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Desperate for allies in a time of upheaval, the Seppun summon you to attend their home castle and offer a strong Imperial bond.  But some bonds already exist.

Adventure Summary and Background

Seppun Munemori, the daimyo of the Imperial Seppun family, is an unimpressive man despite his exalted station, and has for the most part led a quiet forgettable life.  He has wasted his adulthood on trivialities and all the skills and vitality of his youth have lain fallow and gone to waste.

Over the last half-year, however, Seppun Munemori’s life has been shattered by tragedies such as have not been seen in four hundred years.  The Emperor died in battle against Thranish invaders, his most promising heirs are dead, and the survivors are squabbling like barn cats over the throne. Worse, all these Imperial deaths have opened Munemori and his family up to accusations of failure, and his decision not to follow Toturi XII’s death with his own seppuku has prompted accusations of cowardice as well.  His status and position is threatened, his family’s influence is diminished, and the Lion Clan Champion speaks openly of re-founding the Toturi Dynasty.  Munemori has made the only decision he can: he has gone searching for new allies.

Munemori possesses one great asset: his six children.  The prospect of an Imperial marriage, even in these dangerous times, cannot be ignored.  Even the Lion Clan sees value in tying itself to the Seppun family to support Akodo Gintaku’s claim on the throne.  Munemori for his part hopes that encouraging the clans to compete for the favor of his children will restore his family to prominence. 

The PCs are among the many Clan samurai sent to seek Munemori’s favor and, hopefully, attain a Seppun husband or wife.  PCs from the same clan will likely be working together, but it is more likely they will be adversarial.  As the adventure progresses, Munemori will encourage them to compete against one another for his favor and the rewards it brings.

However, this semi-friendly event will be badly disrupted when a Phoenix samurai is discovered with Munemori’s eldest daughter.  While mere suspicions of impropriety are not fatal, a subsequent fatal duel between two other samurai turns this into a major scandal.  The players will have to decide whether they will hold Seppun Aika accountable for her romantic tryst or if they will protect her name.  Regardless, they will have to convince the rest of the court and defend their judgment in the most traditional samurai manner.

Introduction

The scenario begins in late spring of 1504, as the PCs travel toward Kyuden Seppun, the ancestral seat of the Seppun family.  

Seppun Munemori, daimyo of the Seppun Family, is reputed to seek spouses for not just one, not even two, but all six of his children.  Clearly this is a move to gain prestige and attention for the Imperial families at the time when the Empire seems to increasingly unstable, but no Clan can afford to overlook the opportunity to marry one of the Seppun heirs.  Your Lord has ordered you to Kyuden Seppun to win the hand of one of Munemori’s heirs, either for yourself or for another in your Clan.

All of the Great Clans and the Minor Clan Alliance have sent a delegation to Munemori’s castle at the daimyo’s invitation.  (The Hare Clan, which has withdrawn from the Minor Clan Alliance, will not be present unless a Hare PC is playing.)  The PCs are here to represent their respective Clans and try to win Munemori’s favor, and thus a marriage to one of his children, for their faction.  It may be assumed that each Clan has sent a delegation of four to six samurai, the PCs among them.  Ronin PCs have been hired to assist one of the factions – their players may choose which Clan they are working for.  Imperial PCs have no specific assignment, but if they choose to support a faction they will gain a Favor from that Clan.

Adjudicating the Competition

Representatives from each of nine factions (the eight Great Clans and the Minor Clan Alliance) will be competing to impress Seppun Munemori.  There will be a total of six opportunities to do so.  The final results and the “standings” along the way will not be revealed until the end of the scenario.  Each faction receives points based on how well they do during each opportunity to display their skills and talents.  Use the points tracker sheet in Appendix #2 to maintain a record of each faction’s progress. 

Part One: A Night in South Hub Village

Guests of the Seppun are expected to spend their first night in Mura Minami Chushin (South Hub Village) before they are escorted to Kyuden Seppun. South Hub Village is actually a fairly sizable town, a trade center of about 3,000 people that feeds on the commerce running through the port of Otosan Uchi.  It is protected by soldiers of the Seppun and the Tiger Clan.  

When the PCs enter the village, they are offered rooms at a local inn, the Rainbow Trout Inn, where they can rest before presenting themselves at Kyuden Seppun.  They are served a light evening meal (nothing fancy).  The inn is populated by various samurai visiting the Seppun – all of the faction leaders and prominent samurai will be present. The PCs will have the opportunity to see and meet these NPCs tonight before the pressures of competition set in.  

· PCs with Status of 4.0 or better will outrank the NPCs and in such situations the highest-Status PC will be the leader of that faction.  The NPCs will defer to such PCs but will offer advice and guidance as seems appropriate.

Crab - Toritaka Tenkei. The daimyo of the Toritaka family is a slim young man of about 15 years of age. He wears his hair in a strict samurai topknot with shaven temples, and has a sparse goatee on his chin. His eyes are entirely filmed over with white, for he has been blind since birth. He wears a simple kimono of blue and gray, its only decoration a falcon in flight embroidered across the back. He does not wear any other signs of rank. Tenkei walks slowly and carefully, partly because of his blindness and partly because his feet were badly injured during the retreat from Crab lands last year and are still tender.


Tenkei will be very quiet and reserved, but will greet by name any PCs who have previously met him in adventures such as “Loyalty,” “Doom of the Crab,” or “Masterpiece.” He is here hoping to garner further Imperial support for the Crab Clan.  “Some of the Imperial Legions have come to fight alongside us, but many remain in the capital.  Perhaps if our delegation can impress Seppun Munemori enough, he will dispatch the remaining Legions to help us, since the Emerald Champion seems uninterested in doing so.”
Crane - Kakita Amika. Amika has lead a life wrought with pain and loss. She was once coldly beautiful, but a duel five years ago left her with a horrible facial scar and one eye blinded. Smitten with her sensei and lord Kakita Saburashi, she watched him spurn her feelings and then retire with the admission that he had followed a false path. Where such travails would have broken a lesser person, Amika has redeemed herself, weathering the storm with a deeper appreciation for the virtues of Bushido and what it means to be a Kakita. She is here to stand as an example to all of what a good and proper Crane should be.  


If any PCs have Sworn Enemy: Kakita Amika, they will be surprised to notice how civil she will act towards them, though she will still not be cooperative.  It is possible that some PCs may still have Obligation: Duel Kakita Amika (due to playing modules out of chronological order) – if so, she will apologize to them for her past actions and ask their forgiveness.  If they refuse, she agrees to duel them, but asks that they wait until after their visit to Lord Munemori is concluded. 

Crane – Doji Kiyoushi.  A promising young poet from the Kakita Artisan Academy, Kiyoushi is the second-ranked member of the Crane delegation behind Amika.  He feels somewhat out of his depth here but hopes to make a good showing for the Crane Clan.  PCs may have met Kiyoushi in the adventure “Masterpiece.”
Dragon - Kitsuki Aniko.  The Dragon delegation leader is a controversial figure even among the Kitsuki, taking their techniques of observation and using them to infer not only actions but motivations as well. Once she gets to know someone, she seems almost magical in her ability to predict their moods, emotions, and even their very thoughts.  Perhaps this is why she is here as the leader of the Dragon.  Aniko is very concerned about recent events near Dragon lands, specifically rumors that the Unicorn-Phoenix peace meeting ended in disaster.

Lion - Ikoma Kenta. No one embodies the roar of a Lion more than Ikoma Kenta. He is quick to regale anyone who will listen (and many who would rather not) with the heroic deeds of the mighty Lion. Statements by Kenta always seem to start with, “This reminds me of the time when the Great Lion...” Those who would dare steal his spotlight, or worse, interrupt his stories, face dire enmity. He is completely loyal to his lord Ikoma Toroku and his Clan Champion, Akodo Gintaku, and will speak proudly of Gintaku’s recent victories against the Unicorn in Scorpion lands.  He knows nothing about what has happened in the north and will try to shrug off any rumors mentioned by Aimi or Tsutakito.

Mantis - Moshi Hikari. Three years have passed since Moshi Hikari’s older sister Kinako died during winter court at Shiro Hanagensai. Once a playful and flirtatious girl, her demeanor now is grim and serious, and she has thrown herself into her magical studies with a determination rivaled by few. PCs who met her sister in “Winter Court: Shiro Hanagensai” or “Bloom of the White Orchid” will recognize her strong family resemblance.  She is obsessed with cleansing Rokugan of “unnatural beasts” such as the white tiger that killed her sister, but so far she has had to set aside her quest for vengeance in order to perform her duties as eldest heir of the Moshi Family Daimyo. Her mother considers this visit to Kyuden Seppun an opportunity for her to gain experience in leadership and the courtly arts. 
Phoenix – Isawa Tsutakito. A slim, almost skeletal young man with a sunken chest, pale skin, a low hollow voice and deep-set eyes.  Tsutakito is an Air shugenja who has also studied the ways of battle, very unusual for the Phoenix.  He is well-educated, able to converse on a variety of intellectual subjects, but is also eerily swift and agile, able to make a sword or yari dance like a living thing.  He is somewhat inept in social situations, since despite his education he tends to be slightly oblivious to the subtleties of the Rokugani courts, and likes to drone on about subjects that interest him.  He is somewhat cautious and wary around Dragons due to his long-standing rivalry with an angry and temperamental Dragon shugenja-ko named Tamori Ryuko.  PCs may have met him in more than one previous adventure, most notably the Topaz Championship and Bloom of the White Orchid.  

Phoenix - Shiba Tadao.  Tadao is a handsome young man in his early twenties with a clean-shaven face and a somewhat pensive air.  He has a rather prominent scar on his neck and the left side of his face – however, this does not detract from his looks but rather makes him seem more masculine.  PCs who roll Intelligence/Lore: Heraldry at TN 30 or Lore: Phoenix Clan at TN 20 will know that Tadao is the son of a prominent daimyo and one of the few survivors of the major battle between the Unicorn and Phoenix last year.  If the PC beats the TN by 10 or more, s/he will recall that prior to that time he was assigned to the Imperial capital as part of the Phoenix ambassadorial delegation. 

Scorpion - Shosuro Kei. When people accuse the Scorpion of using ninja, the Scorpion smile to themselves and think of Kei. With her, what need have they of silly children running around in black pajamas? Kei is a consummate liar and is publicly praised for it – she is an actor! In fact, she is so successful she has recently been appointed head of the famed Kyozou Troupe. Her mission here is twofold: prevent the Lion and Unicorn from acquiring any support they might need, and help the Minor Clan Alliance to establish future debts for when the Scorpion can rebuild from the current war. She is shrewd and manipulative, but also a surprisingly capable duelist, using her rank 2 technique to foil her opponents’ assessments.

