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12th Day of the Month of Doji, 1117, Kyuden Asako

As the servant arrived, Doji Miyuki tucked the fan
away, watching the wind rustle the short pines beyond
the balcony, one of the rustic features that made the
remote Kyaden Asako so famous. The servant bowed
hastily, knees striking the floor with wincing force. She
was a frail thing with bamboo-shoot limbs and a lean
face, some farmer's eldest daughter. Even with Miyuki's
back turned, she knew the servant girl was shaking like
an autumn leaf. Miyuki's yojimbo, Kakita crest on his
shoulders and a blade tucked into his obi, doubtlessly
made the servant nervous, even though his sword was
tied shut with a peace knot.

“Y-you asked for me?” the servant managed.

"l am told you make tea for Shika Hisatsugu.” Miyuki
watched a bluebird perch on a branch below. “What is his
favorite, the one he wants when he is wistful for home?”

“l...am not certain what you mean, my lady. He
does usually ask for Silver Needle, if that helps?”

Silver Needle. An aromatic tea from Dragon lands,
famous for its balanced flavor. Any supply here would
have been imported at a high tariff. Miyuki tapped her
chin. One could discern much from what tea a guest
preferred, and what they felt comfortable requesting
of their host.

“He has good taste,” Miyuki said.

As if signaled, her y6jimbo scooped a handful of
coins from his pouch without bothering to count them,
and placed them on the railing in a neat stack. The
servant gasped, the paltry sum more money than she’d
ever seen at once.

It wasn't payment, of course. That would be dis-
graceful. This was merely something Miyuki had cho-
sen to leave behind.

“That is all,” Miyuki said, turning and finally show-
ing the woman her smile. “You have my gratitude.”

As the servant grabbed the coins, she cast Miyuki
a grateful look before bowing steeply and departing
on swift feet.

Servants were the easiest allies to make. They had
no ambition. They wanted only to eat.

Miyuki laid a small pine stick on the railing and
asked, “What next?”

“Garden,” the y6jimbo replied.

Miyuki nodded and led the way.

e 3

The fan found its way back to her hands as she walked.
[t wasn't the finest she'd ever seen; its blue silk was
faded, as was the crest of the Hiramichi family, a song-
bird in its cage. However, it had a sentimental value,
and it smelled of sandalwood.

Miyuki spotted Kitsuki Daisaku as they entered the
warbler garden. She tucked the fan into her obi as the
governor approached.

¢

“"Good afternoon, Doji-san.” He bowed, but no
lower than propriety required. “I had hoped to run
into you.”

She returned the bow. “Likewise, Kitsuki-sama. |
have something for you.” Miyuki produced two enve-
lopes, offering them with both hands. Daisaku peeked
inside, and his eyebrows rose fractionally.

“These are invitations to the Aioi Theater!” he said.
“| thought those invitations impossible to get!”

“They were a gift,” Miyuki replied. “But | think you
should have them.”

Daisaku regained his composure. “l could never
deprive you. The Aioi is the most splendid theater in
the Asako lands. Please reconsider.”

As expected. This was the game, after all.

“But | have another engagement, and | would hate
to see them wasted.”

“You must go, if they were given to you!” he
insisted. “Your wit and beauty would be missed.”

A knowing smile crept onto her face. “Well then,
you should take Ayako-chan. Her beauty and jokes far
surpass mine.”

A blush painted his face as he slipped the envelopes
into his kimono. “You...know about that, do you?”

“It is a Bunraku,” she said. A puppet show. “Her
favorite. Compliment the dragon’s lifelike movement in
Act 2, and she will be impressed. Order onigiri,” She
made a serious face. “But no sake.”

This time, his bow was far steeper. “I am in your
debt, Doji-san.”

She smiled warmly. | know.

e
Outside the teahouse, Miyuki saw a plum blossom
inside the cavity of the nearby stone lantern. Every-
thing had gone smoothly, then.

The small table inside had already been prepared
with cups and small trays, an iron kettle stewing on hot
coals in the corner. As she waited, she pulled the fan
from her obi again, turning it in her hand. The weath-
ered thing didn't go with any of her outfits. But then,
it wasn't hers.

She lifted it to her nose and inhaled. Sandalwood.
His scent.

And his twinkling dark eyes, the sunlit silver of his
bleached hair, the gold in his voice, the way he smiled
when he thought no one was looking.

She lowered the fan into her lap. A breeze stirred
the chimes hanging from the ceiling, echoes filling the
room like an ancient bell.

She could still back out. There was time. If he ever
learned that she'd been the one to arrange this, that
she had cast his future, he would never trust her again.
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He would find out someday. Three things were never
long hidden: the sun, the moon, and the truth. Could
she proceed knowing this?

She let out a low sigh. It was too late now. She
could only move forward.

The opposite door slid aside. Shika Hisatsugu,
honored Matchmaker of the Deer Clan, entered and
bowed deeply, his bare feet peeking from beneath his
flowing robes. “Fortunes’ greetings, Doji-san,” he said,
words thick with a rustic dialect.

She returned the bow as Hisatsugu's yojimbo
entered a side room and closed the door. She could
see his shadow against the paper wall. One of the
clan’s speardancers, no doubt. “Fortunes’ greetings,
Shika-san,” she replied.

He worked a string of prayer beads from his sleeve
as he sat, rotating them in his hand. He was a shugenja,
she reminded herself, one who walked in the world of
spirits. All of the Deer’s celebrated nakodo were.

She poured hot water into the teakettle and
watched his face as the familiar scent arose. Silver Nee-
dle. He hid his surprise well, but perhaps he wondered
how she knew.

They chatted for a time. He talked about his home-
land, offered to show her the most beautiful waterfall
within a fifty-mile radius. She offered to introduce his
nephew to a Kakita artisan looking for an apprentice.
Back and forth. The dance.

And then, “Forgive me, Doji-san, but you had
wanted to discuss the matter of Asahi-san’s match, yes?”

Hiramichi no Daidoji Asahi. The man who listened
to her problems, who danced in the moonlight for her
amusement. Who always smelled of sandalwood...

Her mouth twitched, and she inwardly scolded her-
self for showing that much. She’d heard things about
Deer Clan matchmakers. There would be no conceal-
ing her thoughts, if the rumors were to be believed.

"l have recommendations,” she replied carefully.
“You see, he is a good friend of mine. And as such | am
empowered by his lord to suggest fortuitous matches
on his behalf.”

The Shika’s face didn't stir as she produced the scroll
containing her proposal. She inhaled to slow the rapid
thundering of her heart. “| believe this would make him
happiest, and would be a most fortuitous match.”

“He is a...good friend...you say.”

She froze, hand suspended above the scroll. He
knew. Somehow, as if her heart and mind were a tap-
estry woven together, and all he had to do was look.

He leaned forward. “Doji-san, | must speak frankly. |
have known others who, similarly entrusted, attempted
to arrange matches for themselves. Certainly you
would not be among them.”
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The Kakita's shadow behind the nearby screen
moved. Hisatsugu paled. A y6jimbo was also sworn to
protect their charge’s honor, even unto death.

“I've seen deer in the morning,” she murmured.
“They cross the stream so sure-footedly. But I've seen
them stumble, too.”

Hisatsugu stood. “That's quite enough. We've
been watching for some time, Doji-san. | had hoped
you would not try this. It seems | was mistaken.” As
he spoke, the shadow of his own bodyguard started
to stir.

“Wait.” Miyuki unfurled the scroll beneath Hisatsu-
gu’s gaze. "At least give it a look.”

The proposed match was Ide Riku, a merchant lord
with several holdings along the Crane-Crab border,
including an inn that was his greatest pride. The pro-
posal cited their compatible star signs and tempera-
ments, and it included written testimony saying that
he and Asahi had known one another since childhood.
There is great mutual fondness between them, the
statement candidly attested. Miyuki's name did not
appear anywhere.

She lowered her gaze to the fan in her lap. Already,
the sandalwood scent was fading.

“They would be happy together,” she whispered.

Hisatsugu furrowed his brow. Uniting the houses
of two merchant lords also meant unifying their hold-
ings. Together, they would be a significant economic
power in a region otherwise dominated by the Yasuki.
The proposal named a war-orphaned Doji child to be
adopted by the pair, ensuring that these unified hold-
ings would be inherited by the Crane.

He hesitated, and she could guess the thoughts
that ran through his mind. Agreeing meant bolstering
Crane coffers. But then, wouldn't that tilt some wealth
from the Yasuki, and thus bring some balance to the
region? And naturally, as the ones officiating the match,
some of that would be given to the Shika in thanks.

Besides, Riku and Asahi love each other.

The thought stung her heart. She faltered. That was
the moment Hisatsugu turned his eyes upon her.

Nothing could be hidden from a Shika Matchmaker.
He knew that her stormy heart matched his own, that
she was as torn as he. But she did it for him, if also for
the Crane.

He rolled up the scroll. “I see no reason to protest
such a match.”

Doji Miyuki hid her wistful smile with her seated
bow. Oh well, she thought. At least Asahi will be happy.

And at least he’ll owe me a favor.
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RUMORS AND
LEGENDS

INTRODUCTION

Throughout this book,
you'll find sidebars
presenting just a few of
the tales in circulation
about a particular loca-
tion or group. As a GM,
you might use these for
inspiration when PCs
inquire about any local
gossip or anecdotal
reports. Following up
on such rumors could
even form the basis for
an adventure.

As with all tales, it is
not always clear which
are true and which are

false. We've left it up to
you to determine which
are which. Of course,
even the most outland-
ish stories might have a
grain of truth.

Nymnl (@Order 20055 1ELE)

Welcowe fo te Courts

Throughout Rokugan rise the clans’ bastions of power:
amyriad collection of palaces, keeps, and castles. From
sprawling coastline estates, to tall fortresses, Rokugani
castles are mustering points for a clan’s might. How-
ever, this power is not purely military in nature. Hosting
influential courts and powerful daimy®, they serve as
beacons of Imperial culture and displays of political
might. Yet of all castles, only a handful can boast the
honored title of kytiden, or “palace,” a castle large and
prestigious enough to have been acknowledged by
the Son of Heaven, the Emperor of Rokugan. Only a
kyaden may host an Imperial Winter Court, and within
its walls, the course of an Empire may be decided.

WHAT’S IN THIS BOOK?

Courts of Stone is a guide to the Empire's castles,
keeps, and courts, where the political arena is a bat-
tlefield, courtiers are its warriors, and secrets are their
weapons. In this book, players will discover the secrets
of the Empire’s largest seats of political power. Players
will also find a wealth of information on the Crane Clan,
the Left Hand of the Emperor and warden of Rokugan’s
high culture. With this book’s new techniques, artifacts,
weapons, apparel, and cultural information, player
characters can navigate the treacherous halls of power
and rise to prominence.
Courts of Stone is divided into three chapters:

CHAPTER 1

Imperial Strongholds guides readers through a few of
Rokugan’s greatest castles, offering examples of cen-
ters of military might, and bastions of political power. It
covers the Crane, a clan that thrives amid the political
arenas of the Empire, examining its lands and the tradi-
tions of its families. Lastly, the chapter covers the politi-
cal arena, and the role espionage plays in the struggles
between the Great Clans.

CHAPTER 2

Wars of Words and Shadows introduces the warriors
and courtiers of the Deer Minor Clan, along with rules
for creating player characters hailing from the Deer
Clan’s ranks. It also includes other new player character
options, such as new schools and techniques, rhetori-
cal shji, stealthy ninjutsu, and courtly rituals. Further,
it provides new advantages, disadvantages, and gear
options for those who seek a subtler path to victory.

ADVENTURE SEEDS

Throughout this book, you'll find sidebars like
this one presenting adventure seeds for GMs.
If you're a player, you might want to avoid
reading these, as doing so could spoil things
should your GM adopt the ideas! If you're a
GM, you can expand on these seeds to cre-
ate fully fledged adventures, take bits and
pieces, or simply use them for inspiration.

E The hook provides the context

for starting the adventure and introduces
the important NPCs. We also provide a sug-
gested way to involve the PCs in events,
which you can tailor to fit your campaign.

Rising Action In the next part of an

adventure seed, we briefly describe the
most likely way for events to escalate, further
embroiling the PCs and raising the stakes.

Finally we offer a likely climax

for the adventure, whether that is a decisive
scene with an NPC or a difficult choice the
PCs must make. By this point, the events of
the adventure are likely to have taken unex-
pected turns based on the PCs’ actions, and
you should feel free to modify the climax
or resolve matters in whatever way fits the
ongoing adventure.

CHAPTER 3

Games of Discourse offers game masters advice for
running games set in the courts of the Empire, espe-
cially games that are heavy in political intrigue and
espionage. New ways to spend % in intrigue-heavy
games are offered here. A focus on the Bushidd tenet
of Courtesy is also provided, along with GM guidance
on how to engage the players in assembling courts of
memorable characters for intrigue-driven campaigns.
Finally, new rules for governing and resolving bonds
allow for deeper relationships in Legend of the Five
Rings games.



