Heated Discussion

The Setsuban Festival: Sincerity and Courtesy

Part Four of The Code of Bushido
A One-Round All-Ranks LARP Adventure for Heroes of Rokugan (Champions of the Sapphire Throne)

by Claudia Hall and Rob Hobart

Miya Shikan and Otomo Kazuma engage in a battle of wills during the Setsuban Festival, as the Dragon and Lion Clans meet to negotiate their border disputes.  

Special Rules for LARP Adventures

This adventure is designed to run as a LARP (Live Action Role-Playing) event, in which the players portray their characters directly for much of the time. 

We encourage conventions that run this event to incorporate additional “flavor” elements, such as costumes, authentic props, or catered Japanese food. These will add considerably to the experience of the adventure. 

During the LARP, all players and judges should observe the following restrictions and guidelines in order to ensure that the event runs smoothly. 

No Touching. Touching in public is a major Rokugani taboo, and should be observed in play. Any player who willingly touches another automatically loses a point of Honor. Repeated offenses can result in the expulsion of the player from the Interactive. 

Resolving Events. Players should seek, whenever possible, to resolve their interactions through role-play rather than by rolling dice. If a player absolutely wishes to perform an action that requires rolling dice, s/he should seek out one of the event judges to have their action adjudicated. 

If you say it, they hear it. If players do not want other players to overhear their words, they should act appropriately – e.g. hide their mouths, speak in low voices, go into the next room, etc. 

Order sheets do not physically exist. The players will receive Order Sheets (handouts listed at the end of this adventure) telling them what orders their superiors have given them.  These orders were given to the characters before they actually arrive at the Setsuban Festival – as such, other players may NOT pick up these Order Sheets and read them (doing so is considered cheating). 

Player power-limitations.  The PCs are here to negotiate the specific matters described on their Order Sheets (namely, the Lion-Dragon border incidents and disputes).  They are empowered to negotiate only these specific items, although they can suggest other agreements to their superiors.  GMs are encouraged to forward any interesting supplemental agreements to the Campaign Admin at youta@fidnet.com.   

You are your character. All statements and actions by the players are considered to be “in character” unless specifically noted otherwise. 

Note on the Code of Bushido Series

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

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

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

Judges and NPCs

It is recommended that there should be several judges for the Interactive, three playing the main NPCs and at least two additional “roving GMs” who do not directly participate in the adventure, but simply observe and report the PCs actions back to the three NPC judges.  

The three main NPCs are Miya Shikan (the Imperial Herald), Otomo Kazuma (the Imperial Chancellor), and Bayushi Nishari (a spirit trying to teach Bushido).  One of these NPCs should be played by the chief judge, who will be responsible for recording the outcome of the adventure and for resolving any specific actions or plots which the players may put in motion.  

There are four optional NPCs listed at the end of the adventure – Ikoma Shisha, Shosuro Mitaka, Shosuro Sora, and Tamori Nomikan.  If players or GMs are available, these NPCs may be added to the event to provide additional role-play interactions and odious tasks for the PCs to deal with.  We encourage GMs to do this, since it adds more depth and enjoyment to the adventure.

At the end of the adventure, the judges should compile the results of the event, specifically who wins the contest between Shikan and Kazuma.  Forward the results to the Campaign Admin at youta@fidnet.com.   

Adventure Summary and Background

The PCs and NPCs have gathered in the Temple of the Kami in the Imperial Capital during the Setsuban Festival, the festival which marks the end of summer and beginning of fall.  By long-standing tradition, no blood may be spilled during this festival, which makes it an excellent venue to settle the current border clashes between the Dragon and Lion Clans.   PCs from these two Clans are here by Imperial command to negotiate the settlement of these clashes.

The two most powerful political figures in the Empire, Imperial Herald Miya Shikan and Imperial Chancellor Otomo Kazuma, have turned these negotiations into a personal game, a battle for influence and political power.  The other PCs (those who are not Lion or Dragon) have been summoned here through an exchange of favors and gifts between clans, and have been tasked to serve and obey either Kazuma or Shikan. The two Imperials will be using these PCs as pawns, forcing them to support their position, and also forcing them to perform actions which they find difficult or humiliating, testing their ability to endure the world of the courts with Honor.  
This courtly game is symbolized by a Go board, which should be placed on a table at the center of the play-area (representing the center of the temple’s court chamber).  As Kazuma and Shikan score “points” against each other, they will place stones on the board. One of the “roving” GMs can be assigned as a bodyguard to the Go board, to make sure other players do not meddle with it.  Canny players may realize there is a game afoot, but the exact nature of it should be kept obscure.      

