCs wish to speak to Yoritomo Tatsuyoshi, they can find him reading in his room throughout the day.  He will be quite cooperative with any PCs who are polite or friendly, but if they are rude or treated him poorly during the dinner party, he will find excuses not to cooperate, claiming he is quite busy and has no time to talk.  PCs can intimidate him into talking anyway, although this will make him sullen and he will answer with the minimal possible cooperation.  Regardless, Tatsuyoshi knows the following:

· Ide Kyosuke and Shinjo Keichi were arguing loudly about something.  Although he tried not to listen, he believes it was a woman.  Eventually Ide Kyosuke stormed out. Keichi left a few minutes later.  Tatsuyoshi went to bed shortly after (it was quite late), and was not present to see anything else.  He did not hear about the murder until the following day.

· Tatsuyoshi has been in town for a while now, and as such picks up rumors.  If the PCs ask who the woman in the argument might have been, he will mention he has heard of a love rivalry between Shinjo Keichi and Ide Kyosuke about a Yogo woman.  He does not know her name.  

· Tatsuyoshi has also heard rumors the local law enforcement is unreliable, and seems to hush up unusual cases from time to time.

Speaking with the Magistrate

Yogo Oishi, the Scorpion Clan magistrate for Pokau, can be found in a residence near the center of the town, where he and his yoriki keep track of and enforce the law. Most of his work involves merchants and gang rivalries.  He has been instructed by the daimyo to not cooperate with Hayai and the PCs, and to sweep the murder of Ide Kyosuke under the nearest tatami mat. 

The PCs can question Oishi or any of his yoriki, but they will dodge questions, stonewall accusations, and generally avoid getting involved with the case. They will make excuses for their lack of progress in the case by claiming to have been busy investigating various other crimes committed by the local gangs.  They also insist they are deferring to Usagi Hayai.  (“Usagi Hayai-sama has made it clear the case is his business, and we would not wish to get in his way.”)  They will invite persistent PCs to search the case files, saying everything they know will be in there.

Searching the case files will be all but useless for the PCs. They merely document what is already know: the crime occurred behind the Jade Tea Set, the victim was identified as Ide Kyosuke, and the most likely cause of death was knife wounds. If the PCs make an Intelligence/Investigation (Search) roll at TN 15, they can find a small reference to the deceased having been previously seen in the Kyuuka inn with other Unicorn samurai.

Gossip and Rumors 

PCs may decide to take an alternate route to gather information and simply troll the town for rumors about the crime and the murder victim.  PCs who choose to do so can roll Awareness/Courtier (Gossip) at TN 25 to uncover rumors that Ide Kyosuke and Shinjo Keichi were involved in a romantic rivalry over a local Scorpion woman, Yogo Rika.  Most accounts agree that Rika showed favor to Kyosuke.  If the PC makes TN 30 or more, s/he hears rumors that before his death, Kyosuke was about to petition his daimyo for permission to marry.  

Underworld Sources: The Lucky Rat

Some PCs may wish to seek information from the town’s criminal element.  Any attempt to learn good sources of underworld information (such as rolls with the Underworld skill) will lead PCs to the Lucky Rat, which is run by the town’s most powerful yakuza gang, the Smiling Tigers.

The Lucky Rat is quite busy in the evening, full of merchants and ronin and a smattering of Clan samurai. The gang members loiter around the room, lurking near the front entrance and the back rooms, keeping an eye on their customers and promptly quashing any quarrels or problems.  

The Smiling Tigers will not be very forthcoming with information, since they are being pressured to keep quiet about the incident by Yogo Oishu.  However, if the PCs spread some money around (at least one or two koku worth), they can roll Awareness/Underworld at TN 20 to get the rumor that Ide Kyosuke and Shinjo Keichi argued routinely over Yogo Rika.  “Sometimes a guy just doesn’t know when to quit. Everyone knew she favored the Kyosuke guy.  Ah, I remember when me and my brother would argue about my girl Yuki-chan. That’s where I got this scar.  Shoulda seen the one I gave him!”

Fight with the Unicorn

If the PCs incurred the wrath of Utaku Shion during their interview with her, and none of them are Unicorn, she will seek them out that evening at their inn.  Shion is accompanied by five other brutish-looking Unicorn bushi.  She marches over to the largest group of PCs with her friends in tow, all of them carrying heavy clubs.  “This is what you will pay for insulting the Unicorn,” Shion snarls, brandishing her own club.  “Blood!”  

The Unicorn are drunk and angry, but are not actively trying to kill the PCs, merely to beat them to a pulp (mechanically, reduce them all to Down or Out).  They will pull their heaviest blows to avoid a murder charge which could have long-term ramifications.    

Regardless of whether the PCs win or lose the fight, shortly after the brawl concludes Yogo Oishi will arrive, accompanied by several yoriki, and demand to know what happened. 

· If the PCs try to blame the Unicorn, they must role-play an effective accusation and then roll Awareness/Etiquette (Sincerity) at TN 20.  If they succeed, Yogo Oishi will arrest the Unicorn and leave the PCs along.  If they fail, Yogo Oishi will arrest everyone involved.  Either way, those arrested will be held overnight as drunks, then fined 5 koku each and released the following day at midday. 

· If the PCs for some reason decide to take all the blame for the brawl onto themselves, Oishi will readily arrest and fine them as outlined above.  The Unicorn will give the PCs looks of surprise and grudging respect.  

· If the PCs actually killed one ore more of the Unicorn, Oishi will treat the investigation much more seriously.  If the PCs convince him that the Unicorn struck first (as shown above), he will grudgingly accept that the death occurred in self-defense, but the PC will gain Bad Reputation: Lethal Brawler.  If the PCs do not convince him, he will arrest them.  All of the PCs will gain Bad Reputation: Brawler as above, and the PC who struck the killing blow will be expelled from Pokau (and from the adventure).  

