Contest of Artistry

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

by Rob Hobart

In a time of chaos, Imperial Chancellor Otomo Kazuma offers harmony and beauty by presenting a competition of the three greatest acting troupes in Rokugan.

Adventure Summary and Background

With the deaths of the Emperor and Miya Shikan, the Imperial Chancellor, Otomo Kazuma, stands as the most powerful man in Rokugan… at least in theory.  Reality is more complex, as the absence of an Emperor on the Sapphire Throne calls the Chancellor’s power into question, and the wars sweeping across the Empire like a tsunami have reduced the power of politicians everywhere.

In an attempt to draw both attention and influence, Otomo Kazuma has sponsored an artistic competition between the three greatest theater troupes in the Empire: the Kyozou, the Korede Gokko, and Mayakashi. Samurai from all over the Empire have been invited to attend this event, and Kazuma hopes the spectacle will help maintain his influence over an Empire which seems increasingly to be spinning out of control. 

The PCs will be among those invited to attend the contest, and through the workings of chance they will be chosen as judges for the competition between the three acting troupes.  This will put them at the center of a series of intense maneuvers by supporters of the three competitors.  In addition, the PCs will also find themselves caught up in an attempt to assassinate one of the remaining Toturi heirs, the young woman known as “the Scholar,” Toturi Maihime.    

Introduction

The adventure begins in the streets of the Imperial capital, Toshi Ranbo. The capital outwardly seems little changed in the aftermath of the recent battle with the Thranish gaijin.  The city took little real damage in the brief occupation and subsequent battle, and what damage did take place has for the most part been swiftly repaired under the direction of the Imperial Chancellor.  The only real sign of the gaijin intrusion is the line of entrenchments outside the city, which peasants are still laboring to dismantle.

All the same, there’s a definite tension and anxiety in the air.  The city’s Foreign District, formerly given only token protection, is now under careful guard, and the only Thrane visible in the streets travel with samurai escorts.  Soldiers of the Imperial Legions stand guard at the city gates and patrol the streets, and the PCs will hear rumors that all the Legions not already deployed to the Crab lands have been recalled to the capital.  

The PCs have all been invited to the Water Gardens in the Senzai district, the center of Toshi Ranbo’s artistic life.  Ronin PCs have not gotten an invitation but have heard “through the grapevine” that the event is open to all attendees, even wave-men.  

Part One: Welcome to the Celebration

The Senzai District, the center of arts and culture in the Imperial capital, is a place of bustling energy and beauty even in these uneasy times, with colored lanterns decorating every building and cheerful street vendors parked at every corner, offering mochi balls, fried squid, and other snacks to passerby. The crowds here are well-dressed and self-consciously stylish, even the commoners, and colorful parasols and beautifully embroidered fans are visible wherever one looks. 

The Imperial Water Garden is a splendid complex that sprawls across several acres of Toshi Ranbo.  Precisely manicured trees and shrubs form elegant patterns between raked gravel, and smooth paths. Chuckling streams interconnect the dozens of koi ponds that dot the gardens, with marvelously sculpted bridges crossing the clear water and affording places to observe the scene.

A great stage has been put together near the center of the Water Gardens, with tents behind it to shelter the players while they dress for their performances. Silk barriers have been raised around this part of the garden to segregate it from the more general crowd, and a group of polite servants stands at the openings in these barriers, bowing and bidding welcome to each visitor.  “Honorable samurai, welcome to this artistic competition!  The glorious Otomo Kazuma-sama asks that you give your name, that we might know all who attend this noble event!”  They have a large scroll on which each visitor is invited to stamp his chop.  PCs who fail to offer their chops will be politely denied entry – the servants explain humbly that Otomo Kazuma insists on knowing the names of all who attend as his guests.  They will not back down on this – if the PCs become belligerent, a group of Imperial guardsmen will materialize from elsewhere in the gardens and escort the PCs away (and out of the adventure).

Within the festival area, a stage has been set up and a group of musicians is seated below it, the sound of samisen and flute lending a pleasant background to the gentle murmur of conversation in the circling crowd.

After the PCs arrive, allow them to roll Perception/Lore: Heraldry at TN 25.  With a success, they notice the Imperial Chancellor, Otomo Kazuma, circulating through the crowd near the stage, fanning himself casually and chatting with other prominent-looking samurai.  If any PCs approach Kazuma, he will either ignore them (if they are less than Status 3.0), or offer them a bland smile and polite chit-chat.

Smart PCs will look around for other interesting persons.  They can make note of the following individuals:

· Bayushi Tenmaku, a handsome and athletic young Scorpion, and an expert blackmailer. PCs may have encountered him in the adventures “Topaz Championship,” “Winter Court: Shiro no Shosuro,” and “Essence of Toshigoku.”  He behaves in an overly friendly and outgoing manner, and greets any PCs he recognizes.

· A married pair of Crane nobles, Kakita Yotai and Kakita Sensa, attractive and skillful, but unfortunately also corrupt and ruthless.  PCs may have met them in the adventure “Winter Court: Shiro Hanagensai,” among other places.  They epitomize the Crane ethic of perfection, beauty, and nobility.  They are both extremely skilled in courtly maneuver, etiquette, and deception.  Unfortunately, they also ruthless and dishonorable, willing to use any sort of methods in order to succeed, and are not above employing blackmail and seduction.  Their teenage son Toji has recently won a place in the Korede Gokko acting troupe, a fact of which they will boast to everyone in sight.

· Doji Keitomaru, a young Crane magistrate, who the PCs may have met in the adventures “Topaz Championship” and the Origins-exclusive adventure “Voice of the Emperor.”  Keitomaru is a moderately handsome young man with traditional white-dyed hair.  He will be polite and friendly, but somewhat anxious around any PCs who met him in “Voice of the Emperor,” since they witnessed his cowardice toward the Tsuno attack in that event.   

· The Scorpion playwright Yogo Amasare, a short slim man with a pursed mouth, who the PCs may have met in the adventures “Unrequited Love” and “Winter Court: Shiro no Shosuro.”  PCs who have not met him before can identify the famous playwright with a roll of Intelligence/Lore: Heraldry (or some other suitable Lore skill, such as Lore: Scorpion) at TN 25.  He tries to come across as calm and confident, since he has a new play premiering at this event. However, he is actually masking intense anxiety – he wrote the new play before the untimely death of Emperor Toturi XII, and now fears its subject matter will not go over well. Amasare is a genuine man – he is so deeply obsessed with his art that he is not really capable of anything else, least of all the normal Scorpion maneuvering.  Other Scorpion tend to treat him as something of a talented simpleton, indulging him for the sake of his artistic talent.  

· Doji Samanosuke, a middle-aged man with thinning hair and a mild, slightly disconnected manner.  He is also a playwright, albeit somewhat less famous than Amasare, and can be identified with a roll of Intelligence/Lore: Heraldry (or some other suitable Lore skill, such as Lore: Crane) at TN 30.  Samanosuke’s new play is also premiering at this event and he will show a vague, slightly absent-minded pleasure at the prospect.  “It’s a fine work, I think, though it remains to be seen what those fellows in the Mayakashi will do with it.  Light comedy, that’s what’s needed in these times!  Or so they keep telling me.  A good tragedy, well, you know where you are with a tragedy.”  

· Seppun Toshio, an officer of the Imperial guard, is dressed somewhat nondescriptly in a dark-brown colored kimono and kataginu, with the Seppun mon worked into the back in a slightly lighter shade of brown that makes it difficult to see.  He is a serious, dedicated man of strict morals and stern devotion to duty.  He is not particularly attractive to look at, and becomes somewhat tongue-tied around any woman he finds attractive (including Toturi Maihime).  PCs may recognize Toshio from the adventure “Voice of the Emperor” – otherwise, they can recognize him if they roll Intelligence/Lore: Heraldry at TN 30. Toshio is here to watch over Imperial princess Toturi Maihime during her semi-anonymous attendance at this event, a duty which has filled him with stress and anxiety, especially since he was also present during an attack on the Emperor two years ago (in “Voice of the Emperor”).  If the PCs speak with Toshio or watch him for any length of time, they can roll Perception/Investigation (Notice) at TN 25 to realize he is keeping an eye on a nondescript young woman in the crowd (Maihime).

