Undignified Death

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

by Rob Hobart

with material and ideas 

by George Moses

Murder is always a crime in Rokugan, but when the victim is universally hated, solving the mystery can be difficult indeed.

Adventure Summary and Background

The village of Umoeru Mura serves the Crane Clan as a dumping ground for those samurai whose performance is so abysmal that they cannot be allowed anywhere else, but who have not actually committed a deed calling for seppuku.  (Of course, some samurai have been known to commit seppuku rather than accept an assignment to this notorious village.)  Those who come to Umoeru Mura do not leave – their political careers within the Crane Clan are over, and they live out the rest of their lives in bitterness and isolation.  Snarling enmities and obsessive hatreds develop between these failed samurai, and the most trivial disagreements or embarrassments can lead to sworn enmity and vicious backstabbing.  Other Clans, recognizing the low worth of Umoeru Mura, typically emulate the Crane and send their least talented and respected emissaries to the town. 

Thus, when the hated and reviled Mantis ambassador to the village dies mysteriously, there are an abundance of suspects, and no particular interest in solving the crime. Since the crime involves a samurai from another Clan, and the town magistrate is himself a suspect, the governor sends a hurried request for an Emerald Magistrate to the nearby city of Aketsu.  There it is received, by chance, by an inept Emerald Magistrate named Toku Irui.  She, in turn, orders the PCs to undertake the mission on her behalf – she is far too busy to investigate a murder in such a trivial place.  

Important Notes for the GM

This adventure is designed to confront the PCs with an old-fashioned whodunit in the style of Agatha Christie, with an abundance of possible suspects and evidence pointing to most of them.  However, the adventure places a Rokugani twist on Dame Agatha’s formula – since the Rokugani care more about maintaining face and keeping up appearances than about actual truth, it is entirely possible that the PCs will condemn an innocent person.  Almost all of the suspects have enemies who will quickly step forward and offer false testimony if they are accused of the murder.  Thus, the PCs will find it relatively easy to “solve” the case, but much harder to condemn the right person.

Important: Emerald Magistrate PCs cannot play this adventure!  The structure and design of the adventure requires the PCs to be serving as yoriki to Toku Irui, in order to force them into the module and place limits on their power.  If one or more of your players have characters who have been appointed Emerald Magistrates, they will need to create new characters for this adventure.    

Introduction

The adventure begins with the PCs in the town of Aketsu in Crane lands, where they have come as escorts for minor Clan diplomats who are discussing trade arrangements for the year.  Aketsu is a Kakita-family holding and one of several Crane trading hubs in the southern Empire.  The PCs have no negotiating duties of their own, and are housed in a guest-house next to the governor’s residence.  They spend their time socializing and enjoying tea and fine food, watched politely but carefully by the local Kakita guards.  

The garden which lies between the guest-house and the governor’s residence is a fine example of the beauty and splendor of the Crane.  Servants offer meals in the garden twice a day, and you have gathered here regularly to eat and socialize with the local Crane samurai and the other guests.  The negotiations are somewhat tense this year, due to the outbreak of war on several fronts in the Empire, but the Crane have maintained decorum and offered their finest hospitality to all of their guests.  

Aside from the PCs, the most notable guest here is Toku Irui, a Monkey Clan courtier and Emerald Magistrate.  Irui is a plain but very well-dressed woman in her early twenties, with a personality that can only be called “vapid” – she was appointed an Emerald Magistrate through the influence of the Scorpion Clan, as a favor to her Clan, the Monkey.  She is a clotheshorse, always accompanied by a half-dozen servants carrying a vast array of baggage (mainly garments).  She has a wearisome fascination with all things related to fashion, and will engage in endless hours of conversation on current events in the world of fashion, waxing lyrical on the latest styles of kimono and embroidery, the trends in obi tying, what the “in” courtiers were wearing at the last Winter Court, and so forth.  On matters of the law, however, she is appallingly ignorant. She has a pet, a small dog named “Chibi-chan” which yaps loudly and persistently, impeded only by occasional mild, ineffectual scoldings from Irui.  She will chat endlessly about 

Aside from Irui’s inane babbling, the main topic of conversation will, of course, be the war which seems to be engulfing the Empire.  The Crane are themselves involved in this war, of course, but they will make a point of reminding all their guests, especially Crab, Lion, and Mantis guests, that the conflict does not extend into this court.  “You are all our guests, samurai-sans, and we would be remiss if we allowed anyone’s stay here to be troubled in any way.”

· The local courtiers do not have any actual, concrete information on the impending war.  They know the Crab have declared war on the Crane, and they have heard rumors that the Lion and (more unexpectedly) the Mantis will support the Crab.  There are also rumors of a Dragon war against the Lion, and even tales that the Mantis are supporting the Dragon in that conflict, which confuses the Crane.  No one seems to be sure what the Unicorn and Scorpion will do.  

· The Crane NPCs here will not verbally or physically attack or antagonize any Crab, Lion, or Mantis PCs, and will not allow other PCs to do so either.  “This is Rokugan, not some barbarian kingdom where diplomats are insulted and murdered,” they scold.  If a PC actually attempts to start a fight, that PC will be afforded a single opportunity to make proper apology.  Failure will result in that PC being expelled from Aketsu    

A Request for Help

One morning, as the courtiers are enjoying the spring sunlight, a samurai courier comes trotting into the gardens.  He is a young Crane bushi, dressed in partial ashigaru armor, with a fluttering back-banner with the kanji for “Doji Katagoro.”  He looks around, spots Toku Irui, and hurries over, dropping into a quick prostration.  “I have an important message for an Emerald Magistrate, Toku-sama, and I am informed that is your office.  May I deliver it?”

Irui makes an impatient gesture, and the courier rises and presents her with a folded letter, then stands and waits while she reads it.  PCs who look at him can roll Perception/Lore: Heraldry at TN 15 to identify the name (“Doji Katagoro”) as the name of the governor of a minor Crane village, Umoeru Mura.  

Toku Irui reads the letter and sniffs, irritably tossing the letter onto the table beside her.  “This is just too tiresome,” she says.  “A murder of some minor diplomat?  I have no time for an investigation right now!”  She looks around at the other samurai in the garden.  “I shall have to send yoriki to deal with this matter.”  

· Irui will point randomly at several samurai in the garden – specifically the PCs.  “I hereby appoint you as my yoriki.  Look into this matter at once.”  She hands the letter to the nearest PC.

· If any of the PCs are themselves Emerald Magistrates, she will not appoint then, rather she will ask them to conduct the investigation for her.   “I am sure you do not have the same demands on your time as I, samurai-san.  If I might prevail on you to handle this matter for me?”

The PCs cannot honorably decline Irui’s orders, since they have no other duties requiring their attention at this time.  Emerald Magistrate PCs could theoretically decline her request, although PCs with a highly developed sense of Duty should probably lose 1 point of Honor for refusing to deal with a problem requiring an Emerald Magistrate’s attention.

Information on the Case

Once the PCs accept their duty (willy-nilly), Irui will hand them the letter.  It reads as follows:

“Honored magistrate, I am Doji Katagoro, lord of Umoeru Mura.  I have the misfortune of reporting the death of one of my village’s residents, Yoritomo Suzuhara, the Mantis Clan’s emissary to our humble court.  Her death appears to be murder, and since she is from outside our Clan, I find it wise to seek the assistance of the nearest Emerald Magistrate.  Please come to our humble village at the earliest opportunity.”

If the PCs roll Intelligence/Lore: History at TN 20, or Lore: Crane at TN 15, they will recognize Umoeru Mura as “Rubble Village,” an obscure but notorious town where the Crane send those who are considered failures, but not so shamed that they must commit seppuku.  

PCs who seek information on Doji Katagoro can roll Intelligence/Lore: Heraldry at TN 25, or Lore: Crane at TN 20, to recall that he is the latest scion of a very minor Crane noble family, which was assigned to the rule of Umoeru Mura two generations ago after being shamed for an administrative failure.  

PCs who seek information on Yoritomo Suzuhara can roll Intelligence/Lore: Heraldry at TN 30, or Lore: Mantis at TN 25, to remember a story about a female courtier who lost out in a bitter power struggle in Kyuden Gotei a couple of years ago.  She was punished with reassignment to a remote post in the Crane lands.  

If the PCs speak with the courier, he identifies himself as Doji Reisu, a bushi in the service of Doji Katagoro-sama. He has run here overnight from Umoeru Mura, and is ready and willing to lead the PCs back.  Reisu is an idealistic young samurai who hopes and believes he will be able to ascend in the Celestial Order by serving his lord to the very best of his ability.  He is from a very minor family, and knows his assignment to Umoeru Mura is neither pleasant nor prestigious, but he is determined to put the best face he can on things and to be the finest samurai possible.  Reisu is in many ways the samurai ideal, working tirelessly and selflessly to serve his lord and Clan without regard for whether his dedication is deserved.     

Heading to Umoeru Mura

Once the PCs leave for Umoeru Mura, Doji Reisu will escort them, trotting along at a steady pace alongside as they march (or ride) toward the remote coastal town.  The trip will take about six hours.  Reisu will trot along tirelessly next to the PCs.  Smart PCs will realize he must have run all night to arrive at Aketsu in the morning, and he will confirm this if asked, but will absolutely refuse to boast about it or bring attention to his deeds. 

