Courage

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

Part Three of “The Code of Bushido”

by Claudia Hall and Rob Hobart

You are honored to attend a festival and competitions in the Asahina lands, a display of skill and artistry in the name of peace and enlightenment.  What could go wrong?

Story Arc Summary and

Background

The War Against the Shadow is ancient history to most of Rokugan, as is the Second Day of Thunder. The majority of the events that took place there are common knowledge for those who study Rokugan’s history. 

What is less well-known is that the battles fought there so warped the fabric of the Celestial Order that entirely new realms of order came into being. One of these was the Realm of Thwarted Destiny, a place where heroes who died before their destiny could be fulfilled awaited the chance to live out the end that karma had originally intended for them. Over time, this realm changed and became the Realm of Lost Heroes. The inhabitants still waited for karmic completion, but only the noblest of heroes were allowed to stay. 

When Emma-O, the Fortune of Death, reasserted his position as the judge of the dead, one soul that had been drawn into the realm of Thwarted Destiny particularly caught his attention.  Bayushi Nishari was a samurai who had strived to live nobly, but who had allowed her understanding of Bushido to become so twisted by her sins that she wound up a traitor to the very Celestial Order she had pledged to protect.  Nishari was never evil, just deeply, fatally flawed.  When Emma-O sought to draw her back into Meido to be judged, Nishari resisted – and found help from an unlikely source: Jizo, the Fortune of Mercy.  Jizo argued to Emma-O that Nishari could be redeemed, and that she indeed deserved a place in the Realm of Lost Heroes. Emma-O was not convinced, but he was reluctant to directly oppose a fellow Fortune.  He decided to set Nishari the task of teaching samurai living in the Empire today the Code of Bushido. If she could show that she truly understood Bushido by teaching others to follow it properly, she might be worthy of redemption.  Nishari knew failure was not an option if her soul was to be purified, so she set out to fulfill her task.  

Note on the Code of Bushido Series

The adventures in this story arc present samurai from across the Empire with challenges based on the code of Bushido, and offer them the chance both to learn its meaning and, by doing so, to help redeem Nishari’s soul. 

This adventure, like all the ones in the Code of Bushido series, is intended to focus on and teach a particular facet of Bushido (in this case, Courage).  It is important to realize that PCs should be rewarded for adhering to this virtue as Rokugani would understand it, not as it is usually understood in the modern West.  The Code of Bushido series is intended to emphasize the differences between Eastern and Western thinking. GMs are encouraged to emphasize these differences more than usual with ad-hoc honor rewards and penalties.

It is intended that this entire series offer the players opportunities to see the important differences in mindset between an Asiatic culture like Rokugan and our own modern ideals, and especially to realize that what would be considered tragedy in the West is not always so in the East. 

Note on Running a Horror Adventure

This adventure is designed to confront the PCs with their darkest fears, and GMs are encouraged to play up the intense role-playing and psychological aspects of the story.  However, while the characters may be terrified, the goal is never to make the players truly uncomfortable.  GMs should always be aware of their players’ feeling and should adjudicate all situations carefully to ensure that everyone ultimately has fun. 

Adventure Summary and Background

The Crane Clan is well aware that war has erupted within the Empire, and that it threatens to draw in their own forces.  Although many of the more militant Crane samurai welcome the chance to avenge their defeat forty years ago in the War of Bleeding Flowers, this greatly worries the Clan’s pacifistic Asahina family.  As a way of protesting this rush to conflict, and of promoting their own pacifistic ideals, the Asahina are sponsoring a celebration of religious devotion.  The PCs have been invited to attend this festival, which includes both  contests of skill and opportunities for politicking.  

At the end of the festival an Asahina shugenja will unwittingly release a living illusion into the castle.  The damage from the illusion will quickly escalate as it is tainted and distorted by the presence of one of the dreaded Shadowlands creatures known as Pennaggalon which has infiltrated the castle.

The spirit of Nishari will become involved in this tale when she senses the illusion from her current home in Yume-do, the Realm of Dreams.  She will seek to assist worthy PCs in facing their deepest fears in order to contain the illusion and, ultimately, render it harmless. 

Introduction

All of the PCs have been invited to a minor castle in the Asahina lands to participate in a celebration of the religious rituals of Rokugan. This three-day festival will include artisan events, demonstrations of non-lethal skill, and on the last day, a shugenja competition.  Clan and Imperial PCs have been sent here to represent their clans and families. Ronin PCs will not have received an invitation per se, but the peaceful Asahina have allowed them to attend anyway, and there is always the hope that they may be able to find a Clan sponsor here.   

It is a lovely early summer day in the Asahina lands. Birds fill the air with song, oxen placidly nibble on the grass, and peasants work steadily in the fields and rice paddies as far as the eye can see.  In the distance you can see the low, beautifully-decorated walls of Shiro no Yasuragi, the Asahina family’s so-called “Castle of Peace.”  It is said nobody has ever died of violence within its walls, and as you approach it you can almost feel a sense of tranquility radiating from the place.  A moderately-sized village, about 900 people, is located outside the castle walls.  It seems to be a prosperous place for its size, with two teahouses and a large two-story inn with attached stables.  Outside the low walls of the castle, clearly designed for artistry rather than defense, is a grassy lawn which forms a natural amphitheatre, and it is clearly being set up as a tournament site.  
There is no game mechanic for the feeling of peace which this castle inspires – it is simply a place in harmony with the elements and the Celestial Order.

Aside from the PCs, a number of other samurai are arriving at the castle for the festival.  PCs who look around for members of their own Clans, or for persons of interest, may be able to notice some of the more notable guests, such as the Phoenix twins.  (See the list of NPCs under Scene One, and the more detailed list in Appendix #1, for details.)    

Scene One: Welcome to the Castle of Peace

The PCs papers are checked at the castle’s open gates by a polite Asahina-family samurai who carries no weapons (though he is trained in the Daidoji bodyguard school).  He welcomes the PCs to the castle on behalf of his lord, Asahina Masuo, and assigns servants to escort them into the castle.

The PCs are free to bathe, change, look around the castle, and interact with the other PCs and NPCs until dinner. Soon after arrival, once most of the guests have bathed and changed into their court clothing, everyone will start to assemble in the large outer courtyard of the castle, which is dominated by a giant raked-gravel stone garden.  Aesthetically pleasing patterns criss-cross the gravel and many of the assembled samurai will discuss what they believe to be the best interpretation of these patterns.

Guests and Residents of Shiro no Yasuragi

The following notable NPCs are present at the castle.  All of them except the daimyo and his wife will be present in the outer courtyard.

Asahina Umeka: This woman in her early thirties is a hatamoto (sworn vassal) of the daimyo.  She is a widow and was chosen for this position because of her ability to remember all manner of information and run the castle’s daily operations smoothly.  Umeka is a calm, well-spoken woman, with a sense of profound dignity and subtle intelligence, and wears no School mon.  Her husband died in an accident eight years ago, but she prefers not to speak of that topic.  Her only child, a son, is training in the Asahina shugenja school.   She is crisp and efficient at carrying out her duties, and gets the job done with little fuss. Umeka tends to see people as too complicated and tries hard to live as orderly and logically as she can.

Asahina Homare: Homare is Umeka’s older brother, a man in his later thirties.  He is trained as a bushi, and has a family living here in the castle, including three children.  He has a slight limp from an old sparring injury.  He wears long drooping mustaches, dyed white in Crane style, which he is somewhat vain about (though not to excess).  Homare is one of the senior guards at Shiro no Yasuragi, but does not normally carry a sword, out of respect for the castle’s traditions of peace and tranquility.  Homare is a pleasant, fun “uncle” figure, and softens his sister’s crisp edges.

Asahina Yamita: The castle’s senior court shugenja, an ancient man with a shaven head who wears austere (although elegant) robes.  He is a gentle man who speaks in a soft, raspy voice.  He has never married and his only passion in life is his craft.  Yamita specializes in illusions and entertainments, and is often seen weaving tales of the kami into illusions to entertain and educate the local children (both samurai and commoner).  He is a close friend to the daimyo, Masuo, and plans to retire along with him – this festival is his last public act as a court shugenja.  He is a deeply spiritual and pious man, and is willing to discuss religious and theological topics at length with anyone who is interested.

Tonbo Ishii: A middle-aged Dragon shugenja, with a lean frame and very aquiline features. Resentment still smolders in his heart over what the Lion Clan did to the Dragonfly forty years ago.  He respects the Asahina dream of peace in the Empire, but his personal feelings keep getting in the way.   He will be very cold and remote in the presence of any Lion, though he is normally too honorable to actually breach protocol by openly insulting them.

Hoshi Nagai: Nagai is one of the tattooed men, but wears a formal kimono – only his shaved head and tattoos indicate his school.  He is a skilled artist in ikebana and painting, as well as a healer with no stomach for war.   He devoutly wants this festival to succeed.  Nagai is fundamentally a solitary man, and would have preferred to stay home with his painting and flower arranging, but felt himself duty-bound to attend this event.  

Kitsu Riten: An older man, nearing retirement age, who serves as one of the senior priests at the Kitsu Tombs.  He hopes that Kitsu Satomi will fill his shoes and is grooming her as his successor.  While he keeps his hair dyed blonde in the Lion fashion, he has started to let the white streaks show.  He does not wear it in a traditional samurai topknot, but rather allows it to hang freely, wreathing his face like a lion’s mane.  He is a devout, honorable, and very patient man.  He is also a long-time friendly rival to the local daimyo, Masahina Masuo, and has been invited here to help serve as a judge for the contests. 

Kitsu Satomi: Riten’s apprentice is a young woman in her late teens who has spent most of her life up until now in the Kitsu Tombs, conducting religious studies and rituals.  Her mentor Riten has asked her to accompany him here in order to broaden her horizons.  She is a very serious and somewhat socially inexperienced woman, but is also highly honorable, and will endure no slight to her Clan or Ancestors.

Akodo Tsunuko: The bushi assigned as yojimbo to the two Kitsu, Tsunuko is a short, wiry man, intensely proud of his achievements in the Lion Clan armies (where he is a gunso).  He knows he will do even more once open war erupts, and is quite willing to share this opinion with anyone who asks.  He is clearly looking forward to the coming war as a time of glory and excitement, and seems more than a little out of place here at this festival.  As an honorable Akodo he will not be so uncouth as to openly criticize his hosts, but in private conversations he will confess that he considers this festival tedious and a step away from a sham.  War has come, and Lion involvement, he believes, is a foregone conclusion.

Moshi Jutso: A shugenja-ko who is deeply tanned and walks with the rolling gait of a sailor. She is more comfortable on a boat then in a court, and came here only because she was ordered to do so.  Her duty here is here to see which clans are aligning with the others in order to inform her daimyo.

Moshi Hiro: A captain and trader, and a man in love with the sea.  Moshi Jutso has served on his crew several times, so he was selected to escort her to the festival.  He is secretly in love with Jutso, but has kept this knowledge to himself, knowing that she will marry above his station and that telling her will only bring him heartbreak.  He secretly hopes she returns his feelings, but barring that, he harbors the ambition to earn enough good grace with his lord to be able to marry her.  Aside from his feelings for Jutso, he is a cheerful and garrulous man and enjoys talking of the sea and sailing. 

Isawa Tatsuko: A friendly, moderately pretty young samurai-ko of about twenty, and the twin sister of Isawa Tsumi, to whom she serves as a yojimbo.  The two are very close and in casual conversation they often finish each other’s sentences.  Unlike her sister, Tatsuko is rather short, a trait further accentuated by her muscular swordswoman’s build.  She wears her long hair in a maiden’s foxtail.  Tatsuko is rather flirtatious with handsome men and is a bit irritated with her sister’s protectiveness. 

Isawa Tsumi: Tatsuko’s older (by fifteen minutes) twin sister, Tsumi is a trained shugenja and a devout, pious, and honorable young woman.  She has a protective attitude toward her “little” sister and tries to watch over her, especially when handsome men are around.  Tsumi is betrothed to a fellow Phoenix and intends to make sure her sister also marries honorably and well.  She wears her hair in a simple, loose ponytail.   
Yogo Satoshi: Satoshi is a Rokugani “nerd,” a man more engrossed in his studies of the kami and spellcraft then in the world around him.  He hopes to become a Yogo Wardmaster someday and cannot conceive of any higher goal.  Satoshi seems to mutter to himself a lot, constantly speaking with the Kami, and as the story progresses he will become more and more confused and uneasy by their growing unhappiness.  He has wide, bulging eyes that always seem to stare, and his silk mask accentuates this by covering his upper face in dark colors, leaving the whites of his eyes highly visible.

Shosuro Kydoko: It would be very easy to overlook Kydoko – a small man who tends to blend into the background.  This is, of course, just the way he likes it.  He is here on behalf of his family, tasked to gather as much useful information on the upcoming war as he can. He considers this festival to be little more than a joke, but will carefully keep such feelings to himself.  He wears a wooden mempo with the claws of a scorpion framing his mouth.