If the PCs took the blame for the brawl on themselves, they will win the respect of Utaku Shion.  If they speak with her again after this incident, she will be more cooperative.  She knows Ide Kyosuke and Shinjo Keichi were rivals for Yogo Rika, and this was a source of frequent tension between them.  At the dinner, Kyosuke announced he was petitioning to marry Rika, which made Keichi angry.  They exchanged words and Kyosuke stormed out – Kiechi followed him but returned after about a quarter hour, claiming he could not find Kyosuke.  Despite this, she refuses to believe that Keichi could have murdered Kyosuke.  “No Unicorn would do that,” she growls.

Accompanying Usagi Hayai

If any of the PCs decide to accompany Usagi Hayai for his half of the investigation, he will spend the day scouring the rest of the city for samurai who may have witnessed the crime or anything unusual which could relate to the crime.  

PCs who wish to join in this search may each roll Awareness/Investigation (Interrogation) at TN 30 to find a piece of useful information.  Each roll, successful or not, takes 3 hours.  Successful rolls will uncover the following three clues, in order:    

· The PCs can find several samurai who will testify that Ide Kyosuke was romantically linked to Yogo Rika, the daimyo’s karo.  

· The PCs find two samurai who remember seeing Ide Kyosuke and Yogo Rika walking together in the vicinity of the Jade Tea Set shortly before the murder took place.  

· The PCs find a Crane samurai who remembers seeing a Scorpion woman with a bloody tanto running toward the eta district late that night.  The Crane gives a description which matches Yogo Rika, and can identify her if he sees her.  

If the PCs do not find all of the clues, Hayai will do so – he ultimately makes all three rolls, over the course of a day and a half.

Evening Meeting

At the end of the first day, Usagi Hayai will meet up with the PCs again at the Bright Dragonfly Inn.  He will listen to whatever evidence and information they have found, but will be politely dismissive toward anything that is not samurai testimony.  If the PCs ask what he has found, he will explain, “I have located some witnesses reporting interesting information, but nothing conclusive as yet.  I shall continue my search tomorrow.”  PCs who accompanied him, of course, can choose to say more if they wish.  

Part Four: The Second Day

In the morning, a servant will approach the first PC to come to breakfast, handing the PC a letter.  If for some reason none of the PCs are at their inn, the servant will wait there all day until a PC visits the inn or until they leave to present their evidence to the governor that afternoon.  The letter is Player Handout #1. 

The servant will not normally disclose the name of the sender, but if he is physically threatened he will admit the letter came from Shinjo Satoshi.  

The PCs can also learn the source of the letter with the spell Reflections of Pan Ku (which will show an image of Shinjo Satoshi writing the letter).  A roll of Intelligence/Calligraphy at TN 20 will show that the style of writing and brush-strokes appears masculine.

Meeting with Shinjo Satoshi

Presumably at least one of the PCs will go to the Lucky Rat to meet the person who sent them the letter.  When they reach the Lucky Rat, they will spot a man in a cloak and a straw hat standing at the entrance to a nearby alley.  He makes a single beckoning gesture and then slips into the alley, out of sight.

Whether the PCs choose to approach casually or cautiously is up to them – the man will wait for them in the alley about ten minutes.  Once they approach him, he will tilt back his hat, and the PCs will recognize the face of Shinjo Satoshi.

“My apologies, samurai-sans, for the trouble I am causing you.  But I must speak, whatever the cost.  I know who it was that murdered Ide Kyosuke, but I could not tell you yesterday.  My loyalty to the Unicorn and the threats of my superior demands my silence, but Honor requires that I speak, and I do not wish to live in fear.  If I testify, will it be enough for you to convict the killer?”

Satoshi is lying, of course, but the PCs will have a hard time seeing through him – his Awareness/Deceit (Lying) roll is 10k5+5, with a Free Raise and the benefits of the Voice Advantage.  If the PCs do realize he is lying, he will play at being offended by their lack of trust, and try to convince them he is merely concealing things out of fear.  

Assuming the PCs do cooperate and promise to bring the killer to justice, Satoshi will go on to tell them Shinjo Keichi killed Ide Kyosuke. “You may already know Keichi and Kyosuke had a terrible argument the night of the incident. They were fighting over a woman… I need not trouble you with the details, but suffice to say that Kyosuke has what Keichi had sought. Kyosuke finally got too angry and left, and Keichi left shortly thereafter. When Keichi returned but Kyosuke did not come back, I became worried.  And when it turned out Kyosuke was murdered, I did some investigating.  And I saw him hide the murder weapon in his office.”

If the PCs ask why he has not come forward, he answers, “Keichi-san is of higher status than I am, and when I dropped some suggestions he made it clear my life and reputation would depend on silence.”  Satoshi will try to play the role of an honorable man who is trapped between his duty to his Clan and the call of conscience and Honor.

If the PCs ask him for more information about the argument between Keichi and Kyosuke, and in particular if they ask which woman they were arguing about, Satoshi will be very reluctant to say anything.  As a Scorpion he knows that Yogo Rika is the murderer, and he wants to keep attention on Keichi and away from her.  However, if it appears that the PCs are not going to trust him unless they learn her identity, he will grudgingly tell the truth, while trying to spin it to focus attention on Keichi’s supposed guilt.  He will admit they were arguing about Yogo Rika, the daimyo’s karo. Both men had been romancing her, and Ide Kyosuke announced at dinner that he was going to petition to marry her.  He believes Shinjo Keichi was in love with her also, and implies Keichi probably killed Kyosuke over that.

If the PCs insist that Satoshi testify in the case, he will at first feign continued reluctance, claiming he cannot testify against a higher-ranking Unicorn who has also been his friend up until now.  Eventually, however, he will allow them to argue him into doing the honorable thing and speaking out against Keichi.  See Part Five: Naming the Culprit for the consequences of this.  

Searching Shinjo Keichi’s Office

If the PCs learn Shinjo Satoshi’s story, they will presumably want to search Shinjo Keichi’s office at the Unicorn embassy.  

