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Sometimes, the path of duty demands sacrifice ...

THE THEME OF CODe OF BUSH/DO
A running theme through all three of the mini-adventures in Code of Bushido is ~duty above all

else:' There is no 'right thing' to do, no path which will safely guide the characters out of their moral
dilemma. They have to choose where there truest duty lies. That also means that there is no 'right
answer' for any of these scenarios - there is only the decision about where the character's deepest
loyalties lie.

In Part One. the characters are asked to choose between the respecled traditions of the Seven Clans
and denying an honorable man his place - evcn if that man is a ronin. Part Two forces a decision
between loyalty 10 their daimyo and loyalty to the Emperor. Finally, Part Three of Code ofBushido asks
the characters to make the hardest choice of all: between true friendship and justice.

WHAT IS CODe OF BlISH/DO?
Code of Busltido. the first of our new 'B' series of adventures, is designed to lest your players'

understanding of honor, loyalty and ethics - bushido, the code of the warrior. 'B' stands for Bushido,
and all upcoming adventures titled with thiS marker will be adventures designed to test the mettle of
your characters. Not their battle prowess, or their dizzying ability to solve court intrigue, bUI their
ability to make simple choices - the ones that change your life forever.

The story in Code of BlIshido can be played as part of a larger campaign, in conjunction with
HOllor's Veil and Night of a 17IOIISfilld Screams, or it can be played separately. Further, the next episode
of the 'B' series will be designed to follow up with some of the characters and situations detailed here,
and can be integrated smoothly with the information given here.

Each of the three mini·adventures in Code ofBlIshido is designed to offer the characters roleplaying
situations in which their ethics are tested. They can be run back to back, or with short adventures of
their own between each parI. Further. each adventure is designed with several recurring NPCs and
'hooks' to easily integrate it into a larger campaign. We've added some information in the sidebars that
will help your characters understand what the code of bushido entails, and some ideas for how to play
a samurai living by the code.

111is episode contains some tough choices for the eh.traclers. If they arc magistrates, it will be easy
10 integratc them into this continuing scenario. Also, we have added some material to assist the GM
in setting up the adventure if thc characters are not magistrates. While you will find both combat and
mystery in these adventures, their main purpose is to challenge their sense of loyalty. Be prepared to
'fail' in some of these tests - they aren't winnable. Hather, they teadl the character (and, hopefully, the
player) where they stand whcn their deepesl beliefs arc on thc line.

Bushido isn't about honor. It is about duty. Duty to one's lord, to one's Emperor. and to one's own
morals. Sometimes, as the characters will see, you have to put your own honor aside, in order to serve
a greater duty.

Whcn yOIl sec italicizerJ
text in Code of BllshirJo.
that means that you arc

looking at text which should
be read to the PCs. This
information is for their

benefit, detailing what they
see, or how an NPC speaks

or acts. Be sure to look it
over before you read it to

the players. so that you
nOw exactly what is about

to happen.
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(both males) have daimyo interested in a political
connection with lhe Han1eL If she were to marry
a samurai under the daimyo's banner, he would
be assured of having lhe Emperor's ear.
Accordingly. the characters have eacll been
ordered to attend the festival and court Yoroshiku
with the intention of making her a wife. If they
do, their status in the clan will be secured.
Depending upon which clan the characters belong
to, each daimyo wiII address Ihe issue differently:

Crab: The chief frustration among Rokugan's
defenders is the perceived lack of support they
receive from the rest of the Empire. If a Crab were
to be placed close to the Emperor, he could
procure all the supplies, munitions, and military
assets they needed. No longer would they have 10
fight their battle alone; they could count on the
entire Empire to always be behind them.

The Crab daimyo will phrase this to the
character in the most direct manner possible.

\ \
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BACkGROUND: TH£ S£TStIBAN
FESTIVAL

Once every fall, the shugenja of Rokugan
gather together and hold a great festival to
l'C!ebratc the favors of the Fortunes and the
wonders it has permitted them to view. The
festival is held at Ihc Shrine of the Ki·Hin in the
Phoenix lands. They gather above the Shrine of
the Ki·Rin 10 feast. politick and compete in a
grand tournament designed to challenge their
wits and abilities. The winner of the tournament
receives a cache of scrolls. gathered from all the
major schools and monastery in the Empire. More
than that. they gain Ihe rcspcd of their peers and
the implicit acknowledgment that they arc the
greatest shugenja in lhe land. Traditionally, Ihe
Isawa family dominates the competition. but
enough non-Phoenix have won to make the
prospect worthwhile for more than a few
spellcasters.