Imperial
Strongholds

The caravan had been traveling for weeks. From the village
of Beiden the carts had climbed up the Spine of the World
Mountains. They passed under the gaze of Matsu scouts, and
-;,i"“ into the forbidding, snow-shrouded Beiden Pass, the last and
i best way north this late in the year.

‘-""- ; Trouble beset the traders almost
immediately. Deep snowdrifts trapped
the carts up to their axles. Howling

™ "ff winds chilled riders to the bone, and
. v every night another pony froze upon
the iron-hard earth. Once, bakemono
ambushed the caravan, and two died
before the Yasuki bodyguard had

driven the vermin off with his spear.

- - Finally, they broke through the
last drifts, and looked out over a
vast golden plain. In the distance,
a towering structure rose from
the sea of grass. Its walls glowed
in the afternoon light, and the
keep seemed to loom over
the buildings of the sizable
community surrounding it.

Like a lion, sternly watching
over the rest of its pride.
Last Breath Castle.

Matthew Wynn (Order #20055116)
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CHAPTER 1: IMPERIAL STRONGHOLDS

Castles in Rokugan

Rokugan is rich with castles, the crowning architectural
achievements of a grand history of military innovation.
In theory, the castles of Rokugan have changed little
throughout the Empire’s history, for all castles derive
from the Imperial Palace, constructed under the tute-
lage of the Kami according to the principles of the
Celestial Heavens.

In truth, a millennium of development and the
unique priorities of the clans have resulted in countless
divergences from the fundamental and, it is said, per-
fect design of Otosan Uchi. In addition, the influence
of the early keeps of pre-Kami Rokugan can still be felt,
particularly among the Phoenix Clan. From those early
palisades, those venturesome stockades on hilltops,
castles have grown into enduring military installations
and hubs of urban and political life.

THE ROLE OF CASTLES

It can be said that a castle’s purpose is to serve as a
daimyd’s residence. In truth, it is indeed a secure place
for a daimy® to live in and for housing their family and
most trusted retainers. The castle also functions as a safe
place in which a daimyo may do their work, overseeing
the activity of their clan, their family, or their domain.

A castle is also a display of power and wealth. It
speaks for itself: castle construction and maintenance
requires the will, the resources, and the ability to train,
organize, and mobilize thousands of laborers and
craftspeople, to source materials, and to pay and pro-
tect those workers. It also requires the resources to
likewise train, organize, and assemble a garrison of sol-
diers to protect the castle even in peacetime. By virtue
of a castle’s very existence, its daimyd announces their
wealth and power to any who would challenge them.

The builder of a castle chooses its location based on
its strategic value. Castles commonly overlook import-
ant trade routes or rivers or defend vital resources.
Many are built in naturally defensible positions such as
atop hills or bluffs. Daimy® build these castles in order
to strengthen their control in that area. At other times,
daimyd build castles in hostile territory, in order to sub-
due an uprising, to legitimize a claim on the land, or to
otherwise exert control over the unruly area. The Crane
Clan built Shiro Kandai, the castle complex at Jukami
Mura, to bring law to the town’s disorderly port.

BUILDING A CASTLE

A castle is far more than a single building, or even a sin-
gle building surrounded by a wall. Most castles contain
multiple buildings (and sometimes multiple fortified

g

walls) surrounding a towering keep that dominates the
rest of the construction. Therefore, planning and erect-
ing a castle complex is a massive undertaking involving
incredible amounts of organization and labor. Castles
may take years to construct and decades to finally
complete. Castles can also expand organically. As time
passes and a daimyo or family grows in power, they
add improvements to the castle.

The earliest castles were fortified houses, simple
hilltop forts that relied upon the terrain for defense.
Innovators gradually improved these structures by
surrounding the central keep, called the tenshukaku,
with palisades, then with solid walls, then with towers.
With each defensive innovation came a clever method
to circumvent it, including the use of spies, fire, and
siege. Naturally, castles toughened in turn. Daimyo
built new castles of stone, they hired ditch diggers
and soldiers, and they sought more defensible terrain.
Most importantly, they invested in brilliant construction
techniques, which define Rokugan'’s castles to this day.

CoMMON FEATURES OF
RokuGANI CASTLES

Rokugan’s castles share many common structural fea-
tures. Among the most striking are gently sloping
gables, which are ubiquitous in snowy areas. Gables
also provide crucial protection from sun and rain, and
they are often richly decorated with meticulous tiling.
At the bases of Rokugani castles are ishigaki, or stone
walls. These sloping foundations are similarly practical,
providing a number of structural, administrative, and
defensive benefits. Ishigaki are stunning geometric
structures, built laboriously without mortar, such that
every stone fits into the wall perfectly and harmoni-
ously with every other.

The tenshukaku represents the castle complex’s
heart, the daimyd’s home. Sprawled out beneath it, the
castle grounds are no less impressive. Each castle has
its own culture, buildings, and its own marvels: some
have gardens, others have hot spring baths, and while
most have d6j6, some may have elaborate schools pro-
tecting the deepest mysteries of a clan or family’s tra-
ditions. Things the daimy6 wishes to protect and keep
close at hand are housed within the castle grounds.
The entire complex is surrounded and defended by
strong outer walls.

Daimyd choose high elevations for their castle
estates whenever possible, and the highest point
within the castle grounds is consistently where they
choose to site their tenshukaku. The tenshukaku is thus
the tallest building for miles, commonly boasting more
than three stories. It rises high above the surrounding
area, allowing anyone approaching it to spot it hours
before arriving at its walls.
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Mountain Castles and Flatland Castles

Building a castle in the mountains maximizes the polit-
ical and strategic benefits of height. The mountain cas-
tle has high ground, long sight lines, and an impressive
and intimidating facade. Further, construction on or
near a mountain gives builders a ready source of stone,
which saves a great deal of hard labor.

Plains offer their own unique benefits to a castle
builder. Flatland castles can more easily cover a large
surface area. In the absence of ridges and hills, they can
utilize the natural defenses of rivers and lakes. Even on
the plains, flatland castles typically have a close con-
nection to water, as it is easier to dig wells there. Some
coastal Crane castles are built with complex wet moat
systems, which allow for control over the flow of water
on castle grounds while avoiding unsanitary and offen-
sive standing water. Residents can even use the moats
as canals, silently floating small boats through secret
channels under the walls.

Castles as Fortresges

Although a castle must be defensible, the majority of
castles in Rokugan also serve nonmilitary purposes; for
many, warfare is a distant afterthought to diplomacy,
economic functions, and display of status. Each castle
has a different daimy®, all of whom have different goals.
For instance, many Lion Clan castles exist to train and
garrison soldiers. The Crane, on the other hand, seek
primarily to host distinguished guests, make a good
impression on visitors, and tend to their gardens. The
safety afforded by a castle makes it a good place in
which to prepare the next generation of samurai, so
many castles house schools and doj6. As wealth
declines farther away from the cities, so do

the ambitions of some daimyd; many
are content simply with protecting
their family and storing enough
food to get through the winter.

A castle is also a staging area for regional military
power; a place where the daimyo can mobilize forces
for offensive strikes, and a safe redoubt against coun-
terattack. A castle implies to onlookers that its daimyo
has deep pockets, the ability to marshal thousands of
laborers, and the will to protect the surrounding pop-
ulation. It sends a warning to would-be troublemakers,
speaking without words like a hand on a hilt: this is
mine, and [ will protect it.

PASSIVE DEFENSES

Choosing where to build a castle can be a complicated
process, with many factors and opinions influencing
the decision. Prevailing wisdom is rarely ignored: build
a castle in a naturally defensible location. The majority
of Rokugan’s castles rest on hills, cliffs, ridges, by rivers,
or on shorelines. These terrain features can drastically
limit the directions from which attacking armies can
reach a castle. However, the clans must protect their
territory wherever it is, and many of the most important
trade routes are, by their nature, in accessible and eas-
ily passable terrain. For a variety of political and practi-
cal reasons, castles can be found on flat plains or at the
intersections of wide roads.

The most important step in castle con-
struction is the process of creating
a nawabari. After selecting a
location and before breaking
ground, the castle architect
creates a “stretched-rope”
plan, a nawabari, by
placing stakes in the
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earth and stretching rope between them. The archi-
tect measures and arranges the entire castle grounds,
down to the last wall. The castle’s very soul is born
during this first vital step; its fate is half-determined,
making the creation of a nawabari the castle architect's
highest and most prestigious art. If a castle is majestic,
or cunning, or intimidating, or mysterious, it is so in
large part thanks to a good nawabari.

Castle design is a cunning art even on flat, dry land.
Rokugan’s castles deceive by design, confusing and
disorienting outsiders from the first glimpse. Naturally,
the best-kept secrets are the most valuable. Rarely will
anyone know every last secret built into a castle. The
daimyo may request the construction of confidential
storage or a private entrance, but castle architects,
construction workers, high-ranking staff, and even
audacious visitors have been known to build mysteries
into castle walls: hidden staircases and secret rooms
that even the daimyd doesn't know about.

WALLS AND FOUNDATIONS

Castle buildings are built atop the ishigaki, the massive
stone platforms that serve as foundations. Ishigaki can
also be built as the bottom portion of a castle wall,
so that half or more of the wall is a thick stone slope,
with a more traditional vertical wall built above. Ishigaki
demarcate the various areas of the castle grounds; the
low areas between ishigaki are common footpaths.
Ishigaki are unmortared, allowing them to safely
drain away rainwater from the foundation and to shake
with the earth rather than crack during an earthquake.
Steeper ishigaki are harder to build but also harder
to scale. A shallower angle provides a much steadier
base but a relatively untroubled climb. New castles are

fo

usually built in the notoriously difficult
Crane style with curved ishigaki, offering
the best of both worlds.
Climbing the ishigaki is a favorite tac-
. tic of samurai invaders. Some ishigaki
are gentle of slope, and some offer easy
handholds. One solution commonly built
into Rokugan's castles is drop chutes. From
these holes, castle residents can drop heavy
stones, boiling water, hot sand, or even
whole logs onto climbers. Some drop chutes
are permanently open, and some close
with hinged doors, but all are too narrow for
invaders to climb through. As an additional
deterrent, many castles feature rows of intimidat-
ing spikes angled downward at the tops of walls and
bases of windows.

GATEHOUSES

Cunning has refined the typical Rokugani gatehouse
complex into its current form. The first gate in a
gatehouse opens into an enclosed square called a
masugata, which has the second, primary gate on its
left or right wall. These two gates work together in
stages, like locks on a canal, forcing anyone entering
or exiting to spend time locked in the masugata. The
masugata serves as a well-protected staging area for
any departing expedition, and its angled gates force
an invading army to rapidly change direction, which
challenges the army’s orderliness and quickly dead-
ens a charge. Many castles employ several such gate-
houses. The castles of the Lion Clan, for example, have
as many as twenty masugata on their grounds.

OTHER DEFENSIVE STRUCTURES

In addition to the tenshukaku, a castle may have doz-
ens of smaller towers, most of them military struc-
tures. Guard towers stocked with arrows and spears
and staffed day and night with ashigaru or jizamurai,
may pepper the castle grounds. Higher towers may
serve special purposes: astronomy, falconry, or archery,
for example.

Moats are a feature of some Rokugani castles. Most
castle moats are placed beyond a complex’s outermost
wall or between interior walls, and they seldom directly
surround the keep. The majority of Rokugani moats
are dry. Their primary purpose is to slow attackers and
restrict their movement. Additionally, a fall into a dry
moat, onto its hard base of stone or earth, can eas-
ily kill or injure an enemy soldier. Wet moats are rare,
utilizing diverted streams or rivers, or the aid of water
kami, to keep the water moving and relatively clean.
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Only the most desperate or poor daimyd would con-
template a moat of filthy, stagnant water. Moats require
significant resources, but the results can be worthwhile
for an influential daimyo. Wet moats are almost impen-
etrable by infantry, especially armored soldiers. Swim-
ming is loud and slow, making unarmored soldiers
sitting ducks on the water's surface. At the bed of a
wet moat lies a layer of sticky mud, which ensnares and
drowns unprepared invaders in heavy armor.

Castle towers and other castle buildings typically
appear (from the outside) to have an odd number of
stories, usually one, three, or five. However, only rarely
does the frame match the facade. What appears to be
five stories on the outside may conceal four to seven
stories within. In addition, a castle may have secret

floors at the top or bottom—a hidden cellar built into
the ishigaki or a concealed attic tucked up under a
hollow roof. Secret floors can complicate an invasion,
allowing a castle’s inhabitants to hide vital resources in
unexpected “invisible” stories.