Unicorn - Utaku Kenshin. A notable breeder of Unicorn horses (including both normal warhorses and Utaku Battle Steeds), Kenshin has a medium frame and wears his hair in a simple topknot.  His skin is weathered and leathery from laboring to care for his horses.  His primary duty here is to represent his Clan, but his daimyo has also assigned him an additional purpose: last year produced an unprecedented number of colts, and with the Unicorn having just suffered a bitter defeat the Clan is in need of funds and political favors. Kenshin is willing to trade his horses for money or political favors as the situation warrants. PCs who negotiate with him will be able to trade in Clan/Family Favors to obtain a gaijin riding horse – see later in the adventure for details.


Because he normally spends most of his time around horses, Kenshin is a bit lacking in social graces.  He will openly speak of the parallels between his own mission of selling his horses and the Seppun daimyo’s attempts to marry off his children.

Minor Clan Alliance - Kasuga Hitoshi. Hitoshi is a distant relative of the Kasuga daimyo and this is his first major diplomatic assignment.  Perceptive PCs may recognize this as a sleight to the Seppun – although he will not admit it to anyone who is not a member of the Minor Clan Alliance, the Tortoise Clan suspects the current situation will soon be beyond the control of the Imperial families, and thus regards them as a dubious asset at best.  Hitoshi cares little about the marriages save whether they can be manipulated to benefit the Minor Clan Alliance – his goal is to block any marriages to the Lion or Unicorn. 

Assignments
Any PC with Status of 4.0 or higher will function his the head of his/her faction, though the chief NPC will remain in an advisory capacity.  PCs will be appraised by their individual faction heads of what they know about Seppun Munemori’s attempt to win spouses and prestige for his family.  It is believed the Seppun Daimyo is belatedly concerned about the status of the Imperial Families without an Emperor and is trying to create an alliance with several of the Great Clans.  Apparently he has made it known that a promise of marriage to one of his seven children will be awarded to representatives of seven Clans at this festival.  There is no formal competition announced, but it is clear that Munemori intends to offer chances for his guests to impress and flatter him in order to win his favor.  It is believed the Clan or faction which does that most effectively will be rewarded with a marriage to Munemori’s eldest daughter and heir to his position, Seppun Aiko.  Less impressive factions will be awarded marriages to younger children, with the least successful factions getting nothing.

Clan Goals

Each faction will want to impress Munemori as much as possible to secure a politically advantageous marriage. Beyond that, several individual factions have additional goals:

· The Crab are trying to rally more support for their rebuilding efforts.  They are also interested in arranging for some Unicorn horses.

· The Unicorn have suffered heavy losses in the Scorpion lands and are picking up rumors that something may have happened to their northern army, the Baraunghar, as well.  They want to build alliances with their horses and obstruct the Lion wherever possible.  

· The Minor Clan Alliance is on the outs with the Hare Clan, due to the Hare withdrawing from the alliance last winter and forging a separate peace with the Crab Clan.  If any Hare PCs are here, the MCA will attempt to block them from gaining any favor with the Seppun.

· The Lion wish to gain control of at least one Seppun heir in order to position themselves for Gintaku’s claim on the throne.  

Gossip and News

The PCs may wish to pick up on the latest news and gossip of the Empire.  If so, they can roll Awareness/Courtier (Gossip) at TN 25 to pick up some news of what is happening in the Empire.

· The most prominent topic is the recent Lion victory against the Unicorn in Scorpion lands.  Details are sketchy and any PCs who have concrete information (due to playing the adventure “A Hard Rain Will Fall”) will become a focus of attention, especially from the Unicorn and Scorpion delegations.

· There are also rumors of something disastrous happening in the northern Empire where the Unicorn and the Phoenix were scheduled to sign their peace treaty.  No specific information is available, but the Dragon have caught wind of some sort of terrible battle or clash there.  

· The Crab continue to ask help of the rest of the Empire in dealing with the Shadowlands incursion into their lands.  Most samurai prefer not to discuss such an uncouth topic, but with the Wall down and massive supply shipments going into Crab lands, it is difficult to avoid it.  If a any PCs discuss the situation in Crab lands with Toritaka Tenkei, he will quietly explain how dire the situation has become.  “Without the Wall we have been forced to spill blood like water to hold the line.  If help is not forthcoming soon we will surely collapse.  The Steel Lion has pledged help, and now that he has defeated the Unicorn perhaps he will fulfill that promise.”

· The political situation in the capital remains deeply uncertain, even more so now that word has arrived of the deaths of Toturi Hizatoru and Toturi Chisa at the hands of bandits.  Rumors persist that Toturi Yukihime will soon travel to Toshi Ranbo to stake her own claim on the throne.  Toturi Kobe, however, seems content to claim his post as Shogun.   

The Power of the Kami

Late this evening, any shugenja PCs will feel a powerful surge in the local kami.  PCs who roll Perception/ Spellcraft (Earth) at TN 20 will realize the local Earth kami are being called on for a significant undertaking. Whatever is happening does not seem in any way malignant, but it is definitely powerful.  

Part Two: Welcome to the Castle

A crisp clear spring morning greets the PCs and NPCs the next day.  Seppun Munemori has arranged an escort of Yotsu bushi to lead his guests to Kyuden Seppun. Each Clan/faction group is escorted separately up the path that leads to the castle. 

Dragon PCs, and other PCs who roll Perception/Lore: Heraldry at TN 20, will notice the Dragon contingent is swollen by a late addition – Tamori Ryuko, a fierce and hawk-faced young woman who arrives early this morning.  She wears a kimono and hakama rather than shugenja’s robes, and carries a daisho set.  Although Ryuko is indeed a shugenja, in the true Dragon tradition she is also trained with the sword, and has a militant and aggressive attitude.  Like most of her family, she feels a rivalry to the Phoenix Clan (due to their absorption of the Agasha family centuries ago), and a personal enmity with Isawa Tsutakito, with whom she clashed at the Topaz Championship.  She pulled strings to be assigned here when she learned Tsutakito was part of the Phoenix contingent.  She will openly express her hope for a duel with the “insufferable Phoenix pretender” to anyone who seems remotely sympathetic. 

As everyone heads to the palace, the Phoenix delegation will lag somewhat behind – they are escorted by a decorated but very elderly Yotsu, who clearly should have been retired years ago. (If none of the PCs are Phoenix, they can Perception/Investigation (Notice) at TN 15 to notice the Phoenix are lagging.  The Tiger’s slow steps and shuffling gait are frustrating, but his age and prestige make it inappropriate to outpace him – a PC who does so loses 1 point each of Honor and Glory for disrespecting one of greater age and experience.   

Kyuden Seppun, the palace and primary residence of the Seppun family, is a sprawling mansion complex, a dozen different large peak-roofed buildings joined together by covered walkways.  A high wall surrounds the buildings and gardens at a distance, walling the whole complex off from the outside world.  This is good, since in the distance lie the desolate ruins of Otosan Uchi, the former capitol of the Empire.  Although the Seppun have built a new palace outside the Imperial City of Toshi Ranbo, they maintain this one as a reminder of their ancient duties to the Hantei Dynasty.  

As the PCs pass through the gates in the outer wall, they can see that the large garden outside the main building has been transformed into a series of intricate stone paths, turning and twisting in unpredictable patterns between the koi ponds, streams, shrubs, and trees.  Seppun family PCs will be aware this is not how the garden normally looks, and transforming it this way would be a major project.  PC shugenja who noticed the Earth kami activity the night before will know immediately this garden was the source. 

The Tiger guards escort each faction to a clearing in front of the garden.  “Lord Seppun Munemori invites you to explore his garden and to present your insights to him when you reach the gates of Kyuden Seppun.”  With that, they bow and depart.  The PCs can see that soldiers in the colors of the Seppun are waiting at the entrance to the palace.

The Stone Garden  

Seppun Munemori is trying hard to be clever.  His first thought was to have his shugenja create a hedge maze, but his advisors reminded him that Kyuden Bayushi already has a hedge maze at its entrance, and it would look bad if he copied them.  He has instead resorted to this rather pretentious “garden of enlightenment” designed to stimulate admiring commentary from his guests.  This is intended to be his first “test” of his guests to determine their worthiness to marry his children. 

It is up to the PCs whether they choose to wander the garden for a while, seeking insight or artistic inspiration, or to simply go through quickly and enter the palace.  Obviously, hurrying through is counter-productive to impressing Munemori – the fact that he went to the effort of having his shugenja redesign his garden would suggest the PCs should pay attention.  The NPCs will all try to spend time in the garden in search of patterns, enlightenment, or artistic inspiration, hoping thereby to impress their host.  

A PC who seeks to discern the underlying pattern to the garden can roll Void/Meditation at TN 35 to succeed.  If the PC specifically spends a large amount of time wandering or studying the garden, however, the TN is only 25.  PCs who successfully perceive the patterns in the garden will be able to effectively comment on it or create art or gifts based on it when they enter the palace (see below).  

Note for Phoenix PCs: The Phoenix faction is significantly delayed due to the slowness of their Yotsu escort. As a result, if they attempt to take extra time to contemplate the garden they will be the last ones entering the palace, suffering a lose of 2 points of Glory for insulting their hosts.   

NPC Encounters 

While the PCs are exploring and contemplating the garden, each of them will encounter one of the PCs.  The GM can choose one of the NPCs who seems appropriate, or simply roll a die and use the table below.  If the GM chooses to roll randomly, results that generate an NPC from the PC’s own faction (or duplicate results) should be re-rolled.  It is the GM’s discretion how many of these encounters take place, but it is recommended that at least two or three of them occur. 


1: Kakita Amika.  As mentioned from the previous night, Kakita Amika will be polite and deferential to anyone who has her as a Sworn Enemy, and if any PCs still have an Obligation to duel her she will apologize for her past actions and seek their forgiveness.  Aside from that, she will wish the PCs well in their endeavors and continue to explore the garden.  She is having trouble perceiving the patterns of the garden, and if a PC offers to share insight with her, she will be grateful and possibly even moved. 

2: Ikoma Kenta.  Ikoma Kenta can be heard from some distance away as he strolls through the garden, boasting to his companions about his second cousin’s wife’s yojimbo’s heroic deeds at the Battle of Shiro Usagi. When he approaches the PCs he will restart his tale, to the dismay of those who accompany him. “Ah, a new audience! Oh, I must start from the beginning of my tale. You need to hear about the time that my second cousin's wife's yojimbo...” PCs can role-play a polite way to excuse themselves from this story-telling, otherwise the distraction from Kenta will increase the TN for their Meditation roll (if any) by 5. 