· The Imperial princess Toturi Maihime is present, but will not be immediately noticeable to the PCs.  In general, the only opportunity for them to have met her was in the “Imperial Funeral” Interactive, so it is quite unlikely they will notice this nondescript courtier maiden among the general crowd – unless they realize Toshio is keeping watch over her.  She is in a plain kimono in dark colors, her hair is worn short, and her face is pretty in an understated way.  The PCs will have a more concrete chance to make her acquaintance in Part Two. 

Gossip and Stories

Some of the PCs are doubtless interested in the latest news of the Empire, especially in light of the catastrophic events of the last two months.  The main topic of conversation is of course the Imperial throne.  Last month, the Mantis Clan and the gaijin Thrane occupied the capital in the name of the Emperor’s eldest son, Hizatoru. Emperor Toturi XII died expelling the Thrane from the capital, but before his death, he publicly confessed that his late wife had been unfaithful and he could not affirm the legitimacy of Hizatoru.  Since then, a written confession has surfaced from Mirumoto Jinzaki, the late daimyo of the Mirumoto, admitting a secret affair with the Empress.  Thus, no one is sure whether any of the Emperor’s surviving children can be considered proper heirs to the throne or not.

· Otomo Kazuma will be outwardly quite serene about the issue of both the Imperial succession and the current status of the Mantis Clan.  With respect to the succession, he expresses confidence that the Empire will soon agree on which heirs are legitimate.  Regarding the Mantis, he will calmly explain that the Mantis acted honorably on the command of Hizatoru, who they believed to be the Emperor’s legitimate heir.  If a PC tries to push the issue by accusing the Mantis of treason, Kazuma will become angry, and berates them viciously (see “The Mantis Incident” in Part Three for details of his approach).

· The Crab lands have suffered a devastating Shadowlands attack and the Clan of Hida has withdrawn its forces from the Crane lands.  Aside from any Crab PCs, there are no members of the Crab Clan in attendance.  This topic is considered highly distasteful and most of the courtiers here will avoid even speaking of it, though some may mention tangentially that many of the Imperial Legions have been moved to the Crab lands.

· Despite the Shadowlands attack, the other wars ravaging the Empire show no sign of stopping.  The Lion have inflicted a shattering defeat on the Dragon at the Drowned Merchant River, and also continue to attack and harass the northern Crane territories.  The Unicorn have refused to halt their invasion of the Phoenix and Scorpion lands, and there are rumors that their Khol army is approaching the great Scorpion city of Ryoko Owari.  

· The death of the Imperial Herald, Miya Shikan, two months ago has left the status of the so-called Sapphire Magistrates uncertain, although rumor has it that the Phoenix and Crane are trying to keep them operating.

The Announcement

Eventually, after the PCs have had a chance to circulate and meet the other NPCs, a splendidly attired man will walk out onto the stage, to the accompaniment of a beating taiko drum. An actor dressed as a tanuki (shape-shifting badger-dog) follows him, carrying a large drum with an open top, and sets it down with a heavy thud. The well-dressed man, handsome in a way that makes the young maidens in the crowd sigh and fan themselves, spreads his hands and waits for silence.  “Minna-sama!  On behalf of our esteemed sponsor, Lord Otomo Kazuma, Chancellor of the glorious Emerald Empire, I welcome you to this artistic competition.  I am Shosuro Miju, student of the Shosuro Acting Academy, and honored to serve as personal actor in the court of Lord Kazuma-sama!  Today, it is my wondrous privilege to introduce the three greatest acting troupes of Rokugan, assembled here to offer their performances for your education and entertainment.  Allow me to present them!”  

He waits for a dramatic moment as an array of taiko drums roars to one side.  Several people in elegant costume sweep forward from behind the silk curtains.  “From the famed Shosuro Acting Academy, the long-standing and much-famed Kyozou, oldest active theater troupe in Rokugan!”  Applause fills the gardens as the actors bow with elegant precision before withdrawing.  They are replaced by another group of actors, similarly garbed, but this time with the glowing light of magic surrounding them, as Air and Fire kami lend additional beauty to their costumes.  “From the union of the esteemed Kakita Artisan Academy and the wisdom of the Phoenix, the magnificent Korede Gokko!”  Golden light erupts around the actors in a spectacular blaze as they bow and retreat.  

Finally a third group emerges, this one dressed in far grander and more flamboyant costumes than the previous two, and accompanied by the rattling drum and rhythmic chants of Kabuki.  “And from here in the Imperial capital, the justly famous – and notorious! – Mayakashi, masters of Kabuki!”  The actors perform their bows as an elaborate act of Kabuki dance, with one actor, dressed as a clown, tripping and pratfalling in an act of calculated comedy that draws laughs from the audience.  Finally they too withdraw behind the curtains.

The introductions concluded, Shosuro Miju steps back to the center of the stage.  “Minna-samas, my announcements are not yet complete.  A contest of this magnitude requires plays of equal splendor. The plays performed here are all new compositions, created by the artists Yogo Amasare, Doji Samanosuke, and most notably of all, Otomo Kazuma-sama’s own nephew, the daimyo Otomo Norito!”  He pauses for a round of enthusiastic applause.  “Furthermore, the magnificent Lord Otomo Kazuma-sama has decreed that this competition shall be of a unique sort!” He strikes a pose for dramatic effect before continuing.  “As you may recall, all of you gave your chops when you arrived here.  Accordingly, all of your names have been placed into this drum!”  The tanuki steps forward and hefts the drum to the center of the stage, where he drops it with a reverberating thud.  “Those who are drawn forth from here will have the honor of judging this contest, choosing which of these three magnificent artistic groups presents the best performance!  An honor which I know you will all treat with the seriousness it deserves. Let the selection begin!”

Wooden plaques marked with the chops of attending samurai will be drawn one by one from the barrel, accompanied by dramatically rolling taiko drums.  All of the PCs’ names will be drawn, one by one.  In addition, three other names will be pulled: Bayushi Tenmaku, Kakita Sensa, and Doji Keitomaru.  

Once the names have been read out, Shosuro Miju will smile and welcome the newly chosen judges to their tasks.  “Tonight will be an evening of relaxation and delight, before the troupes begin their performances tomorrow!  As the honored judges of this event, you will be the guests of Otomo Kazuma-sama, sleeping at the magnificent House of the Golden Peacock!”  He gestures toward a fine-looking inn on the far side of the silk-enclosed area.  

With this announcement, Miju climbs down from the stage, and his place is taken by an acrobat troupe which proceeds to entertain the crowd with impressive feats of athletic tumbling and dance.  The PCs suddenly find themselves the focus of the crowd, as some courtiers step forward to congratulate them while others eye them from behind raised fans. The other three judges will introduce themselves to the PCs.  

· Bayushi Tenmaku will make a point of specifically introducing himself to any PCs against whom the Scorpion Clan have blackmail.  “I look forward to working with you in this honorable competition,” he says unctuously.

· Kakita Sensa and her husband Yotai will first approach any Crane or Phoenix PCs, smiling and fluttering their fans.  “A fine honor to participate in this event,” she says with a coquettish smile. “No doubt the Korede Gokko will prove superior, though the others will try their best.  You agree, I’m sure?”
· Doji Keitomaru will initially seem delighted at being selected for this honor, and will greet the PCs with enthusiasm.  “A wonderful opportunity to promote the beauty and art of the Empire!”  However, if any of the PCs played the special adventure “Voice of the Emperor” (from Origins 2007), he will recognize them and abruptly become subdued and quiet – they have reminded him of his dishonor in helping an attempt to assassinate Miya Shikan.    