Ide Kwanchi: Am older diplomat who has traveled outside the Empire several times and speaks four languages.  Kwanchi is very easy-going on the surface, but he always has an angle, and he seems to be personally unhappy about the coming war – he worries that his grandson will die in this conflict.  While this is the fate of a samurai, he would like to see his only grandson married and continuing the family line before facing death.  Like Kitsu Riten, he has been invited here to judge the contests.  

In fact, Kwanchi has been replaced by a penaggalan, a hideous vampiric creature inhabiting his body.  The thing took his form three years ago and has maintained the masquerade by arranging to kill off his wife.  The penaggalon is a skillful infiltrator and is quite good at maintaining its persona as an elderly and highly experienced Unicorn courtier – the creature itself has actually been to the Burning Sands and does indeed speak four languages.  Its Taint cannot be detected by any normal means so long as it is inside its host body, but a PC who speaks with Kwanchi for a while and expresses suspicion about him can roll Raw Perception at TN 30 to detect a faint scent of vinegar.   He will excuse this by claiming he eats a great deal of sushi (whose rice is soaked in vinegar).

Horiuchi Umiko: A young, inexperienced shugenja, with almost no previous visits to court.  He is very gung-ho, and has served with the Baraunghar Army as a scout and medic.  He claims to be delighted with the chance to visit the lands of the Asahina.  He likes to tell stories about horses, and clearly has an affinity for the animals.  

Suzume Ichiko: A middle-aged samurai-ko from the poorest Clan in the Empire, Ichiko is having something of a mid-life crisis.  She was an exceptional bushi and never married, but during the peasant rebellions triggered by the drought last year, she suffered a wound to her leg that, despite the best care of her lord’s shugenja, could not be fully healed.  As a result, she has been assigned to diplomatic roles where her wound will be less problematic.  She is a deeply unhappy woman and lacks confidence in her ability to represent her Clan in court.  Although her wounds give her a sympathetic view to those who favor peace, she recognizes the Crab war cannot be averted and her foremost duty is to build support for the Sparrow Clan so that it does not get overwhelmed in the conflict.  

Dinner with the Daimyo

After PCs have had a chance to interact with the other guests and residents, the daimyo arrives to invite everyone to dinner:  

An aged man, long past the normal age of retirement, enters the courtyard, learning heavily on a thick staff. He is dressed in the formal garb of a Crane shugenja, his fine kimono displaying the rich and varied blue and silver tones of his clan.  His garment is embroidered with a pattern of cranes and fish, the blues and silvers swirling together much as they would in water.  A gray-haired older woman walks behind him with her hands clasped modestly.  

The old man nods his head to the assembled samurai and speaks in a quiet yet resonant voice: “Welcome, samurai, to my home.  I am Asahina Masuo, and I am honored to host these celebrations.  Please, partake of our meager hospitality and then, once you have all been refreshed from your journey here, we will have further entertainment.”  He turns and re-enters the castle’s ground floor through an open doorway, followed by his wife.  There is a polite smattering of applause as the guests follow the daimyo into the castle’s front hall.  

The main hall of the castle has been arranged as a dining hall, with tables arranged in a row so that the guests can enjoy the garden.  All the guests are seated by status, and ranked by glory within their status rank.  Imperials and Imperial Magistrates (Jade, Emerald, Sapphire) are invited to join the daimyo’s table where he, his wife, the hatamoto and her brother, and the two judges (Riten and Kwanchi) are also seated.  Ronin PCs are placed at the far end of the room next to the servant’s door.

The meal is wonderful, demonstrating the rich hospitality of the Crane clan.  Each dish is presented in an artistic manner designed to enhance the experience of dining. Each course of the meal is paired with a different selection of tea and sake, the subtle blends of the beverages opening up the flavors of the food.  Between each course, toasts are made to the beauty of the residence, the hospitality of the Crane, the peace and prosperity of the Empire, and so on.

After the meal, the daimyo rises from his cushions and addresses the guests: “Noble guests, we are honored this evening to have with us the theater troupe Korede Gokko, who will begin our festivities with a play.  Please accompany us to the amphitheatre outside the castle.”  With that he walks slowly out of the castle to the amphitheatre, which has now been fully prepared with a stage, lanterns, and other decorations.

· PCs who have played the adventure “Bloom of the White Orchid” will recognize the Korede Gokko as the troupe which performed there.  Other PCs can roll Intelligence/Acting at TN 20 or a suitable Lore skill at TN 25 to recognize the Korede Gokko as one of the Empire’s finest troupes, specializing in the creative mixture of illusion magic and acting performance.  

The play begins to polite applause as the actors glide onto stage.  The play is a Noh retelling of the founding of Rokugan, with emphasis given to the religious ritual and pageantry of the different Clans.  Magical illusions and other effects are used to enhance the performance in various ways, such as placing auras of light around the actors performing as the founding Eight Kami.  A roll of Awareness/Acting at TN 20 can assess that these actors are extremely talented.  TN 30 or higher will notice subtle differences in style that imply different training (the troupe recruits from several schools). 

After the play, the troupe bows and returns to the village inn to prepare for the next night.  The daimyo invites the guests to enjoy the hospitality of his castle, and retires for the evening.  For courtiers, this is the signal for intrigue to begin, while the shugenja guests begin sizing each other up for the competition planned on the last day of the festival.  

Gossip and News

The guests will, inevitably, share gossip on the current state of the Empire.  The most prominent topic is the Crab Clan’s war on the Scorpion/Hare alliance, and the Crane hosts will make a point of quietly and politely condemning the war as a pointless exercise in destructive pride.   

· There is talk about an upcoming major Go tournament in Kyuden Otomo.  Supposedly, the event is being hosted by Kakita Fujimura, the Empire’s reigning 10-Dan grandmaster.

· Rumor has it that the Otomo family daimyo is going to be betrothed this summer, at the insistence of his uncle, Chancellor Otomo Kazuma. 

· The Mirumoto family is now led by Mirumoto Daikabe, who won the tournament in the Dragon lands a few months ago.  Many courtiers believe this heralds an expansion of military conflict, since Daikabe is known as a fierce militarist who promoted the Dragon Clan’s recent aggression against the Badger Clan.   

PCs who inquire about the upcoming competitions and tournaments can learn easily enough about the events of the next two days (Poetry, Storytelling, Theology, Horsemanship, non-lethal combat, etc).  However, both the Crane and the castle servants will be tight-lipped about the third day, say things like, “It is not my place to say, Samurai-sama.”  The only information the PCs can get is that it will display the talents of shugenja.

Although the daimyo has retired for the night, his wife Asahina Ramika will remain and make the social rounds, along with her hatamoto Asahina Umeka.  Ramika is a pleasant and kindly older woman, every bit the charming Doji courtier, and always has the right word to say to please her guests or keep the conversation pleasant.

Part Two: The First Day

Morning has dawned bright and crisp, and as everyone assembles for a light breakfast on the open lawn outside the castle, the gathered crowd resembles a painting, servants flittering about like birds attending to the gathered samurai.  Breakfast is rice and tea, with fresh vegetables carved into birds and animals adorning each plate.  Each Clan attending the festival has a small pavilion in their clan’s colors, the roof providing a modicum of shelter from the Sun but with open sides allowing a pleasant breeze and a full view of the landscape.   The lawn has been decorated this morning with bonsai trees, creating a forest-in-miniature, each tiny tree placed on wooden pedestals carved to resemble the roots of giant trees.  At the far end of the lawn is a small shrine next to a koi pond, serving as the family’s shrine to the Fortunes and ancestors.

The daimyo steps forward after everyone has eaten breakfast and announces the contests for the day.  “We Asahina believe in the ideals of the Code of Bushido, and we know all gathered here do as well.  Samurai are always prepared, be it with swords or speech.  Today we challenge you to use speech and art to defend the cause of peace.  We will have contests of poetry, storytelling, discussion of the Fortunes, and finally painting… for does not a picture speak many words?”  He holds up a fan, its delicate folds painted with the scene of Shinsei delivering his teachings to the Emperor.  “To the winner of this day’s competitions, I give this fan, as a reminder that the words of Shinsei guide us all.”  He bows and carefully seats himself on the judges’ platform, while a servant begins collecting names for the competitions.  PCs who wish to participate in any of the first day’s contests must offer their names now.

The three days of the festival are all essentially an extended prelude to the real drama of this adventure, which takes place the night after the shugenja competition.  Therefore, the GM should feel free to condense or fast-forward the competitions as needed to avoid boredom and keep the scenario moving. 

To facilitate running the competitions quickly, the GM Handouts contain matrixes which can be used to record scores for each competition.  

The first day of the festival features courtly events: Poetry, Storytelling, Theology, and Painting.  Each event lasts one or two hours, with less than one hour between each of them, and contestants are expected to compete in all of the events.  Thus, competing PCs will not have time to Meditate and regain Void points.  

Judges for all the events are Asahina Masuo, Kitsu Riten, and Ide Kwanchi.  Asahina Yamita opens each event with an invocation to the kami and Fortunes, his prayers gentle and devout.   
Poetry

This contest is simple, if challenging.  Contestants must write a work of poetry glorifying peace, using the skill Awareness/Storytelling (Poetry).  Haiku is the normal format, the traditional 5-7-5 syllable poem of Rokugan.  PCs can choose to compose more exotic poems, but must make Raises to compensate for the negative reaction that such formats will attract (1 to 3 raises at the GMs discretion).  The superior poem (as represented by the total skill roll) is the winner.  A player who actually composes a poem and reads it at the table gets a Free Raise on the skill roll.

Storytelling

The skill to compete in this contest is Awareness/Storytelling, but a PC may make an Intelligence/Lore: History roll at TN 20 to gain a Free Raise on the Storytelling roll by recalling an appropriate peaceful topic. The winner is the competitor who gets the highest total roll (counting Free Raises as +5 to the roll). If a player actually role-plays their story, or comes up with a story topic or theme that appeals strongly to the judges, award that player a Free Raise on their Storytelling roll. 

Theology

The contest of theology is one focusing on debate.  The contestants are paired off and asked to debate which Kami or Fortune best expresses the ideal of peace.  The roll is Awareness/Theology, and rhetoric-based advantages such as Voice apply to the rolls.  GMs can award a Free Raise to any PC who makes a role-play effort on this. 

Painting

The final contest begins an hour before sunset, and the participants have until the last ray of sunlight to create their paintings. The relevant skill roll is Awareness/Artisan: Painting.  If any PC participates in the contest, have the player explain in detail what their character is trying to convey and what special tidbits, if any, might be concealed in the painting to reward the observant viewer.  For good to excellent descriptions, the GM should award one to three Free Raises to the PC’s final roll.  For weak or absent descriptions, on the other hand, subtract 5 to 10 from the final roll. 

The winner of the contest is the one with the highest total roll (counting each Free Raise as +5 to the roll).  If a PC is trying for something clever or hidden, a majority of the judges will need to roll Perception/Investigation at TN 20 in order for the PC to get credit for it. Masuo will automatically make his roll but the GM must roll for the other two NPCs.  (Alternatively, if another non-competing PC makes the Investigation roll to spot the clever touch, s/he can point it out to the judges, but must succeed at an Awareness/Etiquette roll at TN 20 to do so politely.)  

Awarding the Fan

The fan goes to whichever person won the most contests (with nobody getting it unless they win at least two).  If there is a tie, the daimyo presents the tied contestants with appropriate non-certed fine-quality gifts (an illuminated Tao scroll, a mask, a go set, etc.).  No “martial” gifts (weapons, armor, etc) will be given.

The evening ends with a fine dinner on the lawn, and another performance by the Korede Gokko.  This play is about the fall of the Kami from the Celestial Heavens.  PCs who roll Awareness/Acting at TN 25 can tell that the play, while very well-done, is also a subtle criticism of the current state of the Clans.  Immediately after the play, the actors retire to the inn for the night.

The winners of the contests are toasted at dinner with impromptu poetry and similar praise.  Samurai from friendly Clans will generally offer unmitigated praise, while those from rival Clans offer subtly critical, sadane-style pseudo-praise.  No significant difficulties occur this evening.  The daimyo and his wife visit each Clan pavilion over the course of the evening to speak to the guests, then retire for the evening. 

Part Three: The Second Day

Breakfast is served today in a large building adjoining the castle’s modest dojo, with the panels of both structures pulled back so guests can enjoy the proceedings.  The light meal is followed by a brief speech from the daimyo.  “Noble samurai, we all know that it is the responsibility of the samurai to care for those weaker than himself.  However, the means by which he does so do not always have to be violent or deadly.  Today, we ask you to demonstrate your ability to defend yourself and your charges from harm in ways that are aligned with the ideals of peace.  In addition, we offer ways to demonstrate your prowess with sword and bow, horse and foot, without violence.”  The daimyo pauses and then continues. “To the winner of each competition today we offer this honor: their names will be inscribed on the Shrine to the Fortune of Peace, when that structure is dedicated later this year.”  Polite applause follows this announcement, and the judges go to the dojo to oversee the contests. 