All of the PCs who are not Lion or Dragon have been sent here with explicit instructions from their daimyo to “obey (Shikan or Kozuma) as you would obey me,” meaning that refusal to carry out their instructions will have dire consequences – loss of Status, Infamy gain, possibly even being made ronin.  See the Conclusion for more details.  Ronin PCs are here looking for work, and as such are not directly involved in the contest. However, should they be given a task by Shikan or Kazuma and fail to carry it out, a bounty will be placed on their heads.  Woe to the lowly wave-man who does not leap to obey two of the most powerful men in the Empire.

It is recommended that before the interactive (preferably at event registration, if possible) the GMs should identify and label all PCs who are Haunted by Nishari.  This way the GM playing Nishari can tell at a glance who she haunts and who she does not.  

The “roving GMs” should act as the spies and servants of Shikan and Kazuma, recording the PCs’ responses to the demands from these powerful men.  PCs who succeed in their tasks and endure their suffering with Honor win a point for their “side” – Shikan or Kazuma – which will be signified by the winning Imperial dignitary placing a stone on the Go board in the center of the court.  If possible, the roving GMs should track which PCs have been given requests (perhaps with a hand-stamp or the like) so that as many PCs as possible are given role-play challenges over the course of the event.

If there are a very large number of players, Kazuma and Shikan can opt to have their orders relayed via the “roving GMs” rather than giving each order in person.  However, maximum role-play enjoyment is usually found in having the two Imperials deliver their demands in person.  

Assigning PCs to Sides

At the beginning of the Interactive, all the PCs should be given a copy of the Objectives Sheet for their Clan or faction.  Ronin PCs do not have an Objective Sheet of their own – they will have to fend for themselves, or find a Clan/Imperial PC to sponsor or hire them. 

· Lion and Dragon PCs will receive their respective Clan sheets, explaining the situation they are facing and their initial negotiating position.

· All other PCs will receive sheets assigning them to either Shikan’s side or Kazuma’s side.  These assignments should be made based on both Clan affiliation and on which choice will be most difficult, stressful, and unpleasant for the PCs.  

· In general, PCs who are Mantis, Crab, Unicorn, or Otomo/Seppun should be assigned to Shikan’s side, while PCs who are Crane, Phoenix, Scorpion, or Otomo should be assigned to Kazuma’s side.  However, PCs who are known peace-lovers, or who actively dislike the Lion, should be assigned to Otomo Kazuma regardless of their affiliation.  Likewise, PCs who hate peace, or who actively dislike the Dragon or Miya Shikan, should be assigned to Miya Shikan’s side.  

· The GMs can adjust these assignments based on the composition of their player group.  If at all possible, they should try to keep the size of the two groups roughly equal.  

Chronology of the Adventure

The adventure takes place over the course of the Setsuban Festival.  At the beginning of the adventure, one of the roving GMs, playing the role of a monk, announces the beginning of the festival: “Honorable samurai! It is my pleasure to welcome you all to the Temple of the Kami, here in the glorious capital of our Empire.  We have served here, between the Clans, for many, many generations, and our meager hospitality is now yours during the blessed Setsuban Festival.  May the tranquil beauty of our temple serve to promote the cause of peace and enlightenment throughout the Empire.”  After this brief speech, most of the PCs should report to Shikan or Kazuma for guidance, while the Lion and Dragon may be left to themselves to plot and scheme. 

Nishari Enters

After about a half hour of “real” time, Nishari will manifest in the adventure.  She has become powerful enough to now physically appear in Ningen-do for a few hours.  She will be dressed as a wandering mendicant nun, approaching PCs and begging for alms. 

· PCs who treat her harshly will be gently rebuked: “The Code of Bushido demands true samurai show compassion to those less fortunate.  It is a shame you have not realized this.”  These PCs should lose 1 point of Honor if they are Honor Rank 2 or 3, 2 points if they are Rank 4 or 5.  

· PCs who treat her kindly are thanked for their adherence to Courtesy and Bushido.  If their Honor is less than 2.0, they will gain 1 point of Honor (2 points if their Honor is 0.9 or less).  

PCs who are already Haunted by Nishari will hear her voice echoing slightly in their head as she speaks with them. If they, or any character with the ability to sense spirits or ancestors (Kitsu shugenja, Cloud tattoo, etc) confronts her on this, she will speak truthfully: “My kharma is purified enough for me to walk in this realm for a short time, but I still have many labors to perform. Please, speak of this to no one, lest my task be left incomplete.”  

· If Nishari’s identity is compromised for the entire event (due to PCs publicly identifying her), she leaves, reporting failure to Jizo, the Fortune of Mercy.  See the Conclusion for how to handle such an occurrence.