3: Shosuro Kei.  When a PC meets Shosuro Kei, she will offer her own insights into the patterns of the garden.  Whether or not this advice is helpful depends on who she talks to. 

· Scorpion PCs and non-Hare Minor Clan PCs who follow her advice will get a Free Raise on either their Meditation roll or, if they already made that roll, on their subsequent presentation to Seppun Munemori.

· Lion and Unicorn PCs who listen to her (misleading) advice will suffer a +5 TN penalty to either the Meditation roll or the later follow-up roll.

· All other PCs will neither gain nor lose anything from listening to her comments, which will be inconsequential. 

4: Kitsuki Aniko. Aniko will offer her assessment of the garden: it is an attempted “test” by Munemori to see if they are worthy of marriage to his children.  If any of the PCs mention their insights into the garden, she will use these to analyze the PC’s character and beliefs (accurately).  PCs may react to this with curiosity, anger, or disgust, depending on how they view the Kitsuki method and such intrusive analysis.   

5: Toritaka Tenkei. Tenkei is unable to stay on the stone paths due to his blindness, and if the PCs leave him alone he will eventually have to call on one of the other Crab delegates to guide him through the garden to the palace.  If a PC offers to guide him, Tenkei will be grateful and offers a brief insight: “This garden feels like something created from fear, not confidence.”    

6: Utaku Kenshin.  If Kenshin runs into a PC in the garden, after indulging in the barest of pleasantries he will begin to speak to the PCs about his horses.  He is clearly a practical man without an artistic bone in his body, and does not make any attempt to find depth or inspiration in the garden.  

7: Seppun Shichiro, the Seventh Eldest Child.  Seppun Shichiro is a child of just 13 years, barely past his gempukku. The PCs discover him meditating in front of one of the koi ponds.  If the PCs interrupt his meditation, he is startled and starts to run away, blushing furiously.  A PC may attempt to roll Awareness/Etiquette (Sincerity) at TN 25 to calm him down, in which case Shichiro will apologize for his rudeness and then retreat to the palace more sedately.  The apologizing PC gains 1 extra point in the competition to win Seppun Munemori’s favor.  

8: Moshi Hikari. The PCs encounter Moshi Hikari using Commune with the Earth kami to learn more about the patterns in the garden.  Any PC who rolls Intelligence/Lore: Law at TN 20 will know it is a breach of etiquette to use magic unauthorized within the Imperial palaces, where only the Seppun Hidden Guard have permission to call on the kami.  If the PC mentions this to Hikari, she will be flustered and embarrassed, but tries to cover it up with seriousness, thanking the PCs for their advice.  If the PC has less than 3.0 Honor, s/hje gains 1 point of Honor for exercising compassion and discretion, and will be able to call on her help later in the adventure.  Conversely, a PC may choose to say nothing and gain Blackmail on Moshi Hikari, but will lose a number of points of Honor equal to his current Honor Rank.  Finally, a PC may choose to report her indiscretion to the Seppun – this gains the PC 1 point of Glory but also gains Moshi Hikari as a Sworn Enemy.

9: Shiba Tadao. Tadao is extremely irritated that his group was forced to lag behind by their slow guide, excessively so under the circumstances, and will hurry through the garden without bothering to try to understand it.  He nearly barrels the PCs over, and offers hurried but sincere apologies.  Any PC who is trying to Meditate will suffer a +5 TN penalty due to this disharmonious interruption.  

10: Isawa Tsutakito.  The other prominent Phoenix is keeping a wary eye out for Tamori Ryuko, who he saw in the distance as he approached Kyuden Seppun.  He will converse politely with the PCs but his eyes keep flickering about as he checks for his enemy.  If a PC mentions Ryuko and her previous rivalries with Tsutakito, he looks chagrined.  “I had hoped out clash at the Topaz Championship so many years ago might have been forgotten, but I have received word recently that she is still seeking a duel with me.  That could be most awkward while we are guests of the Seppun.”

Arrival at the Palace 

The PCs and NPCs eventually emerge from the gardens and enter the main courtyard of Kyuden Seppun. They are greeted by the palace servants and guards, as well as by the karo (chamberlain) of Kyuden Seppun, an older samurai named Seppun Susumu.

“Samurai-sama. The Seppun family and our noble lord Seppun Munemori-sama are honored by your auspicious presence.  We thank you for your visit and trust you enjoyed the garden we created for your enlightenment.”  As Susumu says this, the garden ripples and shifts as the stones re-order themselves and the garden resumes its normal shape.  “While it would normally be tradition to present a gift to your host at this time, we beg your patience in waiting until later for this.  In the meantime, Lord Munemori-sama asks your impressions of the garden we presented to you.  How does our welcome impress you, samurai-sans?”

This is the PCs’ cue to make either artistic offerings inspired by the garden or speeches about their impressions.  The skill rolls are Awareness/Artisan (of appropriate specialty) for artistic presentations, or Awareness/Storytelling (Oratory) for speeches, comparing the totals of the rolls.  PCs who come up with a creative role-play approach should get one (but only one) Free Raise.  PCs who were unable to make the Meditation roll to perceive the garden properly will suffer a –10 penalty to the total of their roll.  

If no PCs from a specific faction are available (or willing) to make a presentation, their faction leader will do so.  It is not possible for a single faction to “win” more than once – thus, if the first and second high rolls are in the same faction, the faction with the third-highest roll will get “second.”  Appendix #2 contains pre-set rolls for all of the faction leaders to assist the GM.

· The highest die-roll among the factions will earn 5 points.

· The faction with the second-highest roll earns 4 points.  

· The third place faction gets 3 points. 

· The fourth through seventh place factions each earn 2 points.

· The eighth and ninth place factions earn 1 point each. 


Once all the factions have presented their impressions of the garden (or failed to do so, in which case they earn no points), Seppun Susumu thanks them for their courtesy and welcomes them into the Seppun palace.  “Your quarters await you. We have instructed your servants and your belongings have been appropriately delivered. This evening Lord Munemori-sama will welcome all his guests with a feast of suitable magnificence.  Finally, with your permission, I would remind you that we are all under the honorable protection of the Seppun guard, who are solely responsible for your safety.”  

The PCs may now retire to their private quarters, bathe, change clothes, and otherwise prepare for the evening’s entertainment.  As guests of the Seppun, they will be asked to turn in all weapons to the Seppun other than daisho and tanto.  Shugenja PCs will also be reminded that they are expected to request permission from the Seppun Hidden Guard to cast spells while on the grounds of Kyuden Seppun.  Failure to do so is a breach of etiquette.  (This will obviously also be a chance for the PCs to inform on Moshi Hikari if they wish.)  

Part Two: The Welcome Banquet

The welcome banquet is an opulent feast, featuring delicacies rarely seen outside of the capitol itself. Seppun Munemori presides over the dinner at the head table, fanning himself and observing the scene with vague detachment.  He is a man in late middle age with a distant and somewhat vapid air, although he is always dressed splendidly and his manners are usually impeccable.  Anyone who rolls Intelligence/Lore: Heraldry at TN 25 or Lore: Imperial Families at TN 15 will know that Munemori has no real military experience and allegedly occupies himself with minutia such as redesigning the garments and banners of the Imperial Guard.  His only known venture outside the Imperial capital was a trip to observe the Unicorn winter maneuvers in the Burning Sands three years ago.

Munemori’s Children 

The seven children of Seppun Munemori are present at the banquet and the PCs will have the opportunity to interact with them.  If the 

Eldest and Heir - Seppun Aika. 21 years old, lithe and graceful, Aika works the room with such ease it may be surprising to some that she is trained primarily in the magical rather than the courtly arts. She is starting to make a name for herself as a poet and author, writing pillow-books about heroic samurai deeds, and is happy to discuss her work with anyone who asks. However if she is asked about her current projects she will stiffen slightly and say, “An artist never reveals her work until it is complete.”  If a PC is extremely noteworthy (Glory 8.0 or higher) she will ask about the PC’s exploits, seeking material for future writing.  

· A PC who rolls Intelligence/Courtier (Gossip) at TN 30 will know that Aika is rumored to be composing a masterpiece poem. The rumor, however, holds that she is collaborating with another author on this piece.

· Aika is in love with Shiba Tadao. See “Other Interactions at Dinner” for details on whether the PCs can pick up on her connection to him during the dinner.   

Second Eldest - Seppun Takashi. 20 years old, arrogant and condescending. Takashi is not shy about bragging about his exalted position as plenipotentiary for the chief assistant to the vice chancellor of the exchequer of the treasury – even if no one is sure what he actually does.  PCs may have encountered Takashi in the adventure “Masterpiece” and if they earned his enmity there, he will do his best to make their lives miserable here.  Regardless, Takashi is a vile, utterly spoiled and malicious young man who will usually find a reason to take offense at anything the PCs say, do, or think. 

Third Eldest - Seppun Kohaku. One of two 18-year-old twins, Kohaku is strongly religious and a student of astrology.  He believes the Empire’s current troubles with the Shadowlands and the Imperial succession are the result of bad kharma accumulated in recent years, especially the Hare War.  He is a serious and determined young man with a strong dislike of the Crab, and corresponding sympathy to the Hare Clan.  He will assume that Minor Clan samurai are allies of the Hare and will be somewhat shocked and disturbed to learn of the rift between the Hare and the Minor Clan Alliance.  

· Kohaku will share a secret about pleasing his father with Crane and Minor Clan Alliance PCs: His father leads a dull and mundane life (hence his obsession with trivialities) and is in need of entertainment.  He probably sees this courtship of his children as one of the most enjoyable things to happen in his life. If these PCs seem especially friendly, he may warn them that the gift-giving tomorrow will involve giving gifts to other Clans instead of to his father.  

Fourth Eldest - Seppun Shin. The “younger” (by twenty-seven minutes) of the 18-year-old twins, a gentle and sympathetic man.  In his young career as a Seppun Guardsman Shin has already seen much bloodshed.  He fears such violence and horror will be unleashed on the Empire as a whole if the Crab are unable to rebuild and recover.  He will remind PCs of this at every opportunity, and will support the Crab and Crab PCs as much as possible.  This will lead to much subdued but vicious quarreling with his brother Kohaku.

· Shin is more than happy to share a secret with Crab PCs about pleasing his father: Seppun Munemori is meticulous about details.  “Anything you do to impress him must be carefully thought out.”  If these PCs seem especially friendly, he may warn them that the gift-giving tomorrow will involve giving gifts to other Clans instead of to his father.