Shinjo Keichi will be very offended by the suggestion that he is a suspect or his room needs to be searched.  He will firmly deny any involvement in Kyosuke’s death and proclaim the PCs’ suggestions to be insults to his honor and that of the Unicorn Clan.  PCs who roll Awareness/Investigation (Interrogation) at TN 25 will suspect that his outrage is genuine.

If at least one of the PCs is Status 4.0 or higher, or a Unicorn of Status 3.0 or higher, and invokes their social position in role-play, Keichi will ultimately have to back down and allow the search.  Otherwise, in order to override Keichi and search his office, the PCs will have three options:

· Get the Scorpion magistrate, Yogo Oishi, to support their investigation.  Oishi knows this is an effort to deflect blame from Yogo Rika, so he will at first feign reluctance but then grudgingly agree to help the PCs.

· Role-play a clever argument that makes Keichi look bad if he fails to allow them to search, and then back up that role-play with a roll of Awareness/Courtier (Manipulation) at TN 20.  This will force him to back down and allow the search.

· Recruit the Emerald Magistrate Shiba Mitsuhide to assist them.  Mitsuhide has no direct involvement with the case, but he will be more than willing to assist honorable samurai in their investigation if their case seems persuasive.  In the face of Mitsuhide’s social position Keichi will back down. 

Once the PCs search the office, they can roll Perception/Investigation (Search) at TN 10 to find the knife concealed above the ceiling panels.  It is of Unicorn design, with a hilt wrapped in purple thread.  They will also find a folded note next to the knife.  The paper appears to be a torn page from a pillow-book, and is filled with angry, tormented ranting about Kyosuke’s jealousy of Keichi’s lover, whose name is not mentioned.  If the PCs specifically ask about the note’s handwriting, allow them to make an Intelligence/Calligraphy roll at TN 30 to realize it is in a very similar handwriting to the letter from Shinjo Satoshi earlier.  Satoshi will, of course, lie and firmly deny writing the note.

If a shugenja PC Communes with the Earth kami in the knife or the room, or the Air kami in the room, they will all claim the knife was placed in the ceiling by a “man in purple clothes.”  The spirit in the knife does not remember anything about the murder.  There are no active kami in the note, but casting Reflections of Pan Ku on it will identify Shinjo Satoshi as the writer.  

Any PC who rolls Intelligence/Lore: Law at TN 10 will know that evidence obtained magically is useless under Rokugani law.  If they make accusations anyway, Satoshi will firmly deny anything they say, and points out the law to those who might not know it.  “I do not know why you would wish to use your sacred gift to use the kami against me, samurai-san, but your accusations are monstrous and foully dishonorable.”  

Part Five: Naming the Culprit

Usagi Hayai will spend the morning of the second day tracking down the last of the clues pointing at Yogo Rika.  In early afternoon he will send word to the PCs that he requests their attendance at the governor’s residence. “I have identified the culprit as Yogo Rika, karo to the governor, and intend to conclude this case forthwith,” his message reports.  Presumably the PCs will go – those who refuse this request will miss the end of the adventure, and lose 5 points of Glory as Hayai condemns them in court as unreliable.

Getting Help

If none of the PCs are Emerald Magistrates, and they haven’t earned the ire of Shiba Mitsuhide, they will encounter him as they walk to the governor’s residence. He is wearing his Emerald Magistrate’s sash as usual, and will bow politely to the PCs, but will continue on his way unless the PCs stop him. 

This encounter is to give the PCs the chance to have someone on their side who has equal social standing with Usagi Hayai.  If they ask Mitsuhide politely for his help, and show him the evidence against Shinjo Keichi, he will be glad to speak for them in court.  (He will not act on the basis of inappropriate evidence such the testimony of spirits.)  

Hayai Makes His Accusation

Seated at the head of the room is the daimyo, Yogo Miyoko, looking slightly more disgruntled than when you last met. Next to her are the Scorpion magistrate, Yogo Oishi, looking tired and out of sorts, and the karo Yogo Rika, her face still concealed by the same mask she wore to dinner.  Usagi Hayai stands before them, looking impatient.  Seated to one side is the monk, Hoshi Haitoku, who watches the scene with interest.

Usagi Hayai will bow to the PCs, straighten his kimono, and immediately launch into his accusations against Yogo Rika.  PCs who expect they will be given the opportunity to present their own evidence will be disappointed.  

Usagi Hayai speaks in a loud, clear voice. “Yogo Miyoko-sama, it pleases me to announce that the culprit has been found.  I have gathered the testimony of several samurai and the culprit is clear. All I require now is a confession”

Yogo Oishi will interrupt and urge Hayai to finish promptly.  “I believe we all wish to get this over with quickly.”

Usagi Hayai frowns and continues in a dogged, pedantic manner. “Oishi-san, tradition requires a confession be signed before the case can be closed. There will be no ‘getting this over with.’”

It is Yogo Miyoko’s turn to frown. “If the case is not closed, Usagi-san, then why have you called us all here? I have many demands on my time.  Come back when you’ve gotten your confession.”

“I am here to get the confession, Yogo-sama. The case will be closed as soon as your karo, Yogo Rika, gives it to me.”

Yogo Miyoko answers with cold anger, although a PC who rolls Awareness/Investigation at TN 20 will sense that she is alarmed underneath her front.  “First you barge into my city demanding my magistrate hand oer a case to you, dishonoring my law enforcement, then you drag these samurai into your crusade, and now you dishonor this house with your accusation.”  

Yogo Rika will interrupt this scene by suddenly taking off her mask, revealing red eyes and a tear-streaked face.  Her voice is choked with grief as she speaks.  “Usagi-san. I loved Ide Kyosuke-san.  I would never do anything to hurt Kyo-chan. Why do you accuse me of being his murderer?”

Silence will fall in the face of this dramatic moment – both Yogo Miyoko and Usagi Hayai are momentarily stunned at the karo’s behavior.  However, PCs who roll Raw Awareness at TN 20 will realize Miyoko is not completely surprised by Rika’s words.  After a few moments, Miyoko will gesture to the guards along the walls and they will escort Rika out, the karo’s steps weak and faltering.  Usagi Hayai will start to object to the accused leaving the room, but Yogo Miyoko overrides him.  