Part Two: An Evening of Maneuver 

That evening, after the acrobat performance concludes, servants lead the PCs, the other three judges, and most of the other guests to the House of the Golden Peacock, a magnificent inn located near the center of the Imperial Water Gardens.  Any PC who rolls Intelligence/Courtier (Gossip) or a suitable Lore skill at TN 20 will know that this inn is considered one of the most prestigious in the capital, and getting rooms is very unusual for anyone who is not of the highest political stature.  

The inn does not have a common room. Instead, tables are placed outside, under silken pavilions, with a splendid view of a large koi pond and several streams crossed by beautifully carved wooden bridges.  Colored lanterns shed pleasant light on the scene and pretty serving maids scurry in and out of the inn, delivering tea, sake, and snacks.  Most of the guests will remain out here late into the night, chatting, flirting, drinking, and discussing the upcoming performances.  All of the senior actors from the three troupes are staying at the inn, and they will make a point of circulating and trying to win over the judges.  Naturally, they will avoid talking specifically about their plays, wishing to keep them secret until the premiers. 

A Princess in Disguise

Toturi Maihime is staying at the inn. She will sit at one of the tables with a Go board before her, sipping carefully from a sake cup, watching everyone around her but refraining from conversation.  If anyone approaches her and offers a game of Go, she will smile in a low-key way and accept.  PCs who look at her can roll Perception/Courtier at TN 20 to see the quality of her garments is extremely high, at the level of the very finest in the Empire.  Similarly, any PC who rolls Perception/Lore: Heraldry at TN 30 will notice the Toturi mon worked very subtly into the embroidery of her kimono.  Finally, a PC who is playing Go, speaking with her, or paying attention to her can roll Perception/Investigation (Notice) at TN 25 to realize that Seppun Toshio, seated at another table nearby, is surreptitiously keeping an eye on her.  

Toturi Maihime is a retiring, intellectual woman, and has arranged to attend this event incognito.  If a PC realizes her status and pointedly draws attention to her, she will be angered, frowning and telling the PC, “I’m afraid you are mistaken, samurai-san.”  If the PC behaves with subtlety, however – showing some hint of recognizing her identity without drawing open attention to it – she will be pleased.        

· If a PC plays Go with Maihime, her skill roll is 9k4+5+Free Raise.  She will not respect anyone who loss to her deliberately, but will be pleased if someone manages to beat her legitimately. Either way, she will enjoy the challenge of a game played to the best of her ability, and will chat with the PC afterward.

Smart PCs who realize (at least to some extent) Maihime’s identity may wish to see if anyone else has figured out the truth.  If they look around for others watching Maihime, they can roll Perception/Investigation (Notice) at TN 30 to realize that several of the actors from the various troupes are watching her covertly – they know who she is and are hoping to gain her favor.  

If any of the PCs seem to be making progress in befriending Maihime, they will be approached repeatedly by members of all three troupes, trying to arrange a meeting with the Imperial Princess so they can plead for Imperial sponsorship.    

Other Social Interactions

During the first evening, Bayushi Tenmaku will contact any PCs who he might have blackmail against from “Topaz Championship.”  He will not speak openly of blackmail, but simply reminds the PCs of their previous meeting, then goes on to say, “I personally think it would be most appropriate if the Kyozou troupe won this competition, and I’m sure you agree.” 

Kakita Sensa will try to seduce a male PC in order to win his support for the Korede Gokko.  She will make her first gestures in this direction tonight, flirting and smiling at a suitable PC.  If she previously had a relationship with a PC in the adventure “Winter Court: Shiro Hanagensai,” she will try to rekindle this romance. Meanwhile her husband Yotai will operate separately, trying to charm any female PCs by suggesting he is trapped in a loveless marriage with Sensa and is seeking solace with someone else.  In both cases, of course, the goal is to score a victory for the Korede Gokko where their son is performing.  

The actor Doji Makebo, the leader of the Korede Gokko, will also make a point of trying to win the affections of an attractive female PC.  Makebo is a tall, elegant, handsome man who keeps his hair trimmed close to his scalp (to facilitate the wearing of stage wigs).  He speaks in a smooth and somewhat high-pitched voice (good for carrying across a large audience) and his manners are impeccable.  Unlike Kakita Sensa, however, he is not trying to do so in order to win support for his actors, but simply because he is a compulsive womanizer. His flirtation will be rather open (by Rokugani standards) and stylish – reciting poems in praise of the lady’s beauty without actually mentioning her name, for example.  PCs who observe this and roll Awareness/Courtier at TN 25 will notice a rather mousy-looking Phoenix woman who is clearly upset about his behavior.  

The angry woman is Shiba Sakkiko, another member of the Korede Gokko and Makebo’s sometime lover. She is a small, slightly mousy woman whose forgettable exterior conceals a passionate and impulsive heart.  In public she often seems subdued and lacking in confidence, but her energy and vivacity bubble to the surface when discussing the troupe’s work, lighting up her face and making her surprisingly attractive.  If a male PC shows her any kind of attention or sympathy, that PC will certainly find himself the target of a “payback romance” as she attempts to win his favor, at least temporarily.  Unlike Makebo, if she makes any progress she will also try to win the PC’s support for the Korede Gokko. 

If any male PC has made a favorable impression on Toturi Maihime, that PC will be approached a little later that evening by an actress from the Kyozou troupe, Bayushi Kumi.  She is a slim young girl who is pretty in a rather generic way.  Kumi is looking for someone who can convey a message to Maihime, but she will be very careful about how she approaches the PC.  She is wary of speaking directly to Maihime, because she is under observation from the other Scorpion in the Kyozou troupe.  Her conversation with the PC will be somewhat maddeningly indirect, as she asks about the PC’s skill with Go, inquires as to the PC’s background and opinions, etc.  A PC who rolls Awareness/Courtier at TN 25 will realize she is trying to gauge his/her character.  If the PC makes TN 35 or better, s/he realizes that Kumi is interested specifically because of the contacts with Maihime.   

· Some PCs may actually know that Toturi Hisako is a member of the Kyozou troupe, depending on which adventures they’ve played before.  If they look for here, she will be absent.  If they ask any of the troupe members about this, they will claim she is in mourning for her father and thus could not be expected to perform.  PCs who roll Perception/Investigation (Interrogation) at TN 25 will be able to tell this is a polite fiction – the troupe members do not know why Hisako is absent, except for Kumi, who suspects something but will not say it aloud.

The members of the Mayakashi troupe have a peculiar habit: even when they are off stage, they dress in costume with full facial makeup and/or masks, making it impossible to tell who they truly are or even what gender they are.  This is in keeping with the troupe’s name (“Pretense”) and its focus on mischievous humor. They will spend the evening circulating around the inn, continually speaking in different voices, changing their masks, and adopting different personas, keeping the rest of the guests confused.  None of them will give a name for themselves.  The actors from the other two troupes will express disdain for this pretension, especially the Kyozou who will regard it as little more than a desperate attempt to keep the judges’ attention.  

In point of fact, one of the Mayakashi actors is a planted assassin, tasked with killing Maihime, and he will spend this first evening casing out her and her defender (Seppun Toshio).  If a PC plays Go with Maihime, the actor (who is wearing a frowning Kabuki mask and speaks in a high, lilting voice) will make a point of hovering for a time, offering humorous commentary on the game.  He will quickly retreat if the PC takes offense (Maihime will put up with it quietly).  Otherwise he will lurk just long enough for Seppun Toshio to grow concerned before drifting off to speak with others.  The assassin will switch masks and personas with another of the actors soon afterward, making it all but impossible to track him. 