As before, a secretary stands forward to record the chops of any samurai wishing to compete.  After each contest there is a short break for contestants to eat and bathe, but not long enough to meditate.

The second day of the festival is dedicated to bugei competitions, albeit with the focus on non-lethal and athletic activities.  The contests are dedicated to Kendo (fighting with wooden swords), Archery, non-lethal swordsmanship, and Horsemanship.  The goal of the Asahina with these contests is to demonstrate that warriors can prove themselves without deadly violence. 

Kendo

The contestants engage in combat sparring, but do so with padded, non-lethal weapons.  Although it is expected that most combatants will use katana, other weapons are available, including wakizashi, no-dachi, tetsubo, naginata, nage-yari, yari, tanto, ono, and dai tsuchi. 

No ranged weapons, monk weapons, or “dishonorable” ninja weapons are included, but to accommodate the Unicorn and Mantis (with both of whom the Crane are interested in improving their relations) some padded scimitars and certain peasant weapons (such as kama) have been included. 

Combatants who have armor will be allowed to wear it for this contest.  The primary goal of this contest is to disable an opponent without harming them. Thus, contestants that disarm, knockdown, or otherwise render their opponent helpless are considered winners, whether or not their foe has been rendered unconscious.  The tournament is single-elimination. 

Needless to say, accidentally killing someone in this contest would be a huge dishonor, causing the loss of at least one Rank of Honor (more for high-Honor characters) and the gain of at least two Ranks of Infamy.  A PC who is caught deliberately killing someone in this contest will be made ronin and expelled from the festival (and the adventure).  

Archery

This contest requires the competitors to shoot at a series of smaller and smaller targets.  Missing a target eliminates the contestant from this competition.  The TNs are 25, 30, 40, and finally 45.  In the case of a tie (multiple contestants hitting all of the targets, or all contestants miss the final target), the highest roll on the final shot wins.

Non-lethal Combat

This contest is one of wrestling, in which the goal is to render the opponent helpless.  A character must make contact and then win three successive rounds of wresting (Opposed Strength rolls) in order to win here.  

Horsemanship

This contest is designed to highlight the beauty and grace of horses, instead of just speed.  The course laid out through the surrounding landscape is a miniature wilderness, with mountains, rivers, trees, fences, and other things sculpted carefully by the local peasants and shugenja to give the horses a variety of obstacles to overcome.  Each rider must make three consecutive Agility/Horsemanship rolls at TN 20, 25, and 30 to get through the course, representing the difficulty of getting the horse to jump over logs and hedges, across muddy ditches, and so forth.  Again, a contestant is eliminated if he fails any of the rolls.  If more than one contestant passes all three rolls, or if all of them fail the final roll, the highest total on the final roll wins the competition.

After the Contests

That night the winners of the contests are feted, much as the day before, with toasts and impromptu haiku in their honor by friendly Clans, and subtly insulting toasts and poems offered by rivals.  

The Korede Gokko theater troupe gives its third and last performance of the festival, a retelling of the life of Shinsei. The performance is amazing, but characters rolling Awareness/Acting at TN 30 catch a subtle condemnation of the current state of the Empire in the play.  Again, all the actors retire to the inn immediately after the play, pleading the need to travel in the morning. 

Part Four: The Third Day

Day three of the festival is a shugenja competition, designed to showcase the ideals of peace.  For this event, the competition returns to the lawn outside the castle, close to the small shrine.

Being the strongest is not enough to win here, for greater value is placed on display, artistry, and adhering to a theme.  Again, there is not enough time between events for PCs to meditate and regain Void.

This tournament is designed to showcase each Clan’s interpretation of the religious rites used to implore the kami of the land to assist in various endeavors.  Each shugenja is judged on four things: Power, presentation, theme, and control. 

Shugenja are asked to showcase how their favored Element can be used for the cause of peace.  (Void shugenja must choose one of the four physical Elements to work with.)  The prayer can be any Summon or Commune spell, but contestants can make a (Ring)/Spellcraft roll at TN 25 to gain a Free Raise on the roll.  Points are awarded in four categories: Power, Presentation, Theme, and Control.

· 1 to 3 points in Power are awarded to the third, second, and first highest successful die roll (including Free Raises) when casting the spell.

· A point in Presentation is awarded to the shugenja taking the most Raises for clarity. 

· 1 to 4 points in Theme are awarded to the shugenja who role-plays the best creative description of a successful spell (GM’s discretion).  The best NPC, Moshi Jutso, will score 2 points in theme with her depiction of the ocean waters encompassing violence and peace simultaneously.

· 2 and 1 points in Control are given to the shugenja who can maintain the spell the longest and the second-longest.  This is represented by a Stamina/Spellcraft roll, with the highest roll lasting the longest.  

The NPC contestants results are in the GM’s Aid at the end of the adventure.  The shugenja with the highest total of points wins the contest – if the result is a tie, all tied contestants are considered victors.  

The Illusion is Released

At the end of the contest, daimyo Asahina Masuo rises and addresses the crowd.  “Samurai of the Empire, today we have witnessed many ways in which the prayers of our shugenja can be used for peace.  Now, my senior court shugenja and friend, Asahina Yamita, wishes to present his own prayer.  Not to compete, but to continue the spirit of peace we have found here today.”  He nods at Asahina Yamita, who steps forward, bows to the judges and the crowd, and then begins to chant in a stately sonorous voice.     

Asahina Yamita has been working on this spell for a decade, and it is his masterpiece – an Air spell combined with the essence of all the other elements.  He summons an illusion that is intensely beautiful, appearing to each person as the thing or person they love above all else.  After a few glorious seconds it seems to fade (and at this point, Disadvantages such as Lost Love will kick in). Any shugenja PC can roll Awareness/Spellcraft at TN 25 to realize this was a fantastically powerful prayer, seemingly combining all elements into one moment of perfect harmony.

· In fact, the illusion is not gone.  The newly born illusion is too powerful to disperse so easily, and the spirits powering it become lost within the minds of the gathered people, where they remain.  

The crowd is stunned silent for a moment after the vision fades, and then applause breaks out across the assembly. The daimyo nods to his shugenja.  “We thank you for that gift, Asahina-sama.”  Waving to the crowd, Masuo invites everyone to enjoy the concluding feast of the celebration.

Dinner that night is a celebratory feast, an amazing display of all the artistry and pageantry of the Crane courts. Lovely maidens play gentle music on the biwa and samisen while a never-ending stream of servants brings out dish after dish of food so amazingly arranged it is a work of art in itself. 

The final dinner lasts for hours, and the majority of the guests retire soon afterward – three days of festival has left everyone tired.  The servants begin cleaning up as soon as the highest-ranking guests leave, in an attempt to gently encourage others to seek their beds.  Nothing more of interest happens at dinner.

Part Five: Terror in the Night

The illusion born of Asahina Yumito’s prayer is near-sentient, but very child-like – not unlike the infamous Last Wish of the Phoenix Clan.  It spends the afternoon poking through the memories of the assembled crowd, and encounters the Pennaggalon in the body of Ide Kwanchi.  Sadly, it has no concept of good or evil, but simply senses strong emotions and latches onto them.  It intends to store up the strongest and most compelling images it can find, then return to its creator and recreate them in an attempt to please its master. 

Unsurprisingly, a “gift” of emotionally powerful metal imagery, much of it drawn from the mind of a Tainted predatory creature, proves far too much for the aged Asahina Yamita.  When the illusion fills his mind with these dark images, he dies of fright.  The illusion, grief-stricken, lashes out at everyone in the castle, lancing them with their own fears and dreams.

There is no real way for the PCs to detect the presence of the illusion prior to these events.  It is not “alive” in any meaningful way, cannot be detected by a void shugenja, and if other spirits are questioned about any sort of power or spirit, they can only say one “like us but not like us” was present.

The first victim of the illusion’s fear and madness is the daimyo’s wife Ramika, a gentle woman whose Inner Gift (Empathy) makes her especially vulnerable to its power. She is driven violently mad by the illusion’s touch.  The guards hear her cry out and investigate, and the daimyo Masuo quickly becomes aware that something terrible has happened to his wife.  He orders the shugenja to be summoned and the castle to be sealed.

Summons to Help

Crane PCs, and all other PCs of Status 4.0 or better, will be awakened and summoned to an emergency meeting with the daimyo. Other PCs will not be deliberately summoned but will be awakened anyway by the noise and commotion.  The high-Status PCs will be escorted upstairs by the guards, who will not say anything except, “Our lord requires your presence at once.”  

Asahina Masuo meets the group in the upstairs hall of the castle, outside the guarded door to his private quarters.  He is accompanied by his hatamoto, Umeka, who looks deeply concerned but is trying to maintain a calm outward face.  The PCs can hear thrashing noises and distressed cries from inside the room.  Masuo informs them his wife has been struck down by some kind of mysterious poison or illness. “Some of the castle shugenja are attending her now.  I do not know what has happened – surely no one could have poisoned her here in our castle, yet how could she have fallen ill so suddenly and violently?  I must beg your forgiveness, but until we know who or what has caused this, I cannot allow anyone in or out of the castle, for fear of contagion… or of some villain escaping our reach.  I apologize for this trouble.”  If any of the PCs are Magistrates, he will ask their assistance. “I would be grateful for your assistance, samurai-samas, to try to lean how this could have happened.  If this indeed a crime, the perpetrators must be brought to justice.” 

Regardless of whether they are specifically invited to assist with the problem, all of the PCs will quickly hear about what is happening in the castle, from the gossip and chatter of the occupants, guards, and servants.  

Seeing the Daimyo’s Wife

PCs who are asked to investigate the incident will be allowed to see Asahina Ramika, if they request it. Shugenja and Crane PCs, regardless of Status, will also be allowed to see her if they request it of the daimyo.

Inside the daimyo’s room, the light of a single paper lantern next to the futon glows on the thrashing, struggling form which lies there.  Three shugenja kneel by the futon, murmuring prayers.  Asahina Ramika has been bound at her wrists and ankles to restrain her violent thrashing.  Foam bubbles at the corners of her mouth, and her eyes roll wildly as she moans incoherently.

· If the PCs look, they note that Asahina Yamita is not among the three shugenja here.  If they ask about him, the shugenja say they do not know where he is.  “I believe he was summoned, samurai-sama, just as we were.”  If they ask where he might be, the shugenja will mention that he sometimes went to the shrine outside the castle to pray at night.

· Any PC who examines Ramika and rolls Intelligence/Medicine at TN 25 or Intelligence/Poison at TN 20 can tell this is not a case of poisoning.

· A PC who tries to listen to her mumbling and moaning can roll Perception/Investigation at TN 25 to make out snippets of more lucid speech: “all wrong,” “my child, take it away,” “this is not me, I do not feel this,” and so forth.

There is nothing the PCs can do for Ramika – she is trapped inside the illusion just like they are.  

If any PCs cast Commune or other such spells to try to learn what happened here, the only possible source of information are Air spirits, which can only report that “one like us but not like us” was present, and after that the woman became loud and began thrashing around.  

The Activities of the PCs

The remainder of the adventure presumes the PCs will at least try to look into what has happened in the castle.  However, not all PCs may feel right about meddling in affairs which are not their own – especially if they are ronin or belong to Clans which are not friendly to the Crane.  If this happens, there are several ways for the PCs to be drawn into the remainder of the adventure: 

· Any PCs who attempt to return to sleep will be awakened by strange, terrible nightmares.  Their minds are filled with images of blood, death, and grotesque cannibalistic acts.  These dreams all seem to feature the PC ripping into the throats of people with his/her teeth, feasting on dead bodies, and similar depraved acts.  The dreams continue whenever the PCs try to sleep.

· If the PCs simply try to wait out the night, they will find that time does not seem to pass normally.  It is as though the night is somehow longer than it should be.  They will also notice that as the night progresses, several more castle residents – servants, guards, fragile courtiers, etc – succumbing to a madness similar to Rakima’s condition.  See the section “The Other Guests” below for details of what will happen.  As dawn finally approaches, the PCs hear screams from other parts of the castle, and glimpse people running through the halls in panic.  

· Any Crane PCs who fail to take action to investigate the problem should definitely lose 1-3 points of Glory and Honor for failing to aid their Clan.

· If any of the PCs are haunted by Bayushi Nishari, they will feel a strong if vaguely-defined urge to get involved.

