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INTRODUCTION

MASTERS OF COURT

INTRODUCTION

1170, 12th day of
the Month of the Hare

tomo Hoketuhime strolled into the main court

chamber of Kvuden Otomo, unfolding her fan

with a languid gesture, and regarded the oc-
cupants with a faint sigh. As usual, the Crane and Scor-
pion were present in force, crowding the main floor and even
lurking on the upper balconies. One particular Crane was
absent, however. “Wise of her,” Hoketuhime murmured to
herself as she let her gaze slide across the other Clan contin-
gents in the chamber. An amused smile touched the corners
of her rouged lips at the way some of them tried to avoid her
gaze, while others sought her attention with raised eyebrows
or minute gestures with their fans. The daimyo of the Otomo
family was still a mighty power in Rokugan, even without
an Emperor on the Steel Throne, and those who sought her
favor or assistance never dwindled.

On this day, however, she had business with one of those
who avoided her attention. Hoketuhime crossed the cham-
ber, fanning herself lightly, until she reached a woman in
Crab colors who was speaking in a low voice with the Man-
tis contingent. “Ah, Yasuki Miliko-san. Just the person I am
looking for.”

The Ruby Champion hurriedly broke off her conversation
and bowed low. “Otomo Hoketuhime-sama! It is indeed
an honor to share conversation with you this fine morning.
Have vou eaten rice?” If she was alarmed at the attentions of

the Otomo daimyo, she showed no outward sign, although
the handful of other Crabs in the room visibly shrank away
from her.

“I have indeed, Miliko-san, and I trust vou have done the
same,” Hoketuhime smiled. “May | say what an honor it is
for the Ruby Champion to pay us a visit, however brief?”

“You flatter me, Hokeluhime-sama.” Miliko’s eves nar-
rowed slightly above her polite smile, but courtesy compelled
her to continue. “The honor is mine, to share your hospital-
ity. Is there any way I may assist you?”

Hoketuhime carefully did not allow her own smile to
broaden. “As it happens, Miliko-san, there is something. A
trifling matter. to be sure, and 1 hesitate to impose on you
over such minor matters, but...” She trailed off suggestively,
tipping her fan in an inviting gesture.

“IL is no imposition to assist the Otomo, of course,” Miliko
said cautiously.

“Splendid. You see, 1 am hosting a dinner in three days’
time, and I was planning to serve the wonderful Cherry Blos-
som Snow sake. But my servanls tell me they are having
difficulty acquiring any. Sakura no Yuki Mura is under the
control of the Yasuki, is it not? So perhaps you could arrange
for me to receive some of that fine sake in time for my din-
ner.” Hoketuhime waited expectantly.

Miliko’s face tightened up, and her eyes shifted very slight-
ly, as if searching the room for an escape route. “Nothing
would give me greater pleasure than to solve your problem,
Hoketuhime-sama, but I fear it may not be possible. The
Cherry Blossom Snow brewery is no longer functional.”

“Surelv not. I am reliably informed the Crane and Crab
both swore oaths not to damage the place.” Hoketuhime



waved her fan more rapidly, as though to disperse an un-
pleasant odor. “Was I misinformed? Did the Crab not offer
such an oath, before they occupied the village?"

“You were not misinformed, Hoketuhime-sama,” Miliko
ground out. “Unfortunately, the brew-master and his ap-
prentices were killed soon after we captured the village.” She
drew a breath to continue, but the Otomo daimyo spoke into
the gap.

“Died under Crab protection? That is most tragically un-
fortunate, Yasuki Miliko-san. 1 should have hoped the Crab
would have made better efforts to protect such a valuable

sset. What am [ to tell my guests?”

Miliko briefly closed her eyes, as though summoning
some reserve of strength, before she replied. “I am sure we
can make amends, my lady. A shipment of Taka-brewery
sake from Friendly Traveler Village, perhaps.”

Hoketuhime sighed and shut her fan with a snap. “Oh,
but the Taka-brewery sake is so dry. My guests really prefer
the sweeter flavor of Cherrv Blossom Snow sake. Could you
not procure some, Miliko-san? The Yasuki are known for
their talents at... procuring things, are they not?” She smiled
engagingly to remove the sting from her comment.

Miliko spoke as though the words were dragged from her
mouth. “The Yasuki would be honored to help, Otomo-sa-
ma.” She bowed low. “If you will excuse me, then.”

Hoketuhime offered a polite bow of her own as the Ruby
Champion retreated. Her public smile remained unchanged
as she left the main chamber for the gardens, nodding in
passing to a few courtiers she recognized. There was already
a buzz of muted conversation spreading through the pal-
ace at the speed of gossip, hidden behind fluttering fans and
shoji screens. She deftly maneuvered around a few courtiers
who tried to attract her attention and slipped through an
archway.

Hoketuhime paused at the entrance to the gardens for
a moment to enjoy the bright mid-morning sunlight and
the sea-scented breeze. As always, the gardens of Kyuden
Otomo were a study in immaculate, harmonious beauty...
although, she noted with a slight frown, there was a slight
irregularily in the patterns raked into the gravel on the left
side of the path. “I shall have to speak with the servants
later,” she murmured as she resumed her walk. "But first...”

Ahead of her, a young Crane woman was speaking with
another lady, one dressed in the bland colors of a ronin.
As Hoketuhime approached, the ronin woman bowed and
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INTRODUCTION

retreated with an obsequious smile. The Crane turned and
greeted Hoketuhime with a bow of her own. “Greetings,
Otomo-sama. Are you well this morning?”

“Good morning, Jorihime-chan. I am indeed well, and 1
trust you are the same.” Hoketuhime allowed herself a side-
long glance at the retreating ronin, wondering where she
had seen her before. “How is your husband?”

“Nagori-sama is quite well, thank you.” Jorthime smiled
brightly at the Otomo daimyo. “I am told the Crab have
offered to solve vour difficulty with Cherry Blossom Snow
sake.”

“Word travels quickly, [orihime-chan.” Hoketuhime
spared a final glance for the ronin woman, but she was
gone. “Ah, I must thank vou again, Jorihime-chan, for the
musician you were able to supply to my reception last week.
Her artistry was most impressive, and my guests enjoved it
immensely.”

“That is wonderful to hear, Hoketuhime-sama. I trust your
handmaiden is recovering from her illness?”

“Suzuka-chan is indeed recovering well. Jorihime-chan.
She is already practicing her biwa again.” Hoketuhime let
her gaze stray to a nearby sculpted shrubbery, fanning her-

self idly, and watched the younger woman out of the corner
of her eve. "It was a most forluitous coincidence that you
were able to supply me a musician on such short notice.
How did you ever manage it?”

Jorihime's bright, friendly expression did nol change. “Ah,
it was simply good fortune, my lady. I met Kakita Noriko-
chan at Winter Court two years ago — in this very palace, in
fact. Later I was able to arrange a good marriage for her, to
one of the Doji provincial governors. Her husband is visit-
ing here lo discuss some tax matters, and when 1 heard of
vour unfortunate difficulty, I thought of Kakita Noriko-chan
at once.” She lifted one hand to tuck back an errant hair,
fluttering as if in a sea-breeze, although Hokeluhime felt
no wind herself. “If you should ever have need of her skills
again, please, do not hesitate to ask.”

“Thank vou, Jorihime-chan. I will be sure lo remember
that. And thank you, also, for your concerns over my trifling
difficulty with sake.” Hoketuhime made a slight dismissive
gesture with her fan. “Until tomorrow, then?”

“Of course, my lady. I will not take up any more of your
valuable time.” Doji Jorihime bowed and retreated from the
gardens.















Running a Courtier
fieamc in the Time of
__the Returned Wnicorn

The era of the Unicorn Clan’s return to Rokugan
can easily be the setting for a traditional military-

peace-makers, were torn apart and nearly destroyed by
the rule of the violent, militant Miya Satoshi.

When the Clan War finally ended at the Day of Thun-
der. the Empire lay nearly in ruins. While the shattered
armies struggled to pull themselves together, it fell to
the courtiers to re-assemble the Imperial courts and bu-

¥ e ) ! 4 g caucracy S (Uge ctioning again.
oriented campaign, played from the viewpoint of reaucracy and start Rokugan functioning again

either the Unicorn or the Lion/Scorpion alliance,
or expanding to include subsequent events such
as the Moto ride to the Shadowlands in 825. A
political game, however, can also fit into this cha-
ofic era quite well. Tt could focus on the confu-
sion within the Imperial courts, as the Unicorn
attempt to prove their true identity while the Lion
and Scorpion maneuver against them. A game
set immediately after the Unicorn Clan’s return,
moreover, could feature a variety of different plots
centering on court intrigue, as the Clans try to ei-
ther win the favor of the Unicorn for themselves or
turn others against them.

Major Political Figures: Doji Hoturi (Crane Clan Cham-
pion) and Kakita Yoshi (Imperial Chancellor) were the
leading court figures for the Crane, while Bayushi Goshiu
and Empress Bayushi Kachiko worked in the shadows to
advance the Scorpion Clan’s vengeance. Ide Tadaji was
also a notable diplomatic figure of this time, ably repre-

senting the Unicorn Clan in the Imperial Court.

THE CLAN WAR (1126-1128)
Although the Clan War is remembered most for the
terrible military and supernatural conflicts which tore
the Empire apart. it was also an era of bitter political
struggle. In the aftermath of the Scorpion Clan Coup,
a plague scourged the Empire and the young Emperor
Hantei XXXIX himself sank into illness, leaving the Em-
pire rudderless and without any apparent heir. While
the Clans marched their armies, courtiers maneuvered
for power, allies, and influence all across the Empire,
and the Scorpion Clan lurked in the shadows, waiting
for the chance to punish its enemies.
The major politicians of the era waged a continual
struggle, as bitter and ruthless as that fought on the bat-
tlefields. Crab courtiers sought to distract and deceive
those who might stand against their lord Hida Kisada’s
ambitious strike for power, and to hide his shameful al-
liance to the Shadowlands. Crane courtiers worked to
bring Imperial power to bear against the Lion armies in-
vading their lands, while the upstart Mantis assembled
an alliance of Minor Clans to win power and respect.
Bayushi Goshiu, one of the few Scorpions allowed to
remain in the courts after the Clan was disbanded,
worked with Empress Kachiko to set all against each
other, plunging the Empire ever further into turmoil.
Even the Miya family, traditionally heralds and
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CHAPTER ONE: THE CRANE

Nagori shook his head. "The Crane are true samurai,
Uyeda-san. Knowing the limits of what can and cannol be
done is never cowardly. If you know of something which can
be done to calm the waves, I would be happy to hear it.”

It was Kurumi, however, who replied. “While it is impossi-
ble to make a river lie flat, there are ways to make the waves
smaller. The farmers, for instance, often remove large rocks
that are discovered to be making the waters too rough. They
then use the rocks to make walls or repair large divots in the
roads — putting them to good use.”

“True. I understand that the Daidoji often use similar tac-
tics when placing defenses, though I must admit that I am
at a loss as to what possible use these particular rocks could
offer the Empire."” Nagori spared another glance at the Phoe-
nix, and noted with quiet pleasure that Jorihime seemed to
have convinced them to wait for his attention.

Kurumi smiled, a slightly feline curl of her lips. “I have
been made to understand that the Crab can always use gifts
of nature. With the proper persuasion, I am sure these rocks
could be negotiated into moving downstream?”

Nagori raised an evebrow at this, opening his fan slowly

as he considered the prospect. Then, as if coming lo a deci-

sion, the Doji storyteller snapped his fan shut and tapped it
on the palm of his hand twice. “I believe I can think of suit-
able persuasions that would inspire these rocks to grow legs.
Rocks do provide a home and nourish the moss that grows
on them. Ah!" he broke off, turning to Jorihime. She had
arrived quickly in response to his summons. Behind her, the
Phoenix waited, impatient but controlling it well. “Jorihime-
chan, allow me lo introduce you to Bayushi Kurumi-san
and Shosuro Uyeda-san, two of the Scorpion Clan'’s finest
courtiers. Scorpion-sans, my wife, Doji Jorihime.” The young
Crane bowed deeply to the two Scorpions. “We were just dis-
cussing how one goes about moving rocks from water, and
what you do with them afterwards.”

Jorthime nodded thoughtfully. She had, of course, been
fully appraised of the real topic before the two had ever
stepped out of their own quarters. “Rocks can be treacherous
to even a barge if the sailors aren’t careful. Their extraction
could be extremely important to travelers wishing assuranc-
es of safety. Il is a wise topic lo speak of, my husband,” she
said warmly. “Still, rocks are heavy and can be dangerous to
those moving them if proper precautions aren’t taken.”









The Daidoji
“Let others have honor. We shall have victory.”

— Daidoji Shihei
The Daidoji were born as an off-shoot from the Doji
family, when Lady Deoji's son Hayaku traveled into
the Shadowlands alone, seeking out his sister, the
first Crane Thunder, Konishiko. After he returned his
sister’s sword to her mother, he was granted control of
the southern-most Crane lands and given the surname
Daidoji, “Defender of the Doji.” Even since, his descen-
dents have sworn to protect their kinsmen no matter the
cost. Consequently, they have followed a very different
path from the rest of the Crane, embracing pragmatic
and sometimes dishonorable methods in order to fur-
ther the Clan's safety and success.

The most infamous example of the Daidoji family's
strange methods, the Harriers, have now been disband-
ed by the command of Clan Champion Doji Domotai.
However, while Domotai’s order has brought an end to
the most ruthlessly dishonorable of Daidoji methods,
the family continues to embrace a highly pragmatic ap-
proach to both war and politics, and to carry out ac-
tivities which the rest of the Crane Clan would find

distasteful if not downright dishonorable. It is often
remarked that a Daidoji stands behind every success-
ful Crane courtier, and this is not far from the truth.
The members of the Daidoji Trading Council excel in
the grubby business of commerce, ensuring the Crane
Clan’s legendary wealth remains unmatched even by
the Mantis, while Daidoji spies slip through the Em-
pire’s courts, collecting the vital information which al-
lows Crane courtiers to anticipate and outmaneuver
their political foes.

It should be noted, however, that the Daidoji fam-
ily is not as one-dimensionally villainous as it is some-
times portrayed. The Daidoji are still Crane, and some
of them find ruthless and dishonorable methods too
difficult to square with the Code of Bushido. For these
samurai, the family offers more conventional and hon-
orable duties, such as serving as yojimbo to courtiers
and shugenja, or fighting in the ranks of the Crane
armies as the famous Iron Crane.

Of all the Families in the Crane Clan, the Daidoji
views on Bushido are the most unconventional. In the
Daidoji view, it is their task to perform the difficult and

painful jobs which the rest of the Clan cannot. By
taking on these duties alone, staining only

INVEDFH L ANOYILAVHD













The Diploma
Court, more than almost any other environment in
Rokugan. shows how much importance the Empire
places on maintaining appearances and keeping face.
In public, what matters is appearances, perception,
and the maintenance of propriety. To be publicly hon-
est and forthright in Rokugan is, very often, to be rude.
All that matters is perception, not truth. If a samurai
is a drunken, gambling, womanizing wretch, the court
doesn't care as long as he’s discreet about it. By con-
trast, pointing out anothers weakness embarrasses
both them and you, bringing shame to his family and
your own. Similarly, if a samurai presents himself as
pious or honorable, the court accepts this as true as
long as he properly upholds this image in public. The
truth may be spoken about in gossip, but it is regarded
for what it is: harmless gossip, to be ignored.

