Winter Court: High House of Light

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

by Rob Hobart

A legendary duel has been scheduled between Kakita Saburashi and Mirumoto Kanjo, and the Dragon Clan has honored you with the chance to witness this event.  

Adventure Summary and Background

The Dragon duelist Mirumoto Kanjo has challenged Kakita Saburashi, the sensei of the Kakita Dueling Academy, to a duel to prove the superiority of the Dragon fighting style. Saburashi has accepted, and in honor of this exceptional duel, the Dragon have agreed to host the event at the legendary High House of Light, the seat of the Dragon Champion and home to the Three Orders of tattooed men.  

This rare occasion has resulted in the High House hosting a Winter Court for the first time in centuries. Prominent samurai from many parts of the Empire have been invited to attend, to enjoy the hospitality of the Dragon and to witness the remarkable duel, one which promises to be as great, or greater, than the match between Saburashi and Mirumoto Jinzaki over a decade ago.  True to their enigmatic nature, the Dragon have also invited some samurai of unexpectedly low station.

However, the spectacular duel is not the only notable event which will take place this winter. The Dragon Champion, Togashi Imasu, is a tormented man whose failure has twisted and distorted the entire Tattooed Order.  Thirty years ago, while a young man just past his gempukku, he fell in love with a maiden in the Togashi family.  This unfortunate passion shattered the wholeness of his soul, breaking his mind into three personalities.  The event ramified throughout the Tattooed Orders, causing the long-absent family names of Hitomi and Hoshi to re-emerge.  Even worse, because it was the Sin of Desire which broke Imasu’s mind and soul, he became vulnerable to the appeals of the Obsidian Dragon, the Moon, whose power was growing as corruption spread throughout the Empire.  Almost two years ago, Imasu’s lover, who committed suicide after their catastrophic relationship, rejoined the Dragon Clan in a new incarnation: Hitomi Choujo, a young woman from the Lion Clan who felt the calling to the Tattooed Orders.  Her presence in the High House of Light drove Imasu even further down to the path of madness, and when he heard the call of the Obsidian Dragon once again, he submitted. This last spring, when a strange eclipse spread darkness across the Empire, Imasu’s shattered mind accepted the power of the Obsidian Dragon, and he became the Avatar of Obsidian.  Now, that transformation is beginning to slowly poison the minds and spirits of the Hitomi family, Choujo included, and threatens to eventually consume the entire Dragon Clan – and perhaps the Empire.

All is not lost.  A man named Otomo Torakage was born as a tamashii, one of those with the power to house another’s soul.  For the last three years he has been plagued with strange visions, and has begun to spontaneously manifest tattoos in the manner of the Hitomi.  Otomo Torakage is destined to accept and heal Isamu’s wounded soul, purifying it of Obsidian’s Touch. He will not be able to do this alone, however – it will be up to the PCs to help him to save the Dragon Clan.

A Note Regarding Otomo Torakage

Otomo Torakage is a PC (player character) who can potentially become an NPC as a result of the events in this adventure.  It is intended that he should survive this adventure, whether or not he succeeds in fulfilling his destiny and saving the soul of Togashi Imasu, and the GM should bear this in mind.    

Note for the GM on Running this Adventure

Unlike many Heroes of Rokugan modules, this adventure does not have a specific structure – rather, it provides an assortment of NPCs and situations which the GM should use as tools to put together a loose narrative over the course of the adventure.  The goal, obviously, should be to get Otomo Torakage and the player-characters to the final confrontation with the Avatar of Obsidian, but the PCs can follow many different paths to reach that ending, and the GM should be prepared to adjust the module “on the fly” to character actions and choices. 

Introduction

The adventure begins with the PCs arriving at the High House of Light, the seat of the tattooed orders and the capital of the Dragon Clan:

Ahead of you, the long and winding road you have followed through the Dragon Mountains finally ascends the side of a jagged mountain.  High up above you, the road turns into a staircase as it approaches the gates of the massive castle which perches atop the mountain’s peak.  Somehow, the road seems to fade into the side of the mountain as you draw closer, and by the time you reach the foothills of the mountain, you are not even sure if you are still on the road.  Sitting beside the road, poking at the dust with a stick, is a muscular tattooed man dressed in an open-fronted green kimono.  

This is Hitomi Tauku, the daimyo of the Hitomi family.  Despite the family’s reputation for violence and insanity, he is actually a calm and self-controlled man, and bows to the PCs with hands clasped.  “Welcome to the High House of Light, honored samurai.  I am Hitomi Tauku, and the task has fallen to me to be your guide.  Please follow me.”  He leads the PCs forward, and as they follow in his steps the road and stairs become visible again. 

Tauku leads the PCs up the road until it turns into stairs, snaking up the mountainside to the main gate.  “From here you can find your own way, samurai-sans,” he says with a bow.  “I must return below to guide additional guests to our home.”   

The PCs proceed up the stairs to the mighty gates of the High House of Light, which are set directly into the mountainside.  (Some PCs may have made this climb once before, in the adventure “In Search of the Future.”)  The gates stand open, and several Tattooed Men await their guests.  They bow politely to the PCs and bid them follow to the guest quarters which have been prepared for them.

The PCs are shown to their rooms and allowed the chance to bathe, rest, and explore the High House of Light.  See “Exploring the High House of Light,” below, for details of what the PCs can find in this most exclusive of Clan citadels.  

Welcoming Ceremony

Two days later, as the last of the guests arrive, a grand welcoming ceremony is held in the central courtyard of the High House:

In answer to a summons delivered by one of the Tattooed Men, you gather in a circular courtyard that seems to lie in the center of the Dragon stronghold.  Temples and shrines surround the courtyard on all sides, and behind them you can see higher structures silhouetted against the sky.  The stone flagstones below your feet have been inscribed with kanji, forming quotations from the Tao of Shinsei.  Icy high-mountain winds shrill overhead, but here between the sheltering walls of the buildings, the air is calm, and the small circular garden at the center of the courtyard boasts a pleasing array of well-tended shrubs, as well as three cherry trees which, while bare and lifeless now, surely bring color and life to this place in the spring.

PCs who look around at the other guests will see an assortment of Dragon, Crane, and a scattering of samurai from other Clans.  The GM should specifically mention the presence of Hitomi Fuguki and his young pretege Choujo, of the aged and broken-looking Kuni Otango, and a large group of noble Cranes.  

· PCs who have played the adventure “Tournament of the Topaz Champion” or the Interactive “Festival of Heaven’s Mercy” will recognize Kakita Saburashi, the daimyo of the Kakita family, in the midst of the crowd.

· Likewise, if they have played the adventure “Unrequited Love” they will recognize Doji Akane, the former Kitsuki Akane and regent of the Crane Clan, standing near Saburashi.

· If the PCs have not played these adventures, they can roll Intelligence/Lore: Heraldry at TN 20, or Lore: Crane at TN 15, to recognize these individuals.

Standing before the largest of the temples are two tattooed men in loose-fitting green garments – you recognize one of them as the man who guided you up the mountainside.  Behind them stands another man, a tall figure wearing only a pair of loose green pants, bare-chested despite the cold.  Tattoos cover his body, including elaborate images of dragons that seem to coil across his torso.

PCs who roll Intelligence/Lore: Heraldry at TN 25 or Lore: Dragon at TN 20 can identify the two men in front as Hoshi Ijisu and Hitomi Tauku, the daimyos of their respective families.  If the PCs beat the TN by 5 or more, they can guess that the man in the back is Togashi Imasu, the Dragon Clan Champion.  If not, he can be identified by any of the Tattooed Men who are here.  Imasu does not speak, and his gaze seems remote and inward-turned throughout the scene.

It is Hoshi Ijisu who addresses the guests: “Welcome, one and all, to the High House of Light!  We are deeply honored that all of you have agreed to share our winter here.  As you may know, one of our sensei, Mirumoto Kanjo, has issued a challenge to the noble Kakita Saburashi.”  He pauses to bow to Saburashi, who answers with a stern nod.  “Mirumoto Kanjo-san is still completing his warrior’s pilgrimage, and expects to arrive here by the end of the winter.  In the meantime, we invite you all to share in our hospitality.  The High House of Light is a place of enlightenment and peace, where we of the Tattooed Orders pursue our studies of the Fortunes and the Tao.  Thus, we cannot offer the sort of hospitality you might be accustomed to in other courts.  Instead, we offer you the opportunity to spend this winter in peaceful contemplation and prayer.  For your sake, we will be hosting a special celebration of the Heavens each month in one of the main temples here.”  He gestures at the large temples surrounding the courtyard.

“We are also honored to announce the presence of the famed Go grandmaster Kamato, who played the late and revered grandmaster Doji Fujumura before his death last year.  In honor of the impending duel between Kanjo-sama and Saburashi-sama, we have arranged for the Empire’s newest grandmaster, 10-Dan Doji Mizuki, to be present this winter to accept Kamato’s challenge in Go.”  He bows respectfully to an aged, genial-looking man in the garb of the Brotherhood of Shinsei and a middle-aged woman in Crane colors.   

· PCs who look to see how the Crane woman reacts to this announcement can roll Awareness/ Investigation (Notice) at TN 25 to sense she is angry at this announcement, although she conceals it well.

At this point, everyone sees Togashi Imasu suddenly turn and walk into the doors of the tallest temple on the mountaintop, a five-story pagoda with huge carvings of the celestials dragons adorning its gates and pillars.  The two lesser daimyo seem a bit disconcerted by this, but lose only a slight beat before concluding their speech.  “In conclusion, we once again welcome you all to the High House of Light.  This is a rare occasion for we of the Tattooed Orders to have so many guests in our house.  We trust that you, like we, will find it an enlightening and memorable experience.” 

· If any PC asks what Imasu was doing just before he left, that PC can roll Intelligence/Investigation (Notice) at TN 20 realize that Imasu seemed to look at Hitomi Choujo just before he suddenly turned and left.  If the PC rolls TN 35 or better, s/he gets the strange impression that Imasu’s eyes seemed to turn dead black in the instant before he turned away.

Notable Guests 

The PCs are among an eclectic assortment of guests who have been invited to attend the Winter Court.  The most prominent among these are of course the Cranes – with Kakita Saburashi attending to face his first challenge in over a decade, the Crane have sent a large delegation that includes many prominent members of their Clan, including the current acting Clan Champion, Doji Akane.  Visitors from other Clans are less prominent, and the Dragon choices seem a bit perverse in some cases.

4-Dan Kuni Otango is an older man, a skilled Go player in his late fifties, with a long graying beard and a balding head.  He has a walking stick of polished black wood on the floor next to him, and speaks in a low, gravelly voice.  Otango is still grieving for his granddaughter, Aya, who died last summer while in the grip of physically debilitating visions and prophecies.  He has not played Go since then.  Although he still loves the game, he feels pangs of guilt and sorrow every time he picks up a stone – Aya died while traveling with him to a Go tournament.

Otango is weighed down by more than just sorrow and guilt. He carries a spiritual burden, laid on him at the moment of Aya’s death, and embodied in her netsuke, which he carries as a memento of her death.  If the PCs can convince him to give this netsuke away, he will be cleansed, and one or more of the PCs will become minor inheritors to Aya’s power of prophecy.

If a PC challenges Otango to a game of Go, he will be reluctant to play, and will confess the reasons if the PC seems curious or sympathetic.  A PC who finds a gentle or eloquent way to urge him into resuming the game can roll Awareness/Etiquette (Sincerity) at TN 25 to persuade him to resume playing the game.  His skill roll with Games: Go is 7k3.  

3-Dan Yasuki Tomei and 3-Dan Yasuki Joman are two courtiers, one Crab and one Crane.  They are cousins and enjoy a friendly rivalry.  Tomei is a heavyset man with a hearty laugh, slightly loud but never actually rude.  Joman is slim and more quiet, full of restrained energy.  Both men are avid Go players and socially gregarious. 

The two Yasuki courtiers will spend much of their time in the High House this winter playing Go and Kemari, drinking tea and/or sake, and “politely debating” the relative merits of their two branches of the Yasuki family.  A favorite topic is the Kemari tournament every winter which determines which branch of the Yasuki family will get to host their family’s Winter Court.  Apparently Tomei won this tournament two years ago, but Joman insists he would have won if he had not been tired from the previous night’s drinking contest, not to mention the questionable legality of using elbows.  This has become a recurring, eternal argument between these two men, and they enjoy roping in outsiders to support one side or the other as to whether using elbows is legal.