Fifth Eldest - Seppun Yasushi.  17 years old, bland and forgettable to such an extent that to even notice him requires a roll of Perception/Investigation (Notice) at TN 25. Even if they succeed, he will fade back into the crowd as soon as they aren’t paying attention to him.  Any PC who wishes to speak with Seppun Yasushi must succeed at a Perception/Investigation roll at TN 30 to pin him down long enough for a conversation – otherwise he slips away the moment their attention wavers.  This chameleon-like ability has served him well in the Hidden Guard.  He carefully avoids expressing strong opinions about anything – after all, opinions draw attention.


Sixth Eldest - Seppun Hiromi. 16 years old, playful and flirtatious, Hiromi by no means the most politically advantageous heir – being second to last – but she is by far the most attractive, charming, and outgoing. For this reason alone, some of the NPCs – and possibly some PCs – will court her over her older sister Aika. Hiromi accepts male attention with grace, but PCs who roll Raw Awareness at TN 20 will sense her unease with such attentions. She is often seen catching Aika’s eye for help or encouragement.  Hiromi is a Seppun Guardsman, and if any PCs discuss her duties with her, they can roll Intelligence/Storytelling at TN 30 to recognize that Hiromi’s adventures match those written in Aika’s published books.   


Seventh Eldest - Seppun Shichiro.  Some of the PCs may have encountered this 13-year-old boy, barely past gempukku, in the gardens.  His hair is quite short and consequently is not in a samurai topknot.  He seems timid and almost shell-shocked, regarding most anyone he encounters with hesitation and perhaps some fear. PCs who ask about him can roll Intelligence/Lore: Heraldry at TN 30, Lore: Imperials at TN 25, or Awareness/Courtier (Gossip) at TN 30 to recall that Shichiro was sent to the Brotherhood of Shinsei at the tender age of six, a symbolic sacrifice of the Seppun family to the calling of piety.  He was recalled to the family just two months ago. 

Other Interactions at Dinner

Aside from any interactions with the Seppun children as outlined above, the most notable social interactions will be the following:

· Tamori Ryuko will make a point of glaring at Isawa Tsutakito throughout the dinner, while he tries to avoid looking at her.  She will also make loud comments to her fellow Dragon about how the Phoenix cannot possibly win a Seppun bride with “that cowardly Isawa” as one of their leaders.  If anyone challenges her comments, she will point out that she was having a private conversation (1 point of Honor and Glory loss for the PC).

· PCs who specifically state they are watching the social interactions at the table, or who mention they are paying attention to Seppun Aika and/or Shiba Tadao, can roll Perception/Investigation (Notice) at TN 30 to pick up something: Aika and Tadao never look at each other, and in fact seem to go out of their way to avoid meeting each others’ gaze. 

Munemori’s Speech

Near the end of the evening dinner, Seppun Munemori will stand and make a gesture for attention with his fan, then issue a rather ponderous speech.  He speaks slowly and in an uneven voice, clearly unaccustomed to addressing crowds.  

“Welcome to Kyuden Seppun.  We are pleased to see so many of our friends from the great and minor clans here, and are even more pleased at the prospect of growing closer to you.  Over the next few days you will have the opportunity to… to demonstrate the fitness of your clan to marry into the noble house of the Seppun. We are pleased to receive your attention and to hear how you responded to the pleasant diversion we created for you in our garden this morning.  My children and I will expect to see you demonstrate the… the excellence and devotion of your Clans in the next couple of days as you stay here as our guests.  This can begin tomorrow morning when you present the traditional gifts of hospitality, as I am sure you are prepared to do.”  He gets a peculiar smirk on his face as he concludes, "We expect no less than excellence from each of you.  Do not disappoint."

Once this speech is concluded, the dinner ends.  However, Munemori has no intention of letting his guests slip away to rest without testing them further.  Once his speech is over his karo, Seppun Susumu, will announce the evening’s entertainment.  

Part Three: The Sadane Competition

Seppun Susumu, karo to Lord Seppun Munemori, politely invites you to follow him into the main court chamber adjacent to the dining hall.  Here you see a magnificent painting of three herons in a garden, one of them with a fish caught in its beak.  “The courtly game of sadane is one my lord Munemori greatly admires.   While the gentler arts of poetry and oratory are more often favored, the comparison of the court to the battlefield holds true, and any who aspire to greatness must be as sharp with their tongue as their blade.  My lord has acquired this painting, by the monastic artist Hamatsu, and offers it for your critical eyes.  Please, enlighten us with your opinions.” 

Sadane is a game of impromptu criticism, with the victory going to the one who can offer the most scathing assessment of the topic at hand – in this case, a painting. Of course, part of the entertainment value in sadane is finding insulting things to say about a topic which may actually lack any flaws!  In this case, the competitors have been presented with a painting which is a genuine masterpiece – any PC who rolls Intelligence/Lore: History at TN 25 (or a suitable specialized Lore skill such as Lore: Art at TN 15) will know that the monk Hamatsu is one of the Empire’s most famous painters, reputed to be so skilled that the birds have sometimes come to life and flown off the silk.

Each Clan delegation must offer one competitor for this contest, and each competitor will be expected to make a statement (approximately one to three sentences) intended to criticize the painting in the harshest terms possible.  These criticisms need not be true, and in fact usually are not.  Sadane is not a game of insulting other samurai, and PCs who treat it as such will lose both Honor and Glory for a serious breach of etiquette. 

The competitors are matched into pairs and must roll Intelligence/Games: Sadane to make their criticisms.  This is considered to be an Opposed Social roll for the purpose of School Techniques and Mastery Abilities.  PCs who role-play an interesting or dramatic criticism may earn Free Raises as outlined below.  As before, rolls for NPCs are supplied in Appendix #2.

· PCs who role-play their criticism earn 1 Free Raise on their roll. They receive 1 additional Free Raise if the criticism is particularly well-done (tailored to the opponent, appropriately subtle, etc.)

· PCs suffer a -5 penalty to the final roll if the insult is particularly unimaginative (“That painting is ugly”) or crude (“You know what that bird looks like?”).  This penalty is cumulative if it is earned twice.

· PCs may take Raises on their rolls for the purpose of earning more success.  Of course, this requires them to defeat their opponent’s roll by a extra 5 for each Raise.

Match-Ups

Each faction that wins the opposed roll gains 1 point toward their overall score in pursuing a Seppun bride, plus 1 extra point for every Raise dedicated toward greater success.  The results listed below assume that no PCs compete – obviously, if any PCs stand for their Clans this can potentially alter the outcomes.

Match One: Crab (20) vs. Lion (41 with 2 Raises).  Lion win 3 Points.

Match Two: Unicorn (22) vs. Mantis (19).  Unicorn win 1 Point.

Match Three: Dragon (15) vs. Crane (16).  Crane win 1 Point.

Match Four: Minor Clans (26) vs. Phoenix (30).  Phoenix win 1 Point.

Match Five: Scorpion (23 with 1 Free Raise) vs. Lion (37).  No one receives any points.  The Lion are asked to compete again to provide an opponent for the Scorpion.  They cannot earn any points for victory in this match-up, regardless of how it resolves, but the Scorpion can earn points normally if they win.

End of the Evening

After the Sadane game is completed, Seppun Susumu bids everyone a good night on behalf of his lord, and the guests return to their quarters.  Isawa Tsutakito departs quickly so as to avoid any further encounter with Tamori Ryuko. 

That evening, Shosuro Rei will inform any Scorpion PCs of information she has received from Clan spies: the gift-giving in the morning will not be to Seppun Munemori himself, but will instead involve giving gifts to the other clans.  Munemori thinks this is dreadfully clever and plans to use it as a chance to evaluate the Clans’ worthiness to marry his children.  The Scorpion PCs may choose to share this information or keep it to themselves.

Part Four: Gift Giving

The next morning after breakfast, the PC and NPC guests are called together again in the palace’s main court chapter.  Seppun Munemori is present along with all of his children and his karo Seppun Susumu.  The guests will be invited to engage in an unusual exercise in gift-giving.  While the PCs (and most of the other contestants) may have assumed they were to give gifts to the Seppun, they were incorrect.  Unless the PCs learned the truth from the Scorpion or the Seppun children, this should catch them off-guard. 

Once everyone is assembled in the palace’s main court, the daimyo’s eldest son Seppun Takashi steps forward.  
“You have been… privileged,” Takashi says, his lip curling in a contemptuous sneer, “to demonstrate your… talents in hopes of winning our favor.  Some of you may even think you have impressed us.  The more civilized of you, however, will realize that bearing our family name requires more than just skill at arms or pretty words.  Joining the Imperial families entails obligations of duty, obligations I’m sure none of you understand.  One of those duties is the perpetual requirement of…” he sniffs, “courtesy and propriety.  Perhaps you expected to curry my family’s favor by giving us gifts.  We have no need of such sycophantic behavior.  Instead, give such trinkets to one another and see what allies you can build through that.  We will judge the most sincere offerings for ourselves.”

The factions are judged both on the quality and presentation of their gifts and on how well they receive the gifts from the other factions.  (However, they are not told of this latter requirement.)  Most of the guests are thrown off their stride by Takashi’s announcement, though the Scorpion seem surprisingly at ease and the Crane, unsurprisingly, recover quickly.  

The factions must decide what gift they are giving, and to which other faction – gifts are presented to the faction head, although anyone may be the gift-giver.  Gifts can include items from the PCs’ equipment lists, something they have acquired, or even something they have made (using an appropriate Artisan skill).  Some PCs may decide to go back to South Hub Village and purchase a gift, but this will take two hours, making it impossible if they did not learn about the true nature of the contest in advance.  If none of the PCs can come up with a gift, the members of their respective factions will offer their own suggestions (see below) – these are also the gifts which will be offered from factions which do not have any PCs. 

Mechanics of the Competition 

A PC presenting a gift rolls Awareness/Courtier (Political Maneuvering), attempting to score the highest roll possible.  A player who actually role-plays the presentation is entitled to 1 Free Raise (2 if the GM judges it an exceptional performance).  If the PC gives a unique gift – something carefully thought out, not just an item from their starting equipment or casually purchased in the village – that earns 1 additional Raise. If there are factions without any PCs (which is likely), refer to the list below for what gifts they offer, and to Appendix #2 to determine how well they rolled.   
Those who receive gifts from other factions must roll Awareness/Etiquette (Sincerity) at TN 30.  A player who role-plays the proper etiquette (refusing the gift twice) receives 1 Free Raise to the roll.  A successful roll earns +10 to the faction’s result from gift-giving.  (No faction can receive this bonus more than once, regardless of how many gifts they receive.)  If a PC is his or her faction’s leader, that PC will receive any gifts and will be able to keep such items or turn them over to his or her Lord (gaining 1 point of Glory and, if Honor 1.9 or less, 1 point of Honor).  
· These rolls are Social rolls (though not Opposed) and Advantages like Benten’s Blessing, Voice, and similar will apply.

