The Tortoise and the Hare

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

by Mark Biffin

Edit/Rewrite by Rob Hobart

A quick stop over in Phoenix lands turns into a war of investigation.

Adventure Summary and Background

Soshi Fumi of the Soshi Shugenja School was one of the school’s most promising young students, known for her beauty and charm.   The Clan arranged for her to be wed to Isawa Bento, a portly and arrogant man who had just managed to secure a position as governor of Mitchita Yasumi (Hopeful Rest City).  Fumi soon discovered her husband was a cruel and insensitive man.  Although she bore him two children, he was never satisfied with his Scorpion bride, and frequently humiliated and shamed her in both public and private.  This is hardly a unique failing on his part, for he treats his province much as he treats his wife. 

Fumi responded by starting a secret love affair with the captain of her lord’s house hoards, Shiba Nakago.  Now she waits for is the right moment to have her husband killed and assume his place as regent of Mitchita Yasumi. 

The PCs will be drawn into her plots through an accident of timing.  At the moment they pass through the city, a Lion minor daimyo, Kitsu Chuppara, has arrived to petition her husband for his daughter’s hand in marriage.  Chuppara has already been turned down twice, and Fumi believes this would be the perfect opportunity to frame the Lion for the murder of her husband.

She has also found the perfect ‘accomplice’ in Usagi Hayai, an Emerald Magistrate from the Hare Clan.  His blind devotion to the Rokugani way of Law can be easily abused, allowing her to get away with her deed.  However, the presence of a less conventional magistrate, Kasuga Gyuuho, might potentially disrupt her plans – especially if the PCs assist him.  

It is up to the PC’s to choose a side and try to catch a killer.

Set against this plot is an important event that players will not likely realize what has occurred. A devoted follower of the Fortune of Plagues and Pestilence is killed violently when the Usagi Magistrate attempts to apprehend the accused son for questioning. This will rouse a terrible curse for the city which may spell doom for its inhabitants.

Note for GMs 

This is not a fair module. Rokugani law and justice is by modern Western standards extremely flawed.  This adventure is designed to highlight those flaws and force PCs to choose a side – tradition or truth. In many other Heroes of Rokugan adventures, the PCs have been able to investigate their way to a successful conclusion, but that is not likely to be the case here.  Also, this adventure does have the potential of pitting PCs against each other on opposite sides.  

Player’s Introduction

It is late into the month of the Hare (April in the Gaijin Tongue), in the year 1502 IC.  You are traveling through Phoenix lands, returning home after escorting your superiors to the coast for important Imperial business.  The weather has been auspicious, clear and pleasant, making the journey seem easier than normal. The beautiful valleys and rich farmlands fill you with a sense of calm serenity, and you see little evidence of the bitter drought which afflicted these lands last year. As the sun begins to set, you spy on the horizon the city where you plan to stay this evening: Michita Yasumi (Hopeful Rest City).

The PCs have completed their duties (escorting higher-ranking samurai to the coast to assist in enforcing a new Imperial decree, as depicted in the adventure “Corrupted Region”) and are returning home at a leisurely pace.  For purposes of this adventure, it is assumed that the PCs have been traveling together for over a week, and have had plenty of time to get to know each other.  The GM should encourage them to introduce and describe their characters, and to engage in a small amount of role-play, before starting the adventure proper.  

Companion on the Road

As the PCs approach the gates of the city, they are joined on the road by Kasuga Gyuuho, a Tortoise samurai who wears the mon of an Emerald Magistrate. Gyuuho is a soft-spoken man who is accustomed to enduring a certain amount of prejudice and rudeness due to his Clan’s reputation.  He is currently on his way back to the Imperial capital to report to the Emerald Champion on his successful investigation into a maho cult cell in Kyuden Isawa.  Gyuuho is a good-natured and kind-hearted man, with a strong desire for justice and honesty.  He dresses in drab, uninteresting clothing without any of the ostentation or display which characterizes other samurai.  He sees the duty of magistrates (Emerald and otherwise) as being primarily to protect those of lower social rank (peasants, etc), since they cannot protect themselves as samurai do.  Gyuuho trained with the Kitsuki investigators before winning an appointment as an Emerald Magistrate, and believes strongly in the “Kitsuki method” of using accumulated evidence and logical deduction to solve crimes – he has seen too many samurai lie to trust their testimony.

The GM should try to encourage the PCs to converse with Gyuuho and form a positive impression of him.  He will ask the PCs about their own experiences (especially any PCs who are magistrates) and will listen with interest to their stories.  If any PCs are rude or confrontational toward him, he will take this in good grace – unlike many Emerald Magistrates, he does not use his Status to bully or abuse others.

If the PCs show any interest in his recent case, Gyuuho will recount how he tracked down a small cult of maho-tsukai in Kyuden Isawa, in part through noticing patterns on clothing.  “I followed up on some earlier cases in the southern Phoenix lands, and noticed all the criminals wore a style of garment which was popular in Kyuden Isawa a couple of years ago.  This, in turn, led me to certain merchants who identified their favorite customers, and careful questioning allowed me to narrow the focus of the investigation.  Eventually, I also noticed certain notable patterns in the movements and behavior of the suspects, and a distinct lack of explanation for why they were always nearby when suspicious murders occurred.  Eventually, I was able to put all of this evidence together and make arrests.”  He did not have any direct samurai testimony implicating the criminals, but fortunately, none of them were of sufficient rank to deflect his inquiries.  

Gyuuho is familiar with the Phoenix lands – many of his assignments as an Emerald Magistrate have been in this territory.  As they approach the city of Michita Yasumi, he will offer some brief comments on the place (“A very prosperous place, even during the drought last year, and happily free of any reports of blasphemy”).  If the PCs have made a positive impression on him, he will also recommend the Inn of the Kami’s Kindness (“a fine establishment”) and the geisha house known as Benten’s Blessing.  (He can offer the PCs an invitation to the geisha house if they express interest.)

Once they reach the gates of the city, Gyuuho will explain that he will be spending the night at the governor’s residence, and expresses the hope that he may see the PCs there later.  If the PCs have not earned his friendship, they can roll Intelligence/Etiquette at TN 15 to remember they are expected to present themselves to the local daimyo/governor at some point 

Part One: Things to Do in Michita Yasumi

Michita Yasumi is a bustling trade city, a focus for commerce between the Crane, Phoenix, and Dragon Clans.  Merchants cluster in the city’s marketplace and haggle on street corners, and the city stays active long into the night.  

The Marketplace

The city’s market is quite large, a broad square that fills much of its western half, covered with stalls and tents where merchants ply their wares.  More permanent shops ring the square, along with boarding houses inhabited by day-laborers and minor merchants and craftsmen.  Most of the merchants here are sponsored by samurai of the Crane, Phoenix, and Dragon Clans, although the PCs will also spot a smattering of banners from the Lion, Unicorn, Mantis, Tortoise, and Crab.  

All normal merchandise is available here, at the list prices from the L5R Rulebook.  (Exotic or gaijin items are generally not available, due to the traditionalism of the Phoenix Clan.)  PCs who try to haggle or argue over prices should lose 1 or 2 points of Honor (and possibly the same amount in Glory, if they are open and public in their behavior) unless they are members of mercantile families or schools such as Yasuki merchants or Daidoji Trading Council.  

If any PCs are discreetly looking for illegal goods such as opium or Red Flower, they can roll Awareness/Underworld at TN 25 to learn the local source: the geisha house called Benten’s Blessing, where they should offer the okaa-sama (madam) a lotus blossom flower as a gift.

The Kami’s Kindness

The main inn in Michita Yasumi, located near the center of the city and conveniently close to both the marketplace and the governor’s residence, is a sprawling three story structure with beautiful red tile roofs.  An array of colored paper lanterns hang from the roof-corners, making the inn easy to find on even the darkest night.  If the PCs look for other inns, they find only a couple of small, unsuccessful establishments in poor neighborhoods.  

The Kami’s Kindness has the usual facilities of Rokugani inns, such as a garden, a large common room for meals and socializing, and a generously-built bath-house. Unusually, the garden contains a prominent public shrine to Ekibyogami, Fortune of Plagues and Pestilence.  The shrine is well cared-for but is seemingly empty and unused – the only person who attends to it is the innkeeper, Garuda, who prays devoutly at the shrine each morning and evening.

Garuda, the innkeeper, is a cheerful young man in his early twenties, healthy and muscular, handsome in a simple peasant sort of way.  Although he is a commoner, he is quite religiously devout and has a good working knowledge of theology.  He is currently looking for a wife, and while he would never insult a samurai with his attentions, he will certainly take notice of any female servants accompanying the PCs.

Garuda does not have any explanations for why his inn is the only successful one in town, but if asked will suggest, “the Fortunes always bless those who revere them properly.”  PCs who express further interest can roll Intelligence/Lore: History at TN 20 (or Lore: Phoenix Clan at TN 15) to know that many other inns have tried to compete against it over the years, but all have failed abysmally.   No one seems to know why this is.

However, a PC who makes TN 35 on the Lore (History) roll, or TN 30 on the Lore (Phoenix Clan) roll, will recall an old tale associated with the city.  Supposedly, an old woman suffering from sickness came to Michita Yasumi, seeking shelter at all the inns in the city. No one would put her up for the night once they saw how ill she was… except for one inn, whose owner not only gave her a room but let her stay for an entire week.  When the week ended, the old woman had seemingly recovered, and she asked the innkeeper why he had helped her.  Supposedly, the innkeeper shrugged and said, “If we do not help those in need, how can we ask for help ourselves?”  At those words the old woman revealed himself as Ekibyogami, Fortune of Plagues and Pestilence, and cried, “I shall forever protect this Inn, and punish those who would cause you harm!  A strike against you is a strike against me.” 