· Anyone who rolls Intelligence/Games (Kemari) at TN 10, or Intelligence/Etiquette at TN 20, will know that using elbows is in fact illegal in Kemari, and if they point this out, Joman will say, “Well, just as I said!” and buy the PC a drink.

If anyone challenges either of the Yasuki to a game of Go or Kemari, they will happily accept.  Their skill rolls for Go are both 7k3.  For Kemari, Tomei rolls 6k2, while Joman rolls 5k3.

Over the course of the winter, these two courtiers will form a friendship with the Unicorn daimyo, Shinjo Asakura, and the three of them will become a regular group to be found drinking, telling stories, and playing games of Go at odd hours of the day and night.     

Doji Akane is the current acting regent of the Crane Clan.  She is a beautiful young woman, just over twenty. PCs may have met her in the adventure “Unrequited Love,” in which she won the hand of Doji Sarutomo, the Crane Clan Champion, with a brilliant dance.  With his unexpected seppuku last spring, she has been forced to step into the role of Crane Clan Regent until her infant son comes of age.   

Akane is an honorable woman, trained as a Kitsuki courtier, and is doing her best to lead her adopted Clan through these difficult times.  She has accompanied Kakita Saburashi to the High House of Light to escape this struggle for a time, to be able to enjoy the serenity and enlightenment of this remote place while the Crane Clan’s courtiers and diplomats handle politics in other castles, far away.  Her infant son is back at Kyuden Doji, carefully watched by doting maids and fierce bodyguards.  

Underneath her façade of flawless etiquette and skilled performance, Doji Akane is a frightened and lonely young woman, nearly overwhelmed by the pressures of her unexpected promotion to leadership of a Great Clan. There is the potential for her to get into a romance with a suitable PC (see “The Crane Clan Widow” for details).  She will often spend many late evenings in the Temple to Doji, practicing her dance by candlelight.   

Doji Matsui is a handsome Crane bushi in his twenties.  PCs who attended the Emerald Championship three years ago (as depicted in the adventures “Wrath of the Kami” and “Unrequited Love”) will remember Matsui, who was the favored Crane candidate in the tournament and, in fact, made it to the final match before losing to Kitsuki Jiro.  Matsui will not be angered by a PC recalling that event – in fact, he freely admits Jiro was the better duelist, and carefully avoids criticizing the Emerald Champion in any way.  

Matsui is intensely honorable, well-mannered, and highly civilized, in many ways the Crane Clan’s ideal. He deeply respects his sensei Kakita Saburashi and openly expects him to defeat Mirumoto Kanjo, but he will not be in any way boastful or offensive when discussing this. Matsui does not approve of Kakita Amika’s attitude or behavior, although he will refrain from saying anything directly about her in public.  He knows nothing of note about the Go grandmaster Doji Mizuki other than her rank and reputation.

10-Dan Doji Mizuki is a woman in her late thirties, but looks older, with lines in her face and a perpetual expression of irritable tension.  She is accompanied by her husband, Doji Shikunsu, a stoop-shouldered, hen-pecked courtier who is one year older than her but looks and acts like a man in his late fifties.  Mizuki is, at long last, the reigning Go champion of Rokugan, after spending a frustrated decade in the shadow of the late grandmaster Doji Fujimura.  Any PC who rolls Intelligence/Games: Go at TN 15, or Intelligence/Lore: Crane or Lore: History at TN 20, will know that Mizuki spent over a decade ranked at 9-Dan, behind Fujimura and the unrated but extraordinary monk Kamato.  She ascended to 10-Dan rank within a month of Fujimura’s death during the Chrysanthemum Festival last year.  

Mizuki is very protective and proud of her position as the Empire’s only 10-Dan Go grandmaster. The announcement of her game against Kamato will put her in a very prickly mood and she will snap out angry insults at anyone who remotely questions her qualifications.  The reason for this behavior is simple: she conspired with the Scorpion Clan to poison Fujimura.  

Kakita Amika is a cold, angry young woman of the Crane Clan.  PCs may have previously met her in the adventures “Tournament of the Topaz Champion” and “Grave of Heroes.”  Unlike many Crane, Amika chooses to leave her hair its natural black.  She was once very beautiful, but three years ago she was gruesomely scarred in a duel with a fellow Crane.  A jagged white line runs up the right side of her face, creasing the corner of her mouth and bisecting her right eye, which is now white and blind.  This experience has left her bitter and depressed – she is infatuated with her teacher and daimyo, Kakita Saburashi, and believes this scar has cost her any chance of winning his heart.  She icily rebuffs any friendly or romantic overtures from other samurai, although she never violates the rules of etiquette.  She exhibits a stony cruelty toward commoners – she uses this to express her anger over her condition – although the relative rarity of servants in the High House of Light will make it difficult for the PCs to notice this.

Some PCs may have Obligations to duel Amika.  She will confront these PCs immediately after the opening ceremonies.  “It is time for us to settle our business, samurai-san.  However, we have been invited here to witness what promises to be the greatest duel of our generation, and I have no wish to insult our hosts by disrupting the peace of their temples.  Therefore I suggest we meet for our duel on the last day of winter, when Lord Saburashi-sama has settled his duel with this Mirumoto Kanjo.”  If the PC refuses and insists on resolving the duel now, Amika will coldly agree (and fights to the very best of her ability), but the PC will lose 1 point of Honor and 3 points of Glory for disrupting the peace and etiquette of the High House.    

Kakita Saburashi, the daimyo of the Kakita and master sensei of the Kakita Dueling Academy.  He is in his mid-forties but unwilling to retire, obsessed with the need to perfect his swordsmanship and discover the “Perfect Strike.” He is famous (and notorious) for refusing his victory in the Emerald Tournament thirteen years ago on the grounds that his skills were not worthy of the position. Saburashi is totally dedicated to the study of swordsmanship, revered by his students, but looked down on elsewhere in the Empire for his eccentric single-minded attitude and his lack of interest in leading his family.  Physically, Saburashi is a grim, stern-looking man, with white-dyed hair always tied in a severe samurai topknot. 

At this Winter Court, Saburashi will spend all his time obsessively practicing his swordsmanship, preparing for the duel to come.  He will give lessons to his students here but will not otherwise spend any time socializing, and when he is not practicing swordsmanship he prefers to meditate in the High House’s chilly, remote upper shrines.   

Kitsu Mokuna, an enthusiastic and honorable half-blooded Kitsu with gold-tinted eyes.  He is in his mid-twenties but seems younger, almost boyish. He possesses a deep fascination for the spirits and ancestors, as well as a personal taste for ghost stories.  He does not, however, actually know very much about yorei or gaki (his education has focused on more virtuous spirits) and is something of a sucker for inaccurate ghost stories.  If anyone expresses interest in, or knowledge of, ghosts, he will while away endless hours talking with them.  

Some PCs may have met Mokuna in previous adventures (specifically “Tears of a Fox’s Heart” and “Bayushi Lineage”), and they will notice he seems a somewhat more serious man than before, although he retains his enthusiasm for spirits and ghosts.  If any PCs befriend him, he will explain that he has dedicated himself to finding a way to recover the lost swords of the late Imperial princes, Toturi Hatsu and Toturi Kobashi.  “We had long believed the Tsuno were gone, and their return was deeply disturbing.  Since the swords have not been recovered, I must presume there are still some Tsuno who remain, perhaps hidden in the dark realm of Toshigoku.” He has hopes of eventually mastering the skill of visiting the spirit realms and tracking down the swords’ location.    

Ikoma Kurai, the famous Lion poet, is the most prominent Lion here  (except for any high-ranking PCs). He is a short, somewhat plump young man with a dreamy, distracted air, and is easily flustered by the attentions of pretty women.  He is very grateful to the Dragon for inviting him here, since he finds the High House of Light to be a hugely inspiring location for his poems, and expects the duel between Saburashi and Kanjo to be similarly inspirational.  

Isawa Ganaha is an energetic provincial daimyo in his mid-twenties, and wears shugenja robes and a traditional samurai haircut and topknot.  He spends much of each day in prayer and contemplation, and PCs who visit the various shrines in the High House of Light will encounter him often.  He is an idealist who wants what is best for the Empire, and will speak eloquently of his hopes that the Clans will be able to avoid war in the coming year.  He is also a spiritually sensitive man, with a knack for picking up the underlying currents of the local kami, and as the Winter Court progresses he will become aware of the growing spiritual imbalance among the Tattooed Orders.  

Shosuro Mitaka is a middle-aged man with hair just starting to turn gray.  He is handsome and charming in the manner of a well-kept older man, and enjoys pleasant conversation, philosophical debate, and gazing at beautiful things, whether they be flowers, sunsets, or women.  Mitaka is semi-retired, unwilling to go to a monastery but too old, and too controversial, to continue serving his Clan elsewhere.  The Shosuro were quite baffled that he was invited to the High House of Light, but were happy to be rid of him for the winter, for they find him an embarrassment due to his quirky opinions.  

Mitaka is the Rokugani equivalent of a philosophical skeptic.  He has no faith in bushido, regarding it as merely a clever intellectual concept.  He is also quite dubious about the existence of ancestors, Fortunes, and other divine beings, pointing out that all such entities could be merely the illusions of skilled shugenja or of human self-deception.  “The Kitsuki have noted more than once that human witnesses, far from being supremely reliable, are in fact very often mistaken, even in matters of simple fact.  And of course men under stress can frequently see things which are not there, as the Crab can attest.  Who is to say that all our visions of gods and ancestors are not self-delusions?”  He finds the High House of Light quite impressive as an artistic and cultural display, but his religious views remain unmoved by its remote beauty.   

For all his strange views, Mitaka is a polite and friendly man.  He quietly but deeply enjoys the limited pleasures of daily life (since he suspects there is no other life beyond) and finds courtesy and etiquette quite valuable for helping keep life pleasant.  He almost never raises his voice or loses his temper, and if a PC becomes angry or confrontational with him, he will usually change the topic with a smile: “Perhaps we should speak of other things, then. Is not this ikebana arrangement beautiful?”  The only thing which will make him angry is if a PC tries to force him into actually participating in a religious event – this will cause him to become biting and acerbic, verbally slamming the PC’s lack of manners in clever but very painful ways.  

Mitaka is not an active Go player, but enjoys the intellectual stimulation of watching others play.  He is also a fairly perceptive man, and will pick up on the strange behavior of the Tattooed Men, as well as any romances that take place.  

3-Dan Shinjo Asakura is an older samurai, approaching retirement, with white streaks in his hair.  He wears a long mustache in the Moto style, and is a strong supporter of the Moto family and its leadership of the Clan.  Asakura is a minor provincial daimyo and a former officer in the Junghar, now retired due to age.  He is an avid Go player and is delighted at the presence of the monk, Kamato, who he has long wished to play against.  He is less impressed by the presence of Doji Mizuki – although her skills are formidable, he finds her to be a player lacking in a true understanding of the game.  “Go is not merely about winning,” the old Unicorn is fond of remarking.  “A defeat at the hands of a truly great player teaches one far more than could ever be learned from playing one who does not understand Go in their heart and soul.”  

Asakura will observe the game between Kamato and Doji Mizuki avidly, will play Go with any other guests who are willing, and will seek out teaching games with Kamato.  (If a PC wishes to play him, his skill roll with Games: Go is 7k3.)  He will become a frequent companion of the two Yasuki courtiers, and the three of them will be a regular group found drinking, telling stories, and playing games at odd hours of the day and night.     

Otomo Torakage is a lean, well-toned young man with hardened knuckles, but hides these features under an elaborate kimono which makes him appear to be a more typical courtly “Otomo.” He wears his hear in a traditional samurai topknot in public, and oddly for an ostensible courtier, carries a katana and wakizashi.  Although he was raised in the Otomo tradition of cunning and manipulation, he does not rely on deceit unless absolutely necessary.  He is a shameless flirt, though he rarely follows up with an actual affair.  He keeps his opinions on the Empire’s larger affairs to himself, chatting blandly with those around him without revealing his position.  He is polite and generally does not bring up sore subjects, and always shows more than necessary deference to anyone of equal or higher status.

Beneath his smooth exterior, Torakage is a troubled man. He began manifesting Kikage Zumi tattoos two years ago, after a brief previous sojourn in the High House of Light, and he has received certain portents suggesting he must fulfill some manner of destiny at this Winter Court. He will be hesitant to reveal these things too easily, but will keep a careful eye on all the PCs and note which ones seem to pick up on the spiritual problems in the High House, eventually approaching them (see “Torakage Speaks to the PCs” later in the module for details).  He is a friend to Hitomi Fuguki, and often spends time in conversation with the eccentric Dragon.  