Rank each faction according to their final (Etiquette-modified) Courtier roll results.  In the event of a tie, the higher Etiquette roll wins.  (PCs always win against NPCs.)  

Sample Gifts

For those factions whose PCs are unable to come up with gifts, or who lack any PCs at all, use the following list of gifts:

Crab – A Yasuki courtier offers a rare emerald (worth 10 koku).

Crane – Doji Kiyoushi offers the book of poetry that he presented to the masters of the Kakita Artisan Academy to gain his admission.

Dragon – Kitsuki Aimi gives a cameo of Togashi Yokuni drawn by a Seppun guardsman who accompanied Hantei XXXVIII when he consulted with the Dragon champion in the late eleventh century.

Lion – Ikoma Kenta presents a fan the Lion hero Akodo Shigekawa left to his brother before he became Toturi Shigekawa, devoting his life to serving the Toturi dynasty.

Mantis – A Yoritomo Courtier offers a gorgeous hardwood box with inlaid woods and pearls from the Ivory Kingdoms (worth 5 koku).

Phoenix – An Asako Courtier presents her detailed history of the lands surrounding Otosan Uchi and Kyuden Seppun.

Scorpion – Shosuro Kei just happens to have a perfect gift for the Crane: a masterfully-made sun parasol that once belonged to Doji Sarutomo, the former Crane Clan Champion.  (She claims it was a gift, but in fact Sarutomo left it behind at the Tournament of the Topaz Champion five years ago.)

Unicorn – Utaku Kenshin promises a young foal from his herd of gaijin steeds.  It will be at least a year until the horse can be ridden, of course.  

Minor Clans – Kasuga Hitoshi has an unusual present: a jagged fist-sized rock.  He says it is from the walls of Toshi Ranbo, blasted loose by the gaijin cannon fire that struck the Emperor’s charge last year.  

Scoring the Competition 

Factions receive tournament points based on how they place.  The scores for NPC rolls are shown in Appendix #2.


· First place faction: 5 points 

· Second place faction: 4 points 

· Third place faction: 3 points 

· Fourth, fifth, and sixth place factions: 2 points 

· Seventh and eighth place factions: 1 point 

· Ninth place faction: 0 points 

Part Five: Magical Lore 

Once the rituals of gift-giving are complete, Seppun Susumu touches his fingertips together in a thoughtful pause.  After waiting a moment to make sure Lord Munemori and his eldest son have finished chuckling over the gift-giving, Susumu addresses the guests.  “We see there are many shugenja and other learned individuals among you.  Perhaps you might enlighten the rest of us by discoursing on the ways of the spirits and the kami?  We of the Seppun have many magical duties to the Imperial Throne, and learning the views of others on the kami could be most enlightening.”

This is a discussion of magical lore and the secrets and mysteries of the kami, expressed as a roll of either Intelligence/Spellcraft or Intelligence/Lore: Shugenja, with winner rankings decided by the highest roll. PCs who come up with an interesting perspective on the kami gain 1 Free Raise on the roll, but PCs who offer unconventional topics (such as Unicorn talking about Meishodo) or discuss things in questionable taste (such as a Kuni discoursing on the use of magic against the Shadowlands) will instead suffer a –5 penalty on their roll. 

· PCs who specifically try to address their discussion toward Seppun Yasushi, who is a member of the Hidden Guard, will have to make the Perception/Investigation (Notice) roll at TN 25 to spot him skulking among his siblings.  However, if they succeed, they earn 1 extra point for their faction.

· Tamori Ryuko and Isawa Tsutakito will be the default competitors for the Dragon and Phoenix Clans unless a PC supercedes them.  If Tsutakito is the Phoenix competitor, Ryuko will adamantly insist on competing for the Dragon – a PC with Status of 4.0 or better can overrule her, or a lower-Status PC who makes a good argument can roll Awareness/Courtier at TN 25 to force her to back down.  

· If no PCs compete, the Phoenix (represented by Tsutakito) will finish first, the Dragon second.  PCs who listen to the discussions will be able to tell that Ryuko’s anger is unbalancing her and she actually knows more than her performance would suggest. 

Scoring the Competition

Factions receive points based on their final placement in total skill roll.  Sample roll results are given in Appendix #2 for any factions which do not have PCs able to make the rolls.  Note that, absent a PC, not all the factions will have someone with the knowledge required to compete.

In the event of a tie, the competitor with the higher combined Rank in both skills wins.

· First place faction: 5 points 

· Second place faction: 4 points 

· Third place faction: 3 points 

· Fourth, fifth, and sixth place factions: 2 points 

· Seventh and eighth place factions: 1 point 

· Ninth place faction: 0 points 

Part Six: Kemari

Once the discussion of magic and the kami is finished, a light midday meal of fish and rice will be served in the garden outside the main palace building.  PCs will note that the garden has a much more normal and even mundane appearance now that the magical effects of the previous day are gone.  Seppun Munemori and his family sit at a separate table apart from their guests, and Munemori makes a point of chatting with his children about the performance of the guests so far, clearly enjoying the sense that his visitors are all hanging on his every word. 

At the conclusion of the meal, Seppun Shin will rise, bow politely, and clear his throat.  “Father, this has been most interesting, but perhaps our guests might enjoy a light diversion after so much learned discourse.  While there are many physical tests revered in the courts, such as iaijutsu and sumai, perhaps a simple game that allows us to relax our bodies after so much study.  Perhaps my favorite courtly game, kemari?”

Seppun Takashi will sneer at Shin’s suggestion but, with a sidelong glance at his father, says nothing.  

Playing Kemari

Kemari is a very physical game that involves keeping a medium-sized ball (about the size of a man’s head) in the air using one’s head, feet, knees, back, and even elbows. To complicate matters, players are expected to wear full courtly regalia while playing, and maintain their dignity while kicking a ball into the air.

Each faction will choose one representative to compete at Kemari.  Each competitor rolls Reflexes/Athletics (Kemari) or Reflexes/Games: Kemari to play the game.  Competitors who are wearing appropriate formal courtly regalia (court robes, or any clothing of Fine quality or better) suffer a -5 penalty on this roll, unless they are specifically dedicated to Kemari (e.g. Fine quality awarding bonuses for Kemari).  

Second, each competitor must roll Awareness/Etiquette to present themselves appropriately while playing the game.  Any competitor wearing appropriate court clothing receives 2 Free Raises to this roll.

The totals of the two rolls are added together to determine placement of the competitors.  Rank each faction according to their combined scores.  Appendix #2 lists default results for those factions who do not have PC competitors. 

Factions receive points in the marriage competition based on how they place:

· First place faction: 5 points 

· Second place faction: 4 points 

· Third place faction: 3 points 

· Fourth, fifth, and sixth place factions: 2 points

· Seventh and eighth place factions: 1 point

· Ninth place faction: 0 points

Part Seven: Pleasant Evening Diversions

Following the kemari game, which takes much of the afternoon, Munemori retires for the afternoon and the guests are allowed to bathe and change clothes before dinner.  The evening meal is again a sumptuous affair with many courses, even more opulent than the first night’s meal: negiri sushi (raw fish placed atop rice balls and served with soy sauce), sashimi (thin delicate slices of raw fish), chawan-mushi (steamed egg hotch-potch), sunomono (vinegar-covered fish and octopus), and of course a fine assortment of sake and plum wine.  The meal is accompanied by dancers and musicians of the highest caliber.  PCs who make an Intelligence/Etiquette roll at TN 20 can tell this splendid dinner is designed as an incentive, as if Seppun Munemori is saying, “Win the hand of one of my children and all this may be yours.”

Dinner conversation will for the most part replicate the patterns of the previous evening, with tensions between Ryuko and Tsutakito ratcheted to an even higher pitch.  Among the lesser attendees it will be popular to converse sotto voce about who made the best impression on Seppun Munemori and his children.

As the meal is concluded and the servants noiselessly clear away the plates and bowls, Seppun Munemori announces that his eldest daughter, Seppun Aika, will be reciting a poem she has written recently in honor of her likely imminent betrothal.  Aika moves to the middle of the floor and recites her new poem from memory.

“A nightingale hears

The calling of her mate

And through the forest

She flies until she finds him

And holds him close to her heart.

“Together their song

Echoes throughout the forest.

The birds and beasts sit,

Their hungers at last sated,

Moving even wolves to tears

“The forest is still

But for a single instant.

Lady Moon smiles.

But it cannot last for long

And soon claws rip her away.”

PCs who wish to interpret the poem should roll Intelligence/Storytelling (Poetry).  If they make at least TN 15 recognize the poem as a tanka, a more formal and traditional style than the conventional haiku.  Tanka are currently out of favor in the courts due to their narrative form and straightforward approach.  PCs who roll 20 or higher know the three-tanka structure Aika used is a particularly formal style that rarely appears except to compliment other extensive forms of art.  Those who roll 25 or higher will know these other forms of art often include novels that focus on tragic love stories.

Aside from the PCs, the NPCs who seem most struck by the poem are Shiba Tadao – who seems quite moved, although he avoids letting any tears break his face – and Tamori Ryuko, who like many Dragons is a poet and appreciates the art in others.  

Talking With Aika

Players may wish to speak to Seppun Aika after her performance.  She is polite and deferential. If it is suggested the poem was based on her own experiences., she will demurely say the poem was inspired by much of the romantic literature she has read, and it reflects her fear that something may separate her from her new betrothed.  However, a Perception/Investigation (Interrogation) roll that overcomes Aika’s Willpower/Deceit (Lying) roll of 6k3+3 notes that she blushes when she answers, suggesting she is lying.

If a PC role-plays a well-though-out attempt to gain her confidence, and rolls Awareness/Etiquette (Sincerity) at TN 30, she will ask the PC to meet her for a walk in the gardens later this evening.  “I believe my father has something planned for you yet this evening, but afterward, perhaps a private conversation.  My yojimbo will accompany us for propriety, of course.”  See “A Walk in the Garden” in Part Eight for details of what happens if the PCs meet Aika in the gardens.