Part One: Arrival in Umoeru Mura

In early afternoon, the PCs descend through a saddle in the rugged, forested hills which line this portion of the Crane coastline.  Ahead of them, the spring sunlight sparkles on the Umi Amaterasu, the great sea, and its beauty contrasts with the bleak town which shelters on the rocky coastline:

It has been over three centuries since the town of Hayaku Mura was renamed “Rubble Village,” but the town still earns its new title.  Vast heaps of dirty rock, the spoil of the town’s coal mines, surround the village on all sides, spilling into the scrubby, unhealthy forests which cover the low hills.  The huts which line the town’s main streets and lurk on its outskirts are gray and dingy, their thatch roofs sodden with black coal-dust, and the people who trudge through those streets look little better.  As you draw closer, you can see that many of the town’s buildings are constructed in a rather rough and shoddy fashion, and some of them lean sideways or slump like old horses.  Some of the town residents even seem to be living in crude lean-tos dug into the sides of the great rubble heaps.  At the far side of the village you can see a dockyard with a handful of ships.   

The main street has a few buildings that look like poorly-designed copies of inns and merchant shops.  The signboards hanging in front of them are so warped and faded that it is almost impossible to read them.  A pair of bedraggled-looking women in poorly-applied geisha makeup regard you with jaded eyes from the slumping upper-floor balcony of a tea-house. Nearby, streams of smoke emerge from a low, grubby building, along with the rattle of dice.  

At first you see no sign of samurai inhabitants at all, but as Doji Reisu leads you through the town, you pass what appears to be a small barracks building, and then finally perceive a handful of samurai dwellings located in a flat area surrounded by trees, sheltering them from the rest of the settlement. A single unarmored guard stands on the street leading into this sub-village.  

Reisu will trot up to the guard and introduce the PCs as “yoriki for the honorable magistrate Toku Irui-sama,” and the guard nods, looking bored and tired, and waves them on toward one of the samurai dwellings.  That building is the governor’s residence, and is by far the largest building in the town.  Doji Reisu stops at the front gate and summons a rather harried-looking serving-maid, who leads the PCs inside after he explains why they are here.  Reiju bows to the PCs, wishes them good luck, and trots off to the barracks.     

Welcome to Our Court!

The PCs are led into a medium-sized room in the front of the mansion.  The hardwood floors are covered with simple, basic tatami mats, and a few unimpressive pieces of artwork sit in the corners, collecting dust.  A half-dozen or so courtiers, all of them Crane except for a small Scorpion with a white-and-red half-mask and a plump man in brown and green, stand around the room.  They fan themselves idly and regard the PCs with expressions that range from vague interest to bored irritation.  One of the Cranes is dressed in the makeup and costume of a Kakita jester, and stares owlishly at the PCs through his poorly-applied cosmetics.

At the far end of the room, on a raised wooden dais, a portly middle-aged Crane man with a salt-and-pepper beard and a drooping nose looks up at the PCs with an anxious, pleased smile.  Sitting to his right and slightly behind him is a thin, pale woman with a plain face and elaborate, somewhat garish makeup.  

The man awaiting the PCs is, in fact, Doji Katagoro, and the unhappy woman seated by him is his wife, Sumae.  The other courtiers in the room are most of the town’s notable samurai inhabitants: Doji Yumei, Doji Nagamo, Doji Mizuki and her simpering husband Doji Shikensu, Kakita Jinsei and his unhappy wife Yuri, the jester Kakita Kumiyuzu, Daidoji Kimo, and Kasuga Mito.  The only notable absence is the guard captain Daidoji Naizu, Kimo’s husband.  

· Any PC who rolls Perception/Lore: Heraldry at TN 15 will notice an oddity of the Crane here – none of them have followed the traditional Crane custom of dying their hair white.

Doji Katagoro welcomes the PCs with a mixture of anxiety and relief.  “Welcome, welcome, magistrate-sans!  We have been anxiously awaiting your arrival!”  He will be somewhat confused, and more than a little embarrassed, if the PCs correct him and explain they are merely yoriki. Wise PCs will find a way to do this without showing Katagoro up in public.

Katagoro will socialize with the PCs for a few minutes and will make a point of dropping a few obvious compliments to any female PCs who are the slightest bit attractive.  His wife glares daggers at those same PCs while she forces her painted lips to smile and drop inane compliments.  Eventually, Katagoro will clear his throat and explain the situation.  “Well, it is a most unfortunate matter.  The lady Yoritomo Suzuhara came to us last year as an emissary from the Mantis Clan.  Her stay here has been… a very pleasant one, so naturally we were all shocked when she was found dead two days ago.  Poisoned, it appeared.  I cannot imagine who could have committed such a ghastly crime.  However, since lady Suzuhara is from the Mantis, I felt it best to summon an Emerald Magistrate to look into the crime.”  

Smart PCs will be watching Katagoro and the other courtiers here for their reactions to this statement.  Such PCs can roll Awareness/Investigation (Notice) to pick up the following clues:

· TN 15: Almost all of the courtiers in the room exhibit a hostile reaction to the name of Yoritomo Suzuhara, and seem to show a certain subdued pleasure in her death.  

· TN 20: Katagoro is clearly insincere when he refers to Suzuhara’s stay as “pleasant,” and his wife Sumae gives him a very ugly glare when he uses that word.

· TN 30: The PCs can tell that Doji Nagamo is mildly drunk, and that the only person here who doesn’t seem to show some pleasure in the mention of Yoritomo Suzuhara’s death is the droopy, middle-aged jester.

Once Katagoro has explained the situation, he will expect the PCs to leave and begin their investigation.  If the PCs try to ask questions now, he will gesture around himself and issue a forced laugh.  “We are in the midst of court, yoriki-sans!  Humble as our little court may be, nevertheless we strive to uphold the standards of civilization.”  At this point, the jester Kakita Kumiyuzu will utter a loud, wet snorting sound, and goes into a shuffling attempt at a dance of mockery.  All the other courtiers studiedly ignore him, and Katagoro coughs and continues: “Surely your questions can wait for a more suitable occasion.  We have every intention of cooperating fully so that this terrible crime can be solved.”  

If the PCs insist on asking questions now, a murmur of disgust will pass through the room, and all of the courtiers will become hostile to the PCs, offering the minimum possible cooperation thereafter.  

The Town of Umoeru Mura

The atmosphere and nature of “Rubble Village” should be played up by the GM as much as possible to enhance the feel and style of this adventure.  Umoeru Mura is primarily a coal-mining town – there are several mines in the hills surrounding the settlement, and throughout the day the PCs will see filthy, blackened laborers emerge from the mines to dump rocks and soil onto the vast piles of rubble and spoil that already half-cover the town.  In the evening, the streets briefly fill with exhausted laborers, black with coal-dust, as they return home from a day of work.  Most of them go straight home, but the younger and more energetic head for the gambling house or the “geisha house.”  (See Part Four for more information on those two establishments.)

Umoeru Mura is earthquake-prone – this is part of the reason for the shoddy construction and general haphazard nature of the town.  If the PCs’ investigation lasts more than a day or two, they will experience a small earthquake which collapses one of the town’s more decrepit buildings.  The local inhabitants endure the earthquake with a peculiar mixture of fatalistic acceptance and stark terror.  

Part Two: The Crime Scene

The PCs will most likely begin their investigation by either visiting Suzuhara’s quarters or by trying to examine her body.

The Eta and the Body

If the PCs ask about Suzuhara’s corpse, they learn it was taken away by the eta within a couple hours of its discovery.  If the PCs want to learn anything more than what Katagoro and the servants can tell them, they will have to go to the local eta settlement.

The eta of Rubble Village live in a trio of grubby, poorly-constructed huts, built into the side of one of the town’s spoil heaps.  A crude coal-fired crematorium is located behind the huts, with a squat chimney of rough-cut stone that belches black smoke every morning when the eta do their work.  Several animal skins are stretched onto wooden frames outside the huts, leather undergoing the curing process before it is blessed to remove its impurity, and some of the eta are outside working on the leather when the PCs arrive.  They will immediately prostrate themselves, awaiting the PCs’ commands.  

Even by eta standards, these are lowly and unimpressive specimens, lacking intelligence or curiosity.  They cower and shrink away from the PCs, answering questions in mumbles and trying to say what they think the PCs want to hear.  

If the PCs ask about Suzuhara, the eta reply that they collected the body of “the Mantis woman” from her room when the guards summoned them yesterday morning.  They brought her here and burned the body.  They still have the urn with her ashes and bones, along with a package containing the clothes she was wearing.  “The samurai are supposed to take them back to her folks,” the eta explain helpfully.  

If the PCs ask about the condition of Suzuhara’s body, the eta say she was “all rigid, like she’d been tightened up like a cord, and had foam at the mouth, like a sick animal sometimes, begging your forgiveness, samurai-sama, not meaning to say she was an animal or nothing.”  One of the older eta thinks these were poison symptoms. “I seen that before, years ago, when someone got poisoned.  He looked just like that.”  

If the PCs look at Suzuhara’s belongings, they consist of a kimono, obi, a piece of folded paper, and a pair of hairpins with carved ivory Mantis mons on their heads.  

· PCs who examine the kimono can roll Perception/Investigation at TN 20 to find a stain on the front of the kimono with a faint odor of tea and bitter almonds.  A PC who rolls Intelligence/Poison at TN 15, or Intelligence/Medicine (Antidotes) at TN 25, can recognize this as the odor of Ketsu, a type of poison.

· PCs who examine the folded paper find it to be a shade of light Crane blue, with a poem written on the inside.  The poem makes a somewhat confusing metaphor about insects and dead flowers.  A PC who rolls Intelligence/Storytelling (Poetry) at TN 20 can deduce that the poem is intended as an attack on Suzuhara.  The author cannot be immediately deduced, but a roll of Intelligence/Calligraphy at TN 20 suggests the style of the brush-strokes is masculine.  

· A shugenja PC who casts Commune (Earth) on the letter can learn it was written by a man in a blue kimono.  Casting Reflections of Pan Ku will gain an image of Doji Nagamo.