Keitomaru is Contacted

Doji Keitomaru will be contacted this evening by the assassin who is planning to kill Toturi Maihime.  Any PCs who are not occupied with some other social interaction (such as playing Go with Maihime, or romancing with Sensa or the Korede Gokko) can roll Perception/Investigation (Notice) at TN 25 to notice an odd incident: Keitomaru is sipping from a cup of tea, then frowns and pulls a scrap of paper out from under the cup.  He looks at it briefly, glances around, then crumples it up and tosses it under his table.  After this incident he will become silent and morose, and will not speak with anyone beyond the bare minimum required for etiquette. If a PC suspects (or learns) what he is doing and tries to influence him, such as by speaking to him about Honor or showing sympathy for his feelings, he will clearly be uneasy and troubled, but will not confess what is going on.  

A PC can locate and retrieve the paper by rolling Perception/Investigation (Search) at TN 20.  The note is very cheap rice paper, and was made wet by the teacup, so the writing is barely legible – reading it will require a roll of Perception/Calligraphy at TN 25, or the damage to the paper can be repaired with the spell Fires From the Forge.  Either way, the note reads as follows:

“Your services will be required, if others are not to learn of your behavior at the Topaz Tournament.  On the third night we will call upon you.”

Keitomaru will, at least for tonight, deny any knowledge of the note and if the PCs show it to him, or say they saw him drop it, he will firmly and somewhat angrily declare they are mistaken.  However, any PC who rolls Raw Awareness at TN 20 can tell he is actually frightened that they know about the note, and does not know what to do other than to deny everything.  

Sourcing the Note

Some PCs may attempt to “back-track” how the paper got onto Keitomaru’s teacup.  The most obvious way to do this is for a shugenja to Commune with the note, the teacup, or the Water spirits in the tea itself (if the PC acts before Keitomaru drinks it).  The local Earth and Air spirits can all say the note was slipped under the teacup by a man with a “false demon face.”  The Water spirits can show one of the actors, wearing a horned demon-mask.  Of course, this mask has since switched to another actor.

A clever PC may think of tracking down the inn’s serving-maid who delivered the tea to Keitomaru.  This will require questioning the servants and rolling Awareness/Investigation (Interrogation) at TN 30.  With a success, they locate the correct serving-maid.  She will be somewhat bewildered and frightened by the PCs’ attention, but eventually confesses that one of the actors asked her to let him put the note under the teacup.  “The one with the demon-mask, samurai-sans, I think… its so hard to tell, they keep changing!”

If a shugenja PC casts Reflections of Pan Ku on the note, the spell will show a brief vision of an old man writing the note by candlelight in a dark chamber.  There is an impression that the place is underground and that this took place some weeks ago.   

More Information on the Theater Troupes

Some of the PCs may want to find out more about the three acting troupes, especially if they become aware of the Mayakashi sending messages to Doji Keitomaru.  They can learn more about any of the troupes by rolling Intelligence/Acting at TN 25 or Intelligence/Lore: History at TN 30. 

· The Kyozou troupe is indeed, as introduced, the oldest of the three, and the main acting troupe maintained by the Shosuro Acting Academy.   It has been active for over five centuries, and recruits the finest young actors of the Scorpion Clan, as well as occasionally inviting Crane actors to join.  Toturi Hisako is known to be a member of the troupe.  Kyozou prefers Noh plays but can perform Kabuki as well.

· The Korede Gokko is an exclusively Noh troupe, founded a little over a century ago.  It recruits primarily from the Crane and Phoenix, and is famous (and controversial) for using magical effects to enhance its performances.  The more traditionalist troupes such as Kyozou take a negative view of the Korede Gokko, which tends to attract the most radical and experimentally-minded actors in the Empire.

· Mayakashi is an exclusively Kabuki troupe, unlike the other two, and tends to focus on comedy rather than the more popular drama and tragedy.  The troupe makes a point of never publicly revealing its actors’ real faces, and is fond of promotional tricks and stunts, such as saturating a town with hundreds of origami invitations to a performance, or putting on a play in the middle of a crowded street.  It is regarded as somewhat “low-class” by more traditionalist actors, but has achieved great fame nevertheless.  The troupe is based in the Imperial capital but travels all around the Empire, and recruits actors from every Clan, Great and Minor.  

Part Three: The First Day’s Performance

The first day will pass uneventfully until the evening (all the plays are performed at night). During the day, the guests will enjoy the sights of the Water Garden and, more generally, the Senzai District.  Otomo Kazuma will not be present (he has business in the Imperial Palace during the day) but all of the other guests will stay at the inn.  

· The Mayakashi troupe will spend the day in rehearsals, but the other actors will remain at the inn or visit the other attractions of the district.  Given the chance, they will try to lobby the various judges to support them, and will drop caustic comments on the Mayakashi troupe’s “crude comedic style.”

· Doji Keitomaru will spend the day wandering around the Senzai district, apparently aimlessly.  He is very unhappy and trying to think.  If a PC openly follows him, persistently talks to him, or otherwise harasses him, he will become angry and defensive, accusing the PCs of being ill-mannered.  Smart PCs will apologize while still offering friendship.  Foolish PCs will continue to harass him – this will alienate him and will cost the PCs 1 point of Honor for their poor manners. 

· Kaikita Sensa and her husband Yotai will continue their seduction campaigns.  If their initial targets were resistant, they will switch to different PCs who seem like more likely targets.  

· Toturi Maihime will remain at the inn during the day, sipping tea and playing Go with anyone who will accept a game.  (Seppun Toshio has made her promise that she will not wander the Senzai district.)  If any PC spends time with her or plays Go, she will be quite happy and will chat with the PC at some length, mainly discussing the theatrical competition.  She will not give her name, claiming it is “unimportant,” but again, if a PC says or does anything subtle that suggests knowledge of her identity, she will be pleased.   

· Yogo Amasare will try to spend some time with several of the PCs during this day, preparing for tomorrow’s performance of his new play.  He wants to try to predispose the judges favorably so they will not be unhappy with his play’s themes.  He will talk at some length on the importance of art, the need to remember the great events of the past, and so forth.  PCs who roll Awareness/Investigation (Interrogation) at TN 25 will realize he is very anxious about his play and is trying to find a way to deflect any negative reaction.  Of course, if a PC directly asks him about this, he will deny any concern and declares his full confidence in the play’s success.

· Doji Samanosuke will spend the day wandering the Senzai district, eating snacks, listening to music, and otherwise amusing himself.  He is apparently unconcerned about the premier of his play.  PCs who spend any time with him will get the impression of a man who is serenely and somewhat absent-mindedly detached from ordinary concerns.

The Mayakashi Performs

That evening, Mayakashi puts on the first of the three performances.  The stage is lit with dozens of large paper lanterns, and the beginning of the play is announced with a spectacular display of hanabi (fireworks).  Otomo Kazuma returns from the palace to attend the event, and the judges (PCs and NPCs) are given places of honor near him at the front of the audience.

The play is “The Path of Enlightenment,” a comedy by Doji Samanosuke, who is also given a place of honor near Kazuma.  The play is a farce involving a drunken monk who swindles various peasants and Crab samurai, only to wind up being beaten out of town by angry peasants.  Since the play makes fun of monks, peasants, and Crab, it is quite popular with the crowd, and the actors will call Samanosuke up on stage to join in the bows when their performance is complete.

· PCs who wish to gauge the actual professional quality of the performance should roll Perception/Acting at TN 30.  With a success, they gain an accurate assessment of the quality of performance.

After the play is over, the actors return to the House of the Golden Peacock for socializing and congratulations. 