10-Dan Kamato is a tall, shaven-headed, ageless man dressed in the simple robes of a monk from the Brotherhood of Shinsei.  Despite his age, his back is straight, and while he carries a walking stick it is clear he does not require its help.  His usual expression is a serene smile, and he frequently rubs a string of prayer beads between his fingers.  Kamato was a good friend to the late Doji Fujimura – PCs who played the adventure “Unquiet Graves” witnessed a Go game between the two men – and while he is pleased at the chance to play Fujimura’s successor, he does not find her to possess the same serene spirit and love of the game as his old friend.

Kamato is a true Go grandmaster who enjoys teaching others as well as playing those who can truly challenge his game.  If any of the PCs show interest in Go, he will readily offer to play “teaching games” with them, and will actually get more enjoyment out of this than out of his game with Doji Mizuki.  He will also play a true competitive game if a PC desires it – his Games: Go skill roll is 10k8.  If a PC seems sympathetic to him, he will confess that he finds the game with Mizuki to be a trial.  “There is no joy for the game in that woman, and playing her is a wearisome task.” 

Much like Isawa Ganaha, Kamato will become aware of the spiritual imbalance at the High House of Light over the course of the winter, and will bring it to the attention of any PCs he appreciates.  However, his own focus on Go will cause him to see this imbalance primarily in his increasingly troubling game with Doji Mizuki, eventually leading to a confrontation near the end of winter (see “The End of the Go Game” later in the adventure for details). 

Notable Dragons

The Dragons here are almost all members of the Tattooed orders – Mirumoto Kanjo himself will not arrive until the end of the winter, and the only other non-monk Dragons here are the PCs (if any).  

Hoshi Ijisu, the daimyo of the Hoshi family, is a friendly older man with a face covered in smile-wrinkles, and usually dresses in a loose kimono of Dragon green/gold. PCs may have met Ijisu previously in “A Champion’s Heart” or “Harsh Lessons.”  He is initially a very pleasant and enjoyable conversationalist, and likes telling funny stories and sharing odd tales of strange happenings in the Dragon lands.  In contrast to the rest of this Winter Court’s focus on Go, Ijisu plays Shogi, and will seek out fellow players among the guests.  If any of the PCs have skill ranks in Games: Shogi, Ijisu will uncannily sense their knowledge and will ask them to play with him.  He is a very enjoyable opponent, since he often makes odd moves “just to see what will happen” and tells amusing tales connected to the outcome of games.  

As the winter progresses, however, Ijisu will become more remote and withdrawn, as though losing his emotional connection to those around him.  By the third month of Winter Court he will cease playing Shogi and the PCs will have to actively search for him.  See “The Impact of Obsidian” below for details.  

Hitomi Tauku, the Hitomi daimyo, is a somewhat younger man than Hoshi Ijisu, and is quite muscular and sturdy.  He is normally very self-controlled and seemingly almost placid, a strange contrast with many of his order.  During the first part of the Winter Court, the PCs will most frequently find him in the dojo, exercising and practicing his martial arts, or in one or another of the shrines, engaging in prayer and meditation.  

However, as the winter progresses, the spiritual imbalance in the High House will cause Tauku to shift his behavior, becoming short-tempered and confrontational.  Due to his high Status as a family daimyo, the PCs and other guests will for the most part have to simply endure his unpleasant behavior (see “The Impact of Obsidian” later for details). 

Hitomi Fuguki and Hitomi Choujo are a pair of tattooed eccentrics.  PCs may have met these two individuals several times before, most notably during the adventures “Treacherous Terrain” and “Unexpected Betrayal.”  Fuguki is a muscular, bare-chested man dressed in a tattered green hakama, his skin covered in tattoos and scars.  His most prominent tattoo is a bright pink tattoo of a pufferfish which covers the top of his shaven head.  Choujo (who the PCs may also have met in her previous incarnation, as a young Lion woman, in the adventure “In Search of the Future”) is a pretty young teenager with the shaven head of a monk, dressed in a Dragon-green monk’s robes, and with a golden light in her eyes.

Fuguki has a unique tattoo, the Blowfish, which gives him the ability to read minds but has also driven him more than a little insane.  He is very odd and erratic in his speech and behavior, and he suffers from a form of multiple personality disorder, frequently holding verbal dialogues with himself.  He is always good-natured and cheerful, and when speaking with the PCs he will show an unsettling knowledge of their thoughts, plans, and intentions.  He also regularly throws in completely random and surreal remarks (“the road is listening to us, but the birds swim in the rain”).  He is quite friendly and inquisitive, but lacks a sense of normal social and personal boundaries, and his staring eyes and wide smile can be quite unsettling.  

During this winter, these two individuals will be encountered randomly throughout the High House of Light.  Hitomi Choujo will, in the course of the winter, fall deeply and hopelessly in love with one of the PCs.  The GM should choose which PC gains her attention, but it should preferably be someone who can realistically be expected to return her affections (e.g. someone who is not already in love).  See “Choujo’s Romance” for details.

Hitomi Fuguki, meanwhile, will become more erratic as the winter progresses and the spiritual imbalances among the tattooed orders become more severe.  His mood and behavior will change each time the PCs meet him, growing worse by the week.  See “Fuguki’s Madness” for more details.

Togashi Imasu, the Champion of the Dragon, will seldom appear in public during the Winter Court.  When he does appear, he is a tall man in his forties or fifties – it is difficult to be sure, since his head is shaved and his body sculpted by a lifetime of martial training – wearing only loose-fitting pants of Dragon green.  He does not speak and his gaze seems remote, as though he is not really seeing the world around him.  Each time he is in public, however, he will eventually see Hitomi Choujo, at which point he will immediately leave (as depicted in “Welcoming Ceremony”).  

· Imasu is possessed by the Avatar of Obsidian, and each time he sees Choujo, the power of the Avatar will manifest, causing his eyes to turn dead black.  PCs can notice this with a roll of Perception/Investigation (Notice) at TN 35.

· If the PCs have played the adventure “Touch of Obsidian,” they may have made a difficult Perception roll to notice tattoos on the body of the Avatar of Obsidian.  PCs who specifically made this roll, and get the idea of comparing their memories to the tattoos of the people here, can roll Intelligence/Investigation (Notice) at TN 30 when they see Imasu.  With a success, they realize the tattoos match.  

Exploring the High House of Light

The citadel of the tattooed men is a most unusual stronghold, built as it is atop a mountain.  It is roughly divided into three levels.  

The lowest levels are carved directly from the living rock of the mountain, and consist of narrow, low-ceilinged passageways and small windowless chambers.  Much of this is used as storage for the castle’s supplies, but there are also many rooms which have been turned into small shrines.  Caretakers keep lights in this level at all times so visitors can find these shrines, but oddly, the shrines themselves are unmarked – one must actually examine the plaque or statue within each shrine to learn who it is dedicated to.  These shrine are dedicated mainly to minor Fortunes or obscure Dragon ancestors. 

This level is occupied mainly by the Kikage Zumi order of the Tattooed Men, who find the darkness and cramped quarters fit well to their own dour natures.  Oddly, however, Hitomi Fuguki and his protégé Choujo are almost never seen here – instead, they spend most of their time in the middle and upper levels.

The middle levels of the High House are the most accessible and “normal” parts of the castle.  The core of these levels are the assortment of large temples dedicated to each of the Kami – these temples surround a central courtyard with a small garden, and it is here that the welcoming ceremony took place.  Each of the large temples is dedicated to one of the original eight Kami (including the long-unknown Kami Ryoshun).  The largest of the temples is a five-story pagoda carved with images of the Celestial dragons – this is the temple of Togashi, built after Togashi’s soul finally ascended to the Heavens in the Twelfth Century.  Each temple is tended day and night by a sizable staff of Tattooed Men, supplemented by monks from the Brotherhood of Shinsei.  The interiors of these temples are quite beautiful, carved and inlaid with gold and other precious materials, with a giant statue of the Kami as the centerpiece of each.   

The rest of the middle levels are taken up with various functional rooms of the castle.  These include the spare, austere rooms housing the Tattooed Men, the slightly more pleasant guest rooms (which typically contain a futon, a writing desk, and a wardrobe), bathing chambers, dojos, dining halls, kitchens, and so forth.  These portions of the castle are something of a maze, since the various rooms are scattered around the sides of the mountaintop, with many staircases and paths connecting them.  

The upper levels of the High House are an assortment of tall multi-story towers, chiseled out of the original stone of the mountaintop.  These rise above the roofs of the main temples in the middle levels, and form an irregular wall which keeps out the worst of winter’s harsh winds and blizzards.  These towers primarily contain simple meditation cells, bare stone rooms with a single copy of the Tao on a bench, their outer walls open to the elements.  In winter these chambers become cold indeed, and only the toughest of the Tattooed Men and monks seek meditation and enlightenment within them.

Aside from these meditation chambers, the upper towers contain mainly a handful of smaller shrines, and chambers for the two daimyos (Hoshi Ijisu and Hitomi Tauku).  The highest tower, located directly behind the Temple of Togashi, contains the quarters of the Togashi daimyo (and Dragon Clan Champion) on its upper floors.  An open walkway connects it to the upper levels of Togashi’s temple, and PCs who observe this walkway may occasionally see Tattooed Men – including Togashi Imasu himself – crossing it.  

Needless to say, guests will not be allowed into these rarified upper chambers without special permission.

Events of Winter Court 

Winter Court in the High House of Light is a strange experience for the PCs, for the usual courtly intrigue and negotiations are all but absent here.  The Dragon Tattooed Men spend the winter in prayer and meditation at the shrines, and practicing martial arts in the dojos.  The guests, most of whom are accustomed to more conventional Winter Courts, find themselves at loose ends, looking for something to occupy their time while they wait for the end of winter and the arrival of Mirumoto Kanjo.     

The following sections outline the notable events which the PCs can witness or (hopefully) participate in as the winter progresses.

The Celebrations of the Heavens

There will be three special religious celebrations held over the course of the Winter Court, with the third one coinciding with the Year’s End Festival.  All of the guests will be invited to these celebrations, although the Dragon will not take offense if some of their guests choose not to attend.  

The first celebration is dedicated to the worship of the Fortunes, and is held in the Temple of Togashi.  The Dragon assemble around the huge statue of their founder, who is depicted in draconic form, rising up to the roof of the temple’s main floor in a great coil of gold.   A huge bronze gong is clutched in the sculpted claws of the statue, and a pair of muscular Tattooed Men beat the gong with massive hammers as the other Dragon chant prayers and sutras to the Seven Fortunes.  

· One of the monks beating the gong is Hitomi Fuguki.  However, halfway through the celebration he will abruptly drop his hammer and run out of the temple, clawing at his pink pufferfish tattoo.  Another Tattooed Man will jump up and take his place, and the Order apparently finds nothing too unusual in Fuguki’s behavior.  “Our brother was gifted with a mighty tattoo, but at times its burden is too much for his soul.”  

· If the PCs follow Fuguki out and speak to him, he will not remember what just happened.  “Did I run, or did someone else?  Certainly the wind does not run in the same manner as the weeds.  Where am I when the wind blows?”  He will continue to speak in this erratic manner for the rest of the evening.  

· Choujo will choose the object for her affections at this event (see below) and will lurk near him throughout the celebration.    

· Togashi Imasu is initially present for this event, standing at the back of the temple in a posture of remote observation.  He will leave (in a manner similar to what happened at the opening ceremonies) immediately after Choujo begins approaching her potential love-interest.

· Any PC who engages in devout prayer while at this celebration may roll Void/Theology (Fortunes) at TN 25.  With a success, the PC gains a momentary sense of deep disquiet.  If the PC makes TN 35 or better, s/he gets a specific sense of profound imbalance in the Celestial Heavens.   

The celebration concludes with the chanting monks walking out of the temple and circling the courtyard as a spectacular display of hanabi (fireworks) erupt overhead, painting the winter night sky in brilliant colors.  

The second celebration occurs during the coldest part of the winter, while a deep layer of snow carpets all the buildings of the High House of Light, and the PCs’ breath forms clouds of steam every time they step outside of the buildings.  It is held in the Temple of Hantei, and is dedicated to the founding Kami of the Empire.  The statue of Hantei at the center of the temple depicts him as Rokugan’s first Emperor, with the circlet of golden leaves resting on his brow.  The Tattooed Men celebrate the founding of Rokugan with an elaborate Kabuki, acting out the Great Tournament in which Hantei defeated his siblings and became ruler of Rokugan.  The performance is accompanied by drums and flutes, as well as chanted prayers proclaiming the glories of the founding Kami and asking their blessings on Rokugan.