The Crime Scene: Suzuhara’s Residence

Yoritomo Suzuhara’s residence is in the governor’s house – she, like Kasuga Mito and Bayushi Makesu, is considered a guest of the governor.  Her suite is a trio of rooms built around a small interior garden, comprising a sleeping chamber, a room used for writing and contemplation, and a third used to meet guests.  The garden is a small and unimpressive place, enlivened by a few exotic-looking flowers and shrubs.  (These are plants from the Mantis Isles, and can be identified with a roll of Intelligence/Artisan: Gardening at TN 20 or a suitable Lore skill at TN 15.)  

The servants will readily show the PCs to Suzuhara’s writing room, where she was found dead.  The room has been left untouched aside from the removal of her body by the eta.  It contains a low table with a writing kit, an assortment of sheets of paper in differing shades and colors, and a small china tray (which was used to deliver her teacup).  A broken teacup lies on the floor next to the table, and PCs can see a faint stain on the tatami mat around the cup.

· If the PCs look at the papers and materials on the writing desk in more detail, they see that Suzuhara had sheets of paper in several shades of green, blue, and tan/light brown.  It appears that she had gotten out a sheet of light green paper and was making ink with her inkstick when she died.

· There is a small drawer in the front of the writing table.  Inside are a half-dozen love-letters, written on pale blue paper.  The PCs can roll Intelligence/Calligraphy at TN 15 to recognize that the writing style is masculine.  They can interpret the poems in the letters by rolling Intelligence/Storytelling (Poetry) at TN 20 – this tells them that the letters were definitely meant for Suzuhara, and that the person writing them was married (since he makes oblique references to being unhappy with his wife).  These letters are from Daidoji Naizu, which the PCs can confirm by asking the servants.  Casting Reflections of Pan Ku on the letter will show an image of Naizu composing it. 

· The teacup is normal and unexceptional, aside from being broken. There is a brown tea-stain inside the cup and the stain on the floor matches it.  Both have a faint odor of tea and bitter almonds.  A PC who rolls Intelligence/Poison at TN 15, or Intelligence/ Medicine (Antidotes) at TN 25, can recognize this as the odor of Ketsu, a type of poison.

If the PCs search the rest of Suzuhara’s quarters for possible clues, they can roll Perception/Investigation (Search) at TN 20 to locate the following four clues of interest in her sleeping chamber:

· Concealed in between the kimono in her wardrobe is an obi belt in Crane blue, wrapped around a hairpin with the Daidoji mon carved into its head.  This was a gift from her current lover, Daidoji Naizu.

· Hidden in the bottom drawer of the wardrobe is a silk pouch.  It contains fifteen koku in assorted coins (all of Crane mint) and a small ceramic bottle. The bottle contains Jereku Ropu, a poison, and can be identified with a roll of Intelligence/Poison at TN 15 or Intelligence/Medicine (Antidotes) at TN 25.  The bottle is made of cheap, simple pottery, and stamped with a kanji that reads, “Luck.”  Magic cannot trace the source of the bottle (if a shugenja casts Reflections of Pan Ku, he gets an image of a potter mixing clay), but Communing with the Water spirits in the poison to learn when it was last used will get an image of a woman’s hand pouring some of the poison into a koi pond.

· Tucked inside one of her kimono is a folded letter on plain white paper.  It contains a brief poem about a foolish, arrogant praying mantis that tries to eat a scorpion and suffers a fatal sting.  The letter is signed “Kesuma.”  A PC who knows the names of the suspects (including Bayushi Makesu) and rolls Intelligence/Investigation at TN 20 will realize this name is an anagram for Makesu.   Casting Reflections of Pan Ku on it will grant an image of Bayushi Makesu writing the letter.  

· Inside another drawer is a small wooden pipe.  PCs who have encountered opium before will recognize the odor from inside the pipe.  Other PCs can recognize it with a roll of Intelligence/Underworld or Intelligence/Poison at TN 20, or Intelligence/Medicine at TN 25.  

The Crime Scene: Suzuhara’s Servants

Smart PCs will speak with the servants who work in Suzuhara’s quarters.  The maidservants here will explain that Suzuhara arose as usual in the morning, bathed and dressed, and came into her writing room to read her letters and prepare her correspondence for the day.  They remember there was one letter waiting for her on the writing desk (it is not there now).  She had tea delivered to her from the kitchens – this was customary, she always took tea in the morning while doing her correspondence.  Soon after, they heard the sound of the teacup breaking, and came in to find Suzuhara convulsed and foaming at the mouth.  They sent for help, but by the time the guards could get there, Suzuhara was dead.

If the PCs want to learn more about Suzuhara, they will have to win the confidence of the servants.  Servants know almost everything that happens in samurai households, but they are extremely reluctant to share such information with other samurai, lest they be accused of insulting their betters.  In order to win the servants’ confidence, the PCs will have to role-play a sympathetic and compassionate approach to the servants, and roll Awareness/Etiquette (Sincerity) at TN 25.  PCs who have reputations for helping those lower in the social order can get a Free Raise on this roll.

If the servants are persuaded to speak openly, they will share the following information with the PCs:

· They knew that Suzuhara was having an affair with Daidoji Naizu, the commander of the local garrison.  They do not think Naizu’s wife Kimo knew about it – however, they do know she is having an affair of her own, with Kasuga Mito.

· They know Suzuhara was corresponding with most of the samurai in town, and they sometimes looked at her letters.  Consequently, they knew that Suzuhara was bitter enemies with almost everyone else in Umoeru Mura, including Doji Nagamo, Doji Yumei, Doji Mizuki, Kakita Yuri, Daidoji Kimo, the governor’s wife Sumae, Bayushi Makesu, and Kasuga Mito.  

· If the PCs ask what happened to those letters, the servants explain that she usually threw away any letters that she did not find pleasing.

· They specifically know Suzuhara was blackmailing Doji Mizuki with suggestions that she murdered Doji Fujimura, the previous 10-Dan Go grandmaster.   

· They know that Suzuhara smoked opium.  They do not specifically know where she got her opium but they do know that she sometimes visited the local gambling house, run by a Scorpion.  This did not attract much attention, since “many of the samurai here while their time away in that place, samurai-sama,” the servants explain.

Part Three: Interviewing the Samurai

The PCs will likely spend much of their investigation interviewing the various samurai who reside in Umoeru Mura.  The logical place to begin is the governor’s residence, a sizable mansion which is home not only to Governor Katagoro and his wife Sumae, but also to Doji Nagamo, the court shugenja Doji Yumei, and the governor’s out-of-Clan guests, Kasuga Mito and Bayushi Makesu.  

The courtier Kakita Jinsei and his wife Yuri, the jester Kakita Kumiyuzu, the former Go grandmaster Doji Mizuki and her husband Shikunsu, and the guard captain Daidoji Reizu and his wife Kimo each reside in their own separate house. 

The governor, and any of the guards or local residents, can give the PCs a complete list of the local samurai and where they live.  

Interviews: Governor Doji Katagoro 

The governor of Umoeru Mura is not a pleasant man.  He hates his wife, hates the village he rules, and hates the inconvenience and trouble which Yoritomo Suzuhara has brought upon him.  His children are away training in the Crane schools and he cares about nothing except to get through life with the minimum of trouble.  He wants the PCs to finish their investigation as quickly as possible and be gone.  

If the PCs ask how it was known that Suzuhara died of poison, Katagoro explains that it was quite obvious: “When I came in after the guards, she was lying dead and convulsed next to a spilled teacup, with foam on her lips.  What else could it have been?”  

He will adjust how he describes Suzuhara based on whether they are in public or private, and whether or not any of the PCs are Mantis.  If none of the PCs are Mantis, he will openly describe Suzuhara as a “troublesome woman” who delighted in causing problems and hurting others, and who made many enemies.  In a private interview he will also say she had affairs with several men in Umoeru Mura (listing Doji Nagumo, Daidioji Naizu, and Kasuga Mito) and claims she visited the local gambling den, run by a Scorpion named Shosuro Ejito.

· If a Mantis PC is present, Katagoro will be more circumspect and will not mention the affairs or the visits to the gambling den.  He will still admit that she made enemies, although he will refrain from blaming her behavior.  “Here in Umoeru Mura, our lives are not very memorable, and I fear we sometimes succumb to our petty differences.”  

In public, if the PCs ask for specific names of enemies, Katagoro will be very vague in public, but PCs who roll Perception/Investigation (Notice) at TN 20 will catch a brief flicker of his eyes toward his wife.  

· In private, Katagoro will still glance at his wife (same roll to notice it) before naming Doji Nagumo, Doji Mizuki, Doji Yumei, Kakita Yumi, Bayushi Makesu, and Kasuga Mito as people he specifically knows to have been angry at Suzuhara.  He will deny any enmity toward her himself, and will likewise deny any suggestions about his wife.

If the PCs specifically ask why these enmities existed, he will be reluctant to share any specific information.  “Gossip is a filthy business, samurai-samas, and a scourge on our modest little court here in Umoeru Mura.  I would prefer not to add to such unpleasantness.”  The PCs cannot overawe him with direct authority – he is a governor, after all, even if he rules a tiny, shameful little town.  However, PCs who role-play an effective effort to shame or browbeat him into cooperation can attempt a Contested Social Roll of their Awareness/Courtier against his Awareness/Etiquette of 6k3 to force him to be more cooperative.  In that case, he will confess that Suzuhara publicly humiliated Doji Nagamo (by mocking his drunkenness), Kakita Yuri (mocking her childlessness), and Bayushi Makesu (by exposing his lies).  He does not know the reasons behind the other enmities, but he does know she was engaged in correspondence with several people here and he suspects additional enmity arose from that.  