Part Eight: Kata

After the poetry reading, Seppun Munemori leads his guests back into the main court hall.  He hesitates for a moment, clearing his throat, and then speaks. “Honored guests, we have been greatly pleased at the variety of skills displayed for us this day.  It seems only a short time ago I was hearing reports of many of you competing at the Topaz Championship and now… well, yes.”  He pauses a bit awkwardly and looks around at his children before recovering and continuing. “It seems only fitting that we hold a contest of iaijutsu tomorrow… in memory of the Topaz Championship, yes. This evening, though… well.  I have heard it suggested that my court has no appreciation for the skills of bushi.  This is not true; we simply wish to see them properly refined, such as in the arts of iaijutsu or sumai.  Yes, so.  Perhaps you might demonstrate one of your clan’s kata that we may observe the artistic perfection of your martial forms.”

To perform a kata artistically, a PC must roll Awareness with the appropriate Weapon Skill for the form they are demonstrating (potentially including Iaijutsu or Jiujutsu if appropriate).  It is assumed bushi have learned many kata in their training, even if they have not spent points to formally learn kata mechanics; however, those who have actually purchased kata with Experience Points have spent the points to honed their techniques to perfection.  Such characters receive a bonus to their roll. Award bonuses as follows:

· If a character is using an actual Kata, such as those described in the Book of Fire, he may add twice the XP cost of the kata to the total of his skill roll.

· If a character is using a Clan-exclusive kata, he also receives a Free Raise as Seppun Munemori appreciates the demonstration of something both traditional and exclusive.

· If a kata’s description marks it as particularly rare, such as the Heaven’s Wing kata (3rd Edition Revised rulebook page 213) the performing character receives an additional Free Raise.

· If a kata allows Void Points to be spent for extra bonuses, they may be spent on the Awareness roll to perform the kata; this is in addition to the normal single Void Point that may be spent to enhance rolls.


Competitors from each faction are ranked according to how well they rolled, with highest skill breaking ties.  As usual, Appendix #2 lists results for factions who do not have PCs representing them.

· First place faction: 5 points 

· Second place faction: 4 points 

· Third place faction: 3 points 

· Fourth, fifth, and sixth place factions: 2 points 

· Seventh and eighth place factions: 1 point 

· Ninth place faction: 0 points 

At the conclusion of the final kata demonstration, Seppun Munemori declares he will retire for the evening. Several of his children remain up to circulate and gossip with the PCs and NPCs. 

A Walk in the Gardens

If any of the PCs earned an invitation from Seppun Aika for a walk in the gardens, they will find that she has apparently already slipped out there while the kata demonstration was underway.  If the PC goes looking for her, or if any other PCs go wandering the garden, they will come across three figures.  Seppun Aika, her long hair pulled back to frame her face, stands demurely beside Shiba Tadao.  Several steps behind them an old Seppun guardsman sits on a bench, watching impassively.  When Tadao sees you the PCs, he momentarily looks as if he is about to say something but instead bows to Aika.  “Thank you for allowing me to express my congratulations to you personally, Seppun Aika-sama,” he intones stiffly and departs.  Aika watches him leave, then turns to the PCs and offers a half-smile.  “Samurai-sans.  A good evening to you.”

Players who roll Intelligence/Etiquette at TN 15 will realize the Seppun guardsman is there as a chaperone to insure propriety, not as a true yojimbo.  He is sitting far enough away to not hear normal conversation, although raises voices will be audible.  

Aika will speak quietly with the PCs.  If they have won her confidence earlier, or make the effort to do so now, she will quietly admit there is someone she loves.  She knows she should be an honorable samurai and do her duty by marrying as her father directs, but beneath her strong façade she is deeply angry – angry at her father for putting her in this position, angry at Rokugan for putting her father in this position, and angry at herself for letting herself hate her father and her Empire over something as foolish and selfish as love.  Her father Munemori has told her he will wed her to someone from the leading clan, but even if the Phoenix are the winners her husband will most certainly not be Shiba Tadao.  Akia will not admit to the PCs that Shiba Tadao is the object of her affection, claiming that even to name the man would be to give too much weight to a personal distraction.

Whether or not the PCs get Aika to admit her feelings and concerns, she will lead the players in a meandering walk through the gardens before stopping by a koi pond. If any faction has been clearly dominant in the contests she will discuss that Clan and who she might have to marry from that Clan.  When they reach the koi pond, Aika pauses and gazes at the fish for a long moment. “A fish has no cares at all,” she says.  “There is no right fish or wrong fish.”  At this point her conversation becomes more serious.  She will ask the PCs about their marriages (if any of them are married).  It should be clear to the PCs she is looking for reassurance.  

Eventually the conversation wraps up and Aika returns to the palace with her yojimbo.  As the PCs leave the garden, they may make a Perception/Investigation (Notice) roll. 

· If the PCs make TN 15 they to notice a pair of origami nightingales on the raked gravel by the entryway.  They are made from light blue and light orange paper, and if a PC casts Reflections of Pan Ku on them, it can be seen they were made by Shiba Tadao. 

· If the PCs make TN 25 or better, they notice Seppun Takashi standing in one of the entrances to the palace, watching his sister with a malicious smirk.  He will not admit anything to the PCs and will say he was merely enjoying a breath of fresh air before returning to the court chambers. 

Talking With Other NPCs

Some PCs may wish to speak with other NPCs this evening, such as the other Seppun children, Shiba Tadao, or Tamori Ryuko.  

Aside from Aika, most of the Seppun children are calm and accepting of their impending marriage.  The youngest child, Seppun Shichiro, will be showing a lot of anxiety about his impending marriage and will shy away from any female PCs who might be future brides.  

Seppun Takashi is as obnoxious as ever, and if PCs who are his Sworn Enemy are part of a faction which is doing well, he will speak with the other rival factions, trying to find ways to help them do better against his foes.  He will also make a point of chatting with Kakita Amika, dropping hints about a shameful event taking place during a late-night stroll in the garden.  (He will do this covertly, avoiding letting others overhear them.)  Any PC who rolls Raw Awareness at TN 15 while listening to or speaking with Takashi will get a sense of almost gleeful anticipation about him.

Kakita Amika will be her normal self up until her conversation with Takashi.  After that, she will have an atmosphere of mingled tension and unease, which PCs can pick up with a roll of Raw Awareness at TN 15.  She will not explain her feelings to anyone.    

Shiba Tadao will be quiet and unhappy after his brief meeting with Aika in the gardens.  Even if the Phoenix are in the lead of the competition, he will still be unhappy because he realizes he is unlikely to be chosen for a bride as prominent as the eldest child of the Seppun daimyo.  He will not confess the reasons for his sorrow except with fellow Phoenix who approach him in a sympathetic and compassionate manner and roll Awareness/Courtier at TN 25.  

Tadao is trying to remain an honorable man, but Aika has invited him to meet her in the gardens at midnight and he is wrestling with how to respond.  He will not confess this to anyone, even those he tells about his feelings for Aika.     

Tamori Ryuko will be looking for a chance to confront Isawa Tsutakito.  At this point her obsessive hatred of Tsutakito has degenerated into near-insanity, and she is desperate to find a way to fight a duel with him.  If any PC offers her a way to arrange or provoke such a duel, she will do almost anything (including offering to throw the remainder of the competition for marriage to Munemori’s children).   

Part Nine: Affairs and Consequences

Eventually, the evening winds down and the guests head off to their quarters to sleep.  If any PCs opt not to go to sleep, perhaps because they wish to observe Seppun Aika and make sure she does nothing foolish, that is fine; those PCs will get a chance to witness what happens.

Fearful of losing her love forever, Seppun Aika is waiting in a corner of the garden to meet with Shiba Tadao one last time.  Unfortunately, Seppun Takashi knows what his sister is up to has devised a plan to discredit her and place himself as the senior heir.  He hinted to Kakita Amika that something shameful would be taking place in the garden late at night, allowing her to believe an impropriety is taking place.  Sure enough, when Amika explores the garden she stumbles across Aika and Tadao sharing a passionate kiss.  Unable to ignore this shocking sight, she accuses Tadao of making unwelcome advances against Aika and demands he commit seppuku to expunge his shame and protect the Seppun.  Tadao panics and draws his sword, Amika draws in response, and the two cut each other down in a lethal kharmic strike.

Depending on what is most dramatically appropriate the GM can have the PCs alerted by the initial confrontation, the duel itself, or Aika’s screams of horror after the two duelists kill one another.

The Seppun castle guards are of course outraged about the situation.  All Crane and Phoenix characters (PCs and NPCs) are ordered to remain in their quarters, and characters from other factions receive a somewhat more polite request to do the same.  If any PCs witnessed the incident, they will be questioned carefully about what happened and then sent back to their quarters.

The Morning After 

The next morning dawns quiet and somber, with a general atmosphere of subdued unease throughout the Seppun palace.  Regardless of whether any of the PCs witnessed the incident, the various guests will be talking about it the next morning at breakfast, and the PCs can pick up gossip and rumors about what has happened:

· Kakita Amiko and Shiba Tadao killed each other last night in some kind of illegal duel.

· Guards report hearing Amiko accuse Tadao of trying to force himself on Seppun Aika.  The Crane claim that she killed him to protect Aika.

· The Phoenix claim Tadao would never do such a thing and Amiko must have assaulted Tadao.

Anyone who makes a roll of Intelligence/Lore: Law at TN 15 or Intelligence/Etiquette at TN 20 will know that whichever version of events is accepted by the court will affect not just the Crane and Phoenix but the Seppun: Aika’s reputation, and thus her eligibility as a bride and even as heir to the Seppun family, depends on her purity and whether Tadao was there by her invitation or his own initiative. 

After breakfast, servants pass orders calling for everyone to attend the main court.  Failing to attend will result in a loss of 5 points of Glory due to public scrutiny.  When they arrive, Seppun Munemori is standing on the dais at the head of the court, his expression grave and bit haggard.  All of his children except Aika (who is nowhere to be seen) stand clustered around him, their faces set in masks of Imperial impassiveness.

Munemori fiddles with his fan for a few moments before snapping it shut abruptly.  “Honored guests, I am sure we all know what happened.  Late last night Kakita Amika-san and Shiba Tadao-san chanced upon one another in our gardens.  After consulting with my son Seppun Takashi-san, we have concluded that for reasons unknown these two samurai engaged in an illegal duel during which both were killed.”  He pauses for a moment, popping open his fan and waving air at himself vigorously, before continuing.  “I might add this prematurely enacted the sentence of death they would face for initiating violence within these halls!  It is our decree that as far as the Crane and Phoenix are concerned, this matter is settled… however,” he pauses again, steeling himself, “there are some… who suggest an impropriety occurred between Shiba Tadao and my daughter, and others who say that the Phoenix attempted to force himself on her.  I must meditate on my daughter’s actions before passing my final judgment.  Until tomorrow night, you are all bid to stay.”