Although every court sees large assemblages of
guests, most of the really important discussions and
negotiations occur in privacy and secrecy. Very few
guests at any court are ever privy to any true diplo-
matic sessions. Any significant and binding agree-
ments are always made by meeting in private cham-
bers, taking walks in secluded gardens, or eating
meals alone with important ambassadors. An aver-
age samurai who inadvertently stumbles across one
of these closed sessions is more likely to earn the
enmity of the participants than to be able to make
any contribution.

Seasoned courtiers who find themselves ap-
proached for serious negotiations in public view are
typically very skeptical of the intentions of the other
party. Often, such approaches are plots designed to
ensnare the naive or inexperienced in some dishon-
orable political scheme.

Those few samurai who are truly powerful enough
to speak on behalf of their Clan at court must always
be aware of the appropriate manner in which to do
so. Even in dire circumstances, forthrightness is sel-
dom considered a virtue by the Rokugani. Indirect
language, hints, and veiled language are always the
best way of indicating one's desires and intentions, for
direct and open language is a sign of weakness and
invites manipulation and betraval. No proper courtier
will ever ask something so blunt as, “Will you join our
attack on the Unicom Clan?" Instead, the preferred
language is something like, “Our Clan must defend
our honor by avenging the grievous . 1nsu1t dane us by
the Unicorn Clan. We know that you, too, have been
treated dishonorably by those horse-riding barbar-
ians. If our victory is quick and without great cost to
our people, we would insist that they return (o your
Clan the land they took from your ancestors.”

The Kakita

“There is no purpose in beauty. Beauly is its own purpose.”
— Doji Kurohito
The Kakita family are born of Kakita and Lady Doji's
third son, Shimizu. It was he who most understood his
father’s teachings and passions, and his descendants
follow in his footsteps, embracing the ways of iaijutsu
and artistry. Having chosen this path, the Kakita have
largely forsaken politics, leaving matters of court to
their Doji cousins. Instead, the Kakita pursue perfec-
tion and art. Their family’s artisans, respected and
admired through the Empire, consider themselves the
soul of Rokugan; they depict every major battle and
historical event in art, song, and poetry, bring beauty
into every court, and recount the ancient myths and
legends of the Empire. Their duelists carry the art of
the iaijutsu duel to its finest expression. The Kakita
as a whole, both artisans and duelists, follow the ulti-
mate philosophy of the Crane most
closely: you only live once, and

perfection requires only one '--‘ 0 “’
attempt. If you are perfect, £

honorable, and pure, your

every move will also be ,-’{
perfect. Even the notori-
ous Kakita esters, whose
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CHAPTER ONE: THE CRANE

task is to mock and expose the failings of others, do so
with the same dedication as any other Kakita.

More than any other family of the Crane, the Kakita
seek to embrace all of the virtues of Bushido equally
— showing a certain similarity to some of their ancient
rivals in the Lion Clan. Because of this idealized view,
the Kakita try to avoid the ways of politics, leaving such
unpleasant but necessary duties to the Doji. Instead,
they serve the Clan through their mastery of dueling
and art — fields where perfection may be pursued with
honor, without any need for compromise. Occasionally,
however, a Kakita will choose to serve his Clan in the
courts, training under the Doji sensei, and when this
happens they embrace the ways of politics with the
same dedicated perfection they apply to any other field.
During the time of the Clan War, for example, the Impe-
rial court was dominated by Chancellor Kakita Yoshi, a
Crane whose mastery of politics remains legendary to
this day.

Gi (Honesty): Unlike the Doji, most Kakita refuse to
compromise even slightly on the principle of Honesty.
They take pride in being strictly honest and refusing to
falsify themselves in any way. However, because they
also venerate the other Virtues (especially Courtesy),

the Kakita do not make a custom of speaking impolitic

truths. This allows them to avoid committing breaches
of etiquette in court, although they still leave the real
work of politics to the Daoji.

Yu (Courage): The Kakita are one of the Crane
Clan’s bushi Families, so it is to be expected they will
think highly of courage. However, from their perspec-
tive, there is far more to courage than mere physical
bravery. In order for a Kakita to throw himself whole-
heartedly into the pursuit of a perfect strike or a perfect
piece of art, he must be completely unafraid of failure,
clear of any self-doubts. Any faltering of courage will
mean failure, a fate intolerable to a true Kakita.

Jin (Compassion): Although the Kakita share the
general Crane emphasis on showing proper consid-
eration for those heimin in their care, they tend to be
more distant from such concerns than the Doji or the
Asahina. The Kakita pursue their own artistry so single-
mindedly that they often have little time to consider the
plight of the heimin. Likewise, their emphasis on perfect
success in both dueling and art makes them unlikely to
offer mercy to a defeated foe.

Rei (Courtesy): Like the Doji, the Kakita place an
extremely high value on courtesy, and take pride in up-
holding the rules of etiquette with grace and skill. No
proper Kakita would ever choose to be rude or insulting




























The size of the paper relative to the writing is also sig-
nificant. For example, using a large piece of paper to
convey a short message suggests generosity or extrava-
gance, while a small piece of paper crowded with writ-
ing conveys a subtle insult, suggesting the recipient is
not worthy of more paper.

Second, of course, is the content itself. Traditional
compositions for the Game of Letters follow a strict
structure, a thirty-one syllable poem based on an im-
age from nature. This conveys the author’s intent indi-
rectly, much in the way that courtiers approach each
other with indirect language during their negotiations.
Although this form of letter is partly just a matter of
upholding tradition, it also has a more practical value.
Letters sent in court are almost never sealed, and any
samurai can stop a servant in the halls and read what
he is carrying. In fact, most courtiers take it for grant-
ed that their letters will be read by persons other than
those to whom they are ultimately addressed. Thus,
their contents are designed to display the courtier’s wit
and skill to everyone who reads them, rather than to
communicate secrets. Skilled recipients can understand
the letter even when the message is stated in the most
indirect possible language, and this is intentional.

Third, the author must consider the brushwork. Like
everything else in the letter, this conveys a message of
its own, one that can be entirely at variance with the
actual contents. An elegantly written message, each
brush-stroke precise and flawless, could symbolize love
or other deep care. or could simply be a way of show-
ing off the writer’s skills and capabilities. Conversely,
messy or uneven brush-work can suggest a lack of emo-
tional control, or can be seen as an insult, suggesting
the author does not care enough about the recipient to
offer his best work. Most courtiers compose their letters
several times to make sure they get the exact effect they
want from their calligraphy.

Finally, the courtier must consider packaging. Roku-
gan has several traditional styles of letter-folding, often
quite elaborate, and some Clans have developed their
own signature styles to show off their skills and discour-
age forgeries. Scorpion Clan courtiers are especially
skilled at folding letters in ways that are fiendishly dif-
ficult to open without tearing. Again, different manners
of folding convey different things — a casually folded
letter suggests a lack of care on who reads it, while an
elaborate folding implies great significance to the con-
tents. Once the letter is folded, it is typically attached
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CHAPTER ONE: THE CRANE

learning their opinions toward his Clan and its enemies,
learning which of them pose a threat and how they can
be countered. A wise courtier brings many gifts to court
and arranges meetings with potential allies as soon as
possible. Just as in a duel, the first to strike wins, while
the one who hesitates or flinches is defeated.

“The superior general attacks his enemy’s alliances.”
A skilled courtier will always work to head off his ene-
mies’ plans for alliances, making better offers even if his
own Clan has no direct interest. If that is not possible,
he should spread rumors about his enemy to discour
age others from allying with him. Servants and peas-
ants are especially effective for spreading rumors that
cannot be traced. which will eventually find their way

to other samurai.

“Victory can be seen, but never forced.” A good courtier
is cautious even on the brink of victory, and prepares
letters and contingency plans for every eventuality.

e

“The competent general attacks an enemy’s army.
Confronting an opponent in open court is an unpleas-
ant duty, but sometimes a necessary one. If an enemy
starts an argument, a skilled courtier will only seek to

end it, since those who bicker are seen as fools.

“A desperate general besieges an enemy’s city.” A
courtier should always stage confrontations on his own
terms, not the enemy’s. If that is not possible, he should
seek a meeting on neutral ground. Only as a last resort
should he meet an opponent on ground he controls.

“If vour army is larger, fight. If it is smaller, keep your
distance until opportunity strikes. If vour army is much
smaller, flee and survive.” A courtier should never be
afraid to use an obvious advantage - if the enemy has
a hidden trick, it is better to discover it while in a posi-
tion of strength. In an uncertain situation, however, it is
better to wait while spies and informants root out better
information. When the enemy holds the advantage, a
good courtier avoids meeting him at all costs, stalling in
any wav possible, even feigning illness.

“A good general chooses the right officers and lels the mo-
mentum of the army do its work.” Skilled courtiers do not
try to do everything themselves, but instead delegate to
capable underlings, including shugenja to assists them in
the ways of the spirits, and ronin who can work as capa-
ble spies. It is also wise to have a loyal but incapable sub-
ordinate who can be sacrificed should things go badly.










R T e mma———

result, the modern Kvuden Doji is not only one of the
most beautiful castles in the Empire but also one of the
most architecturally consistent. Since its completion it
has been universally hailed as even more glorious than
its predecessor.

It is often said that beauty attracts beauty. The court
of Kyuden Doji is a prime example of this. Only the
most fashionable, powerful, and elegant samurai in the
Empire stride through its elaborate halls. Just to walk
among these individuals brings glory to a samurai’s fam-
ily. To have them actually speak your name can either
boost or destroy a reputation. Much of the strength of
the Crane political machine comes from this carefully-
cultivated exclusivity. Many samurai are willing to owe
a favor, or several favors, to the Crane in order to gain
access to these halls of power, and this helps ensure
that the Crane have no shortage of political resources to
call upon in difficult times. Conversely, ranking samurai
from other Clans who don’t play by the rules set forth
by the Crane can often find themselves excluded from
Kyuden Doji, excluded from one of the most prestigious
courts in all of Rokugan, a severe blow to their reputa-
tion.

Because Kyuden Doji is seen as the Empire’s most
elite and desirable court assignment, making a good im-
pression there is vital. Samurai who are not completely
secure in their position in the Empire should tread light-
Iy when in the true seat of Crane power. Even some-
thing as simple as fashion can be a powerful weapon
in this court. Crane tailors are kept busy by visiting
samurai wishing to gain attention and prestige by keep-
ing abreast of fashion trends. This provides a subtle but
potent means of control for the court, as the Crane can
manipulate their guests simply by having their daimyo
start a new fashion trend. It also helps the local econ-
omy, as koku flow to the silk works and the talented
seamstresses who maintain shops near the palace.

In keeping with the true customs of Rokugani politics,
the Crane do most of their negotiations outside of the
main court chambers, especially in the glorious gardens
of Kyuden Doji. The so-called “Fantastic Gardens” are
one of the greatest beauties of the palace, and offer a
perfect location for quiet, unobtrusive conversations
and secluded meetings. Originally, these were merely
Lady Doji's private gardens, but since that time they
have grown enormously, and today are the size of a
small village. Story gardens, sand gardens, rock gardens,
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CHAPTER ONE: THE CRANE

and every other sort of Rokugani garden are combined
together in perfect harmony, supplemented by shrines,
koi pools, and streams of pure water from the nearby
Seikitsu Mountains. In recent decades the Crane have
also enhanced the enjoyment of the Fantastic Gardens
by adding a careful selection of sake houses, theaters,
geisha houses, and other places of legitimate entertain-
ment, all carefully designed and arranged to harmonize
with the beauty of the surrounding gardens. It should
come as no surprise that there are always small groups
of samurai strolling through the Fantastic Gardens or
pausing to enjoy its vistas.

The current master of Kyuden Doji is none other than
the Crane Clan Champion, Doji Domotai. Because of
her militant upbringing amongst the Matsu, many
Crane have doubts about her political effectiveness, al-
though they are of course careful to keep such thoughts
to themselves. These doubts were further inflamed by
the inflexibility she showed toward Hida Kuon at the
start of the Crane-Crab war. However, she has begun
to dispel such worries with her performance at her first
Winter Court, when she appeared in the courts wear-

ing a kimono in a style that was popular during the
reign of Hantei X. Due to the complexity of the style,
and the Crane foreknowledge of her plans, they were
able to tie up most of the available tailors, placing all
others attending the court at a distinct disadvantage.
The exchange of favors to the Crane for access to these
craftsmen won the Clan a subtle but significant political
victory, and showed the young Champion is beginning
to learn how to wield the traditional weapons of her
Clan.

A strong comfort to the Crane who still harbor doubts
about their Champion is the presence of her advisors,
who include one of the most renowned courtiers in the
Empire. Doji Nagori has served the Crane in the Impe-
rial Court for several years, and now functions as the
Chancellor of Kyuden Doji. His influence on its court
is considerable. As the former advisor to Yasuki Hachi,
and party to the rebuilding of the Imperial courts with
Ide Tadaji and Miya Shoin, his reputation alone makes
others think twice before disrupting the harmony of
Kyuden Doji. He watches over his cousin Domotai like
a protective uncle, and would gladly give his own life

before allowing her to make a political misstep. With





















Shiro Kyotei

The ancestral home of the Tsume vassal family sits in
the fertile Kintani Valley, close to the territory of both the
Lion and the Phoenix, and geographically isolated from
the rest of Crane territory. Home to the famous Tsume
Pikemen dojo, this castle has become an important eco-
nomic center for the Crane, as the isolated Tsume fam-
ily has labored to make their holding into a major trade
center and a self-sufficient holding. The large town and
bustling markets of the Kintani Valley provide the Crane
with a source of great wealth. especially useful in such a
strategic location. But the castle, a small but formidable
stronghold, looms above the town ominously, a contin-
ual reminder of their isolated location... and of the prin-
ciple that Lions have long memories.

Tsume Akemetsu, the current daimyo, knows just how
precarious his family’s position truly is. The Lion still re-
member the loss of this castle in the late 10th century,
at the hands of the ambitious daimyo Tsume Retsu. It
was his bloody victory, in which the Lion vassal family
of the Damasu was wiped out, which led to the Tsume
gaining their family name, and there are many in the
Lion ranks who have still not forgotten. Since Shiro

Kyotei became a Crane stronghold its lords have tra-
ditionally avoided inviting Lion samurai to visit more
than absolutely necessary. but with the recent friend-
ship between the Lion and Crane, and the growth of
Shiro Kyotei as a center of both trade and politics, this
has had to change. In fact, Shiro Kyotei has become
an important court for maintaining the Lion-Crane alli-
ance, much to the quiet dismay of the Tsume.

The modest court at Shiro Kyotei is primarily dedi-
cated to Lion-Crane diplomatic, military, and commer-
cial relations, although Phoenix are also invited there
to discuss matters of trade and border security. While
the general air in the castle is one of sincere hospital-
ity, the truly observant can pick up a subtle undertone
of paranoia whenever there are a large number of Lion
samurai Lion present. Akemetsu has aged noticeably
since taking control of his family. He believes the cur-
rent peace between Lion and Crane is ephemeral at
best, and he knows that if a Lion attack ever comes,
his holding is several days’ march from any help, and
the odds of survival are low. Each day he prays to the
Fortunes and ancestors that his Doji patrons can keep
the Lion armies from his gates for another day.
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CHAPTER ONETHE CRANE

NPC: KAKITA TSUKAQ, ARTISAN OF THE
STEEL CRANE FORGE

Airr3  Earth:2  Firee5  Water:3  Void: 6

Awareness 5 Willpower 3

Honor: 4.3 Status: 2.0 Glory: 6.5

SCHOOL/RANK: Kakita Artisan (Painting) 3/
Master Artificer 3*

SKILLS: Artisan: Painting 4, Calligraphy 6. Court-
ier 2, Craft: Armor 10, Etiquette 5, Games: Go 3,
Instruction 4, Lore: Art 6, Lore: Heraldry 4, Medi-
tation (Zanji) 6, Storytelling 2, Tea Ceremony 3,
Theology 3

ADVANTAGES: Higher Purpose (create art through
armor), Irreproachable

DISADVANTAGES: Bad Health

*See Prayers & Treasures, p. 114 for the Master
Artificer Advanced School.