The daimyo rises to her feet, seeming to tower over Usagi Hayai, her eyes blazing with fury behind her Scorpion mask.  “How dare you cause such a loss of face in my court, Usagi-san? You clearly aren’t capable of performing your duties as Emerald Magistrate.  You make a mockery of me, my karo, and my magistrate with this nonsense!”  She pauses a moment and turns her baleful gaze on the PCs. “I’m sure the samurai with you will have nothing to do with your disgraceful behavior, of course.”

The PCs Take Action

Miyoto’s speech has (deliberately) given the PCs an opening, and if they have an alternative explanation for the crime, now is their chance to present it.  In fact, if any of the PCs are Emerald Magistrates, she will actively recruit them to speak up.  “Surely the other magistrate here will be able to succeed where you have failed, Usagi-san.”

The PCs can present any alternative evidence they might have collected (e.g. accusing Shinjo Keichi), or they can speak in support of Usagi Hayai, or they can choose to remain silent.  It should be noted that Usagi Hayai will listen to anything the PCs say silently and coolly. As he is a traditional samurai, he firmly believes in honorably enduring any insults thrown at him, no matter how harsh, and he will not even flinch if someone calls him incompetent.

At this point many things could happen, depending on what the PCs choose to say and do. Below are guidelines for handling the most likely scenarios, but the GM should be prepared for extreme and possibly random situations the PCs may have gotten themselves into.

Finding Out More from Usagi Hayai

If none of the PCs accompanied Usagi Hayai during his investigations, they may demand to know how he drew his conclusions.  He will be happy to explain.

“My investigations took throughout the town, systematically searching for any samurai who might have seen anything associated with the crime.  I interviewed over fifty samurai and gathered extensive testimony.  Numerous samurai testified to a romantic relationship between the deceased, Ide Kyosuke, and the defendant, Yogo Rika.  Two of these samurai testified to seeing Ide Kyosuke and Yogo Rika walking together in the vicinity of the murder scene, the Jade Tea Set.  Further, a Crane samurai saw the defendant, Yogo Rika, running with a bloody tanto towards the Eta district late that night, after the murder would have occurred. Therefore, according to these testimonies, Yogo Rika is guilty.”

Usagi Hayai will stand by the evidence he has gathered, and is willing to pledge his honor on its credibility.

The PCs Step Down

Clever PCs may realize they have been used.  They might also prefer to stay out of the struggle between Usagi Hayai and the Scorpion, or they might actually realize that Yogo Rika is guilty and Hayai is in the right. 

If the PCs decide to allow Usagi Hayai to make his judgment without argument, or are convinced that Hayai’s judgment is correct, the Scorpion will have no further power to defend Yogo Rika. She will be escorted back into the hall, where Usagi Hayai will present her with his evidence and demand she undergo questioning to confess to her crime.  She is taken away and the scene is over. Go to the Conclusion for what happens afterward.

· It should be noted that if this is the outcome, the PCs will not normally encounter the ghost of Hiruma Kyojitsu at the end of the module (see “An Honorable Ghost” in the Conclusion).  However, if the GM judges that any of the PCs have taken a strong stance against Usagi Hayai, his methods, or his decisions, those PCs might still encounter Kyojitsu at the GM’s discretion.  

The PCs Lack Sufficient Evidence for a Conviction

In order for the PCs’ case to be strong enough to have a chance of overturning Hayai’s case, they will need testimony of the romantic rivalry between Kyosuke and Keichi, testimony of their behavior on the night of the murder, the knife and paper from Keichi’s room, and the testimony of Shinjo Satoshi that he saw Keichi hiding the knife.  If the PCs, for any reason, do not have all of this evidence, there is little they can do to fight Usagi Hayai’s decision. Particularly determined PCs may still look for an option, however: 

Lying – the PCs always have the option of lying about testimony. Usagi Hayai will try to see through their lies by rolling Perception/Investigation (Interrogation) against the PC’s Awareness/Deceit (Lying).  Obvious or outrageous lies will automatically be detected.  If he realizes the PCs are lying, he will question the PCs relentlessly until they say something that contradicts their previous statements. 

· PCs caught lying will lose two points of Glory.  Whether they are caught or not, they will lose a number of points of Honor equal to their current Honor Rank.  

If Hayai fails to see through a lying PC, it will be assumed their testimony is honest and legal.  This will allow them to push for the conviction of someone other than Yogo Rika.  Hoshi Haitoku will observe the PCs with interest, smiling enigmatically.  Go to the appropriate Conclusion section. 

This result will cause all the PCs involved in the deception to encounter Hiruma Kyojitsu (“An Honorable Ghost” in the Conclusion) even if Yogo Rika is ultimately convicted.

Pulling Rank – Emerald Magistrate PCs with higher total Status than Usagi Hayai may believe they will be able to overturn Usagi Haya’s decision despite their lack of evidence to convict anyone else of the crime. However, this is not so. Without evidence proving Yogo Rika’s innocence or anyone else’s guilt, they have no legal authority to force Hayai to set aside his case, and while they can try to socially intimidate him, he will politely but firmly rebuff their efforts.  

The PCs Have Sufficient Evidence for a Conviction

Again, in order to have enough evidence for a conviction, the PCs must have the following: testimony of the romantic rivalry between Kyosuke and Keichi, testimony of their behavior on the night of the murder, the knife and paper from Keichi’s room, and the testimony of Shinjo Satoshi that he saw Keichi hiding the knife.   

If the PCs present all of this evidence, the Scorpion, Hayai, and Hoshi Haitoku will all listen quietly and earnestly, absorbing everything the PCs have to say.  Once they are finished, Usagi Hayai expresses mild surprise at having two completely different but plausible stories, but quickly recovers and reaffirms his position. “Your testimony is very interesting, samurai-sans, but I am the ranking magistrate here, and I declare my evidence to be superior.”  