· If the PCs ask whether anyone publicly expressed enmity or hatred against Suzuhara, the governor recalls that Doji Nagamo at one point swore vengeance against her in court.  He also remembers that his court shugenja, Doji Yumei, at one point made a public rant in which she accused Suzuhara of doing “dreadful things.” He does not recall the details, describing the scene as “distasteful” and suggesting that Yumei may have been drunk.  “Certainly she has been very… erratic, since then.”  

· He did not know that Suzuhara was an opium addict, but is not greatly surprised to learn it.  “Many here succumb to such vices, yoriki-samas.  What else do they have?”  He knows they usually get the drug at the local gambling house, and that most of the samurai here visit that house, although he does not go himself.

If the PCs ask Katagoro about his wife Sumae, he will claim no problems so long as she is present.  If they ask him without her presence, he will grimace and explain, “Sumae is a most jealous and unreasonable woman.  She is continually suspecting me of affairs, first with Kakita Jinsei’s wife, then with Suzuhara.  All nonsense, but the tiresome woman refuses to listen to reason.”  

Interviews: Doji Sumae, Katagoro’s Wife

If the PCs speak with Doji Sumae along with her husband, she will confirm everything he says, although the PCs will notice that the topic of Yoritomo Suzuhara clearly makes her angry.  She also gets angry when the PCs mention Kakita Yuri, though not Daidoji Kimo or Doji Mizuki.

If the PCs speak with her separately, she will normally try to remain circumspect for fear of losing face in front of strangers.  However, PCs who take a clever approach, either showing sympathy to her, hostility to her husband, or disgust with Suzuhara, can roll Awareness/Courtier (Manipulation) at TN 25 to get her to open up.  

In this case, Sumae will erupt in snarling invective, declaring that she “knows” her husband must have been having an affair with that horrible woman.  “He’s always betraying me, over and over again, and she was even worse than the rest!  She was a shameless woman, after my husband she took up an affair with the guard captain, Daidoji Naizu – she was probably stealing him away from poor Kimo-chan at the same time!  I’m so glad she’s dead, she brought nothing but misery.”
She does not have any proof of any of her claims, and insists she doesn’t need any.  “I have eyes to see, don’t I? Go ask Kimo-chan, ask her if her husband was faithful.  Ask her!”  

If the PCs ask who else her husband had affairs with, she claims he was previously taking up with Kakita Yuri.  “She’s been barren since marriage, and suddenly last winter she comes up with child!  Surely not by her husband Jinzei!  But,” she adds with vindictive satisfaction, “she lost the child before it could come into the world.  Only fitting!”  A PC who rolls Awareness/Investigation (Interrogation) at TN 20 suspects she knows more about this than she is saying, although she will not admit anything.

PCs who have looked into things at the gambling house may decide to ask Sumae whether she has been there and, if so, whether she has ever bought poison.  She will try to deny both accusations, but if the PCs mention witnesses, she will eventually confess to going there to “idle away some time.”  

If the PCs end up arresting Sumae and have her rooms searched, they will find a pottery bottle with the kanji for “Joy,” containing a small amount of a thick, syrupy fluid.

· A PC who rolls Intelligence/Poison at TN 15 or Intelligence/Medicine (Antidotes) at TN 25 will identify this liquid as Bitter Leaves, a poison which can induce miscarriage in pregnant women.

· If the PCs identified the poison that killed Suzuhara (Ketsu), this is not it.  

Interviews: Doji Nagamo

Nagamo is an older courtier who was sent to Umoeru Mura seventeen years ago after a failure in court.  He is a bitter drunk, and spends much of each day in a state of intoxication, although like many long-term alcoholics he is skilled at maintaining the outward appearance of functionality.  He has a certain facile charm, but it tends to break down quickly into bitterness and invective.    

Nagamo will quickly begin showing anger and venom when asked about Yoritomo Suzuhara.  He claims she was “a dishonorable woman, without manners or morals” who brought “shame and disgrace” on the humble court of Umoeru Mura.  If the PCs ask for specifics, he will mumble something about “insulting her betters.”  PCs who have learned about what happened with Suzuhara last winter can ask him about this, and he will snarlingly confess that she “behaved boorishly toward me in court.” He will deny that he swore vengeance against her – sincerely, since he was too drunk to remember – but will back down if confronted by the testimony of someone higher up (like the governor), and admit he might have said such a thing in “a moment of inattention.”  

If the PCs ask whether Nagamo goes to the gambling house, he will mutter that this is a “disrespectful question,” but under pressure he will reluctantly admit that he often spends his evenings there.  (He knows there are many others who can testify to this.)  He will also admit to visiting the “geisha house” regularly, and belligerently points out that this does not violate any law.  He will firmly and truthfully deny any involvement with poison.  

Nagamo cannot account for his whereabouts on the morning that Suzuhara died – he will claim he was in his quarters, but no-one else in the governor’s residence can confirm this.  In fact, he was passed out drunk in the alley behind the gambling house, but no one saw him there.  

· Nagamo’s servants can report that he did return to his room on the night before the murder.  He arrived in his room late the next morning, after the murder had been discovered, and went immediately to the baths.  The servants describe him as “disheveled” and “exhausted.”  If a PC asks whether he had been drinking, the servants will look at each other sidelong and then silently assent to the suggestion.  

If the PCs ask Nagamo about other samurai who might have had reason to kill Suzuhara, he will eagerly rattle off a list of enemies and incidents:

· Doji Yumei “went mad in court” one day, screaming at Suzuhara that she had done “terrible things to my children.”  Nagamo finds that bizarre, since Yumei has never married.  “She probably was smoking opium!  I know she went to the gambling house occasionally, maybe she was getting her fix there.  Regardless, ever since then she’s hated that Mantis witch.”  

· Kakita Yuri is the childless wife of Kakita Jinsei, a local landholder.  Nagamo knows that Suzuhara mocked her for her childlessness after she miscarried last winter.  He also knows that her husband Jinsei regularly visits the local “geisha house,” since he saw him there on more than one occasion. 

· He knows that Doji Sumae, the governor’s wife, believed that Suzuhara was having an affair with her husband.  “Of course, she believes that about every woman in the court!  But she certainly hated Suzuhara well enough, true or not.”  

· He knows there was some kind of enmity between Suzuhara and Doji Mizuki, but does not know what caused it.  “Of course, everyone here hates that stuck-up ‘Go grandmaster.’  She thinks she’s better than us, that she doesn’t belong here.  Ha!  Everyone thinks that at first.  Then they learn better.”

· He suspects Suzuhara was having an affair with Daidoji Naizu, the local guard captain.  “She was subtle about it, I don’t know if Naizu’s fool wife even noticed.  Of course, she was busy carousing with that toad Kasuga Mito.”

· He also knows that Suzuhara publicly insulted or mocked both Kasuga Mito and Bayushi Makesu.  He chortles over what happened to Makesu: “That man has done nothing but spin ridiculous stories of his own greatness since arriving here.  As if the Scorpion would send anyone of talent to Umoeru Mura!  I confess it was a pleasure when Suzuhara took one of his stories apart in open court.  Only time I actually liked the woman.”  

Interviews: Doji Yumei

The court shugenja, Doji Yumei, lives in a pair of rooms on the eastern side of the governor’s residence.  There is a modest garden outside her sleeping chamber, with a large koi pond.  However, there are no fish in the pond, and the garden as a whole is distinctly ragged and ill-kept.  A PC who looks at the garden can roll Perception/Artisan: Gardening at TN 20 to be able to tell that this garden was actually well cared-for until recently, but has since been left to neglect.  

Yumei is a middle-aged woman with gray streaks in her hair and lines of sadness and misery around her eyes and mouth.  When the PCs speak to her, she seems somewhat lost and disconnected, but quickly flares to life and attention when they mention Yoritomo Suzuhara.  “That vile woman!  She killed my children!  Her death is a blessing on the world!”

Doubtless the PCs will follow up on this claim to killing her “children.”  She will begin to weep as she recounts her loss.  “Oh, my poor babies, they never harmed anyone in the world!  How could she kill such innocent little ones!  Her soul was black as the coal in this town, no, blacker!”  It will not be immediately apparent what Yumei is talking about, and some PCs may suspect her of insanity.  

· If they ask the names of her children, she identifies them: “Ichi, Mito, Sanjo, and poor little Chibi!  My poor darlings, I still lie awake weeping for them!” 

If the PCs pursue the matter, they will eventually be able to deduce from her conversation that she is referring to the koi who used to live in her pond.   

· If the PCs ask whether Suzuhara was ever punished for her deeds, for example, she will wail, “Of course not!  No one else loved my children the way I did, naturally they all did nothing.  Some of them probably thought it was funny!”  

· If they ask to see the “scene of the crime,” she will take them out to the koi pond.  “I’ve left it just as it was when I found them, my poor darlings, floating upside down.  Right here where I used to feed them every day.”  

Eventually, by asking the right questions, the PCs should be able to learn that Yumei’s fish were poisoned by Suzuhara. 

If the PCs ask how she knew Suzuhara was responsible, she snorts.  “I am a shugenja, yoriki-san, though I suppose you don’t think anyone enlightened enough to speak with the spirits could live in Umoeru Mura.  The Water spirits clearly showed me it was that awful woman who did the deed.”  

She will freely admit that she accused Suzuhara in court and swore vengeance on her.  “And now the Fortunes have heard my prayers, and answered with vengeance for my children,” she says fiercely.  “And I hope that woman’s spirit has been sent to Gaki-do where she deserves to be!”  