· Guests at the Kami’s Blessing include the Lion minor daimyo Kitsu Chuppara and his son Kitsu Shinzaho.  Kasuga Gyuuho will also end up staying here, although he does not arrive until after the dinner at the Governor’s residence.

The Smiling Bowl

The Smiling Bowl is a newly-established noodle-hut, located on the street right next to the Kami’s Kindness Inn.  It is run by a friendly but tough-minded teenaged girl, Kaiko, who is both an excellent cook and a skilled businesswoman.  She knows how to keep customers happy without letting them push her around, an important skill for a young girl alone in a strange city.  She charges 2 zeni for a bowl of her fine quality ramen.

In the unlikely event that a PC in this adventure has played “Writ of Justice,” that PC can roll Raw Intelligence at TN 15 to recall a noodle-hut of the same name in Dragon’s Guard City, many miles to the south.  If they mention this to her, Kaiko will bow and proudly explains that her father has decided to expand his business.  He has sent her and her five siblings to open new Smiling Bowls in other lands.  

Benten’s Blessing

The city’s main respectable Geisha House is located adjacent to the city’s small noble quarter, and within walking distance of both the Governor’s residence and the Kami’s Kindness inn (as opposed to other, less respected establishments on the far side of the marketplace, which are “geisha houses” only in name). It also serves as a front for the local Scorpion spy network, and runs a covert second business distributing drugs and other illicit goods to those of the samurai caste.    

The madam of Benten’s Blessing is Konko, an elegant and well-preserved woman in her early forties, who still maintains a few clients of her own.  She does her best to uphold her house’s refined tastes, and will not allow poor, crude, or unwashed samurai to gain access, even if they have invitations or offer her gifts.  

The geisha at Benten’s Blessing are fine examples of their profession: beautiful, charming, and educated young women who can converse, tell stories, dance, play music, or simply listen sympathetically while a samurai pours out his heart.  If some of that information later makes its way into Scorpion hands, few would ever guess it came from here.  The establishment supplements the talents of its young ladies with food and drink of the finest quality, including both Taka Label Sake and the sweeter White Lotus Sake.  An evening’s entertainment typically costs 1 or 2 koku in gifts and tips.   

Aside from the PCs, the only regular guest here is Kitsu Chuppara, who stops here each time he visits the city to dote on his favorite geisha, Maya.  The captain of the governor’s guard, Shiba Nakago, was also a regular here up until a few months ago, when he abruptly stopped visiting.  (If any PCs mention to Konko that they are visiting the governor, she will complain about Nakago’s departure, and ask them to see if she has offended him in some way.  “Surely he could not have found something better than my lovely girls, not in this city.”)  

PCs who are looking for illicit goods can offer Konko a gift of a lotus blossom flower.  She will have one of her girls escort them to a small, carefully nondescript back room, where another girl will offer to sell them opium, Red Flower, or other such goods at exorbitant prices.  Such PCs gain the disadvantage Obligation: Scorpion as their secret vice is now known to the Scorpion Clan.  

Scorpion PCs can potentially use Benten’s Blessing as a source of low-level secret information. 

Part Two: Visiting the Governor’s Residence

The governor’s residence is a small castle, only three stories high, located near the northern edge of the city in close proximity to the small nobles’ quarter.  The setting sun illuminates the red clay tiles so that it seems the castle’s rooftop burns with furious heat.  A pair of polite guards at the gate ask your names and business.

The PCs all have legal travel papers, and assuming they say they are simply here to pay their respects, the guards will usher them inside quickly.  In the castle’s tiny ground-level courtyard, they are met by Shiba Nakago, the captain of the governor’s guards. 

Nakago is a handsome, athletic man just shy of twenty years of age.  He is quite calm and self-controlled in most outward respects, but any female PC can roll Raw Awareness at TN 15 to sense a considerable store of masculine passion beneath his strict exterior.  He bows and greets the PCs with fine etiquette.  “Welcome to Michita Yasumi, honored guests,” he says.  “My lord Isawa Bento-sama and his lady Isawa Fumi-sama are always pleased to receive the visits of travelers.  We shall be hosting a small dinner this evening for the benefit of other visitors, and you are welcome to join us.”  With another bow he turns and strides back into the castle, leaving a pair of servants to look after the PCs’ needs. 

· If any of the PCs are Emerald, Jade, or Sapphire Magistrates, Nakago will offer those PCs rooms to stay in the castle.  They can refuse without penalty, so long as they offer a proper excuse (“we would not wish to overburden your Lord”). 

Assuming the PCs accept this offer (to refuse would be quite rude, and should cost them Glory), the servant will escort them into the castle interior.  If any of them are in need of bathing (and do not think to ask for the baths on their own), the servants will pointedly take them by the castle’s bathing chambers.  If Magistrate PCs have accepted an offer of housing, the servants will lead them to guest rooms on the second floor of the castle, allowing them a chance to settle in before taking them on to dinner.  

Information on the NPCs

If the PCs look for more information on the governor, his wife, or any visitors in the city, they can get this information by rolling Intelligence/Lore: Heraldry at TN 20.  Or, they can question the locals or the castle servants and roll Awareness/Courtier (Gossip) at TN 20.  Either way, they can acquire the following information:

· The governor, Isawa Bento, was appointed to his post thirteen years ago when his father retired to a monastery.  He is married to Isawa Fumi, said to be a beautiful woman and a former Scorpion, apparently Soshi.  They have two children, a son and daughter.  The son, age ten, is away training with the Isawa, while the daughter, age seven, still resides with her family.  

· The governor is not known as an especially able or compassionate man, and during the drought and hunger of the last year he made little effort to alleviate the suffering of the local commoners.

· A number of samurai have been seeking to arrange a marriage to the governor’s daughter when she comes of age.  In particular, a Lion daimyo named Kitsu Chuppara has made at least two attempts to betroth his son Shinzaho to her.  He is visiting the city again, so he may be trying for a third time.  

· If the PCs ask about law enforcement, there is no local Emerald Magistrate, and the governor has not bothered to appoint a Clan magistrate since the previous one, Isawa Gunzaho, died of a fever two years ago.  Local law enforcement is handled by Gunzaho’s three yoriki and the city’s peasant doshin.  Fortunately, the local crime rate is relatively low, and these individuals have been able to keep things under control.  

· If the PCs ask about visiting samurai, they can learn about the Kitsu and his son (staying at the Inn) and a Hare magistrate named Usagi Hayai (reputedly staying at the castle).  Depending on when they ask, they may also hear about a second Emerald Magistrate, Kasuga Gyuuho, and of course about themselves.  Commoners and servants may also mention a traveling monk, one of the tattooed order, who came into the city yesterday and is believed to be staying at the castle. 

· If the PCs seek more information on Kitsu Chuppara, a roll of Intelligence/Heraldry at TN 25 or Intelligence/Lore: Lion at TN 20, or an Awareness roll against his Glory of 5.0, will ascertain that he is the daimyo of the Lion province of Rugashi.  Due to a series of unfortunate tragedies (sickness, accidents) he has only one heir, his son Shinzaho.  He is known as a strict traditionalist, even by Lion standards.    province in Lio

Dinner and Socializing

The PCs are led into the castle’s main hall on the second floor.  This is a relatively modest chamber compared to those of larger, grander castles, though still more than adaquate to the needs at hand.  The PCs are seated at a long table, along with several Phoenix samurai (including Shiba Nakago) and the other guests: Kitsu Chuppara and his gangly son Shinzaho, the Emerald Magistrates Kasuga Gyuuho and Usagi Hayai, and the tattooed monk Hoshi Haitoku.

· Refer to Appendix #1 for descriptions of the various NPCs.

Isawa Bento and his wife are seated at a separate small table at the head of the room.  Bento makes a brief speech welcoming the guests to enjoy his hospitality, then gestures sharply with a fan, and servants begin bringing out bowls and dishes of food.  The meal is impressively rich and varied, verging on the luxurious. 

The guests will confine themselves to small-talk and polite chit-chat until the meal is completed and the servanets sweep away the tables, leaving everyone free to circulare and gossip.  At that point, the following notable role-play interactions will occur: 

Kasuga Gyuuho and Usagi Hayai will quickly get into a discussion/bragging session about their recent cases.  Gyuuho, as he may have already described to the PCs, recently uncovered a maho-tsukai cell in Kyuden Isawa, while Hayai broke a criminal ring in the City of Remembrance which was robbing samurai.  Both men are clearly pleased with their performance, although Hayai will tend to come across as somewhat more boastful and proud.   

Hayai will, given the slightest excuse, recount at length how he identified several local commoners as potential criminals after asking the local magistrate about suspicious characters in the city.  The robbery victims had trouble describing their attackers, due to night and confusion (PCs “reading between the line” will realize the robbers were probably targeting drunk samurai) but several of them gave descriptions which were close to the men Hayai had already identified as suspects.  He quickly became convinced of their guilt and ordered them arrested and questioned (tortured).  After only half an hour under questioning they produced full confessions, and he executed them for the crime of attacking and robbing samurai. 