In addition to lhe tournament, the festival
serves as another excuse for the courtiers and
noblemen of Rokugan 10 play their endless
games. Shugenja may be holy men, but they are
also sources of power, and power attracts men
like flies to honey. The Emperor's family usually
attends, as well as daimyo from all seven Great
Clans and quite a few minor ones as well.
Rivalries and alliances are forged behind the
scenes here, and deals arc made which can affect
the future of Rokugan for years to come. This next
festival promises to be an especially interesting
one, for the Emperor's niece, Okol11o Yoroshiku,
will be in attendance - and her uncle has just
announced her eligibility for marriage.

This will be enough to get some of the players
10 attend the ceremonies - al least two of them



There is no pretense or masquerade hiding what
he wants the character 10 do and why.

"We n.e£d resources and this is the best way to
get them. If you were to many the Emperor's
niece, you could be in a position to procure them
when and where we needed them. Go. Play their
games, dance to their foolish tunes. But do not
forget that brave men die here every day; by
bedding this Hantei woman, you could help end
the bloodshed once and for alL"

Crane: The Crane are not so much desirous of
another position near the Emperor as they are
afraid that one of their rivals may gain an
advantage against them. Yoroshiku is an asset
thai the Soorpion or Lion could make great use
of; best 10 deny it 10 them by marrying her off 10
a Crane as quickly as possible.

The Crane daimyo will point out the Clan's
long·standing connection to the Hantei, and the
need to maintain it through future generations.

"You will be part ofa noble tradition, one that
stretches back to the First Ones and will last for
another thousand years. By taking this beautiful
woman to wife. we can further fulfill our duty as
the Emperor's Left Hand, and ensure the Empire's
prosperity under his glorious reign....

The character should read between the lines
that it is immensely important to the daimyo to
establish this relalionship.

Dragon: (Note: Under no circumstances
should an ise zumi be allowed to court Yoroshiku.
The tattooed men have more important things on
their minds.)

The enigmatic Dragon are always cryptic
about their motivations, and this situation should
be no differenl Togashi Yokuni has whispered
dire warnings about the future of the Hantei
dynasty - warnings which are only just now
filtering down from his mountaintop. The more
worldly members of the clan believe il would be
prudent 10 have "one of their own- near the
Emperor, to watch developments and perhaps
intervene if the situation calls for il They can
Ihink of no one more qualified than the player
character.

"Tomorrow's sun prepares itself to shine. even
today. So, too, do wise men prepare for the future,
knowing it will beat down on their heads."

Lion: The Emperor's Right Hand has often
chafed that so many of the Hantei have linked
themselves 10 their simpering Crane rivals; the
time has come 10 reassert themselves. Yoroshiku
is an honorable woman and will bring great glory

to this. the proudest clan. More importantly,
however. Yoroshiku's mother was a Lion, and the
daimyo believes that the bloodline should remain
within the clan. He will stress the honor of
wedding such a woman - and therefore, the
reason why only the Lion can be allowed to
receive it - to the character:

"She is the product of the two most noble
families in all of Rokugan. Pawning her off to
some Scorpion or Unia>m eta is a dishonor we
cannot stand for. You hove the courage of the
Lion in your veins, as does she. Only you have the
strength of heart to make her a proper husband.-

Phoenix: Most of the time, the Phoenix do nol
concern themselves with such pelty events as
courtship for political gain. But the time and
location of this particular courtship have changed
things. The Asako family considers the Setsuban
Festival 10 be the most important event to take
place on their lands, and as such, feel the need to
dominate it utterly. Everyone knows that this
woman's fate may be decided here. which could
draw attention away from the magical prowess
the Festival represents. If her destiny is 10 be
sealed on Phoenix lands, at a Phoenix festival il
is only fitting thai a Phoenix intertwine his
Iifethread with hers. The character's daimyo
explains it thus:

lhey will be expecting us. as hosts, to send a
representative in search of the lady's hand. By
gaining it, we not only fulfill our duties as honor
dictates, but we maRe it clear that petty politics
lulve no place here. The Festival's agenda will not
be dictated to us by schemers and sycophants."

Scorpion: The Scorpion see Yoroshiku as an
angle, and wish to exploit her as they do any
other angle. Placing one of their own at her side
will infuriate the Lion - her mother was a Lion,
after all making the poor girl "theirs" as far as
they're concerned - and make the Crane nervous
by creating a link to the Emperor that they do nol
control. With all eyes focused on the young
woman and her handsome Scorpion husband, the
clan can make its real move unobserved ...

The daimyo will imply 10 the character that his
duty as a Scorpion depends upon becoming
Yoroshiku's husband.

"& our mask, noble samurai. Behind you, we
can proceed with our duties unmolested, and
ensure thtlt our Emperor remains safe from his
enemies."