· Hitomi Fuguki and Hitomi Choujo will both be present for this event, as will the two lesser daimyo. Togashi Imasu is not present, and the Dragon will offer no explanation for his absence.  “Our lord’s ways are often mysterious.”  

· Choujo plays the role of Shinjo in the Kabuki.  She will try to catch the eye of her potential love during the play, although her face is hidden by her Kabuki mask.  The PC can recognize her by rolling Perception/Investigation (Notice) at TN 20.  If the PC gives some sign of recognizing her, she will be very happy, and spends the remainder of the evening smiling brightly.   

· Fuguki will not be a part of the play.  He starts the evening in a very jovial mood but will abruptly become angry and confrontational halfway through the Kabuki play.  He will confront Otomo Torakage and begin shouting at him: “You are not him!  You should be him, but you are not!  Why are you not him?  Stop hiding!”  Much as before, he will break off and immediately forget what he was doing.  Torakage will be baffled by this incident, but grows quiet and thoughtful afterward.  If PCs speak with him more about this later, he will open up about his destiny (see “Speaking With Otomo Torakage” below). 

At the conclusion of the Kabuki play, the Tattooed Men lead a final prayer to the Kami before once again leaving the temple for the courtyard and a fireworks display.  The fireworks are designed to match the colors of the Great Clans, and conclude with a blazing chrysanthemum-shaped display in Imperial green and gold.  

The third celebration takes place during the Year’s End Festival, the last day of 1502.  It occurs in the Temple of Ryoshun, which contains a simple granite statue of a tall man wearing robes and a hood.  This celebration is dedicated to the Ancestors, and is conducted in a more quiet and reverent manner than the previous ones.  The temple is filled all day with hundreds of lit candles, and the Tattooed Men kneel in long rows, surrounding the statue, as they pray for their ancestors’ guidance and favor.  They continue to pray and worship until midnight, when – in keeping with the traditions of the Year’s End Festival – all the temple bells in the High House of Light are rung 49 times.   

· This celebration should normally occur immediately before the final confrontation with Togashi Imasu and the Obsidian Avatar (Otomo Torakage will approach the PCs as the celebration concludes).  Imasu does not attend the celebration at all, and if the PCs look up at his tower that evening, it is dark. 

· If any PCs pray or otherwise participate in the rituals, they can roll Void/Meditation at TN 25 to sense a powerful disharmony in the prayers and rituals.  The Tattooed Men are distracted, consumed with shifting emotions, unable to offer proper reverence to the Ancestors.  The absence of their lord, Togashi Imasu, is like a discordant note driving the song of their devotion into utter disharmony.  

· Hitomi Choujo will try to place herself next to her love interest at this celebration, and offers to pray to his ancestors as well as her own.  She is edgy and unhappy, however, and clearly unable to focus herself properly.  If a PC (love interest or otherwise) asks her about this, she complains that the harmony here is all wrong, everyone’s chi is out of alignment. “Where is our lord, Imasu-sama?  If he were here, things would be in harmony.  Things would be right.” 

· Fuguki will not attend the celebration.  If the PCs look for him, they will find him in one of the meditation chambers in the upper levels, standing bare-chested in freezing wind and looking out the open wall on the jagged mountainscape of the Dragon lands.  He is clutching himself and rocking back and forth.  “Too much, too late, all of us are doomed,” he mutters.  If the PCs ask him what is going on or why he is here, he will suddenly clutch one of the PCs and stare deeply into his/her eyes.  “The future is still unwritten!  I cannot change it, none of me can change it, but you can!  There are two in the tower, there should be one, only one!  Find him and make him one!”  After this he falls into a dead faint from which he cannot be awakened unless the PCs resolve the situation with the Avatar of Obsidian.

· Mirumoto Kanjo has arrived in the High House of Light by this time (see “Kanjo Arrives” below) and will quietly and reverently participate in the celebrations.  

In the unlikely event that the PCs took the initiative and persuaded Otomo Torakage to act before now, this celebration will be a far happier event.  Although Otomo Torakage (in his new role as Dragon Champion) will not attend, but there will be a general sense of harmony and unity which is otherwise lacking.  

Choujo’s Romance

The young Kikaze Zumi, Hitomi Choujo, is destined to fall in love once again, but this time it will not be Togashi Imasu who is the object of her affections.  The GM should select one male PC to become to focus of her passion.   She will choose a PC who is handsome and who is not currently attached (no True Love and, if married, not concerned with faithfulness).  She will prefer a gentle or artistic PC to one who is violent or warlike, and will absolutely not pick a PC who is cruel, brutish, or uncivilized.  She will, however, fall in love with a PC who has Taint or the Touch of Obsidian. 

Choujo’s approach to romance will be awkward, since she is a former Lion turned Kikage Zumi.  She will hang around the chosen PC constantly, find excuses to join his conversation or to help with things he is doing.  She will also have a knack for “coincidentally” show up anywhere he is alone (such as meditating or praying at the shrines, or working out in a dojo) and then lurking nearby, doing the same thing as the PC is doing.  The discussion of the three celebrations, above, outlines some of the more notable methods with which Choujo will try, in her stumbling way, to advance her romance.  

It will be up to the PC whether to answer these gestures with romantic overtures of his own.  Choujo is quite ignorant of most Rokugani conventions of romance, and the sort of subtle gestures which would entrance a typical samurai girl (such as a poem sent through the Game of Letters) will go over her head completely.  In general, the more obvious and direct the PC’s approach, the more likely Choujo is to understand it.  

If the PC accepts Choujo’s affections, it will be largely up to the PC whether to keep the relationship innocent or escalate it into a truly passionate affair.  However, keeping the relationship innocent will become more difficult as the winter advances.  Choujo is not only in the throes of first love, but her emotions are being intensified by the imbalance in the Tattooed Orders.  Regardless, unless the PC changes his mind and rejects her, he will end the adventure with “True Love: Hitomi Choujo” and “Karmic Tie: Hitomi Choujo.”

If the chosen PC openly or directly rejects Choujo, she will be visibly wounded – as a Kikage Zumi she shows her emotions far more readily than a normal samurai. She will respond with dark fury, treating the PC as a betrayer and enemy thereafter, and growing visibly more angry and agitated as the winter progresses.  

If the PCs manage to free Togashi Imasu’s soul from the grip of Obsidian, Choujo will recover her sanity and concludes the winter by asking the PC’s forgiveness for her improper behavior.  If the PCs do not free Imasu, however, she will conclude the winter by publicly confronting the PC, naming him a vile corrupter of young women, and swearing her eternal enmity.  The PC gains “Bad Reputation: Womanizer” and “Sworn Enemy: Hitomi Choujo.”

The Crane Clan Widow

Doji Akane is a young woman alone – formerly a Kitsuki courtier who won the competition to marry Doji Sarutomo, she now finds herself the ruler of the Crane Clan during a time of desperate crisis.  She is actually desperately frightened and lonely, but as a skilled and intelligent courtier she has been able to maintain a very strong front.  So far, she has been able to lead her new Clan reasonably well, but the pressures are growing worse by the month and with war in the offing, and the Crane Clan distinctly lacking in any notable generals, she is deeply afraid of what the new year will bring.  Akane sees this winter as a last opportunity to relax, forget about her troubles, and be “simply a woman” before returning to lead the Crane Clan once more.

Although Akane is an honorable young woman, she is also lonely and under immense pressure.  If a PC approaches her in a friendly and confidential manner, showing real sympathy and understanding, she will open up and pour out her fears and concerns in private discussion.  This is especially likely to occur if a PC comes upon Akane practicing her dance all alone in the Temple of Doji, something she does many times over the winter to try to ease her fears.

If the PC involved is male, honorable, and not a Scorpion, this winter friendship may well lead to a romantic affair.  A winter romance with the Crane Clan regent is obviously a very risky and potentially scandalous action, and if an honorable PC belongs to the Crane Clan, it should also cost him some Honor – 1 point for PCs of Honor Rank 3, 2 points for Honor Rank 4, 4 points for Honor Rank 5.  Akane herself knows this romance is perilous and dishonorable, will say as much to the PC, and makes it clear that no matter what happens, this affair will not outlive the winter.  “We both have other lives we must return to, when the spring comes.  This is… a dream, brief and wonderful, nothing more.”   

· If a PC is foolish enough to publicly reveal this romance, Akane will deny it and condemn the PC as a liar.  Kakita Saburashi will challenge the PC on her behalf.  

If the romance remains secret, Akane will bid the PC a quiet goodbye a week before the end of Winter Court, and on the final day she departs for Kyuden Doji without a backward glance.  The PC gains “Lost Love: Doji Akane.”  

Fuguki’s Madness

Hitomi Fuguki’s pufferfish tattoo allows him to inadvertently read the minds of those around him.  This will cause him to become more erratic and crazy over the course of the winter as he senses the thoughts of not only Togashi Imasu, but of the Avatar of Obsidian occupying Imasu’s body.  In addition, he will share the general imbalance which oppresses the Tattooed orders as the winter goes on.

The more prominent of Fuguki’s actions have already been listed above in the description of the celebrations. In general, he will become more and more angry and confrontational, babbling about how there is something dreadfully wrong, and confronting Torakage to demand that he take action (without ever saying what that action should be): “You are not him!  You should be him, but you are not!  Why are you not him?  Stop hiding!”
During the final week of Winter Court, including during the final celebration in the temples, Fuguki will retreat into the meditation chambers in the upper levels.  Hitomi Choujo will notice his absence, as should the PCs if they have been paying attention to him.  He will lurk in the cells, standing bare-chested in freezing wind and looking out the open wall on the jagged mountainscape of the Dragon lands.  He clutches himself and rocks back and forth.  “Too much, too late, all of us are doomed,” he mutters.  If the PCs ask him what is going on or why he is here, he will suddenly clutch one of the PCs and stare deeply into his/her eyes.  “The future is still unwritten!  I cannot change it, none of me can change it, but you can!  There are two in the tower, there should be one, only one!  Find him and make him one!”  

Once the PCs confront him in this way, he falls into a dead faint from which he cannot be awakened unless the PCs resolve the situation with the Avatar of Obsidian.  If the PCs do not go in search of him, Hitomi Choujo will find him, experience this scene, and then report to the PCs on what happened and what Fuguki said.

Games of Go

There are a number of Go players at the Winter Court, most notably Kamato and Doji Mizuki.  Those two grandmasters will play several games in one of the dojos adjacent to the central courtyard.  They play a total of four complete games over the course of the winter, with Mizuki winning the first two games and then Kamato the next two.  Their fifth game, however, is never completed (see below).  

The games between these two grandmasters will be a focus of attention for the other Go players at the Winter Court, who gather at the dojo every day to watch the moves and discuss the progress of the game.  In particular, the trio of Shinjo Asakura and the two Yasuki will visit every day and often play out and discuss the day’s moves on their own boards.  Once Kamato begins winning games, the trio will begin a betting pool on whether Kamato or Mizuki will end the winter with more victories.  

The End of the Go Game

During the final week of the Winter Court, a few days before the Year’s End Festival, the fifth game will end in a surprising and unsettling manner.  Kamato will become increasingly concerned about the imbalances in Mizuki’s play.  Finally, one morning as everyone is checking out their game, the old monk suddenly stands up.  “There is a burden on your game,” he declares.  Mizuki stares up at him, her eyes widening with sudden terror, as he continues.  “Death stains your hands, Doji Mizuki-san.  Could you not have waited until Doji Fujimura-san retired?”  

The Crane woman flees the game, gasping and crying, and is not seen again.  If the PCs ask Kamato what happened, or how he came by this knowledge, he smiles sadly.  “I knew nothing…. But I guessed well.  I could see the burden on her soul, in her game.  Much can be seen within the patterns and rhythms of Go.”  He sighs and runs his prayer beads between his fingers.  “Ambition is a terrible scourge.  My old friend Fujimura-san would likely have retired in a few more years, and she would have risen to 10-Dan on her own merits.   Instead she has stained her soul with murder.” 

Doji Mizuki will leave the High House of Light in secret a few days later.  If a PC tracks her down and confronts her before then, she will deny all knowledge, and claims that Kamato’s words were a vicious slander.  A PC who rolls Perception/Investigation (Interrogation) at TN 25 can tell she is lying, but there is no possible evidence to prove it, and she will not admit anything to anyone. 