Any PC who rolls Intelligence/Lore: Law at TN 15 will realize that their only option here is for one of them of sufficient rank to challenge Hayai, staking their Honor on the truth of their evidence and the falsehood of Hayai’s evidence.  Any Emerald Magistrate PC can do this, as can any other PC with Status of 4.5 or higher.  Proceed to “Dueling Usagi Hayai” for what happens next.

Shiba Mitsuhide Speaks for the PCs

If the PCs invited Shiba Mitsuhide to accompany them, and call on him to support their position, he will discuss all of the testimony at length.  If the PCs have found enough evidence for a conviction (see above), the weight of Mitsuhide’s support will allow them to override Hayai.  The daimyo will accept their case and gives orders for the arrest of Shinjo Keichi.  In this case, Usagi Hayai will be clearly angered by Shiba Mitsuhide’s interference and proclaims his absolute confidence in the results of his investigation.  He will challenge the PCs to a duel to prove the truth of his case.  Proceed to “Dueling Usagi Hayai” for what happens next.

Split Party

If one or more PCs wish to stand against Usagi Hayai while other PCs wish to support him or to back down, the GM should take note of which PCs take which side. Hoshi Haitoku will observe this split with interest, raising his eyebrows at the PCs who choose to back down or to support Hayai.  

If PCs who disagree with their comrades are acting for honorable reasons, such as pointing out that Hayai is their superior and it is not their place to argue with him, or trusting in his Honor as a magistrate, those PCs will be immune to any attentions from Hiruma Kyojitsu (see “An Honorable Ghost” in the Conclusion).  If they do not present a reason for backing down, or if they just remain silent during the arguing, they will not be immune.

Dueling Usagi Hayai

Normally, the only way to stop Usagi Hayai from convicting Yogo Rika is to face him in an iajutsu duel. Due to the importance of the case (a murder), Hayai will insist on a duel to the death.  As an Emerald Magistrate he has the authority to authorize a death-duel to determine guilt or innocence.  Thus, in order to convict Shinjo Keichi, the PCs will have to kill Usagi Hayai.  

· Shiba Mitsuhide will not duel on the PCs’ behalf, even if he spoke in their favor.  “I believe your cause is an honorable one, samurai-sans, but it is nevertheless your cause, not mine. I am merely an outlet for your words. If you do not have the resolve to duel him yourself, you must not be confident your evidence is satisfactory.”

Although Usagi Hayai is not particularly skilled at dueling, he will not back down, believing that both Honor and justice demand he fight.  The duel will take place immediately.  Hayai will focus first if he has the opportunity, and will keep high dice on every roll.  

· If Hayai takes a PC to Down or Out, he will promptly finish the PC off with a beheading strike, as is his right as victor.  Likewise, a PC will be expected to do the same if s/he takes Hayai to Down or Out – to do otherwise is to dishonor both him and themselves.

· If a PC backs down after the Assessment portion of the duel, the PC has accepted defeat, and will be expected to commit seppuku as tradition requires.

The outcome of the duel will ultimately decide who will be convicted of the murder. If Hayai wins, proceed to the “Yogo Rika is Convicted” in the Conclusion.  If the PCs win, proceed to the appropriate section, most likely “Shinjo Keichi is Convicted.”  The PCs will encounter Hiruma Kyojitsu in “An Honorable Ghost” regardless of whether they won the duel or not.  

Conclusion

Yogo Rika is Convicted

If Usagi Hayai wins out, Yogo Rika will be taken to the daimyo’s torturer for questioning.  She will crack very quickly and will be brought back within the hour to present her confession.  

“I’m so sorry. It wasn’t supposed to be this way. Kyosuke-kun and I were supposed to be married, he promised me.  Kyosuke-kun asked to meet me behind the Jade Tea Set that evening. He said he needed to talk to me about something important. When I saw him, he was very angry.  We walked for a bit to calm his nerves, but then he startled me.  He said something about… about another murder. About his friend Shinjo Satoshi-kun.  He said Satoshi wasn’t who he claimed to be, that he was a Scorpion, and he demanded I tell him about it.  I knew he would leave me, he would hate me, if I told him the truth, and… and… I don’t know.   The next thing I remember, I’m holding my knife, covered in blood, and my Kyosuke-kun is lying dead before me. I ran as quick as I could to find the eta, but someone spotted the body and alerted the magistrate.  The truth has been eating at me ever since. I’m so sorry, I’m so sorry.”

After hearing this surprising confession, Usagi Hayai will pronounce that Yogo Rika will die for the murder of a samurai. She requests the option to commit seppuku, and it is granted.

If Shinjo Satoshi accompanied the PCs to the court, he will slip out before Rika can confess (he knows what’s coming).  If the PCs go to the Unicorn embassy looking for him, he has disappeared.  The other Unicorn – Keichi, Shion, and various lesser ji-samurai -- are packing their belongings and leave within the hour.  “We have received urgent word from the Unicorn lands,” Keichi says briefly, offering no other explanation.  

Yogo Miyoko will firmly deny any knowledge or involvement in Rika’s strange tale or Satoshi’s behavior. Without further testimony, neither Hayai nor the PCs will be able to pursue a case against her.  She will use her political influence to prevent the PCs from gaining any Glory for convicting Rika. 

If this conclusion is the result of the PCs losing a duel with Usagi Hayai, the ghost of Hiruma Kyojitsu may visit them (see “An Honorable Ghost”) that night.  

Shinjo Keichi is Convicted

If the PCs dueled and defeated Usagi Hayai, they will be able to convict Shinjo Keichi.  If there is no Emerald Magistrate among the PCs, the sentence will be given by Yogo Oishi, who will declare the murderer Shinjo Keichi be hung by the neck at dawn, with no opportunity for seppuku.  If a PC Emerald Magistrate chooses to deliver sentence, they can offer Keichi the chance for seppuku if they wish.  Regardless, Keichi is arrested and imprisoned for the night. The next morning, amidst a rain-filled sky, Shinjo Keichi goes to his death.  