Yumei is not very up-to-date on the gossip and news in Umoeru Mura, since she has spent the last few months in mourning for her dead fish.  She knows the most basic information on them – e.g. Nagamo is an old drunk, Bayushi Makesu is a compulsive liar, Kasuga Mito is a womanizer, Kakita Yuri is childless and her husband visits the “geisha house,” Daidoji Kimo is a serial adulterer, etc.  She does not know that Suzuhara was an opium addict or that she was having an affair with Daidoji Naizu.  Her view of Suzuhara can be summed up as, “Everyone hated the Yoritomo woman, everyone!”   

Yumei will deny any involvement in Suzuhara’s death, insisting it is the result of Heaven’s judgment on the Mantis woman.  She will also deny visiting the gambling house, even in the face of eyewitness testimony.  She is lying, of course, but any accusations from the PCs will be met with near-hysterical denials.  “You are evil, evil samurai, just like that woman, full of cruelty and malice,” she wails, and rushes into her private quarters, refusing to speak further. 

If a shugenja PC Communes with the Water spirits in her koi pond, the spirits will show an image of Yoritomo Suzuhara pouring something into the pond from a pottery bottle.  

Yumei has a single servant, a cranky, ugly old handmaid who has served her mistress loyally for years.  She will not cooperate with the PCs if she suspects they are hostile to her mistress.  If they are sympathetic, however, she will freely explain the story of the fish.  “Yumei-sama loved and cared for those poor fish for years and years.  And that dreadful Mantis woman killed them, for no better reason than petty cruelty.”   She privately suspects that Yumei may have killed Suzuhara, due to overhearing certain muttered words in her mistress’ sleep, but she will never confess anything to the PCs.

If the PCs arrest Yumei and search her quarters, they will find a bottle of Ketsu poison hidden in her room.  

Interviews: Doji Mizuki and Doji Shikensu

The former Go grandmaster, who is in her late thirties but looks older, lives with her stoop-shouldered, hen-pecked husband in a modest samurai dwelling on a low hill, surrounded by trees and overlooking the town’s modest port.  The house is old and poorly maintained, but was the only samurai dwelling available when Mizuki was sent here at the end of winter.  A pair of downtrodden servants are trying to fix up the house while doing their best to avoid Mizuki’s wrath.

If the PCs interview Doji Mizuki, she will be extremely uncooperative and snidely hostile in her tone, although she never says anything openly or directly insulting.  

· Any PC who rolls Intelligence/Lore: Heraldry at TN 20, Lore: Crane at TN 15, or Games: Go at TN 15 will know that Mizuki was formerly the Empire’s reigning 10-Dan grandmaster, but resigned at the end of last winter under mysterious circumstances.  If the PCs beat the TN by at least 10, they will know there were rumors that she may have murdered her predecessor at 10-Dan rank, Doji Fujimura.  

· If the PCs mention any of this to Doji Mizuki, she will turn very pale, then frigidly deny any such “foul rumor” and end the interview.  Subtler PCs may instead ask Mizuki why she is living in Umoeru Mura – she will scowl and claim she was the victim of “scurrilous rumors” that ruined her reputation.  PCs who make a Perception/Investigation (Notice) roll at TN 20 will be able to tell that her husband is unsettled and anxious about her replies.

She claims to have had no enmity toward Suzuhara, and dismisses any reports to the contrary as the lies of “lesser people.”  She does so with an admirably straight face (she is a very skilled liar, rolling 10k7+6), but PCs who roll Perception/Investigation (Notice) at TN 20 will catch an anxious look from her husband when she asserts no connection to Suzuhara.  

If the PCs ask whether she has any other enemies in Umoeru Mura, she will sniff and say, “None worth mentioning,” at which her husband will shift and clear his throat.  Mizuki sighs and admits, “The wife of the guard captain, Daidoji Naizu – I can’t be bothered to remember her name, some foolish young girl – seems to dislike me.  I suppose because I have seen Kyuden Doji and she’s never been outside of this pathetic little town. As if she has any right to think ill of me, it’s well-known she’s cuckolding her husband with that vile Tortoise courtier who lives with the Governor.”

If the PCs ask her who else could have wished Suzuhara dead, she smiles coldly.  “I think almost everyone who spent the last winter with that woman had some reason to hate her.  I know the governor’s wife had some grudge against her, and that drunken old courtier Nagamo as well.  And the little Scorpion liar, she called him out for his fables right in front of everyone, or so I’m told.  A pity I wasn’t here to see that.  Oh, and the Governor’s pathetic court shugenja-ko, Doji Yumei, I understand the Mantis girl poisoned her koi pond last winter and by all accounts it practically drove her mad… she wanders around like someone under Lord Moon’s Curse.”  

· Mizuki has not been to the local gambling house, and expresses contempt for the other local samurai who spend so much time there.  She specifically knows that Suzuhara went there regularly, along with Doji Nagamo, Kasuga Mito, and Bayushi Makesu.  

· She also knows that Nagamo, Makesu, and Kakita Jinsei frequented the local “geisha house,” and snarls contemptuously at their enslavement to their own desires.    

Smart PCs will speak with Doji Shikensu away from his wife.  He will initially try to back her story but is clearly anxious and frightened – under pressure he will quickly collapse.  “I do not know if the stories about her and Doji Fujimura-sama are true or not – she refuses to speak of it to me.  But I know that soon after we came here, she received a letter from that Mantis woman, and she became quite angry and upset.  She wouldn’t let me see the letter, I have no idea what was in it.”  

He will try to end the conversation at this point, but PCs who roll Awareness/Investigation (Interrogation) at TN 20 can tell he is still holding something back.  If they press him hard, role-play suitable intimidation or aggression, and roll Willpower/Investigation (Interrogation) at TN 25 or Willpower/Deceit (Intimidation) at TN 20, he will crack and begin weeping.  “I don’t want to believe it, yoriki-sama, I don’t want to.  But soon after that letter came I noticed the money she was giving me from our stipend was less than before.  She says our stipend has been cut, but I inquired with some old friends in the capital and they say it’s unchanged… so I don’t know what she’s doing with the money.”  

If the PCs question Mizuki about the letter and the money, she will try to deny such a letter exists and insists the management of her household money is her responsibility.  The PCs can override her objections by citing her husband’s testimony and their authority, and demand that she produce the letter. 

The letter is written on pale tan paper in a delicate feminine hand.  It matches one of the paper colors/types in Yoritomo Suzuhara’s room, and if the PCs who have seen any of Suzuhara’s writing, they can roll Perception/Calligraphy at TN 20 to be able to tell that this is written in a similar style.  The letter contains a lengthy poem – over thirty lines – which can be interpreted with a roll of Intelligence/Storytelling (Poetry) at TN 25.  With a success, the PCs realize the poem is implying knowledge of the death of Doji Fujimura, and suggests monetary payment could prevent such knowledge from spreading.  

Mizuki will not openly admit she was being blackmailed (since doing so would imply she has a guilty conscience with regard to Fujimura) but the PCs can easily draw conclusions from the letter, her behavior, and her husband’s testimony.  If they arrest her and search her quarters, however, they will not find anything incriminating beyond the letter.  

Interviews: Kakita Jinsei and Kakita Yuri

Kakita Jinsei and his wife Yuri live in a medium-sized, unimpressively-decorated house down the street from the governor’s residence.  Jinsei is a gokennin (land-holder) who was granted control of some of Umoeru Mura’s farmlands as a “reward” for mishandling negotiations with the Phoenix Clan eight years ago.  

Kakita Jinsei is an oblivious and profoundly selfish man, with only superficial knowledge of what is happening in the town and its “court.”  He is a moderately-attractive man in early middle age, with a cool, detached attitude.  He treats his much younger wife Yuri, who he married five years ago, as a tiresome burden, and spends many of his evenings debauching himself at the local “geisha house.”  

Jinsei claims (truthfully) to have had no personal enmity for Yoritomo Suzuhara, but knows that most of the other people here hated her.  

· He does not know any specific reasons for most of these hatreds, but recalls that she publicly mocked Doji Nagamo’s drunkenness and his wife’s childlessness.  

· If the PCs ask, Jinsei felt no particular need to avenge such an insult to his wife.  “My wife is barren.  The only time she was with child, she lost it.  This is news to me?” he shrugs indifferently.  (He will behave this way regardless of the presence of his wife, who flinches and ducks her head at his words.)  

· Jinsei knows that Kasuga Mito and Bayushi Makesu go to the “geisha house” regularly, since he is often there himself.  He knows both of those men hated Suzuhara, although he never bothered to ask why. 

Jinsei’s wife Kakita Yuri will be quiet and downcast in his presence, and will answer questions with only a brief “yes” or “no.”  If the PCs arrange to speak with her alone – this will be easy to arrange since her husband is away at the “geisha house” almost every night – she will normally be scarcely more communicative.  There are two possible ways to get her to open up.  

· A sympathetic female PC who role-plays empathy for her unhappy situation (childless and married to an uncaring man) can roll Awareness/Etiquette (Sincerity) at TN 20 to get her to open up.  

· Alternatively, an attractive male PC can attempt to romance her, role-playing a suitable appeal and then rolling Awareness/Deceit (Seduction) at TN 25.

Either approach will get her to say a great deal. She expresses bitter hatred for both Suzuhara and for the governor’s wife, Doji Sumae.  The Mantis woman mocked her for her childlessness, and after she lost her one child, she suspected someone had poisoned her to cause the miscarriage.  “I thought at first it was that vile Mantis girl, but now I think it must be the governor’s wife.  I found out from Bayushi Makesu that she bought some poison at the gambler’s house.”  

· If the PCs follow up on this to ask more about Bayushi Makesu, she frowns.  “I think he was trying to win my affections, telling me all sorts of stories about how wonderful he was.  Suzuhara tore him to pieces one day in court over his absurd stories, and he hated her for it.  But I believe him about the poison, everyone knows Doji Sumae-san is horribly jealous and always thinks other women are chasing her husband.”  