Kakita Tsukao has spent four decades creating art
for the Crane — pottery, paintings, swords, and ar-
mor. His weorks are prized throughout the Empire
for their perfect melding of artistic purity with prac-
tical use, and consequently the Clan has allowed
him to continue working long after the normal age
of retirement. He spends some of his time today
in the Artisan Academy. passing on his knowledge

to younger samurai, but his heart remains in his
work, and he has politely refused offers to serve as
a full-time sensei of the School.

Tsukao often visits the Steel Crane Forge to
work, and he is welcomed there with reverence.
Unlike most of the artisans who labor there, how-
ever, his favored creations are not swords, but ar-
mor. Tsukao'’s armors are true works of art, their
lacquer and decorations forming a harmony of
color and form which draws admiration from even
the Kaiu smiths. He makes only three or four suits
of armor each year, and the awarding of these gifts
is always a moment of excitement and prestige.
Most recently, he gifted an especially magnificent
suit to Doji Nagori on the occasion of his wedding.
The armor, simple and elegant, was designed to
complement the style of the legendary blade, sup-
posedly Kakita’s first, which Nagori bears.

Tsukao is a humble man, one who has spent his
entire life in the service of art and desires nothing
else. Despite his advancing age his skills remain as
potent as when he was a young man. When asked
the secret of his undimmed talents, he smiles and
remarks simply, “In painting or in smithing, focus
is what matters.”
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ADVANTAGES: Allies (Daidoji family). Heartless
DISADVANTAGES: Bad Reputation (ruthless), Driven
(accumulate power)

Doji Choshi has always been an ambitious woman,
from the moment she first entered the dojo at Shizuka
Toshi. From her first posting, she took an extremely
aggressive approach to politics. manipulating others
without hesitation or restraint, and freely employing
blackmail and falsehood. Her willingness to use such
ruthless, decisive tactics on behalf of the Crane Clan
caught the eye of Daidoji Shihei. He was one of the
courtiers who served as the ‘eyes’ of the Daidoji Harri-
ers in respectable society, and he recruited her to per-
form similar work.

Choshi was at first horrified by the Harriers' methods
and philosophy, which made her own methods seem
tame by comparison. The thought that any Crane might
use gaijin pepper, assassination, or poison was shock-
ing to her. However, Shihei assured her the Harriers op-
erated with the sanction of the lords of the Crane, so
she put her doubts aside. Soon enough, Choshi's adap-
tive mind began applying some of the Harrier ideas and
tactics to court situations. The Harriers destroyed their
enemies any way they could, and Choshi adopted

similar methods for dealing with major rivals or ene-
mies in court, such as framing them for dishonorable
deeds or pushing them lethal duels. Her earlier doubts
and questions vanished, and she embraced this new
approach with enthusiasm.

This strategy worked perfectly until a couple of years
ago. when she was managing some trade negotiations
in the Phoenix lands. After a duel disposed of a Scor-
pion rival, her assistant, Doji Saori, abruptly turned on
her and began demanding more control over how the
negotiations were to proceed. Choshi was furious and
frightened, but she had no choice but to agree —Shihei
had warned her in no uncertain terms that she was not
to draw unusual attention to herself or to the ones she
served.

The fall of the Harriers has forced Choshi to adjust
her approach. With her source of justification gone, she
has been forced to consider her own position and make
plans for the future. Rather than give up her methods,
she has decided to continue them on her own, attempt-
ing to accumulate as much power and influence as she
can for herself. She has not forgiven Saori, and intends
to gather so much power that the next time they meet,

it will be completely clear which of them is truly in
charge.










ter, that court taught very separate lessons. Whereas
Yasuyo felt inspired to work harder to become a great
samurai, Nagori learned how much fun it was to tell
stories while beautiful women hung on his every word.

It was obvious to all that Nagori should be sent to the
Kakita Artisan Academy to study storytelling. There,
despite his mischievous nature, he applied himself with
the same determination that his older sister had shown
for the sword, and when the time came for his gempuk-
ku ceremony he was invited to the prestigious Topaz
Championship. There he befriended a voung, low-born
bushi named Daidoji Hachi.

Nagori did not seek a major post appropriate to his
bloodline, but instead requested to be given a very mi-
nor role in Kyuden Doji. There he was just one court-
ier among many, and the political powers in the court
quickly dismissed him as a philanderer who posed no
threat. This reaction was just fine for Nagori, who was
then free to do whatever he wished. He devoted the
minimal time and effort required to his official duties
and spent the rest of his time creating poetry, telling
stories, and wooing all the beautiful women he could
find.

Nagori's pleasant life was transformed by a series of
events in the year 1158. Early in the year, his sister Ya-
suyo woke Nagori in the middle of the night to tell him

that she was leaving to fulfill a quest. Nagori had always
adored his sister, and her sudden departure shook him
deeply. Soon after Yasuyo's disappearance, his friend
Hachi, now Yauski Hachi, won the Emerald Champi-
onship. Though Nagori had not kept up with the politi-
cal climate of the Empire, he instinctively realized his
friend was in over his head. Although some men might
have distanced themselves from Hachi, Nagori did not,
despising the very thought of such cowardice. He ap-
pointed himself as Hachi’s political advisor and threw
himself into the struggle to rebuild the Empire’s respect
for the office of the Emerald Champion.

For the first time in his life, Nagori had a higher goal
in life, and he embraced it with all his heart. He set
aside his cavalier attitude and joined the retinue of
the Emerald Champion alongside Bayushi Norachai,
following Hachi as he traveled across the Empire. He
spread word of Hachi’s deeds and created magnificent
stories of Hachi's greatest adventures. He appeared in
many courts on Hachi’s behalf and worked tirelessly to
ensure his friend was respected as a capable and hon-
orable Emerald Champion. In brief, Nagori grew up, be-
coming a true samurai who served his lord and Clan.

When Yasuyo returned from her quest, she was sur-
prised by the drastic change in her younger brother. He
was still the friendly man she remembered. but now he
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Conditions must be conducive to conflict (high levels
of tension, incipient violence, etc.) in order for this tech-
nique to work, and it cannot cause anyone to attack his
lord or a similar authority figure, or to act against his
basic nature (pacifistic characters cannot be forced into
violence by this technique, characters will not attack a
True Friend, etc.).

RANK 4: MASTER OF EMOTION

The Jester has become truly adept at manipulating the
emotional states of others. If you speak with a chosen
target for at least 10 minutes and make a successful
Courtier (Manipulation) Skill Roll against a TN of 25,
you can cause the target to feel a particular emotion
or mood (your choice). While affected by this Ability,
the target’s School Skill Rolls either gain either a +1k1
bonus or suffer a -1k1 penalty, as appropriate depend-
ing on the emotion evoked (use GM’s discretion), for a
number of hours equal to your School Rank. A charac-
ter may only be targeted with this effect once per day,
and will know that he is being influenced. This replaces
the benefit of Rank 2 School Technique.

"' . w
In addition, you now gain a bonus equal to your
twice your Insight Rank to all Rolls made with your
School Skills. This replaces the benefit of the Rank 1
School Technique.

RANK 5: MOCKERY HAS NO LIMITS

The Jester has become skilled enough to pull hapless
onlookers into his comedic acts. Anytime you perform
in public, you can target someone in the audience,
who then becomes the focus of your deadly wit. If the
you defeat your target in an Opposed Skill Roll pitting
your Performance: Jester Skill against his Awareness/
Etiquette, the target suffers a painful public loss of face,
accompanied by a loss of Glory and Honor points equal
to your School Rank. You may not target the same per-
son with this technique twice in less than 3 months.

Basic School:
Kakita Artisan Refinements
These are two new Rank 1 options for the Kakita Arti-
san School.










family, and with the GM’s permission you may pur-
chase any 3 of the following advantages for a 2—point
discount: Gentry, Wealth, Social Position, Ally (with
your betrothed only), and Kharmic Tie (with your be-
trothed only). You will not actually receive the benefit of
these new Advantages until after the wedding ceremo-
ny, which will take place within 1 year. Such a perfect
match does not come without difficulties and hazards,
however. You will have to see to your spouse’s welfare
and safety, and disgruntled suitors may cast a dark eye
on your happy household.

New Advantage: Cadence
[Inherent] (Crane only; 3 Points)
Cadence is the secret sign-language of Crane courtiers
and artisans, capable of encoding detained information
into a song, poem, speech, a work of art, or even some-
thing as simple as the wave of a fan. Any basic, simple
idea or piece of information (such as “delay them” or
“this favors us”) can be conveved in this way to an-
other Crane who knows Cadence. This secret method
is never taught to a non-Crane, even one trained in a

Crane school.

New Advantage: Correspondence
[Giranted] (Courtier only, 1 Point)

You have a friend in another Clan or faction elsewhere
in the Empire, with whom you regularly exchange let-
ters. You may have never actually met this friend, or
you may have encountered each other at court. Regard-
less, the two of you write each other regularly, keeping
one another abreast of current events in your respective
domains. This provides you with a great source of infor-
mation about other parts of Rokugan, but grants your
correspondent the same benefit. and he (or she) will
come to see you as a reliable friend and ally. With the
GM’s permission. you may purchase the True Friend
and/or Ally Advantages with your correspondent for 2
fewer points. However, if you ever take longer than a
month to reply to one of your correspondent’s letters,
this Advantage is permanently lost. You can try to re-
establish communication, but something fundamental
in your relationship has been lost, and you will never
become true friends or allies without a major reconcili-
ation effort on your part. This advantage can only be
taken by a character with at least 1 Rank in a Courtier

School or Path.
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New Advantage: Darling of the
Court [Granted] (4 Points)

You have unexpectedly gained the attention and ap-
proval of a very high ranking member of Rokugani po-
litical society — a family daimyo, Clan Champion, an
Imperial authority like the Chancellor or Imperial Her-
ald, or possibly even the Emperor (when there is an Em-
peror). Although you may have spoken with this person
only once, courtiers and Imperial hangers-on have no-
ticed the attention you received, and hope some of this
favor will rub off on them. This can be troublesome, but
ultimately such attention can only help your Clan pur-
sue its goals. For the next vear, your Glory and Status
are considered to be 1 Rank higher in social situations.
During this time you may spend 2 Experience points to
take any of your new-found sycophants as permanent
Allies (1 point Influence, 1 point Devotion). However,
the attention span of the Court is short, and after this
vear has passed, this Advantage goes away forever and
cannot be regained. Any Allies you purchased remain
loyal, but they no longer hang on your every word...
and everyone else seems o forget your name.

New Advantage: Glib Tongue
[Giranted] (Courtier only, 3 points)
You have a natural talent for talking persuasively. Even
if you are physically unattractive, unlikable, or your
voice is the harsh croak of a dving crow, your words still
carry a compelling weight of their own, and your train-
ing as a courtier has enhanced that weight to the point
where you can easily sway people to your point of view.
Any time you are attempting to sway someone’s opin-
ions in conversation (whether honestly or dishonestly)
or present an image of sincerity and truth (whether le-
gitimate or not), you gain a bonus equal to your Air
Ring to the the appropriate Social Skill Roll (typically
Courtier, Etiquette, or Deceit). You may only take this
Advantage if you have at least 3 Ranks in a Courtier
School. You may not take the Can't Lie or Shallow Dis-
advantages.












CHAPTER TWO: THE SCORPION

“Until then, Katashi-kun,” she said softly, relishing his
intense emotions and exulting in the timeless moment of ro-
mantic bliss as the shoji screens closed.

T
In the darkened shadows bevond the halls of Kvuden Ku-
miko, Doji Katashi stood beside a lonely tree. One moment,
he was alone, and the next he felt a presence behind him.
A cold, cunning smile creased his face. “Sama. I have done
as vou asked.”

“Well done, Chihiro-san,” a voice said out of the dark-
ness. “This ruse seems to have played well. The information,
then; were you able to confirm what it is that Moshi Chiasa’s
superiors are attempting in the coming summer?”

“I believe the information you gave me is consistent with
the hints and implications she has given,” the young man
replied. dropping the mask of ‘Doji Katashi’ completely, his
face relaxing into a subtly different caste. He slipped a scroll
sealed with crimson wax from his sleeve and offered it up
to a hand that emerged from the shadows of the tree. “This
should be more than enough for us to move to intercept their
plans. Use my Crane inro as a means of identifying her in

£l

the court when you make your move.

There was a grunt of assent in the other man’s voice, but
no commitment vet. “We will see. I have new orders for you,
Chihiro-san.”

“Oh? Then will 1 be leaving the last vestiges of this
court?”

“You will,” the unseen figure said, slipping a small note
into his delicate hands. “Return when you are prepared, and
your travel will be arranged. The fallout of this particular
plan might be difficult, were "Doji Katashi’ to still be present
for questioning.”

“A shame. The Moshi was actually rather pretty,” he re-
plied, shrugging. “Still, orders received. I will see you in an
hour then."”

Without a further word, Shosure Chihiro walked back to
the room that belonged to ‘Doji Katashi' and collected his
belongings. By the time that the scandal was revealed and
Moshi Chiasa disgraced for her hand in it, he would be off
of the island and traveling in the Phoenix lands, under the
name Shiba Tatsumi. Despilte the best efforts of the Mantis
magistrates, there would be no indication that a man named
Doji Katashi had ever existed.










The Soshi

While the Bayushi and the Shosuro have always served
within the courts as two sides of a single coin, the Soshi
have traditionally remained a more background influ-
ence. This is not to say they do not place value on poli-
tics and diplomacy, but rather that they see their place
and role as different, less suited to the public eye. Ever
since their founding by the enigmatic figure “Soshi,”
who appeared beside Bayushi shortly after Shosuro’s
apparent death, the Soshi have endeavored as much
as possible to remain in the background, even more so
than the Shosuro family.

The reasons for this are simple and pragmatic. Some
of the most truly dishonorable and unethical practices
and research within the Clan are conducted by the Soshi
—such as their dubious meddling in Shadow, giving rise
to the sinister Deceiver illusionists. Furthermore, it is
the Soeshi who manage the Clan’s delicate network of
contacts, shugenja, and spies throughout the whole of
the Empire, connecting the various interpersonal net-
waorks of key Scorpion Clan members into a great web
of deceit and secrecy. This part of their duties has some-
times been described as making them “cultured thugs,”
like crime-lords who send out minions and agents to

-

deal with enemies as required. It is also the Soshi who
do the work of processing raw opium for the Clan. Thus,
the Soshi remain in the background at court not be-
cause they wish to be, but because they must be.

Given these practical necessities and the geographi-
cal restrictions of the Soshi family’s lands, the family
has developed a very soft touch where it regards poli-
tics. They do not host a significant court within their
lands, for example, nor do many of them undergo train-
ing as courtiers. To be sure, politics is no less important
to them than it is to the Bayushi and Shosuro, and if
anything the Soshi’s specialized skills give them all the
more reason Lo wish to apply their talents to the court.
However, even more than the Shosuro, the Soshi op-
erate very much in the background, seeing themselves
more as advance scouts and cloaked advisors to the
other Families. It is the Soshi who stand behind a Bay-
ushi lord’s shoulder, giving carefully timed suggestions
and warnings so as to better implement the Clan’s larger
goals.