The Game of Letters

The Game of Letters is an activity which takes place at  most Winter Courts, in which the courtiers send each other letters (composed as poems) back and forth.  It is expected that all the letters will be read by everyone in court (since they are carried openly by servants who will not stop samurai from reading them), and those who do not read the letters themselves will quickly learn their contents from others who have done so.  Each letter is thus designed to convey both public and private information, and delivers it message not only through its text but also through choice of paper, perfume, and accompanying tokens such as herbs or flowers. It is used to send messages back and forth through court, and to share (or distort) gossip and information.

Here at the High House of Light, however, the Game of Letters does not really take place in the same manner – there are very few courtiers here, and the Tattooed Men have no interest in this sort of game.  Thus, while some of the guests here, such as the two Yasuki, will amuse themselves by sending letters back and forth, the game will not acquire much depth unless the PCs decide to participate.

· If any PC gets into a romance with Hitomi Choujo, the Yasuki will amuse themselves by commenting on it in their letters.  This will be especially true if the PC actually tries to use the Game to express his feelings – Choujo is completely unaware of the Game of Letters, but all of the visiting courtiers at the High House will become aware of the romance.  The PC may find himself the target of jokes and double-entendres from the others, perhaps even a raised eyebrow from Doji Akane. 

· A foolish PC who gets into a romance with Doji Akane may be tempted to boast about it in the Game of Letters.  This will expose the romance to all the guests at the court, and Akane will immediately break off the romance in anger and betrayal.  Although there will be no duel in this circumstance, the PC will gain Bad Reputation: Philanderer.  

The Impact of Obsidian

Over the course of the winter, as the Obsidian Dragon slowly intensifies its control over Togashi Imasu, the corruption of the harmonies in the High House of Light will gradually become more severe.  This will manifest itself most strongly in the other two daimyo of the Tattooed Orders, Hoshi Ijisu and Hitomi Tauku: 

· Ijisu will become remote and withdrawn as the winter advances, losing his normal sense of humor and genial personality, and becoming distant and vague, as though continually lost in thought.  The PCs will increasingly notice him wandering vaguely through the High House, staring into space, and even losing interest and drifting away in the midst of a conversation.   

· PCs who are members of the Hoshi family will need to make a Raw Willpower roll at TN 15 each week during the final month of Winter Court.  If they fail, they find themselves drifting away into strange reveries, losing track of what is happening around the, dropping out of conversations, and so forth.  

· Hitomi Tauku and, to a lesser degree, all of the Kikage Zumi, become grim, angry, and confrontational, especially with other members of the Tattooed Order.  The PCs will witness several incidents in which a member of the Hitomi family suddenly erupt in random violence, then are grappled and controlled by other Tattooed Men, who carry them away and apologize for the disruption.  “The gifts of the Kikage Zumi sometimes are too much for our brethren to handle,” they explain politely.  However, PCs who roll Awareness/Investigation (Interrogation) at TN 20 can tell the Tattooed Men are concerned by the growing instability of the Hitomi.      

· Likewise, PCs who are members of the Hitomi family must make a Raw Willpower roll at TN 15 each week of the final month, or become temperamental and angry, effectively gaining the Brash Disadvantage (if they are already Brash, the TN to resist its effects is increased by 10).     

Kuni Otango and Aya’s Legacy

It is probable that one or more PCs will approach Kuni Otango, most likely due to their previous encounter in the adventure “Touch of Obsidian” in which his granddaughter Kuni Aya died after her body gave out under the weight of violent prophetic seizures.  Otango will apologize to any PCs he may have insulted in that module due to his grief.  “It is unfitting for a samurai to succumb to such emotions, samurai-san, even under the stress of grief.  I ask your forgiveness.”  Otango is still dealing with his grief several months later, but enough time has passed for him to maintain face most of the time – the PCs will occasionally see an expression of deep sorrow cross his face, but he will regain control within a few minutes.  

As mentioned in his description earlier, Otango is no longer playing Go.  If a PC challenges Otango to a game of Go, he will be reluctant to play, and will confess the reason – he feels Aya might not have died if he had not been dragging her around to Go tournaments – if the PC seems curious or sympathetic.  A PC who finds a gentle or eloquent way to urge him into resuming the game, however, can roll Awareness/Etiquette (Sincerity) at TN 25 to persuade him to resume playing the game.  

Any PC who spends time in conversation with Kuni Otango can roll Raw Perception at TN 10 to notice he carries a small netsuke, a piece of delicate wood-carving in the form of a crab, tied to his obi.  A PC who spots this item and who previously met Kuni Aya (in the adventures “Touch of Obsidian” or “Winter Court: Shiro no Hanagensai”) can roll Intelligence/ Investigation at TN 20 to recall that Aya wore it when they last saw her.  If any PC asks about this item, Otango will heave a deep sigh and confess that he has carried this item since her death.  “I do not know why.  It is unlike me to try to hold onto one who has passed on like this, yet I cannot bring myself to leave this.  As though I am waiting for something before I can let it go.”  

· If a shugenja casts Sense (Earth) or Sense (Air) on the netsuke, it contains a modest Earth spirit and a very powerful Air spirit.  Otango will be surprised by this, and will confess that he never thought to look at the netsuke in this manner.  

· If a shugenja Communes with the Earth spirit, it knows nothing of interest except that there is a powerful Air spirit living in the netsuke with it.  It can say that the Air spirit arrived at the time when “the woman who carried me died.”

· If a shugenja casts Commune on the Air spirit, it speaks in a deep, mournful voice.  “I must find one who can bear the gift.  One man took part of it, and eased my burden, but I must find others.  The will of the Heavens must be maintained.”  If the PC asks what this gift is, or where it came from, the spirit explains: “The visions of Heaven must be brought to the world.  Her soul was strong enough to bear them, but the body was not.  One man has taken on some of the burden, but not all.  Others must bear the rest.”

In order for the burden of the netsuke to be lifted from Otango, a PC must specifically and voluntarily offer to take the netsuke.  This will require a sincere and heart-felt request to Kuni Otango, followed by a roll of Awareness/Etiquette (Sincerity) at TN 25.  With a success, Otango thinks deeply, then sighs, nods, and hands the item to the PC.  Immediately after, he seems to straighten slightly, as though a weight has been removed from his shoulders.     

The PC who takes the netsuke feels an eerie sensation as the Air spirit leaves the item and enters his/her body. That PC gains the “Minor Gift of Prophecy” cert.   

Speaking with Otomo Torakage 

At some point, the PCs should get into a discussion with Otomo Torakage about his destiny.  This will most likely happen if the PCs witness the strange confrontation between Torakage and Hitomi Fuguki.  

Torakage has several Kikage Zumi tattoos on his body, although these are normally concealed beneath his clothing.  (A PC who bathes with him will be able to see the tattoos, although he will not draw attention to them himself.)  These have manifested spontaneously over the last three years, and he has become convinced that he has some sort of mysterious destiny associated with the Tattooed Orders and, perhaps, the Moon.  He has also received a prophecy from the Three Sisters (the oracles who appeared in the adventure “Touch of Obsidian”) suggesting that he destiny will be found here at the High House of Light.

The strange events which take place over the course of the winter will concern Torakage more and more, and he will try to find someone, or several people, with whom he can confide.  The most likely manner in which this will happen is a PC approaching him after noticing one of his confrontations with Hitomi Fuguki.  However, if none of the PCs take the initiative, Torakage will approach any of the PCs who seem to show curiosity or concern about the events in the High House, who seem to be enlightened or well-versed in religion, or who express any knowledge of the Avatar of Obsidian.  

If the PCs seem sympathetic or show any understanding or concern over what is happening at the Winter Court, Torakage will explain what has been happening to him and that he believes there is something very important he must do at this Winter Court.  “Three years ago, I brought Hitomi Fuguki back here after he was afflicted with madness in the Lion lands.  While here I was honored to train with the Kikage Zumi and learn the ways of martial arts.  Soon after that, I manifested a tattoo on my body.”  He will show the PCs a tattoo of a Crab on his back, if they ask.   “Ever since these tattoos began to appear on my skin, I have been plagued with dreams and portents, warnings that there is something important I must do, something for which I have been chosen.  I have spoken with certain oracles, sought their advice on what I must do, and they have told me that my destiny awaits me here at the High House of Light.  Now I only need to learn what that thing is.”

If the PCs tell him anything suggesting that they have made contact previously with the Obsidian Avatar, he will look deeply concerned.  “I have also seen that being, and I perceived that its flesh was marked with the tattoos of the Dragon Clan.  Could it be here?  Could one of these Tattooed Men be that creature?”

Kanjo Arrives

Mirumoto Kanjo will finally arrive at the High House of Light on the day before the Year’s End Festival.  He arrives quietly and without fanfare, a well-kept man in early middle age, clean-shaven, dressed in well-worn but clean ronin garments.  He bathes and changes into Dragon colors, then meets with Kakita Saburashi to make arrangements for their duel to take place on New Year’s Day.  After that, he will wander freely throughout the High House, and the PCs can meet with him readily enough. 

PCs who have played the adventures “A Champion’s Heart” or “Harsh Lessons” have seen Kanjo before, though it is unlikely they spoke to him more than briefly.  It is also possible that some PCs may have encountered him or even sparred with him while he was on Musha Shugyo, in the adventure “Assigning Blame.” Those PCs can roll Intelligence/Lore: Heraldry at TN 20 to recognize him now.  

Kanjo is a serene man, calm, polite, and soft-spoken.  If any PCs are interested in sparring with him, he will do so readily enough.  

If anyone asks why he undertook a warrior’s pilgrimage, he explains, “Last spring I was defeated by a man I knew to be my inferior.  This showed me that, while I might have perfected my swordsmanship technique, my soul had become unbalanced.  I undertook my journey to restore that balance.”  If the PCs ask whether he was successful in this quest, he smiles.  “I have challenged Kakita Saburashi-sama in order to answer that very question.”

Kanjo knows nothing about what is happening to the Tattooed Orders or Togashi Imasu.  If the PCs tell him about such things, he will be concerned, but will express confidence that the matter will eventually be resolved.  “The Tattooed Orders have much wisdom.  I am sure they will find an answer to this riddle.”

The Prophetic Dream

Near the end of the Winter Court, the night after Mirumoto Kanjo arrives (and thus the night before the Year’s End Festival), many of the PCs will have a prophetic dream (depicted in GM’s Aid #1).  This dream will come to all of the PCs who have previously played the adventures “Touch of Obsidian” and/or “Compassion,” as well as to any PC who took the netsuke from Kuni Otango.

If a PC took the netsuke and gained the “Minor Gift of Prophecy” cert, that PC will have an additional vision in the dream, beyond that experienced by the other PCs.  This supplementary dream is depicted in GM’s Aid #2.

· PCs who played the adventure “Compassion” will recognize the boy in the vision as Koe, the boy they killed to save him from possession by Obsidian.

· PCs who played the adventure “Touch of Obsidian” will recognize the Dragon Champion’s transformed aspect as the same being they encountered in that adventure.

· PCs who roll Intelligence/Theology at TN 30 after having this dream will remember that the Moon is actually the physical manifestation of the so-called Obsidian Dragon, one of the most obscure and sinister of celestial beings.  If the PC made TN 40 or higher, s/he recalls that the Obsidian Dragon is reputed to be associated in some way with the Three Sins (Fear, Desire, and Regret).  Regardless, the PC will know that such beings traditionally are not supposed to directly interfere with mortal affairs, but instead manifest their power through the various Oracles.

· A PC who rolls Intelligence/Divination at TN 20 will realize that the grotesque swelling of the Moon suggests an imbalance or disruption in the Heavens. 

Otomo Torakage will also experience this dream, and if the PCs have not already decided to confront Togashi Imasu, this dream will be the final impetus which causes Torakage to act.

Confronting Togashi Imasu

Ultimately, Otomo Torakage and the PCs should realize that Togashi Imasu is the one they need to confront.  Prior to the final celebration at the Year’s End Festival, the PCs will have to take the initiative and convince Torakage to try to confront the Dragon Champion – as a well-trained Otomo courtier he will be hesitant to consider such a bold move.  They will have to give a convincing reason to confront Imasu and roll Awareness/Courtier at TN 25 to persuade Torakage to go along with this.

If none of the PCs figure out that Imasu is the source of the trouble, Torakage will finally figure it out the night after the Year’s End Festival, due to the prophetic dream followed by his discovery of Fuguki’s final words and coma (learned from either the PCs or from Hitomi Choujo). At that point he will come to any of the PCs he has spoken with previously, as well as any PCs who have previously played the adventure “Touch of Obsidian” (he will sense a connection to them).  