After the execution, the PCs will be brought back into the hall for a final meeting with the daimyo, Yogo Miyoko, who praises them for their determination and bold sense of justice.  Yogo Rika will be present as well, but will remain silent.  A PC who observes her and makes a Raw Awareness roll at TN 25 will notice a continuing aura of sadness about her.

The PCs are each given a sumi-e box wrapped in cloth of Scorpion colors. The handles of the brushes within are patterned with Scorpion red and black swirls and the ink is a pitch black, complimenting the colors of the brushes and box. The PCs also gain 1 point of Glory each. Check the “Awards and Penalties” section at the end of the module to see if any PC qualifies for the Emerald Magistrate cert.

In this case the PCs are very likely to receive a visit from Hiruma Kyojitsu at the end of the adventure.  See  “An Honorable Ghost” below.  

Anyone Else is Convicted

It is possible that the PCs may get way off track and try to convict someone else entirely, either through error, malice, or PC-to-PC sabotage. The GM should handle this scenario however it is deemed appropriate, but in general, this option will only be possible if the PCs deliberately frame someone (entailing major Honor loss) and then duel Usagi Hayai successfully.  

Whoever is convicted will be hung by the neck the following morning. Following the execution, the PCs will be invited back into the castle, where the Scorpion will thank the PCs for “stopping Usagi Hayai’s outrageous claims and solving the crime in lieu of his madness.”  The PCs gain a point of Glory each, and Hiruma Kyojitsu pays them a visit if possible (see “An Honorable Ghost” below).  

Hoshi Haitoku Bids Farewell

Following the conclusion of the case, the PCs will presumably return to their inn to spend one final night in Pokau, or to gather their belongings if they plan on leaving immediately. As they are walking to the inn, they will encounter Hoshi Haitoku.  He bows to them and asks, “A very peculiar couple of days, would you not agree, samurai-sans?”  

If the PCs supported Usagi Hayai, he will remark,  “Hayai-san follows Bushido very closely.  But as I have seen in the past, his methods have led him astray more than once.  Would you follow his path to the end, even if you were sure an innocent man was to be convicted?”

If the PCs opposed Hayai, the monk says, “I must praise you, samurai-sans.  Your Strength and Determination saw this case through, against the stubborn resistance of Usagi Hayai.  Do you think the Empire will be better off without his brand of justice?”  

Either way, Haitoku will chat with the PCs for a short time, continuing to point out the flaws in Bushido and note the difficulty of accomplishing anything while following its tenets.  He will make one more attempt to offer gifts of prayer beads to PCs who seem to reject Bushido or embrace the ways of shourido – specifically targeting any PCs who rejected Hayai’s honorable and traditional approach.  

Eventually Haitoku departs, bowing to the PCs once again.  “It seems I am no longer welcome in Yogo Miyoko’s court, so I must resume my quest for Knowledge elsewhere.”  He looks up and frowns, sniffing the air.  “And I think this town will soon cease to be a safe place for anyone, samurai-sans.”  

Haitoku will not explain this enigmatic remark, but its content will become clear to the PCs a few days after they leave Pokau.  Unicorn troops have marched through the Seikitsu Pass and seized the town. 

An Honorable Ghost 

At the end of the adventure, the ghost of Hiruma Kyojitsu, devotee of shourido, will attempt to bestow his attentions on some of the PCs.  The prayer beads which Hoshi Haitoku gifted to the PCs are spiritually linked to Kyojitsu’s malign spirit, allowing him to watch these PCs and visit them in their dreams.  If none of the PCs took the prayer beads, Kyojitsu will only be able to approach one PC, picking whoever seemed (in the GM’s judgment) to be the most willing to forsake Honor for the sake of success.  If any PCs took the prayer beads, Kyojitsu will instead approach all of those PCs.  

The GM should take each PC aside separately for this scene – Kyojitsu approaches each of them privately in their dreams.  

Each PC experiences a dream in which they find themselves standing in a temple, its walls made of smooth stone but with no statue or other symbol on display.  Incense burns and the pleasant smell of sandalwood wafts through the air.  A lone man dressed in Crab colors kneels on the floor in the center of the room.  This is the spirit of Hiruma Kyojitsu, and PCs who roll Intelligence/Theology at TN 25, or Intelligence/Lore Spirit Realms at TN 20, will realize he is some kind of ghost or ancestral spirit.  If the PC beats the TN by 10 or more, s/he will realize this is a dream, and not another spirit realm – the Crab is visiting their dreams, rather than meeting them in Yume-do.

“Greetings to you, samurai-sama. My name is Hiruma Kyojitsu. I apologize for contacting you like this, but I’m afraid it’s the only means for me to do so right now, as I am no longer alive.”  He smiles self-deprecatingly.  “I died hundreds of years ago in honorable service for my Clan, and now I seek to aid others in the Empire who follow the same path as I did. I have taken notice of your deeds recently.  You have shown great determination, and even when the path ahead was difficult, you forged through with strength and indomitable will.  Unfortunately, following the path of honor does not always reward those who deserve it -- I know the feeling all too well.”

PCs who are paying attention can notice Kyojitsu’s use of certain keywords (determination, strength, will) associated with shourido.  A PC who is suspicious of Kyojitsu’s offer (for this or other reasons) can make a skill roll with either Intelligence/Lore: Bushido at TN 30 or Intelligence/Lore: Shourido at TN 20 to realize there is a subtext of shourido to Kyojitsu’s words.  If any PC raises this issue, Kyojitsu will look wounded, and insists he is an honorable ancestral spirit trying to offer advice and guidance to worthy souls.

PCs who are suspicious of Kyojitsu’s intentions can roll Perception/Investigation (Interrogation) at TN 25 to suspect he is trying to deceive them.  If they accuse him of lying to them, Kyojitsu will angrily declare that he will not aid such suspicious and dishonorable souls, and the dream ends.