Notwithstanding their generally subtle approach, the
Soshi have always remained an extremely valuable as-
set to the Scorpion Clan in its political activities. Rare
is the effective Scorpion daimyo who does not have ac-
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A political strategy for the Crab is a more delicate mat-
ter than it might at first appear. In principle, manipulat-
ing hulking brutes with the courtly education of unde-
veloped newts is a simple thing for masters of subtlety
and intrigue, but the implications of doing so are not so
simple. When dealing with the Crab, the wiser among
the Scorpion courtiers have always taken a careful and
measured approach. The seething emotions present in
a Clan so unrefined and combat-centered as the Crab
are an easy target for the Scorpion, but they are also
a problem in negotiations. Despite the consistency of
their bluster, the Crab can be surprisingly impulsive
and unpredictable, and the Scorpion must oftentimes
force themselves to observe their opponents to the
south with extreme patience before making their strike.
Only by finding the true weak points of the Crab’s ar-
mor, rather than merely his hot buttons, can they bring
him down or place him under their thumb.

Although the Scorpion think very little of the Crab’s
presence and capabilities in court, they have learned
not to underestimate them too much. The Yasuki’s

animal cunning, combined with

the brutal nature

and unpredictability of the Hida, can prove a surpris-
ingly difficult problem at times. During the last Impe-
rial Winter Court, for example, a Scorpion instigator
as experienced as Shosuro Higatsuku found himself
unexpectedly outmaneuvered by Yasuki Miliko. There-
fore, diversionary maneuvers and patient plotting are
the mainstay of Scorpion responses to the defenders
of the Wall.

The best Scorpion manipulators never let the Crab
even realize the source of their misery at court. Alter-
natively, the martyr and the pawn can be useful tools
for the Scorpion in dealing with the Crab. Crab tactics
in court are almost identical to their tactics in battle
— straightforward and brutal. This makes a sacrificial
pawn — or, in Higatsuku’s case, a martyr willing to give
all for the Clan — an extremely valuable method for
leading the Crab into a misstep, exposing themselves
to criticism and dishonor or chasing after the wrong
foe while leaving the Scorpions’ more valuable assets

and plans untouched
by their wrath.
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the Scorpion rarely take well to such interlopers. As a
result, their few encounters with those associated with
the Spider movement have been unpleasant — and have
generally favored the more established and experienced
Scorpion.

Still, the lack of knowledge of the Spider’s capabilities
and goals is growing worrisome to the leadership ranks
of the Scorpion Clan. As a result, Paneki has ordered
the Clan to begin focusing more attention on learning
about this new potential menace, ferreting out its inten-
tions rather than confront it directly in the courts.

THE UNICORN CLAN

The Unicorn and Scorpion hold little in common, espe-
cially given the Unicorn Clan’s obsession with honesty
and open dealings, and the two Clans have more often
than not been political opponents. Their early dealings,
indeed, were often quite violent, with several wars and
exchanges of territory, not to mention the occasional
execution of over-bold Scorpion courtiers who were ac-
cused of “exceeding the bounds of hospitality.” How-
ever, of late this has begun to subtly change. Recent
generations of Scorpion had experience in the Burning
Sands during their exile, and this has somewhat altered

their views of the Clan of Shinjo. A certain amount of
grudging respect has begun to crop up between the
Linicorn and Scorpion, due in part to this small level
of shared experiences from their desert wanderings.
Moreover, the rise of the more ruthless and pragmatic
Moto to leadership in the Unicorn Clan has also ex-
erted a moderating influence on their traditional hostil-
ity to the Scorpion. The Khan's march on the Imperial
capital was watched with interest by the Scorpion, who
carefully positioned themselves to be seen equally as
either his ally or his enemy, depending on whether his
dangerous gambit succeeded.

None of this, however, has erased the more than two
centuries of hostility between the Clans. If open war-
fare has diminished in recent years, the two still often
struggle with each other in the courts, and the Scorpion
have developed a variety of strategies and countermea-
sures for dealing with the unusual behavior of Unicomn
samurai and the oddly effective diplomatic skills of the
Ide.

Contemporary Scorpion strategy with the Unicomn
involves long and careful observation. They have dis-
covered the Unicorn use a certain amount of their
unusual, foreign-influenced behavior as a

distraction, so the Scorpion concentrate
on watching for the true plans and mo-
tives beneath the barbarian posturing.

If the Burning Sands have taught them
anything in responding to the Uni-
corn, it is the danger of a misstep in
foreign territory. Once they have
seen through the ruses to















or goading them into losing face or stumbling into un-
winnable duels. Although all skilled courtiers practice
the skill of being effectively insulting, the Scorpion have
refined it into a true art form, and teach it in their court-
ier schools. A successful insult is one to which its target
cannot even reply, and the Scorpion observe a series of
basic principles to ensure their insults are always truly
effective.

Keep it personal. An effective insult must be delivered
against its target alone, not against his family, his Clan,
or any other figure or institution on whose behalf he can
take offense.

Keep it true. An effective insult must be based on real
information, rather than wild speculation or specious
slander. If ammunition for an insult is not vet available,
wait until it is instead of hurling obvious falsehoods.
Conversely, obvious openings should not be ignored;
if someone is known as greedy, insult him for that, in-
stead of calling him ugly.

Be amusing. A truly effective insult is one which brings
smiles and laughter from those who hear it. An insult
that fails to amuse will be seen for what it is — a petty

attempt to degrade an enemy’s character. Conversely, a

funny insult will not only charm the court, it may keep
them listening to see what you say next.

Do not talk to your enemy. Talking directly to the
object of your insult will give him the chance to reply,
which may allow him a counterattack. Instead, talk to
someone else loud enough for your target to overhear
— preferably, someone of higher status, so that if your
enemy interrupts you, he is offending someone of su-
perior station.

Quote the sages. A truly effective practitioner of insult
will never rely on his own words, or even those of an-
other contemporary samurai. Instead, quoting a famous
book or philosopher allows someone of far greater stat-
ure to do your work for you. An insult from Shinsei is
more devastating than anything you can ever compose.
Further, by quoting the sages you force your target to do
the same if he wishes to reply — if he cannot think of a
suitable quotation to reply, you are victorious.

Skew titles. Everyone in Rokugan has a proper rank
and appropriate form of address. Twisting or mis-stating
these titles, such as referring to a higher-ranking sam-
urai with “-san” or a woman you have never met as
“-chan,” is a very blunt but effective insult. This form of

|

NOIIIOOS IH L FOM L HILdVHD)




















































Z
%
e
-4
O
.,
w
=5
=
-
o
=
-
&
=
&
<
i
o

provoke her into any sort of action against him, and it
infuriated him. He made it his mission to find what this
young woman was about — surely she had some dark
secret. But to his horror, he discovered this infuriating
young maiden was the very wife he had been promised
to by the Clan. Disgusted and appalled, Hisoka has
stayed away from her since, focusing his attention on
his duties at court and inwardly, desperately hoping
that something will happen to derail the arrangement
before he is forced to go through with the marriage.

BAYUSHI KURUMI

Air: 3 Earth: 2 Fire: 3 Water: 2
Void: 3

Honor: 1.5 Status: 1.0

Glory: 2.0

SCHOOL/RANK: Bayushi Courtier 2
SKILLS: Calligraphy 3, Courtier 4, Deceit (Seduction)
4, Etiquette (Sincerity) 3, Forgery 2, Investigation (In-
terrogation) 3, Tea Ceremony 3

ADVANTAGES: Benten’s Blessing, Dangerous Beauty
DISADVANTAGES: Bad Reputation (scandalous
dress). Low Pain Threshold

Bayushi Kurumi is one of the
Scorpion Clan’s most
promising young !",.

courtiers. She

was gifted by the Fortunes with a superb example of
the dark, seductive beauty for which so many Scorpion
women are infamous, but perhaps in punishment, she
also displayed from an early age a frail constitution
and a sensitivity to pain. As a child she would often
run crying to her mother over the mildest of cuts and
scrapes. Thus, it was no surprise that when it came
time for her to begin her education as a samurai, her
parents arranged for her to enroll in the Bayushi court-
ier school. Given her natural gifts, it is hardly surprising
that she was trained from the beginning to emphasize
and exploit her appeal to men of weak minds.
Although all attractive Scorpion women who serve
in the courts are expected to employ such tactics,
Kurumi has positively embraced them. Already, after
only a couple of years in the courts, she has managed
to dishonor, blackmail., and morally compromise nu-
merous samurai from other Clans, ranging from eager
young bushi to soft-hearted middle-aged courtiers and
artisans. As part of her role she has adopted a style of
dress which is unusually revealing and immodest, so
much so that even the older and more traditional mem-
bers of the Scorpion Clan are privately shocked
at it. However, contrary to what some
might think, these garments are









ADVANTAGES: Allies (Numerous), Blackmail (Numer-
ous), Heartless, Leadership, Social Position (Emerald
Champion)

DISADVANTAGES: Cruel, Lechery (1)

Notes: Jimen possesses the Emerald Mempo, a power-
ful nemuranai. Wearing it grants him the Rank 1 Tech-
nique of the Emerald Magistrate School, despite his
complete lack of training in that School.

Until recently, Shosuro Jimen was a relatively unknown
young diplomat of his Clan. He first came to outside
attention when he was appointed to oversee the Scor-
pion Clan’s holdings in Toshi Ranbo during Shogun
Kaneka’s stewardship of the throne. None outside the
ranks of the Scorpion knew that he was a student of the
Poison Master School, the small elite group of Shosuro
who learn the arts of poison and assassination in order
to supplement their other skills. Although many poison

masters have been ninja, Jimen was trained as a court-

ier, emploving his skills with toxins to support his quiet,
subversive campaigns of blackmail, manipulation, and
character assassination.

For Jimen, politics has always been an end in itself, a
game which leaves him endlessly amused. Those who
must deal with him often gain the impression that he
does not truly care about anything higher than himself,
and that he carries out his gambits and plots without
regard for the needs or desires of his superiors in the
Scorpion Clan. Whether this is indeed the case is dif-
ficult to say, and Clan Champion Bayushi Paneki has
only said of Jimen that, “He is my most trusted repre-
sentative, and he speaks with my full authority.” Given
Jimen’s more recent activities, bold and unexpected as
they have been, more than one courtier has speculated
that Paneki’s words may be a cover for something else,
perhaps even blackmail. Jimen, should he ever hear
such whispers, would only laugh.

Shosuro Jimen vaulted into the public eye when he
won the Emerald Tournament in 1169. No courtier had

ever before won the office of Emerald Cham-
pion, and Jimen’s opponent in the final
% round of the tournament was none other
than Kakita Noritoshi, considered the
finest duelist in the Empire today. When
Noritoshi conceded defeat without fight-
- : ing, speculation ran rampant that some
2 ="5) | manner of sinister blackmail or threat
was involved. Such gossip was, in fact,

not far off the mark, for prior to the final
match Jimen subtly threatened the life of

Noritoshi’s son.

! ' Jimen seems to relish the controversy
and rumor which swirls around his vic-
tory and his new position near the top of
Rokugan’s political mountain. If Kakita
Noritoshi is laying schemes against him,
Jimen relishes that challenge as well.
| Smiling behind his new Emerald Mem-
| po, he carries on with plans for his office,
recruiting new Emerald Magistrates and
issuing invitations for guests to attend
him at his new holding, the Castle of the
Emerald Champion. If he has any weak-
nesses, he is skilled enough to keep them
hidden from public view. What exactly he
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strategies. Any time you attempt to deceive someone by
omitting or avoiding the truth (rather than outright ly-
ing), you gain a bonus equal to twice your Honor Rank
to the appropriate Social Skill Roll, whether it be De-
ceit, Courtier, or Etiquette.

New Path: Scorpion Tempter
(Courtier)

Scorpion women are notorious for a dark beauty which

can lead many unsuspecting samurai into the path of
dishonor. Although the Clan has always exploited this
to its own gain, over the years the Scorpion have also
refined the art of temptation to extend far beyond mere
gender or physical desire. Scorpion Tempters, men and
women alike, have mastered the art of ferreting out
those who suffer from any form of the Sin of Desire,
and using that to manipulate, blackmail, and destroy
such unfortunate persons.

Technique Rank: 2

Path of Entry: Bayushi Courtier 1, Shosuro Shinobi
1, or Shosuro Butei 1

Requirement: Must have Dangerous Beauty or
Benten'’s Blessing

Path of Egress: Re-enter same school at one Rank

higher

TECHNIQUE: PRIVATE WHISPERS

You have been taught the art of detecting others’ de-
sires and using those desires to manipulate them. After
speaking for 5 minutes with someone in a social setting,
you may make an Awareness/Investigation Roll against
a TN equal to that person’s Willpower x 5 to determine
whether he specifically possesses any one of the Dis-
advantages related to the Sin of Desire (this would in-
clude True Love, Lost Love, Fascination, Lechery, Driv-
en, Greedy, Spoiled, Compulsion, and any appropriate
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Dark Secrets). If you Raise twice on the roll, you can
ferret out the exact nature of the desire in question (for
example, Compulsion: Opium). Any Deceit (Seduction)
Skill Rolls you make against a target whose desires are

known to you gain a +1k1 bonus.

New Advantage: Viper’s Tongue
[Giranted] (Courtiers only, 3 points)

You have a natural talent for the art of insult, witty rep-

artee, and goading others. Your training as a courtier
has honed this talent to a fine edge. Any time you at-
tempt to insult, goad, chastise, or humiliate another
person in conversation, you gain a bonus equal to your
Fire Ring to any Social Skill Rolls involved (typically
these would use the Courtier. Etiquette, or Deceit). You
also gain a Free Raise with the Games: Sadane Skill,
as your caustic wit makes you a natural talent at this
court game. You must have at least 3 Ranks in Courtier
Schools and/or Paths in order to take this Advantage.

You cannot take [rreproachable.

New Disadvantage:
Disturbing Countenance (2 Points)

Something makes you highly unappealing to members

of the opposite sex. You suffer a -2k0 penalty (to a mini-
mum of 1 rolled die) to any Deceit Skill Roll made against
them. Scorpion characters may take this Disadvantage
for 3 points. You may not take Dangerous Beauty.

New Disadvantage: Junshin
(3 Points, Scorpion Only)

Junshin literally means “pure of heart,” but among Scor-

pions, it has another meaning — “not of the blood.” They
use it for those of their own who are misguided enough to
actually try to follow Bushido. Since the rest of Rokugan
would probably consider the term a compliment, Scor-
pion use it in public, as a subtle way of tormenting those
of their fellows who possess such naive idealism.

You are legitimately honorable. You try your best to
adhere to Bushido, but your Scorpion blood keeps dis-




agreeing with your pure heart. Your life is a difficult one
— your fellow Scorpions do not completely trust you,
and often assign you tasks which torment your sense of
honor. Meanwhile, the rest of the Empire thinks you're
just putting on another mask. While interacting with
Scorpion who do not have this Disadvantage, you suf-
fer a -2k0 penalty to any Social Skill Rolls.