The Second Evening

The Mayakashi actors will again be “in character” throughout the evening and will rotate their masks and personas.  They will gift each of the judges (PCs and NPCs) with an origami flower, presented “humbly, like our simple play, for your honorable consideration.”  The flowers will then all explode in clouds of brightly colored paper fragments, in appropriate colors for the judges’ Clans.  The Mayakashi continue to do their very best throughout the evening to “lobby” the various judges about their performance, trying to ingratiate themselves and to win praise for their work.   

PCs who have become suspicious of the Mayakashi due to the previous night’s events may decide to keep watch on their actions.  No further notes will be passed to Keitomaru but one of the Mayakashi will subtly scout out Maihime and Toshio some more – a PC watching for this can roll Awareness/Investigation (Notice) at TN 25 to pick up on this.  This is the assassin again, in a different costume and persona.  The actor will of course deny any accusation.       

This evening will see the continuation of the previous day’s social interactions (e.g. the Crane couple and the Korede Gokko actors pursuing their respective romances/seductions, for example).  Maihime will continue to listen to the conversations and to play Go with anyone who will offer her a game.  Bayushi Kumi will likewise continue to try to make favorable contact with any PC who seems to be getting along with Maihime.  

The Mantis Incident

At one point during this evening, a Mantis samurai, Yoritomo Hachigo, will have too much to drink.  He will get into a belligerent argument with a pair of Crane courtiers who are dropping comments suggesting the Mantis Clan was guilty of treason for its actions last month.  Hachigo quickly raises his voice, his face red with drink and anger: “What treason?!  We acted on the word of an Imperial prince!”  The Crane will smirk and continue to needle the Mantis with soft voices, pushing him farther into losing his face. Some PCs may decide to join into this discussion, either on the Crane side or the Mantis side.  

A PC who offers rhetorical support to the Mantis must find a way to calm him down as well as defusing the accusations of the Crane, who are arguing that the involvement of the Thrane gaijin made the Mantis actions unavoidably treasonous. This will require role-playing effective arguments (the Crane are quite adept at rhetoric) and then winning a Contested Roll of Awareness/Courtier against the Crane courtiers’ combined roll of 9k5+12.  With a success, the Crane will become flustered and make the mistake of delivering their insults too openly, leading to intervention by Otomo Kazuma (see below).  

Conversely, a PC who wishes to support the Crane should role-play supporting their arguments against the Mantis, and succeed in an Awareness/Courtier (Manipulation) at TN 25.  This will result in the Mantis completely losing his face, flinging a drink at the PC and screaming, “How dare you insult my Clan, samurai!!”  (This too will bring intervention by Otomo Kazuma.)

Alternatively, a PC may choose to play peacemaker, attempting to end the argument and persuade both sides to back down.  This will require effective role-play and a skill roll of either Awareness/Courtier (Manipulation) at TN 30 – if they are trying to be diplomatic – or Awareness/Storytelling (Rhetoric) at TN 30 – if they are trying to shame both sides for their behavior.  

Regardless of what the PCs do, Otomo Kazuma will eventually intervene in the discussion.  He will descend on the conversation in full domineering Otomo courtier mode, unleashing his wrath on the Crane and any PCs who supported their position.  “You presume to say what is treason, Crane-san?  The Emperor himself granted his son permission to plead his case.  Would the Emperor do that for a traitor?  Do you presume to name his son a traitor when he himself did not?  Do you question the wisdom of the Son of Heaven, he who now watches over us from blessed Tengoku?”  

· If a PC supported the Crane, Kazuma will lay into that PC mercilessly, utterly humiliating and crushing him/her.  The PC will lose 5 points of Glory.  If the PC attempts to argue back, Kazuma will become even more aggressive, condemning the PC as disloyal to the Emperor’s name and proclaiming s/he will pay the price accordingly.  If the PC apologizes abjectly and rolls Awareness/Etiquette (Sincerity) at TN 30, Kazuma will accept this and allow the matter to drop.  Otherwise, Kazuma will go out of his way to destroy the PC’s life – that PC gains Kazuma as a 5-point Sworn Enemy and when the adventure is over, s/he loses any Imperial political appointments, such as Emerald Magistrate (along with the associated Status, of course).

· If the PC supported the Mantis, Kazuma will scold the Crane as above, and the PC gains +1 point of Glory for being on the winning side of the argument.

· If a PC tries to challenge Yoritomo Hachigo for throwing the drink, Kazuma will rip into the PC for provoking the incident and demand the PC apologize to the Mantis.  Failure to do so means a loss of 2 points of Honor and another 5 points of Glory, as Kazuma condemns the PC as lacking the most basic conception of Courtesy.  If the PC does apologize, and does it well – good role-play and a roll of Awareness/Etiquette (Sincerity) at TN 25 – Kazuma is mollified and the PC gains +1 point of Honor.   

· If the PC played peacemaker, after Kazuma has finished berating the Crane, he will openly praise the PC for acting to preserve proper decorum.  The PC gains +3 points of Glory and +1 point of Honor, and Kazuma will go out of his way to promote the PC’s future political career – if the PC has less than 4.0 Status, Kazuma’s support will gain him +3 points of Status.       

If a PC who intervenes in this incident is also becoming friendly with Maihime, the princess will shift her attitude toward the PC according to his choices.  If the PC supported the Mantis or played peacemaker, she will be quietly pleased, and will treat the PC as more of a friend in the future.  However, if the PC supported the Crane, she will be unhappy, since she sympathizes with her brother Hizatoru and feels he is being unjustly accused in the courts.  She will treat the PC with cold hostility thereafter.

Part Four: The Second Day’s Performance

The second day will pass much like the first, with most of the guests either roaming through the Senzai district or continuing to pursue romances.  Maihime, however, will leave the inn early this morning, going to the Forbidden City with her bodyguard, and not returning until evening.  PCs who try to follow her will be stopped by the guards at the gates of the Imperial compound.  Maihime and Toshio will both return that evening, shortly before the performance is due to begin.  PCs who are paying attention will notice that she returns in the company of Otomo Kazuma, and the two of them are chatting in a friendly manner, as though they are long acquaintances.  This can be a final clue to her identity for PCs who have not yet figured it out. 

The Kyozou troupe will spend the day in rehearsals.  Meanwhile, the Mayakashi will try to undercut the Kyozou’s upcoming performance by holding a tryout for new members.  They will appear in front of the inn in full costume, accompanied by drums and flutes, and invite any would-be actors to audition.  The members of the Korede Gokko will observe this spectacle and make snide comments to each other.

· A PC who wishes to audition for membership in Mayakashi will be asked to perform a scene from “The Virtuous Wife,” a humorous play which is one of Mayakashi’s specialties.  In a deliberate test of skill, the PC will be given a role of the opposite gender.  In order to win consideration for a place on Mayakashi, the PC will have to roll Awareness/Acting.  If the PC makes TN 25 or better, Mayakashi will consider the PC as an understudy, gaining the PC +1 point of Glory.  If the PC makes TN 40 or better, Mayakashi will actually accept the PC as a full member, earning the PC +3 points of Glory instead.  

The Kyozou Troupe’s Performance

That evening is the turn of the Kyozou troupe.  The Scorpion actors perform the latest play by Yogo Amasare, a Noh tragedy about the death of Toturi III during a futile quest for enlightenment in the 12th century.  The topic of the play will clearly cause some unease in the audience.  If the PCs watch for specific reactions, they can roll Raw Perception at TN 15 will notice a disapproving frown on both Otomo Kazuma and Maihime’s faces.  

· As before, PCs who wish to gauge the actual professional quality of the performance should roll Perception/Acting at TN 30.  With a success, they gain an accurate assessment of the quality of performance.