Investigating the Castle

Once the PCs start looking into what is happening in Shiro no Yasuragi, they will find themselves confronting a series of nightmarish images and events.  The illusion has been warped by the touch of the Pennaggalon’s mind, and horrific images formed from the union of those memories and the fears and needs of all the samurai here are suffusing the entire castle.  The illusion itself is not malign – it is frightened and grieving, and does not understand what is going on. 

As the PCs explore the castle and visit different areas, their hold on reality will begin to slip, and the illusion will consume them more fully.  This will be expressed through a series of increasingly surreal and frightening events, depicted in Part Six.  However, it is possible that some or all of the PCs may realize they are facing some kind of illusion or dream, and attempt to disbelieve or “wake up.”  It should be noted that the PCs will need to justify this through role-play and character – normally, Rokugani are taught that what they see, hear, smell, and feel is real.  

If a PC does make a credible attempt to disbelieve in the illusion, allow a Raw Void roll at TN 35.  With a success, the PC(s) manage to briefly see through the illusion. This will only be a brief, fragmentary vision of the “real” world underlying the illusion, but it should at least offer the PCs the hope that they can escape from the nightmare that has trapped them.

The spirit Nishari sensed the powerful illusion the moment it was “born,” since it is connected indirectly to Yume-do.  Although she could not locate it at first, she can sense the effects it is creating, and realizes the danger it poses.  As a force of fear and terror, it represents a direct threat to the principles of Bushido she is sworn to teach and uphold, but in addition she also senses its underlying terror and misery, and hopes to save it along with the samurai of the castle.  Nishari does not have the strength to attempt to forge a connection to such an alien being. The PCs will have to overcome the illusion’s sensory barrage and get through to its core in order to end this nightmare. 

Note: In some of these scenes there is a very real risk that PCs will attack each other.  Such occurrences need to be managed by the GM carefully, but Rokugan is fundamentally tragic, and such situations can occur.  

Questioning the Guards and Servants

Early on in this situation, it will still be possible for the PCs to speak with the other castle guards about the events surrounding Ramika’s strange illness.  (Once the PCs visit the castle gates or the gardens, it will be too late, as outlined below in Part Six.)  The guards will report that the lady asked for some tea about a half-hour before the incident.  The servants brought her tea and nothing more happened until they heard her cry out – when they entered, she was thrashing violently on the floor, screaming and babbling.

· It was not unusual for her to call for tea late at night – Lady Ramika often slept poorly and requested tea or snacks to sooth herself.

· If the PCs ask about Asahina Yamita, the guards say he has been summoned but was not in his quarters. They are not sure where he is but they are searching the castle, and expect to find him soon.  They will not countenance any suggestion that something might be improper with Yamita.  “He is a trusted retainer who has served Lord Masuo-sama for twenty-six years.” 

· If any PCs ask where Asahina Yamita might be found (other than his personal quarters), they can roll Awareness/Investigation at TN 20 to find a guard who remembers that he sometimes went to the shrine outside the castle. 

If the PCs question the maid who delivered the tea, she is terrified for her life, fearing she will be blamed for poisoning the daimyo’s wife.  Any sort of threatening or intimidating behavior on the part of the PCs will send her into hysterics.  If the PCs keep her calm, she will tremblingly confirm that yes, the lady often had trouble sleeping, and would usually call for some tea or snacks. She insists her mistress seemed fine when she delivered the tray with the tea, and has no idea what happened after she left.  If the PCs ask what she thinks of Asahina Ramika, she will plead that it is not her place to speak of her betters, but will eventually say the lady of the castle is very gentle and well loved. 

If any PCs ask about checking the kitchens for poison, the guards and servants alike will be appalled at the idea that their faithful kitchen staff could have poisoned the daimyo’s wife.  None of them have bothered yet to investigate the castle kitchens – they have never had to deal with a situation like this before.  The PCs are of course free to check the kitchens if they wish – see the appropriate section in Part Six.

The Other Guests

If the PCs check on the other guests in the castle, they will be reacting to the situation as follows:

· Asahina Homare will be at the castle gate, making sure the place is sealed as his lord commands.  If the PCs go in search of him, this will trigger a nightmare scene, see Part Six.

· Tonbo Ishii will stay in his quarters for much of the night, unable to sleep as he is tormented by visions of the Dragonfly Clan’s destruction by the Lion Clan – visions enhanced by the supernatural terror of the illusion.  Toward dawn he will emerge to roam through the castle.  If he encounters any Lion samurai, he will attack them in a frenzy of rage and terror – if no PCs meet him, he will eventually have a murderous encounter with Akodo Tsunuko, in which they both perish.

· Hoshi Nagai will stay in his room awake all night, frantically making and re-making ikebana arrangements.  He knows something is wrong in the castle but does not understand what it is. 

· Kitsu Riten sleeps through the night, awakened occasionally by unpleasant dreams but soon returning to rest.  He will be irritated by any interruptions to his rest, and suggests they wait until morning.  He has no interest in any trouble afflicting the daimyo’s family.

· Kitsu Satomi will be afflicted with an intense fear of crowds, and hides in her room, whimpering whenever someone passes the door.  If anyone tries to meet with her, she refuses to answer or open her door.  If a PC enters her room, she will cower away into a corner, trembling and wide-eyed – if the PC approaches or does anything remotely threatening, she flees in panic, crashing through the paper interior walls of the castle.

· Akodo Tsunuko will become angry and edgy, stalking around his room with his swords in hand, muttering about enemies of the Lion Clan.  If anything noisy or violent happens in his vicinity (such as Satomi fleeing from an intruder) he will immediately draw sword and charge, shouting like a maniac.  A PC who confronts him non-violently and invokes honor and Bushido will allow him to make a Test of Honor at TN 20 to snap out of his violent rage.  If none of the PCs encounter Tsunuko, he will eventually have a violent encounter with Tonbo Ishii.

· Moshi Jutso will normally remain in her room, not realizing anything is wrong.  However, this will change when her escort Hiro runs amok (see below).

· Moshi Hiro will remain in his room brooding with increasing obsession and madness over his unrequited passion for Jutso.  Very late at night, he will snap and invade her room, trying to assault her. She will flee through the castle with Hiro in pursuit.

· Isawa Tatsuko will be overcome by her flirtatious impulses and will attempt to seduce any male PC who visits her – even if the illusion has changed that PC to resemble a peasant (see Part Six for details).  Her sister Tsumi will be listening through the paper wall, however, and if a PC responds to Tatsuko’s wiles, Tsumi will break through the wall and attack, accusing the PC of assaulting and dishonoring her sister.  She will not pursue a fleeing PC, however, merely shouting “You will pay for your dishonor!”

· Yogo Satoshi will be rendered literally catatonic with fear, hiding in his room, curling into a ball, and not responding to anyone or anything.  Even if a PC touches him or tries to move him, he will remain curled up in a fetal position, refusing to respond.  

· Shosuro Kydoko will go missing – he is hiding in the castle, trying to find a way out.  Overwhelmed by the illusion’s fears, he believes he will be blamed for the poisoning of the daimyo’s wife.

· Ide Kawnchi, the Pennaggalon, will stay in his room sleeping.  PCs who go to his room can hear him snoring within.  As a creature of malignant evil, he is not troubled by dreams of carnage and blood.  If the PCs awaken him, he will be genuinely puzzled by what is happening – he will say, truthfully, his dreams have been no different than any other night.  

· Horiuchi Umiko is actually mildly claustrophobic, and the nightmarish effects of the illusion will intensify this flaw to the point of insanity.  He will spend most of the night out in the castle gardens, staying as far away from indoors as possible, although he will anxiously deny that anything is wrong and insists he is merely having difficulty sleeping.

· Suzume Ichiko will stay in her room, sleeping poorly but not emerging unless the PCs seek her out.  She often sleeps badly (due to her wounds) and does not really perceive how strange this night is unless the PCs tell her.   

Part Six: Scenes from a Nightmare

Once the PCs start exploring elsewhere in the castle, the reality around them will begin to bend and warp as the illusion projects their fears onto the world.  There are several key places where this terrorizing effect will manifest itself, as outline below:

The Kitchens

It is probable that the PCs will come to the kitchens in order to look into the possibility that Asahina Ramika was poisoned.  The kitchens are located on the ground floor of the castle.  When the PCs enter the room, the following scene takes place: 

As you enter the room, a wave of steam and heat strikes your faces, mingled with the sounds and smells of a busy kitchen.  Despite the late hour, pots are boiling over fires, and two servants are busy at wooden tables, chopping away with knives.  As your eyes grow accustomed to the steam and murk, however, you realize that it is not fish or chicken under their fillet knives, but something large and red, spilling blood onto the floor.  You are sure it is a human arm.   

All PCs who ate the evening meal must now roll Raw Willpower at TN 15 or be violently sick as their bodies attempt to purge the horrible possibility that they might have eaten human flesh.  This costs them 2 points of Glory each.

Regardless of whether the PCs become ill or not, the two servants look up and smile welcomingly.  Their mouths open wide, revealing long rows of sharp teeth, red with blood and scraps of human meat.  “Ah, honorable samurai-samas!”  says one of them.  “Do you require a midnight snack?”  

· If the PCs come here after they become peasants (in the Gardens or Gate scenes), the servants will treat them as follow commoners, and offer them, “Psst!  Want to sneak some of the samurai’s meat?”

This total scene is a Fear 4 (TN 20) test for all of the PCs.  Those who fail the Fear roll (whether or not they flee the scene) become convinced that they have, indeed, eaten human flesh, and suffer a loss of 2 points of Honor as they are filled with self-loathing and shame.  A PC who role-plays a firm and stalwart denial, insisting the whole thing must be some kind of trick or lie, can make a Test of Honor at TN 15 to negate the Honor loss.

How this scene resolves depends on the PCs’ behavior from this point.  It is entirely possible that they simply flee the kitchens.  It is equally possible that they will draw weapons and attack the two servants.  Despite their alarming sharp teeth, the servants are in fact lacking any kind of combat skills, and will struggle to defend themselves with knives and clubs.  The PCs can take them down with relative ease.  

Alternatively, clever (or insane) PCs may decide to speak with the servants in a friendly manner, perhaps asking where they got their meat.  The servants will be friendly if given the chance, and claim they got the meat from the pantry, as usual.   

The PCs may decide to search the kitchen or the adjacent pantry and store-rooms.  They will find several naked human corpses strung up in the pantry for butchering, blood pooling on the floor.  Rats are visible scuttling through the blood and glare at the PCs with beady eyes.  If the PCs check the soup kettles, they find chunks of human meat, including eyeballs, in the rolling, bubbling broth.  Depending on how the PCs react to this horror, additional Fear rolls may be appropriate. 

If any shugenja PCs attempt to speak with the spirits in this room, the spirits will be confused, unable to properly explain what is happening.  They do not really perceive the illusion in the same manner as the PCs, but they recognize that reality has been changed in some way.  For example, Water spirits will show the same illusionary scenes the PCs perceived, but the images will be oddly blurry and unclear, as though the spirit is not quite sure what happened.  

· If the PCs ask whether any other kind of spirit is present (perhaps looking for kansen), the spirits will say “something is here, like us but not like us.” 

· They cannot describe the illusion in any better way than this, and seem generally confused.  Some PCs may suspect tampering by another shugenja, but in fact the illusion is simply too strange for the other spirits to describe.

Yamita’s Quarters

It is quite probable that some PCs will try to visit the chambers of Asahina Yamita, perhaps simply to seek his advice or help.  If they seek out his rooms in the castle, they will hear a faint sound of weeping from within.  No one will answer if the PCs scratch, knock, or call at the door.  

If the PCs enter the room, they enter a place directly influenced by the sorrow and fear of the illusion:

The room seems shrouded in fog, and you can only dimly make out the furnishings and possessions of a scholarly samurai – writing table, shelves of scrolls, and beautiful shoji screens in the corners.  The air is cold, cold enough to make a shiver run over your skin.  The sound of weeping fills the air, although you cannot determine its source, and the smell of putrefaction fills your nostrils.

This place is suffused with the illusion’s sense of loss and fear, since it came here immediately after Yamita’s death.  When the PCs enter these chambers, one of them will stimulate the illusion to bring forth his/her greatest loss or fear.  The exact nature of this manifestation, and which PC’s past evokes it, is at the discretion of the GM, but it should generally be a person (or other living being) and should always be chosen for maximum emotional impact.  Obvious choices include Phobias and Lost Loves.  The manifestation is, within the bounds of the castle, completely real and self-aware, able to interact with the PCs in every way.  However, it should not be something which will attack the PCs – this is an emotional encounter, not a combat encounter.

· If the manifestation is based on a fear, the GM should assess an appropriate Fear roll (most likely TN 15 or 20) on the targeted PC.  Depending on the nature of the manifestation, other PCs might potentially suffer Fear rolls as well. 

· A PC who admits to a shameful secret or other personal flaw as a result of this manifestation should suffer an appropriate loss of Glory – a suggested loss of 1-5 points depending on how shameful the exposed weakness or secret might be.