“I must request your help, samurai-sans.  I believe my destiny requires me to meet with the Dragon Clan Champion, and I intend to ascend his tower this evening.  I have come to suspect that you are destined to accompany me on this quest.  Will you help me?”

It will be up to the PCs whether they want to accompany Torakage to confront Togashi Imasu.  If some of the PCs took the initiative and convinced Torakage to go with them, it will be up to the other PCs whether to go along with this or not.  Obviously, attempting to confront the Dragon Champion is a risky action, potentially a breach of etiquette, and some PCs may not be willing to undertake such a step.

Getting into Imasu’s Tower

The High House of Light is an unusual castle in more ways than one.  Unlike conventional Rokugani castles, there is no endless array of guards blocking the routes to the Clan Champion’s residence.  Instead, the stairs to the upper levels of Imasu’s tower are guarded by a single Tattooed Man, who acts as doorkeeper, major domo, and servant.  Whenever the PCs and Torakage arrive to confront Imasu, this guard will be a portly, middle-aged Tsurai Zumi named Hoshi Wanameio.

Wanameio is normally a friendly, genial man, fond of riddles and koans.  However, the imbalance in the Tattooed Orders has made him remote and vague, unable to focus on the PCs.  He will keep forgetting why they are here, asking them to repeat themselves, and asking questions that circle back on themselves.

There are effectively three ways to deal with Wanameio:

· Keep persistently explaining that they want to meet with Togashi Imasu.  Eventually, after a few frustrating “re-sets” of the conversation, Wanameio will begin asking why they want to see Imasu.  This will require further repetition and persistence, but if the PCs are patient and keep trying, he will eventually blink at them owlishly and say, “Oh, you want to see Imasu-sama!   Of course!  He said you might be coming.  I’m supposed to do something when you arrive…”  He will not be able to remember what he is supposed to do.  If a PC suggests at this point that Wanameio should let them go ahead and meet with Imasu, he will agree.

· Disable him – physically or with magic.  This is a somewhat crude approach, especially if the PCs employ violence, and PCs with Honor Rank 4 or 5 should lose 1 point of Honor for violating Courtesy in this way.  On the other hand, clever PCs may be able to use magic to put Wanameio to sleep or otherwise disable him without violence.    

· Bypass him.  PCs who employ climbing skills, ninja gear, or flying/climbing magic can ascend the outside of the tower to the third floor (there are no windows on the second floor) and thereby access it directly.  So long as they take precautions (waiting until late at night, for example), they will not be noticed.  Physically climbing up will require a Strength/Athletics (Climbing) roll at TN 25, but a PC who employs climbing gear can gain a Free Raise on this roll.  (A fall inflicts 3k2 Wounds.)  PCs who have climbed up can haul other PCs up with ropes by rolling Strength/Athletics at TN 15.  This approach is also a violation of Courtesy and should cost 1 point of Honor for PCs of Honor Rank 4 or 5.    

The Chambers of the Dragon Champion

The tower consists mainly of series of empty floors with small shrines, libraries, living chambers, and so forth.  None of them are occupied, and only a few are lit by guttering candles or lanterns.  Some of the darkened rooms look as though they have been left unused for months or even years.  

When the PCs reach the top level, they find a different sight: the rooms are all wrecked, furniture smashed, scrolls torn apart and scattered, tatami mats ripped up from the floor and shredded.  There is no light except for the chill moonlight that filters in through the open windows, along with icy winds.  

At first, the PCs will not find anyone here at all – as though the Dragon Clan Champion has somehow vanished.  But as they explore the rooms, at some point they will become aware of a presence behind them – and will turn around to find themselves in the presence of the Avatar of Obsidian.  

A tall, shaven-headed man, dressed only in a hakama, stands before you.  For a moment you recognize him as Togashi Imasu, the Dragon Champion.  His expression is surprised and strangely hopeful.  But then something changes.  His skin darkens, becoming gray and lifeless, and his eyes turn a glittering, empty black, like faceted gems reflecting the moonlight.  He smiles at you then, but it is a smile without life or compassion or humanity. “Welcome, in the name of the Moon, to my tower.”

It is up to the PCs what to do at this point, but regardless of their choices, Otomo Torakage will step forward after a few moments.  “I do not know who you truly are,” he says.  “But this is not your place.  It is the tower of the Dragon Champion, and it is he who I have come to meet.”  

The Obsidian Avatar will laugh at this, as well as any similar statement or defiant gesture by the PCs.  “The Lord of the Dragon Clan embraced the Three Sins, long before I came to him.  He has welcomed me into his heart, and here I will stay, and make this Empire a place that serves my ends and needs.”  However, after he says this, for a brief moment the darkness will fade from his skin and eyes, and the PCs will see Togashi Imasu staring at them with a desperate expression – before the power of Obsidian closes back over him.

Confrontation With Obsidian

This scene is a difficult role-playing challenge, and while Otomo Torakage will do his best to stand against the power of Obsidian, he cannot win alone.  He will need the support of the PCs in order to prevail.

The key here is for the PCs to defy the Avatar’s conviction that all mortals, especially the Dragon Champion, are corrupt and weak.  Any time a PC speaks boldly and firmly of the power of virtue and Honor, the Avatar’s power will briefly falter, and the PCs will catch a glimpse of Imasu, trapped within his own body.   Whenever this happens, the PCs and Torakage can try to “reach out” to Imasu, calling on him to reject the power of Obsidian and reclaim his place as Dragon Champion.  (Torakage will not realize this is what must be done until at least the second time that Imasu appears.)  

Whenever the PCs call out to Imasu, or urge him to fight the Avatar’s power, he will speak (briefly), admitting his guilt.  The essentials can be boiled down to the following statements, although they should be delivered piece-meal as the PCs struggle to reach Imasu’s soul and convince him to resist.  

· “It is true, what the Moon says.  It is all true.  I am consumed with Sin.”

· “I longed for a woman, the Sin of Desire.  She rejected me, but I could not forgive her, the Sin of Regret.”

· “She has been reborn, the one called Choujo, and now she loves another.”

· “I deserve my fate.  I have doomed the Dragon.”      

The PCs will have to speak firmly and eloquently against the Dragon Champion’s despair, proclaiming that all souls can be redeemed and no sin is irreparable, and reminding him that the Dragon Clan still needs his leadership.  Each time they do so, however, the Obsidian Avatar will reassert control and try to counter their arguments by pointing out their own flaws and sins.  He knows everything they have ever done and thought, and he will twist all of their actions and beliefs against them, trying to prove they are no better than Imasu, their words false and hollow.  

· It is likely that at least some of the PCs carry the “Touched by Obsidian” cert.  The Avatar will take especial pleasure in pointing these PCs out to bolster his arguments.  “Who are you to speak of Honor and hope when you yourself have accepted your place in my new order?”

This is intended to be a truly difficult challenge.  The PCs will have to speak eloquently and effectively, asserting the power and truth of Honor, admit their own flaws without losing hope or surrendering to shame, and continually urging Imasu to follow in their footsteps.  Otomo Torakage will do his best to support the PCs’ arguments, and tries to steer them away from failed arguments, but ultimately he cannot win this on his own – the PCs must take the lead.  

· The most effective use of Torakage in this scene is to serve as a reminder to the PCs why they must keep trying.  They are fighting for the future of the Empire, fighting to keep that future out of the hands of Obsidian.

· It is possible that some PCs may have made a Theology roll to know enough about the Celestial Order to realize that the Obsidian Dragon, the Moon, is a being of the Heavens.  Such beings are not supposed to interfere with mortal affairs to this extent.  If they bring this up, the Avatar laughs.  “It is not by the will of Heaven I am here, but by the will of mortals.  Your Empire has become so corrupt, so degraded, that my power has grown beyond that of all the other Celestial Dragons combined.  I am no longer bound by the dictates of Heaven.”

The PCs must speak for Rokugan, must speak for Honor and truth and virtue, and do so with conviction and determination.  If at least one PC holds out and continues to call out to Imasu through all possible counter-arguments, threats, blackmails, and boasts from the Obsidian Avatar, there is a chance to save the Dragon Champion.  All such virtuous and determined PCs may make a Skill roll, using either their Void or their Honor (player’s choice) as the number of kept dice, and either Etiquette (Sincerity) or Storytelling (Rhetoric) as the number of unkept dice.  The base TN of the roll is 45.  

· Advantages such as Voice or Benten’s Blessing cannot be used for this roll, nor can School Techniques that apply to rolls with these Skills be applied.  However, Void, Luck, and Honor Rolls may be used as normal. 

· If a PC has the “Touched by Obsidian” cert, that PC’s TN increases by 5.

· If the PC role-played with truly exceptional skill, determination, and courage, that PC’s TN may be decreased by 5 (GM’s discretion based on quality of role-play).  

· PCs who “gave up” on the argument, or who failed to role-play sincerely and with effort, may not roll. 

· Spells that enhance Traits or Skills can potentially be used here, but the Avatar has the ability to dismiss any spell that annoys him.  If the PCs are trying to use magic to “cheat” and get out of the need to make strong arguments, the Avatar will simply eliminate the spell.   

If at least one PC makes the roll, the Obsidian Avatar’s power falters, the darkness briefly shrinking away from Togashi Imasu’s body as the Dragon Champion momentarily is the master of himself:

Togashi Imasu reaches into the tangle of shattered furnishings and rent tatami mats, and snatches up a katana in an elaborate saya of gold and green – the ancestral sword of Togashi.  “I must end it now, before he returns,” he gasps, lungs heaving.  “But my people, my Clan.  What will become of them?”

Otomo Torakage leaps forward and draws the sword from its saya, setting the point against Imasu’s chest.  “Step forward, my lord!” he calls.  “Step forward, and I will catch you.”

Darkness is seeping back into Imasu’s eyes… but he smiles, and steps forward.  A howl of fury seems to whirl through the room, and for the briefest moment the Moon outside goes dark, before its cold light returns once more.  Togashi Imasu slumps forward, dead, the sword piercing his torso.  Otomo Torakage kneels before him, still clutching the sword’s hilt, but then he slowly rises and turns to face you.  His eyes glow with a strange golden light, and more light shines from the tattoos on his body, glowing through his clothing.  “It is done,” he says, and you realize he speaks not with the voice of Torakage, but with the voice of Imasu.

Togashi Imasu is exhausted by the transition to his new body, but he will briefly explain what has happened before asking the PCs to leave.  “Otomo Torakage was born with the ability to carry another’s soul.  My soul.  He has given me a new body, free of Obsidian’s corrupting touch, and his soul has gone on to Yomi.  Do not grieve for him, for he has fulfilled his destiny, and given me back the chance to fulfill mine.”  

Imasu, in his new body, will summon Tattooed Men to escort the PCs out of the tower.  “You have the gratitude of the Dragon, samurai-sans,” he says.  “Nothing we can do will ever be enough to thank you, but we will try.”  

Freeing PCs from the Touch of  Obsidian

If some of the PCs have the “Touched by Obsidian” cert, those PCs may decide to try to reject Obsidian’s claim on their soul.  If such PCs role-play a determination to reject the Avatar (perhaps even openly saying, “I reject your guidance,” or something similar), the Avatar laughs.  “You presume to reject me, you who have already accepted me into your heart?  Your soul is as black as the Obsidian of my name.”  He will explain how the PC has embraced the Sins and what deeds the PC has committed to deserve the Avatar’s touch.  At the conclusion, the Avatar sneeringly declaims, “You think you are worthy to follow the path of virtue?  I think not. Are there any here who will speak for you?  Any who will proclaim your worth, now that they know the foul truth of your soul?”

This is the cue for the rest of the party.  The PCs who are marked by Obsidian do not have the ability to free themselves (at least not yet) – another must speak for them.  

If one or more other PCs step up at this point and speak eloquently and with conviction on behalf of the PC who is Touched by Obsidian, these PCs may make a Skill roll identical to the one required to free Imasu: Void or Honor for kept dice, and either Etiquette (Sincerity) or Storytelling (Rhetoric) for unkept dice. As before, the TN is 45, but the PC can gain a reduction to the TN for exceptional role-play.

If the roll succeeds, the Avatar’s eyes glitter and his words drip with venom and disgust.  “So be it, then.  The naïve devotion of your friend,” he makes the word sound like an insult, “disgusts me, but it cannot be denied.  I release my hold on you.”  

· The PC immediately loses the “Touched by Obsidian” cert and all of its effects, including any Dark Fate the PC may have purchased.

· If the PC got Dark Fate as a result of a Great Destiny being “flipped,” it is now restored to Great Destiny.   