· Gyuuho will look queitly apalled at this story, and points out that any commoner would likely confess under intense questioning.  “Did you have any other evidence supporting their guilt?  Did they have any of the stolen items, perhaps?”  Hayai dismisses such questions as insulting.  “The criminals were punished, and the case is closed.”

Gyuuho will be less overtly eager to tell his story, but any encouragement will cause him to recount the same tale he may already have told the PCs.  “I followed up on some earlier cases in the southern Phoenix lands, and noticed all the criminals wore a style of garment which was popular in Kyuden Isawa a couple of years ago.  This, in turn, led me to certain merchants who identified their favorite customers, and careful questioning allowed me to narrow the focus of the investigation.  Eventually, I also noticed certain notable patterns in the movements and behavior of the suspects, and a distinct lack of explanation for why they were always nearby when suspicious murders occurred.  Eventually, I was able to put all of this evidence together and make arrests.”  He did not have any direct samurai testimony implicating the criminals, but fortunately, none of them were of sufficient rank to deflect his inquiries.  

· Hayai scoffs at this account, pointing out that without true testimony, all Gyuuho really had was conjecture.  “These so-called maho-tsukai may simply have been innocent peasants caught in your suppositions.”

Kitsu Chuppara and Hoshi Haitoku will get into a discussion of the ideals of Bushido.  Chuppara, as a traditionalist Lion, will firmly insist that all of life’s problems and mysteries can be solved by relying on the guidance of Bushido’s virtues.  The tattooed man will respond by pointing out instances in which Bushido was unable to offer final guidance, such as the love affair which led to the founding of the Dragonfly Clan, the time when Toturi III went into the Shadowlands in search of enlightenment, or the personal crisis which beset the Lion Champion Matsu Tsuko when she realized she was actually serving Fu Leng in the body of the Emperor.  Chuppara will become more and more angry as the monk undermines his arguments, and finally storms away, muttering about a “traitorous monk.”  If the PCs talk to Haitoku themselves, he will seem friendly and serene, if somewhat distant.  He does not think Bushido is truly the right way to live, but does not know what other path there might be, and describes himself as a “pilgrim in search of knowledge.”

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

Petitions to the Governor

While these discussions and socializing take place, the governor and his wife will remain seated at the head of the hallway.  Various local samurai will begin presenting petitions and requests to them – these are mostly local matters, such as marriages, asking for resources to help local villages, and so forth.  The conversations elsewhere will continue uninterrupted while these routine petitions take place.  PCs who pay attention to the petitions will notice that Isawa Bento is often sharp and abrupt to the point of insult or condescension in answering them, and a roll of Awareness/Courtier at TN 15 suggests that he seems to enjoy inflicting humiliations on his inferiors.

Eventually, Kitsu Chuppara and his son Shinzaho approach the governor.  An expectant silence falls as the two Lions bow low before Chuppara speaks: 

“It has come to my attention that your daughter, not yet eight years old, should have her place and future assured.  I respectfully propose that she be betrothed to my son, Kitsu Shinzaho, a worthy match which will benefit both of our Clans.  As the wife of my son she could look forward to a life of comfort and honor, suitable to the daughter of an esteemed Phoenix governor. ”  

The governor responds with a sharp gesture of his fan. His voice drips with startling venom.  “This is the third time you have had the gall to ask this!   We have told you twice before that the answer is no.  Even when you offered us money like a common merchant, we still told you no.  Our daughter will go to someone worthy, not to your pathetic, ill-mannered excuse for a son!”  There is a round of gasps at this open insult.   “Now you seek to use the presence of samurai from other clans to sway us! Clearly your son has inherited his poor qualities from his Father!’

An embarrassed silence fills the hall, samurai turning their eyes aside from the spectacle.  The Kitsu daimyo’s face slowly flushes with rage, although his expression does not change.  He grinds out his words from between clenched teeth.  “Mark my words, Isawa, this outrage will not be forgotten.”  He turns and stalks out of the room, followed by his stumbling son.

Any PC of Honor 3.0 or less who ignores the scene gains a point of Honor.  

If any PCs approach Chuppara after this incident, he will coldly ignore them – unless they are fellow Lion, in which case he will offer a brief rant on the discourtesy of the Phoenix.  Regardless, he storms out of the castle to the Kami’s Kindess Inn in town.  Later that night, after his son goes to sleep, Chuppara visits the Benten’s Blessing geisha house to seek comfort from Maya.

Wrapping Up the Evening

After the incident with Chuppara, Isawa Bento and his wife continue their evening as though nothing has happened.  PCs who observe them and roll Awareness/Investigation at TN 20 can deduce that Bento is simply a cruel man who enjoys flaunting his power.  His wife Fumi is harder to read, but the PCs suspect she is somehow pleased with what happened. 

Soon after this incident, the petitions finish up and the daimyo and his wife depart for the evening, and soon after the other samurai depart for bed.  The PCs presumably either return to the Inn themselves or, if they are Magistrates, go to their quarters in the castle. 

Some PCs may wish to do additional role-play and socializing after returning to the Inn.  Kitsu Chuppara and his son will retire shortly after they return, but the monk Hoshi Haitoku will remain awake for some time and will be willing to discuss his views on bushido with any PC who asks.  

If the PCs make a point of staying up late to watch out for Chuppara (or simply because they are night owls), they can roll Perception/Investigation (Notice) at TN 25 to notice Chuppara leaving around midnight.  If they follow him, he goes to the Benten’s Blessing geisha house.

Preparing a Crime

That night, Isawa Fumi murders her husband, and conspires with Shiba Nakago to put the blame on Kitsu Chuppara.  Nakago, helplessly in love, does as she asks, and arranges for Choppuru to be arrested the next morning before summoning the Magistrates and other guests to witness the charade.     

Part Three: Announcing a Murder

Early the next morning, the PCs are awakened – by servants if they are staying in the castle, or by Phoenix samurai if they are staying at the Inn.  They are summoned to the castle, along with all other samurai present – these include both of the NPC Magistrates.  The PCs will not see any sign of Kitsu Chuppara (he left at midnight to visit the Benten’s Blessing geisha house).  His son Shinzaho is still at the Inn, but the guards will not bring him along.    

Everyone is ushered in to the same hall where they ate dinner the night before.  Isawa Fumi is seated alone on the dais, and Shiba Nakago is kneeling on the floor below her, facing the PCs.  Anyone who rolls Perception/Investigation (Notice) at TN 15 can see that Fumi is red-eyed, her makeup appearing to have been hastily applied over a tear-streaked face, while Nakago’s expression is cold and carefully self-controlled.  As soon as everyone has assembled, Fumi speaks without preamble: 

“My Husband has been murdered by the vile Lion Kitsu Chuppara!  I demand that he be brought to justice!  If his cruel murder is not avenged, I fear his soul will not be able to… he will become a ghost, I am sure of it!”  Servants rush forward to help her out of the room as she is seemingly overcome by emotion, but she manages to point her fan at Usagi Hayai as she is helped out.  “You must bring him to justice!”

As soon as the servants help Fumi from the room, Shiba Nakago bows to the magistrates and speaks quickly and clearly.  “Honored Magistrate, I have already given orders for the arrest of Kitsu Chuppara, and I expect him to be brought here shortly.  Although the case is clear-cut and Chuppara’s guilt is indisputable, Lady Fumi-sama has asked that these Emerald Magistrates take charge of the investigation so that no accusations of Clan bias will be entertained.”  

Usagi Hayai quickly jumps to his feet and bows.  “I am more than happy to help judge this matter quickly and swiftly, bringing punishment on those who deserve it!”

Kasuga Gyuuho also rises to his feet, more slowly, and speaks carefully.  “After listening to Hayai-san last night, I believe that it is important we find the truth about the matter and punish the truly guilty.”  Unless all of the PCs have been completely hostile toward him, he will turn to them now and add, “I would ask you honorable samurai to join me in this endevour in order to bring this to a successful conclusion.”  

Usagi Hayai quickly responds.  “Any truly honorable samurai would find it very hard to embrace your impure methods, Gyuuho-San.  I am sure they would much rather assist me with this investigation.”  

The PCs are free to choose which magistrate to assist.  In the unlikely event that some of the PCs are themselves Emerald Magistrates, they can also opt to form a third group operating independently of either man.  

Shiba Nakago will tell all of the Magistrates they must wrap this matter up quickly, in no more than two days, so that Isawa Bento’s funeral may be held without any lingering questions on who killed him.

If all of the PCs choose to assist Usagi Hayai, Kasuga Gyuuho shakes his head, sighs, and leaves the room to pursue his investigation in his own fashion.

If all of the PCs choose to side with Kasuga Gyuuho, Usagi Hayai is visibly angry, and tells them he will prove their error, then strides out to pursue the investigation without them.  

Part Four: Rokugani Law (Hayai’s Investigations)

Usagi Hayai will conduct an investigation according to traditional Rokugani methods and understanding on the law, which focuses on testimony – especially the testimony of samurai – as by far the most important form of evidence.  Hayai will outline his methods to the PCs before beginning:  “For the truth to be proven we will require two things, testimony from those who witnessed the events and a confession from the guilty party.  To begin with, I require you to take statements from all of those involved.  I myself will go and bring in the Kitsu’s son for questioning.”  