Castle builders must think beyond heavy gates
and confusing pathways. Frontal assault is not the only
attack a castle may suffer. Rokugan’s castles of wood are
famously susceptible to fire, whether started by arson or
lightning, so exposed wood is coated with a fire-resis-
tant lacquer or white plaster. Assassins can be deterred
from climbing into windows by the clever placement of
spikes at window ledges. Castle floors can be built to
creak loudly when walked upon. The chirping sound
gives such floors the name “nightingale floors.” Guards
practice the rhythm of their footfalls in order to differen-
tiate between the sounds of a friend and an outsider.
Occasionally a castle suffers a sapping attack,
whereby a team of diggers destroys a section

of its walls by digging a tunnel beneath it and
then collapsing the tunnel. Enemy forces have
also dammed and redirected rivers to

1
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INTENTIONAL FLAWS

A castle builder's greatest trick is the inten-
tional inclusion of a flaw in their designs—or
the appearance of such. Of course, the more
impenetrable a castle seems, the more it dis-
courages invasion. Nevertheless, some may
still seek to take the castle, and if they believe
they could never breach the castle walls, they
may settle into a siege, use incendiary tactics,
or attempt another unconventional attack. In
order to discourage these subversions of a
castle’s defenses, the architect must encour-
age an invasion by building a semblance of
vulnerability into the castle. The architect
usually slightly obscures this vulnerability in
order to deceive prospective invaders into
believing they have discovered a real weak-
ness. However, should an invader take advan-
tage of the vulnerability, they find themselves
trapped, baited like trout.

flood a castle. These unconventional attacks can be
caught early by watchful patrols, but preventative mea-
sures also can be taken during the building process.
Sturdy ishigaki are less susceptible to sapping attacks,
and architects aware of flood danger can build drain-
age precautions into the nawabari.

Siege is a serious threat to any castle. During a siege,
the attacking force prevents the defenders from leav-
ing and from acquiring supplies. A castle builder can
plan for this contingency far in advance by constructing
large and well-defended storehouses, digging deep
wells, and building clandestine means of ingress and
egress through which people and supplies can secretly
make their way to and from the outside world.

ACTIVE DEFENSES

Effective castle defense relies upon more than just tricks
and walls. Garrison soldiers are vital to the security of
any castle. Garrison life is one of constant readiness and
routine for both ashigaru and samurai, though each cas-
tle’s routines may differ substantially. At the walls and in
the towers day and night, vigilant warriors watch over a
castle, protecting it from fire and invasion.

When diplomacy falters and the drums of war
begin to echo, the daily lives of a castle’s garrison and
population change rapidly as the castle converts into
an active military headquarters. All at once, the walls
need new plaster, the moats need new depth, and
the storehouses need extra reserves in case of siege.

12

The captain of the guard assigns soldiers extra shifts
at watchtowers, bridges, and gatehouses. Guards must
remain vigilant in their enforcement of castle security
measures such as restrictions on how many retainers
may follow a noble into the daimyd’s private quar-
ters or even more trivial rules like the smoking ban at
Shizuka Toshi. Patrols are increased, and soldiers train
even more constantly than before, their honor and their
duty to their daimyd resting heavily on their shoulders.

Castle Residents

Alive with activity, the castle is the beating heart of a
daimyd’s territory. Much of noble life takes place in it:
politics, courtly intrigue, wartime strategizing, trade
negotiations, marriage and adoption arrangements,
and debate. However, for peasants, castle life consists
of hard labor, long hours, cooking and cleaning, and
training and guard duty.

PEASANTS

In most cases, the castle’s peasant staff live in the town
outside the castle walls. Very few castles can house
their entire staff, comfortably or otherwise. Some cas-
tle towns are populated almost entirely of castle atten-
dants. In peacetime, remote castles, castles under
construction, and castles high in the mountains are
commonly staffed with just enough people on duty to
keep them operating smoothly. At the outset of war, or
if the daimyo expects special guests, workers are called
back to their posts, packing into temporary lodgings
inside the castle, and the castle kicks into full gear.

A castle stirs to life before sunrise, as the cooks and
bakers arrive through a servants’ entrance to prepare
the day’s meals. The quality of these meals is deter-
mined mostly by the wealth of the daimyd. Smaller
castles and military fortresses tend toward nutritious
but unromantic fare, prepared simply and served on
a rigid schedule. The palatial halls of wealthier daimyo
burgeon with sumptuous aromas; their kitchens may
have a bountiful menu on offer at all times of day. The
kitchen staff report to the head cook, who reports to
the seneschal. Good head cooks are hard to find, par-
ticularly in far-flung regions of Rokugan. Reliable and
skilled cooks are rewarded with substantial power over
the kitchen, outranking everyone but the daimyd and
karé regarding culinary matters.

Peasant stablehands, who report to the head
groom, tend to the daily care, training, and breeding
of the daimyd’s animals. Peasant soldiers may serve as
part of a castle’s garrison; they are trained and assigned
duties by a samurai captain, who is responsible for the
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castle’s defense. Castle staff may also include hunt
masters, musicians, entertainers, gardeners, scouts,
cleaners, sake brewers, and more. All the castle staff
report, directly or indirectly, to the karo.

CLERGY AND SAMURAI

Virtually all castles maintain one or more shrines on the
grounds. Priests can be found in most of Rokugan's
castles, but especially influential daimyé might also
retain a shugenja to see to the castle’s spiritual needs.
The religious advisor on site is tasked with maintaining
the castle’s relationship with the spirits, and in many
castles is a close advisor to the daimyo.

As is to be expected, samurai hold the most import-
ant positions in a castle (although in some poor house-
holds, positions may be left “unfilled” while a peasant
handles their actual duties). While these include a range
of roles including the captain of the guard, the emissar-
ies and diplomats, the heads of any military forces, and
any shugenja that live in the castle, the most notable
samurai in a household is usually the karé.

The kar6 is the advisor responsible for directing
the castle’s daily operation and upkeep. They super-
vise and manage the servants directly, they draft the
budget, they orchestrate the schedule, and they
closely consult with the daimy® on day-to-day affairs.
In Rokugan, the kard is frequently a noble, offered the
position for political purposes. Due to their broad dis-
cretionary powers, the respect they command among
the castle staff, and their closeness to the daimyo, the
karé's word is second only to that of the daimya.

Castle Towns

It is said that a castle is the seed of a city. While a cas-
tle complex can itself be a small town tucked inside
the castle walls, once a castle is established, a town
is likely to form around it. A castle offers protection
and employment to people in the area, encouraging
urban growth. Eventually a castle town may become an
important location on its own.

Each castle town grows differently, developing its
own culture and industry along the way. Nevertheless,
development often falls into familiar patterns, as the
Celestial Order reflects itself in the town layout.

Samurai who do not live within a castle usually reside
just outside its walls. The highest-ranking samurai tend
to build their estates closest to the castle grounds. Most
of these towns designate particular areas for merchants
and artisans, and craftspeople settle where they will.
Smaller temple districts grow on the outskirts of the
town, while larger temples may be centrally located.

A daimy6 depends upon the local population to
support their castle. The castle town processes, pre-
pares, and stores food grown in the surrounding lands,
supplies recruits, and is responsible for the substantial
work of castle maintenance.

The local population, in turn, depends upon the
daimyo for support. The castle daimyd often works in
tandem with a city or provincial governor to protect
the castle town from disaster, disease, and crime. The
castle succeeds if the town succeeds, after all. Many
daimy6 appoint a magisterial officer to represent the
daimyd’s interests to the castle town’s administration.

SOLDIERS AMONG THE CLANS

Each clan and family takes a unique approach
to garrisoning its castles, reflecting its particular
priorities and tastes. An individual lord’s personal
preferences further color the makeup of their cas-
tle’s standing soldiery, to the point that no two
castles in Rokugan follow the same model. Not
only does the number of soldiers within a castle’s
peacetime garrison vary drastically, but so does
the nature of the warriors.

In the “ideal” castle of the Crane, not a single
peasant ashigaru is to be found, but only trusted
jizamurai, whose ancestors served in the same role
for the previous ten generations. Among the forti-
fications of the practical Crab, hereditary ashigaru,

farmers displaced by the depredations of Shad-
owlands monsters, and samurai might train and
stand vigil side by side. The Lion Clan invariably
maintains substantial garrisons that drill con-
stantly and often include a combination of highly
trained ashigaru and bushi. The mountain castles
of the Dragon Clan may host the most varied and
unusual garrisons in Rokugan, where séhei warrior
monks might walk the grounds, and guards whis-
per of birdlike tengu who are said to patrol the
skies above. However, stories of hidden Phoenix
castles protected only by guardian kami hint at
even more wondrous and nontraditional defenses
to be found within the Emerald Empire.

2005511 6)
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Fu sui (or feng shui as

it is called in Chinese)

is a real-world practice
and should be treated

with all proper respect
as such.
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Castles as Political Centers

Across Rokugan, kyaden and shiro serve as monu-
ments to the engineering prowess of the clans. Some
castles are bastions of military might, like Y&jin no
Shiro, with its majestic lion statues standing defiantly
at its entrance. Others are sanctuaries, like Dragon’s
Breath Castle, hidden amid the jagged cliffs of Iron
Mountain. The most dangerous lull visitors into a sense
of false security with peaceful surroundings, like one
of the Emerald Empire’s crowning jewels, Kytaden Doji,
the Esteemed Castle of the Crane. Its stark white cliffs
and terraces lined with cherry blossom trees are a
facade. Behind clan banners, masonry, and exquisite
tapestries lies an intricate web of deception and politi-
cal manipulation waiting to entrap the careless courtier.
Only those armed with the cunning to avoid the assas-
sins, ruthless courtiers, and powerful nobles inhabiting
the treacherous political landscape within can hope
to survive.

Castles’ geographic locations may provide insight
into a clan’s mind-set. For instance, the isolation of
holdings in the difficult-to-traverse northern mountains
dissuades outsiders from visiting the aloof Dragon.
The Unicorn, on the other hand, place their structures
on open plains for both practical and tactical rea-
sons. Such sites give their mounted warriors space to
maneuver around encroaching enemies. Further, their
placement at the confluences of trade routes serves to
funnel business through Unicorn strongholds, enabling
the Unicorn to bolster their economy while avoiding
political ostracism.

IDENTITY BY DESIGN

The ancestral castles of Rokugan hold familial, politi-
cal, and spiritual meaning, each an embodiment of its
clan’s and family’s ideology and temperament. The lay-
out of ancillary buildings and statuary, the craftsman-
ship and design of stonework and woodwork, and the
selection of works of art all reveal elements of clan and
family identity.

Design Elements

A daimy6 who has a castle constructed or altered
employs architects to translate their vision for
its design, encapsulating their clan’s
identity. The stone archways of
Lion castles, for example,
feature intricately carved
murals depicting great

Lion Clan fables that

KARMIC STRUCTURE

The idea that balance should be found in
all things is an ancient one, predating even
Rokugan itself. Within Rokugan, a key ele-
ment of this balancing act is understanding
the kami, and so priests work with architects
and builders to ensure that castles, fortresses,
monasteries, and towers adhere to the princi-
ples of fi sui. According to these principles,
each structure and room must provide balance
to the kami who reside within. This is accom-
plished through sacred geometry, decor, and
interior design, and may be done by the head
priest, or even a prominent shugenija.

Beginning in the first century, spiritually
directed construction became very import-
ant to the fierce and enigmatic Kuni family,
who firmly believed in harnessing the energy
around buildings and places to stave off evil
creatures such as oni. Embracing this practice
hundreds of years later, the Crane’s Asahina
family instead began using it to establish a
balance between aesthetics, practicality, and
spiritualism. This system of geomancy har-
nesses the natural energy of the land—its
ki—and the favor of the spirits who inhabit it
to positively affect a family’s fortune.

convey the Lion’s most cherished values of bravery, loy-
alty, and victory. The spindly high towers of Mountain’s
Anvil Castle represent the Dragon Clan’s stoic nature
and resilience in the face of adversity. The Phoenix mix
red tint from the redwood trees of their lands into all of
their roof tiles to suggest that the Phoenix speak with a
single voice.
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Purpose and Placement

The closer a building or facility is to the central keep,
the more important it usually is. Rooms within castles
also follow this rule; the daimyd’s quarters are centrally
located, often on a top floor, and the most important
spaces tend to be as near the daimyd’s quarters as pos-
sible, the less important being sited nearer the outer
walls. For example, libraries receive pride of place
in Phoenix Clan keeps, a constant reminder that the
Phoenix revere knowledge above all else.

Attention can also denote importance. Crab Clan
fortresses elevate function over form, devoting the
most space to towers, mustering rooms, and even for-
tified rooms in the interiors of castles. Their utilitarian,

UNLUCKY NUMBERS

In the Japanese language, the word four can
be pronounced “shi,” which sounds like the
word for death. Similarly, the word for nine,
“ku,” can also mean agony or torture. Much
as the number thirteen is considered an ill
omen in English-speaking countries, the num-
bers four and nine are considered unlucky in
some contexts.