New Disadvantage: Shallow
(3 Points)

Perhaps it's a sarcastic tone or a twist of facial expres-

sion, but for whatever reason you cannot seem to proj-
ect sincerity or honesty in conversation. No matter how
hard you try, you always tend to come across as either
lying or uninterested. You suffer a -5 penalty to any roll
made to persuade someone or to show your own sin-
cerity or truthfulness. Typically, this encompasses most
uses of the Courtier, Etiquette, and Deceit Skills.

New Disadvantage: Yogo Curse
(2 Points for Yogo Family Characters,
4 Points for other Characters)

This curse appears most frequently in the Yogo family,

where many samurai still carry the cursed bloodline of
Yogo himself. Although no Yogo have been allowed to
marry into the other Scorpion Families, true love rarely
listens to rules, and taboo often breeds tragedy. Further-
more, many Yogo have been married out of the Clan
over the centuries, and the curse can thus occasionally
appear almost anywhere in the Empire.

The curse is subtle but deadly: once in your life, you
will betray the person, cause, or thing you love the
most. Some action on your part, either intentional or
unintentional, will cause that person or thing terrible
harm. They more you try to avoid the curse, either by
delaying it or by trying to “discharge” it on something
unimportant, the more painful and complete the final
betrayal will be. Ultimately, the resolution of this curse
is a matter of the GM'’s discretion.

New Spells: Exclusive
to the Soshi Deceiver
Advanced School

Only students of the Soshi Deceiver Advanced School,
who have mastered that School’s peculiar training and

techniques, can cast these spells. Using this magic is in-
herently damaging to the practitioner’s psyche and sanity,
although those of strong will can withstand the effects.

. Child of Darkness

ELEMENT: Earth
MASTERY LEVEL: 5
DURATION: 1 hour
ARFA OF EFFECT: Self
RANGE: Self

This spell focuses the caster’s chi to enhance his physi-
cal abilities, granting him unnatural speed and power
in exchange for weakening his connection to the Void.
When you cast this spell, you lose the ability to spend
Void Points, but yours Strength, Stamina, Reflexes, and
Agility Traits are all considered to be 2 Ranks higher.

RAISES: You may Raise to increase the duration of the
spell, by 30 minutes for every 2 Raises called.

Darkness’ Blessing

ELEMENT: Air
MASTERY LEVEL: 3
DURATION: 1 minute
AREA OF EFFECT: Self
RANGE: Self

Casing this spell briefly gives you the form of a shadow,
immaterial and intangible. This form lasts until you are
attacked, or for 1 minute (whichever comes first). The
first attack made against you after casting this spell au-
tomatically misses.

Darken the Veil of Sleep

ELEMENT: Air

MASTERY LEVEL: 2
DURATION: 1 hour

AREA OF EFFECT: 1 creature
RANGE: Touch
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With a touch, the caster forces his chi into an already

sleeping target creature, causing the target to continue
sleeping in a deep sleep. The target will not awaken on
its own while this spell lasts, even in the presence of
loud noise or bright lights, although a physical blow
that inflicts at least 1 Wound will awaken the target
normally.

. Darkness’ Touch

ELEMENT: Fire

MASTERY LEVEL: 2
DURATION: 2 rounds

AREA OF EFFECT: 1 creature
RANGE: 30

Much like Darken the Veil of Sleep, this spell forces the
caster’s chi into the target, although it does not require
a physical touch to be effective. The caster's eyes fill
with black shadows as this spell is cast. The target of
the spell is unsettled and bewildered as his chi is dis-
rupted, and he suffers a —1k0 penalty to all Skill Rolls
for the duration of the spell.

Edge of Darkness
ELEMENT: Water
MASTERY LEVEL: 3
DURATION: 3 rounds
AREA OF EFFECT: Self
RANGE: Self

When you cast this spell, it draws in your chi, empow-
ering your attacks to disrupt the pattern of reality in
those you hit. While this spell is in eifect, your attack
and damage dice explode on 9's as well as 10's. Further,
if the same die explodes 2 or more times, you and the
target both lose 1 Void Point. Inanimate objects dam-
aged by you while under the effects of this spell seem to
melt or dissolve rather than simply break.

Embrace of Darkness

ELEMENT: Water
MASTERY LEVEL: 4
DURATION: 1 hour
AREA OF EFFECT: Self
RANGE: Self

Casting this spell focuses your chi to resist the touch
of the Elements, making vou resistant to normal magic
and allowing you to avoid detection and notice, while
slightly disconnecting you from the Celestial Order. You
gain 2 Free Raises on any Stealth Skill Rolls you make,
and any normal or maho spells which target you suffer
a penalty to their Spellcasting Roll equal to 5 x your De-
ceiver School Rank. Any Deceiver spells which target
you function normally. In return, you lose the ability to
cast non-Deceiver spells for the duration of this spell,
and you also lose the benefit of any Ancestor Advan-
tages you may have.

False Face

ELEMENT: Air
MASTERY LEVEL: 3
DURATION: 1 hour
AREA OF EFFECT: Self
RANGE: Self

This spell creates an illusionary cloak that masks the
Deceiver's voice and appearance, making him appear
to be someone else. When you cast this spell, a dark,
shadowy cloud boils out of the air and coalesces around
you, overlaying the false appearance onto your body.
Normally, this change cannot effect radical changes to
your appearance, but Raises can be used to create more
substantial effects.

Once the disguise is in place, suspicious viewers
may make a Perception/Investigation Roll against a TN
equal to your School Rank x 5 to see through the dis-
guise. Only those who are purposely scrutinizing the
character have a chance of noticing anything wrong.
The illusion fades if the disguise is physically pierced
in any way. Dusting the caster with salt, rice, or flour
automatically shatters the illusion.

RAISES: You may Raise to increase the TN to see
through the disguise, by +5 TN for each Raise called.
You may also Raise to make more radical changes to
your appearance, at the following rates: 1 Raise to
change gender, 1 Raise to change height significantly (6”
per Raise), 2 Raises to make extreme changes (change
clothing into armor, different race, etc.), 3 Raises to im-
personate a specific person you have seen before.




False Tongue

ELEMENT: Fire

MASTERY LEVEL: 2

DURATION: Casual concentration up to 1 hour
AREA OF EFFECT: 1 target creature

RANGE: 10/

This spell allows the Deceiver to speak aloud normal-
ly, but causes the target of the spell to hear something
completely different (of the caster's choice) from what
he is actually saying. For example, if you were standing
in court, surrounded by several Lion and a single fellow
Scorpion, you could target the Scorpion with the spell
and then speak normally with the Lion while conveying
different information to the Scorpion. The target being
deceived hears an odd, unnatural hollowness to the
caster’s voice, but can still recognize it.

RAISES: The caster may Raise to extend the range of

the spell, by 10" per Raise called.

Forget

ELEMENT: Air

MASTERY LEVEL: 4

DURATION: Permanent

AREA OF EFFECT: 1 target creature
RANGE: 20’

This spell allows you to remove up to 10 minutes of
memory from the target. This requires you to make eye
contact with the target (who must be within the spell’s
range) and make a Raw Willpower Roll against a TN
equal to the target’s Intelligence x 5. If you succeed, the
target’s eyes go momentarily black, and he is left briefly
confused and disoriented.

During this instant you can choose to remove up to
10 minutes of memory from the target. You must have
reasonably detailed knowledge of the memories you
are removing, but you need not have personally expe-
rienced it. However, if you did in fact personally experi-
ence the event the memories of which you are trying to
erase, you gains a Free Raise on the Raw Intelligence
Roll.

Once the spell is cast successfully, the target is inca-
pacitated for 30 seconds as his brain tries to re-organize
the distorted memories. If vou failed the Willpower Roll,
the target feels a chilling sensation of something rum-
maging through his mind and memories. He is aware
of what has occurred, but is still slightly disoriented.
Either way, the target suffers a -1k0 penalty to all rolls
for a number of rounds equal to your Air Ring.

RAISES: You may Raise to increase the length of the
memory wipe, by 1 minute per Raise called.

o
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Hidden Hand

ELEMENT: Earth
MASTERY LEVEL: 3
DURATION: 5 minutes
AREA OF EFFECT: 40’
RANGE: Self

This spell allows the Deceiver to use his hands as if
he were up to 40 feet away from where he is actually
standing. This means, for example, that you may reach
into someone’s pocket as if he were standing right be-
side you, or open a shoji screen from across the room.
However, the spell requires you to actually move your
hands as necessary to perform the action.

What you can and cannot do is thus determined ex-
actly as if you were using your own hands. You may
move an item only the distance you ordinarily could
move it using only your hands. although you can move
it, let it go, and then pick it up again. You may lift a
weight equal to 30 pounds x your Deceiver School
Rank, or shove twice that weight. For the duration of
this spell, the your real hands are insubstantial and
cannot hold anything.

RAISES: You may Raise to extend the range of the spell,
by 10" per Raise called, to a maximum of 100 feet.

~ Reflection of Memory
ELEMENT: Air

MASTERY LEVEL: |

DURATION: 10 minutes

AREA OF EFFECT: 1 creature or person
RANGE: 40’

When you cast this spell successfully, you cause the
target to forget for the duration of the spell that he had
seen you. The target will remember that someone was
there, but his memory will draw a blank on who that
was for the duration of the spell. Any attempt to figure
out the discrepancy through logic, jogging the memory,
etc., will utterly fail, no matter how obvious the solution
should be. Once the spell expires, the target will be able
to remember things normally.

Shadow Brother

ELEMENT: Earth
MASTERY LEVEL: 5
DURATION: 5 rounds




AREA OF EFFECT: 1 image
RANGE: 20’

This spell can only be cast in the presence of shadows or
darkness. It allows you to effectively duplicate yourself,
causing a perfect copy to spring into existence, emerg-
ing from the surrounding shadows. The double is solid
and very real, possessing all of your Skills at half of vour
Ranks (rounded down), and possessing half of yours
Wound total at each Wound Rank. As a Simple Action,
you may direct this double to take any action you would
take, including attacking the same target you are attack-
ing. However, it cannot speak and cannot move more
than 20" from you. The Shadow Brother does not suffer
any Wound penalties, but is destroyed if it is reduced to
the Down or lower Wound Rank. Crystal weapons deal
twice their normal amount of wounds to the Brother.

Shadow Twin

ELEMENT: Air
MASTERY LEVEL: 3
DURATION: 10 rounds
AREA OF EFFECT: 1 image
RANGE: 2’

Casting this spell allows you to project a false image of
yourself, standing 2’ to your left or right. The double is
merely an illusion, but the strange magic of the spell al-
lows you to switch places with you double every round
as a Simple Action. Because of this, any time someone
attempts to strike you in combat, there is a chance they
will hit the illusion instead. In game terms, this grants
you a +15 bonus to your TN to Be Hit. However, if an
attacker has been attacked by you since his last turn,
the bonus to your TN to Be Hit is only +5. You gain a
Free Raise to all of your attacks for the duration of the
spell, since your enemies are not sure whether the at-
tack is coming from you or your double.

RAISES: You may Raise to create an additional false
image, at the rate of 1 image for every 3 Raises called.
Each additional image increases the caster’s TN to Be
Hit bonus by an additional +5.

Shosuro’s Touch
ELEMENT: Earth
MASTERY LEVEL: 1
DURATION: 1 minute

AREA OF EFFECT: 1 physical object up to 4 cubic feet
in size

RANGE: 10’

This spell causes 1 material object (not a living crea-
ture) to become insubstantial, forcing it to lose some of
its connection to reality. The object’s weight is halved
and it becomes harder to grasp. If this spell targets a
weapen or armor, you must make the Spellcasting Roll
at a -15 penalty. Weapons affected by this spell have
their DR reduced by -0k1, to a minimum of 1k1. Armor
targeted by this spell suffers a -5 penalty to its TN bo-
nus, to a minimum of 0.

Silent Step

ELEMENT: Water
MASTERY LEVEL: 3
DURATION: Instantaneous
AREA OF EFFECT: Self
RANGE: 200

This spell allows the caster to travel through the realm
of shadow, much in the way of the Goju. The use of
this spell is controversial within the Deceiver School,
since it seems to suggest that they are still calling on the
power of Nothing. When you cast this spell, you must
be standing in a shadow of your own size or larger, or a
place of complete darkness. If the spell is successful, it
transports you to another shadow or place of darkness
within 200". The desired location must be within your
line of sight when you cast the spell.

Silent Sound

Element: Air

Mastery Level: 1

Duration: 10 minutes

Area of Effect: 1 object no more than 3’ in diameter
Range: 10

This spell is cast on a single material object. By focusing
your chi on the object, you prevent it from creating any
sound, including sound caused by moving it against other
surfaces. For example, if this spell is cast on an arrow, the
arrow will make no sound whatsoever when it is fired and
flies through the air, or even when it strikes. If the spell is

cast on a person’s footgear, that person will gain a +1k0
bonus to Stealth Skill Rolls for the duration of the spell.
Other effects may be determined by the GM'’s discretion.
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CHAPTER TWO: THE SCORPION

Whispers of Nothingness

ELEMENT: Air

MASTERY LEVEL: 2

DURATION: 5 minutes per Deceiver
AREA OF EFFECT: Self

RANGE: Self

School Rank

Casting this spell forces the air to gather tightly around
you, muffling any sound that you make. For the dura-
tion of the spell, you gain a bonus in rolled dice to all
Stealth Skill Rolls equal to your Air Ring, and the num-
ber of Raises you may call on any given Stealth Skill
Roll is not limited by your Void Ring or Skill Rank.

New Dojo

The mechanics described below follow all rules and
guidelines included in Chapter Eight of The Emerald
Empire.

Hidden Moon Dojo

SCHOOL: Shosuro Shinobi, Soshi Deceiver

PATH: Shosuro Yojimbo

SCHOOL BENEFIT: You have been trained in the ways
of infiltration and deception, with a special emphasis
on tricking and deceiving those of high social position,
who are your most frequent targets. You gain a Free
Raise when using the Deceit or Acting skill to deceive
someone of higher Status Rank than you.

Shosuro Acting Academy

SCHOOL: Shosuro Actor

SCHOOL BENEFIT: You have been trained as one of
the finest actors in the Empire. You may add twice your
Insight Rank to the total of any Acting rolls you make.
This bonus does not work against characters who have
identified you as an infiltrator.
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“No, my lord,” Taiku said. “As you may know, before my
recent elevation to a procurement merchant, I spent nearly
a decade forging trade agreements among the Minor Clans.
I have several allies among the Sparrow Clan, men who are
willing to overlook their Clan’s relationship with the Crane
in exchange for certain luxury items that are impossible to
acquire in the Sparrow provinces.”

“And these men were willing to betray not only their Clan,
but the Crane as well?” Benjiro said. “That seems somewhat
difficult to believe.”

“Some of them required... convincing,” Taiku said. “I
gathered a great deal of useful information on many promi-
nent figures during my vears among the Minor Clans.”

Benjiro seemed conflicted, with a smile and a frown war-
ring on his face. “Your methods smack of the Scorpion," he
finally said. “However, I cannot argue with your results.” He
waved the scrolls away. “Continue to produce this manner
of results, and I think even my brother will come to know
your name. You may go.”

Taiku bowed, but it was quick. He felt dizzy. The Clan
Champion might soon know his name? The thought was
too much to bear.

The voung merchant could barely contain his glee as he
left.

“Did it go well?”

Taiku nearly shouted in surprise at the voice which greet-
ed him outside the magistrate’s office. He managed to bite
down on the noise and quickly slid the door closed behind
him. “What are you doing here?” he hissed, his voice a
hoarse whisper. “You are not supposed to be here!”