If the PC asks her who else might have hated Suzuhara enough to kill her, she will rattle off a list of other enemies, including not only Makesu but also Kasuga Mito and Doji Nagamo (“she mocked them both in open court”), Doji Mizuki (“I don’t know why, but Mizuki’s been glaring daggers at her almost since she arrived this spring”), and Doji Yumei (“her koi died last winter, she called them her children, and she seemed to think Suzuhara-san had something to do with it”).    

Yuri knows most of the other shameful gossip of Umoeru Mura.  She knows that Daidoji Kimo has affairs regularly, most recently with Kasuga Mito.  She also knows that Suzuhara was having an affair with Kimo’s husband Naizu (“I don’t know why any woman would want to be a lover to that brute, he beats poor Kimo-chan every day”).  

Yuri does not regularly visit the gambling house, but confesses she has gone there “a few times.”  She occasionally smokes opium which she buys there (“it makes things better, sometimes”) and knows that Suzuhara also used the drug.   

Yuri has purchased poison of her own from the gambling house, for the purpose of vengeance against Sumae.  She will deny this if anyone asks, and PCs who have won her trust will quickly gain her distrust instead if they inquire about this.  However, if the PCs arrest her and search her quarters, they will easily find a pottery bottle with the kanji for “Fortune,” which contains Ketsu poison.    

Interviews: Daidoji Naizu and Daidoji Kimo

Daidoji Naizu, the commander of Umoeru Mura’s limited garrison (one squad of bushi) is a short, bandy-legged man with a swarthy complexion and a short-trimmed beard wreathing his face.  Naizu was assigned here seven years ago after botching a campaign against bandits in the southern Crane lands.  He is short-tempered and thoughtless, lacking in both etiquette and the talent needed for military command.  He is also a brutal and thuggish husband who frequently beats his wife Kimo.  

Daidoji Kimo is an unattractive young woman with an extremely poor self-image, and is a serial adulterer.  She wears heavy make-up to conceal the bruises from her husband’s mistreatment, but PCs who roll Perception/Investigation (Notice) at TN 15 can see the bruises.  If asked, she will claim she fell and hit her face on a table.  “I am so clumsy,” she murmurs, darting a frightened glance at her husband if he is present.  

· The family has two small children, but they are largely raised by the house servants – neither parent shows much interest in them.

If the PCs want to interview Naizu during the day, they will have to search him out – he spends much of each day “making the rounds,” abusing and bullying the men under his command.  During the evenings he will either be home or at the gambling house, as the mood takes him (with Suzuhara dead, he no longer has a lover to spend his time with).  Regardless, he will prove an uninformative interviewee, being self-centered and thuggishly arrogant.

· He knows his wife regularly has affairs (and beats her for them), but will never admit this to others lest he lose face.  

· He will not readily admit to his own affair with Suzuhara, since he dimly recognizes this might make him a suspect.  If the PCs confront him with evidence showing his involvement (such as his love-letters and gifts), he will snarlingly admit the truth.  “So I was her lover.  What of it?  If my wife has no complaints, it is no business of yours, yoriki-san.”  

· He is aware that Suzuhara was blackmailing Doji Mizuki (she bragged about it to him) and will point the finger at Mizuki as the most likely suspect in the death.  “I’ve seen her at the gambling house, speaking with that Shosuro who runs the place, and everyone knows he sells poison and opium to those who want such things.” 

· He also knows that Suzuhara had received a threatening letter from Bayushi Makesu, but dismisses the Scorpion as a suspect: “He’s all talk, that one, he’d never dare to try anything.”  

The PCs can speak with Daidoji Kimo alone easily enough – she is usually in the governor’s “court” during the day.  In the evening, she stays home if her husband is at home – otherwise she goes to visit her current lover Kasuga Mito.  In her husband’s presence she will be completely downcast and submissive, but away from him she will speak readily enough, and if any of the male PCs show the slightest interest or sympathy toward her, she will openly try to seduce them.  

Kimo will not normally admit her affair with Mito, but if the PCs confront her with testimony, or if a male PC she finds attractive points out that she already has a lover, she will shrug and say, “What of it?  He is simply a diversion until something more interesting comes along.  My life has few enough pleasures.”  

· If the PCs ask for more information about Kasuga Mito, she will shrug him off as “a passing diversion.”  She knows he hated Suzuhara because she rejected his advances.  

· Kimo will not admit to getting poison from Mito, but if the PCs mention poison, she will readily admit that many people visit the gambling house to get “special things” like that.       

Kimo hated Suzuhara, who slandered her in letters and poems for her affairs.  “Who was she to speak?  No better than I.  She used opium, she was having an affair with my husband.  I hope he beat her as much as he does me.”  Kimo will deny any involvement in Suzuhara’s death.

· She knows that Suzuhara poisoned Doji Yumei’s pet fish.  “That’s the kind of woman she was.  Cruel, selfish.  Killing an old woman’s pets for the sake of petty grudges.”  

· She knows that Suzuhara was specifically hated by Doji Mizuki, by Doji Nagamo, by the governor’s wife Sumae, by Kakita Yuri, and by Bayushi Makesu.  She does not know the specific and complete reasons behind most of these hatreds, but she does remember that Suzuhara publicly mocked Nagamo for his drunkenness and Makesu for his fanciful stories. 

· She also knows that the governor’s wife, Doji Sumae, bitterly hated both Suzuhara and Kakita Yuri, suspecting them of affairs with her husband.  “When Yuri-san lost her child last winter, Sumae was delighted – she’d gotten it into her head that her husband had fathered the child.  I think the only reason she doesn’t think the same about me is because she sees me as too ugly to threaten her.”  

Kimo also hates Doji Mizuki, who is almost everything she wishes she could be – famous, from a noble family, and married to a harmless and submissive husband.  She will make a point of mentioning Mizuki’s hostility to Suzuhara.  “Something was going on between those two, some enmity, I don’t know what, but we could all see it.”
If the PCs should decide to arrest Kimo and search her quarters, they will find a pottery bottle with the kanji for “Luck” stamped on its side.  It contains Ketsu poison.  Kasuga Mito gave it to Kimo in case she nerved herself to kill her abusive husband.

If the PCs discover this poison and demand an explanation for it, Kimo will claim (truthfully) that Kasuga Mito gave it to her with the suggestion she use it on her husband.  “I didn’t do it, of course.  How could a wife murder her husband, no matter how cruel he might be?”  If the PCs tell her that Mito claimed she asked him for it, she will break down in tears at his betrayal, and insists to the bitter end that he gave it to her.  

Interviews: Kasuga Mito

Kasuga Mito is a bloated, greasy man with a straggly goatee beard and a pot-belly that he cradles and strokes like a beloved pet.  He lives in a set of three rooms in the governor’s mansion, close to the kitchens, and ambles out from there to visit the “court” during the day and the gambling house or the “geisha house” in the evenings.  

Mito will put on a front of being cheerfully cooperative with the PCs, though in truth he is no more interested in helping them than anyone else in Umoeru Mura.  He cannot account for his whereabouts on the morning that Suzuhara died – he was visiting Daidoji Kimo at her house – and thus will try to cast suspicion on others, feeding incriminating information to the PCs.  

Mito knows just about everyone who has been to the gambling house and/or the “geisha house,” and will share that information readily.  He recently bought a bottle of poison from Shosuro Ejito and gave it to Kimo with the suggestion she use it to rid herself of her husband.  Thus, he will make a point of testifying to the poison purchases of other people which he witnessed at the gambling house – specifically Doji Sumae, Doji Yumei, and Kakita Yuri.  

If the PCs say or ask anything about Suzuhara’s enemies, Mito will mention Doji Yumei’s public attack on Suzuhara (“apparently some pets of her died, she referred to them as her ‘children,’ and she blamed Yoritomo-san”) and Suzuhara’s public insults and attacks on Kakita Yuri (for childlessness), Bayushi Makesu (dismantling his fables in public), and Doji Nagamo (drunkenness), as well as Nagamo’s drunken oath of vengeance.  

· He will avoid mentioning her attacks on Daidoji Kimo, since he is currently having an affair with Kimo, and will downplay his own relationship with her.  He will deny her ever tried to have an affair with her.

If the PCs confront Mito with testimony of his affair with Daidoji Kimo, he will sigh and fold his hands across his stomach.  “I suppose if you must know, yes, the woman and I have enjoyed a… dalliance.”  If all of the PCs are male, he will leer in an unpleasant and offensive way, but if some of them are female he will be slightly more self-controlled.  “I am not sure what relevance that has to Yoritomo Suzuhara-san’s death, however.”  

If the PCs ask where he was on the morning of Suzuhara’s death, he will say he was “out for a walk.”  He will not admit he was visiting Kimo unless she confesses to it first.  

If the PCs learn he bought poison at the gambling house, he will initially try to deny it, then – if that doesn’t work – explain that he bought it for Kimo.  “She begged me to get it for her.  I never asked why.”  He will not change this story, no matter what.  

Interviews: Bayushi Makesu

Bayushi Makesu is a young Scorpion bushi, thin and vaguely attractive in an unmemorable way, who wears a red-and-white mask on the left side of his face.  He is a compulsive liar and egotist who endlessly spins elaborate false stories about his glorious deeds and accomplishments.  He feels an unavoidable compulsion to “top” anything someone else says, inventing a deed or work of his own which overtops whatever someone else may have done.  In the past, the Scorpion Clan has used him as a distraction tool, and PCs may have met him in the adventure “Harsh Lessons.”  Eventually, however, the Scorpion ran out of patience and exiled him here.  