As the Rokugani language is primarily
inspired by Japanese, these same phonetic
coincidences can be reflected in certain ways
in Rokugan, including:

@® Buildings with only four floors attract
vengeful ghosts, oni, and other malig-
nant spirits. This might lead to fewer
buildings with only four floors, and
including a building with four floors
might foreshadow an scene with
twisted supernatural beings.

® Rokugani interrogators might refer to
their chambers jokingly as the “ninth
room."” These rooms are located below
ground to muffle the ghastly screams
of hapless victims trapped within their
bloodstained walls.

he number

_ ceep in mind that these are real-.
“world cultural mores that have been adapted
to the setting. Therefore, they shouldn't be
utilized in a frivolous or disrespectful manner.

Mymn (Crder #20055116)
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battle-worn strongholds convey their singular focus on
defense. Visitors to Unicorn lands may notice that their
stables are more elaborate than their living quarters,
reflecting the Unicorn reverence for their horses.

Sometimes, the true purpose of a building is con-
cealed, or twofold. The Scorpion, for example, construct
castle bathhouses for use by their nobles. In addition to
using them for cleansing, they often host quiet meet-
ings there, amid dripping walls or in steam-filled saunas.
Exposing opponents physically can leave them off guard
emotionally, providing hosts an edge in negotiations.
The baths also allow a measure of safety, assuring every-
one there are no hidden weapons among them.

Focused Decorations

During celebrations, festivals, and other social events,
a daimyo might spend a small fortune remodeling
their estate to communicate a specific message to
visitors. Most of the Great Clans, but especially the
Crane and Phoenix, curate displays of artwork before
important visitors arrive to convey unspoken mes-
sages. If a Crab Clan emissary is visiting Crane lands,
the local daimyé might hang a painting depicting the
Kaiu Wall, Crab banners held high, and white-feath-
ered cranes perched below, suggesting an offer of
support. Before negotiations even begin, the astute
observer receives a message of intent.

Elemental Decor

Spread throughout castles are dedications to the five
elemental forces of Air, Earth, Fire, Water, and Void.
Artisans who study the teachings of fa sui dedicate
rooms, and sometimes entire floors, to single elements
by hanging banners, paintings, and other decorations
displaying elemental colors and iconography.
Arrangements of red camellias might represent
the heat of passion and flame, while a blue-and-white
urn might denote gentle waves of water. Artisans use
art forms like ikebana flower arrangement to create
these messages, while architects incorporate the cos-
mic hierarchy of the Five Elements into their major
projects, starting from the ground with Earth and
working upward to Water, Air, Fire, and Void.
e e
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FLEXIBLE DESIGNS

Adjustable walls give
flexibility to rooms that
may need to serve myriad
purposes. Partitions and
walls made from paper
on wooden frames slide
along tracks, allowing for
speedy reconfigurations.
Meeting rooms may
quickly become a dojo,
then later a banquet hall.
This is particularly useful
during special events
where space is limited,
especially within smaller
kyiiden during major
gatherings such as the
Winter Court.



HONORARY KYUDEN

CHAPTER 1: IMPERIAL STRONGHOLDS

While the mammoth
Kyiiden Hida can easily
accommodate a Winter

Court, its constant focus
on fighting the evil armies
of the Shadowlands

make such a distraction
dangerous and impracti-
cal. However, Rokugan’s
Emperors have understood
the political stigma a

clan faces when it has no
kyiiden. For the countless
sacrifices the Crab have
made to protect Rokugan,
Emperors have honored
the main castle of the
Hida, along with several
other Crab holdings, with
the title kyiiden.

CLIMBING THE RANKS

KYUDEN AND SHIRO: THE
IMPORTANCE OF NAME

The walled castles housing the families of daimyd of
regional or greater importance are known as shiro.
Most daimyd work toward elevating their shiro to a
kytGden, which requires an Imperial decree and usually
means that the castle complex can hold an Imperial
Winter Court. To host a Winter Court, a shiro or kyaden
must be able to accommodate at least 250 guests, all
at a level of comfort and luxury befitting the Emperor
and Rokugan’s most esteemed samurai, and it must
provide ample space for activities and events, as well
as spectator seating.

Although the Emperor can travel anywhere within
the realm, such an august individual rarely leaves
Otosan Uchi except to attend Winter Court, due to
the risk of assassination, kidnapping, or ambush. As
a result of such risks, geographical placement may
also impact a shiro’s eligibility to become a kyaden
and host a Winter Court. Crab and Unicorn holdings,
for example, rarely host Winter Courts since the Crab
lands border on the Shadowlands and the Unicorn
are isolated in the far West. Though long-established
kyaden play host to most Winter Courts, the Emperor
may name a qualifying shiro instead, usually granting
it the title of kyaden.

TABLE 1—1: CASTLE STAFF ROLES

HEART OF POWER

A kytden or shiro is both a home and a political center
for the aristocracy who reside within. Inside its walls,
a family’s political heavyweights do battle across the
courtroom, negotiate alliances, parley with enemies,
and discuss economic and social strategies impacting
their provinces.

Daimy6 are the heart of an estate, making daily
decisions and focusing on the goal of strengthening
their province or region. They establish a chain of com-
mand to help ensure that others follow their vision and
edicts. Individuals within a daimyd’s estate hold spe-
cific stations based on their standing within the greater
Rokugani community. TABLE 1-1: CASTLE STAFF
ROLES provides a breakdown of the administrative
structure within a castle.

High ranking advisors, or hatamoto,
engage in rigorous debate before presenting ideas to
their daimyo. Most of the issues they raise fall under
one of three key areas of concern: administration, secu-
rity, and spirituality. Administration encompasses the
management of human resources, food, supplies, and
trade. Security involves the fortification of the estate,
the protection of the daimyd, and the disposition of
any armed forces stationed there. Issues of spirituality
are those that relate to satisfying the kami and under-
standing the Tao of Shinsei. Through this process, the
daimyo becomes well informed about any points of

samurai

POSITION ROLE RESPONSIBILITIES STATUS
PCs can become Estate
_Dalmyo oridrolviy E S s Responsible for the management of the estate and its
il (e e 1) Dst‘ate _ s holdings. Directly answerable to a daimyé in charge of the 59
aimyo estate ) .
entire family.
Kard The seneschal Responsible for the actions of all staff within the estate. 50
(head of staff) Expected to atone for all dishonorable transgressions within.
Responsible for a portfolio allocated by the daimyd. Estates
Hatamoto may contain as many as five to eight such positions. Port-
to an Advisor to the folios include defense, political relations, resources, reli- 45
Estate daimyo gious observances, trade, and treasury, along with areas of
Daimyo responsibility specific to the estate (for example, an estate
on a river may have a marine advisor).
A commissioner, Responsible for managing staff assigned a specific task.
o or medium-level Answerable to the hatamoto whose portfolio includes 40
administrator responsibility for the task. Upon completing a task, they are
and overseer reassigned or become hikan.
Answerable to bugyd. Although hikan are considered
equal, they may have an unofficial pecking order based
Hikan Samurai/noble on experience and daimyo favoritism. Ranking may vary 35-39
between clans; for instance, the Lion honor their brave war-
riors above others.

Matthew Wynn (Order #20055216)" -
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concern and can make decisions based on all the facts
and considerations presented.

The effectiveness of a daimyd’s administration is
dependent upon collaboration among their advisors.
Like many bureaucrats in Rokugan, a daimyd's advi-
sors may possess conflicting agendas both dogmatic
and personal. The courts of prospering estates are
close communities, setting aside differences to work

together for com-
mon goals. Unfor-
tunately, the more

power an estate con-
tains, the more likely it
is that corruption and hid-
den agendas have crept into
its court.

Individual advisors form alli-
ances and clash as they jockey for
position, smear each other to gain favor, or conspire
to downplay a rival’s concerns. Their motivations may
include a desire for promotion within the court, to gain
favors from opposition, or to establish an excuse in
order to shift blame. However, those who are constantly
at odds with their counterparts may well find themselves
ostracized, with compromise their only solution.

ESTATE DOJO

Most large estates house at least one dojo where
students train in the arts of a particular clan tradi-
tion. These schools vary in attendance, shape, and
size depending on the needs of the school and
number of students. For instance, the Crane stu-
dents of the Doji Diplomat School require minimal
space because most of their studies are conducted
in courts throughout Rokugan. On the other end of
the spectrum, the Unicorn’s Utaku Battle Maidens
require large compounds for animal husbandry and
horse training. Some schools have multiple d6jo
spread across their clan’s lands, while others have
only a single location for training where all students
congregate. A few have no formal d6jo at all, treat-
ing the world itself as their training ground.

Placing dojo for multiple schools in the same
place can be beneficial when they complement
each other. For instance, the dojo of the Doji
Bureaucrats and Daidoji Spymasters are frequently
collocated. Both traditions exist amicably, each

feeding the other’s intelligence networks in a symbi-
otic relationship as they gather intelligence for their
daimyd. Schools like this combine their resources
and even facilities, giving the daimyo additional
room for soldiers, staff, and supplies.

In contrast, bushi schools like the Lion’s Akodo
Commanders and the Matsu Berserkers are
healthy rivals. Keeping their dojo apart but peri-
odically exposing the students to one another at
shared training facilities feeds a beneficial compe-
tition between the two martial traditions. Instruc-
tors use this rivalry to breed competition which
motivates students, drawing out hidden talents
otherwise buried behind complacency.

Some other schools must be kept apart for the
sake of harmony. Shugenja schools are notoriously
covetous of their mystical secrets, and many pre-
fer that knowledge of their invocations stay out
the hands of other traditions—a risk that proximity
would magnify.

20055116)
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Daimyo who are not invit-
ed to the Imperial Winter
Court often hold their
own court. These lesser
affairs provide similar
opportunities to strategize
with neighboring leaders
and samurai, even if less
prestigious. Shiro Han-
zoku of the northern Crane
provinces hosts one such
event. Daimyo Doji Tsuyo,
a relative newcomer to the
political stage, organizes
the festival for Crane
nobles, allowing him to
ingratiate himself with
those of higher standing.

Matthew Wynn (Order #20055116)

The Winter Court

The winters of Rokugan bathe its landscapes in a sea
of snow, hampering agriculture, trade, and travel.
While farmers and merchants take refuge from the
cold in their homes, the aristocratic elite take part in
the time-honored tradition of the annual Winter Court,
the most important social event in Rokugan. This event
stems from the Emperor's desire to bring the Great
Clan leaders together to hear their sovereign’s vision
for the coming year and plan its implementation. The
Winter Court is a lengthy affair, commencing the first
week of the Month of the Boar and ending when the
first cherry blossom blooms, a few months later.

LocATION, INVITATIONS,
AND PREPARATIONS

The Winter Court's location is decided during the last
week of winter, immediately following the end of the
preceding Winter Court. The Emperor then carefully
considers how to word each invitation to communi-
cate favor, present the agenda and goals for

that year's event, and prevent undue

animosity or offence between
clans. Once the invitation

list and wording is decided, the hosting daimyd begins
sending invitations, each sealed by Imperial scribes.

Tradition dictates that each of the Great Clans
receive thirty invitations that may be distributed
amongst their leading families and vassal clans. Each
attendee is expected to bring a small number of atten-
dants, y6jimbo, and servants (although the size of the
venue may force some of these retainers to stay in the
communities surrounding the palace). The Emperor
may reserve several invitations for smaller clans, indi-
vidual samurai who attract notice, and in the rarest
circumstances, even ronin. Over the following months,
nobles work to improve their clan’s standing. Often,
less established clans seeking recognition barter with
invited daimyd for inclusion, offering favors, gifts, or
even stipends in exchange for an invitation. No price is
too great to attend Winter Court, thanks to the deals
and social standing that can be gained there.

Meanwhile, schedule preparations commence in
earnest. Daimy6 face pressure to create unique expe-
riences that outdo those of previous Winter Courts,
often paying homage to Winter Courts of old, bringing
back older events with new twists. However, organiz-
ers who plagiarize events risk scandal, as this may be
seen as challenging the previous organizer’s honor. For
instance, in 1109, host Asako Tokawa, too preoccu-
pied with a torrid affair, accidentally duplicated several
events of the previous year's Winter Court. His family
bears the shame of the mistake to this day.
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EVENTS

Banquets, political engagements, and private meet-
ings allow guests to verbally spar with rivals and forge
new alliances. Games and challenges keep samurai
entertained, and festivities allow nobles to socialize
with the Rokugani elite.