The sinister looking man in the unremarkable clothing
smiled. “T go where I please. Am I not a simple wave man,
in search of an honest living?”

“We could be killed!” Taiku said.

“For what?" the stranger said. “Did you not admit that
you have allies among the Minor Clans? Why not ronin
as well?”

The merchant frowned. “It is too risky. We should not
meet here, not so soon.”

The ronin raised a cautionary finger. “You got what you
wanted,” he said. “You are more powerful and influential
than vou ever could have been on your own. The resources
we provided you, the targets for your extortion schemes...
all of it is a result of us. You have a debt, little Yasuki.”

“L..." Taiku licked his lips. “I have not forgotten. I will
not forget.”

“Good,” the ronin said. “Unfortunate things happen to
those who forget their debts. Now, what can you offer me?
An advance of sorts, if vou will.”

Taiku drew a shaky breath. “There are rumors that

an expeditionary force is being prepared.
















hungi have organized and recruited to fill the Order's
membership, and it is through Michio’s efforts that so
many among the Order have no trace of the Shadowlands
Taint. Having come from within the Empire, the monk
found it easy to locate others such as himself, others with
no use for the Brotherhood and its restrictive teaching,
and so the ranks of the Order have quickly swelled.

The Order of the Spider is theoretically based in the
Chuda’s new Temple of Venom, located within the Shi-
nomen Mori. In practice, however, its members are so
scattered throughout the Empire that there is no central
power base. Because monks are viewed with deference
and respect by samurai and peasants alike, members of
the Order are able to move all but unimpeded through-
out the Empire. As sohei, or warrior monks, they are
trained in all manner of weapons and martial arts, and
it is the members of the Order who have earned the
most goodwill among the common people of Rokugan.
In fact, it was the monks of the Order who first began
to spread word of the Spider through their actions. Only
once the people had heard of the Spider in this way and
begun to trust them did the arrival of armed samurai
bearing the Spider mon become a possibility.

Members of the Order of the Spider are notoriously
independent and pursue their own paths. As such, they

are not necessarily enchanted with Shourido. but nei-

ther do they discount it out of hand. In fact, most mem-
bers find at least one of its tenets to their liking.

Control — The only control that matters is control of
the self. Control over one’s environment is an illusion,
and that is the principle reason that the Great Clans
of Rokugan fail, because they believe they control the
world around them. Spider monks understand that only
by having absolute control over oneself can an individ-
ual express that control in others.

Determination — The Order places great value on
determination, but they largely view it as an extension
of will. Determination, resilience, and tenacity are all
facets of one’s will.

Insight — Insight is the revelation of the unknown to
a seeker of truth, and for that the members of the Order
are supremely grateful. It tells them their paths are cor-
rect. That those outside the Order lack such insight is
only a sign of their failures.

Knowledge — Knowledge is a tool, nothing more. Still,
it is a tool that can be put to tremendous use by those who
understand how it can be employed. In this, the Order
tends to defer to the Daigotsu, whom they respect great-
ly as innovators and strategists, and to whom they are
grateful for providing all they require and allowing them
to pursue their own paths in exchange for little else.
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ing entrance to the Dragon lands just yet. Unexpectedly,
the greatest threat posed by the Dragon to the Spider’s
plans has been that of the Togashi order. Initially dis-
missed by Daigotsu and his advisors as little more than
an annoyance, the Togashi have taken up arms against
the Order of the Spider with surprising fervor. It is the
belief of Daigotsu that the cause of this unexpected turn
is the recovery of the artifact known as the Jade Mirror.
This ancient nemuranai. once lost to time but recently
recovered from the Tomb of the Seven Thunders, has
inspired the Togashi to seek new purpose in combating
corruption throughout the Empire. This has led them
into conflict with the Order of the Spider after a handful
of unfortunate encounters that ended poorly. Now the
Togashi suspect the truth behind the Order, and have
moved to thwart their efforts at every turn. Thus far the
conflict has been little more than an annoyance to the
Spider, but as more members of the Togashi commit to
the effort, it will become more and more troublesome.
In the meantime, Daigotsu’s agents continue to seek
weaknesses within the Dragon Clan as a whole, still
hoping to eventually bring the Clan of Togashi down
from within.

The Lion Clan

The Lion have proven problematic for the Spider for
many of the same reasons that they have been simple
for other Clans to manipulate in the past. Their general
reluctance to trust outsiders, particularly those with
whom they are not familiar, has made it extremely dif-
ficult for Daigotsu’s agents 10 even gain entrance into
the Lion provinces, much less gain their trust. With the
Lion’s list of allies extremely short, numbering primarily
the Crane and Hare, attempts to infiltrate them have

continued to be frustrated. Fortunately, however, the
Crane Clan’s status as a primary target for the Spider
has at last opened an opportunity, as the current close
alliance between the two Clans makes it a bit easier
to gain entrance into Lion courts. Daigotsu would like
nothing more than to manipulate the Lion — Crane al-
liance in order to get a foothold within the Lion Clan,
then collapse the alliance and then leave the Lion with
virtually no friends to call upon for aid when the Spider
finally make their move against the Clan’s leadership.

Ironically, although the infiltration stage has been
largely thwarted with regard to the Lion, the destabiliza-
tion stage has been more successful thanks in large part
to the Lion’s tendency for frequent conflict with other
Clans. In particular, the Lion Clan’s ongoing war with
the Unicorn has made it simple for Goju assassins to
remove several important Lion officers who might have
eventually posed a threat to the Spider, all the while
shunting blame on the already-despised Unicorn Clan.
Other, less prominent skirmishes, both martial and po-
litical, with the Mantis Clan have likewise allowed the
Spider further opportunities to disrupt the Lion.
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have, exploited — the Twenty Goblin Winter. Using this
method, the Spider actually have an agent, Kirazai,
who has been offered fealty by the Crab Clan. This is
unprecedented, as while the Spider have many agents
posing as members of Minor Clans, Kirazai is the only
Spider to be invited to join one of the Great Clans.

Hida Kuon called for a Twenty Goblin Winter in
the most recent season, and while the appearance of
Hida Sozen is what caught the interest of the residents
of Shinsei’s Last Hope, it was the scruffy ronin named
Kirazai that the Crab should have been paying atten-
tion to. Kirazai came to Shinsei’s Last Hope in the same
manner as many other ronin, and ventured out into the
Shadowlands apparently determined to bring back the
required twenty heads. He did so with ease, since Omo-
ni had sent a score of goblins to him for just that pur-
pose. He returned, with little fanfare, swore the oath,
and joined the Moshibaru vassal family.

Moshibaru Kirazai's time amongst the Crab has been
relatively short, but he has done his best to ingratiate
himself with them. His method of doing so is the one
the Crab respect best: he has trained hard and has been

a model Crab student in all ways. He has taken assign-
ments on the Wall as well as in Yasuki lands. He hopes
to prove himself as a Moshibaru and then accept a pro-
motion to the Hida family. Once a true Hida, he will
serve loyally as a defender of the Empire... while slowly
use his skills to convince the other Crab that the Spider
wish only to serve the Empire, and have no connection
to the Shadowlands.

Kirazai uses his place at Kyuden Moshibaru to watch
the others who joined the Crab through the Twenty
Goblin Winter. He tries to uncover the motivations of
each, somelimes successfully, sometimes not. When-
ever he finds a samurai who has joined the Crab to gain
the fellowship denied those that are ronin, Kirazai will
try to separate them from the rest of the students. He
will emphasize differences and mock any deficiencies
in their training. He attempts to show those samurai
that merely joining a Great Clan does not ensure they
are treated well.

Those that join the Crab in order to fight against the
menace of the Shadowlands face a different Kirazai. He
will try to befriend them and talk about their shared
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CHAPTER THREE

ing tongues that are otherwise not pliable. Through this
latter method he can also find out if anyone has tried
to give him opium that is poisoned or otherwise dan-
gerous. Anyone who tries to use opium to eliminate or
otherwise endanger Kishida quickly finds that he is not
someone to be trifled with.

Kishida goes into seclusion at regular intervals. The
cover story maintains that this is when he partakes in
the drug. This explains why he does not suffer from a
lack of lucidity when dealing with the bandits or the
Scorpion. In reality. he uses these times of seclusion to
prepare his reports to be sent back to Black Silk Castle.

Toshi Ranbo

The Spider do not have an official presence in Toshi
Ranbo. Neither do they have any agents permanently
stationed there by the Dark Lord. This does not mean
they have not started their attempt to occupy the Impe-
rial City, just as they have any other part of Rokugan.
This also does not mean there are no Shadowlands
presences within Toshi Ranbo. Some of these even re-
port to Daigotsu. They just do not do so under the um-
brella of the Spider Clan.

The Spider have used the considerable resources of
Daigotsu to purchase or start various business estab-
lishments in Toshi Ranbo. They have a covert presence
in all quarters of the city, serving all classes of society.
None of the proprietors of these businesses are aware of
the nature of the benefactors who have provided them
the finances needed to operate. The Spider have care-
fully chosen people motivated and blinded by greed.
Their myopia keeps them from asking questions about
the magnanimity of their benefactors. For the most part,
these businessmen feel that a question not asked avoids
unpleasant answers that could interfere with the collec-
tion of koku. If the Spider decide to expand their pres-
ence in Toshi Ranbo. they can easily move into these
businesses, killing and replacing the proprietors if they
seem unlikely to accept their new role.

The Spider have maneuvered themselves in such a
fashion to try to take best advantage of the new regime
once someone manages to claim the throne. They can
make their presence known it whatever way is the most
appropriate, having laid extensive groundwork. If it bet-
ter suits them, they can also pull out of Toshi Ranbo
altogether, with no one being any wiser about their
holdings there.

The future of the Spider in Toshi Ranbo depends
much on who is able to claim the title of Emperor, al-
though of course this is also true of many other factions
and Clans in the city and throughout the Empire. If
Daigotsu has his way, the throne will either stay empty
or be claimed by someone who knows that the next
Hantei is a baby living in a dark castle in the heart of
the Shinomen Forest.

Notable Spider
NPCs

CHUDA RINTARO

Air: 3 Earth: 4 Fire: 2 Water: 3 Void: 4
Awareness: 4 Intelligence: 4 Perception: 5
Honor: 1.0 Status: 0 Glory: 4.0 Taint: 0

SCHOOL/RANK: Ronin Shugenija 4

SKILLS: Calligraphy 4, Courtier (Manipulation, Gossip)
5, Etiquette 4, Deceit 4, Kenjutsu (Wakizashi) 3, Medi-
tation 4, Spellcrait 4, Theology (Fu Leng, Fortunes) 4,
Shadowlands Lore 3, Storytelling (Poetry) 2.
ADVANTAGES: Allies (Goju protectors), Blackmail (4
Tonbo Tso), Irreproachable (2), Perceived Honor (4)
DISADVANTAGES: Dark Secret (Chuda), Insensitive

Rintaro was once a simple shugenja wandering the
Empire shrine to shrine, praying to the Fortunes and
making coin by healing the sick and tending the fields
of the merchants of the Empire. One day in a simple
shrine near the Dragon/Lion border, Rintaro discov-
ered a very drunk magistrate of the Dragonfly, Tonbo
Tso. The drunken samurai began to tell him intimate
details of how his father, a ronin at the time, suppos-
edly gave detailed information to the Lion generals as
they marched on the Dragonily lands. Tso swore fealty
to the Dragonfly when Isawa Sezaru began rebuilding
Kyuden Tonbo, attempting to repay his father’s debt to
the Minor Clan. Tso’s shame was great, but the night’s
sake and the friendly face of Rintaro coaxed all the in-
formation out of the poor Tonbo. Rintaro took careful
mental notes and soon copied it all down on several
scrolls, burying them deep in his scroll satchel.
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bandits in turn have learned to respect Kishida, not
only because of his knack for bringing down retribu-
tion on their rivals but also because of his cruel fighting
style, which several of them have witnessed first-hand.
For now, the Clan of Secrets has no reason to suspect
the monk in this small town. Kishida has been quite
successful at developing information sources, and he
continues to serve Daigotsu’s plans without flaw.

ROSHUNGI

Air: 2 Earth: 4 Fire: 2 Water: 3 Void: 3
Reflexes: 3 Agility: 3
Honor: 2.0 Status: 0 Glory: 3.1 Taint: 2.4

SCHOOL/RANK: Temple of the 9th Kami Monk 3 (treat
as Monk of Temple of the Thousand Fortunes)

SKILLS: Athletics 2, Courtier 3, Deceit 3, Jiujutsu 4,
Lore: History 2, Meditation 2, Peasant Weapons 2,
Staves 2, Stealth 2, Theology (Fu Leng) 3
ADVANTAGES: Hands of Stone, Quick, Precise Mem-
ory

DISADVANTAGES: Ascetic, Dark Secret (agent of Daig-
otsu), Meddler

SHADOWLANDS POWERS: Blackened Claws; Jade
Sense f
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Roshungi was one of the first monks to join Daigotsu’s
forces deep in the Shadowlands, arriving at the Tem-
ple of the 9th Kami as soon as the last stone was laid.
Rumor has it that Roshungi had been a monk in the
service of the Bloodspeaker cultist who first created
Daigotsu himself. Roshungi is a devoted servant of the
Dark Kami, and consequently was a bitter rival with
the Mad Dragon Kokujin, quarreling constantly with
him over his insane quest for power. Each time Kokujin
would grow too angry. Roshungi would disappear into
the Temple, avoiding his wrath. The monk knew that
Kokujin would eventually destroy himself, and saw no
reason to risk his own life in a pointless confrontation.

After the creation of the Spider Clan, Daigotsu had
a lengthy discussion with Roshungi and Kishida, dis-
cussing his plans for infiltrating the Empire. Roshungi
chose as his assignment the small Phoenix village of
Nikesake. The Dark Lord warned him of this assign-
ment, as the Phoenix are known for their alertness
to the spread of the Taint. Since Roshungi does carry
Fu Leng's blessings, he has arranged to receive ship-
ments of jade petal tea from Spider agents among the
Yasuki. Roshungi must drink the

tea, which he sees as a foul con-
coction, each day to prevent his
bleSsings from showing. His as-

signment at Nikesake is to

carefully watch the Phoenix
and Crane communications,
collecting every fragment of
information he can.
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Roll against the target to allow the kansen to influence
his actions. You must still make Willpower/Meditation
Rolls for each hour the kansen is away, as per the Rank
4 Technique.

The kansen’s influence can cause insomnia to the
target (as per the spell Unblinking Eve; see Legend of
the Five Rings Roleplaying Game Third Edition core rule
book, p. 270), inflict fear (as per the spell Fear; see Leg-
end of the Five Rings Roleplaving Game Third Edition
core rule book. p. 270), or even subtly influence the
target’s actions (as per the spell Darkness Rising: see
Legend of the Five Rings Roleplaying Game Third Edition
core rule book, pp. 269-70 — except that the kansen
can attempt to influence the target’s behavior once ev-
ery 10 minutes). You can choose to have the kansen
use any or all of these supernatural effects. If any of
these effects are magically dispelled, the kansen imme-
diately returns to you.

New Basic School:
Obsidian Blade Duelist (Bushi)

This school is a perversion of the dueling styles of the

Empire, developed by a Lost samurai of unparalleled
cruelty. Daigotsu was delighted with this samurai’s
fighting stvle, which punished foes before being finish-
ing them off. The Dark Lord encouraged this, since the
Spider would need duelists to operate in the Empire,
and the style drew on the virtues of strength and will-
power which he favored. He ordered Daigotsu Kurozen
to create a school to teach his methods to others, and
the new dojo now echoes with screams and cries of an-
guish as Kurozen molds his students into brutal killing
machines. The number of graduates — or rather, survi-
vors — is still relatively low, but each shows potential
that makes Kurozen smile.