If the PCs do not see through Kyojitsu, he will continue to speak with them, claiming that he wishes to offer them guidance.  “My sole wish in the afterlife is to see to it that others should be able to follow the path of honor.  With your permission, samurai-sama, I would like to accompany you on your travels, and lend you knowledge and insight on your honorable path.”
Again, there are some keywords here that may tip off cautious PCs.  Also, if the PCs ask Kyojitsu what part of “the afterlife” he inhabits, he will say, “I dwell with many other ancestors, watching over the mortal world,” which again is a deceptive answer which PCs can perceive with an Investigation roll as above.  He will avoid actually claiming he inhabits Yomi.

If a PC accepts Kyojitsu’s offer of help, that PC will receive the “Possessed” cert.  If a PC rejects his offer, he will normally storm away in fury as outlined above.  However, if the PC has the “Fascination: Shourido” Disadvantage, Kyojitsu will try to force himself on the PC.  The PC must make a Willpower/Lore: Bushido roll, adding their Honor rank to each die, at TN 30 to completely reject Kyojitsu’s influence.  Otherwise the PC gains the “Possessed” cert. 

· If at any time a PC specifically says s/he wants to  wake up or leave the dream, that PC can roll  Void/Meditation at TN 25 to do so, ending the scene.

A PC who becomes possessed by Hiruma Kyojitsu will have almost no way to remove him – see the “Possessed” cert for details. 

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

PC supported Shinjo Keichi’s conviction
+1 XP


OR 

PC supported Yogo Rika’s conviction
+2XP 

Total Possible Experience:

4 XP

Other Awards/Penalties

PCs who convicted anyone other than Yogo Rika will gain 1 point of Glory.  A PC who defeats Usagi Hayai in a duel will gain 2 points of Glory.

If Shinjo Keichi is convicted and none of the PCs are Emerald Magistrates, Yogo Miyoko will call in political favors to arrange for one of the PCs who condemned Keichi to be appointed as an Emerald Magistrate.  She will pick a Scorpion PC first.  If no Scorpion PCs are available, she will choose the PC with the highest Glory.  

PCs who accepted (or failed to resist) Hiruma Kyojitsu’s influence gains the “Possessed” cert.

Appendix: NPCs 

Usagi Hayai – Hare Clan Traditionalist and Emerald Magistrate

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 3

	EARTH 2
	WATER 3 

	Stamina 4
	

	VOID 3


TN to be Hit: 31

School/Rank: Usagi Bushi 2


Rank One: When moving full distance in a Full Attack, may make a leaping attack that grants Free Raise and adds Athletics to the attack roll.  When on Full Defense, add Athletics skill to TN to be Hit as long as there is room to maneuver.


Rank Two: Add School Rank to Water Ring when determining movement rate.  Initiative cannot be reduced by Tides of Battle.  Reflexes is increased by School Rank when determining TN to be Hit.  

Honor/Glory/Status: 3.5/3.6/4.5

Skills: Athletics (Running, Swimming) 3, Calligraphy 3, Courtier 2, Defense 3, Etiquette 2, Hunting 3, Iaijutsu 3, Investigation 3, Kenjutsu 3, Kyujutsu 1, Lore: Heraldry 2, Lore: Law 3, Meditation 2, Tea Ceremony 1, Theology 2, Underworld 1

Mastery Abilities: May declare Full Defense when Initiative is rolled. May re-roll one Investigation roll.  May focus an additional time in an Iajutsu duel.

Advantages/Disadvantages: Social Position (Emerald Magistrate)/Driven (Uphold Traditional Law), Idealistic
Equipment: Kimono and sandals, daisho set, sasumata (mancatcher), writing kit, traveling pack, 3 koku

Hoshi Haitoku, Corrupt Dragon Monk

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 25

School/Rank: Three Orders Monk 2

        Tattoo, Crow: Immune to the Taint (unless gaining it voluntarily) but attracts the attention of all Shadowlands creatures

        Tattoo, Full Moon: Make an opposed Willpower roll with an opponent to make them lose one Void point. In sunlight you must spend a Void point to use this tattoo

        Tattoo, Sun: While in the sun, may gain Free Raises equal to Insight Rank on one roll

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

Skills: Artisan: Tattoos 1, Athletics 2, Calligraphy 2, Courtier 2, Defense 5, Etiquette 2, Hunting 2, Investigation 3, Jiujutsu 4, Lore: Ancestors 2, Lore: Bushido 3, Lore: History 2, Low: Law 2, Lore: Myth & Legend 2, Lore: Shadowlands 1, Lore: Shourido 4, Lore: Spirit Realms, Meditation (Void Recovery) 4, Stealth 2, Storytelling 2, Theology (Fortunes) 3.

Mastery Abilities: May declare Full Defense when Initiative is rolled. May re-roll one Investigation roll. Recovers four Void points from Meditation. Rolls +1k0 for damage with unarmed combat.  Free Raise with all skills at Rank 5

Advantages/Disadvantages: Forbidden Knowledge (Shourido), Great Potential (Meditation), Sage/Bad Reputation (Heretic), Dark Fate
Equipment: Clothing and sandals, straw hat, traveling pack, ten sets of prayer beads linked to Hiruma Kyojitsu’s spirit, 1 koku in loose coins.

Shiba Mitsuhide, Gullible Emerald Magistrate

	FIRE 3
	  AIR 4

	Agility 5


	

	EARTH 3
	WATER 2 

	
	

	VOID 5


TN to be Hit: 39

School/Rank: Shiba Bushi 3


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


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


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

Honor/Glory/Infamy/Status/Taint: 2.4/9.4/5.1/0.1

Skills: Artisan: Ikebana 1, Athletics 2, Battle 1, Courtier 1, Defense 3, Etiquette 3, Iaijutsu (Focus, Strike) 7, Investigation 3, Kenjutsu (Katana) 5, Kyujutsu 1, Lore: History 2, Lore: Law 2, Meditation (Void Recovery) 2, Spears 1, Storytelling 2, Theology 1 

Mastery Abilities: May declare Full Defense when Initiative is rolled.  May re-roll one Investigation roll. Gains an extra focus in an Iaijutsu duel and an extra +1k0 on all focus rolls during an Iaijutsu duel. Free Raise with all skills at Rank 5 or higher.  May subtract Kenjutsu Skill Rank from Wound penalties when using the skill.  