The Third Evening

Once again, everyone will gather at the Golden Peacock to discuss the performance.  The PCs will pick up a general tone of disapproval, with many people suggesting the play was in poor taste given the recent death of Toturi XII and the uncertainty over his succession.  (PCs who roll Intelligence/Lore: History at TN 25 will recall that Toturi III’s death without heir was followed by a brief period of uncertainty and political unrest before he was succeeded by his half-brother Kaneka.)  

Yogo Amasare will attempt to defend the play, claiming the audience missed the “true subtlety” of the composition and blaming the actors for not evoking it properly.  Kakita Sensa will respond by pointing out the excellence of the actor’s performances and insisting any flaws of the evening must lie with the playwright.  If the PCs wish to try to counteract her claim, they must role-play an effective response and defeat her on a Contested Roll of Awareness/Courtier (Manipulation).  With a success, they shift the blame for the play onto the actors. (Some PCs may wish to actually support Sensa against Amasare, in which case they can roll against his Awareness/Courtier instead.)  

Delivering the Message to Maihime

Shortly after returning to the inn, Maihime will go for a stroll through the Water Gardens – she is quietly fed up with Toshio’s extreme protectiveness, and PCs watching her will notice a quiet moment in which Toshio approaches her to protest and then retreats in the face of a stern look.

Immediately after this happens, Bayushi Kumi will approach whichever PC she has been cultivating up until now.  She will flirt with the PC and make it appear she is romantically intrigued by him, then offer him a gift of one of her fans.  During this conversation she will make comments about how she cannot hope to compete with his “other interest” (Maihime) and will conclude her seeming flirtation by suggesting he should “go back to your little Go player, samurai-san, until you are ready for someone more… interesting.”  Obviously, Kumi’s intention is for the PC to deliver the fan to Maihime.  If the PC is too slow to figure this out, he can roll Intelligence/Courtier at TN 20 to realize her meaning. 

Tucked into the fan is a carefully folded note which resembles a flattened origami wolf.  (A PC who rolls Intelligence/Lore: History at TN 25 will recall that during the Clan War, Toturi’s followers took the wolf as their symbol.)  The folding is quite intricate – opening it without tearing the paper will require a roll of Raw Agility at TN 20, and re-folding it to appear unchanged will require Agility/Artisan: Origami at TN 25.  The note inside is Handout #1.

If the PCs delivers the note to Maihime unopened (really or apparently), she will unfold it, read it carefully, then tear it to pieces and drop them into a nearby lantern to burn.  She will thank the PC for delivering the note, and carefully refrains from asking how the PC acquired it (although if the PC tells her, she will be appreciative of the information).  She will not allow the PC to see the note.

If the PC presents the note opened or improperly folded, she will turn it over in her hands for a few moments, frowning slightly, and then drops it into a lantern to burn unread.  She will regard that PC with a cold and untrusting manner thereafter.

Part Five: The Third Day’s Performance

During the third day the Korede Gokko will be rehearsing for their evening performance.  On this day, the assassin in the Mayakashi will contact Doji Keitomaru again, arranging a meeting in the Water Gardens and giving him a poison to put in Maihime’s drink.  Unless the PCs are able to intercept this, their only chance to save Maihime will be to treat the poison.  

Keitomaru’s Fateful Meeting

If any of the PCs have decided to keep an eye on Keitomaru or on the Mayakashi, they can roll Raw Perception at TN 15 to notice Keitomaru strolling through the Water Gardens with one of the Mayakashi actors, dressed as usual in full costume and mask.  Otherwise, any PCs who are idle can roll Perception/Investigation (Notice) at TN 25 to pick up on the meeting.   

If a PC interferes with the meeting (such as by interrupting it, ostentatiously lurking nearby, etc), Keitomaru will clearly be nervous and shaken, while the Mayakashi actor will play it cool.  This will prevent the meeting from taking place.

PCs may instead attempt to overhear the meeting, by lurking nearby or concealing themselves with magic.  PCs who conceal themselves must roll Agility/Stealth (Sneaking) at TN 25 to avoid detection.  (If they are detected, the Mayakashi actor will keep the conversation mundane.)  It may also be possible to use magic in a variety of ways to spy on the conversation – since the assassin is not a shugenja, these methods will generally succeed so long as they are reasonably intelligent. 

If the PCs do listen to the conversation undetected, the actor will offer Keitomaru a small pottery bottle.  “You should arrange to share tea with the young lady this evening, perhaps over a game of Go?  I’m sure you know which lady we mean.  We will supply a suitable distraction during the evening, and you will place the contents in her tea.”  

Keitomaru will shake his head numbly.  “This is… how can you ask such a thing?”

“Come now, Keitomaru-san, this is not the time to discover scruples.  You have already helped us with something far more grave.”  Keitomaru bows his head, defeated, and takes the bottle.

The Korede Gokko’s Performance 

The Korede Gokko performs the third and final play that evening.  The play, titled simply “Honor,” is allegedly written by Otomo Norito, the reclusive daimyo of the Otomo family (and Kazuma’s nephew).  It depicts a samurai (of carefully undefined Clan) who is ordered by his daimyo to commit treason against the Clan Champion.  However, he learns that the Champion is corrupt and is plotting against the Emperor.  After agonizing for the entire play over what to do, seeking guidance from his ancestors and the Fortunes, the samurai finally kills his Clan Champion, then kills his daimyo and commits seppuku.  The Korede Gokko accompany the play’s dialogue and action with spectacular illusions of ancestral spirits and divine beings offering advice and warnings.  

The play meets with a somewhat restrained reaction.  Since it is ostensibly written by Otomo Norito, many of the audience suspect it was actually specifically commissioned by the Chancellor, Kazuma – which leads to speculation as to what message he is trying to deliver. Some audience members whisper he is justifying the Mantis Clan’s recent actions, while others suggest he is criticizing the Mantis for not taking stronger steps to atone for their behavior.  

· Once again, PCs who wish to gauge the actual professional quality of the performance should roll Perception/Acting at TN 30.  With a success, they gain an accurate assessment of the quality of performance.

The Fourth Evening 

During the final evening at the House of the Golden Peacock, the various agents attempting to influence the competition will go all-out to win it for their respective troupes.  Kakita Sensa and Kakita Yotai will bend everyone’s ear with praise of the Korede Gokko’s performance, taking whatever interpretation of the play seems most likely to appease their audience.  The actors of the Korede Gokko, especially Makebo and Sakkiko, will do their best to promote themselves, while the Mayakashi will circulate around trying to undercut all their opponents with humor and artistic mockery.  The Kyozou troupe, meanwhile, will attempt to play at standing above the fray, serenely confident in their own superiority.

Otomo Kazuma will spend the evening accompanied by the actor Shosuro Miju, circulating around and enjoying praise for the overall magnificence of the event and all of the performances.  He will tell the judges their final vote on whose performance was best will be expected by midnight.  Needless to say, this will prompt one more desperate round of lobbying/seduction/blackmail by those trying to influence the outcome.    

Choosing the Winner

If the PCs wish to vote for the performance which is actually the best, they will need to have assessed the performances accurately.  The technical quality of the acting, in order, is Kyozou, Mayakashi, and the Korede Gokko.  If the PCs also wish to incorporate the quality of the plays, they will need to roll Intelligence/Acting at TN 25 to assess them correctly.  The quality of the plays themselves, in order, is Korede Gokko, Mayakashi, and Kyozou.  Thus, an “amalgamated score” will give the win to Mayakashi, while a pure acting score will give the win to Kyozou.  

Needless to say, Kakita Sensa will vote for the Korede Gokko, while Bayushi Tenmaku will vote for Kyozou (and will expect any blackmailed PCs to do likewise).  Doji Keitomaru’s vote will depend on how the PCs deal with his other behavior (see the next section).  If they persuade him to follow the path of honor and call off the assassination, he will vote for Mayakashi – otherwise, he will vote for Kyozou.  And of course if they kill him, he will not be able to vote at all. 