If some of the PCs ask to accompany him to apprehend the Kitsu boy, Hayai will gladly accept so long as at least two PCs remain behind to conduct interviews.  “It is important that we resolve this matter swiftly, as our hosts requested.”   

Hayai will give the PCs a specific list of people to question about the case: Isawa Fumi, Shiba Nakago, and Kitsu Shinzaho.  He will encourage the PCs to question any other samurai who may be suggested by the initial round of interrogations.  If any PCs suggest questioning the innkeeper, servants, or other such commoners, he will shrug off such an idea: “Only the word of samurai carries proper weight.”  A PC who rolls Intelligence/Lore (Law) at TN 10 can confirm that under Rokugani law, a heimin’s word has almost no weight compared to the word of a samurai. 

If some of the PCs insist on questioning commoners, Hayai will snap that they should not waste their time, and strongly suggests they focus on “useful investigations.”  Contradicting Hayai’s orders and directives is a minor breach of Etiquette, incurring a loss of 1 point of Glory and (if a PC’s Honor is 3.0 or higher) a loss of 1 point of Honor.  

Regardless, as soon as he has made his assignments, Hayai will head down to the Inn of the Kami’s Kindess to arrest Kitsu Shinzaho.  

Questioning Isawa Fumi

Isawa Fumi will seclude herself in the daimyo’s quarters on the third floor of the castle, but she will grant an audience to PCs who wish to question her.  She will appear to be distraught, but keeping herself mostly under control, with only occasional bursts of grief and anger leaking through her face.  She flutters her fan and takes frequent drinks of tea from her attentive servants.  

“My husband and I were asleep in our quarters last night, as usual.  I heard a noise and woke up, and saw that monstrous Kitsu standing over my husband.  He was snarling something like ‘I warned you,’ and my husband was just waking, trying to lift his hands and protect himself.  He struggled but the wicked Kitsu stabbed him repeatedly.  So much blood flowed forth.  I was so frightened, I couldn’t move or speak.  When the deed was done the man left out of the window. ”  

Beyond this story, Kumi can share the following additional information, based on what questions the PCs ask her:  

· She describes the Kitsu’s weapon as a wakizashi, and (if the PCs specifically ask) says he used it with his right hand.  She is sure the killer was Kitsu Chuppara.

· The crime occurred in the early morning hour, around 4am by gaijin time.  If the PCs ask how she could see Chuppara, she says the window was open and allowed moonlight into the room.  The PCs can confirm that the moon rose late last night.

· After the attack ended, she crept out of the room to find the castle guards, who summoned Shiba Nakago.  Nakago said he had seen someone resembling Chuppara leaving the castle grounds, and immediately went to dispatch troops to arrest him.

· If the PCs ask why she was not attacked, she shrugs.  “Perhaps he deemed me no threat.  After all, I am merely a woman, and a small one at that.”

· If the PCs ask how he could have come and gone from a fourth story window, she points out that he is a shugenja.  “He must have used the Kami, for there is nothing beneath the window but air.  Any capable shugenja could mis-use the spirits in such a way.”
· If the PCs express a wish to see the body, she will be shocked and insulted, and explains the eta have already taken it away to begin funeral preparations.  If they ask to see the murder scene, she will be reluctant, but will give in if they insist.  See “The Murder Scene” in Part Five for details of what they can find there.

· If any PC asks to see the garment she was wearing when the attack took place, she will explain that she had the soiled garment burned.  “I could not bear to see it any more.”  This is another lie – she hid the yukata (along with the murder weapon) in her wardrobe.  

Fumi is a skilled liar – in order to see through her story, they will have to win an Opposed Roll of their Perception/Investigation (Interrogation) against her Awareness/Deceit (Lying).  Likewise, in order to realize that her grief and anger are feigned, they will have to defeat her Awareness/Acting.  Note that she had the advantage Dangerous Beauty.

If any PC thinks to accuse Isawa Fumi of lying, allow them a roll of Intelligence/Lore: Law at TN 10 to realize that Fumi’s higher Status makes her immune to any accusation that is not backed by solid evidence.  If they make an accusation anyway, she will scream that they are shameful villains and beasts, spitting on the memory of her husband.  PCs who apologize immediately and adjectly, and roll Awareness/Etiquette (Sincerity) at TN 20, will get away with only a five point loss of Glory.  PCs who fail to apologize will be expelled from the castle, effectively ending their participation in the adventure. 

If the PCs find the hidden blood-stained yukata, aiguchi, and poison bottle in Fumi’s wardrobe (see “The Murder Scene” in Part Five below), they will have sufficient evidence to accuse Fumi of lying without getting in trouble.  She will steadfastly deny any knowledge of how the incriminating items got into her wardrobe, and will suggest various improbable explanations, such as the Kitsu returning to plant the evidence while she was outside seeking the guards.  Any PC who rolls Perception/Investigation (Interrogation) at TN 20 can tell that beneath her seemingly unflappable face, Fumi is very alarmed.

Questioning Fumi will take half of a Rokugani Hour.

Shiba Nakago

Shiba Nakago will be quite cooperative and is more than willing to offer his testimony.  He will meet with the PCs in his office at the castle barracks.  His basic statement is as follows:

“I was checking the overnight guards on the walls – the early morning hours are when sleep is most tempting, so I find it a suitable time to test the guards’ attention to duty.  While I was walking to the next guard post, I happened to look up and spotted something in the air, seemingly emerging from the window of Lord Isawa Bento-sama’s bedchambers.  After a few moments I recognized Kitsu Chuppara in the moonlight.  He flew down into the town – I tried to fire an arrow at him but, to my shame, I missed.  I ordered some of the guards to seek him out and then hurried upstairs to check on Lord Bento-sama.  I found lady Fumi-san outside the room, speaking with her guards of an attack.  The deed was already done, and Bento-sama lay dead on his futon.”  He shakes his head.  “I only wish I had been more alert, and spotted the criminal when he entered instead of when he left.”

· If the PCs ask whether Chuppara was carrying a weapon, he says the shugenja had a wakizashi in one hand.  He claims it was too far away to tell which hand (he doesn’t know which one Fumi chose for her story).

· He does not know why Chuppara would have committed such a crime, but if none of the PCs are Lions, he points out that “Lion are often passionate” and admist that his lord Bento-sama “perhaps found too much enjoyment” in rejecting Chuppara’s petitions for a betrothal.   

Nakago is lying, and as before, the PCs must roll Perception/Investigation (Interrogation) against his Awareness/Deceit (Lying) to see through him.  As the Captain of the Guard, Nakago has enough Status to shrug off accusations of lying from anyone below Status 3.0, but he will be firmly insulted by any such accusation (regardless of rank) and will demand a duel to satisfy his honor.  See “Part Seven: Judgment” for details of what happens if a duel takes place.  

Interviewing Shiba Nakago will take half of a Rokugani Hour.

Arresting Kitsu Shinzaho

Usagi Hayai will head to the Kami’s Kindness Inn, armed with a mancatcher, immediately after he finishes making assignments for interviews.  If no PCs joined his investigation, he will enlist two Phoenix bushi to accompany him.  

· If any PCs object to such a confrontational approach, Hayai will point out that Shinzaho is the son of an accused murderer, and may well have been involved in the crime himself.  Proper precautions are warrented.

When Hayai arrives, Kitsu Shinzaho is seated in the Inn’s common room, eating rice and miso soup, and wondering what happened to his father.  The monk Hoshi Haitoku will be seated in a corner drinking tea, and a few other commoners will be present, drinking tea or eating simple meals.  The innkeeper Garuda will start to utter a standard “welcome, customers” phrase and then break off in confusion when he sees an armed magistrate.  

· Since the PCs are assisting a magistrate in carrying out his duties, they are not technically violating etiquette by going into the Inn with weapons.  However, PCs of Honor 4.0 or higher may well feel a bit uncomfortable at Hayai’s blatent disregard of proper manners, losing 1 point of Honor if they do not at least protest his behavior.

Hayai will automatically assume resistance – he strides into the Inn and immediately demands that Shinzaho surrender to lawful authority.  The Lion boy will look confused and protests, “I have broken no law, samurai-sama.”  The innkeeper, Garuda, will also step between Hayai and the boy, asking everyone to please calm themselves and set aside their weapons.  Hayai will furiously strike him down with the outer, spiked part of the mancatcher, then attack Shinzaho.  He will command any PCs accompanying him to sieze Shinzaho as well.  

Shinzaho will initially try to defend himself (he does have a minimal knowledge of Jiujutsu) but will quickly surrender once it becomes clear he is overwhelmed.  He will ask, somewhat plaintively, where his father is and why he is being arrested.  Hayai will not initially answer any of his questions, and will take him back to the castle before starting to question him.

The key aspect of this encounter is the fate of Garudo, the innkeeper and devotee of Ekibyogami.  If he is killed, the wrath of the Fortune of Plagues and Pestilence will descend on the city.  Garudo will die unless the PCs intervene in some manner:

· If a PC directly intervenes, such as by stepping  in front of Garudo or physically blocking or constraining Hayai, this will save Garudo, although it may result in a PC taking damage instead.  Hayai will condemn the PC in the courts for protecting an insolent peasant, resulting in a loss of 3 points of Glory.  However, that PC will gain the favor of the Fortune of Plague and Pestilence, and at the end of the adventure is awarded the “Blessing of Ekibyogami” cert.   