Munemori is facing conflicting advice from two sources.  His eldest son Takashi is trying to discredit Aika, but his youngest daughter Hiromi also has his ear and is begging leniency for her eldest sister.  She has pointed out quite correctly that nothing can be proven.  Munemori’s years of foppery have done little to prepare him to deal with such a difficult decision.

With his speech concluded, Seppun Munemori will immediately retire from the court to his private chambers.  PCs of Status 4.5 or higher who behave with polite deference can detain him briefly to ask for more information or try to persuade him of which position to take (especially if they witnessed anything).  However, he is wary of making a decision too quickly, since he must consider the whole political landscape.  He will inform the PCs that his judgment depends in part on how the other factions view his daughter’s actions.

Regardless, Munemori will retire for the day and the PCs and NPCs will be on their own, albeit required to remain as guests of Kyuden Seppun.

The Advocates

After Munemori’s departure, both Seppun Takashi and Seppun Hiromi will begin circulating among the guests, advocating for their respective viewpoints.

Seppun Takashi’s view is that Aika failed in her duty.  The causes are immaterial; she allowed her passion for Tadao to overwhelm her discretion.  How can someone so weak of both virtue and willpower lead an Imperial family?  He will appeal to everyone’s sense of honor and duty, trying to persuade everyone to inform Munemori that they consider Aika to be spoiled, “damaged goods,” and as such not a potential spouse.  If enough of them reject her, her political value will be so low she will have to be expelled from the family to expunge the shame.

Seppun Hiromi is sympathetic to her sister.  She knows all too well the pressure samurai-ko find themselves under, and she has enjoyed much greater freedom than her elder sister.  She tries to appeal to everyone’s sense of fairness: how many of them have been caught in difficult situations where they appeared to be guilty of indiscretions?  She will try to persuade everyone to convince all the factions to ignore Aika’s circumstances since nothing has been established in proof.  If enough of them tell her father Munemori they do not believe the accusations against Aika, politically it will be as if nothing ever happened.

Speaking to the Other Delegates

Given Seppun Takashi’s unpleasant nature, it is likely that many PCs will support Hiromi, but some might support Takashi due to Clan/factional hostility or if they have information suggesting Aika’s guilt.  Whichever path the PCs take, they will need to convince the heads of the other factions to see things their way.  It is entirely possible the PCs will not be working together and PCs from different Clans may already be at odds with one another.  

The players should attempt to speak to the heads of the other factions.  The default attitudes of the NPCs and the chief methods of potential persuasion are listed below.  PCs who role-play well when trying to persuade the faction heads should be awarded a Free Raise on the relevant Social Skill rolls.  If the PCs have a faction member as an Ally, they receive a Free Raise to their roll for every point of Devotion (default of 1, if no Devotion is listed).  PCs who burn Clan/Family Favors on their efforts receive one Free Raise for every Favor they use – failed rolls, however, do not use up the Favor (“this cannot be paid back at this time”).  If the PCs are clever and come up with alternate methods of persuading the delegates, the GM should adjudicate such responses based on the existing TNs.

· If two PCs are trying to influence a faction head in opposite directions, they should make opposed Social Skill Rolls, with the PC espousing the default attitude receiving 2 Free Raises to the roll.  

· If a PC is a faction head due to high Status, Social Rolls may not be used to influence the PC.  Role-playing and personal persuasion (possibly including dishonorable methods such as blackmail or bribery) must be used.  

· If none of the PCs support Seppun Takashi’s view that Aika should be condemned, he will advocate for it himself, circulating around the palace and browbeating the various delegation heads.  This may well result in several Contested Rolls between Takashi and the PCs to determine whose view prevails.  He will, of course, vindictively use his Rank 2 Technique any chance he gets.

Crab – Toritaka Tenkei: Tenkei is very cautious due to the Crab Clan’s precarious position.  He knows he needs allies even more than the Seppun do and will be reluctant to upset them by shaming their daughter.  By default, he supports ignoring Aika’s indiscretion.  An appeal to his bravery or honor, however, followed up by an Awareness/Lore: Bushido roll at TN 40 can persuade him to have her condemned.

Crane – Doji Kiyoushi: With Kakita Amika’s death, unless a Crane PC with at least Status 3.5 is present, Kiyoushi finds himself thrust into a command position he is unprepared for.  He has little skill with a sword and unless there is a potent Crane duelist PC, he will feel very much defenseless.  He wants to have Aika cleared since this will also posthumously pardon Amika of assault charges.  He can be persuaded to see things another way by making skillful arguments (GM’s discretion) and rolling Awareness/Courtier (Manipulation) at TN 40, but canny PCs may realize he can simply be bullied into seeing things their way – Willpower/Deceit (Intimidation) at TN 25.  If PCs oppose each other while using different skills, whoever uses Deceit (Intimidation) receives 2 Free Raises.

Dragon – Kitsuki Aniko: Aniko is pre-disposed to be sympathetic to Seppun Aika, not because she approves but because this situation demonstrates the foolishness of the Empire in not accepting Kitsuki’s Method.  Aniko knows exactly what has happened, and will even share it with the PCs, but only wants Aika condemned if the tradition-bound Seppun accept her unconventional evidence.  Her underling Tamori Ryuko, of course, is perfectly happy with this since it leaves the Phoenix holding the bag.  PCs can try to persuade Aniko that political necessity requires Aika be judged guilty, in which case they must make an Opposed Roll of Awareness/Courtier (Political Maneuvering) against Tamori Ryuko.  Otherwise, Aniko will support putting the blame on Tadao.   

Lion – Ikoma Kenta: Kenta is amused by the entire situation.  This resembles something from the Lion’s many stories of courtly foolishness and dishonor, and he wants to see it play out.  He will side with whichever side has fewer supporters, at least until the players appeal to his sense of honor or his sense of drama, using Awareness/Lore Bushido or Awareness/Storytelling respectively, at TN 40.

Mantis – Moshi Hikari: Hikari more than anyone else understands what Aika has gone through.  Her older sister was forced into a political betrothal to a Tsuruchi before her tragic death, and she has only barely managed to avoid a similar fate at her mother’s interfering hands.  She is naturally sympathetic and wants Aika forgiven, but a manipulative PC can harden Hikari’s heart by pointing out that her sister had to give up her own dreams so why should a more privileged Seppun girl get to shirk her duties.  This approach will require an Awareness/Courtier (Manipulation) roll at TN 40.  

Phoenix – Isawa Tsutakito: Tsutakito is outraged that Tadao has shamed the Phoenix and deprived his faction of their best duelist.  He favors condemning Aika for her indiscretion; while it will reflect poorly on the Phoenix it will be far less so than if Tadao forced himself on her.  This is a practical consideration – Tsutakito doesn’t dislike Aika but is simple looking out for his Clan as best he can.  If the PCs can show him another (legal and honorable) way for the Phoenix to distance themselves from Tadao’s actions, he can be persuaded to vote against Tadao – this requires an argument that impresses the GM, followed by a roll of Intelligence/Courtier (Political Maneuvering) at TN 35.

Scorpion – Shosuro Kei: Kei is rather irritated with what has happened.  She knew about Aika and Tadao’s affair but intended to use it for blackmail.  Now the best she can do is make sure Aika is condemned so others will properly fear having their indiscretions brought to light.  An appeal to practicality can persuade her it would be more valuable to have the Seppun owe her Clan a favor for overlooking the affair.  This requires a convincing argument and an Awareness/Courtier (Political Maneuvering) roll at TN 40.

Unicorn – Utaku Kenshin: Due to the Utaku family’s matriarchal tendencies, Kenshin is predisposed to ignoring women’s indiscretions.  He reluctantly concedes Aika’s right to seek romance outside of marriage, though he is disgusted by her inability to be discrete about it.  An appeal to propriety will tip the balance to his disgust and Aika’s condemnation, requiring an Awareness/Etiquette roll at TN 30 to persuade him.

Minor Clan Alliance – Kasuga Hitoshi: Hitoshi sees this opportunity as far more valuable than even a marriage to a Seppun.  He cares little for the virtues of the situation and only what the Minor Clan Alliance can get for it.  PCs who wish for Hitoshi’s support must offer the support of their Clans to the Minor Clan Alliance, promising their influence on his behalf.  If they do so with sincerity, they can roll Status/Commerce (keeping Status) against one another, or against TN 25 if no PC is opposed.  The winner gains Hitoshi’s support for his view in return for a 2-point Obligation to the Minor Clan Alliance. 

Part Ten: The Court Reconvenes

At dinner that evening Seppun Munemori reconvenes his court, summoning all the guests to speak with him and asking each of them for their opinion on what should be done.  Once he has head from everyone, he summons Aika before him and announces his decision. 

If at least 7 factions support condemning Aika: Seppun Munemori glares at his eldest child.  “Aika-chan, you have failed our family.  Your shame is too great for any here to ignore and you will not be allowed to stain our family name any longer.  You are banished to the Brotherhood of Shinsei, where your garments will be stripped from you, your hair chopped off, and your head shaved.  There you shall stay for the rest of your life, meditating on the wisdom of the Tao and the depths of your transgressions, never again to darken our doorstep.”  The Seppun daimyo’s face is impassive as his weeping daughter is led from the hall.  GMs may wish to point out to the PCs that being banished to the Brotherhood is, from a samurai’s perception, a worse punishment than mere seppuku.  

If at least 7 factions support ignoring and/or forgiving Aika: Seppun Aika stands humbly before her father, her eyes modestly downcast, while he stares at his own fan for a long time before finally lifting his gaze to her.  “Aika-chan, you have much to be thankful for today. The people of this court believe it was perhaps only a misunderstanding that led to Kakita Amika-san’s and Shiba Tadao-san’s deaths.  They do not hold you to blame, and so neither shall I.  This does not, however, free you from your obligations to our family, and you cannot expect to escape any future indiscretion.  Am I clear?”  Aika nods silently, her face carefully locked into an emotionless mask.

If the PCs were unable to get at least 7 factions on one side: The court is silent as Seppun Munemori stares at his daughter, tapping his fan against his chin.  Finally he speaks.  “The delegates with us are uncertain how to treat you, Aika-chan, because it remains uncertain what has happened.  Fortunately, the traditions of our Empire set a clear precedent for such situations, the same tradition I intended to showcase this day: iaijutsu.”

The GM should divide the factions based on whichever side they have chosen to back, ignoring any remaining neutral factions.  Each side must choose a champion from amongst its members.  PCs who have been active in attempting to persuade others will most likely be expected to serve as champions for their sides if they have the skills – otherwise, they will have to recruit another PC or NPC as champion.  