· If a PC physically or magically attacks a manifestation, it will take damage as appropriate, but will not die – leaving the targeted PC confronting a horribly mangled, blood-soaked, or burned version of his secret fear/shame.  This may well produce another Fear roll if the GM judges it appropriate.

· The weeping sound has no discernable source, although a PC who rolls Raw Perception at TN 15 can tell it is the sound of a child.  

If the PC who is targeted by the manifestation loses emotional control, the manifestation will become more threatening and hostile, and will begin to manifest signs of the Pennaggalon’s influence – mouthfuls of sharp teeth, blood-covered face, etc.  This should be another Fear test at TN 20, although a PC who role-plays resolute resistance to the manifestation can be allowed a Test of Honor at TN 15 to overcome the effects of a failed Fear roll.

If the targeted PC ultimately succumbs to his fear/shame, by fleeing the room, going catatonic or berserk, etc., the first manifestation will continue to torment him/her while a second one will appear, targeting another PC.  This will continue until one of the targeted PCs manages to take a firm, unyielding stance and succeed on any associated Fear rolls.  At that point all the manifestations will slowly fade away into the mist, leaving the room empty again save for the faint weeping noises.   The fog will thin somewhat, becoming almost unnoticeable, although the faint weeping sounds continue.

If the PCs search the room after dealing with the manifestations, they may decide to look through the scrolls and letters for information.  There are two useful pieces of information to be found here: 

· Yamita’s personal journal.  It is largely an unremarkable document, recounting the quiet, pious life of an aging shugenja.  However, an Intelligence/Investigation roll at TN 20 can pick up that Yamita often prays at the shrine outside the castle late at night, especially when he has trouble sleeping.

· Yamita’s research notes on the powerful illusion which he cast on the final day of the festival.  A roll of Intelligence/Spellcraft at TN 25 after reading these documents can conclude that Yamita underestimated the power of the spell he was creating, and suggests it could easily manifest as something very powerful indeed.  

The Gardens and the Gates: A Peasant’s Fate

If the PCs explore the castle gardens, or visit the castle’s gates (perhaps searching for Asahina Yumita, or simply trying to get out of the castle), they will encounter some of the castle guards.  At the castle’s two gates, these will comprise three bushi, and at the main gate they are accompanied and commanded by Asahina Homare.  In the gardens, two bushi are standing guard, keeping a cautious eye on the wandering, nervous Horiuchi Umiko. 

Either way, when the PCs approach the guards, a very alarming thing happens: the guards at first ignore the PCs, then, as they approach closer, abruptly snap at them: “Halt.  Where are you going?  Return to your quarters at once.”  

Unless the PCs immediately think of looking at themselves and their comrades, they will presumably state their business or try to question the guards.  This will prompt one of the guards immediately slapping the offending PC: “You blaspheming dog! How dare you act above your station!  Show proper respect, or die!” 
Hopefully at this point the PCs will think of looking at each other or themselves.  They will be horrified to discover they now look like peasants and are dressed in peasant garments.  Their samurai weapons (if any) have been replaced by peasant staves and tonfa, shugenja no longer have spell-scrolls, and their traveling packs (if they were carrying them) now contain mundane peasant items.  The illusion has tapped into one of the deepest fears of samurai – the fear that they may cease to be samurai, and lose their place in the celestial order.

The PCs retain all their skills and knowledge, but their outward appearance and equipment has completely changed to resemble a peasant servant of the same age and gender.  The guards – and, indeed, all samurai in the castle – will no longer recognize them and will treat them as peasants, punishing or attacking them if their behavior is inappropriate.  Further, if the PCs return to their own quarters in search of their equipment, or of proof of their own existence, they will find them completely empty.  No-one in the castle will remember they were ever here in their samurai forms.

· If some PCs remained in their rooms rather than investigate the rest of the castle, those PCs will not be affected by this transformation.  However, they will also forget that the transformed PCs visited the castle.  The now-peasant PCs may still be able to convince them they are telling the truth, however, if they can remember previous adventures which they shared.  This should probably require an Awareness/Etiquette (Sincerity) roll (at least TN 20) to be convincing.   

Needless to say, the PCs will have to be very careful around any samurai in the castle, especially the guards.  PCs who try to continue acting like samurai themselves will be beaten or simply cut down for their insolence.  PCs who fight back are engaging in peasant rebellion – the guards will react with merciless violence and will summon their fellows (including Asahima Homare) to assist.

It will generally not be possible for the PCs to persuade the guards that they are transformed samurai.  The samurai will not listen to “peasant babble” long enough for the PCs to make any kind of social roll.  The other samurai guests in the castle will also react in this way, either ignoring or dismissing the PCs.  Violent NPCs such as Akodo Tsunuko may simply attack the PCs. 

Peasant Prisoners

If any of the “rebellious peasant” PCs are captured or taken for judgment (rather than being killed outright), Asahina Homare will order the guards to throw them in single cell of the castle’s small dungeon until their lord can pass judgment on them in the morning.  

In order for other PCs to free the prisoners, they will have to bypass/defeat the two guards who watch the dungeon, and then open the cell – either by a roll of Agility/Locksmith at TN 15 or Agility/Sleight-of-Hand at TN 20.  Alternatively, they can try to steal the key to the cell from Homare (the GM will have to adjudicate such efforts, which could resolve in any number of ways.)  Finally, a muscular PC could try to break open the cell by rolling Strength/Athletics at TN 30.  

Returning Upstairs?
If the PCs attempt to return upstairs to report to the daimyo or the hatamoto, or to check on Asahina Ramika, their peasant transformation will make this impossible without either forcibly bypassing the guards or acting out the role of a servant delivering tea or medical supplies.  The guards controlling access to the daimyo’s quarters are especially alert, due to what has befallen their lord’s wife, and will react ferociously toward mouthy peasants. “How dare you mock our lady’s pain?  Kneel so I may take your head!”  

· If the PCs return upstairs before they meet any other guards, this will be the first time they realize they have been transformed.

A PC who wishes to masquerade as a servant can do so by rolling Awareness/Acting at TN 10.  Since most guards disregard commoners who do not draw attention to themselves, this is actually a fairly easy deceit as long as a PC is willing to try it whole-heartedly.  However, proud or high-ranking PCs should probably lose 1 or 2 points of Honor from the humiliation of acting like a servant.  

Bayushi Nishari Takes Action

The spirit of Bayushi Nishari will take action when the night is about half-over.  Most likely, this will be after the PCs have been “transformed” into peasants by the power of the illusion.  

Nishari has grown slightly stronger over the [ast few months – her actions have cleansed her kharma enough that she is able to breach the veil between Yume-do and Ningen-do for brief moments outside of dreams.  However, this is incredibly taxing to her, and it requires an emergency like this to make her undertake the efforts. 

Nishari will not speak with PCs who have the disadvantages Forsaken or Momoku. Nor will she speak with anyone who suffers from Shadow Corruption or from more than a half-Rank of Shadowlands Taint, unless she already haunts them from a previous adventure in the “Code of Bushido” series. 

Aside from these restrictions, she will speak with all of the PCs – this situation is a serious one and she will try to help all she can.  The exceptions will be PCs with an Honor Rank of less than 1.0, or PCs who have been role-played as completely lacking any respect for Bushido.   

Nishari will appear to the PCs at a moment when no one else is present, most likely coming just after they have fled a dangerous encounter with the castle guard: 

You see a flicker out of the corner of your eye, and then an insubstantial figure appears before you. The ghostly, translucent visage seems to alternate between the forms of an old woman wearing a Scorpion mask and a young maiden dressed like a Unicorn.  It raises one hand in a gesture of peace. “Do not fear, samurai,” says a soft, feathery voice.  “I am not your enemy.  Please, allow me to help you.” 
If any of the PCs have encountered Nishari before (in the adventures “Compassion” and “Honesty”), they will recognize her now, although they have never before seen her outside of their dreams.  PCs who are Haunted by Nishari will know with certainty that this is her, since they will hear her voice inside their heads echoing the same words she says aloud.  

If none of the PCs have encountered Nishari before, she will briefly introduce herself: “I am one who fell from the path of Bushido, but through the grace of the Fortunes I have been granted the chance to seek redemption.”  She cannot take the time to offer a longer explanation, since it is taking almost all of her strength simply to manifest here.  Should a PC request a greater introduction, she promises to visit them later in their dreams.  “For now I have little strength left, and I must share with you what I know about what is happening, if there is to be any hope for you to escape it.”  

Nishari will tell the PCs they are trapped inside of a powerful magical effect.  “The prayers of a devout man shaped the forces of the kami in ways he did not expect. He created something, something alive, and it is seeking, searching for something.”  Having said that, she can briefly answer questions:

· Who created this?  “The man was old, a devoted servant of the Crane.  He labored long to create this, but it proved beyond his strength.”  

· Where is the creator now? “His soul lies in Meido, but his body is still somewhere near here.  Find it and you can find his creation.”

· How do we stop it? “There is no way I know to destroy such a thing.  It is a lost and lonely spirit, tormented and terrified, a fragment of reality given form in illusion.”

· If it cannot be stopped, what do we do? “The thing seeks its father, its creator.  If you can find him, perhaps you may find it as well, and discover some way of communicating with it.  Perhaps it can be convinced to find a home somewhere else. I would take it to the realm of dreams if I could, but I am not strong enough to confront it myself.  I need your help.”

· How do we do that? “It is a thing of feelings, drawn to strong emotions, controlled by them, speaking through them.  Something in this place has corrupted it, filled it with fear and terror, and those are now the only emotions it knows.  You must be courageous, find the strength to show it some way other than fear.  If you can face your strongest fears and acknowledge your past with unflinching courage, you may be able to get through to it.”

· Why are you trying to help us? “Because only those who are capable of Bushido can withstand this thing, and I believe you capable of Bushido.”

If anyone refuses to work with Nishari, she sighs, but wishes them good fortune in their confrontation with the illusion.  

Either way, once she finishes conveying her information and advice, Nishari sketches a quick gesture of blessing and fades from view, her strength exhausted.  

Part Seven: A Child in the Shrine

Ultimately, the PCs should realize their goal is the small family shrine outside the castle, at the far end of the lawn next to the koi pond.  However, in order to reach it, they will have to get past the guards who have sealed the gates of the castle.  There are three bushi at the castle’s side gate and three plus Asahina Homare at the front gate.  The PCs can potentially get past the guards by force, although this could result in casualties since the PCs do not have their normal weapons, armor, and spell-scrolls.  Clever PCs may be able to come up with other ideas:

· PCs who are willing to embrace their new roles as peasants can create an excuse for going outside the castle, such as fetching water or visiting the nearby village for medicinal herbs.  This will require either Awareness/Acting at TN 15 or Awareness/Deceit at TN 20 from whichever PC is taking the lead in approaching the guards. 

· The outer walls of the castle are only ten feet high, and can be climbed with a Strength/Athletics (Climbing) roll at TN 15.  If the PCs can get a rope across the wall, this will award a Free Raise on the climbing rolls.  A failed roll means a fall for 1k1 damage.

· A shugenja PC who has a flying or wall-climbing spell as an Innate Ability can easily use it to get over the wall.  

Once the PCs get outside the castle, they will need to reach the shrine in the garden beyond the lawn where the tournament took place.  (Alternatively, some PCs may simply flee the scene – see “Conclusions” for details of what happens in that case.)  The PCs can see a faint light within the shrine, as from a candle or lantern.

Garden of Pain

The illusion has filled the garden around the shrine with images of terror and blood, derived from its contact with the Pennaggalon.  As the PCs approach the shrine, they witness the following scene: 

The raked gravel and green lawns surrounding the shrine have been overrun with roots and vines.  The tendrils visibly crawl across the ground as you watch, and their broad dark leaves gleam in the moonlight.  A faint moaning, almost whimpering sound comes to your ears.  As you watch, a mouse skitters through the plants, and the roots seize it, wrapping it in coils.  A quiet sucking, slurping sound can be heard and the mouse quickly ceases to struggle.  

The sight of these unnatural plants feeding on blood is a Fear Test at Rank 3 (TN 15).  Getting through this obstacle will not be free of danger.  Any PCs trying to navigate the vines must roll Strength/Defense at TN 20 to avoid being ensnared.  A PC who becomes ensnared in the vines will lose 1k1 in blood drain each round.  The trapped PC can pull free by winning an Opposed Strength Roll against the vines’ Strength of 3.  Other PCs may assist this roll, though of course they must also continue to make Strength/Defense rolls themselves to avoid becoming ensnared.

The vines can be slashed away with a sharp weapon – they are TN 5 to hit, and inflicting at least 15 Wounds of damage will be enough to free an ensnared PC.  Alternatively, any kind of fire attack, whether using a spell or merely a torch or burning oil, will cause the vines to writhe and recoil with hissing noises, abandoning any attack on the PCs.  