· On the other hand, if a PC actually strikes down and kills Garuda in person (e.g. before Hayai has the chance to do so), that PC will personally gain the wrath of  Ekibyogami – at the end of the adventure, that PC gains the “Curse of Ekibyogami” cert.

Once Shinzaho surrenders, Hayai immediately clamps the mancatcher around his beck and force-marches him back to the castle for questioning.  

If Garuda died, the PCs will notice as they return to the castle that the air has clouded up and an unfamilair chill has overcome the spring weather.  

Questioning Kitsu Shinzaho 

Hayai will immediately take Shinzaho to a small chamber in the castle’s dungeon and begins questioning him.  He will allow any PCs who are assisting him to ask any questions they might wish. 

Kitsu Shinzaho will insist he and his father came back to the Inn after being humiliated at the castle.  They had some tea and then went to bed early.  His father was gone when he awakened, but this was not unusual – Chuppara often rose very early to visit the local shrines and pray to the Fortunes.  

· He will firmly insist that his father is an honorable man and could not have killed Isawa Bento.  However, Hayai will force him to admit that he does not know when his father left the room.  Chuppara could have left early enough to commit the murder.

· Shinzaho does not know that his father sometimes visits the local geisha house.   

· If the PCs ask about his father’s attitude toward Isawa Bento, Shinzaho says his father intended to petition his superiors in the Lion Clan to bring pressure to bear on the Phoenix.  “The Phoenix are our allies, father says, and they would have starved to death last winter if we had not shared our food with them.  He was sure they would punish Bento for his behavior.”  

· If anyone asks why he wants to marry Bento’s daughter, he confesses he did not actually want to, but his father insisted that only a match of that prestige would be appropriate.  

· If the PCs think to ask, he will say that his father is left-handed, and does not own a wakizashi.

PCs who roll Perception/Investigation (Interrogation) at TN 10 will be confident Shinzaho is not lying. 

If a PCs wants to coerce him into saying something untrue (perhaps in order to strengthen the case against his father), they will need to make an Opposed Roll of their Willpower/Deceit (Intimidation) against his Willpower/Etiquette of 4k2.  If they overwhelm him in this way, he will break down weeping and testify to whatever they want.  

Usagi Hayai will believe that Shinzaho is lying to protect his father, but whether or not the boy “breaks,” he will point out that the boy’s testimony does to exonerate Chuppara.  “Unless you can testify you’re your father was with you when the murder took place, you cannot prove he is innocent, can you?”  The boy tearfully shakes his head.  

The process of capturing and questioning Shinzaho will take one Rokugani hour.

The Shiba Guards

Some PCs may wish to question the guards who were on the walls of the castle when the murder took place, the guards outside Isawa Bento’s quarters, or the guards who arrested Kitsu Chuppara.  Hayai will not actively seek out these witnesses but will not stop the PCs if they speak with them.  

· The wall guards can confirm that Shiba Nakago ran up to them and reported seeing Kitsu Chuppara fly out of the castle’s upper windows.  They did not see anyone themselves. 

· Four other guards went to arrest Chuppara.  They found him in the streets near the noble district.  He seemed surprised by their arrival, and claimed innocence of any crime.  He became angry when they arrested him, and they had to use some force to subdue him.  Thery did not find blood, a wakizashi, or any other direct evidence of the crime.  

· The guards for Bento’s quarters have requested permission to commit seppuku for their failure of duty.  They are currently in a shrine preparing their souls before the ceremony.  They will testify they did not hear anything from the room – their first warning came when Fumi came out, distraught and blood-stained, and told them her husband was murdered by Kitsu Chuppara.  They looked inside and confirmed that he was dead, stabbed with a blade, blood sprayed everywhere.  Shortly after, Shiba Nakago arrived and told them he saw Chuppara leaving from the window.

PCs can roll Perception/Investigation (Interrogation) against the guards’ roll of 3k2 to determine their truthfulness.  (They are telling the truth.)  

Interviewing all the various groups of guards will take one Rokugani hour.

Interrogating Kitsu Chuppara

Once Usagi Hayai has the reports from the questioning of Fumi, Nakago, and Shinzaho, he will be convinced that Chuppara’s guilt is beyond question, and will be ready to force an appropriate confession from him.  Any PCs working on the case can choose to question Chuppara before this, if they wish.  

Kitsu Chuppara is in a small stone-walled chamber in the castle’s dungeon.  He is stripped to the waist and kneels on the floor, his hands bound behind his back.  There are obvious cuts and bruises on his face and upper torso, and he sports two black eyes.  Dried blood from a cut lip stains his face and chest.  Despite this, his gaze is proud and defiant as he watches his captors.  

If the PCs question him, he will insist on his innocence.  He claims he was at the Inn until the early morning (around 4am), when he arose as usual to visit the local shrines for prayer.  He was on his way to the temple district when Phoenix guards from the castle stormed up and demanded he surrender.  He condemns the Phoenix for their violent and dishonorable treatment of him, and insists he is completely innocent.  However, he cannot name any witnesses who saw him between the time he arose at left the Inn and the time he was arrested. 

If the PCs win an Opposed Roll of their Perception/Investigation (Interrogation) against his Awareness of 3, they will be convinced he is largely telling the truth, but is concealing something about his whereabouts last night.  He will not willingly admit to visiting the Benten’s Blessing geisha house, since he feels this is a weakness which would bring shame on his family.  

· If a PC speaks privately with Chuppara about the investigation, makes an eloquent appeal for the importance of honesty and truth, and rolls Awareness/Storytelling at TN 20, he will reluctantly confess the truth, but asks the PC not to share the information.  

Once Usagi Hayai is ready to interrogate Chuppara, he will immediately begin demanding a confession, repeatedly accusing Chuppara and demanding he admit his vile crimes.  “Your evil is confirmed by the testimony of both Isawa Fumi and Shiba Nakago.  Cease your deceptions and admit the truth so that you can die with honor.”  

Chuppara will continue to deny the crime, and Hayai will eventually call for the torturer.  “Your lies have damned you.  Now we will have the truth.”  The castle torturer – a small older man with missing teeth and a sunken chest – wheels in a cart of torture tools and goes to work.

Usagi Hayai will leave the room while the torture takes place – he considers it unseemly to observe such activities.  PCs can watch if they wish, although this is a distasteful activity and any PC who finds enjoyment in it will lose 1 or 2 points of Honor.

After about a half-hour of interrogation, Chuppara will reveal he spent most of the night at the Benten’s Blessing geisha house, visiting a woman named Maya.

It will take another two Rokugani hours before Chuppara finally cracks completely and “confesses” to the murder.  By this time, it will be evening.  Usagi Hayai will happily proclaim the case resolved, and will prepare to present his report to Isawa Fumi (as depicted in Part Seven: Judgment).  

Part Five: Kitsuki’s Method

If any of the PCs accompany Kasuga Gyuuho, he will speak with them briefly, explaining his view of the case.  “Although the initial reports seem to clearly implicate Kitsu Chuppara, it seems quite uncharacteristic for such an honorable man to commit such an atrocity.  In order to unmask the truth, therefore, we must rely on the teachings found in Kitsuki’s method.  It is imperative that we examine all of the evidence at hand.  We should investigate the room, the body of the deceased, and the murder weapon, as well as interviewing all possible sources of information.  We must work thoroughly to see true justice done.”  

Gyuuho will want to interview Fumi, Nakago, and Chuppara, but he will also wish to speak with the castle servants, the innkeeper, and any other potential witnesses.  He will also want to investigate the crime scene, the body, and the weapon.  It will be up to the PCs how to undertake these tasks.  Gyuuho’s first preference will be to examine the crime scene and the body.

The Body

The body of Isawa Bento has already been taken away by the eta, who are preparing it for cremation.  The PCs will have to seek out the body at the eta crematorium if they wish to see it.  

The eta will be subservient and cooperative.  The PCs will have to decide whether to look at the body themselves or have the eta examine it for them – this will determine which sort of evidence they can find.  (Gyuuho will not actually touch the body, and will express disgust at anyone who does.)  

If they use the Eta to search the body they can make the following rolls:

· There are three stab wounds in the torso and throat.  A roll of Intelligence/Kenjutsu (TN 20) will realize the stab-wounds were not committed with a wakizashi.  They are too narrow and straight for a wakizashi or katana blade.  

· A PC who made the first roll can follow up with Intelligence/Knives at TN 20 to realize the wounds were most likely inflicted with a knife, probably a tanto or aiguchi.  

· A roll of Perception/Battle at TN 20 deduces from the position and angle of the strikes that the killer was right-handed, or at least struck with the blade in the right hand.

If a PC actually touches the body in person, this will be a disgusting act which will cost that PC at least 2 points of Honor and, if any other samurai witness it, a gain of four points of Infamy.  Any other PCs who witness this act who have at Honor of least 4.0 will lose 1 point of Honor if they do not speak out against this vile act.  

However, the following investigative rolls can only be made by a PC who actually touches the body: 

· A roll of Intelligence/Anatomy (Autopsy) at TN 15 concludes that the first blow was struck while the victim was asleep, while the second and third strikes came while the victim was awake and struggling.  The blow to the neck would have caused a great effusion of blood, and was probably the fatal strike.   

· A roll of Perception/Investigation (Notice) at TN 25 can notice some faint black discoloration around the wounds, especially the first stab wound in the torso.   This can be identified, with a roll of Intelligence/Poison at TN 20 or Intelligence/Medicine (Antidotes) at TN 25, as the residue of Night Milk, a deadly poison.  