Makesu is a shallow, narcissistic man, with great difficulty telling the truth about anything that directly concerns him.  He is also vindictive and malicious.  If the PCs ask him about Yoritomo Suzuhara, he will normally dismiss her as an “ill-mannered daughter of pirates,” but if any of the PCs are Mantis, he will instead call her “an unfortunate young woman, she seems to have made several bad choices.”  He knows she was an opium addict and will bring that up as appropriate, to try to cast doubt on her character and disassociate himself from her.  

Makesu is aware that he is a possible suspect, since Suzuhara tore his reputation apart in public and he sent her a furious letter in response.  He will try to avoid any responsibility and will deny he sent the letter, even if the PCs confront him with it.  (However, PCs who roll Perception/Investigation (Interrogation) at TN 20 will see him break out in a fine sheen of sweat when they mention the letter.)   

Given the chance, Makesu will feed the PCs gossip and damaging information about other people in Umoeru Mura to try to distract their attention:  

· He knows about the poisoning of Doji Yumei’s fish and claims that Suzuhara boasted to him of committing that deed.  

· He knows that both Doji Sumae and Kakita Yuri bought poison from Shosuro Ejito at the gambling house – in fact, he told Kakita Yuri about Sumae’s poison in a failed attempt to seduce her.  He will point out that Suzuhara mocked Yuri’s childlessness, and will recount some elaborate tales of Sumae’s insane jealousy.

· He also knows that Suzuhara was having an affair with Daidoji Naizu, and will try to either suggest that Naizu killed her (“the man is known to be violent, he beats his own wife regularly”) or that Naizu’s wife Kimo did so (“jealousy can drive women mad”).

· Makesu knows the Doji Nagamo swore vengeance on Suzuhara in open court after she denounced him as a drunkard.  He also knows Nagamo did not come home on the night before the murder and did not appear the next day until after Suzuhara was found dead.  He will be sure to mention all of this to the PCs.   

Interviews: Kakita Kumiyuzu

The PCs may easily overlook Kakita Kumiyuzu, since his name never comes up in other interviews.  Ultimately, the very fact that no one mentions Kumiyuzu may be the PCs’ clue that they should speak with him.  PCs who have played the adventure “Winter Court: Shiro Hanagensai” may also wish to speak with Kumiyuzu simply due to remembering his old position as the favored jester of the Crane Clan matron, O-Doji Koneko, before her retirement.

Kumiyuzu is a drooping, slump-shouldered man in late middle age, and habitually goes around in a jester’s costume and makeup even though the rest of Umoeru Mura’s “court” does its best to ignore his feeble capering and sour, sardonic mockery.  He lives in a modest samurai house near the governor’s residence, with a pair of unhappy servants.  Kumiyuzu regards the whole world as a very bad joke, and considers Honor and virtue to be delusions.  Since his mistress and sponsor Koneko retired last year, his fortunes have fallen dramatically, and now he is an “exile” at Umoeru Mura – however, he regards this as simply more proof that his bleak outlook on the world is essentially true.

If the PCs speak with Kumiyuzu, he will be the one person in Umoeru Mura who will speak the cold, unpleasant truth – about everyone here.  However, he will interject his conversation with dark, sour comments, and will openly mock any PCs who express any sort of higher ideals or sense of mission.  If the PCs threaten a duel or otherwise take offense, he shrugs and grins sardonically.  “I am an old man without friends.  Kill me, samurai-san, and you’re probably doing me a favor.  Well?  Do you have the courage to cut down a defenseless old jester?”
If the PCs do manage to endure Kuniyuzu’s behavior and get him to talk, he can share the following information:

· He knows that the governor’s wife, Sumae, is insanely jealous and imagined affairs between her husband and both Kakita Yuri and Yoritomo Suzuhara.

· He knows that Kakita Yuri blamed Suzuhara for her miscarriage last winter.  “Nobody here ever blames fate or luck or the Fortunes.  No, they all blame each other, for everything.” 

· He knows that Suzuhara mocked Doji Nagamo’s drunkenness, and that the old courtier swore vengeance on her in open court.

· He knows that Suzuhara poisoned Doji Yumei’s pet fish.  “The old woman called them her children, doted on them endlessly.  I supposed Suzuhara-san just couldn’t stand to listen to it all anymore.”

· He knows that Suzuhara was having an affair with Daidoji Naizu.  “The Fortunes alone know why – the man’s a thug, beats his wife daily.”

· He knows that Naizu’s wife Kimo has affairs regularly, and is currently having one with Kasuga Mito.  “Bad taste all around.  Mito tried for Suzuhara’s affections too, but she turned him away. He never forgave her for that.”

· He knows that Doji Mizuki was paying money to Suzuhara – he saw them make the exchange at the gambling house one night. “Blackmail, I suppose – there’ve been some ugly rumors around Doji Mizuki since spring, maybe Suzuhara-san found out something.”

· He knows that Suzuhara cut down one of Bayushi Makesyu’s boasts in court, and the Scorpion has hated her ever since.  “Don’t know why he doesn’t hate me, I’ve mocked him often enough – but then, I mock everyone.”  

· He knows that the gambling house is also the local opium supplier, and there are rumors that poison can be had there as well.  “I go there occasionally, when I’m in an especially… pessimistic mood.”  He has seen Doji Nagamo, Doji Mizuki, Kasuga Mito, Daidoji Naizu, Kasuga Mito, and Bayushi Makesu there.      

Part Four: Other Investigations

Besides the crime scene, the eta, and interviewing the samurai of the town, there are a number of other persons and places the PCs may look into in order to investigate the murder of Yoritomo Suzuhara.  

The Gambling House: Shosuro Ejito 

This is the most obvious place for the PCs to go once they have started collecting information through interviews.  The town’s gambling house has no signboard or name, but is easily identified by its appearance and the sounds of rattling dice that emerge throughout the afternoon and evening.  Smoke from both tobacco and opium fills the air, and samurai and commoners alike crouch around the low tables where dice spill from cups and coins slide across badly-polished wood.  

The master of the gambling house is Shosuro Ejito, a pale, skinny man with sunken eyes, stooped shoulders, and a habit of rubbing his hands over each other as though washing them.  He will unctuously greet any new visitors, asking whether he can offer them anything, and promising they will enjoy their stay at his fine establishment.  The rest of the staff are commoners, a mixture of greasy-looking men who throw the dice and collect the money, and bedraggled serving-maids who brings drinks and smoking-pipes to the guests.  

If the PCs visit here in the afternoon (it opens at noon), business will be slow, with a few commoners and off-duty samurai from the garrison.  In the evening, the place is quite busy, and on a typical night the PCs will see Doji Nagamo, Daidoji Naizu, and Kasuga Mito there, with an even chance of also seeing Doji Yumei, Kakita Jinsei, Kakita Kumiyuzu, and Bayushi Makesu.  

If the PCs speak with Shosuro Ejito about Yoritomo Suzuhara, he will readily enough report that she was a regular visitor to his establishment.  He will not admit to selling opium or poison, to her or anyone else, even though opium is being openly served and smoked in the building.  In order to gain real cooperation from Ejito, the PCs will have to offer their firm pledge not to prosecute him for any of his activities, and back that pledge up with a roll of either Awareness/Etiquette (Sincerity) – if they are being truthful – or Awareness/Deceit (Lying) – if they are deceiving him – at TN 25.  

· A Scorpion PC will get two Free Raises on this roll (three Free Raises if s/he is Shosuro).

· Any PC who bribes Ejito with at least 1 koku will also get a Free Raise on this roll. 

If Ejito does agree to cooperate with the PCs, he will smile and say, “Well, obviously the murder of a samurai is a serious matter, yoriki-san.  I will assist you as I can, though of course I expect my testimony to be suitably… edited… for the final report.  It would be unfortunate if Umoeru Mura were denied its most valued place of entertainment.”  

He can share the following information, depending on what the PCs ask him:

· He has sold opium to almost every samurai who has visited his establishment, except for Doji Mizuki.

· He knows that Mizuki was paying money to Suzuhara – the only times the former grandmaster came to the gambling house was to meet with Suzuhara.     

· He sold Jeruku Ropu poison to Suzuhara some months before her death.

· He has sold Ketsu poison to Doji Yumei, to Kakita Yuri, and to Kasuga Mito.  

· He has sold Bitter Leaves poison to Doji Sumae.   

PCs who get drinks here, or who make a point of checking out the drink containers, can roll Raw Perception at TN 15 to notice that the pottery bottles which are used to serve sake all have kanji stamped on them: words like “Luck,” “Fortune,” and so forth.  

· If the PCs have found one or more of the bottles of poison sold to various samurai, they match the ones used at the gambling house.

PCs who prefer a more rigid, law-upholding approach may decide to search the gambling house or arrest Ejito for distributing opium or poison.  (It should be remembered that Ejito is technically a samurai – unless the PCs actually catch him in the act of selling poison or opium, or get a confession from him directly, they will need to get an Order of Appearance from the governor before arresting him.)  Governor Doji Katagoro will be very upset with the PCs for disrupting his town in this way, and will require them to hand over Ejito to his local guards.  He will offer only minimal cooperation to the PCs thereafter and will, in fact, do his best to disrupt their remaining activities and investigations.  

The “Geisha House”

The building which appears to be a sort of geisha house is, in fact, little more than a brothel masquerading as something of higher quality.  Its true nature is revealed by the fact that it is not run by a proper madam, but instead by a thuggish commoner man named Biko.  He will cooperate with the PCs readily enough, but is clearly alarmed at having a magistrate’s yoriki in his establishment, and hurries around trying to threaten the girls into cooperation and proper attitudes.  The girls, for their part, will try to act the part of geisha, but clearly lack the skill, education, and charm needed – PCs who have attended real geisha houses can tell this place is a sad, sordid imitation.