· If a PC actually attacks Nishari for some reason, this will have no actual effect on her – she is a spirit and hence immune to physical harm – but she will appear to be killed, and will not participate in the event any further.  See the Conclusion for the results of such an action.  
Nishari is actually not the main plot-point for this adventure – she is simply here to continue her task, appointed by Jizo the Fortune of Mercy, to teach and understand Bushido.  As part of the effort to cleanse her own karma the Fortune is requiring her to appear as a mendicant nun and test the Sincerity and Courtesy of samurai.  She has no knowledge of what Shikan and Kazuma are doing, and can only urge the PCs to behave with Honor, and say that she is trying to cleanse her karma by testing the virtue of Rokugani samurai.  

Orders From On High

Otomo Kazuma and Miya Shikan have agreed to a game, or perhaps it could better be called a duel, using the PCs and the Lion-Dragon negotiations as their playing pieces.  Whichever of them can “win” the negotiations for their side, and successfully request the most odious tasks of their pawns, will win the game – represented by placing the most stones on the Go board. 

The two Imperials, assisted by the roving GMs, should give as many of the PCs as possible tasks to perform, based on the lists of tasks below (which is replicated as a Handout at the end of the adventure).  Some of these are specifically based on the diplomatic situation, and these should preferentially be used for PCs who are not Dragon or Lion.  

If the four NPCs are in play, additional tasks may be assigned based on their presence.  These should preferentially be used for PCs who are Dragon or Lion.  

Successful completion of a task earns a point for that “side” – Shikan or Kazuma.  Failure earns neither side anything.  Refusal to perform a task, however, awards the opposing side a point, and has serious personal consequences for the refusing PC, as listed in the Conclusion.

As a default, each PC should only be approached once, and once they are finished (or refuse) this should be indicated somehow (a hand-stamp works well) so that they will not get re-targeted later.  However, if there are a modest number of players (less than thirty), they can each be given an additional task as time allows.  If this is the case, the PCs who are most hostile to their respective sides should be the first ones to get assigned extra tasks.  Shikan will focus on pawns who have him as a sworn enemy, while Kazuma will focus on those who are either friendly with Shikan or who support peace most strongly.  These powerful men enjoy twisting the knives. 

Since this is a LARP, all of these tasks are designed as pure role-playing situations.  There are no die rolls to save PCs from their own mistakes, with the exception of duels, should any occur.  (It should be noted that fighting a lethal duel during the truce of the sacred Setsuban Festival is a serious breach of Honor.)  

One of the purposes of this adventure is to remind PCs that they are small players in very large organizations (the Clans).  If a PC wants to refuse a command, the GMs should offer the PC an opportunity to change their mind (i.e. remind them, “This order is as from your own Daimyo, samurai-san,” but if the PC is adamant about refusing, s/he must face the consequences, as outlined in the Conclusion under “Consequences of Failures.” 
Challenges of Gift-Giving

The PC is ordered to design a gift for the opposite faction, and then present it with all due sincerity and etiquette

The PC is ordered to present a gift of an illuminated scroll of the Tao to the NPC Shosuro Mitaka.  Mitaka, who does not believe in the Tao, refuses the gift all three times, meaning the PC must return and humbly report failure.  Attempting to conceal this failure will be considered a point for the other side.  

The PC is ordered to approach the NPC Shosuro Sora and present to her a fine quality ornamental headdress, “suitable for a lady of her decorum and composure.”  She will of course be insulted and make a scene, possibly challenging a male PC to a duel if he does not properly grovel, or demanding that an attractive female PC apologize to her “in private.”  

Challenges of Courtesy and Face

The PC is ordered to approach a person they despise (hostile Clan, Sworn Enemy, etc) and offer a public apology for either the PC’s past personal behavior or for the behavior of the PC’s Clan.  This will be couched as an important step for building trust and maintaining honor in the negotiations.  Failure to apologize with full courtesy will be an insult to both the person they are apologizing to and to the superior who ordered them to make the apology.  

The PC is ordered to approach either the Lion or the Dragon (whichever Clan they are most sympathetic to) and plead with them to settle their border disputes in a manner advantageous to the other side.  For example, a Crab (allied to the Lion) would be ordered to plead with the Lion to make concessions to the Dragon.  

An unmarried PC is ordered to propose marriage to someone they despise (hostile Clan, Sworn Enemy etc) in order to further the cause of settling the Dragon-Lion dispute, OR, an unmarried male PC is ordered to propose a marriage to Shosuro Sora in order to further the settlement of the Dragon-Lion dispute. 

A married PC is ordered to betroth a child, sibling, or fellow Clan member to someone they despise (again, this is presented as furthering the cause of settling the Lion-Dragon dispute), OR, a married male PC or female PC is ordered to broker a marriage between Shosuro Sora and a unmarried male PC of the opposing faction.