Advantages/Disadvantages: Allies(Many), Language (Senpet), Social Position (Emerald Magistrate, Sensei), Voice / Driven(Absolute Justice), Fascination (Tea Sets), Gullible, Sworn Enemies (Usagi Hayai, others)

Equipment: Fine katana, wakizashi, traveling pack, fine kimono, lucky pet rat, magistrate sash (always worn), 3 koku.

Special: If a PC can sense spirits, they will notice the presence of many Void spirits around Mitsuhide.  These spirits give him an extra Void Point per day to spend on any action.

Shinjo Keichi, Convenient Distraction

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 2


TN to be Hit: 24

School/Rank: Moto Bushi 2

        Moto Bushi Rank 1: Wields scimitar one handed and rolls one additional die when attacking. When in full attack posture, roll two additional dice (for a total of 3.) Add Earth to damage.

       Moto Bushi Rank 2: Subtract Willpower + school rank from the wounds made by any damage roll made against you to a minimum of 1 wound. Add Water ring to the total of all attack rolls.

Honor/Glory/Status: 2.0/1.0/3.5

Skills: Athletics 3, Battle 1, Commerce 2, Courtier 2, Defense 4, Etiquette 2, Horsemanship 3, Hunting 3, Investigation 1, Kenjutsu (Scimitar) 3, Kyujutsu 2, Lore: Scorpion 1, Lore: Unicorn 1 

Advantages/Disadvantages: Ally (Utaku Shion), Benten’s Blessing, Social Position (chief of Unicorn embassy in Pokau)/Jealousy (Ide Kyosuke), True Love (Yogo Rika)

Equipment: Daisho set (scimitar in place of katana), kimono and sandals, 5 koku.
Utaku Shion, Brash Battle Maiden

	FIRE 2
	  AIR 3

	Agility 3


	Reflexes 4

	EARTH 4
	WATER 3 

	
	Strength 4

	VOID 3


TN to be Hit: 24 (29 in light armor)

School/Rank: Utaku Battlemaiden 2

       Rank 1:  Roll additional die when using Kenjutsu, Battle, and Horsemanship.

       Rank 2:  At the beginning of a combat round, she may choose to exchange her initiative and TN to be Hit for the duration of the round. Add Air Ring to the total of all Attack Rolls.

Honor/Glory/Status: 3.0/1/1.5

Skills: Animal Handling (Horses) 3, Athletics 3, Battle (Skirmish) 3, Commerce 1, Defense 2, Heavy Weapons 2, Horsemanship 5, Hunting 2, Iaijutsu 2, Jiujutsu 3, Kenjutsu 3, Kyujutsu 3, Staves 3, Theology 2.

Mastery Abilities: Free Raise with Horsemanship. 

Advantages/Disadvantages: Allies (Shinjo Keichi, Ide Kyosuke)/Bad Reputation (Brute) 

Equipment: Daisho set (scimitar in place of katana), small club (0k2 damage), kimono and sandals, light armor (not worn), 5 koku.

Generic Moto Bushi, Companions to Shion

	FIRE 2
	  AIR 3

	Agility 3


	

	EARTH 3
	WATER 3 

	
	

	VOID 2


TN to be Hit: 19

School/Rank: Moto Bushi 1

        Moto Bushi Rank 1: Wields scimitar one handed and rolls one additional die when attacking. When in full attack posture, roll two additional dice (for a total of 3.) Add Earth to damage.

Honor/Glory/Status: 2.0/1.0/1.0

Skills: Athletics 3, Battle 1, Defense 2, Horsemanship 3, Hunting 3, Kenjutsu (Scimitar) 3, Kyujutsu 2, Staves 3, Theology 1.

Advantages/Disadvantages: None. 

Equipment: Daisho set (scimitar in place of katana), club (0k2 damage), kimono and sandals, traveling pack, 5 koku. 

“Shinjo Satoshi”, Scorpion Infiltrator

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 3


TN to be Hit: 22

School/Rank: Shosuro Actor 3

       Shosuro Actor Rank 1: Gain +3K0 to all acting rolls and rolls to persuade another person using a social skill. Add Air Ring to TN to be Hit.

       Shosuro Actor Rank 2: When attacking an unaware opponent, not limited by Void or Skill Rank in the number of raises made on an attack roll. Gain 3 free raises to all Knives Skill rolls. Add Fire Ring to initiative.

       Shosuro Actor Rank 3: Persona: Shinjo Satoshi

Honor/Glory/Status: 1.6/1/3

Skills: Acting (Disguise) 5, Athletics 3, Calligraphy 3, Commerce 3, Courtier 4, Deceit (Lying) 5, Defense 2, Etiquette (Sincerity) 4, Forgery 3, Investigation 2, Kenjutsu 2, Knives 3, Lore: Unicorn 2, Meditation 2, Stealth 3, Sleight of Hand 3.

Persona Skills: Animal Handling 2, Horsemanship 3, Hunting 2, Lore: Burning Sands 3 

Mastery Abilities: Free Raise with all skills at Rank 5.

Advantages: Allies (Many), Voice/Dark Secret (Shosuro Actor)

Equipment: Daisho set, Unicorn kimono and sandals, traveling pack, 5 koku.

Player Handout #1

Samurai-sans,

I humbly apologize for sending you this letter in secret instead of coming to meet you in person, but my life may be in danger if my identity is exposed. I know who killed Ide Kyosuke. Please meet me at the hour of the Serpent (10am gaijin time) outside the Lucky Rat. I will tell you everything then.

Nemesis of Justice
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