Aside from off-duty soldiers from the garrison, the samurai typically seen at the “geisha house” are Doji Nagamo, Kakita Jinsei, Daidoji Naizu, and sometimes Bayushi Makesu.  None of them are particularly embarrassed at being here – this is Umoeru Mura, after all.     

The “geisha” here are potential sources of gossip – they know pretty much everything about the samurai in town, thanks to the drunken chatter of their customers.  The GM can use them as clue-sources for PCs who are stalled, if those PCs think of coming here and asking questions.  

Tracing the Poison

Some PCs may try to track how the poison got into Yoritomo Suzuhara’s tea.  This will require an investigation in the kitchens of Governor Katagoro’s residence.  By questioning the servants there, the PCs can learn that several pots of tea are laid out every morning, for delivery to various occupants of the house.  The PCs can also learn that the samurai women of the house – Doji Sumae and Doji Yumei – both visit the kitchens regularly, and the other residents of the house, including Doji Nagamo, Bayushi Makesu, and Kasuga Mito, all come in from time to time to make requests or deliver complaints.  On the morning in question, all of these people except Nagamo were seen in the kitchens at least once.  If the PCs ask careful questions and roll Intelligence/Investigation at TN 20, they can deduce that there were multiple occasions on which no-one was watching the teapots and Suzuhara’s tea could have been poisoned with none being the wiser.

If the PCs specifically track down the maidservant who delivered Suzuhara’s tea, and question her about the murder, the girl (named Hana) will quickly become terrified, practically fainting in fear.  PCs can easily tell she is hiding something (if they feel the need for a skill roll to confirm this, the roll is Awareness/Investigation at TN 10).  The reason for this is not sinister, however – she is in love with the local boy who delivers tofu, and was dallying with him this morning before she took the tea to Suzuhara’s quarters.  She is terrified she will be dismissed for this, and pitifully begs the PCs not to tell anyone.  “Chobo isn’t able to marry me, he has no house or money, and if I lose my place here my only choice will be to work at the gambling house or as a geisha!”  She actually knows nothing about the murder.

Shugenja PCs may wish to Commune with the spirits in the kitchen in order to learn who poisoned the tea.  There are no Water or Fire spirits available – fresh water is brought into the kitchen every day, and the fires are extinguished at night to prevent hazards.  There are some Earth and Air spirits, but the volume of people working in and passing through the kitchens every day will make it extremely difficult to get any useful information.  Asking “who put something in the teapot” or a similar question will not gain useful information, because people put things in teapots many times every day in the kitchens, and the spirits have no way to tell poison from water.  Nor do the spirits know people apart from each other well enough to identify a specific person, beyond basic descriptions like “man or woman.”     

· If the PCs successfully Commune with Air with at least three Raises for clarity, they can find an Air spirit which specifically remembers a “woman in cloth the color of the sky” who put a small amount of additional, non-hot water into a pot that already contained hot water.  

Conclusion: Finishing the Investigation

Eventually, the PCs will have to either throw up their hands and admit defeat, or attempt an arrest.  Because they are merely yoriki and conducting an investigation in the lands of a reigning lord (Governor Doji Katagoro), they will have to apply to Katagoro for an Order of Appearance in order to arrest any of the samurai in the town – even Shosuro Ejito.  The governor will stonewall an attempt to arrest the proprietor of his town’s gambling house, but he will cooperate with any other arrest, as long as the PCs can present him some kind of reason for choosing their suspect – he wants to get this case solved and dealt with as soon as possible.  

If the PCs do, finally, gain an Order of Appearance and bring someone in for questioning, it is quite likely that other NPCs will immediately take advantage of the situation to step forward and lie about the chosen target. They will suddenly remember damning facts such as seeing that person dropping something in a teapot, or seeing them leaving Suzuhara’s quarters right after she died.  Which person will offer this false testimony will depend on who is arrested, as follows:

· Doji Mizuki: Daidoji Kimo will testify against her, claiming she saw Mizuki put something in the teapot that morning.

· Doji Nagamo: Doji Mizuki will claim she saw Nagamo in the hall outside the kitchens that morning, and Bayushi Makesu will claim to have seen Nagamo buying poison at the gambling house. 

· Doji Sumae: Her own husband Katagoro will say nothing in her defense, while Kakita Yuri will immediately step forward to claim she saw Sumae put something in the teapot in the kitchens.

· Doji Yumei: Kasuga Mito will claim he saw her go into the kitchens with a clay bottle in her hand.

· Kakita Yuri: Doji Sumae will claim she saw Yuri putting something in a teapot in the kitchens. 

· Daidoji Naizu: In the unlikely event that the PCs try to pin the crime on Naizu, his wife Kimo will fall silent and refuse to testify for him, while Bayushi Makesu will suddenly claim to have seen Naizu buying poison at the gambling house.

· Daidoji Kimo: Kimo’s husband Naizu will not defend her, and Doji Sumae will claim to have seen her in the kitchens putting something in a teapot.

· Kasuga Mito: If the PCs accuse Mito, two women – Kakita Yuri and Doji Yumei – will claim to have seen him outside the kitchens that morning, and Yuri will falsely claim to have seen a suspicious-looking bottle in his hand.

· Bayushi Makesu: Doji Yumei, Doji Sumae, and Daidoji Kimo will all claim to have seen Makesu in the hall outside the kitchens.   

Thus, no matter who the PCs arrest, they will almost immediately have damning testimony that will be more than sufficient to condemn them.  In some cases they will also be able to find additional evidence in the form of poison in the target’s possession, or incriminating letters or other items.

Of course, if the PCs are not confident in their choice of arrest, this sudden flood of testimony will place them in a difficult position: they now have damning evidence of guilt, and the governor will demand they act on this evidence and finish out the investigation.  (He will do this quite readily even if they have arrested his wife.)  At this point the PCs will not be able to switch to a different suspect unless they can present more compelling evidence for that suspect than for their original choice – such as finding the incriminating poison in the possession of the second suspect, when the first had none.  

Ultimately, no matter who the PCs choose to arrest, the suspect will have to be tortured into confession – even if the PCs catch the real culprit, Doji Yumei, she will not confess of her own free will.  The local eta are not trained as torturers, but they will undertake the task as required.  None of the potential suspects have any real strength of will, so they will all quickly break and confess when put to the question.  

With the investigation concluded, the offender will be put to death, and the PCs can return to Aketsu and report “success” to Toku Irui.  Some PCs may be uncomfortable, of course, with the knowledge that they will never truly be sure whether they condemned the right person… or not.  

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs convict someone for the murder:
+2 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

If the PCs successfully convicted someone for the murder of Yoritomo Suzuhara, they earn +2 points of Glory each.

If the PCs convicted someone, the GM should question each of them as to whether they are genuinely convinced that they did justice and put the correct person to death.  PCs who are genuinely convinced gain +1 point of Honor if their current Honor Rank is less than 4.0.   

Appendix: The Suspects

Doji Katagoro, the local governor, is married to a bitter, unhappy woman named Doji Sumae, who continually suspects him of having affairs with the other women in Umoeru Mura, including the late Yoritomo Suzuhara.  In fact, he has never had an affair, but he hates his bitterly jealous and unattractive wife, and flirts with other women to hurt her.  

Doji Yumei is a middle-aged Crane shugenja-ko, an unattractive woman who never married.  She obsessed for years over a set of fish in her koi pond which she called “her children.”  Yoritomo Suzuhara poisoned the fish in an act of vindictiveness, and this drove Yumei nearly mad.  After weeks of festering rage, she poisoned Suzuhara.

Doji Nagamo, a senior courtier at the town and a bitter old man who has been stuck in Umoera Mura for almost twenty years, hated Suzuhara ever since she humiliated him in court last winter.  He cannot account for his whereabouts on the morning of the murder since he was passed out drunk.

Doji Mizuki, the former Go grandmaster, 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.  She was exiled to Umoeru Mura this spring after an incident in the High House of Light raised the possibility that she might have poisoned her predecessor, Doji Fujimura.  Suzuhara was using this to blackmail her – actually the Mantis had nothing but speculation, but her acts drove Mizuki into a panico.     

Kakita Yuri is a lonely and unhappy young woman burdened with a marriage to a local landowner, Kakita Jinsei.  She miscarried a child last winter due to poison from the governor’s wife Sumae, and Suzuhara mocked her afterward for her childlessness.  She has since learned that Sumae was the culprit, and has bought poison to have vengeance on her.  Her husband Jinsei is an uncaring lout who spends his time gambling and visiting the “geisha house.”

Daidoji Kimo is the wife of Daidoji Naizu, the officer in command of Umoeru Mura’s tiny “garrison” of a single under-strength squad.  Kimo is an unattractive women and her husband is thuggish, disloyal, and abusive.  She compensates for her misery and poor self-image by being a serial adulterer, and is currently having an affair with the disgusting Kasuga Mito.  Suzuhara slandered her through poetry and artwork, and she loathes the late Mantis, especially since her husband was having an affair with Suzuhara.  

Kasuga Mito is a bloated, self-indulgent courtier who wound up in Umoeru Mura after fumbling trade relations with the Mantis Clan two years ago.  He tried to seduce Suzuhara and her rejection and subsequent attempts to defame him have led him to a deep and malignant hatred.  He cannot account for where he was on the morning of the murder since he was spending his time with Daidoji Kimo.    

Bayushi Makesu is a braggart and compulsive liar who was sent here after one of his absurd self-promoting stories blew up in his face during the last Winter Court.  Suzuhara saw through him immediately and has dismantled several of his stories in front of others, earning her his bitter hatred.  He sent her a threatening letter.

Undignified Death
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