The PC is brought forward and publicly lauded by the opposing faction leader (Kazuma or Shikan) for his/her accomplishments and achievements… including any infamous deeds, known Disadvantages, etc.  This is an insult from someone of higher station, and thus must be endured with groveling submission, humbly accepting this back-handed “praise” and loss of Glory.

The PC is ordered to look after a drunk, either a drunken PC from the opposite side or the NPC Tamori Nomikan, and to ensure that this drunken individual behaves with “proper courtesy.”  Since the target is drunk already, and will babble loudly, make passes at attractive females, etc, the PC will have to find a way to endure this humiliation while trying to minimize the public spectacle.   

Challenges of Competition

The PC is ordered to challenge a member of the opposite faction (chosen by the GM) to a contest of Sadane, with the kimono of a third PC as the topic of conversation.  

The PC is ordered to challenge a random member of the opposite faction (chosen by the GM) to a theological discussion, the topic being which Imperial family best serves the Empire, Otomo or Miya.

The PC is ordered to fight a demonstration duel (to the touch or first blood) with a member of the opposite faction, and throw the match (losing on purpose) in order to further the negotiations.  Kazuma and Shikan will choose the PC for this based on how it can best support their goal of a negotiated settlement favorable to their respective side (Lion and Dragon).    

 Conclusion 

At the conclusion of the LARP, the Dragon and Lion delegations must announce how they are resolving their border disputes.  If the final settlement favors the Dragon, this scores five additional points (Go stones) for Miya Shikan.  If the final settlement favors the Lion, this scores five additional points (Go stones) for Otomo Kazuma.  The chief judge should record the final score of the “game,” as well as any notable results from the Dragon-Lion negotiations.  

The chief judge should compile and report any other potential agreements that the PCs may be proposing to their superiors.  Honor and Glory awards may also be made, at the discretion of the judges. 

Consequences of Failures

If a PC sincerely attempts to carry out an order from Shikan/Kazuma, but fails, they will lose a number of Glory points equal to their current Status Rank.  There is no other penalty, since the PC attempted the task to the best of his/her ability.

If a PC refuses to perform a task as commanded by either Kazuma or Shikan, or accepts the task but deliberately sabotages it, Shikan/Kazuma will confront the PC, berating him/her for this failure of honor and duty.  The PC will have no choice but to take this attack, since Shikan and Kazuma vastly out-Status the PC and are completely willing to abuse their power and position.

The PC will have to role-play an abject groveling apology to avert the wrath of this powerful Imperial.  Failure to do so will result in a full Rank of Infamy – failure to do so twice in the course of the LARP, or launching any kind of public attack on either Imperial, will result in that PC being declared ronin.  These are powerful men and they will not allow a mere PC to get away with avoiding their demands.  Excuses like, “It was a servant, not you, giving the order,” will not be good enough.  PCs who ask to simply roll dice instead of role-playing will fail, regardless of their dice total. This is a LARP and large dice pools are not a substitute for good role-playing. 

· If a ronin PC refuses a task, that PC will immediately have a bounty placed on his/her head unless able to offer the aforementioned groveling apology.

PCs who allow their pride, personal agendas, or vendettas to interfere with their orders are failing their Clan, hence why two or more failure will cause them to be made ronin.  Additionally, PCs who are known to be loyal to their Clan, or who have Honor of 2.0 or more, should lose at least a half-Rank of Honor for refusing any request (a full Rank if they are Honor 4.0 or higher), since they are allowing personal feelings to overcome their duty to their Clan. 

Dealing with Nishari

If any PCs compromise Nishari’s identity (i.e. tells most people at the event who she really is, or publicly identifies her), those PCs lose 1 point of honor (2 points if they are Honor 3.0 or higher).  

If a PC physically attacked Nishari, that PC loses a full rank of Honor.  At the GMs’ discretion that PC might also lose Glory, gain a Rank of Infamy, or suffer other such negative social and legal effects for attacking a harmless unarmed nun.  Also, any PC that attacks Nishari gains her Curse (certed effect).

The PC who impresses Nishari the most with role-playing the virtues of Sincerity and Courtesy (GM’s choice) will receive either her Haunting cert (certed benefit, if the PC is not already Haunted by her) or her Gift (certed benefit, if she already Haunts that PC).  

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 LARP:

2 XP

PC honorably attempts an assigned task to the best of his/her ability:



+1 XP

Total Possible Experience:

3 XP
Other Awards/Penalties

There is no intrinsic Glory gain for this adventure, but there is also no Glory loss for inactivity.  