Finally, all PCs can roll Raw Perception at TN 25 (TN 20 for a PC touching the body) to notice a few scraps of orange silk caught under Bento’s fingernails.  This is a shade of orange normally used by the Phoenix, and if the PCs ask the castle guards or servants, they can learn it specifically matches the color of Isawa Fumi’s favorite yukata (nightgown).  If the PCs actually find Fumi’s hidden yukata, the colors match perfectly. 

If the PCs do not assist Gyuuho, he will realize the killer was right-handed, and will find the silk (but not the poison).  

Fully examining Bento’s body will take one Rokugani hour.  

The Murder Scene

The PCs will need to ask Isawa Fumi for permission to visit the murder scene – she will grants this very reluctantly.  Shiba Nakago will stand at the door of the room to “ensure that nothing is accidentally damaged, or removed without our lady’s consent.”  

The room itself is quite opulent, the walls adorned with a variety of expensive artworks (paintings, sculptures, fine vases, etc).  There is also a large globular crystal object holding an ikebana (a vase made from gaijin glass).  Aside from these decorations, the room contains two futons, a writing desk, and a huge wooden wardrobe carved in intricate designs of interconnecting circles.   

The two futons are fresh – by the time the PCs can get permission to view the room, the blood-stained futons and coverings have been removed and burned, and servants have scrubbed down the floor before placing new ones.  

If the PCs accompany Gyuuho here, he will pull out a writing kit, a small booklet, and several small bottles of gray powder.  He begins dusting the room, writing down his discoveries in the booklet, and leaves the PCs free to investigate as they see fit.  

· PCs who examine the carvings on the wardrobe can roll Intelligence/Lore (Scorpion Clan) at TN 25 or Intelligence/Artisan (Painting) at TN 25 to realize the interconnecting circles are a characteristic artistic symbol of the Shosuro family.

· If the PCs check the window, a Perception/Investigation (Search) roll at TN 20 will detect a few smudges on the windowsill, but they cannot tell if these were made by someone climbing through or merely gripping the sill. 

· If the PCs search the writing desk, they will find a drawer full of scrolls recording the financial and tax status of the city and surrounding lands.  A roll of Intelligence/Commerce at TN 15 will show that Bento is quite the wealthy man – mainly because he drives his heimin with unrelenting zeal, using them more like slaves than peasants.  

If a PC decides to look inside the wardrobe, Shiba Nakago will object.  “What right do you have to root through our lady’s private possessions?”  A PC who can come up with a sufficiently strong justification (one Nakago cannot object to based solely on etiquette) and can roll Awareness/Lore: Law or Courtier (Manipulation) at TN 25 can force him to back down and allow a search of the wardrobe.  

Searching the drawers of the wardrobe and rolling Perception/Investigation (Search) at TN 35 will locate a false bottom in the lowest drawer.  Below is a hidden compartment containing a blood-stained yukata in Phoenix orange, wrapped around a bloody aiguchi and a small pottery bottle of Night Mask poison.  Nakago will clearly be quite disconcerted if the PCs make this discovery (Fumi told him everything was well hidden and could not be discovered), but he will loyally bluff and claim the murderer must have somehow hidden the items there.   “Perhaps he used the spirits to confuse lady Fumi-sama’s mind, so that she did not see him do such a thing.” 

If the PCs do not assist Gyuuho, he will not find the hidden compartment, although he will discover everything else there is to find in the room.

Searching the room thoroughly will take one and a half Rokugani hours.

Questioning the Servants

The castle’s household servants will be quite meek and mild in the presence of samurai and are assembled for the characters inspection and interrogation.  There are over thirty staff, including stable boys, maids, and cooks.

All of these servants will adamantly tell the samurai they heard nothing last night and know nothing at all about the murder.  When it happened they were all either asleep or busy doing their tasks.  However, if the PCs roll Awareness/Investigation (Interrogation) at TN 20 they will conclude that at least half of the servants are lying.  In fact, a majority of the servants have overheard at least some piece of Fumi and Nakago’s plots, or are aware of her hatred for her husband.  However, they know better than to confess any of this to strange samurai.  Unless they are actually tortured (something Kasuga Gyuuho will oppose), they will not admit to anything.  

PCs who physically abuse or attack the servants of a daimyo without a proper arrest will be committing a serious breach of etiquette, of course, and will be expelled from the castle and the adventure. 

Questioning the servants will take one Rokugani hour.

Questioning the Innkeeper

It will only be possible to question Garuda himself if the PCs managed to save his life during the arrest of Kitsu Shinzaho (or perhaps divert him from the whole scene by questioning him while Hayai makes the arrest).  If Garuda dies, the PCs can still get most of this information from the inn servants.   

Garuda and the servants know the following:

· Kitsu Chuppara and his son Shinzaho returned here in the evening.  They drank some tea and then retired to their quarters.  Chuppara looked extremely upset, while his son seemed merely tired and uncomfortable.

· About two hours later (around midnight) Chuppara left the inn.  This is not unusual, however – he has visited the inn before, and always goes out late at night.  

· If the PCs ask how many times he has been here, they say this is the fourth or fifth time he has visited, but only the third time he has brought his son with him.

· Both Garuda and the servants know that neither Chuppara nor his son have ever carried a wakizashi or katana.

The servants do not know where Chuppara goes, although some of them suspect he visits the Benten’s Blessing geisha house.  Garuda knows this with certainty, but out of respect for his guest’s privacy he will not say anything unless the PCs make a convincing argument and roll Awareness/Courtier (Manipulation) at TN 20.  If this is successful, he will suggest they speak with Maya, one of the ladies at Benten’s Blessing.

Questioning Garuda will take half a Rokugani hour.  If the PCs have to question the servants instead, it will take one full Rokugani hour.

The Murder Weapon

Kasuga Gyuuho will want to examine the muder weapons.  Normally, however, the PCs will not be able to find a murder weapon – there is no sign of the wakizashi which Kitsu Chuppara supposedly used to kill Bento.  Chuppara and his son will of course deny he even owns one.

If the PCs somehow manage to find the bloody aiguchi in Fumi’s wardrobe, it will match the wounds on the body perfectly.

Kitsu Chuppara’s Quarters

The PCs may wish to examine Kitsu Chuppara’s room at the Inn, or search his belongings.  Normally Garuda will try to prevent the invasion of his clients’ privacy, but with Chuppara under arrest the PCs can freely override his wishes (if he is even still alive).  

A thorough search of his room will take half a Rokugani hour and require a Perception/Investigation (Search) roll at TN 20.  PCs who make the roll are satisfied that there is not a single scrap of evidence to be found.  

If Kasuga Gyuuho accompanies the PCs for this search, it will take an entire Rokugani hour, since he will meticulously go through the whole room with Kitsuki powder.  

The Geisha House and Maya

The PCs may get to the geisha house by questioning Garuda or the servants, or by listening in on Chuppara’s confessions.  They may also be able to figure out that Chuppara visits Benten’s Blessing through guess or logical deduction.  

If the PCs request an interview for the investigation, Konko, the okaa-san, will meet with them in a private room.  She refuses to divulge the identity of any clients, steadfastly standing on tradition and etiquette even in the face of physical threats.  However, if the PCs specifically know about Maya and ask to meet with her, Konko will allow this. 

· If the PCs attempt a “stealth approach” and try to visit as normal clients, they will need either an invitation from a current customer (such as Kasuga Gyuuho) or will have to make an appropriate gift and request to Konko.  A gift of at least 2 koku combined with an eloquent request and a roll of Awareness/Etiquette at TN 20 (TN 10 for Imperials or characters of Status 4.0 or better) will get them admitted.  Once inside, they can arrange to spend time with Maya with an additional gift of one koku.  

Maya is a beautiful and gentle girl of eighteen, the epitome of Rokugani femininity.  She is always perfectly dressed and made-up, and smiles placidly as she offers to entertain the PCs with samisen, storytelling, or dance.  However, if a PC starts asking her about Kitsu Chuppara, her placid exterior will abruptly collapse and she will dissolve in tears, weeping uncontrollably.  “My beloved Chuppara-kun! What is to become of him?”

To calm Maya down enough to talk coherently will require either a sympathetic approach backed with Awareness/Etiquette (Conversation) at TN 20, or a convincing threat backed with Willpower/Deceit (Intimidation) at TN 20.  Either way, once she calms down and wipes the worst of her tears away, she can share the following information: 

· Chuppara came to visit her last night around midnight, and stayed with her until a little after 4am.  He left to go pray at the shrines, something he has done every time he spent the night with her.

· He has been visiting her every few months for the last two years.  Maya is in love with him and is convinced that he loves her as well.  She thinks he will eventually buy her contract and take her away to live with him as his concubine.

· She knows Chuppara was very worried about making a good match for his son, and was quite angry with Isawa Bento, but he never said anything to suggest he might commit murder.  Instead, he spoke of trying to convince his fellow Lion daimyo to impose political and economic pressure on Bento.  

Locating and interviewing Maya will take a full Rokugani hour.

Part Six: Magical Investigations

Investigations involving magic will be shunned by both Emerald Magistrate NPCs, since testimony elicited from the spirits is not admissable under Rokugani law. The PCs, however, may decide to pursue some magical investigations on their own, if for no other reason than to satisfy themselves on who is truly guilty.  