Clever PCs may think of fetching scythes, mattocks, or other such tools from the adjacent peasant village.  This will require either quick hands or good role-play to get such tools away from the local peasants (they will not be terribly enthused at the idea of loaning their tools to a strange commoner).  Such tools will allow the PCs to systematically hack their way through the vines without difficulty.  

Whenever the vines are cut or burned, they bleed red blood, and whimpers of agony can be heard in the air, from some unidentified source.  

Into the Shrine

The shrine is outwardly unchanged, and the interior chamber is lit by a small paper lantern resting on the floor next to one wall.  The body of Asahina Yamita lies crumpled on the floor, having apparently collapsed while in prayer.  His aged face is twisted into an expression of horror and agony.  

After the PCs are here for a few moments, they become aware of a soft weeping sound, permeating the air throughout the shrine.  The sound seems to be loudest near the corpse of Yamita.  At this point, the PCs should also feel the presence of Nishari, watching them from the spirit realms.  

The PCs become aware of the presence of a small girl, kneeling by the body of Yamita.  She is dressed in colorless rags and her hair is dirty and straggly.  Tears streak the dirt on her smudged, pallid face.  Any shugenja who rolls Awareness/Spellcraft at TN 15 (or who casts Sense or Commune) can tell this girl is a powerful spiritual manifestation.  She is, in fact, the illusion itself.

How the illusion reacts to the PCs will depend on who approaches it and what they do.  The basic possibilities are outlined here:

Confronting a Dark Past: If the PC who approaches the illusion has any kind of dark secret, hidden fear, burning hatred, or other such inner weakness, the girl will turn and suddenly morph into something directly tied to that inner fear/weakness/flaw.  In effect, the PC is forced to confront his/her own past.  The GM should design this manifestation of the PC’s past to inflict as much emotional torment on the PC as possible, and due to the corrupting influence of the Pennaggalon, this will take on the most horrifying aspect possible.  

· If the PC reacts with anger, outrage, or fear (or if the PC fails to role-play effectively), the image will become even more horrifying in response, and the PC suffers a Fear Test at Rank 4 (TN 20).  If the PC fails the Fear Test badly enough to run, the illusion utters a terrifying howl of mingled fear and rage, causing a Fear 2 (TN 10) test to the rest of the PCs.  It will no longer be possible for this PC to communicate with the illusion.

· If the PC reacts with calm and honor, confronting and accepting his/her inner fears and failures, the GM can allow a roll of Willpower/Honor at TN 25. Allow one or two Free Raises on the roll if the PC role-plays well.  With a success, the PC’s firm stance causes the illusion to collapse back into its base form as a weeping, tormented child.  (At this point, if the PC continues to try to approach the illusion, go to “A Pure Soul” below.)  With a failure, the illusion recoils, howling in torment and rage, creating the universal Fear 2 effect described above.  

A Pure Soul: If the PC who approaches the child is actually free of any sort of fears, past failures, obsessions, or other such flaws (or manages to overcome them as outlined above), and approaches the child with a gentle and kindly manner, the illusion reacts in a very different way: it holds out its hands in a pleading manner, then its mouth splits open to reveal rows of sharp blood-stained teeth and its head lifts off its shoulders, exposing lengths of bloody sinew and spine.  However, its hands are still held out as though to seek comfort.  

· A PC must roll Raw Willpower at TN 20 to overcome the revulsion of this horrifying image and embrace the child.  If the PC role-plays the scene well, award one or two Free Raises to this roll.  

· If the PC reacts with horror, or is unable to embrace the child, the illusion recoils and howls again, causing a universal Fear 2 test as outlined above.  This PC may no longer successfully approach the illusion.

Aggressive Action: If any of the PCs react to the illusion with violence or aggression, it will scream and recoil, filling the shrine with howls of pain and abandonment.  All of the PCs find themselves remembering every moment in their lives in which they were betrayed or abandoned, and suffer a Fear Test at rank 4 (TN 20).  

At this point, if the PCs back off, they can still try to approach the illusion in more peaceful ways.  However, if the PCs continue to take a violent approach, the illusion will vanish, fleeing these violent betrayers.  The PCs have lost their chance to resolve this situation successfully.  

A Child Found

If the PCs succeed in overcoming their fears and approaching the child with comfort, it clings to them, weeping loudly.  Nishari shimmers into existence and kneels next to the illusion’s physical form.  “Come with me,” she says softly, “and there will be no more fear.”  The child takes her hand and both of them vanish, fading from sight.  The PCs have succeeded.  

Conclusions

Success?

If the PCs succeeded in reaching the fearful illusion and Nishari was able to take it away to the realm of dreams, the power of the illusion is broken.  The PCs are restored to their proper physical forms, and all the other manifestations of the illusion – the predatory vines, the horrible things in the kitchen, etc. – vanish.  However, this means that when the “real world” reasserts itself, any damage or death caused during the reign of the illusion is still in place – thus, PCs will have to confront the reality that they may have killed servants or castle guards, burned the garden, or otherwise caused damage.  Depending on whether the PCs intervened in any of the NPC situations, it is possible that one or more NPCs may have died by each others’ hands.

On the other hand, the daimyo’s wife Ramika awakens from her insanity and is restored to health.  Asahina Masuo and his hatamoto Umeka meet with the PCs, discussing what happened.  Masuo is saddened by the tragic death of his court shugenja, but thanks the PCs for ending the crisis and saving his wife.  The atmosphere in the castle is somber, as the servants work to clean up the aftermath of the incident, but the PCs can comfort themselves with the thought that things could have been much worse.  

Failure?

If the PCs are ultimately unable to get through to the illusion (due most likely to succumbing to their own fears), or if they never confront the illusion at all, the illusion finally departs with the coming of dawn, dispelling its effects.  The PCs and other guests look around in horror at the aftermath of the night’s violence. Ramika remains gripped by her strange illness, and her grieving husband remains in seclusion.  The hatamoto Umeka allows all the surviving guests to depart, and rumors soon spread across the Empire that Shiro Yasuragi is under a curse.  

Flight?

If any of the PCs flee the castle over the course of the night, the illusion loses its hold on them with dawn, and they regain their normal forms and appearances.  However, they suffer the shame of having fled from a place of danger.  All PCs lose 3 points of Honor and 5 points of Glory.

Dealing With the Pennaggalon

If the PCs saw all the vampiric/cannibalistic images created by the illusion, and picked up on Nishari’s suggestion that the illusion was somehow corrupted, they may suspect some kind of supernatural creature or kansen (evil spirit) is in the area.  PCs with knowledge of the Shadowlands can roll Intelligence/Lore: Shadowlands at TN 20 to deduce that the images were similar to a Penaggalon.  If the PC makes TN 25 or better, s/he knows that Penaggalons do not show Taint while they are inside their host bodies, and use vinegar to squeeze themselves in and out of those bodies.    

Once the PCs realize there is a Pennaggalon in the castle, it should be a relatively easy matter for them to root out Ide Kwanchi.  He will try to flee the castle if he has any warning that the PCs are on to him (such as if he overhears them speaking with the daimyo about the possibility of a Pennaggalon in the castle) – otherwise, he will fight for his life when the PCs confront him.  

The sight of Kwanchi’s true monstrous form is a Fear 5 test, but if the PCs have successfully demonstrated their courage earlier in the adventure by overcoming the illusion, they gain two Free Raises on their Fear roll.

Final Meeting with Nishari

The night after the adventure concludes, all of the PCs are visited in their dreams by Bayushi Nishari.  She appears to them on a rolling landscape of green grass, with white clouds in a blue sky.  She bows to the PCs and thanks them for their efforts.  

If the PCs succeeded in helping her deal with the illusion, she praises them for their demonstration of Courage.  “That tormented spirit has now found serenity in the realm of dreams.  Without your help, it would have continued to wander the Empire, perhaps even becoming something truly evil.”  She thanks the PCs for their demonstration of virtue and Bushido, and promises to watch over them in the future.  

· The PC with the highest Honor Rank receives the “Haunted by Nishari” cert.  If that PC already has the cert, it is instead given to the PC with highest Honor who does not already have it.

If the PCs failed to deal with the illusion, Nishari looks mournful, and tells the PCs the illusion is now in danger of becoming permanently corrupted.  It cannot be saved, and may indeed become a serious threat to the world.  However, if any of the PCs made a sincere and courageous effort to solve the problem, Nishari will praise their honorable spirit and promises to watch over them in future.  

· In this situation, the PC with the lowest Honor Rank will gain the “Haunted by Nishari” cert.  If that PC already has the cert, it goes to the next-lowest Honor.

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

Successfully ending the illusion:

+2 XP

Total Possible Experience:

4 XP


Other Awards/Penalties

If the PCs successfully face and overcome their greatest fear or weakness in this adventure, they should receive an Honor award, of a size decided by the GM – at least +1 point, and potentially as much as +5 points for PCs who truly overcome a terrible fear or failing.

Any PC who runs or otherwise behaves shamefully in the face of the challenges in the adventure should lose 1-2 points of Honor and 1-5 points of Glory.  

If a PC catastrophically fails 3 or more of the Fear rolls in the module (e.g. runs three or more times), that PC gains the disadvantage Frail Mind, representing the mental scars of the horrors they have endured.

A PC who wins the contests on the first day receives the illuminated fan (cert) and 3 points of Glory.  

PCs who win any of the martial contests on the second day earn +1 point of Glory for having their names inscribed on the Shrine of Peace.  

A shugenja PC who wins the contest on the third day earns +3 points of Glory and may learn one new spell of his choice (must be a campaign-legal spell).

Appendix: NPCs

Asahina Umeka: This woman in her early thirties is a hatamoto (sworn vassal) of the daimyo.  She is a widow and was chosen for this position because of her ability to remember all manner of information and run the castle’s daily operations smoothly.  Umeka is a calm, well-spoken woman, with a sense of profound dignity and subtle intelligence, and wears no School mon.  Her husband died in an accident eight years ago, but she prefers not to speak of that topic.  Her only child, a son, is training in the Asahina shugenja school.   She is crisp and efficient at carrying out her duties, and gets the job done with little fuss. Umeka tends to see people as too complicated and tries hard to live as orderly and logically as she can.

Asahina Homare: Homare is Umeka’s older brother, a man in his later thirties.  He is trained as a bushi, and has a family living here in the castle, including three children.  He has a slight limp from an old sparring injury.  He wears long drooping mustaches, dyed white in Crane style, which he is somewhat vain about (though not to excess).  Homare is one of the senior guards at Shiro no Yasuragi, but does not normally carry a sword, out of respect for the castle’s traditions of peace and tranquility.  Homare is a pleasant, fun “uncle” figure, and softens his sister’s crisp edges.

Asahina Yumita: The castle’s senior court shugenja, an ancient man with a shaven head who wears austere (although elegant) robes.  He is a gentle man who speaks in a soft, raspy voice.  He has never married and his only passion in life is his craft.  Yumita specializes in illusions and entertainments, and is often seen weaving tales of the kami into illusions to entertain and educate the local children (both samurai and commoner).  He is a close friend to the daimyo, Masuo, and plans to retire along with him – this festival is his last public act as a court shugenja.  He is a deeply spiritual and pious man, and is willing to discuss religious and theological topics at length with anyone who is interested.

Tonbo Ishii 

A middle-aged Dragon shugenja, with a lean frame and very aquiline features. Resentment still smolders in his heart over what the Lion Clan did to the Dragonfly forty years ago.  He respects the Asahina dream of peace in the Empire, but his personal feelings keep getting in the way.   He will be very cold and remote in the presence of any Lion, though he is normally too honorable to actually breach protocol by openly insulting them.

	FIRE 3
	  AIR 2

	Intelligence 4


	Awareness 3

	EARTH 4
	WATER 3

	
	Perception 4

	VOID 3


TN to be Hit: 25


School/Rank:  Tamori Shugenja 3

Technique: Always add twice your Earth to your TN to be Hit.  You may spend a Void point to grant an identical bonus to another character (or to yourself) for a number of rounds equal to your School Rank +1.  You may grant this bonus to another member of the Dragon clan without spending a Void point.  You may only have one such free enhancement active at any time.  Affinity to Earth, Deficiency to Air.

Honor/Glory/Status: 3.6/4.6/2.5

Skills: Courtier 2, Defense 4, Divination 5, Etiquette 3, Kenjutsu 3, Medicine (Wound Treatment) 5, Meditation 4, Spellcraft 3, Theology 4. 

Mastery Abilities: +5 to TN of social rolls made against him.  May add Defense Ranks to TN to be Hit.