Event organizers research their participants well in
advance, establishing the desires of each attendee.
Planners then design each event with painstaking
effort, ensuring they satisfy the experiential thirsts of
each participant. Ceremonies honor the deeds of indi-
viduals across the realm, while musical performances
warm the hearts of participants. Political meetings
aimed at settling disputes or brokering alliances occur
daily, while nightly banquets satisfy the appetites of
event-weary participants and provide nobles time to
bond over their experiences.

The Business of Winter Court

Each day at Winter Court after a hearty breakfast, the
Emperor issues decisions, decrees, and rulings cover-
ing a host of issues. Afterward, courtiers engage in a
multitude of separate political discussions, trade nego-
tiations, and backroom deals. The agendas for these
meetings may include issues of diplomacy, finance,
logistics, and war, among others.

Courtiers may also bring new issues to the Emperor
at this time. Property claims, territory and trade disputes,
proclamation of new laws and treaties, and business
relating to the defense of the Kaiu Wall get preferen-
tial treatment when new business comes before the
Emperor. Anyone who can silence the bickering between
Crane and Lion Clan members quickly earns favor with
the Emperor and any number of annoyed nobles.

Social Entertainment and Events

Winter Court also features tea ceremonies, lunches,
lavish dinners, and performances, including at least
one formal gathering per week. At these formal
events, guests don their most exquisite attire, hop-
ing to advance socially or even impress the Emperor.
Fashion-conscious nobles set the Winter Court abuzz
in unique garments and gowns, setting the trends for
the year to come.

Other events include everything from masked gath-
erings where guests wear elaborate guises to poetry
readings in snow-swept gardens full of artful ice sculp-
tures. Plays, acrobatic performances, and music recitals
play out under the backdrop of social pleasantries. Arti-
sans shine in this environment, their masterpieces on dis-
play. Gifted orators and storytellers entertain audiences

at evening banquets, bringing news and creating excite-
ment among patrons eager to hear their tales. Scribes
and writers seize the opportunity to communicate their
concerns or offer support on political issues, hiding their
meaning in poignant verse. However, there are risks in
performing for such an august audience—a catastrophic
performance in front of the Emperor is likely to result in
an appointment to an “extremely vital” post in some far-
flung corner of the Empire or selection as an envoy to a
particularly distant part of the world.

Contests and Games

Winter Court offers numerous games of chance,
skill, and strategy, often organized into tournaments.
Archery competitions, hunting trips, swordplay tour-
naments, and sumai wrestling matches are available.
Each game emphasizes friendly competition, allow-
ing guests an opportunity to relax and refocus before
returning to their official duties.

COURT OF LIES

While the Winter Court might seem like a
strange place to use shinobi, it is actually
very common for courtiers to employ covert
agents. At the behest of would-be kingmak-
ers, shinobi employ their singular skills to
surveil targets, procure private documents,
intimidate rivals, and put words in the right
ear. Some courtiers stoop to using assassins
who lurk between alleyways and rooftops,
interrogators who specialize in information
extraction, and even practitioners of evil sor-
cery capable of carving details from a per-
son’s mind. The Winter Court might seem
placid, but beneath the courteous fagade, it
is a battlefield where the fates of clans are
decided and the wise use every tool at their
disposal to ensure their success.

During Winter Court, each clan likely has
several spies hidden within their retinue. Since
direct covert interaction is usually impossible
in crowded venues, operatives use secret sign
languages and ciphered speech to communi-
cate, and they leave behind carefully coded
messages in everything from the poems
passed during the Game of Letters to the
artful flower arrangements placed on display
each day.
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GAINING GLORY

PCs can become a Win-
ter Court Champion via
titles (see page 128).
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Events that
challenge the ath-
letic abilities of attend-
ees are popular, such as
kemari, a ball-passing game
requiring agile feet, and others favored
by the host's clan. Shugenja compete in challenges that
test their influence on the five elemental forces, while
spirited courtiers compete in sadane, a game in which
contestants take turns exchanging clever insults while
maintaining composure. Strategic board games like Go
and shogi also keep the more cerebral visitors engaged.
Winners gain the title of Winter Court Champion for
that event, earning all the glory that comes with their
title. Sometimes, winning comes with additional duties
at the next Winter Court, which offers further opportu-
nities to gain favor from the Emperor. Most compet-
itors revere such accolades, and winners make every
effort to defend their title the following year.

Ceremonies and Festivals

The Kangei Ceremony of Welcoming opens each
Winter Court. Not limited to the grounds of the host-
ing kyaden, the ceremony spills forth as a week-long
celebration throughout the castle town, pulling all
inhabitants into the atmosphere of revelry. During the
ceremony proper (which occurs on the first day, after all
guests have arrived), each guest is announced, includ-
ing the clan champions, and they present themselves
before the Emperor for acknowledgment. The champi-
ons then address the assembly, often setting the tone
for the next few months.

Festivals celebrating historical events, individual
achievements, or religious occasions occur sporad-
ically. Other ceremonial events, including gempuku
coming-of-age ceremonies, weddings, and services
honoring those lost throughout the year, are common-
place. One especially important event is the Greeting
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of the Spirits, at which the hosting daimyd honors the
spirits presiding over the kytden and its guests. In a
traditional ceremony near the beginning of Winter
Court, the host bathes in purifying hot springs or walks
barefoot across fiery coals to signify their cleansing
by flame. The event quickly turns into a social gath-
ering, serving as an icebreaker for those new to the
Winter Court.

DINNER OF THE
STALKING TIGER

A festival called Shouting Day occurs during
the last week of Winter Court as part of its
closing ceremonies. On Shouting Day, peas-
ants scream their complaints to Osano-wo,
the Fortune of Fire and Thunder. This takes
place during the Dinner of the Stalking
Tiger, organized for the nobility and samurai
to honor of the peasants in thanks for their
efforts throughout the year. The attendees
dine on a humble meal of steamed vegeta-
bles and rice. Assigned seating ideally pro-
motes cooperation between clans. However,
all guests must remain silent, respecting the
messages to Osano-wo being screamed by
peasants throughout the realm. Breaking this
silence is considered very disrespectful and
results in immediate expulsion from the eve-
ning’s activities.
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Sample Castles

The following locations are examples of some of the

. more famous castles in the Emerald Empire. Each has

its own elements that make it unique; while some are
bastions of military might, others are dens of intrigue,
centers of court politics, or home to even more eso-
teric activities.

Last Boreatl Castle

The Spine of the World Mountains arc across central
Rokugan, dividing the Empire into north and south.
Only one mountain pass opens wide enough to allow
an army through: Beiden Pass, which connects the Lion
Clan’s southern provinces to the northeast edge of
Scorpion lands. Beiden Pass is the most direct and saf-
est route through the Spine and the most popular one
for caravans. Historically, controlling the pass means
controlling trade and travel in central Rokugan.

A low rocky hill rises just below the north end of the
pass, and there, the orange-and-gold banners of Shiro
Matsu, Last Breath Castle, flutter loudly in the high
wind. Shiro Matsu’s central keep perches atop the hill,
while the rest of the castle sprawls out below it. From
its position, it dominates Beiden Pass, staking a claim
of control over the Crossroads of the Empire.

Last Breath Castle’s footprint is one of the largest in
Rokugan, exemplifying the sophisticated and effective
castle design of the Lion Clan. The castle complex is
very wide, spread across and alongside the hill. The
pass opens around the castle. To the east lies the Lake
of Sorrows, beyond which lie the Crane lands. Just to
the west against a stony hillside rests the Hall of Ances-
tors, a sacred temple to the fallen warriors of every
Lion family. To the north is the Valley of Storms, a fertile
plain of rolling foothills and black earth, dotted with
comfortable farming villages.

The castle is the home of the Matsu family daimyd,
Matsu Tsuko, the Lady of Lions. From here, Tsuko claims
command of Beiden Pass and strikes out against rivals
seeking claim to Matsu lands. Tsuko is as renowned
for her menacing fury as for her devotion to Bushido
and to the Empire. She takes no insult lightly, and she
has a broad definition of what constitutes an insult. As
daimyd, she insists that each of her senior staff deliver
briefings with exceptional detail, which she hears out
with trademark intensity. Likewise, her commands to
castle staff are exhaustively specific and must be car-
ried out to the letter.

2005511 6)

Matsu Castle, or Shiro Matsu, is a military installa-
tion, a citadel devoted to the instruction of its garri-
soned soldiers. But the castle’s greatest strength does
not come from its walls, its location, or its nawabari: its
strength is found within its people. Last Breath Castle
was founded not only on a low hill over a profoundly
important strategic trade route; much more than that,
it was founded on and continues to draw its strength
from its denizens’ sweat and toil, their labor and disci-
pline. Calloused hands till the earth, ring the bells, and
draw the water—and without them, the castle would
fall. And so the Lion Clan invests in its people.

STRENGTHS AND
WEAKNESSES

One of the oldest castles in Rokugan, Last Breath Cas-
tle stands on the site where Matsu first met the Kami
Akodo. Its walls, constructed with the aid of Crab Clan
engineers, were built to withstand fire, earthquake,
and, some say, even supernatural threats. The castle’s
high location not only aids in defense, but provides a
vantage point over the pass and surrounding lands,
offering a clear view of approaching threats. Its gar-
rison is responsible for guarding the region’s trade
routes and Beiden Pass. Defense against aggression
from the Scorpion and Crane has grown in importance,
and stands as Shiro Matsu’s primary duty in these trou-
bled times. The daimyd has her soldiers train cease-
lessly, maintaining more than enough force of arms to
respond swiftly and overwhelmingly to any invaders.

Shiro Matsu has never fallen in battle, and those
who visit it soon understand why. The grasslands sur-
rounding it offer no cover on the approach, and the
switchback road leading out of the pass—known as
the Lion's Teeth—hosts more guardhouses than any
other in Rokugan. If invaders managed to breach the
towering outer wall, they would find themselves within
expansive grounds subdivided by thirty-foot-high inner
walls. Every building within the inner walls is built to be
defended, with sturdy walls, thick doors, and thin win-
dows that double as arrow slits. Finally, the keep itself
is accessible only by lengthy stairways that would leave
intruders exposed and vulnerable.

Outside the inner bailey, the castle’s barracks, train-
ing grounds, and doj6 sprawl across the grounds. Guest
housing provides only modest comfort, even by Lion
standards; Shiro Matsu's importance as a political center
is remarkably minor despite the considerable economic
importance of the city that extends around it.

Even during times of peace, Last Breath Castle main-
tains a garrison of thousands of ashigaru and samurai.
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In fact, at nearly any given time, all of the Lion families
have contingents present there. Of course, the notorious
berserkers and beastmasters of the Matsu are in them-
selves enough to ward off any but the most determined
or foolhardy attackers. These unusual and fearsome
warriors maintain their own barracks at an almost-com-
fortable distance from those of samurai from other Lion
families and of the ashigaru. The beastmasters sleep
alongside their charges and servants are quite careful
while working within the presence of such fierce mounts.

BEIDEN OVERLOOK

The lookout post on the southeastern end of Beiden
Pass is only a few li from Beiden Province; in fact, the
outpost falls within Scorpion territory. Yet, perhaps due
to the proximity of Last Breath Castle and its substantial
garrison, the Bayushi family seldom contests the Lion’s
claim to the mountainside watchtower. With no walls
and no keep, the lookout post would make easy prey
for any Scorpion force who sought to take it, however
briefly, but defense against an assault is not its purpose.
The bushi stationed at the Beiden Overlook are there to
provide advance warning to Shiro Matsu of approaching
attackers, and so are equipped with some of the fastest
horses in Lion lands. Any warrior at the outpost would
proudly give their life to protect a messenger.

CASTLE CULTURE

To courtiers accustomed to courtly life nearly anywhere
else in Rokugan, life at Last Breath Castle is almost
unbearable. Many dignitaries of the Crane, Scorpion,
and Phoenix consider an assignment to Shiro Matsu a
sign of their lord's great disfavor. It is true the Matsu
care little, if at all, for diplomacy, art, or commerce—
despite their castle’s traditional role as defender of
trade routes. The interior of Last Breath Castle is stark,
lacking even much of the martially themed decor of
other Lion holdings.

Matsu Tsuko and her samurai vassals are likewise
blunt to the point of rudeness, and guests seldom
feel welcome within the castle walls. Each morning,
guests wake before dawn to the violent sounds of
hundreds of soldiers engaged in practice drills. While
the Matsu hold no malicious intent with this disrup-
tion, neither would they countenance putting off daily
drills to a later hour simply for the comfort of soft
guests who would prefer to rise only with the sun. The
food and drink on offer is basic and utilitarian, in stark
contrast to the expectations of pampered Crane or
Scorpion courtiers.