The Murder Scene

All of the spirits in the quarters of Isawa Bento are new spirits which have no memories of what happened at the crime.  Any PC who rolls Intelligence/Spellcraft at TN 15 or Intelligence/Lore: Shugenja at TN 25 realizes a shugenja has targeted them with Banish.  

The Body and Clothing

Bento’s clothing has not been Banished – Fumi cast the spell after the eta took him away.  If a PC Communes with the Earth spirits in his clothing (or the scrap of cloth in his fingers) they can get testimony that he was stabbed to death by the woman who was in the same room.  

The scrap of cloth under Bento’s fingernails can potentially be traced to Fumi’s kimono with the spell The Ties That Bind, subject to the restrictions of the spell.   

Isawa Fumi’s Hidden Secrets

If By the Light of Lady Moon is cast while in the quarters of Bento and Fumi, it will reveal that something is hidden in the wardrobe.  Of course, trying to open the wardrobe purely on the basis of a spirit’s testimony will not be very convincing to Shiba Nakago.  

Kitsu Chuppara’s Scrolls 

If the PCs decide to examine Kitsu Chuppara’s spell scrolls, they can roll Intelligence/Calligraphy (Lion Cipher) at TN 25 or Intelligence/Spellcraft at TN 30 to determine that he does not have any scrolls for spells that allow flight.  A Lion shugenja PC gets a Free Raise on these rolls.  

Kitsu Chuppara’s Clothing/Possessions

PCs who Commune with the spirits in Chuppara’s clothing and other possessions can learn that he spent the night in the geisha house (“house full of women”) and did not go near the castle until he was arrested.

 Part Seven: Judgment

It will take Usagi Hayai a total of four and a half Rokugani hours (nine gaijin hours) for Usagi Hayai to satisfy himself with the evidence and prepare to convict Kitsu Chuppara of murder.  This will typically be early evening, around 6pm.  He will send messengers to Kasuga Gyuuho (and to any PC Emerald Magistrates who are running their own investigations) requesting their presence at the castle’s main hall.

Isawa Fumi will seat herself in the daimyo’s chair, and will be accompanied by her seven-year-old daughter, who kneels quietly at her feet.  Shiba Nakago stands protectively to the right of the chair.  

Usagi Hayai will announce that he has resolved the case.  He presents Kitsu Chuppara’s signed confession.  “The evidence is irrefutable by the standards of Rokugani law, and Kitsu Chuppara has admitted his own guilt.   This matter is settled, and all that remains is to punish the criminal.”  

Isawa Fumi nods and bows her head slightly.  “We are grateful for your prompt and skillful resolution of this matter.”

Kasuga Gyuuho will step forward to protest.  “With respect, Isawa-sama, I am still investigating, and cannot regard this matter as settled.”

Fumi regards him with an arched eyebrow.  “Do you have other evidence to present to us, Gyuuho-san?”

Gyuuho will offer whatever evidence he (and any accompanying PCs) have managed to accumulate.  This is very unlikely to be enough to overturn Hayai’s case.  In particular, the main testimony of Chuppara’s innocence is the word of a geisha, which counts for nothing compared to the word of Isawa Fumi and Shiba Nakago.  

· The main chance the PCs have for throwing doubt on Hayai’s case is the hidden evidence in Fumi’s wardrobe.  This is not enough to completely overturn the case, but Fumi will be forced to rationalize an elaborate explanation for the presence of such incirminating evidence.  This will raise enough doubt in the case for the PCs to potentially issue a challenge (see “Dueling for a Verdict” below).  

· It is remotely possible that a PC might actually be able to testify to Chuppara’s innocence, simply by having followed him to the Benten’s Blessing geisha house.  This testimony will not have the weight of Fumi or Nakago (since the PC has lower Status) but will still raise enough doubt for a potential duel. 

In the absence of either of these pieces of evidence, Gyuuho and the PCs will not be able to undermine Hayai’s case.  Isawa Fumi will proclaim Kitsu Chuppara’s guilt and orders him executed.  “Although the interests of Honor and of upholding the Phoenix Clan’s loyalty to our Lion friends would suggest that we allow Kitsu Chuppara to commit seppuku, a crime of this magnitude does not allow for a punishment less than execution.  He shall be hanged at nightfall!”
Fumi thanks everyone involved in the investigation for their help.  She apologetically asks that they leave the next morning, for this event has left her family with a deep grief that only solitude can ease.  

Dueling for a Verdict

If the PCs have either discovered the incriminating physical evidence in Fumi’s wardrobe, or a PC witness testifies to Chuppara spending the night in the geisha house, this will provide the PCs with enough evidence and justification to issue an accusation/challenge to Fumi.  Kasuga Gyuuho will not think of doing this himself – it runs counter to his views on how justice should be pursued – but if a PC issues such a challenge, he will reluctantly use his authority as an Emerald Magistrate to approve it, allowing the duel to determine the truth of the case.  

Any duel fought to determine Fumi’s guilt will be a duel to the death, given the magnitude of the chage involved.  Shiba Nakago will act as Fumi’s champion unless the PC issuing the challenge is a shugenja – in that case, Fumi will have to answer the challenge herself in a taryu-jiai duel.  (She will use the rights of the challenged to insist on a conventional taryu-jiai duel, rather than an avatar duel.)   

Unlike a conventional duel, this challenge cannot be delayed – a question of guilt or innocence must be settled promptly.  Nakago will show no mercy or quarter, since if he loses both he and Isawa Fumi will die.  Likewise, if a non-combatent PC issued the challenge and had a champion perform the duel, the PC will share the fate of the champion.  (Unless they flee and go ronin – this should earn them an immediate 3 Ranks of Infamy for their abject cowardice.)

If a PC challenger actually wins the duel, Hayai and Gyuuho together will proclaim Fumi’s guilt.  She will commit jigai (ritual suicide via throat-cutting) that night, unless she died in a taryu-jiai match.

Other Duels

It is possible that the PCs may be challenged to a duel for other reasons – in particular, if any PCs insult Fumi, attempt to pressure her into a confession, or otherwise outrage the sensibilities of the Phoenix, Shiba Nakago will challenge them for their insolence.  The PCs can get out of this if they immeadiately withdraw their comments and roll an Awareness/Etiquette at TN 15 to appologise for the insult.  Otherwise, they must accept the duel.  

Such duels will most likely be to first blood, although if the insult is sufficiently heinous, Nakago will demand a death duel.  In the latter case, since the duel cannot be approved in the context of the adventure, the PC will gain the Disadvantage “Obligation: Duel Shiba Nakago.”  Also, if the PC who is challenged does not carry a sword, s/he will have to find a champion for the duel.

Execution?

If Kitsu Chuppara was convicted, his execution by hanging takes place that evening at sunset.  His son Shinzaho witnesses the event, as do the two Emerald Magistrates.  PCs may watch if they wish.  Fumi and Nakago decline to attend.

As the darkness in the sky deepens, Kitsu Chuppara stands defiant beneath the tree while the Phoenix bushi fasten the noose around his neck.  He speaks in a booming voice.  “There will be a reckoning for this atrocity, mark my words!  This dishonor will stain the Phoenix Clan forever!”  As the bushi tighten their grip on the rope and prepare to pull, he turns to his son, speaking even louder.  “Leave me and go, Shinzaho-kun!  Let all know how the Phoenix murder the innocent!”  His shouts break off in a long, wheezing gasp as the rope lifts him off his feet.  

Jigai?

If the PCs managed to issue a challenge and kill Shiba Nakago, both Emerald Magistrates will proclaim Isawa Fumi guilty and will order her to share the fate of her champion.  She will commit jigai that evening.  Kitsu Chuppara, his son, both Emerald Magistrates, and Fumi’s daughter will all witness the ceremony – PCs may do so as well if they wish.

As the darkness in the sky deepens, Isawa Fumi reads aloud her death haiku.  

“Intentions so pure,



 Darkness falling like snow flakes,


Death punishes life.”

Placing the haiku beside her, she carefully lifts her knife, turning her eyes up to the heavens and closing them in the instant before she plunges the blade home.  Her daughter watches dry-eyed as Fumi topples forward to lie in a pool of spreading blood. 

The daughter will be led away by servants, although not before saying that she wishes everyone to leave the city at once.  

Kitsu Chuppara and his son depart immediately after, although Shinzaho will take a few moments to thank any PCs who sided with the Lions for saving his father’s life.  Those PCs gain Kitsu Shinzaho as an Ally (1point Influence, 3 points Devotion).

Epilogue

As the two magistrates leave town, they turn to one another with cold stares.  “I am sure we shall meet again Kasuga-san.  Perhaps when we do you will have come to your senses and seen the error of your ways.”  Usagi Hayai turns away before the Tortoise can answer and sets off at a quick pace to the southwest.  

Kasuga Gyuuho watches him leave and sighs to himself.  “I hope we do as well, Usagi-san.  I would like nothing better than to watch you discover the true meaning of justice.”  He turns southeast, toward the lands of the Tortoise.  

If Garuda died, the following additional scene takes place:

A lone man watches them both leave, tattoos glowing softly from his body.  “Such petty struggles, a sign of the Empire’s future.  Blame cannot mend the broken wheel.  Bushido’s failure is absolute.”

As Hoshi Haitoku walks away, the wails of the sick and dying echo from Michita Yasumi, afflicted with the wrath of Ekibyogami.    