· If the Dragon and Phoenix factions wind up on opposite sides in this situation, Tamori Ryuko will look for a chance to turn this into a duel with Isawa Tsutakito.  Tsutakito will reluctantly accept the duel unless a PC can shame Ryuko with a well role-played argument and a roll of Awareness/Courtier (Manipulation) at TN 30.  

The champions will be given one hour to ready themselves, which they will probably use to prepare kata or meditate (though there is not time for both).  The duel itself is conducted with full ritual solemnity, and is a duel to first strike (not to first blood – the winner need not actually spill his opponent’s blood so long as he hits the opponent).  A duelist who inflicts less than 1 full Wound Rank of damage gains 1 point of Honor for exercising Compassion.  A duelist may opt to try to cut the opponent’s clothing or hair rather than spilling blood – this requires a Called Shot with 3 Raises.  This gains the winner 1 point of Glory beyond any normal Glory awarded for winning a duel.  

· If a PC actually kills someone in this duel, this is a major dishonor.  The PC loses a number of points of Honor equal to twice his/her Honor Rank, loses 3 Ranks of Glory, and gains Bad Reputation: Killing Duelist (with the normal Rank of Infamy).

· If Tamori Ryuko can get into a duel with Tsutakito, she will strike to kill, accepting the loss of honor and repute for the sake of killing her hated foe.  Tsutakito will duel normally.

Once the duel is over, Munemori will make the appropriate ruling based on the winning side.    

Conclusion

Once Aika’s fate has been decided and she has either been exiled or forgiven, Munemori will award marriages to his children based on the total points accumulated by the factions.  

If a PC is the highest-Status person in his/her faction and unmarried and is the appropriate gender, he or she is eligible for an Imperial Spouse, depending on how his/her faction places (this is only available to Clan PCs, not to Imperial or ronin PCs).  If there are no eligible PCs, the Seppun child is assumed to marry an appropriately-ranked NPC from that faction.  

1st – Seppun Aika: If Aika was forgiven, a male samurai may marry her and join the Imperial Seppun family.  He changes his family name to Seppun and gains Imperial Spouse: Seppun Aika.  Though he is not the Seppun heir, he gains 1 full Rank of Status (this may not raise his Status above 5.5) and his outfit Koku are increased by 3.

2nd – Seppun Takashi.  A female samurai may marry Takashi, gaining both Imperial Spouse: Seppun Takashi and Bitter Betrothal: Seppun Takashi.  Her outfit koku are increased by 2 and her Status is increased by 5 points (this may not raise her Status above 5.0).  If Aika was condemned, this is replaced with the appropriate Status and koku benefits of marrying Seppun Aika.

3rd – Seppun Kohaku. A female samurai gains Imperial Spouse: Seppun Kohaku.  Her outfit koku increase by 1 and she gains +1 free Rank of the Divination Skill.

4th – Seppun Shin.  A female samurai may gain Imperial Spouse: Seppun Shin.  Her outfit koku are increased by 1 and she gains +1 Rank of the skill Lore: Minor Clans.

5th – Seppun Yasushi.  A female samurai may gain Imperial Spouse: Seppun Yasushi.  She gains a Favor from the Imperial Legions.

6th – Seppun Hiromi.  A male samurai may gain Imperial Spouse: Seppun Hiromi.  This comes with no other benefits.

7th – Seppun Shichiro.  A female PC may gain Obligation: Marry Seppun Shichiro.

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

Being in one of the top four factions:
+1 XP

Being one of the top two factions:

+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

PCs who support the “winning” side in the debate over Aika’s fate gain +1 point of Glory.  

PCs who support the “losing” side in the debate over Aika’s fate lose 3 points of Glory.  

PCs who refuse to support either side neither gain nor lose Glory.

Appendix #1: NPCs

Tamori Ryuko, Vindictive Dragon Shugenja-ko

	FIRE 4
	  AIR 3

	Agility 5


	Reflexes 4

	EARTH 4
	WATER 2 

	Stamina 5
	Strength 3

	VOID 4


TN to be Hit: 38


School/Rank: Tamori Shugenja 3

Tamori Technique: Affinity to Earth, Deficiency to Water.  Always adds twice her Earth to her TN to be Hit.  May spend a Void point to add this same bonus again to herself or one other character for a number of rounds equal to Insight +1.  (Need not spend Void to enhance another character who is a Dragon.)

Honor/Status/Glory: 1.2/2.0/4.0

Skills: Athletics 2, Courtier 3, Deceit (Intimidation) 3, Defense 5, Divination 3, Etiquette 3, Games: Kemari 2, Iaijutsu 5, Investigation 2, Kenjutsu 4, Medicine (Wound Treatment) 3, Lore: Shugenja 3, Meditation 2, Spellcraft 4, Storytelling (Poetry) 3, Theology 3.

Mastery Abilities: May enter Full Defense when Initiative is rolled.  May focus an additional time in an Iaijutsu duel. Free Raise with all Skills at Rank 5 or higher.  Adds +5 to total of opposed Social Skill rolls.

Spells: Sense, Commune, Summon, Counterspell, (Earth 1) Fires From the Forge, Force of Will, (Earth 2) Hands of Clay, The Mountain’s Feet, (Earth 3) Curse of Stone, Slash of the Lion, (Earth 4) Armor of the Emperor, (Fire 1) Fires of Purity, Katana of Fire, (Fire 2) Inferno’s Tooth, (Air 1) Tempest of Air, (Water 1) Path to Inner Peace.

Advantages/Disadvantages: Innate Spell (Katana of Fire), Quick/Contrary

Equipment: Kimono, daisho set, scroll satchel.

Isawa Tsutakito, Unconventional Shugenja

	FIRE 4
	  AIR 5

	
	

	EARTH 3
	WATER 3

	
	Perception 4

	VOID 4


TN to be Hit: 33


School/Rank: Isawa Shugenja (Air) 4

Isawa Technique: Affinity to Air, no Deficiency.  Spend as many Void points as desired on spellcasting, and Void spent for Air counts double.

Honor/Status/Glory: 2.8/3.5/3.0

Skills: Athletics 1, Calligraphy 4, Courtier 3, Defense 4, Etiquette 4, Iaijutsu 4, Kenjutsu 3, Lore: Bushido 2, Lore: Heraldry 2, Lore: Shugenja 4, Meditation 5, Spellcraft (Elemental Knowledge: Air) 4, Spears 5, Theology 3.

Mastery Abilities: May enter Full Defense when Initiative is rolled.  May focus an additional time in an Iaijutsu duel. Free Raise with all Skills at Rank 5 or higher.  Adds +5 to total of opposed Social Skill rolls.

Spells: Sense, Commune, Summon, Importune, Counterspell, (Air 1) Nature’s Touch, Wind-Born Slumbers, (Air 2) Benten’s Touch, Call Upon the Wind, (Air 3) Essence of Air, Summon Fog, Wisdom of the Kami, (Air 4) Wall of Air, (Fire 1) Biting Steel, Extinguish, (Water 1) Reflections of Pan Ku, Reversal of Fortunes, (Water 2) Rejuvenating Vapors, (Earth 1) Elemental Ward.

Advantages/Disadvantages: Blessing of the Elements (Air), Crab Hands, Innate Spell (Call Upon the Wind)/Benten’s Curse, Sworn Enemy (Tamori Ryuko).

Equipment: Robes and kimono, scroll satchel, traveling pack, daisho set, yari.

Seppun Takashi, Horrible Young Nobleman

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 3 

	
	

	VOID 3


TN to be Hit: 21


School/Rank: Otomo Courtier 3


Rank One: Loses no honor for using Deceit unless he wishes to do so.  Anytime he is successful on a Deceit roll he gains a Free Raise that may be stored for future contested Social rolls with that person.  No more of these than his School Rank may be used at once.


Rank Two: He speaks with the Emperor's Authority.  If an opponent makes a Test of Honor during a Contested Social roll, he may spend a Void point to cause that person to automatically fail.  If this is on the Emperor's behalf, he does not need to spend a Void point.


Rank Three: Make an Awareness Roll against target’s Insight x5.  Success tells you all of the target’s Allies and Enemies.  Make Contested Courtier roll against him with 3 Raises to cause one Ally to switch from him to you for one week.

Honor/Status/Glory/Infamy: 1.0/6.0/3.4/2.5

Skills: Athletics 2, Calligraphy 4, Courtier 6 (Gossip, Manipulation), Deceit 5 (Intimidation), Defense 3, Etiquette 5 (Bureaucracy), Games: Sadane 5, Iaijutsu 1, Investigation 5, Kenjutsu 1, Lore: Heraldry 3, Lore: Law 2, Storytelling (Oratory) 3, Theology 2.

Mastery Abilities: May declare Full Defense when Initiative is rolled.  Adds +5 to total any Opposed Social Skill rolls.  Free Raise with all skills at Rank 5 or higher.    

Advantages/Disadvantages: Allies (several), Heartless, Social Position (Seppun Daimyo’s son, plenipotentiary for the chief assistant to the vice chancellor of the exchequer of the treasury)/Bad Reputation (cruel and arrogant), Cruel, Jealousy (older sister), Sworn Enemies (several)
Equipment: Fine kimono, sandals, wakizashi, traveling pack, fan, 25 koku.

Appendix #2: Competition Tracker

The GM can use this table to track the competition to impress Seppun Munemori, and to determine whether PC competitors defeat NPCs.  The numbers in each column represent the best roll by the NPCs from that Clan/faction.  The GM may use the blank spaces to write in points awarded, making it easy to tally up the final faction standings at the end of the module. 

	
	Garden
	Sadane
	Gifts
	Magical Lore
	Kemari
	Kata
	Point Totals

	Crab
	
	
	
	
	
	
	

	Score
	11
	20
	54
	-
	85
	80
	

	Crane
	
	
	
	
	
	
	

	Score
	18
	16
	96
	25
	99
	94
	

	Dragon
	
	
	
	
	
	
	

	Score
	25
	15
	72
	34
	63
	71
	

	Lion
	
	
	
	
	
	
	

	Score
	14
	41 (2R)
	59
	-
	73
	55
	

	Mantis
	
	
	
	
	
	
	

	Score
	12
	19
	49
	27
	64
	56
	

	Phoenix
	
	
	
	
	
	
	

	Score
	24
	30
	62
	42
	55
	51
	

	Scorpion
	
	
	
	
	
	
	

	Score
	24
	23 (1R)
	73
	-
	90
	65
	

	Unicorn
	
	
	
	
	
	
	

	Score
	26
	22
	42
	18
	65
	56
	

	Minor Clan Alliance
	
	
	
	
	
	
	

	Score
	22
	26
	25
	-
	56
	40
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