20055116)
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BEIDEN, THE
CROSSROADS OF
THE EMPIRE

A small but strategically important town,
Beiden is located on the southern side of the
pass of the same name through the Spine of
the World Mountains. The town is adminis-
tered by the Scorpion, but the Matsu scouts on
the nearby Beiden Overlook keep a close eye
on all comings and goings. The pass is the only
major route between the Scorpion lands in the
south and the Lion territory on the northern
side of the mountains for a hundred li. Beiden'’s
strategic and trade value can't be overstated.
This has made it a target during conflict, and
the city has suffered greatly every time an army
has decided to occupy it.

Within Beiden are markets, sake dens,
and teahouses serving caravanners, but the
town’s chief feature is a shrine and temple
to Tenjin, the Lesser Fortune of Stories and
Secrets. Even among the heimin and hinin,
there is a high degree of literacy, and the mar-
kets are constantly full of books and scrolls to
a degree unseen in the rest of the Empire.
The markets also benefit from smuggling;
the Yogo family runs a small smuggling route
through the pass that tends to avoid notice.

SHIRO MATSU TosHI

As the stronghold of a Great Clan family located along
a major trade route, Last Breath Castle has given rise to
a thriving castle town. The city, known simply as Shiro
Matsu Toshi, is among the largest in the Empire, and
certainly in Lion lands. The Akodo, Kitsu, lkoma, and
Matsu families all have holdings there, and it is home
to peasants who serve in the castle, merchants, and
tradespersons of all kinds. Although many of these
people work to support the castle, just as many find
their business or duty tied up with the constant traffic
through Beiden Pass.

In the spring, summer, and autumn, the city’s pop-
ulation consists of nearly as many travelers and visitors
as permanent residents, including traders, dignitaries,
and samurai pilgrims to the Hall of Ancestors or Shrine
of Makoto. The city is as raucous as any in the Empire,
and traditions from across Rokugan and even beyond
clash in the streets and markets.
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The city is home to a number of d6jo, with some
of the most respected sensei in the Lion Clan. As
one might expect of a city under the purview of the
Matsu, most of the schools represented train bushi,
but schools of other types are also present. One of
the most renowned bards of the present day, lkoma
Kanoko, accepts a single new student here each spring.

To remain continually on a war-ready footing, Last
Breath Castle demands a constant supply of weapons,
armor, and other matériel. Beyond the expert sword-
smiths who reside within the walls of the keep, the city
is home to numerous craftspeople who create arms
and armor. These craftspeople supply legions of ash-
igaru and samurai who serve the Lion Clan not only
at Last Breath Castle but throughout Yama Province
and beyond. Even smiths who fail to meet the exacting
standards of their Matsu lords can nonetheless make
a brisk trade bartering their “Lion-made” blades with
merchants traveling far and wide.

WHAT ATTRACTS VISITORS

Few have ever dared to attack Last Breath Castle
directly, but this only underscores its importance—
Shiro Matsu’s very presence deters threats to the Lion
Clan’s southern border and vital trade routes. It is fortu-
itous that the site of Akodo and Matsu's fateful meeting
should have occurred in such a strategically vital area;
Beiden Pass is not only the sole significant passage
through the Spine of the World for more than a hun-
dred li around, but is the sole route through any part of
the Spine of the World large enough to accommodate
an army. The pass is, effectively, the entirety of the Lion
Clan’s southern territorial border requiring defense;
the clan of Akodo appreciates this fact and devotes as
much effort to its security as one might expect.

SUPERNATURAL
PHENOMENA

As with any venerable castle, Last Breath Castle has
seen its share of spirits throughout the centuries. Most
notably, the Hall of Ancestors, the most sacred place in
all of Lion territory, lies carved from the hillside nearby,
its protection the responsibility of the Matsu family. In
this sacred place, the presence of sorei—spirits of hon-
ored ancestors—is undeniable.

HALL OF ANCESTORS

Though all samurai venerate their honored ancestors,
no others do so with the fervor and dedication of the
Lion Clan. This special focus on the honored dead is
exemplified in the Hall of Ancestors, a massive temple
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complex that holds the earthly remains—the bones and
ashes—of hundreds of the Lion Clan’s greatest heroes.
Statues of these ancestors stand before each urn, serv-
ing as shrines to the sorei. If a Lion worthy of interment
there dies and their remains cannot be recovered, the
clan erects a statue and places an empty urn. This is the
case with Matsu herself.

Plaques record the names, lineages, births, deaths,
and deeds of many of these heroes. Others are so
famous and revered that no details are needed beyond
perhaps their name. Yet in the deepest corridors of the
sprawling mountain complex are some ancient statues
bereft of identification. Certainly, the keepers of the hall
must know the names and deeds of these fallen heroes,
for to forget and neglect the sorei would be shameful
and surely invite the wrath of Heaven.

By tradition, the administrator and chief guardian
of the Hall of Ancestors, known as the Defender of
the Hall, is the second-born sibling of the Matsu fam-
ily daimya. This spiritual and martial duty is seen as a
great honor.

The Lion Clan has no great love of the Tao of Shin-
sei, but it is no stranger to asceticism. Monks dedicated
to Bishamon, Fortune of Strength, tend to the Hall of
Ancestors under the leadership of the Defender of the
Hall. These monks act as caretakers and stand ready to
defend the honored ancestors from any threat, spiritual
or mundane. However, they defer to the priests of the
Kitsu family, who hold a unique authority here, for they
can hear the voices of the sorei as no others can. The
shugenja who tend the Hall of Ancestors are among the
most venerated of their order, and the head priest holds
a responsibility for the spiritual well-being of the ances-
tors just as weighty as the Defender of the Hall’s duty.

Though it is as quiet as any tomb, the Hall of Ances-
tors receives a steady supply of visitors. All Lion samu-
rai make the pilgrimage to the hall at least once in their
lives, and many, particularly those whose direct ances-
tors reside within, visit somewhat regularly. Lion visit
the Hall not just to show the proper respect and piety,
but also to seek the wisdom of the sorei, to find direc-
tion in important matters. Throughout the centuries,
the ancestors have answered these prayers in a number
of miraculous ways, from the subtle to the awe-inspir-
ing. It is relatively rare for non-Lion to visit the Hall of
Ancestors, and they must receive special dispensation
to do so. The most likely such visitors are members of
the Imperial families and accomplished shugenja from
other clans. Regardless of the specifics, only a worthy
guest receives permission to enter the hall; the occa-
sion is invariably marked with ceremony, and the visitor
is accompanied by an honor guard during their time
among the Lion ancestors.
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RyaiHEI, MONK

CONFLICTRANK: X3 2 %3

A man of graying hair and quiet disposition, Ryihei is a
Fortunist monk who venerates Bishamon in particular.
He is younger than many of his fellow monks who tend
the Hall of Ancestors, having retired from his life as a

ADVERSARY

samurai of the Akodo family at a relatively young age.
He is appropriately solemn and reserved for a person
with his duties, and he engages little even with his fel-
low monks. Rythei avoids visitors as much as possible;
when it is unavoidable, he answers their queries about
the hall with polite but perfunctory answers.

In fact, Rydhei entered ascetic life to escape his
past and avoid the scandal and trial that the discovery
of his crimes would bring. In a heated confrontation
over the affections of a geisha, a drunken and jealous
Rythei murdered his friend and superior officer, Akodo
Hisayo. However, while he escaped punishment for his
crime, the man now known as Ryihei could not escape
his shame, or his victim. Hisayo haunts Ryuhei, her
spirit unable to move on to Meido and her next life
until she finds some manner of satisfaction for her dis-
honorable death. As much as Rythei wants to be free
of his former officer, he would do almost anything to
conceal his past.
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Hidden Knife: Range 0, Damage 2, Deadliness 4/6,
Concealable, Mundane, Razor-Edged

Gear (equipped): Monastic robes, incense, prayer beads
Gear (other): Katana, old love letters, half-empty
sake bottles

RESTLESS SPIRITS
While making a check, any character at range 0-5 of
Rytdhei may spend % as follows:

$5: Receive 4 strife to gain 1 Void point.
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Hida Palace

Just north of the Kaiu Wall, in the mountains by the
eastern shore, at the mouth of the River of the Last
Stand, the immutable Kyaden Hida rises from the
rocks. It is a fortress of unadorned granite, purely func-
tional, with no intentions of subtlety or balance. While
many castles are built to confuse invaders, to trap them
and route them away from the tenshukaku and other
vital castle buildings, Kytden Hida is instead built in
the Crab style—with layers of walls, forcing an enemy
simply to breach one gate after another. It is an art-
less, dour, and brutal convocation of stone and steel; of
towers, turrets, and gates; and of thousands of soldiers
ready to die defending it.

While official histories record that Kaiu designed
Hida Palace, legend holds that the Fortune Osano-wo
tore thunder from the Heavens and carved the palace
into the stone of the mountain. These claims are not
contradictory, nor does anything about Kydden Hida’s

construction necessarily disprove the legend. Kyiden

Hida is built from the same granite as the mountain,
and in many places its walls are indeed carved from the
living stone. The biggest blocks in Kytden Hida's walls
weigh more than three hundred soldiers.

Much of Kyaden Hida’s construction defies Rokugani
castle convention. The palace compound is built mostly
of stone. Wood, steel, and plaster are used only spar-
ingly. The grounds are built in the curved-triangle
shape of a quartercircle or, more aptly, a folding fan.
The curved southern edge, which faces the Kaiu Wall,
zigzags like a multi-paneled folding screen, affording
the archers within the kyaden a wider field of view and
range of crossfire through the south wall’s arrow slits.

Near the center of the fan lies a valley lake, from
which the denizens of Kytden Hida acquire potable
water. Elsewhere within the palace grounds, Kydden
Hida houses a handful of heavily guarded wells dug
deep into the earth. Still more water is stored within the
palace’s ample storehouses alongside many months’
worth of food and other supplies. This kytden has few
secrets for escaping a siege, its people preferring to
attempt to outlast one instead. In desperate straits,
palace residents could even eat the floor coverings:
the tatami mats are made of straw.

At the north end of the complex looms the tenshu-
kaku, which serves as the main administrative building
and the daimyd's residence. Kyiden Hida is the seat of
power of the “Great Bear,” Crab Clan champion Hida
Kisada, whose interests lie mostly outside the castle
walls. He delegates many decisions about the daily
administration of the palace to his children and kar6.
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STRENGTHS AND
WEAKNESSES

The ideal form of a defensive castle is demonstrated
in Kyuden Hida, easily the most powerful fortress in
Rokugan. It sits above a mountain pass that connects
the southern and central Crab lands, giving it control
over the most strategically vital communication routes
for Crab armies and their supply lines. From here, Crab
soldiers can move quickly to reinforce the Kaiu Wall
during a crisis.

Like all traditional Crab castles, Kyaden Hida is a
brutally practical structure, built primarily of stone, with
no sheathing plaster to smooth the harsh, irregular
lines of its walls. Those walls stand over 180 feet high,
rivaling the sacred walls of Otosan Uchi's Forbidden
City (the Crab officially declare they are just slightly
shorter), but with none of the latter's elegance and
beauty. The main gate is built of solid steel.

The castle complex is not designed around switch-
backs and dead ends, and would not confuse an
invader. The path from the gate to the tenshukaku is
uncomplicated, but it is no less harrowing for being
simple. Invaders would have to somehow breach the
first gate, hike up the rocky hill to the second gate,
breach it in turn, and so on, all the while fending off the
Crab garrison at bridges and choke points and avoid-
ing a long fall into the dry moats below.

After bypassing the seven walls of the outer baileys,
the hypothetical attacker would reach the first inte-
rior gate and its soaring walls, beyond which lies the
kytden proper. Above the steel gate hangs the skull of
the Maw, a gigantic oni that nearly destroyed the Crab
more than three centuries ago. The teeth of the skull
often turn jade green after a rainfall, likely an alchem-
ical reaction with the steel of the gate they rest upon,
though this phenomenon remains the subject of care-
ful observation. Many at Kyaden Hida believe the Maw
still has some connection to the Shadowlands, and that
something can be learned about the threats develop-
ing beyond the Wall by studying the minor changes in
the great oni’s skull.

The Kaiu have lined the walls of Kytaden Hida with
immensely powerful siege engines and warded every
entrance with traps of fiendish design and lethal effect.
Even the castle’s central parade ground is fitted with
hidden devices to turn it into a gigantic death trap if the
outer walls should ever be breached, though that has
never happened in Rokugan’s thousand-year history.

;i““t\y ymn (Order #200SSIlls)

CASTLE CULTURE

The skull of the Maw and its gatehouse are arguably
the only symbolic or decorative features in the entire
complex of KylGden Hida. This installation perfectly
demonstrates unwritten Crab Clan design principles:
find the message and display it for all to see; nothing
more is necessary.