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the Adventure: 

1 XP

Good role-playing:


+1 XP

PC participated in the investigation:

+1 XP

PC helped the magistrate who “wins”:
+1 XP

Total Possible Experience: 

4 XP
Other Awards/Penalties

If any PCs helped one of the Magistrates successfully convict, and those PCs believe they upheld Bushido and Imperial law, they gain +1 point of Honor.

PCs who helped arrange a conviction (of either Chuppara or Fumi) gain +1 point of Glory.  

If a PC won a duel against Shiba Nakago, that PC gains an additional +3 points of Glory.  However, PCs who arranged the conviction of Fumi also gain +2 points of Infamy for their support of unconventional methods.

PCs who sided with either Magistrate will get the other as a Sworn Enemy.  If a PC started out supporting one Magistrate but then switched to the other at the end, the PC also gains “Bad Reputation: Unreliable” with an associated Rank of Infamy.   

If the PCs managed to save Kitsu Chuppara, his son Shinzaho becomes their Ally (1 point Influence, 3 points Devotion).

If a PC personally killed Garuda the innkeeper, that PC gains the Ekibyogami’s Curse cert.  

Conversely, if one of the PCs intervened and personally saved Garuda’s life, that PC loses 3 points of Glory but gains the Ekibyogami’s Blessing cert.

Appendix: NPCs

Kasuga Gyuuho – Tortoise Emerald Magistrate

Gyuuho is a soft-spoken, good-natured, kind-hearted man, with a strong desire for justice and honesty.  He dresses in drab, uninteresting clothing without any of the ostentation or display which characterizes other samurai. He sees the duty of magistrates (Emerald and otherwise) as being primarily to protect those of lower social rank (peasants, etc), since they cannot protect themselves as samurai do.  He believes strongly in the “Kitsuki method” of using accumulated evidence and logical deduction to solve crimes – he has seen too many samurai lie to trust their testimony.

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 4

	EARTH 3
	WATER  2

	
	Perception 4

	VOID 3


TN to be Hit: 18

School/Rank: Kitsuki Investigator 2


Rank One: Add Perception to all Attack rolls and to TN to be Hit.  If an opponent attacks and misses, add double Perception against that opponent on next turn.


Rank Two: Gain a Free Raise on all Perception and Awareness rolls.  If attacking an opponent who made an attack against you earlier in the same round, gain a Free Raise.

Honor/Glory/Infamy/Status: 2.9/3.5/1.0/4.5

Skills: Battle 2, Calligraphy 2, Courtier 2, Defense 2, Etiquette 3, Iaijutsu 2, Investigation (Search, Notice) 5, Jiujutsu 2, Kenjutsu 1, Lore: Heraldry 2, Lore: History 2, Lore: Law 2, Medicine 3, Underworld 2.

Mastery Abilities: May re-roll one Investigation roll. Free Raise with Investigation.

Advantages/Disadvantages: Clear Thinker, Different School (Kitsuki Investigator), Social Position (Emerald Magistrate)/Bad Reputation (Unconventional Methods), Driven (Prove the Kitsuki Method Right), Idealistic, Meddler.
Equipment: Daisho set, kimono and sandals, Kitsuki investigation kit, traveling pack, 4 koku.

Usagi Hayai – Hare Emerald Magistrate

Quick to judge and unrelenting in his attitudes and self-confidence, Hayai dresses in a traditional kimono and normally carries himself with honor and dignity – although those who criticize traditional Rokugani methods of law will earn his anger.  He believes strongly in the traditional values of the samurai and is inflexibly devoted to the Imperial laws as set down by the Shining Prince, Hantei Genji, 1500 years ago. 

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 3

	EARTH 2
	WATER  3

	Stamina 4
	

	VOID 3


TN to be Hit: 31

School/Rank: Usagi Bushi 2


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


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

Honor/Glory/Status: 3.5/3.6/4.5

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

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

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

Isawa Fumi – Vengeful Wife

Isaw Fumi, formerly Soshi Fumi, is a reserved woman on the outside but in her heart is both passionate and ruthless.  She hates her abusive, tyrannical husband with a deep and icy hatred.  She does not love Nakago, but has skillfully manipulated him into thinking she does.  

	FIRE 2
	  AIR 4

	Intelligence 4


	Awareness 5

	EARTH 2
	WATER 3 

	
	Perception 4

	VOID 4


TN to be Hit: 22


School/Rank: Soshi Shugenja 3

Technique: Gains a Free Raise when casting Secrets on the Wind, Reflective Pool, or Essence of Air.  Gains a Free Raise on Stealth rolls for Casting with subtlety.  Affinity to Air, Deficiency to Fire.

Honor/Glory/Status: 2.5(0.5)/2.0/5.2

Skills: Acting 4, Artisan (Ikebana) 3, Calligraphy (Scorpion Clan Cipher) 3, Courtier (Manipulation, Gossip) 5, Deceit (Lying, Seduction) 5, Defense 1, Etiquette (Sincerity, Conversation) 5, Games (Shogi) 2, Knives 3, Lore (Heraldry) 3, Lore (History) 1, Lore (Phoenix) 1, Lore (Scorpion) 2, Lore (Shugenja) 2, Medicine 2, Meditation 3, Perform (Dance) 3, Poison 3, Spellcraft 4, Stealth 4, Tea Ceremony 4, Theology 2. 

Mastery Abilities: Free Raise with Courtier, Deceit, and Etiquette.  Add +5 to total of all Opposed Social  Rolls.

Spells: Sense, Commune, Summon, Counterspell, Banish, (Air 1) By the Light of the Moon, Cloak of Night, Quiescence of Air, Wind-Borne Slumbers, (Air 2) Benten’s Touch, Echoes of a Breeze, Secrets on the Wind, Whispering Winds, (Air 3) Wisdom of the Kami, (Air 4) Know the Mind, (Earth 1) Earth’s Stagnation, Force of Will, (Water 1) Reversal of Fortunes, Path to Inner Peace, Sympathetic Energies.
Advantages/Disadvantages: Ally (Shiba Nakago), Dangerous Beauty, Perceived Honor (Rank 2), Social Position (Governor’s Wife)/Dark Secret (murdered her husband, affair with Shiba Nakago), Driven (to kill Isawa Bento).
Equipment: Fine quality kimono (Free Raise when attempting to seduce men), sandals, fan, aiguchi, 10 koku.  
Shiba Nakago – Captain of the Guard and Lover of Fumi

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 3

	EARTH 3
	WATER 3

	
	

	                              VOID 4


TN to be Hit: 23 (28 in Light Armor)

School/Rank: Shiba Bushi 2


Rank One: When declaring posture for the round, may choose to add Void ring to either TN to be Hit, attack roll totals, or damage roll totals until next round.  May spend as many Void points as desired on any action.


Rank Two: Gain Free Raises equal to School Rank on melee attack rolls, but these Raises may only be used to Guard an ally.  With a successful Guard action, in addition to the normal effect, and bonuses to his TN to be Hit are also added to the ally.  Raise or lower the TN of any spell cast on him by 5.

Honor/Glory/Status: 2.1/3.4/2.5

Skills: Athletics 2, Courtier 1, Deceit 2, Defense 4, Etiquette 2, Iaijutsu 4, Investigation (Notice) 2, Kenjutsu 5, Kyujutsu 2, Lore (Phoenix) 2, Lore (Shugenja) 2, Meditation (Void Recovery) 2, Spears 3, Theology 1.

Mastery Abilities: Gains Free Raise with Kenjutsu, subtracts Kenjutsu ranks from Wound Penalties when using the skill, and may spend an additional Void point on sword damage.  May focus an additional time in an Iaijutsu duel.  May declare Full Defense when Initiative is rolled. 

Advantages/Disadvantages: Social Position (Captain of the Guard)/True Love (Isawa Fumi), Dark Secrets (in love with his lord’s wife, aided in murdering his lord). 

Equipment: Daisho, light armor (always worn when on duty), kimono and sandals, 4 koku. 

Generic Shiba Bushi

	FIRE 2
	  AIR 2

	
	Reflexes 3

	EARTH 3 
	WATER 2 

	
	

	                               VOID 3


TN to be Hit: 19 (24 in light armor)


School/Rank: Shiba Bushi 1


Rank One: When declaring posture for the round, may choose to add Void ring to either TN to be Hit, attack roll totals, or damage roll totals until next round.  May spend as many Void points as desired on any action.

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Athletics 1, Courtier 1, Defense 2, Etiquette 1, Kenjutsu 2, Kyujutsu 2, Meditation (Void Recovery) 2, Spears 1, Theology 1. 

Advantages/Disadvantages: None
Equipment: Daisho set, light armor, kimono, bow and 20 arrows, naginata.

Hoshi Haitoku – Corrupt Dragon Monk

Haitoku is a man who has lost faith in Bushido and, to a lesser degree, the entire Rokugani belief system.  He appears to be a humble monk dressed in Dragon yellow and green, but there is something remote and unsettling in his dark eyes, as though a light is missing inside him.

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 3

	
	

	                              VOID 3


TN to be Hit: 25

School/Rank: Three Orders Monk 2


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


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


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

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

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

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

Advantages/Disadvantages: Forbidden Knowledge (Shourido), Great Potential (Meditation), Sage/Bad Reputation (Heretic), Dark Fate.

Equipment: Clothing and sandals, straw hat, traveling pack, 1 koku.
Tortoise and the Hare
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