The Obsidian Blade duelist is taught to employ cru-
elty and mockery as his principle weapons, unsettling
and disrupting his opponent’s focus and energy, and
distracting them with their own pain and misery.

Benefit: +1 Strength

Honor: 1.0

Skills: Deceit (Intimidation), Defense, Hunting, Iai-
jutsu, Kenjutsu (any Emphasis), any one Bugei or Low
Skill

Outfit: Katana, Wakizashi, any one weapon, Kimono
and Sandals, Light Armor, Travel Pack, 3 koku

Daigotsu Kurozen, Sensei

of the Obsidian Blade Dojo

Not even the Dark Lord knows where Kurozen
came from. His background is very unclear and
his age is unknown. All that is certain about him is
his twisted cruelty. Kurozen did not catch the Dark
Lord’s attention until the Spider Clan began to in-
filtrate into the Empire. He was an anonymous
ronin, hired as a mercenary to assist the Spider
Clan’s operations. The Dark Lord personally saw
Kurozen torture and defeat three other ronin with
his mockery and cruel fighting style. Impressed,
Daigotsu summoned Kurozen to a private meet-
ing, but what happened there remains uncertain.
Some among the Spider believe Daigotsu and
Kurozen dueled for several hours, going toe-to-toe
until the Dark Lord finally bested the ronin. Oth-
ers believe Kurozen actually bested the Dark Lord.
Regardless, what is known with certainty is that
after many hours Kurozen departed Daigotsu’s
presence, bearing the Dark Lord’s family name
and a new daisho, the blades so black they appear
to be carved from the purest obsidian.

Although scores of Spider samurai attend the
Obsidian Blade dojo, only a few survive — those
who share the same cruelty and strength as their
sensei. Kurozen dresses in a simple kimono in the
dojo, but wears elaborate and terrifying armor in
battle. However, but he does not wear a helmet or
mempo, since it obstructs his ability to scream bit-
ter mockery at those who face his blades.

Techniques

RANK 1: 51'RI—N£TH

The Obsidian Duelist is taught to rely on his strength
and physical power to overwhelm his opponents. When
you are in a duel, before the opponent chooses which
Trait you will use for the duel, you can substitute your
Strength score for either your Reflexes, your Agility, or
your Void. When fighting in a skirmish, you may make
Knockdown attempts for only 2 Raises instead of 3. Fi-
nally, you gain a bonus equal to your Willpower to your
Initiative Rolls.



RANK 2: INSIGHT

RANK 4: CONTROL AND WILL

The Obsidian Duelists are taught to feed on their op-
ponents’ pain to enhance the force of their own blows.
When attacking an opponent, you gain a Free Raise for
every 2 Wound Levels he has already suffered. When
focusing in a duel, you gain a bonus equal to your De-
ceit Skill Ranks to tall Focus Rolls you make.

RANK 3: DETERMINATION

The Obsidian Duelist has learned to deliver excep-
tionally vicious wounds that do not easily close. Any
opponent struck by you continues to bleed from the in-
jury. At the beginning of each round after you success-
fully inflict damage on opponent, he suffers a number of
additional Wounds equal to your Strength. This effect
continues until he is magically healed or successfully
treated with a Medicine Skill Roll. You gain 1 additional
attack per round.

The Duelist’s monstrous ferocity unnerves his oppo-
nents. Immediately after making a successful attack
against an opponent, you may spend a Void Point to
inflict a Fear effect on all enemies within 20°, with the
strength of the Fear being equal to your Strength. Ad-
ditionally, you gain a bonus equal to twice your Deceit
Skill Rank to the total of your Focus Rolls in duels. This
replaces the bonus gained from the Rank 2 Technique.

RANK 5: KNOWLEDGE AND PERFECTION

The Obsidian Duelist has now attained full mastery of
himself and can impose that mastery on his opponents.
When you are in a duel, after an opponent selects which
Trait you will use, you may immediately attempt a Con-
tested Roll pitting your Willpower/Deceit (Intimidation)
against his Raw Willpower. If you succeed, you may
use your Strength as your dueling Trait, regardless of
what score the opponent selected. Also, you may Focus
a number of additional times beyond the normal limit

equal to your Water Ring. Finally, you gain a bonus
equal to twice your Willpower to your Initiative Rolls.
This replaces the benefit from the Rank 1 Technique.
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In a skirmish, you may spend a Void point and sac-
rifice 1 attack that round in order to deliver this effect
through a melee attack. Instead of attacking normally,
you make a Willpower/Anatomy (Torture) Skill Roll
against the opponent’s TN to Be Hit to inflict the same
TN penalties on that target’s next roll during the skir-
mish.

You also gain a bonus equal to your Intelligence to
the total of all Anatomy Skill Rolls, including those
made for School Techniques. You now gain a bonus
equal to twice your Anatomy Skill Rank to all Investiga-
tion (Interrogation) Skill Rolls. This replaces the benefit
from the Rank 1 Technique.

Cn%iu Kokuei, Sensei of the
Obsidign_Magistrate Dojo

If the Shadow Dragon did not wish otherwise,
Goju Kokuei would already have risen to the posi-
tion of Obsidian Champion. It is almost univer-
sally admitted within the Spider Clan that she
could take the position easily should she ever
wish, given her overwhelming strength and skill.
However, the Shadow Dragon has instead made
an arrangement with Daigotsu for her to act as the
head sensei of the newly formed Obsidian Magis-
trate school. Apparently, the Dragon prefers to see
his minions in less prominent positions, perhaps
as insurance should the Spider’s secrets become
known to the Empire at large.

Kokuel is a cruel mistress to her students. She
appears to be little more than a form of veiled
shadow, vaguely feminine in outline, made out of
the darkest smoke. The shades of swirling grays
occasionally give the impression of a woman in
her prime, but looking upon her for long is difficult

‘and unsettling. Still, there is something hypnoti-

cally compelling about her, and she uses this to

her full advantage.

Students who submit themselves to the sadistic
punishment that is Kokuei’s training come out of
it no longer able to fear anything but the pain she
would inflict if they fail their Clan.
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New Advantage: Fu Leng’s
Blessing (10 points, 7 for Spider
or L ost) [Granted]

Rolls intended to detect your Taint via mystical means

suffer a penalty equal to 5 x your Insight Rank. If there
was no TN before, the person attempting to detect the
Taint must now make a Raw Perception Roll against a
TN of 5 x your Insight Rank. If you touch jade or are
targeted by jade magic, you may make a Raw Willpow-
er roll against a TN equal to 5 x your Taint Rank, and if
you succeed, the jade shows no visible outward signs of
harming you (it still inflicts damage normally, but you
show no outward pain, scarring, or other symptoms).
This Advantage does not help hide any obvious defor-
mities such as those caused by Shadowlands

Powers.

New Shadowlands Power: Minor
Kansen Bound (Minor Power)

A minor kansen has been bound to you and grants you
its unholy guidance. The kansen observes all around it,
protecting itself first and you second. Due to its unnatu-
ral perceptiveness, you gain a Free Raise on all Per
ception Trait Rolls. However, jade-based spells (such as
Jade Strike or Tomb of Jade) gain a DR bonus equal to
the caster’s Insight Rank when they inflict damage on

you.

New Shadowlands Power: Unholy
Seduction (Minor Power)
Your Taint has altered your body, making }'O-l:l unnatu-
rally alluring to those around you. Members of the op-
posite sex are drawn to you, although they aren’t sure
why. You gain a +2k0 bonus to Deceit (Seduction)
Rolls made against someone of the opposite
gender.




MASTERS OF COURT

THE

he Clans of the Crane, Scorpion, and Spider

are not the only masters of courtly intrigue,

politics, manipulation, and diplomacy in the
Empire. The Otomo family, leading light of the three Im-
perial Families, has also been a master of the political
arena for countless centuries, and continues to play a
vital role in the Imperial courts today.

The Role of
the Otomo Family

To understand the Otomo, one must understand their
political origins. This does not refer to the original
founding of the Otomo family, but rather, to the time
when the Otomo family came into the fullness of its
power under the Hantei Dynasty. It was by the decree
of Hantei Yugozohime, Hantei VII, that the Otomo fam-
ily’s true role was born.

Though the family had existed for centuries prior
to the fall of the first Gozoku conspiracy and Yugozo-
hime's ascension to the throne, up until this time it had
been little more than a repository for the non-inheriting
members of the Imperial line. After the new Empress
disbanded the Gozoku power structure, however, she
conferred many of its political duties and offices upon
the Otomo. Perhaps more importantly, she also or-
dained them to carry out a secret, rarely revealed duty:

to forever serve as an instigator of conflict between the
Clans, keeping them divided and in perpetual rivalry
so that they would ever again be able to defy Imperial
authority.

The Otomo family has survived through a thousand
years and has already outlasted one great change in Im-
perial dynasties, and will likely outlast the next one as
well. Despite the replacement of the Hantei Dynasty
with the Toturi, all of the Imperial Families retained their
original purpose, and they are working hard to ensure
that whoever becomes Emperor at the end of the cur-
rent crisis will likewise retain all three Families in their
traditional roles. Where the Seppun see themselves as
defenders of the honor and lives of the Emperor's fam-
ily, and the Miya see themselves as proclaiming the
Emperor's word and enacting his will, the Otomo view
themselves as the ultimate defenders of his power and
his throne, no matter what name the Heavens might
ordain hold the office.

In truth, the vast majority of individual Otomo are
unaware of the true and somewhat sinister nature of
Hantei Yugozohime’s divine charge to their family. Only
those within the upper echelons of the Otomo are fully
aware of this duty, and the secret is kept closely guard-
ed. Yet such secrecy is, ultimately, almost unneeded.
All members of the family have long since implicitly ac-
cepted the notion that the Emperor's power, prestige,
and divine mandate are best protected by lessening of
the power of those Clans who have grown too strong,
while strengthening those who have fallen too low.
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APPENDIX ONE: THE OTOMO FAMILY

Where many of the Great Clans see the courts as a
battleground, for the Otomo, they are home. The Oto-
mo, far more than any family of the Great Clans (even
the courtly Doji and Bayushi), exist primarily within the
Imperial Court and see themselves as responsible for its
oversight. To the Otomo. the Clans are unruly and often
dangerous children, incapable of properly wielding the
power they are granted. Correspondingly, the Otomo
see themselves as parents, and like all parents, their
work is usually under-appreciated by the children.

The Emperor rules by divine right, and the leaders of
the Otomo see themselves as the throne’s servants by
that same divine right. To them, upholding and bolster-
ing Imperial authority is not merely a family task but a
holy duty, ranking alongside the Phoenix quest for spir-
itual knowledge, the Dragon and their path of enlight-
enment, or the Kitsu family’s devotion to the ancestors.
By upholding the Celestial Order and ensuring that the
squabbling Clans never develop undue levels of power,
the Otomo protect the people from all manner of evils,
and they even claim some of the credit for the defeat
of such vicious and dangerous individuals as Bayushi
Atsuki, the leader of the reborn Gozoku conspiracy. To-
day, with the Clans at each others’ throats over who
should claim the now-vacant throne, the Otomo fam-
ily’s political balancing act has become more difficult
and, in their view, more vital than ever.

The Otomo can access almost un-measurable re-
sources in the pursuit of their duty. Their social status
is far above that of the average Clan diplomat, and even
a normal Otomo can demand the respect of significant
political figures like district governors. They have ac-
cess to all courts within the Empire, and cannot be eas-
ily denied entrance even in war-embroiled areas. Most
Otomo diplomats also make a practice of accumulat-
ing favors, for their position and influence makes them
well-suited to helping others with all manner of difficul-
ties, both large and mundane. Indeed, the typical expe-
rienced Otomo will have a vast store of favors and al-
lies ready to hand, enough to make even a veteran Doji
courtier envious. The Otomo also have access to great
wealth, not to mention the general acknowledgment of
their divinely protected privilege as the Emperor’s per-
sonal servants, upheld through two dynasties.

Otomo diplomats and courtiers are exceptionally
well-trained in effective utilization of these formidable
resources. As a result, they often come off as demand-

ing, pushy, domineering, aggressive, and presumptu-
ous. However, this is exactly what the Clans expect of
them, and thus is not truly a weakness. Further, with
their almost innate grasp of courtly politics and their
access to every court in the empire, the Otomo can
choose when and where to bring their full strength to
bear, when to be cautious and use finesse, and when
to deliver the weight of Imperial power and displeasure
like a Crab’s dai tsuchi.

Despite their outward arrogance, the Otomo family’s
upper echelons do recognize a troubling reality in the
existence and authority of the Imperial Families, the
Otomo family in particular. Their power rests only with
the throne and with its acceptance. Should there ever
come a time in which the throne denied them their priv-
ilege, or a new dynasty is founded in which they were

excluded by the Emperor's command
or, worse, by the divine mandate
of Tengoku, all of the power
and prestige they have wielded
for so many long centuries
could evaporate almost
overnight.









dence, and bring to bear the full weight of their favors
and contacts within the Doji magistrates. By hammer-
ing relentlessly on conventional protocols, they choose
the playing field and keep the Dragon influence under
control.

The Lion Clan

One of the Clans which receives the most consistent
respect from the Otomo is the Lion. While on some oc¢-
casions the Right Hand'’s political and military alliances
have caused a certain concern among the Otomo, forc-
ing them to sow seeds of discord among such allies,
it is rarely the Lion themselves who are the target of
such attacks. There is a simple reason for this behavior.
The Lion ferociously and relentlessly support and back
the throne itself, always in principle and usually in fact.
This makes them extremely useful to the Otomo goal
of upholding Imperial power and, coincidentally, their
OWN poWer.

The Otomo see the Lion as being completely centered
on the support and defense of the throne. Even should
an Emperor be personally unpopular with the Lion,
their rigid views of the Celestial Order cause them to

obey without question. Even when the last Hantei Em-
peror was known to be possessed by Fu Leng, at least
half the Lion Clan remained completely loyal, unable to
contemplate treason against the throne.

But while the Lion will not oppose the throne, they
are quite willing to wage war upon other Clans, whether
for slights old or new, or simply to test their armies or try
to expand their territory. This makes them very useful
for the Otomo goal of promoting conflict between the
Clans, and they tend to view the Lion as a sword ready
to their hand.

The Otomo use their position and influence as the
Emperor’s servants to manipulate the Lion, either as in-
dividuals or as a Clan. The brash and bold Lion can sel-
dom resist an appeal based in Imperial authority, and
the Otomo routinely exploit this to turn the Lion against
other factions who might be gaining too much strength.
This does sometimes cause a certain displeasure among
the more politically sophisticated Lion, who can recog-
nize when their Clan is being manipulated like a tool
rather than treated with the respect it is due. But the
Lion Clan as a whole remains eternally willing to serve
the throne and the Otomo.
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the Empire who would question her wisdom, and those
few who would oppose her do not dare do so publicly.

Hoketuhime is capable of ruthless efficiency when
her few enemies threaten her. However, while she can
crush most political opposition, she generally chooses
not to do so. Her cautious approach allows her to em-
ploy her power selectively, achieving almost anything
when she truly is determined. For example, by calling
upon her huge network of favors and allies, she was
able to arrange contests to select new Emerald and Jade
Champions without an Emperor on the throne.