Each PC who is Touched by Obsidian must be defended separately, and rolled for separately.     

The Fallacy of Violence

If any of the PCs attack, cast spells, or otherwise attempt a violent solution to this situation at any time, the Obsidian Avatar laughs and simply knocks them to the ground with a casual blow of his hand.  Such PCs are knocked directly to the Down Rank, regardless of how many Wounds they have.  If the PC makes a second attack, the Avatar kills him.  

Spells and attacks have no effect on the Avatar – it is a direct manifestation of the Moon’s power in the mortal world, more powerful than even an Oracle, and the PCs cannot possibly defeat it through force.    

Failure?

If the PCs ultimately fail to free Imasu’s soul from the clutch of Obsidian, the Avatar’s malignant laughter echoes through the tower, and he vanishes, leaving the PCs alone in the wrecked chambers.  They will have no choice but to admit defeat and leave, returning to their quarters in the High House of Light.  They cannot try this again – destiny cannot be confronted a second time. Otomo Torakage will clearly be disturbed and shaken by the outcome, but thanks the PCs for their help and promises to remember them in future.  

Conclusion

The duel between Saburashi and Kanjo takes place at dawn on the first day of the New Year.  Cold wind blows across the courtyard of the High House of Light as the two duelists face off in the open space before the Temple of Mirumoto, surrounded by a silent, closely attentive crowd.  

· If the PCs saved Imasu’s soul, ‘Otomo Torakage’ will not be here – he is in seclusion, coming to terms with his new body and his escape from Obsidian.  

· If they did not save Imasu, the Dragon Champion will be present, watching the duel with a strange, attentive gleam in his eyes.  Otomo Torakage is also present, looking confused and troubled. 

The other Tattooed Order daimyos will be present regardless.  If the Avatar was defeated, Hitomi Fuguki and Hitomi Choujo will both be present, standing side-by-side as they watch the duel.  If the Avatar triumphed, only Choujo is present.  Either way, Choujo will try to find a way to make a covert affectionate gesture toward her lover.

Kakita Saburashi stands in the classic Crane dueling stance, his sword-hand resting atop the hilt of his sword as he watches his opponent with steely focus.  His white hair is tied back in a high topknot, and a few loose strands whip about in the chill wind.  Facing him, Mirumoto Kanjo stands in an open, almost casual stance, his swords already drawn and held loosely at his sides.  His gaze seems remote, possibly even disinterested.

The two duelists face each other for almost a half hour, occasionally shifting their postures very slightly – moving a foot, raising or lowering a shoulder.  If anyone is so uncouth as to ask when the duel will start, Kakita Amika will whisper sharply: “It has already begun.”  

Finally, Saburashi slides one foot forward, very slightly – and springs into action, his sword coming free in a silver blur.  Kanjo flows forward to meet him, both swords coming up, and there is a loud clang and a shower of sparks.  An eyeblink later the two men are on opposite sides of the field, their backs to each other.  Sparks still hang in the air between them where their blades met.  

Slowly, Mirumoto Kanjo straightens up and sheaths his swords, while Kakita Saburashi lowers his own blade and stares, unbelieving, at the cut which is staining his left kimono sleeve red.  “The perfect strike,” he whispers, unbelieving.  “How… how did you..?”

What happens next depends on whether or not the PCs managed to free Togashi Imasu’s soul from the grip of the Obsidian Dragon.  

If the PCs freed Imasu, a look of enlightenment crosses Saburashi’s face.  He turns and bows to Kanjo, a gesture of deep respect.  “I see now that I have been on a false path.  Thank you, Mirumoto-sama.”  He turns to Doji Akane.  “My lady.  I am no longer fit to lead the Kakita family.  I ask your permission to retire, and pass the rule of the Kakita to one of my nephews.  I am sure any of them will be able to serve the Crane more ably than I have done these past few years.”  Doji Akane nods gravely, accepting his request.

If the PCs did not save Imasu, the scene turns out very differently:

Kakita Saburashi stares disbelieving at the cut on his arm and the Dragon who has defeated him.   “You!  I have searched all my life and now… how… no!”   His face twists with incoherent rage, and he spins, raising his sword to strike.  

From the ranks of the audience, Doji Matsui shouts, “No, sensei!” Mirumoto Kanjo spins, his swords whipping free of their sheaths.  Saburashi’s katana cleaves him from shoulder straight down to the hip even as his own swords cut the Crane in half sideways.  

A shocked silence fills the clearing as the two bodies tumble to the blood-soaked earth, dead instantly.  

In the aftermath of this shocking incident, Doji Akane offers a public apology to the Dragon.  Togashi Imasu smiles coolly and remotely, and makes no reply.  

Dueling Kakita Amika

After the duel between Saburashi and Kanjo, any PCs who have an Obligation to duel Kakita Amika will be obliged to meet with her in the courtyard of the Temple of Togashi.  The Crane woman stands still and silent in the center of the stone courtyard, dressed in a simple blue kimono, her left hand resting on the hilt of her katana.

· If Saburashi retired after his duel, Amika bows to the PC(s).  “I wish to offer you my apology, samurai-san.  I fear I have been following the same false path as my sensei.”  She steels herself and then continues.  “I ask your forgiveness for my past actions.  However, if you still wish to carry out our duel, I will not refuse.”  She is completely sincere in this offer.  If the PC goes ahead with the duel, she will fight to the best of her ability, and will allow the PC to Focus first.

· If Saburashi died with Kanjo, Amika is filled with seething hatred, her one good eye burning coldly.  She immediately fights the duel, doing her very best to win, and striving to kill the PC in any way possible. 

A PC who defeats Amika in a duel gains +4 points of Glory.  If a PC wins the duel but spares Amika’s life, she will react with either gratitude (if she did not wish to fight the duel) or venomous fury (if she did).  In the latter case, the PC gains Amika as a Sworn Enemy and Nemesis.

The End of Winter

Regardless of how the various events and plotlines resolve, once the New Year’s Festival is over, the Winter Court is at an end, and the guests – including the PCs – will begin to depart for their own lands.  They have been cut off from the Empire’s political affairs for the length of the winter, and as they return home they hear rumors of new alliances and of wars soon to erupt.

If a PC had a love affair with Hitomi Choujo, she meets the PC one last time before he leaves for home.  Choujo promises to love him always, and pledges that their hearts will remain connected even while they are far apart.  If the PC reciprocates, he gains True Love (Hitomi Choujo) and Karmic Tie (Hitomi Choujo).

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:

2 XP

Good role-playing:


+1 XP

Togashi Imasu’s soul is freed:

+2 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

Most of the specific awards in this adventure are listed in their appropriate sections, and are too numerous to duplicate here.  However, if the PCs dealt with the final confrontation with Obsidian, the following effects apply:

If Imasu’s Soul Was Freed:

· All PCs who participated and who contributed to the effort gain +2 points of Honor.  (Dragon PCs gain an additional point of Honor beyond that.)  PCs who failed to contribute gain no Honor.

· All PCs who participated gain the “Rewarded by the Dragon” cert. 

· Dragon PCs (only) gain +2 points of Glory. 

If Imasu’s Soul Was Not Freed:

· All PCs who sincerely tried to free Imasu suffer a loss of 2 points of Honor as they are filled with shame over their failure.

If One or More PCs Were Freed From the “Touch of Obsidian”

· Any PC who freed a fellow PC from the “Touch of Obsidian” cert gains +1 point of Honor.

Appendix: NPCs

Mirumoto Kanjo, Dragon Sensei on Musha Shugyo

	FIRE 5
	  AIR 4

	Agility 8


	Reflexes 7

	EARTH 4
	WATER 4 

	Willpower 6
	Strength 5

	VOID 8


TN to be Hit: 60


School/Rank: Mirumoto Bushi 3/Hojatsu’s Legacy 3/The Perfect Strike


Mirumoto Rank One: When using two swords, adds 5 + (School Rank) to TN to be Hit.  May substitute Kenjutsu for Iaijutsu.  Add Fire Ring to all attack rolls.


Mirumoto Rank Two: May make an additional attack per round. Add Earth Ring to TN to be Hit.


Mirumoto Rank Three: A number of times per day equal to School Rank, may make a Contested Void Roll when attacked to cause opponent to lose their next attack for the round.  In a duel, may spend a Void to reduce the enemy Focus Pool by one.  Now add 2 x Fire to attack rolls (replacing Rank One bonus). May raise or lower the TN of a spell targeting him by 5.


Hojatsu’s Legacy One: In an Iaijutsu duel, your opponent always has the first option to choose Focus or Strike, and both your TN and your opponent’s TN start at 15 instead of 5.  You add your Fire Ring to all attack rolls (stacks with Mirumoto techniques).    


Hojatsu’s Legacy Two: At the beginning of a duel, you may spend a Void point to deny your opponent all benefits from Techniques, Mastery Abilities, spells, and kata, except those that award extra Focus attempts.  You add your Void to your TN to be Hit at all times, even during an Iaijutsu duel.


Hojatsu’s Legacy Three: You may spend a Void point to activate this technique during an Iaijutsu duel.  Whenever your opponent Focuses during the duel, your TN to be Hit increases by 10 instead of 5.  (This does not affect your opponent’s TN to be Hit when you Focus.)   


The Perfect Strike: The gift of the perfect strike cannot be taught, only found.  Those who master it cannot be defeated.  

Honor/Status/Glory: 3.8/5.0/6.0

Skills: Athletics 5, Calligraphy 2, Courtier 3, Defense 8, Etiquette 4, Games: Go 3, Games: Shogi 4, Iaijutsu 7, Investigation 2, Jiujutsu 2, Kenjutsu (Katana) 9, Knives 2, Kyujutsu 4, Lore: Battle 3, Lore: Bushido 4, Lore: Dragon Clan 2, Lore: Heraldry 5, Lore: History 3, Lore: Shugenja 1, Know the School: Kakita Bushi 3, Know the School: Mirumoto Bushi 3, Medicine 3, Meditation 4, Storytelling 5, Theology 2.

Mastery Abilities: Free Raise with all Skills at Rank 5 or higher.  May declare Full Defense when Initiative is rolled.  May focus an additional time in an Iaijutsu duel, and rolls +1k0 when focusing.  May spend an extra Void point on damage with a katana.  Subtract all Weapon Skill Ranks of 5 or higher from Wound penalties.     

Kata: Striking as Air, Striking as Water, Striking as Earth, Striking as Fire, Striking as Void, Time Between Breaths,  He normally uses Striking as Void at the start of the day to prepare Time Between Breaths and Striking as Fire as his two kata for the day.

Advantages/Disadvantages: Balance, Higher Purpose (swordsmanship), Social Position (sensei)

Equipment: Kimono, daisho set, traveling pack, 28 koku.

Kakita Saburashi, Obsessed Daimyo and Master Sensei

	FIRE 5
	  AIR 5

	Agility 8


	Reflexes 8

	EARTH 4
	WATER 5 

	Willpower 5
	

	VOID 9


TN to be Hit: 56


School/Rank: Kakita Bushi 5/Kenshinzen 3


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


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


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


Kakita Rank Four: Make an additional attack per round.  Now adds Fire x2 to attack rolls (replacing Rank Two bonus).


Kakita Rank Five: First attack each round gets +1k1 damage for every 10 points by which his Initiative exceeds the target’s Initiative.  When in a duel, make a Contested Void roll against opponent – success means he may limit the number of things his opponent learns from Assessment (by one piece of info per 5 by which he beat the other’s roll).


Kenshinzen Rank One: May Focus an additional number of times equal to Kenshinzen School Rank.  First Focus does not increase his TN (but does increase opponent’s TN).  Always has first option to choose Focus or Strike.  Add Honor Rank to total of Initiative rolls. 


Kenshinzen Rank Two: Make an additional attack per round.  Always chooses which Trait to use in an Iaijutsu duel instead of letting opponent choose.


Kenshinzen Rank Three: May skip all attacks in a round to deliver a normal attack against all foes within five feet.  This requires a single attack roll which is compared separately against all opponents’ TN to be Hit.  Now add Honor x2 to Initiative rolls, replacing benefit from Kenshinzen One.

Honor/Status/Glory: 2.8/8.0/9.0

Skills: Athletics 6, Calligraphy 3, Courtier 4, Defense 8, Etiquette 5, Iaijutsu (Assessment, Focus) 10, Investigation 2, Jiujutsu 2, Kenjutsu (Katana) 5, Knives 2, Kyujutsu 5, Lore: Bushido 4, Lore: Crane Clan 2, Lore: Dueling 6, Lore: Heraldry 3, Lore: History 2, Know the School: Kakita Bushi 5, Medicine 2, Meditation 5, Storytelling 2, Theology (Ancestors) 3.