· It is possible, though unlikely, that the vote may end in a tie.  In this case Kazuma will break the tie for the troupe he prefers – choosing the Korede Gokko first and Mayakashi next.

Once all the votes are handed in to Otomo Kazuma, he will summon everyone to the garden outside the Golden Peacock to announce the results.  The conclusion of the ceremony will be met with extended applause, with the victorious troupe taking bows while the two defeated troupes offer false smiles and equally false congratulations.   

Keitomaru and the Attempted Poisoning 

During the evening, Maihime will once again sit at her table chatting and playing Go.  Barring interference from the PCs, Doji Keitomaru will finally nerve himself up and join her for a game of Go.  While they are playing (he plays very badly), one of the Mayakashi actors will create a distraction by suddenly setting off a bright firework, then beating a small drum and going into a dance, drawing and dazzling everyone’s eyes.  During this moment of distraction, Keitomaru will drop the contents of the small bottle into Maihime’s tea.  (Seppun Toshio will be half-blinded by the firework and will not see the poisoning.)  

The poison is slow-acting and Maihime will not feel any effects immediately, but as the evening wears on she will begin to feel stomach pains, and will eventually rise to her feet, looking pale, and retire for the evening.  She will shrug off Toshio’s attention, being still irritated by his protectiveness and unwilling to admit that something might be seriously wrong.  By midnight, however, she will be suffering severe pain and Toshio will send for help.  (The PCs will hear rumors about this immediately before the winner of the competition is announced.)  Maihime will spend the night in lingering pain while Toshio frantically searches for a shugenja powerful enough to heal her.  Unless a PC is able to intervene, she dies before morning.

There are a number of ways in which the PCs can interrupt or change this unfortunate sequence of events. The most obvious is if they disrupt Keitomaru’s meeting with the assassin from Mayakashi, thereby preventing him from ever getting the poison.  In this case, the Mayakashi actor will attempt to plant the poison himself, arranging for another member of the troupe to perform the bright firework/dance distraction while he tries to slip the poison into her tea.  

· If a PC is playing Go with her or talking to her, that PC can roll Perception/Investigation (Notice) against a TN of 25 to spot the poison being planted.  Other PCs who are in the area and/or watching her can roll at TN 35.  

· The actor will deny any wrongdoing and, if challenged, will drink the tea himself rather than expose the truth (he will leave the Water Gardens before the poison takes effect).  

PCs who are unable to convince Keitomaru to follow the path of Honor may decide to challenge him to a duel, either immediately or after the assassination takes place.  He will try to stall, claiming he needs the permission of his daimyo, but any PC who rolls Raw Awareness at TN 15 can tell he lacks the will to really refuse, and if they push the issue he is likely to buckle.  If the PC insists forcefully on an immediate duel, Keitomaru will crack and agree.  See “Duels” under Conclusions for details of the consequences.

If Keitomaru does have the poison but the PCs are aware of what is happening, they can try to disrupt Keitomaru’s action in several ways:

· PCs may try to persuade Keitomaru to follow the path of Honor and refuse to carry out the deed.  This will work especially well if the PCs have shown some knowledge or understanding of his situation, but have not pressed or harassed him too much.  The PCs can attempt to make an eloquent appeal calling on Keitomaru to do the right thing.  If they role-play well, the GM can allow them to roll Awareness/Etiquette (Sincerity) at TN 30 or Awareness/Storytelling (Oratory) at TN 25 to persuade him to do the right thing.  If the PC antagonized Keitomaru earlier in the adventure, the TNs are at a +10 penalty.  If the PC succeeds, he will ultimately refuse to perform the deed, and throws away the poison.

· Sneaky PCs may try to filch the poison from Keitomaru, or even substitute a harmless liquid in its place.  This will require a Contested Roll of their Agility/Sleight-of-Hand (Pick Pockets) against his Perception/Investigation (Notice).  If the PC fails the roll, Keitomaru will notice and will be spooked, staying away from that PC and refusing to listen to him/her thereafter.  Magic may be able to enhance such an attempt.  

· A PC who spots Keitomaru placing the poison into the cup may simply intervene by knocking over the cup, snatching it away, or otherwise interrupting.  This is a breach of etiquette and should cost the PC 2 points of Glory unless it can be done in a way that appears wholly accidental (which might entail a roll of Acting or Sleight-of-Hand at the GM’s option).  

If the poison is delivered, it is still not too late.  A PC who realizes that Maihime is ill or dying can offer assistance to Seppun Toshio.  He will accept help from any shugenja, and from any other PC who can make a convincing claim to medical knowledge – this requires a roll of Awareness/Etiquette (Sincerity) at TN 25.  

· The spells Bane of the Scorpion, Hands of Jurojin, Rise From the Ashes, or Peace of the Kami will cure Maihime.    

· A PC who has access to a medical kit can treat her with a roll of Intelligence/Medicine (Antidotes) at TN 35.  This will allow administration of the proper mix of herbal remedies and purgatives to save her.

If the PCs do not save Maihime, Toshio and a troop of Seppun will arrive in the early hours of the morning and carry the Imperial princess back to the Forbidden City.  The PCs never see her again.

Conclusion

Once the competition concludes, the PCs and the other judges, guests, and actors will be allowed to spend one last night in the House of the Golden Peacock before departing back to their daily lives.   

Consequences of Blackmail

If any of the PCs were blackmailed by Bayushi Tenmaku and refused to vote for the Kyozou troupe, he will greet the PC with a smile afterward.  “A pity you could not see Kyozou’s clear superiority,” he says.  “Well, you have made your decision, and now you must live with it.”  Soon after, testimony of the PC’s disgraceful behavior will be presented to his/her daimyo.  This will most likely result in the PC being expelled from the Clan and made ronin (most of Tenmaku’s blackmail subjects will be female PCs who he seduced at the Topaz Championship, and the revelation of their breach of chastity will mean automatic expulsion from the Clan).  

It is possible that the PCs may have found themselves in a position to be blackmailed by Kakita Sensa or her husband Yotai.  Again, failure to fulfill the terms of blackmail will lead to exposure of their actions and, most likely, reduction to ronin status.  Conversely, it is also possible that one or more PCs may wind up in a duel with Kakita Yotai, especially if they make counter-accusations or have enough Status to resist the blackmail attempts.  

Duels?

If a PC gets into a duel with Kakita Yotai, it will take place one month after the competition, and will be to the death.  

If a PC forces Doji Keitomaru into fighting an illegal duel, it will be to the death unless the PC offers to make it less lethal.  Either way, if Keitomaru wins, he will conclude that his only choice is to see things through to the end, and will go ahead with the attempted poisoning.  If Keitomaru loses, and is still alive, he will see the error of his ways and refuses to carry out the poisoning (see “Doji Keitomaru’s Fate” below).

A PC who fights an illegal duel with Keitomaru will gain “Bad Reputation: Fought an Unauthorized Duel” with, of course, the accompanying Rank of Infamy. 

Doji Keitomaru’s Fate

If Doji Keitomaru goes through with the poisoning, or if the PCs prevented the poisoning without forcing him to change his actions, he will remain trapped within his own failed sense of Honor, and will continue to try to work as a magistrate while being controlled by the Scorpion.

If the PCs got Keitomaru to refuse the poisoning by his own choice (by arguing him into honorable behavior, or defeating him in a non-lethal duel), he will confront his own internal failure of Bushido.  He will return home and commit suicide in his personal chambers, leaving a note for his father apologizing for the shame he has brought on their family.   

The End

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs persuade Doji Keitomaru to 


reclaim his honor:


+1 XP

PCs save Toturi Maihime:


+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

All PCs who served as judges (in other words, all PCs who played the adventure) earn +1 point of Glory.  