The PC who impresses Nishari the most with role-playing the virtues of Sincerity and Courtesy (GM’s choice) will receive either her Haunting cert (certed benefit, if the PC is not already Haunted by her) or her Gift (certed benefit, if she already Haunts that PC).  

PCs who physically attacked Nishari gain her Curse (certed effect).  

Handout: Dragon Clan Order Sheet

The Emperor has commanded these negotiations, and we must obey.  Naturally, we should try to turn these negotiations to our advantage.  We know the Imperial Herald favors us here, since our opponents are the warlike Lion, and we should try to use this to force the Lion into making as many concessions as possible.  

Our ideal outcome would be for the Lion to withdraw from Usoema Mura, while ceding us at least one, and preferably all three, of their villages.

We will accept a return to prior conditions, with both occupied villages returned, and no exchange of territory.

The worst outcome we will accept is the Lion retaining one of our villages.  We will not cede more than one village under any circumstances.   

Under no conditions will we pledge to any truce or pact lasting longer than this winter.  We must have freedom to act as our Clan’s interests require when next spring arrives.  

The Border Clashes

Since the Battle of Shiro Usagi, the Lion-Dragon border has seen a series of skirmishes and violent clashes.  The focus of these struggles has been on five villages, two on the Dragon side – Usoema Mura and Takketsu – and three on the Lion side – Jutaro Mura, Kappa Mura, and Namaida.  

Lion forces have occupied Usoema Mura, and Dragon troops are currently holding Namaida.  The Lion moved first but claim they were justified by Dragon raids across the border.  The Dragon accuse the Lion of territorial aggression and claim they only responded in kind.   

Handout: Lion Clan Order Sheet

The time has come for war, but the Emperor has commanded us to negotiate our border clashes with the Dragon Clan.  We are the Emperor’s most faithful servants and therefore we will negotiate, regardless of whether the resulting agreements have any chance of surviving beyond next spring.  

We know that the Imperial Chancellor, Otomo Kazuma, favors our position and we should use that to our advantage by forcing concessions from the Dragon.  No matter what happens next year, if they are forced to make concessions now, they will lose face before the Empire and their allies will hesitate to support them.

Our optimal outcome for these negotiations would be to annex Usoema Mura and possibly Takketsu as well, while forcing the Dragon to withdraw from our side of the border.

We will accept the return of Namaida in exchange for our evacuation of Usoema Mura.   

The worst outcome we will accept is the Dragon retaining Namaida.  Under no circumstances will we cede more than one village to the Dragon.  

Under no conditions will we pledge to any truce or pact lasting longer than this winter.  We must have freedom to act as our Clan’s interests require when next spring arrives.  

The Border Clashes

Since the Battle of Shiro Usagi, the Lion-Dragon border has seen a series of skirmishes and violent clashes.  The focus of these struggles has been on five villages, two on the Dragon side – Usoema Mura and Takketsu – and three on the Lion side – Jutaro Mura, Kappa Mura, and Namaida.  

Lion forces have occupied Usoema Mura, and Dragon troops are currently holding Namaida.  The Lion moved first but claim they were justified by Dragon raids across the border.  The Dragon accuse the Lion of territorial aggression and claim they only responded in kind.   

Handout: Shikan Team Order Sheet

The Imperial Herald, Miya Shikan, has demanded our assistance in the Lion-Dragon negotiations taking place at the Setsuban Festival.  In order to protect our Clan’s political interests, we have no choice but to assign you to this task.  You must serve and obey Miya Shikan as you would your own daimyo, for duty and the good of the Clan demand it. Failure is unacceptable, for Shikan’s influence could bring ruin to our Clan over the winter.   

Show all the clans what noble court warriors we are. Do whatever you can to block our enemies and advance our goals while still serving Shikan-sama to the very best of your ability.  

The Border Clashes

Since the Battle of Shiro Usagi, the Lion-Dragon border has seen a series of skirmishes and violent clashes.  The focus of these struggles has been on five villages, two on the Dragon side – Usoema Mura and Takketsu – and three on the Lion side – Jutaro Mura, Kappa Mura, and Namaida.  

Lion forces have occupied Usoema Mura, and Dragon troops are currently holding Namaida.  The Lion moved first but claim they were justified by Dragon raids across the border.  The Dragon accuse the Lion of territorial aggression and claim they only responded in kind.   

Handout: Kazuma Team Order Sheet

The Imperial Chancellor, Otomo Kazuma, has demanded our assistance in the Lion-Dragon negotiations taking place at the Setsuban Festival.  In order to protect our Clan’s political interests, we have no choice but to assign you to this task.  You must serve and obey Otomo Kazuma as you would your own daimyo, for duty and the good of the Clan demand it. Failure is unacceptable, for Kazuma’s influence could bring ruin to our Clan over the winter.   