Mastery Abilities: Free Raise with all Skills at Rank 5 or higher.  May declare Full Defense when Initiative is rolled.  May focus an additional time in an Iaijutsu duel, and rolls +1k0 when focusing.  May spend an extra Void point on damage with a katana.  Subtract all Weapon Skill Ranks of 5 or higher from Wound penalties.     

Kata: Striking as Air, Striking as Water, Striking as Earth, Striking as Fire, Striking as Void.  He normally uses Striking as Void at the start of the day to prepare Striking as Air and Striking as Fire as his two kata for the day.

Advantages/Disadvantages: Allies (many), Combat Reflexes, Higher Purpose (the perfect strike), Quick, Social Position (family daimyo, master sensei)/Driven (the perfect strike)

Equipment: Kimono, daisho set (Kakita blade), traveling pack, 40 koku.
Hitomi Fuguki, Crazed Kikage Zumi

	FIRE 4
	  AIR 4

	
	Reflexes 5

	EARTH 3
	WATER 3 

	Stamina 4
	Strength 4

	VOID 5


TN to be Hit: 29


School/Rank: Three Orders Monk (Hitomi) 4 


Honor/Glory/Status: 1.6/3.4/1.5

Skills: Artisan (several) 1, Athletics (Swimming, Running) 5, Commerce 1, Deceit 1, Defense 4, Etiquette 1, Games (many) 1, Hunting 3, Investigation 2, Jiujutsu 5, Lore (many) 1, Meditation (Void Recovery) 4, Staves 2, Stealth (Sneaking) 2, Theology (Shintao) 3.

Mastery Abilities: Roll an extra die for damage in unarmed combat.  May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.

Tattoos (may be used a number of times per day equal to Insight Rank, except where otherwise noted): 

Arrowroot (heal wounds equal to 10 x Insight Rank, gain half of those healed on another person), Avalanche (spend two Void points to increase Strength by 2 for a number of rounds equal to his Earth Ring, after which he is exhausted and +5 to all rolls until he rests for at least 20 minutes), Bellflower (substitute Void for any Trait for a number of rounds equal to Insight Rank), Blowfish (unique – allows him to read minds at all times, but has driven him insane), Crab (gain Carapace equal to Insight +1 for a number of rounds equal to 2 x Insight, may be used a number of times per day equal to Void Ring), Snake (poison someone lethally with a touch, or heal someone who is poisoned).

Advantages/Disadvantages: Enlightened Madness (Blowfish tattoo)
Equipment: Clothing and sandals, string of 3 koku in 1-zeni coins

Hitomi Choujo, Kikage Zumi, former Lion

	FIRE 3
	  AIR 3 

	Agility 4


	Reflexes 4

	EARTH 3 
	WATER 3 

	
	Strength 4

	VOID 4


TN to be Hit: 24


School/Rank: Three Orders Monk (Hitomi) 1

Honor/Status/Glory: 2.1/1.0/1.0

Skills: Athletics 5, Battle (Mass Combat) 1, Defense 4, Etiquette 1, Iaijutsu 2, Jiujutsu 4, Kenjutsu 4, Kyujutsu 1, Lore: History 2, Meditation 1, Storytelling 1, Theology 2.
Mastery Abilities: May declare Full Defense when Initiative is rolled.    

Advantages/Disadvantages: Hands of Stone, Quick, Strength of the Earth (rank two)/Benten’s Curse.

Tattoos (may be used a number of times per day equal to Insight Rank, except where otherwise noted): 

Avalanche (once per day, spend 2 Void points to increase Strength by 2 for 3 rounds, then become exhausted and +5 to all rolls until rests for 20 minutes), Lion (once per day, when activated, roll 1 extra die on all Bugei skills for 2 rounds), Sun (when in sunlight, gain Free Raises equal to Insight Rank on one roll).
Equipment: Clothing, sandals, 1 koku, traveling pack.

Hoshi Wanameio, Distracted Doorkeeper

	FIRE 3
	  AIR 3 

	Intelligence 4


	Awareness 4

	EARTH 3 
	WATER 3 

	
	Perception 4

	VOID 4


TN to be Hit: 24


School/Rank: Three Orders Monk (Hoshi) 2

Honor/Status/Glory: 2.4/1.0/1.0

Skills: Athletics 3, Courtier 2, Defense 4, Etiquette 3, Jiujutsu 5, Lore: Heraldry 3, Lore: History 2, Meditation 3, Storytelling 2, Theology (Shintao) 4.
Mastery Abilities: Roll an extra die for damage in unarmed combat.  May declare Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Hands of Stone, Quick, Strength of the Earth (rank two)/Benten’s Curse.

Tattoos (may be used a number of times per day equal to Insight Rank, except where otherwise noted): 

Arrowroot (heal wounds), Bellflower (substitute Void for any Trait for a number of rounds equal to School Rank), Ocean (no need for food and drink, may refill Void).
Equipment: Clothing, sandals, 1 koku, traveling pack.

4-Dan Kuni Otango, Mournful Shugenja

	FIRE 3
	AIR 2

	Intelligence 4


	Awareness 3

	EARTH 5
	WATER 3 

	Willpower 6
	

	VOID 4


TN to be Hit: 13


School/Rank: Kuni Shugenja 3


Technique: Gains a Free Raise any time he casts a spell on a target known to possess the Shadowlands Taint.  Affinity to Earth, Deficiency to Air. 

Honor/Status/Glory: 2.5/1.5/2.4

Skills: Athletics 2, Calligraphy 4, Courtier 2, Defense 3, Etiquette 3, Games (Go) 4, Investigation 2, Lore: Heraldry 2, Lore: History 2, Lore: Shadowlands 4, Lore: Shugenja 3, Medicine 4, Meditation 4, Spellcraft (Maho) 5, Storytelling 2, Tea Ceremony 2, Theology (Fortunes, Shintao) 5. 

Mastery Abilities: Adds +5 to all Contested Social rolls.  May declare Full Defense when Initiative is rolled.  Heal an additional die of Wounds with the Medicine skill.
Spells: Sense, Commune, Summon, Importune, (Earth 1) Earth’s Stagnation, Earth’s Touch, Jade Strike, (Earth 2) Tremor, Walk Without Passing, (Earth 3) Benevolent Protection of Shinsei, (Earth 4) Tomb of Jade, (Fire 1) Extinguish, Fires of Osano-Wo, (Water 1) Path to Inner Peace.

Advantages/Disadvantages: Innate Spells (Jade Strike, Tomb of Jade)/Bad Health, Lame, Lost Love (Kuni Aya).
Equipment: Kimono and sandals, traveling pack, walking stick, Aya’s netsuke, 5 koku.  
Kakita Amika, Tormented Crane Duelist

	FIRE 4
	  AIR 4

	Agility 5


	Reflexes 5

	EARTH 4
	WATER 3 

	
	

	VOID 5


TN to be Hit: 37 (42 in light armor)


School/Rank: Kakita Bushi 4



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


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


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


Rank Four: May attack twice per round.  Now adds Fire x2 to attack rolls (replacing Rank Two bonus).

Honor/Status/Glory/Infamy: 1.6/2.5/5.8/1.1

Skills: Athletics 2, Calligraphy 3, Courtier 4, Games (Sadane) 2, Defense 6, Etiquette (Sincerity) 5, Horsemanship 3, Iaijutsu 7, Investigation 3, Kenjutsu (Katana) 5, Kyujutsu 3, Lore (Heraldry) 3, Lore (History) 2, Lore (Law) 2, Medicine 2, Meditation 2, Storytelling (Poetry) 2, Tea Ceremony 3.

Mastery Abilities: Add 5 to total of all Contested Social rolls.  May Focus an additional time in an Iaijutsu duel and rolls +1k0 when focusing.   May enter Full Defense as soon as combat begins.  Wound penalties to attack rolls with Kenjutsu are reduced by skill rank.  Free Raise with all Skills at Rank 5 or higher.  May spend an additional Void point on damage with a sword.

Advantages/Disadvantages: Great Potential (iaijutsu), Heart of Vengeance (“the Merciful”)/Bad Reputation (tormented), Benten’s Curse, Driven (to impress Saburashi), True Love (Kakita Saburashi)
Equipment: Kimono, light armor (usually not worn), daisho set, traveling pack, 10 koku, steed (Rokugani pony).

Shosuro Mitaka, Philosophical Skeptic

	FIRE 2
	  AIR 3

	Intelligence 4


	Awareness 5

	EARTH 3
	WATER 2 

	Willpower 4
	Perception 3

	VOID 4


TN to be Hit: 15


School/Rank: Bayushi Courtier 3


Rank One: When making a Contested Social Skill roll, gains one Free Raise for every 2 points of Disadvantages you know your opponent has, or one for every 4 points which the opponent has but you are unaware of.  Any time you succeed in a Contested Social Skill roll, you gain a Free Raise on your next such roll against the same opponent.


Rank Two: Observe an opponent for one round, spend a Void point, and make a Contested Awareness roll to learn the opponent’s lowest Trait, and rank in that Trait (Void counts as a Trait for this technique). Raises on the Awareness roll can learn additional Traits, from lowest to highest.  When an opponent attempts to use a skill or technique to learn your Traits, you may spend a Void point to give false information.  


Rank Three: Once per day, while having a conversation with an opponent, may make a Contested Awareness roll to learn information about the opponent.  Opponent must choose to reveal either two Disadvantages, all Advantages, his three highest Traits, or the ranks and emphases of all his Skills.  If the opponent chooses anything other than Disadvantages, or reveals information you already know, he cannot re-roll 10’s on Contested Social rolls against you for one full day.

Honor/Status/Glory/Infamy: 2.5/1.0/2.6/2.5

Skills: Artisan: Bonsai 2,Courtier (Manipulation, Political Maneuvering) 6, Deceit (Lying) 4, Etiquette (Bureaucracy, Sincerity) 7, Lore: Heraldry 4, Lore: History 6, Medicine 3, Meditation 5, Storytelling (Poetry) 3, Theology 4. 

Mastery Abilities: Adds 10 to the total of any Contested social roll made against him.

Advantages/Disadvantages: Benten’s Blessing/Bad Reputation (religious skeptic). 
Equipment: Fine kimono, fine court dress, fan, 10 koku.

GM’s Aid #1: The Prophetic Dream

You see what appears to be a vast open plain, as though looked down on from above.  Overhead, hanging in the sky, is the full moon, blazing with pale light.  As you watch, the moon swells and balloons until it seems to fill half the sky, blotting out the stars.  Something seems to emerge from the moon, a black coiling shape that reaches down for the plain below.

You see a figure walking across the plain, a young boy dressed in a monk’s garment.  The coiling shape reaches for the boy, wrapping around him, but then he suddenly turns insubstantial, ghost-like, and slips through the dark coils.  He runs away, fading from sight.  The black coil withdraws, but the Moon does not lose any of its vast size.

Then, you see another figure on the plain.  This one is a Tattooed Man, with shaven head, green pants, and tattoos of dragons coiling across his body.  His head is lowered, his feet drag on the earth, and his every motion radiates despair. The black coil reaches down for him greedily.  As it coils around him, for a moment he seems to struggle, but then he stops moving and blackness washes over him.  Where a man stood there is now a dark, sinister figure, linked to the vast Moon by a tendril of blackness.  It walks away, fading from sight, and the Moon grows larger and larger until it blots out everything else, filling your vision with cold, inhuman white light.  You awake in a sweat, heart pounding.

GM’s Aid #2: Additional Visions

When you return to sleep, you find yourself looking down on a strange, jagged complex atop a mountain.  After a few minutes you realize it is the High House of Light, seen from above, but the buildings are strangely distorted.  Towers rise higher than they should, and the great temples seem squat and mean.  Your attention swoops in on the highest tower, whose summits seems to be wreathed in black shadows even though the Moon is shining directly on it. 

Your point of view comes in through a window, and you see a dark, cluttered room.  A group of people have entered the room, struggling through shadows that seem to clutch and them and obstruct their every motion.  You recognize them as yourself and several other samurai here at Winter Court.  (The PCs and Otomo Torakage.)  

A figure appears on the floor in front of the group.  It is a Tattooed Man, the same one you saw in the previous dream.  He is trapped in bonds of darkness, and struggles weakly against them.  Torakage and the other samurai reach out to try to pull the man free, but instead, the darkness surges up and envelops them, shrouding all in blackness.  You try to scream, but cannot.   

Winter Court: High House of Light
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