Various specific Glory, Honor, and Status awards listed in the adventure. 

If the Korede Gokko troupe wins the competition, all PCs who voted for them without being blackmailed/manipulated gain a Favor with either the Crane or the Phoenix (their choice).

If the Kyozou troupe wins the competition, all PCs who voted for them without being blackmailed/manipulated gain a Favor with the Scorpion.

If the Mayakashi troupe wins the competition, all PCs who voted for them gain +3 Glory as the Mayakashi talk them up in the Imperial capital.

Appendix: NPCs

Bayushi Tenmaku, Scorpion Blackmailer 

	FIRE 3
	  AIR 4

	
	

	EARTH 3
	WATER 3 

	
	Perception 4

	VOID 3


TN to be Hit: 28 (32 in light armor)


School/Rank: Bayushi Bushi 3


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


Rank Two: He may declare Raises on an attack.  If successful, this forces all opponents attacking him before his next Turn to call one additional Raise for any maneuver or effect.  If an opponent attacks him and misses, he gains a number of Free Raises equal to Air Ring for any attacks made on that opponent before their next turn.


Rank Three: Free Raise when attempting Called Shot, Disarm, or Knockdown.  Opponent suffers –1k1 penalty to rolls made to resist being Disarmed.  May make two additional Raises on a Disarm attempt to wind up holding the weapon.

Honor/Glory/Status: 1.1/2.0/1.0

Skills: Athletics 2, Courtier (Political Maneuvering) 5, Deceit (Lying, Seduction) 4, Defense 4, Etiquette 3, Forgery 2, Games: Go 3, Iaijutsu 4, Investigation (Notice) 4, Kenjutsu 3, Kyujutsu 1, Lore: History 2, Lore: Heraldry 2, Sleight-of-Hand 2, Stealth 4, Storytelling 2.

Mastery Abilities: Add +5 to total of Contested Social rolls.  May focus an additional time in an Iaijutsu duel.  Free Raise to all skills at Rank 5 or higher.

Advantages/Disadvantages: Crafty, Heartless, Voice

Equipment: Kimono, light armor, daisho set

Kakita Yotai, Courtier Duelist

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 3
	WATER 2 

	
	Perception 3

	VOID 4


TN to be Hit: 35 


School/Rank: Kakita Bushi 4



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


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


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


Rank Four: Makes an additional attack per round.  Adds 2x Fire to attack rolls (replacing Rank One ability).

Honor/Status/Glory/Infamy: 1.6/3.5/3.3/1.2

Skills: Athletics 2, Calligraphy 2, Courtier (Political Maneuvering) 5, Games (Sadane) 2, Deceit (Lying) 4, Defense 5, Etiquette (Sincerity) 5, Horsemanship 3, Iaijutsu 6, Investigation 3, Kenjutsu (Katana) 5, Kyujutsu 2, Lore: Heraldry 2, Lore: History 1, Lore: Law 2, Meditation 1, Storytelling (Poetry) 3, Tea Ceremony 2, Underworld 2.

Mastery Abilities: Add +5 to total of Contested Social rolls.  May Focus an additional time in an Iaijutsu duel.  May declare Full Defense when Initiative is rolled.  Wound penalties to attack rolls with Kenjutsu are reduced by skill rank, and may spend an additional Void point on damage with a sword.  Free Raise with all skills at Rank 5 or higher.

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

Advantages/Disadvantages: Allies (many), Blackmail (many), Dangerous Beauty, Heartless, Perceived Honor (rank 1), Voice, Wealth/Bad Reputation (ruthless), Dark Secrets (many), Driven (enhance his son’s success).
Equipment: Kimono, fan, daisho set.

Kakita Sensa, Courtier Seductress

	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 4
	Perception 3

	VOID 3


TN to be Hit: 15


School/Rank: Doji Courtier 3


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


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


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

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

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

Mastery Abilities: Adds +5 to the total of Contested Social rolls.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Allies (many), Blackmail (many), Crafty, Dangerous Beauty, Heartless, Perceived Honor (rank 1), Voice/Bad Reputation (seductress), Dark Secret (many), Driven (enhance her son’s success).
Equipment: Fine kimono, fine court dress, fan, 15 koku.

Doji Keitomaru, Morally Compromised Emerald Magistrate

	FIRE 4
	  AIR 4

	
	

	EARTH 3
	WATER 2 

	
	Perception 4

	VOID 4


TN to be Hit: 38 


School/Rank: Doji Magistrate 3


Rank One: TN to be Hit is always increased by twice his Perception rank.


Rank Two: When using a non-Bugei school skill, spending a Void point or making a Raise produces double the normal benefit.  


Rank Three: Once per round, may make a Perception/Investigation roll against opponent’s TN to be Hit.  For every 5 by which he succeeds, gains a Free Raise against that opponent later in the round (lost at end of Round if not used).   

Honor/Glory/Status: 1.6/3.0/4.5

Skills: Athletics 2, Calligraphy 2, Courtier 3, Defense 5, Etiquette 3, Games: Go 2, Horsemanship 2, Hunting (Tracking) 3, Iaijutsu 4, Investigation (Interrogation) 4, Kenjutsu 5, Knives 2, Kyujutsu 3, Lore: Heraldry 3, Lore: History 2, Lore: Law 3, Medicine 2, Stealth 4, Storytelling 2, Theology 1.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Add +5 to total of any Contested Social skill roll.  May focus an additional time in an Iaijutsu duel.  Free Raise with all skills at Rank 5 or higher.  May spend an additional Void Point on damage with a sword.  May subtract Kenjutsu skill from Wound penalties.  

Advantages/Disadvantages: Social Position (Emerald Magistrate), Wealthy/Dark Secret (owned by the Scorpion), Driven (to prove himself as a magistrate). 
Equipment: Kimono and sandals, daisho set, jitte, badge of office, 10 koku.

Seppun Toshio, Imperial Guard Officer

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 4
	WATER 3 

	
	

	VOID 4


TN to be Hit:  35 

School/Rank:  Seppun Guardsman 3



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



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



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

Honor/Status/Glory:  4.4/4.0/3.2

Skills: Athletics 4, Battle 3, Courtier 2, Deceit (Intimidation) 2, Defense 5, Etiquette 4, Heavy Weapons 2, Hunting 3, Iaijutsu 4, Investigation 3, Kenjutsu (Katana) 5, Knives 2, Kyujutsu 3, Lore: Heraldry 3, Lore: History 2, Medicine 4, Meditation 3, Spears 3, Storytelling (Oratory) 2, Theology 1.

Mastery Abilities: May add +5 to total of any Contested Social Skill roll.  May enter Full Defense as soon as Initiative is rolled.  Gains a Free Raise with any Skill at Rank 5 or higher.  Wound Penalties are reduced by Kenjutsu rank.

Advantages/Disadvantages:  Irreproachable, Social Position (Imperial Guard officer)

Equipment: Daisho, kimono, 20 Koku.

Player Handout #1: The Note to Maihime

My sister,

When I left for my new home nine years ago, we promised to write each other, but like many childhood promises that one went forgotten, at least by me.  I do not know if you have ever written to me, since my teachers control what I may receive. 

I have been told only fragments of what has happened, but they say that Father is dead, and he spoke of Mother’s secret before he died.  Do you remember the oath we swore, that we would keep Mother’s secret forever?  Now it no longer matters because Father spoke.  I do not know what this will mean here.  My teachers say I should still think of myself as a true daughter, just as I did when the secret was hidden.  But I think they are saying that simply to help themselves, not to help me.

I have found a friend to carry this message out for me.  You should a way to get a message back to me.  I wanted to talk to you in person but my teachers say I must stay here.  I don’t believe them anymore but if I say that, they may do something.  

Hisako

Contest of Artistry
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