Show all the clans what noble court warriors we are. Do whatever you can to block our enemies and advance our goals while still serving Kazuma-sama to the very best of your ability.  

The Border Clashes

Since the Battle of Shiro Usagi, the Lion-Dragon border has seen a series of skirmishes and violent clashes.  The focus of these struggles has been on five villages, two on the Dragon side – Usoema Mura and Takketsu – and three on the Lion side – Jutaro Mura, Kappa Mura, and Namaida.  

Lion forces have occupied Usoema Mura, and Dragon troops are currently holding Namaida.  The Lion moved first but claim they were justified by Dragon raids across the border.  The Dragon accuse the Lion of territorial aggression and claim they only responded in kind.   

Handout: Challenges for the PCs

Challenges of Gift-Giving

The PC is ordered to design a gift for the opposite faction, and then present it with all due sincerity and etiquette

The PC is ordered to present a gift of an illuminated scroll of the Tao to the NPC Shosuro Mitaka.  Mitaka, who does not believe in the Tao, refuses the gift all three times, meaning the PC must return and humbly report failure.  Attempting to conceal this failure will be considered a point for the other side.  

The PC is ordered to approach the NPC Shosuro Sora and present to her a fine quality ornamental headdress, “suitable for a lady of her decorum and composure.”  She will of course be insulted and make a scene, possibly challenging a male PC to a duel if he does not properly grovel, or demanding that an attractive female PC apologize to her “in private.”  

Challenges of Courtesy and Face

The PC is ordered to approach a person they despise (hostile Clan, Sworn Enemy, etc) and offer a public apology for either the PC’s past personal behavior or for the behavior of the PC’s Clan.  This will be couched as an important step for building trust and maintaining honor in the negotiations.  Failure to apologize with full courtesy will be an insult to both the person they are apologizing to and to the superior who ordered them to make the apology.  

The PC is ordered to approach either the Lion or the Dragon (whichever Clan they are most sympathetic to) and plead with them to settle their border disputes in a manner advantageous to the other side.  For example, a Crab (allied to the Lion) would be ordered to plead with the Lion to make concessions to the Dragon.  

An unmarried PC is ordered to propose marriage to someone they despise (hostile Clan, Sworn Enemy etc) in order to further the cause of settling the Dragon-Lion dispute, OR, an unmarried male PC is ordered to propose a marriage to Shosuro Sora in order to further the settlement of the Dragon-Lion dispute. 

A married PC is ordered to betroth a child, sibling, or fellow Clan member to someone they despise (again, this is presented as furthering the cause of settling the Lion-Dragon dispute), OR, a married male PC or female PC is ordered to broker a marriage between Shosuro Sora and a unmarried male PC of the opposing faction.

The PC is brought forward and publicly lauded by the opposing faction leader (Kazuma or Shikan) for his/her accomplishments and achievements… including any infamous deeds, known Disadvantages, etc.  This is an insult from someone of higher station, and thus must be endured with groveling submission, humbly accepting this back-handed “praise” and loss of Glory.

The PC is ordered to look after a drunk, either a drunken PC from the opposite side or the NPC Tamori Nomikan, and to ensure that this drunken individual behaves with “proper courtesy.”  Since the target is drunk already, and will babble loudly, make passes at attractive females, etc, the PC will have to find a way to endure this humiliation while trying to minimize the public spectacle.   

Challenges of Competition

The PC is ordered to challenge a member of the opposite faction (chosen by the GM) to a contest of Sadane, with the kimono of a third PC as the topic of conversation.  

The PC is ordered to challenge a random member of the opposite faction (chosen by the GM) to a theological discussion, the topic being which Imperial family best serves the Empire, Otomo or Miya.

The PC is ordered to fight a demonstration duel (to the touch or first blood) with a member of the opposite faction, and throw the match (losing on purpose) in order to further the negotiations.  Kazuma and Shikan will choose the PC for this based on how it can best support their goal of a negotiated settlement favorable to their respective side (Lion and Dragon).  

NPC: Otomo Kazuma, Imperial Chancellor

School: Otomo Courtier 5

Status: 9.0

Characteristics: Honorable, elderly, soft-spoken, thoughtful, loyal, determined, well-educated, pious.

Kazuma is an older man, well into his fifties, and lived in semi-retirement for most of the last decade.  He is the uncle of the current Otomo daimyo, the reclusive Otomo Norito.  His nephew is an invalid who spends what little energy he possesses writing poems and plays, and as a result, the Imperial Herald Miya Shikan became the effective leader of the Imperial families.  Kazuma believed this was a serious problem for the Empire, as Shikan’s relentless quest for peace unbalanced the nation’s politics and weakened the Otomo family’s traditional role and position.  He worked hard to undermine Shikan’s power and, as a result, was appointed Imperial Chancellor last spring.  Since then he has worked tirelessly to promote a traditional Otomo policy of setting the Clans at each others’ throats in order to maintain Imperial power.  He is pleased with the recent eruption of war in the southern Empire and hopes to see it spread farther, shattering Shikan’s peace forever.  