Spells: Sense, Commune, Summon, Counterspell, Force of Will, Earth’s Touch, Speed Growth, Armor of Earth, Benevolent Protection of Shinsei, Burst, The Fires that Cleanse, Katana of Fire, Inferno’s Tooth, Tempest of Air, Nature’s Touch, Benten’s Touch
Advantages/Disadvantages: Luck (1), Heart of Vengeance (Lion Clan)
Equipment: Kimono, travel pack, katana, wakizashi, scroll satchel

Hoshi Nagai 

Nagai is one of the tattooed men, but wears a formal kimono – only his shaved head and tattoos indicate his school.  He is a skilled artist in ikebana and painting, as well as a healer with no stomach for war.   He devoutly wants this festival to succeed.  Nagai is fundamentally a solitary man, and would have preferred to stay home with his painting and flower arranging, but felt himself duty-bound to attend this event.  

	FIRE 3
	  AIR 3

	
	Awareness 4

	EARTH 3
	WATER  3

	
	

	VOID 4


TN to be Hit: 15

School/Rank: Three Orders Monk 3

Honor/Glory/Status: 2.9/3.6/1.0

Skills: Artisan: Ikebana 3, Artisan: Painting 4, Courtier 2, Etiquette 2, Games: Shogi 2, Jiujutsu 4, Lore: Peasant Superstitions 2, Lore: Spirits 2, Meditation (Void Recovery) 3, Peasant Weapons (Tonfa, Bo) 5, Theology 4. 

Tattoos: Cloud, Arrowroot, Bat, Sun

Advantages/Disadvantages: Soft Hearted
Equipment: Tonfa, Bo, kimono, sandals, travel pack

Kitsu Riten 

An older man, nearing retirement age, who serves as one of the senior priests at the Kitsu Tombs.  He hopes that Kitsu Satomi will fill his shoes and is grooming her as his successor.  While he keeps his hair dyed blonde in the Lion fashion, he has started to let the white streaks show.  He does not wear it in a traditional samurai topknot, but rather allows it to hang freely, wreathing his face like a lion’s mane.  He is a devout, honorable, and very patient man.  He is also a long-time friendly rival to the local daimyo, Asahina Masuo, and has been invited here to help serve as a judge for the contests. 

	FIRE 3
	  AIR 3

	
	Awareness 4

	EARTH 3
	WATER  

	
	Perception 4

	VOID 3


TN to be Hit: 15

School/Rank: Kitsu Shugenja 3

Technique: May use Sense and Commune with regards to Ancestors to detect and communicate with ancestors.  You may also use Sense on other character to detect any advantages or disadvantages of a spiritual or kharmic nature (such as Bad Fortune, Blessing of the Elements, Benten’s Blessing, Benten’s Curse, etc).  This technique does not detect Shadowlands Taint.

Honor/Glory/Status: 3.5/3.0/3.6

Skills: Calligraphy 3, Courtier 3, Etiquette 4, Investigation 2, Juijutsu 3, Kenjutsu 1, Lore: Ancestors (Lion Clan) 4, Lore: History 3, Lore: Spirits 2, Meditation 2, Spellcraft 3, Tea Ceremony 3, Theology 4.

Spells: Sense, Commune, Summon, Counterspell, Castle of Water, Path to Inner Peace, Rejuvenating Vapors, Wisdom and Clarity, Near to Ice, Quiescence of Air, Call Upon the Wind, Earth’s Touch, Earth’s Stagnation, Biting Steel.

Advantages/Disadvantages: Balance
Equipment: Wakizashi, kimono, sandals, scroll satchel, traveling pack

Kitsu Satomi 

Riten’s apprentice is a young woman in her late teens who has spent most of her life up until now in the Kitsu Tombs, conducting religious studies and rituals.  Her mentor Riten has asked her to accompany him here in order to broaden her horizons.  She is a very serious and somewhat socially inexperienced woman, but is also highly honorable, and will endure no slight to her Clan or Ancestors.

	FIRE 2
	  AIR 3

	
	

	EARTH 2
	WATER 3

	Stamina 3
	

	VOID 3


TN to be Hit: 15

School/Rank: Kitsu Shugenja 2


Technique: May use Sense and Commune with regards to Ancestors to detect and communicate with ancestors.  You may also use Sense on other character to detect any advantages or disadvantages of a spiritual or kharmic nature (such as Bad Fortune, Blessing of the Elements, Benten’s Blessing, Benten’s Curse, etc).  This technique does not detect Shadowlands Taint.  Affinity to Water, Deficiency to Fire.

Honor/Glory/Status: 4.0/2.1/1.0

Skills: Calligraphy 4, Courtier 1, Etiquette 3, Lore: Ancestors (Lion Clan) 4, Lore: History 4, Lore: Law 2, Medicine 4, Meditation 3, Spellcraft 2, Theology 4

Spells: Sense, Commune, Summon, Counterspell, Path to Inner Peace, Wave-borne Speed, Wisdom and Clarity, Regrow the Wound, Cloak of Night, Echoes of a Breeze, Force of Will

Advantages/Disadvantages: Ebisu’s Blessing
Equipment: Wakizashi, kimono, sandals, scroll satchel, traveling pack

Akodo Tsunuko

The bushi assigned as yojimbo to the two Kitsu, Tsunuko is a short, wiry man, intensely proud of his achievements in the Lion Clan armies (where he is a gunso).  He knows he will do even more once open war erupts, and is quite willing to share this opinion with anyone who asks.  He is clearly looking forward to the coming war as a time of glory and excitement, and seems more than a little out of place here at this festival.  As an honorable Akodo he will not be so uncouth as to openly criticize his hosts, but in private conversations he will confess that he considers this festival tedious and a step away from a sham.  War has come, and Lion involvement, he believes, is a foregone conclusion.

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 3
	WATER  3

	
	Perception 4

	VOID 3


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

School/Rank: Akodo Bushi 2


Rank One: You may either ignore Armor or gain a Free Raise when attacking.  Also, you may gain a Free Raise on your first melee attack against an opponent in a skirmish, or against any opponent who has declared a Raise on an attack against you since your last turn.  These effects are cumulative, but you may only gain one Free Raise from an opponent who Raised against you, no matter how many Raises he took.  When rolling for damage or for a contested Battle roll, you may add your Water Ring to the total.


Rank Two: Before you roll to attack, you may choose either your attack or damage roll and declare that you will add twice your Honor Rank to its total.  You may spend a Void point to make an Honor Roll (even if you have made one this session), and only lose half the normal amount of honor for failed Honor Rolls and tests of Honor.

Honor/Glory/Status: 3.6/4.5/2.0

Skills: Athletics 3, Battle (Mass Combat) 4, Defense 4, Etiquette 1, Games: Go 2, Horsemanship 2, Iaijutsu 3, Jiujutsu 3, Kenjutsu (Katana) 4, Kyujutsu 4, Lore: History 3, Storytelling (Bragging) 4, Theology 1, War Fan 2

Mastery Abilities: Add Defense Ranks to TN to be Hit.  

Advantages/Disadvantages: Bishamon’s Blessing, Death Trance/Brash
Equipment: Daisho set, light armor, tessen, kimono, traveling pack, sandals

Moshi Jutso

A shugenja-ko who is deeply tanned and walks with the rolling gait of a sailor. She is more comfortable on a boat then in a court, and came here only because she was ordered to do so.  Her duty here is here to see which clans are aligning with the others in order to inform her daimyo.

	FIRE 4
	  AIR 3

	Intelligence 5


	

	EARTH 2
	WATER 3

	Willpower 3
	

	VOID 3


TN to be Hit: 15


School/Rank: Moshi Shugenja 3


Technique: Spend a Void Point to switch your Affinity and Deficiency to any elements of your choice (except Void) for one day for the purpose of casting (not learning) spells.

Honor/Glory/Status: 4.0/3.6/2.0

Skills: Artisan: Painting 2, Athletics 2, Calligraphy 3, Courtier 3, Craft: Sailing 3, Defense 2, Divination 2, Etiquette 4, Kenjutsu 2, Knives 3, Lore: Sailing 3, Lore: Shugenja 2, Meditation 3, Spellcraft 4, Tea Ceremony 4, Theology (Fortunes) 3

Mastery Abilities: Add +5 to TN of social rolls made against her.

Spells:  Sense, Commune, Summon, Counterspell, Extinguish, Fires of Purity, The Fury of Osano-Wo, Hurried Steps, Burn the Mind, Castle of Water, Purify Water, Wave-borne Speed, Tempest of Air, Wind-borne Slumbers

Equipment: Wakizashi, tanto, kimono, sandals, scroll satchel, traveling pack

Moshi Hiro 

A captain and trader, and a man in love with the sea.  Moshi Jutso has served on his crew several times, so he was selected to escort her to the festival.  Well tanned.  He is secretly in love with Jutso, but has kept this a secret, knowing that she will marry above his station and that telling her will only bring him heartbreak.  He secretly hopes she returns his feelings, but barring that, he harbors the ambition to earn enough good grace with his lord to be able to marry her.  Aside from his feelings for Jutso, he is a cheerful and garrulous man and enjoys talking of the sea and sailing.  

	FIRE 3
	  AIR 2

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3

	
	Strength 4

	VOID 3


TN to be Hit: 23 (28 in light armor)

School/Rank: Yoritomo Bushi 3


Rank One: No penalties for off-hand fighting or two-weapon fighting when wielding a peasant weapon in your off hand, nor for uneven terrain penalties less then your school rank x5.  Opponents gain no benefit from flanking you or attacking from higher ground.  Add Water Ring to damage rolls.


Rank Two: May choose to throw a weapon 20’ per rank in Strength and gain one kept die, but otherwise roll damage normally.  In melee, you may drive your weapon into your opponent sacrificing a rolled die for a kept die on damage.  You must declare this before rolling damage and may not sacrifice more dice then your school rank.


Rank Three: Gain an additional attack per round.  Gain a free raise on your off hand weapon only for knockdowns.  When making a Knockdown attack, roll additional dice equal to your school rank.

Honor/Glory/Status: 2.0/5.0/3.5

Skills: Athletics 3, Battle 4, Commerce 4, Courtier 2, Craft (Sailing) 5, Defense 3, Etiquette 2, Kenjutsu 2, Lore: Sailing 4, Peasant Weapons (Kama) 5, Storytelling (Poetry) 3, Theology 2 

Mastery Abilities: Add Defense Ranks to TN to be Hit.  Free Raise with Peasant Weapons and may subtract skill rank from Wound penalties when using that skill.  

Advantages/Disadvantages: Social Position (ship captain)/True Love (Moshi Jutso).
Equipment: Katana, wakizashi, two kama (kept in room), light armor (in room), kimono, sandals, traveling pack

Isawa Tatsuko

A friendly, moderately pretty young samurai-ko of about twenty, and the twin sister of Isawa Tsumi, to whom she serves as a yojimbo.  The two are very close and in casual conversation they often finish each other’s sentences.  Unlike her sister, Tatsuko is rather short, a trait further accentuated by her muscular swordswoman’s build.  She wears her long hair in a maiden’s foxtail.  Tatsuko is rather flirtatious with handsome men and is a bit irritated with her sister’s protectiveness. 

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2

	Stamina 4
	Strength 3

	VOID 4


TN to be Hit: 26 (31 with light armor)

School/Rank: Shiba Bushi 3

Rank One: When declaring combat posture, choose to add Void Ring to TN to be Hit, attack rolls, or damage rolls.  This bonus lasts until next round.  When taking actions, may spend multiple Void points.

Rank Two: Gain a number of Free Raises equal to School Rank on melee attack rolls, but the raises may only be used to Guard an ally.  If successfully Guarding an ally, any bonuses to her TN to be hit are shared with that ally, in addition to the usual bonus.  May raise or lower the TN of any spell cast at her by 5.

Rank Three: May now make an additional attack per round, and adds two times Air ring to TN to be Hit.

Honor/Glory/Status: 2.2/4.0/1.0

Skills: Artisan: Painting 2, Athletics 2, Defense 6, Etiquette 1, Horsemanship 2, Iaijutsu 4, Investigation (Notice) 2, Kenjutsu (Katana) 5, Kyujutsu 5, Meditation (Void Recovery) 4, Medicine 2, Spears (Naginata) 4, Theology 2

Mastery Abilities: May add Defense Rank to TN to be Hit, and may enter Full Defense when initiative is rolled.  Free Raise with Kenjutsu and Kyujutsu, and subtracts skill ranks from Wound penalties with those skills.

Advantages/Disadvantages: Kharmic Tie (Tsumi)/Compulsion (flirt), Small
Equipment: Katana, wakizashi, kimono, travel pack, light armor, sandals

Isawa Tsumi 

Tatsuko’s older (by fifteen minutes) twin sister, Tsumi is a trained shugenja and a devout, pious, and honorable young woman.  She has a protective attitude toward her “little” sister and tries to watch over her, especially when handsome men are around.  Tsumi is betrothed to a fellow Phoenix and intends to make sure her sister also marries honorably and well.  She wears her hair in a simple, loose ponytail.   