Kyaden Hida's castle town rests mostly within the
walls of the palace, another exceptional feature of
this old stone giant. The layout of the palace grounds
originally featured wide courtyards to serve as battle-
grounds in which to trap an enemy army, forcing them
to fight while surrounded. However, these courtyards
have since been filled with buildings that serve as
cramped residences for soldiers and staff, their fami-
lies, and porters; as trade buildings for merchants and
smiths; and as storehouses for food and for the Hida'’s
many siege engines. The Crab Clan’s standing armies
there number three thousand strong.

In a sense, Kytden Hida is beautiful. In spite of its
slab-like architecture, there is simple elegance in the
purity of its purpose, of its unbreakable focus. No one
questions the palace’s intent. Should all Rokugan fall,
Kyaden Hida would be the site of the final battle, the
last bastion.

No SLEEP FOR THE WATCHERS

There is no true relaxation so near the Shadow-
lands; peace finds no purchase. Life there is marked
by hyper-vigilance. Newcomers to Hida Palace often
report difficulty falling asleep; they half expect to
awake to the sound of screams, of warning bells and
demon howls. Every footfall on stone, every predawn
argument, every bump in the night echoes off the
unadorned walls. Yet, as the inured citizenry will con-
fess, one can learn to live there—to thicken one’s skin,
learn to cope, meditate—but can never truly escape
the unease. Rather, they say, one should try to trust the
instinct. Be thankful to sleep with one eye open. Fear-
lessness is folly. Rest cannot exist without surrender.

Kylden Hida stands as the main operating base
supporting Rokugan’s campaigns into the Shadow-
lands. For generations, samurai have planned and
staged reconnaissance missions, raids, and other
sorties beyond the Kaiu Wall from the Hida Palace
grounds. Until recently, the Crab Clan’s attitude of reso-
lute self-sacrifice pervaded the castle, seeming almost
like confidence. The soldiers felt that their expeditions
were generally well planned and well executed, and
that they were prepared to defend themselves against
the dangers of the Shadowlands.
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While the Crab attitude more or less persists, it
has soured in recent years. An increasing number of
Kytden Hida's expeditions have failed to return from
the Shadowlands. Patrols have vanished; entire compa-
nies have disappeared without a trace. The battles at
the Kaiu Wall have been more frequent and less certain
than ever. Hida generals must acknowledge the worry
that gnaws in the pit of the stomach, the fear that per-
haps the truth of the Shadowlands is not represented
by the skull of the Maw, is not a danger that they can
anticipate and challenge. Perhaps this destructive
threat is different, is unknown or unknowable. Perhaps
this is far more than the Crab can bear, in their bodies
and in their wills. Hida Palace is uncertain of its future; it
desperately pursues allies no matter their form.

INHABITANTS OF THE FORTRESS

While the largest group of samurai at Kydden Hida bear
the mon of the Hida family, the palace attracts samurai
from all of the Crab’s major families. It also serves as
the de facto home for the Hiruma family, whose own
lands were lost to the Shadowlands during the Maw's
invasion. As the seat of the Crab Clan Champion and
the headquarters of the Crab army, Hida Palace is host
to a number of quasi-diplomatic events, including the
annual Kuni conference. At each winter solstice, the
shugenja of the Kuni family trickle back to Kyaden
Hida to privately present their research to one another,
sharing their findings. During this time, the clan’s Witch
Hunters also return to Hida Palace in order to handpick
apprentices from a field of young candidates.

Hida Palace also houses the Hida Defender School,
famous for its consummate pragmatism and brutal-
ity in dealing with the monsters that lurk beyond the
Wall. Instructors teach numerous martial arts, philos-
ophy, and the art of war making, while also subjecting
students to torturous physical and mental challenges.
Students of this harsh curriculum are easy to recognize,
training in full armor while carrying a heavy weapon
and often attempting assigned tasks that cannot be
completed—pushing down a stone wall, balancing on
one leg until dawn, memorizing an endless text. These
lessons teach the meaning of failure and the value of
endurance. No individual can defeat the Shadowlands,
but neither can any individual allow themselves to
despair. A Hida-trained samurai must know how to sol-
dier on, even knowing success is beyond their grasp.

Inhospitable as it is, Hida Palace rumbles with
activity. The monolithic kyGden is the seat of the Crab
Clan Champion and the heart of the Crab military; it
is Rokugan’s war against the Shadowlands written in
stone. Steely expeditions into the Shadowlands rally
in the castle baileys on their way south, and returning
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survivors stop here to tend to their bruises. The daily
reports from the Kaiu Wall are bleaker every day, and
the Crab’s courtiers and agents spend their days scram-
bling to forge ambitious and unexpected alliances,
hoping they will do more good than harm. Each of
Kytiden Hida's occupants has their own methods, but
they all share the same goal: to ensure that Rokugan
continues to endure in the face of a ceaseless onslaught
by horrors beyond imagining.

WHAT ATTRACTS VISITORS

Kyaden Hida is not only the last line of defense for
Rokugan should the abominations of the Shadowlands
ever overrun the Kaiu Wall, but also an enduring sym-
bol of the tenacity of the Crab Clan and their devotion
to their duty. To those monstrous war leaders with the
cunning and vision to grasp the palace’s importance, it
stands as a most tempting target and a goal in itself:
should Hida Palace ever fall, surely the Emerald Empire
would soon succumb to the vile servitors of Fu Leng.

Hida Palace has faced attack only a handful of times
in Rokugan’s history, and these incidents all predate
the modern Kaiu Wall. Now, for Hida Palace to face
an invading force of sufficient size to threaten it would
surely mean the Wall had fallen. Such a situation would
be grave in the extreme, and a Shadowlands horde of
such power would sorely test Kyaden Hida's defenses.
Still, the fortified keep might just hold where even the
mighty Kaiu Wall fell.

SUPERNATURAL
PHENOMENA

Above the main gate within Kylden Hida hangs the
massive purified skull of a horned oni. This is the skull
of the Maw, an ancient terror, and its message is clear:
This is the enemy we face. Visitors, aghast, pass directly
under the skull, through ten-ton solid steel gates

Its proximity to the Shadowlands means that Hida
Palace is no stranger to supernatural events. For palace
residents, nearly all of whom have served on the Wall
and the majority of whom have patrolled in the Shad-
owlands, signs of the Taint of Jigoku are unwelcome,
but not unexpected. Vivid nightmares, waking visions
of bleeding walls, barely perceptible voices—such
signs might indicate the intrusion of malicious spirits
into Rokugan or the rise of an evil power within the
Shadowlands. Even a lowly bakemono or other hor-
ror of lesser stature that manages to sneak past the
Wall—for such incidents are not unknown—is a sign of
the supernatural, for it carries the Taint. Patrols from
Kyaden Hida strive to ensure such interlopers never
make it out of Crab lands and into the wider Empire.
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HipA CHOBO, STOREMASTER

ADVERSARY CONFLICTRANK: X3 2 #»3

HipA Door GUARD
ADVERSARY CONFLICTRANK: X3 2

» 1

Once, Hida Chobo was a soldier at the Kaiu Wall, until
a massive oni shattered a tower Chobo was defending;
Chobo's leg was crushed in the rubble. The Crab Clan,
always practical, took note of his keen mind and reas-
signed him to handling supplies and records at Kytden
Hida. There, Chobo has fulfilled his duties well. He's
often willing to swap tales with outsiders, although
they may tire of his endless war stories. Because Chobo
manages the flow of supplies in and out of Kyaden
Hida, he is in regular communication with officers and
personal friends throughout the southern Crab lands.

49 HONOR -/ ENDURANCE ]3
43 GLORY COMPOSURE 10
3] STATUS FOCUS 5
@+2, @_2 VIGILANCE 3

DEMEANOR - GRUFF

ARTISAN 1

MARTIAL 3

SCHOLAR 3

SOCIAL 1 TRADE 3

Famously Reliable:
@ Social; Interpersonal

Lost Leg:
@ Martial; Physical

Katana: Range 1, Damage 4, Deadliness 5/7, Ceremo-
nial, Razor-Edged

Gear (equipped): Wakizashi, kimono, calligraphy set.
Gear (other): Lacquered armor (Physical 4, Ceremo-
nial, Cumbersome, Wargear)

WAR STORIES

As a downtime activity, Chobo can share his stories of

defending the Wall with any number of characters. A
character who chooses to listen to

the stories suffers 3 strife and adds

one kept [l set to an ¥z result to
their next check that involves
the terrain, lore, or denizens

of the Shadowlands.

Matthew Wynn (Order #20055116)

The guards who protect Kyliden Hida's many gates
are stalwart warriors and dangerous foes. Tradition-
ally, the Hida rotate warriors off the Wall and give
them ‘light duty’ such as this to allow them a chance
to recuperate from the horrors of the Shadowlands.
This means Kytden Hida is guarded by hardened vet-
erans; but they're also gossipy, bored, and not good at

keeping secrets.
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Bored:
@ Social; Interpersonal

Large Stature:
@ Martial; Physical

Dependable:
@ Social; Interpersonal

Bluntness:
@ Social; Interpersonal

Tetsubo: Range 1-2, Damage 7, Deadliness 3,
2-Handed, Cumbersome, Durable, Wargear

Gear (equipped): Ashigaru armor (Physical 3, Wargear)

THIN DOORS

Activation: When a character makes a Scheme action
check targeting a Hida Door Guard, the character may
spend $ in the following way:

$i: The Hida Door Guard reveals the latest rumor
related to the current topic of discussion.

sl

¥ ¥kt The Hida Door Guard unknowingly reveals
one item of useful information not related to the
current topic.




e

Ny (©rder

ZDIDISISHE IS

Shiivo Wandat

Shiro Kandai rests high on the slopes over Jukami
Bay, on the sharp northern promontory above Jukami
Mura, the Port That Never Sleeps. There, it overlooks
the water as though admiring its reflection. Designed
to evoke the eagerness of youth, it once stood proud
and handsome; yet, while it is still quite young for a
Rokugani castle, its towers have begun to show their
age; the lacquer is decaying in the sun, and sparrows
have nested in the gables.

Still, as its outer brilliance has faded, its inner bril-
liance continued to reveal itself. Shiro Kandai’s form
and function are one; each decorative element is a
functional one. The towers may grant moon gazers
unrivaled height and grandness, but they also afford
Crane naval strategists a panoramic view of the bay
and the sea. Ships approaching can be spotted hours
in advance, giving the castle ample time to prepare
for its guests’ arrival. The red-orange lacquer on Shiro
Kandai's timbers hardens and fireproofs the wood, and
the color helps mariners to see the outer towers from
afar; many of the towers serve double duty as light-
houses. The castle’s proximity to the shore puts its
archers within an arrow’s reach of the harbor and offers
naval expeditions a rallying point within castle grounds.

30
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Some Crane Clan design ideals persist within the
castle complex. While the tenshukaku appears to con-
tain five stories, it is in fact built with a six-story frame,
and the complex spaces between floors add up to eight
or nine separate levels, knitted together with intricate
networks of staircases. Many corridors in the tenshukaku
and other buildings feature nightingale floors, which
chirp and creak as they are stepped on. The paper win-
dows of Shiro Kandai are coated with oil, which protects
against rain and allows a wealth of sunlight indoors.
The castle grounds feature an impressive garden in an
interior courtyard, with carefully tended flowers, bushes,
and trees imported from across Crane lands.

STRENGTHS AND
WEAKNESSES

Shiro Kandai is a modest castle complex in both con-
struction and reputation. The Crane builders retained a
number of preexisting structures on the castle grounds,
most notably Jukami Mura’s fortified lighthouses and
defensive walls, enabling a quick construction time of
only a few years. The castle incorporates the red color
of the lighthouses into its design, yet still is identifi-
ably a Crane Clan building even from afar: it is tall and
thin, perched on curved ishigaki, and topped with an
ornate hipped roof of gray-blue tile.
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Shiro Kandai has not been substantially renovated
since its completion twenty-five years ago. The pro-
vincial daimyd, Asahina Susumu, remains outwardly
unbothered by his castle’s fading luster, insisting that
the young castle needs time to figure out who it wants
to be. Susumu spent much of his quiet life learning fal-
conry and raising a family before his appointment to
Shiro Kandai, though he has taken well to the position
in his age. Susumu openly seeks diplomatic access to
Yoritomo, the leader of the piratical Mantis Clan.

The castle grounds are sprawling and extensive,
extending from the northern edge of the port town
up and out across the inner edge of the promontory.
The tenshukaku, the castle’s highest tower, is flanked
by auxiliary buildings in the wall. A tangle of support-
ing galleries and low gatehouses interweave the tow-
ers at ground level, granting structure and symmetry
to the complex. The castle grounds sprawl out below
the tenshukaku, with a few modest gardens, shrines,
storehouses, and stables protected by the outer wall.

The truth of Shiro Kandai's design lies somewhere
between straightforwardness and density. It is much
easier to feel lost than to be lost within the castle. The
castle’s layout at ground level engenders simultaneous
feelings of unease and certainty, to encourage a visitor
to feel confident about where they’re going within the
castle grounds but also to cause them to question that
confidence. The puzzle of Shiro Kandai also helps con-
ceal the castle’s secret rooms and passages, including
private baths, armories, and conference halls.