Kazuma behaves like a gentle, pious older man, but there is steel beneath the silk.  He is perfectly capable of destroying a samurai’s name and reputation in court, though he does it with soft words and delicate gestures rather than the more harsh and menacing approach favored by the Imperial Herald.  He sees this “game” being played here at the Setsuban Festival as both an important chance to weaken Shikan’s power and, as a side bonus, a chance to sow further discord between the Dragon and the Lion.  

NPC: Miya Shikan, Imperial Herald

School: Otomo Courtier 5/Master of the Courts 3

Status: 9.0

Characteristics: Fanatical, obsessive, driven, arrogant, narcissistic, driven, utopian, idealistic.

Miya Shikan believes that peace is the highest good, and torments himself endlessly with thoughts of the suffering and misery brought on the people of the Empire by its endless wars.  He has made it his life’s goal to end these wars, not just within his lifetime but for all time, no matter what the cost to himself or to others.  He has not hesitated to employ dishonorable, blasphemous, and dangerous methods, justifying such crimes to himself on the grounds that the “greater good” outweighs whatever moral or material sacrifices might be needed.  Shikan is a harsh, judgmental man, absolutely convinced of his own righteousness and virtue, and full of bitter contempt for anyone who disagrees with his views.  He hates Otomo Kazuma with a deep and burning passion, and would have the man assassinated if he thought there was even a chance of success.  

Shikan’s personal goal with this “game” is not only to publicly defeat Kazuma, but also to force the Lion to accept the most extreme and humiliating peace agreement possible, and in the process to berate and humble all those, however lowly, who stand against him.  

NPC: Nishari, Spirit Seeking Redemption

Status: Apparent Status pseudo-2.0 (monk) True Status N/A (ghost)

Personality: Wise, soft-spoken, honorable, well-intentioned, sad.

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

Nishari was sent to the Setsuban Festival by Jizo, to test the ability of samurai to be sincere and courteous. She has no knowledge of the political warfare between Otomo Kazuma and Miya Shikan.  She will take the form of a mendicant nun, approaching PCs and begging for alms.   

She will praise samurai who treat her well, and offers them counsel.  “Adherence to the many virtues of Bushido will stand you well in these perilous times.  It is good to know that Courtesy and Sincerity are not lost in the Empire.” 

Samurai who treat her poorly will be rebuffed, with accompanying remarks such as, “It is sad that the Code of Bushido is so neglected in Rokugan today. Learn all the virtues, samurai, and perhaps our former glory will be restored.”

It is impossible to tell by normal means that Nishari is a ghost – she has none of the normal traits associated with Rokugani spirits.  However, people who can sense ghosts (Kitsu shugenja, those with the Cloud Tattoo, suitable Inner Gifts, etc) can tell she is a displaced soul.  

PCs who are already haunted by Nishari hear her voice echoing slightly in their head as she speaks with them. 

If any character confronts her on this, she will say truthfully, “My kharma is purified enough for me to walk in this realm at need, but I still have many labors to perform.  Please, speak of this to no one, lest my task be left incomplete.”  

Nishari’s role here is to observe and test the PCs’ behavior (as part of her task to teach Bushido).  However, she is also somewhat of a red herring – PCs who expect her to know the “plot” will be disappointed, for she is as much a pawn of greater forces as they are.  

Optional NPC: Ikoma Shisha, Emissary from Another Realm

Status: Apparent 2.5, True N/A (Spirit Creature)

Personality: Quiet, inquisitive, gentle

Notes: 
A gentle spirit here from the realm of Chikashudo, Shisha is tasked with discovering the source of disturbances that are rippling through the spirit realms. She is posing as an Ikoma historian (giving her license to ask lots of questions), and her major personal quirk is that she always answers a question with a question.  If her true nature is determined by a PC, she will plead with the PC not to reveal her secret.  If they hide her identity, they gain her as an Ally (3 points devotion, 0 points influence). 

A male PC who has an interest in the Spirit Realms, or who role-plays as kindly and helpful in her quest, can attempt to court her over the course of the evening.  At the discretion of all the GMs he might be able to woo her as a Foxwife bride, awarded as a cert.  

Tamori Nomikan, drunken shugenja

Status: 1.0

Personality: Drunkard, ‘touched’ (insane), paranoid

Notes: This Tamori shugenja was sent last year on a mission to assist the Unicorn in Shinomen Forest.  His mind made contact with something in the depths of the forest, and the experience shattered him.  Now, he spends his time getting drunk, babbling about how “all the snakes are one” and other inane talk, and generally giving people trouble. 