	FIRE 4
	  AIR 3

	Intelligence 5


	

	EARTH 3
	WATER 2

	Willpower 4
	Perception 3

	VOID 4


TN to be Hit: 15


School/Rank: Isawa Shugenja (Fire) 3

Technique: Whenever casting a spell, may spend as many Void points as desired.  Void Points spend on favored element (Fire) count twice.
Honor/Glory/Status: 2.8/4.0/1.5

Skills: Calligraphy 2, Courtier 3, Defense 2, Etiquette 4, Knives 2, Lore: Kami 3, Meditation 2, Spellcraft (Elemental Knowledge Fire) 2, Storytelling (Poetry) 4, Theology 4

Mastery Abilities: Add +5 to TN of social rolls made against her.   

Spells: Sense, Commune, Summon, Counterspell, Biting Steel, Extinguish, Fires of Purity, Tail of the Fire Dragon, Heart of the Inferno, Tempest of Air, Call upon the Wind, Fires from the Forge, Courage of the Seven Thunders, Path to Inner Peace, Rejuvenating Vapors
Advantages/Disadvantages: Kharmic Tie (Tatsuko)/Driven (protect her sister)
Equipment: Scroll satchel, kimono, travel pack, sandals, tanto
Yogo Satoshi 

Satoshi is a Rokugani “nerd,” a man more engrossed in his studies of the kami and spellcraft then in the world around him.  He hopes to become a Yogo Wardmaster someday and cannot conceive of any higher goal.  Satoshi seems to mutter to himself a lot, constantly speaking with the Kami, and as the story progresses he will become more and more confused and uneasy by their growing unhappiness.  He has wide, bulging eyes that always seem to stare, and his silk mask accentuates this by covering his upper face in dark colors, leaving the whites of his eyes highly visible.

	FIRE 2
	  AIR 3

	Intelligence 3


	

	EARTH 3
	WATER 3

	Willpower 4
	

	VOID 3


TN to be Hit: 15

School/Rank:  Soshi Shugenja 2

Technique: Gain a Free Raise when casting Secrets on the Wind, Reflective Pool, and Essence of Air, as well as a Free Raise on stealth rolls whenever attempting to cast a spell without being noticed.  Affinity to Air, Deficiency to Fire.
Honor/Glory/Status: 1.8/2.8/1.0

Skills: Calligraphy 4, Courtier 1, Etiquette 1, Games: Shogi 3, Investigation 3, Kenjutsu 1, Knives 1, Lore: Kami 3, Lore: Shugenja 6, Meditation 2, Spellcraft 4, Stealth (Spellcasting) 3, Storytelling 4, Tea Ceremony 2, Theology 4

Spells: Sense, Commune, Summon, Counterspell, Secrets on the Wind, Banish, Nature’s Touch, Quiescence of Air, Benten’s Touch, Essence of Air, Path to Inner Peace, Reversal of Fortunes, Reflective Pool, Elemental Ward, Force of Will

Advantages/Disadvantages: Sage/Phobias (multiple)
Equipment: Wakizashi, tanto, kimono, sandals, scroll satchel, traveling pack 

Shosuro Kydoko 

It would be very easy to overlook Kydoko – a small man who tends to blend into the background.  This is, of course, just the way he likes it.  He is here on behalf of his family, tasked to gather as much useful information on the upcoming war as he can. He considers this festival to be little more than a joke, but will carefully keep such feelings to himself.  He wears a wooden mempo with the claws of a scorpion framing his mouth.

	FIRE 3
	  AIR 4

	
	Awareness 5

	EARTH 3
	WATER  3

	
	

	VOID 3


TN to be Hit: 15

School/Rank: Soshi Shugenja 3

Technique: Gain a Free Raise when casting Secrets on the Wind, Reflective Pool, and Essence of Air, as well as a Free Raise on stealth rolls whenever attempting to cast a spell without being noticed.  Affinity to Air, Deficiency to Fire.

Honor/Glory/Status: 1.1/1.5/1.0

Skills: Artisan: Painting 1, Calligraphy 3, Etiquette 4, Theology 4, Courtier 3, Games: Sadane 4, Meditation 2, Spellcraft 3, Stealth (Spellcasting) 4, Storytelling (Poetry) 4

Spells: Sense, Commune, Summon, Counterspell, Secrets on the Wind, By the Light of Lady Moon, Wind-borne Slumbers, Tempest of Air, Hidden Visage, The Eye Shall not See, Reversal of Fortunes, Purify Water, The Ties that Bind, Earth’s Touch, Earth’s Stagnation.

Advantages/Disadvantages: Bland, Precise Memory, Read Lips/Small
Equipment: Wakizashi, tanto, kimono, sandals, scroll satchel, traveling pack

Horiuchi Umiko 

A young, inexperienced shugenja, with almost no previous visits to court.  He is very gung-ho, and has served with the Baraunghar Army as a scout and medic.  He is delighted with the chance to visit the lands of the Asahina.  He likes to tell stories about horses, and clearly has an affinity for the animals.  

	FIRE 2
	  AIR 3

	Agility 3


	

	EARTH 3
	WATER 3

	
	Perception 4

	VOID 2


TN to be Hit: 15


School/Rank: Iuchi Shugenja 1


Technique: Gain a Free Raise on any spell that grants or enhances movement in any way.
Honor/Glory/Status: 3.8/1.7/1.0

Skills: Artisan: Painting 3, Athletics 3, Calligraphy 3, Defense 2, Etiquette 4, Horsemanship 5, Juijutsu 3, Lore: History (Unicorn Clan) 4, Medicine 5, Meditation 4, Spellcraft 4, Theology (Fortunes) 4

Spells: Sense, Commune, Summon, Nature’s Touch, Heart of Nature, Sympathetic Energies, Wave-borne Speed, Regrow the Wound, Reversal of Fortunes, Force of Will, Jade Strike, Walk Without Passing, Tremor, Tempest of Air

Advantages: Absolute Direction, Quick Healer/Phobia (enclosed spaces)
Equipment: Wakizashi, tanto, gaijin riding horse, traditional robes, sandals, scroll satchel, traveling pack

Suzume Ichiko 

A middle-aged samurai-ko from the poorest Clan in the Empire, Ichiko is having something of a mid-life crisis.  She was an exceptional bushi and never married, but during the peasant rebellions triggered by the drought last year, she suffered a wound to her leg that, despite the best care of her lord’s shugenja, could not be fully healed.  As a result, she has been assigned to diplomatic roles where her wound will be less problematic.  She is a deeply unhappy woman and lacks confidence in her ability to represent her Clan in court.  Although her wounds give her a sympathetic view to those who favor peace, she recognizes the Crab war cannot be averted and her foremost duty is to build support for the Sparrow Clan so that it does not get overwhelmed in the conflict.  

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 3
	WATER 2 

	
	Strength 3

	VOID 3


TN to be Hit: 15

School/Rank: Ronin Bushi 3


Rank One: If you are declared the target of an attack, you gain one additional rolled and kept die to your attack or damage roll versus that opponent each round.  You must declare which roll receives the bonus at the beginning of each combat round.  This technique only applies to one opponent per round, but may be switched from one to another, as long as each opponent has declared you the target of an attack.


Rank Two: You receive a bonus to your initiative equal to the number of wounds you suffered.  This bonus only applies the round immediately after you were wounded.  If, during that round, you attack the opponent who wounded you, you roll two additional attack dice against him.


Rank Three: You gain an additional attack per round.
Honor/Glory/Status: 3.7/3.2/2.0

Skills: Athletics 3, Calligraphy 1, Courtier 2, Defense 2, Etiquette 3, Games: Go 3, Hunting 2, Iajutsu 4, Kenjutsu (Katana) 4, Kyujutsu 3, Lore: History 5, Storytelling 6, Theology 2

Advantages/Disadvantages:  Voice/Lame, Permanent Wound
Equipment: Katana, wakizashi, ashigaru armor, kimono, sandals, traveling pack

Ide Kwanchi 

Am older diplomat who has traveled outside the Empire several times and speaks four languages.  Kwanchi is very easy-going on the surface, but he always has an angle, and deep down he is personally angry about the coming war – he worries that his grandson will die in this conflict.  While this is the fate of a samurai, he would like to see his only grandson married and continuing the family line before facing death.  Like Kitsu Riten, he has been invited here to judge the contests.  

In fact, Kwanchi has been replaced by a penaggalan, a hideous vampiric creature inhabiting his body.  The thing took his form three years ago and has maintained the masquerade by arranging to kill off his wife.  The penaggalon is a skillful infiltrator and is quite good at maintaining its persona as an elderly and highly experienced Unicorn courtier – the creature itself has actually been to the Burning Sands and does indeed speak four languages.  Its Taint cannot be detected by any normal means so long as it is inside its host body, but a PC who speaks with Kwanchi for a while and expresses suspicion about him can roll Raw Perception at TN 30 to detect a faint scent of vinegar.   He will excuse this by claiming he eats a great deal of sushi (whose rice is soaked in vinegar).

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	Strength 4


Shadowlands Taint Rank: 4.0 (cannot be detected while it is inside its host body)

TN to be Hit: 20

Attacks: 4k4

Damage: 3k1

Wounds: 6 Wounds per Rank (Wound Ranks as per human)


Perceived Honor/Glory/Status: 3.0/4.0/3.0

Skills: Acting (Disguise) 3, Commerce (Merchant) 4, Courtier (Manipulation) 5, Deceit (Lying) 4, Etiquette (Conversation) 6, Horsemanship 3, Investigation (Notice) 3, Games (Go) 3, Games (Sadane) 4, Stealth (Sneaking) 5, Storytelling (Poetry) 4, Underworld 3

Advantages/Disadvantages: Languages (Rokugani, Senpet, Rhuumal, Yobanjin)

Special Abilities: Constriction (those hit can be Grappled with slimy innards, causing 4k2 damage on each round the Grapple is maintained), Fear (rank 5), Flight (moves at twice normal movement rate), Invulnerability (only hurt by jade, crystal, obsidian, or magic).  

Typical Castle Guards (Interchangeable)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2 
	WATER 2 

	
	Strength 3

	VOID 2


[Wounds are at +2 per Rank.]

TN to be Hit: 18 (23 in Light Armor).

School Rank: Daidoji Yojimbo 1


Yojimbo Rank One: Add Honor Rank to total of Wounds at each Wound Level.  Add Air ring to all Attack rolls. 

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Athletics 2, Battle (Skirmish) 2, Courtier 1, Defense 3, Etiquette 2, Iaijutsu 3, Investigation 1, Kenjutsu 3, Kyujutsu 2, Meditation 1, Spears 2, Theology 1.

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

Advantages/Disadvantages: None.
Equipment: Daisho set, kimono, light armor, 5 koku.

GM Aid: The Contests

The First and Second Day’s Contests 

For those contests which require only a single roll, a total result is given for those NPCs who participate, and a “--“ for those who do not.  For contests which require multiple rolls or opposed rolls, the chart indicates “yes” if that NPC will compete, and “no” if s/he does not.  

	Name
	Poetry
	Story
	Theology
	Painting
	Kendo
	Archery
	Non-lethal
	Horsemanship

	Isawa Tatsuko
	    --
	    --
	   17
	   21
	   yes
	   yes
	    no
	    yes

	Isawa Tsumi
	   40
	   25
	   42
	    --
	   no
	   no
	    no
	    no

	Tonbo Ishii
	    --
	    --
	   --
	    --
	   yes
	   no
	    no
	    no

	Hoshi Nagai
	    --
	    --
	   31
	   31
	   yes
	   no
	    yes
	    no

	Moshi Jutso
	    --
	    --
	   45
	    27
	   no
	   no
	    no
	    no

	Moshi Hiro
	    30
	    18
	   19
	    --
	   yes
	   no
	    no
	    no

	Akodo Tsunuko
	    22
	    21
	   16
	    --
	   yes
	   yes
	    yes
	    yes

	Suzume Ichiko
	    30
	    39
	    32
	    --
	   yes
	   yes
	    no
	    no

	Yogo Satoshi
	    21
	    25
	    19
	    --
	   no
	   no
	    no
	    no

	Shosuro Kydoko
	    26
	    24
	     --
	    33
	   no
	   no
	    no
	    no

	Horiuchi Umiko
	    --
	    --
	    23
	    22
	   no
	   no
	    yes
	    yes


The Shugenja Competition

	Name
	Power (total roll)
	Presentation (Raises for Clarity)
	Points for Theme
	Control (Stamina/Spellcraft)

	Tonbo Ishii
	30
	3
	1
	33

	Kitsu Satomi
	25
	2
	1
	20

	Moshi Jutso
	28
	2
	2
	19

	Isawa Tsumi
	36
	4
	1
	24

	Yogo Satoshi
	26
	2
	0
	31

	Shosuro Kydoko
	33
	3
	0
	21


Courage
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