JUKAMI MURA

Deep on the southern coast in the Crane lands sits
Jukami Mura, the Port That Never Sleeps, an eclectic old
port town pulled up from the silt and the driftwood. The
harbor squats at the bottom of an old crater basin on
the coast, tucked between two high, arching promonto-
ries. This “spilled cup” forms an easily defended natural
harbor. The town spreads across the basin and up either
side. Jukami Mura tells its uncertain and desperate his-
tory in its winding alleys, its switchbacks, its dead ends,
hovels, crooked streets and old, moldering houses.
Jukami Mura once seemed to be a town without
a future. Piracy and invasion racked the port gener-
ation after generation. Each summer, they say, saw
one enemy routed and another ascendant, threaten-
ing the old merchants of salt and wine. Thus the old
walls were built, and the first red towers high over the
water. With peace and time came stability and oppor-
tunity. Jukami Mura’s districts coalesced, among them
the infamous Merchants’ Quarter down by the port. A
mercantile hub for the Crane Clan, the quarter is rich

20055116)

with caravans and storehouses, sailors and pirates, and
ronin and mercenaries.

Paths cross and uncross at Jukami Mura, where
unexpected alignments and rivalries form, and for
some, the ranks of the Celestial Order are just a bit
closer together. Crane courtiers charter sleazy merce-
nary boats to convene with pirates upriver. Children
sell courtiers oysters by the sack and scramble before
the buyers notice they're mostly just wet rocks. Castle
guards sneak out to the fighting rings just in time to
place bets on their captain. Undercover magistrates
investigate corrupt magistrates smuggling illegal
goods. Veteran naval officers and mangy opportunist
ronin crews set sail from the harbor at midnight, racing
for the same prize.

Day and night, the red lighthouses at the castle keep
shining lights over the bay, keep ships docking safely,
and keep the port awake. Travelers here may get lost or
scammed, but before long, they're back on their feet,
moving through the same streets as everyone else, not
even noticing the fish scales and waste paper littering
the street or the smells of the bog and gutters. Jukami
Mura and Shiro Kandai are muddled but not chaotic.

THE PorT UNDER THE CRANE

In order to protect the stability of their hub, the Crane
have fortified the port further. They have built watchtow-
ers, established a guard patrol, and installed an unusual
defense mechanism at the entrances to the bay: massive
chains attached to either side of the harbor entrances
that rest at the bottom of the sea until pulled taut. While
taut, they're obscured just below the water and badly
damages any ships that try to enter the harbor. In addi-
tion, the soldiers of Shiro Kandai's garrison are trained in
sailing and naval warfare, and the daimyé’s guard ships
patrol the harbor and the docks day and night.

Several powerful merchants openly oppose Crane
rule, and friction turned to resistance. With each act of
rebellion, the Crane reinforced their rule, attempting
again and again to strong-arm the town into submis-
sion with new laws and enforcement, leading finally to
the construction of Shiro Kandai, the castle that cen-
tralizes and solidifies Crane authority there.

The Crane Clan and the castle daimyd, Asahina
Susumu, would delight to see the rebellious will of
the old town turn to submission under Crane law, and
many magistrates are working to see this effort com-
plete. Unofficially, however, many magistrates aren’t
trying terribly hard. A rowdy port can be a very valu-
able one. There's much to gain from dishonest trade,
smuggled goods, and stolen trade secrets. The Crane
Clan could certainly use the financial help.
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WHAT ATTRACTS VISITORS

The Port that Never Sleeps is the place to go if one is
looking for a particular item, or wants to find passage
on a ship up the coast or out to the Islands of Spice
and Silk. The town magistrate has also offered some
legal protections to ronin and mercenary groups look-
ing for work in Jukami Mura, which means that plenty
of swords for hire now call the city home.

Recently, Magistrate Shinako has begun to issue
writs for vessels willing to hunt the pirates that prey on
Crane shipping. More than a few pirate hunters in fast,
well-armed ships have taken to the seas in response.

MAGISTRATE ASAHINA SHINAKO

ADVERSARY CONFLICTRANK: XX 2 #% 4

Shinako serves as town magistrate to Asahina Susumu,
the lord of Shiro Kandai. An elegant woman of middle
years, she offers delicate, carefully nuanced counsel on

a variety of matters. She has served Susumu loyally for
many years, and her reputation is beyond reproach.

In truth, however, Asahina Shinako is thoroughly
corrupt, having struck deals with a number of smug-
glers. However, Asahina Susumu ignores any rumors
about his magistrate’s activities, however. As long as
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Shinako protects Crane interests in the port, he cares
little about her other activities.
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SHiro itsuki

Spires of green tile and gold fixtures pierce upward
into the thin sky above the frozen mountain ridge ring-
ing Dragon Clan lands. Thickly forested and abundant
in wild animals, the forbidding peaks are to the Dragon
as a stout bailey is to a fortress. Their gatehouse is
Shiro Kitsuki.

Shiro Kitsuki straddles Last Step Pass, the broadest
and most easily traversed in the mountains—and per-
haps the only one viable without local guides. Observers
in the castle’s highest towers can see troop movements
across the entire province. A major road and a naviga-
ble river, the only fast routes to the Dragon’s mouth,
approach the foothills below. The shiro’s strategic value
tantalizes foolhardy commanders who crave the glory
and prestige of storming its unconquerable heights.
The Dragon would have it no other way. However, Shiro
Kitsuki's first and foremost purpose is to train Dragon
esotericists and specialists. Few non-Dragon ever think
of Shiro Kitsuki, let alone visit. But Shiro Kitsuki’s tri-
als confer fame and status on those members of the
Dragon Clan who are tough and smart enough to over-
come them, and trusted allies of the clan are sometimes
invited to undertake the challenges as well.

Elemental mystics, shrewd investigators, and high-
land soldiers all owe their mettle to time spent at Shiro
Kitsuki in study and practice. But this remote loca-
tion, so long occupied by eccentrics forced into close
contact, is home to numerous long-standing grudges
between its various residents. Shiro Kitsuki's greatest
weakness may be itself.

STRENGTHS AND
WEAKNESSES

Last Step Pass is X-shaped, and Shiro Kitsuki’s four
keeps rise from the heights to the north, south, west,
and east of the pass. While the eastern keep is cam-
ouflaged within the wilderness, the northern, western,
and southern keeps are classic yamashiro, or mountain
fortresses. Rings of ramparts give way to a literal maze
of interlocking baileys, spiraling up the mountainside
like a spider’s web. Most baileys have multiple gate-
houses so attackers cannot be sure which leads to a
keep. The gatehouses and baileys themselves are full
of puzzles and traps designed both for use in training
Dragon cadets and to confound attacking forces. The
primary structures surmount each peak in hashigokaku
layout, consisting of three rectangular structures
ascending the keep like stairs and connected to the
others via several sky bridges.
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Outside the baileys, Shiro Kitsuki’s first line of defense
is the surrounding terrain. Few non-Dragon know how
to navigate the mountains without falling victim to ava-
lanches, rock slides, frostbite, or wild animals. There are
traps and training grounds outside the walls as well. A
stone maze of narrow paths carved into a rocky mesa
confounds one approach. Another looks like an ordinary
mountain forest but is full of hunting traps including cov-
ered spike pits, swinging and rolling logs, and tripwires.

Attackers climbing to a keep must also face the
cruel obstacle of altitude sickness, a set of symptoms
that low barometric pressure and thin air inflict on
those who ascend too quickly. The Dragon defenders,
accustomed to the height and well provisioned, can
take advantage of their foes’ shortness of breath, nau-
sea, dizziness, and dehydration.

Shiro Kitsuki's remote location has its drawbacks,
however. The quartermaster carefully rations provi-
sions, since inclement weather and bad harvests can
take a serious toll on the valley farms that support the
castle. Forage and game make up a significant quantity
of the food served there. But Shiro Kitsuki's greatest
weakness is the disunity among its various factions that
practice different disciplines. Few outside the Dragon
Clan, even among their trusted allies who visit Shiro
Kitsuki to train, understand the long-running buildup of
petty squabbles that make the castle’s inhabitants their
own worst enemies. An infiltrator who understands
these divisions could easily play them off one another,
forcing the castle to devour its own tail.

CASTLE CULTURE

Everyone at Shiro Kitsuki is involved in a journey of
self-improvement—either their own or someone else’s,
as an instructor or mentor. These journeys are physi-
cally, mentally, and spiritually demanding, to the point
where many residents and guests—particularly those
on the younger side, in the thick of their own train-
ing—have little energy for social life and casual con-
versation. Those who thrive in quiet and wild places
tend to feel at home on the castle grounds, where the
wind, trees, and animals are generally louder than the
people. A person who passes someone on a path will
receive a respectful acknowledgment, but small talk is
unlikely unless one goes hunting for it. People tend to
be a little blunt and abrupt when they begin conver-
sations, thinking nothing of introducing serious topics
without the customary buildup.

The instructors, staff, and garrison soldiers are
more garrulous and relaxed than trainees. Cold winter
nights often give rise to gossip sessions or impromptu
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MOUNTAIN DANGERS

Climbing around Last
Step Pass can be ex-
tremely dangerous, and
GMs are encouraged to
treat much of the ter-
rain outside of cleared
paths as Dangerous (see
page 267 of the core
rulebook).

In addition, during the
first week a non-Drag-
on Clan member is in
the mountains, they
increase the TN of all
their checks to move,
for Movement actions,
and for other physical
activity by 1.
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RECREATION

Low-key activities make up much of the Shiro
Kitsuki social life: board games, music, poetry
circles, or visits to nearby valley ryokan for
tea ceremonies or hot-spring bathing. Once
visitors become accustomed to the altitude,
wandering in the highlands brings them to
unparalleled views of the valleys below, the
stuff poetry is made of. Bears, macaques,
sable, serows, foxes, boars, and wild cats are
visible on such hikes, but hunting for sport
rather than for food is strictly prohibited for
fear of angering the mountains’ kami.

debates around the hibachi braziers, with plenty of
strong shochi to keep everyone warm. Visitors some-
times struggle with the Dragon habit of turning what
seems like an innocent conversation into a discourse
on philosophy or religion, an off-the-cuff lecture, or an
elaborate thought experiment of the kind most people
prefer to avoid after hours.

Shiro Kitsuki is not a densely populated castle,
and most of the instructors have worked there for a
very long time. Accordingly, old rivalries and grudges
have had a long time to develop. Teachers compete
with one another to secure the admiration of the most
promising students. Successful students boost a teach-
er's reputation and are therefore an investment in the
teacher's family’s success. Positively influencing prom-
ising students also means the teacher gains access to
favors from those students as they rise in status after
they leave.

While anyone committed to “eating bitter"—
toughing it out and staying focused—at Shiro Kitsuki
may train in any of the teaching divisions’ chambers,
focusing on one line of study usually yields the most
reliable results. As they spend more time at the castle,
many of the students and teachers assigned to each
division grow cliquish and inward focused, to the point
that rivalries pop up between the different divisions. A
prominent visitor to Shiro Kitsuki may find themselves
with invitations to three or four simultaneous social
events hosted by the different divisions of the castle
complex. While the visitor may simply think they have
a choice of events to attend that evening, the conflict-
ing events are in fact efforts by the division heads to
undermine one another. By choosing to attend one,
the visitor ingratiates themselves with their host and
frustrates those they turned down.

3¢

THE CompAass KEEPS

Each of the four keeps organizes and administers a
curriculum of training procedures to prepare their
trainees for a certain calling. A curriculum consists of a
series of “chambers,” each of which is a challenge or
set of related challenges that a trainee must attempt
and eventually complete. Each chamber has a proctor
who oversees it, sometimes with the aid of assistants,
and decides when a trainee has mastered the cham-
ber sufficiently that they may be graduated to the next
chamber. Some chamber challenges take place within
a single room built for the purpose, such as one of the
outer baileys’ gatehouses—hence the name “cham-
ber.” Some of them tend to take a few days to clear,
others multiple weeks or even months. While students
often sing the praises of whoever completes the cham-
bers fastest, instructors admire a trainee who succeeds
only after weeks or months of hard work at a chamber
that does not come naturally to them.

The southernmost keep of Shiro Kitsuki houses its
military academy. The academy teaches conventional
and unconventional warfare techniques (especially
those related to alpine warfare), didactic methods for
drill instructors, and the philosophy of war, including
concepts like just war and the application of Shinseist
thought to martial arts, tactics, and strategy. War-
games, involving field exercises in warm weather and
Go, shogi, and miniatures exercises in extreme cold,
take place year round.

The western keep is the home base of the Kitsuki
Investigator School as well as the residence of the
current castellan, I