Both Shikan and Kazuma will use Nomikan to “test” people they find deserving of misery.  They will send such PCs to curry favor with him or to watch over his behavior, mostly to watch the PCs squirm as he babbles, staggers about, and otherwise ignores all polite Rokugani behavior. He will speak too loudly, invade personal space, talk in gory detail about the ‘snakes invading his brain,’ and generally be obnoxiously drunk in public.

Shosuro Mitaka, Rokugani Skeptic

Status: 1.5

Personality: Jaded, bitter beneath smiling exterior

Notes: 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 have used political influence to shuffle Mitaka off to this event, privately hoping that someone will shut him up permanently.

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 spawned from 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?” 

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 normally if a PC becomes angry or confrontational with him, he will change the topic with a smile: “Perhaps we should speak of other things, then. Is not this ikebana arrangement beautiful?”

The one thing which can draw anger or derision from Mitaka is any direct attempt to make him submit to the forms and customs of Rokugani religious belief.  This will cause him to become acidic and mildly confrontational, and to remain so unless a PC can soothe him.  Consequently, both Kazuma and Shikan will send troublesome PCs to present him a religious gift.

Shosuro Sora, Duelist and Woman of Unfortunate Passions

Status: 1.5

Personality: Hot-tempered, violent, hair-trigger, deeply insecure

Notes: Sora is a lesbian in a society cultured to ignore such spectacles. Her daimyo has grown weary of her blatant affairs, and the many duels she has instigated because of her obvious preferences. He has sent her here to find a husband.   Both Miya Shikan and Otomo Kazuma know this, and will torment unmarried male PCs by demanding they seek her hand in marriage.  Sora will only consent to marry a man who defeats her in a duel, and if a PC accepts this challenge, she will do her best to kill this stupid and impertinent male by keeping high dice.  (It is the GMs’ discretion whether she actually keeps lethal dice, but in general, we encourage all GMs to run Sora’s duels in as deadly a manner as possible.)     

Should a man kill Sora, he will gain a Bad Reputation (Rank of Infamy) for killing someone in a non-lethal duel.  Should he manage to win without killing her, he will gain the appropriate bridal cert.   

	FIRE 4 
	AIR 3 

	Agility 5 
	Reflexes 6 

	EARTH 3 
	WATER 3 

	Stamina 4 
	Perception 4 

	VOID 5 


TN to be Hit: 38

School/Rank: Bayushi Bushi 1/Ronin Duelist 4 

Bayushi Rank One: Roll additional Initiative dice equal to School Rank. Enemies cannot use Combat Reflexes to trade initiative with her. Adds +5 to her TN to be Hit against opponents with lower Initiative. 

Duelist Rank One: Adds twice her Agility to the total of all Initiative rolls. 

Duelist Rank Two: As a Complex Action that may be taken while in Full Defense, study an opponent.  You may then roll one extra die per School Rank on all attacks against that opponent.  This lasts until the dice are re-allocated to another target.  (Multiple targets may be studied, but total bonus dice cannot exceed School Rank.)  

Duelist Rank Three: Gains an additional attack per round.  In a duel, when opponent lowers his Focus Pool to gain +5 on a Focus roll, you may lower your Focus Pool by one to negate that.  

Duelist Rank Four: The dice awarded by the Rank Two technique are now kept dice.  

Honor/Glory/Status/Infamy: 0.8/6.8/1.0/3.6 

Skills: Athletics 2, Battle 2, Calligraphy 4, Courtier (Gossip, Political Maneuvering) 6, Deceit (Lying, Intimidation) 5, Defense 4, Etiquette 6, Games (Go) 3, Horsemanship 4, Iaijutsu (Focus) 5, Investigation (Notice) 4, Kenjutsu 5, Kyujutsu 2, Lore: History 3, Lore: Law 2, Lore: Scorpion Clan 4, Meditation 1, Spears 2, Tea Ceremony 2, Theology 3. 

Mastery Abilities: Add 5 to totals of her Contested Social rolls.  May declare Full Defense when Initiative is rolled. Wound penalties reduced by Skill Rank when using Kenjutsu.   May spend an additional Void on damage with Kenjutsu.  May Focus an additional time and may roll an additional die when focusing in an Iaijutsu duel.  Free Raise with all skills at Rank 5 or higher.

Advantages/Disadvantages: Combat Reflexes, Luck (Rank One), Multiple Schools, Quick/Bad Reputations (likes women, killing duelist, killed the Shinjo heir), Compulsion (women).
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