Despite her skills and efforts, Otomo Hoketuhime
has not always been successful in her goals, and she
faces each new crisis with growing weariness. Although
she has protected the throne through countless strug-
gles, she has been forced to see the death of Toturi II1
and then of the Toturi Dynasty itself. Her ongoing ef-
forts to reunite the Empire and offer it the hopes of a fu-
ture peace and prosperity have become perverted into
a personal power struggle with a man she suspects of
harboring ambitions similar to Bayushi Atsuki: the new
Emerald Champion, Shosuro [imen. Thus, although her
latest efforts have shown the extent of her power, they

have also shown its limitations. Perhaps this, too, has
persuaded her to accept the Crane Clan’s suggestions
that she should be Empress.

Notwithstanding her failures and worries, Hoketuhime
remains resolute and unbending, a commanding figure
in Rokugani politics. No matter how weary she be-
comes in truth, she never allows it to show, nor will
she falter in performing her sacred duties. She faced the
Steel Chrysanthemum and helped to steer the Empire
through the time of the Four Winds. Even should she
be one day defeated by such foes as Shosuro Jimen, she
will never do them the favor of appearing weak.

OTOMO TANE]I

Air: 3 Earth: 3 Fire: 3 Water: 2 Void: 5

Awareness: 5 Intelligence: 4

Honor: 3.1 Status: 6.0 Glory: 5.2

SCHOOL/RANK: Otomo Courtier 4

SKILLS: Calligraphy 3. Courtier (Manipulation, Political
Maneuvering) 5, Craft: Sailing 2, Deceit (Intimidation)
4, Defense 3, Etiquette (Bureaucracy, Conversation) 3,
Games: Go 3, Investigation 4, Kenjutsu 3, Lore: Law 3,
Storytelling (Oratory) 3, Tea Ceremony 4, Underworld 2
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ADVANTAGES: Allies (Miya Hatori, 4/2 points), Clear
Thinker

Otomo Taneji is a man whose upbringing and training
have crafted him into a unique and unusual tool for his
family. His grandfather was not originally a member of
the Otomo family, but rather was one of the original
followers of Yoritomo, a loval Mantis who married into
the Otomo family. Otomo Mokihara earned his pres-
tigious marriage after rescuing Otomo Daimesu, and
while his life as an Imperial became one of privilege
and wealth, he never forgot his roots. He and his son
Shikan ensured that their line was trained not only in
the ways of the Otomo, but also in the heritage of the
Mantis.

Taneji often visited the Mantis Isles during his early
life, gifting him with a breadth of knowledge and experi-
ence unique among the Otomo. He developed a knack
for meeting and befriend- ing new people, treating
cultures  with
both with the

tional Otomo

each of Rokugan’s Clan

respect. Having been raised
highly orthodox and tradi-

and among the ambitious and unorthodox Yoritomo,
he developed a far more lenient attitude towards differ-
ences of behavior and etiquette than others in the Im-
perial Families. This made him an almost natural born
negotiator, and the Otomo have utilized him in this role
for several years now.

Taneji has traveled throughout the Empire, and
served as a facilitator and peacemaker alongside the
noted diplomat Miya Hatori for many years. These trav-
els have taken him to many different courts. and his
respectful and kind-hearted attitude has helped endear
him to those who have made his acquaintance. There
are hundreds of samurai in Rokugan who remember his
candor and sincerity and the courtesy he has shown
them while he was a guest in their household.

Taneji is now a veteran representative to the Impe-
rial courts, and remains a facilitator and peacekeeper.
While many of the Otomo serve the family through
the breaking of alliances and the sundering of bonds,
Taneji works through a different fashion. He is by no
means disloyal to the goals of the Otomo, though he is
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faced about his son, suggesting possible infidelities with
a now-deceased Seppun miharu, and Dsichi he become
almost completely estranged from his son, refusing to
contact him.

The end result of Renjiro’s political ‘failures’ is that he
is convinced that he is incapable of the most basic func-
tions of the Otomo courtiers. He has been raised with
the importance of the Otomo family’s role ingrained
within his heart. He has known from childhood just
what sort of place he would be expected to fulfill in the
family. He has always known that, deep within himself,
he is special and should be capable of amazing feats.
And with so much expected of him, he has responded
only with self-doubt and self-loathing, preferring never
to enter the limelight. He decided he was unworthy of
working in the public eye, preferring to bolster the Em-
pire quietly and unobtrusively, without drawing un-
due attention to his personal weaknesses.

In fact, Otomo Dsichi is completely wrong
about his son. Renjiro is gifted with a unique
and powerful empathy towards other people,
a natural ability to sense their motivations
and desires. He has a melodious, trained
and almost perfect voice, one capable of
speaking with great confidence in pub-
lic speech, though he lacks the confi-
dence to employ it in the traditional
Otomo methods of deceit. Renjiro is
a man whose constant striving for
perfection and the approval of his
father has left him deeply imperfect,
but still highly skilled at what he
does best.

It is with a certain amount of surprise that he has as-
sumed his new role as an aide to the Amethyst Cham-
pion. Perhaps his superiors recognized his talents,
despite his lacking of great political victories. Perhaps
Yoritomo Yoyonagi herself saw beneath his carefully
veiled self-loathing to recognize his almost frightening
understanding of human beings, far more skilled than
many courtiers his age. It isn't clear which is true, or if
some other power is at work behind the scenes, but he
has unexpectedly achieved a position of authority which
gives him access to the courts of the entire Empire.

Trapped within a role he would never believe himself
able to fulfill, Renjiro is beginning to blossom. He is not
surrounded by those who demand of him the impossible,
but instead only by those who see him as a tool of some
worth. His speeches have won attention in the courts,

aiding the work of the Amethyst Champion and
winning the Otomo new political friends.
Where Renjiro’s path will ultimately
take him is unclear. His past haunts
him to this day, filling his memories
with the many mistakes he feels that
he has made. He has never found his
father's respect and never developed
into the man he believes he should have
been. And yet, there are still those who
believe that he not only qualified to
serve, but worthy to serve in a place of
power. Whether he will truly rise from
the ashes he was born in, only time
will tell.









multiple times, but each time requires 1 minute of un-
disturbed study. You may target an individual with this
Technique a maximum number of times per day equal
to your Void Ring.

New Advantage: Obiesaseru
[Inherent] (5 points, Otomo
Courtiers only)

The courtiers of the Otomo School are taught a spe-
cialized form of psychological dominance known as
Obiesaseru. Only Otomo can take this Advantage, and

only if they are enrolled in the Otomo Courtier School.

The technique of Obiesaseru allows them to call on
the power and awe of the Imperial name to enforce sub-
mission and obedience from loyal and honorable samu-
rai of the Emerald Empire. To use the ability. you must
take a Complex Action to pause and gather your will-
power, and shout an appropriate command (typically
something like, “Stop in the name of the Emperor!").
You then make a Willpower/Courtier Roll against the
target’s Willpower/Etiquette. If you win the roll, the tar-
get is momentarily stunned and halted by the impact
of the command. On his next turn, he cannot move,
attack, cast spells, or perform any other action which

would directly obstruct or threaten the Imperial. He
may, however, use the Full Defense Posture.

This ability only works on honorable samurai (true
Honor Rank 1.0 or higher) who are loyal to the Em-
peror. Further, a samurai who sincerely believes himself
to be acting honorably on behalf of his lord and the
Empire (as adjudicated by the GM) gains a Free Raise
to resist the effect.

Obiesaseru does not work on those who are not of
the Emerald Empire (gaijin, non-human creatures, etc.)
or who do not revere the Emperor (criminals, bandits,
the Lost, the Spider Clan). During times of political
strife when the Emperor’s power is in doubt (such as
the Race for the Throne), Imperials using this Advan-
tage must beat their target’s roll by at least 1 Raise in
order to succeed.

New Advantage: Ear of the Emperor
[Giranted] (Courtier only, 5 Points)
You have acquired a more or less direct line to the Im-
perial Court, whether through familial connections,

favors, social or political influence, or simple respect.
The terms of the connection must be clearly defined,

.

I
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THE OTOMO FAMILY

APPENDIX ONE:

in cooperation with the GM, before you acquire this
Advantage. Furthermore, this Advantage is closely tied
to a political career, and only a character who has no
Ranks in bushi or shugenja Paths or Schools may take
it. Once you have this Advantage, you may invoke it at
any time to try to deliver information or proposals to the
Imperial Court, using reliable (or easily manipulated)
third parties to deliver the information for you. Each
such attempt to convey your views or ideas to the Impe-
rial Court requires a successful Etiquette (Bureaucracy)
Skill Roll against a TN of 20.

New Advantage: Sacrosanct
[Giranted] (10 Points)

You may only take this Advantage if you have an Honor

Rank of 3 or higher and you have performed some great
deed or service for the Emperor or a senior member of
the Imperial government (e.g. the Chancellor, the Em-
erald Champion, or someone of similar rank). The GM
must ultimately decide whether the deed you have per-
formed is truly worthy of the Emperor (or the Imperial
Court) awarding you this honor.

Due to the great service you have performed, you are
placed under Imperial protection. This blessing remains
so long as your Honor Rank remains no lower than 3
and you do nothing to defame or dishonor the Emperor
or the Imperial government. In the meantime, attacking
you or your immediate family is treason, tantamount to
attacking the Emperor himself. Any person who strikes
you in combat before you strike them loses 5 points of
both Honor and Glory for every Wound Level they in-
flict. Anyone who kills you or knocks you unconscious
loses a full Rank of both Honor and Glory, no matter
their station. Only an Imperial decree can reverse or
negate either of these effects.

The price of this wondrous protection is your utter
and devoted loyalty to the Emperor and the Imperial
government. Failing to fulfill that loyalty, to even a mod-
est degree, will not only strip you of this Advantage but
will likely cause you to lose all Status and be reduced to
ronin, if you are not forced to commit seppuku.




MASTERS OF COURT

OTHER

NOTABLE COURTS

hile the Scorpion, Crane, and Otomo

unquestionably control the most signifi-

cant and notable courts in the Empire,
there are many other centers of political activity, great
and small, spread throughout Rokugan. Since each Clan
effectively acts as a semi-independent state under over-
all Imperial authority, all Clans need places to receive
diplomats, negotiate with trade envoys, and promote
their political goals. Each Clan has its own political
methods and styles, expressed through its courts, and
a wise courtier will study all of the significant courts of
the Empire in order to be prepared for a posting to any
location. Even the Minor Clans have banded together
and created a diplomatic center where they can force
the Great Clans to deal with their lesser cousins on a
more level playing field. Rokugan is a warrior society,
and in the minds of samurai court is ultimately another
battlefield. The wise commander prepares for each bat-
tlefield he might face.

Kudo Mura

The founders of this sleepy village on the border
between Fox and Sparrow lands could never have
dreamed that it would someday have an impact on the
political landscape of the Empire. Instead of a source of
strife between the two minor Clans who share its crops,
it has become the headquarters for the diplomatic ef-
forts of the Minor Clan Alliance. In an agreement at the
Winter Court of 1169, the members of the Minor Clan

Alliance decided to build a court at Kudo where the
Great Clans could meet easily with the representatives
of any of the Alliance members. Further, with all of the
Minor Clans gathering in one place, negotiations and
agreements could be coordinated, so that the actions of
one of the Clans would not harm or disrupt the efforts
of another. This agreement has brought unexpected
life and excitement to this once sleepy village. Tortoise
Clan merchants and sailors rub shoulders with the tal-
ented bushi of the Monkey and the excitable warriors of
the Hare, while listening to Sparrow storytellers talk at
great length and detail about absolutely nothing. Even
the new Oriole Clan and the seldom seen Ox, Badger,
and Bat Clans each maintain a single representative in
Kudo’s court. Only the Fox are absent, having recently
sworn allegiance to the Mantis.

Even with so many political representatives descend-
ing in Kudo Mura, it is still a modest border town. As
such, it faces regular threats from bandits lured by
its large granaries. In the light of this threat, the Mi-
nor Clans view Great Clan delegations to Kudo with a
mixture of relief and dread. If the bandits from the sur-
rounding lawless regions should ever organize a large-
scale attack, the additional Great Clan bushi would be
welcome supplements to Kudos defenses. However,
admitting such a need for additional forces would be a
serious loss of face, suggesting the Minor Clan Alliance
cannot properly protect its guests. Such an incident
could have serious negative effects on the strength of

the Alliance’s positions in future negotiations.
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a tall and narrow castle with eight complete floors
above the ground, blending gaijin and Rokugani archi-
tecture into a seamless whole. The castle color scheme
also plays a role in the illusion that it is a part of the
natural landscape. The castle’s lower levels mirror the
blue-green of the peaceful lake before it, while the up-
per reaches fade to gray and eventually white to match
the mountains rising behind it. The entire effect fosters
a sense of tranquility and peace with nature, design fea-
tures that the Ide carefully foster as part of their more
general approach to politics.

As the Unicon Clan’s first and most important rep-
resentatives in the courts of Rokugan, the Ide have al-
ways sought to approach politics in a non-threatening,
almost pacifistic stvle, very different from the martial
tone maintained by the rest of their Clan. Indeed, this

air of friendship and serenity is the primary tactic of

the Ide in their own courts, right down to the art that
decorates their castle halls. Even Matsu and Hida dip-
lomats are visibly affected by the relaxed. welcoming

atnms‘,phere of Shiro Ide, finding it

difficult to employ their typi-
=0 cally brusque and
- aggressive approach

against the friendly, open-handed Unicorn courtiers.
The Scorpion suffer in these halls for a different reason,
however. The Ide are samurai who focus on honest,
open speech, and they come across as men and women
at peace with themselves. Such folk seldom have se-
crets to be exploited. Scorpion courtiers have tradition-
ally found visits to Shiro Ide quite frustrating, although
they persist as best they can.

Shiro Ide is one of the Unicorn Clan’s more important
diplomatic settings, and those courtiers who visit there
are most typically coming to discuss matters of high
politics — alliances, treaties, or exchanges of territory —
or to seek an audience with the Khan. In addition, the
court here discusses matters of trade and commerce, for
the Ide family is often heavily involved in the Unicorn
Clan’s mercantile activities. However. such distasteful
topics are carefully kept out of the main courts. In the
current environment of the Empire, with many Clans
openly hostile to the Unicorn after the Khan’s failed
march on the capital, visitors to Shiro Ide and the other
Unicorn castles are sadly far fewer than in the past, but
the Ide persist in their work, and make sure any discus-
sions here take place in an atmosphere of openness,
relaxation, and friendship.

The master of this court is a man who suffers from
perhaps the most divided loyalties in the Empire. Ide

¥ Tang was chosen to succeed the venerable Ide Tadaji
* as daimyo to the Ide family. He is a brilliant courtier
who has offered the Khan extremely useful and
profitable advice. He has also managed to es-
tablish better relations between the Unicom
ind their long-time enemies in the Scorpion
Clan. This, however, was a
relatively simple action for
Ide Tang
a Shosuro actor. He is the leader
of the Unicorn Clan’s diplomatic efforts
“and at the same time the best-placed spy
| in the Empire. While he never expected

. since he is in truth

. to achieve such a remarkable level of in-
. -Hltrat;on, Tang makes the best of the good
' fortune granted to him. His diplomatic ef-
forts with the Scorpion have given him
ample opportunity to report regularly to
~his master, Bayushi Paneki. However,
he also assists the Khan with a vigor that
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Far from the fields of war, the Great Clans of Rokugan struggle against each other
behind the walls of elegant palaces and amidst the theater of great public events.
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