Unicom: The Unicorn are newcomers to
Rokugan and are still settling into their new

I



characters are all Emerald Magistrates, or other
servants of the Hantei Emperor, he feels they are
honorable enough to fulfill the responsibility. If
they arc not magistrates, or havc no other tics to
the Emperor. then he will assign the duty to a
Unicorn PC - and ask him or her to use "trusted"
samurai (the remaining PCS) to back him or her
up.

Gidayu will invite the players to his castle ­
located near the City of the Ridl Frog on the
eastern edge or Unicorn lands - and explain what
he wishes them to do over dinner. The PCS should
feel compelled to help him; if not for the dan or
the Emperor. then for the honor that guarding lhe
scrolls will bring. Shugenja characters may wish

through the last leg of its journey - from the luchi
shugenja s<:hoollO the Shrine of the Ki·Rin in the
Phoenix lands. The way is long, and the scroll
cadle will be fulL so an allack from bandits or
raiders is likely. Gidayu needs reliable sen'ants ­
the I'Cs - to see the cacne to safety. If the

position. Much of the clan's economy depends on
the maintenanl'C of trade routes throughout the
Empire - routes .....him they cannot always proted
from bandits and other marauders. They have
courtiers in Otosan Uchi to help in this endeavor.
but no one in the Emperor's own family. TIle
eligible niece provides just the opening they need.
A husband of hers can help coordinate trade
routes around the bustling Imperial capital. while
ensuring that Unicorn interests are not thrown
aside in for those of older. more entrenched dans.

"Our hooves have traveled for, so new vistas
are nothing strallge to us. Otosall Uchi is an
imporUlllt place, yet it remains on the for side of
the Empire. We need to have someone Ihere wllo
can keep his wandering heart pure. If a Unicorn
were to be present in the city - or even better, in
the halls of the Imperial palace itself - then we
could ensure our many 'ravelers of having a
home anywhere;/I Rokugall."

No maHer what clan the two would·be suitors
come from, their superiors will impress upon
them the importance of making Yoroshiku their
wife. She is a vital link to the liantei family, and
it would bring great prestige - not to mention
some premium political connections - to any
man who becomes hcr husband.

The other players will have more pressing. yet
less complex duties. They won't have to worry
about romantic rivalry during the Setsuban
Festival. but will need to ensure that its mosl
valuable clement makes it there. In preparation
for the festival. the head of the lsawa family
dispatches a caravan to visit every major
shugenja school in the land and procure a single
scroll from cadi. The scrolls contain spells unique
to the schools from which they come, and are not
usually available to outsiders. The winner of the
tournament receives the entire cache scrolls as his
or her prize (a bounty which even the most
powerful shugenja would covet). It usually takes
the caravan several momhs to make its way to all
the schools. During that lime. it must be proteded
from those who would steal its treasure or
knowledge for their own. It is the duty of every
daimyo to provide guards for the caravan as it
moves through their territory; since no single clan
provides the entire scroll cache. no single clan can
be expected (i.e. trusted) to protect it for the whole
journey.

A Unicorn daiffi}'O named Shinjo Cidayu has
been given the honor of seeing the caraY"dn



whom most of the supplies belong. They are
aware of the caravan's true cargo. and ha\'c
volunteered to accompany it to disguise its true
purpose. In addition, fifteen bushi guards ha\'e
been as.<;igned to stand watch over the caravan ­
the most that wuld be attadled without drawing
undue notice. See the sidebars for their stats.
Seven of the bushi arc mounted on Rokugani
riding horses: the rest arc walking or riding on
the wagon. They will all follow the characters'
orders without question. and arrange themselves
however lIle players wish to provide optimum
protection.

The scrolls themseh'es are kepi in a large
chest made of cedar and locked with bands of
steel. It sits in the bOllom of the middle wagon,
hidden under a pile of fur,lined cloaks and
leather goods. The caravan organizers figured
(quite correctly) that most Rokugani would be
unwilling to handle animal flesh and thus
wouldn't bother to check beneath the cloaks to
find the chest Ashugenja from the luchi school­
luchi Taiga - has been assigned to watch over the
scrolls at all times. He will stay within the wagon.
even eating and sleeping there. and cannol be
persuaded to move under any circumstance. He
swore to his master that he would defend the
scrolls, and would ralher die than put them out of
his sighl

TIle path the characters will lake to the festival
runs along the northern bank of Drowned
Merchant River. just outside of Lion Clan territory.
The river is swollen with spring rains and difficult
to ford. so the caravan planned to stay on its
northern banks rather than risk the scrolls on an
ilI·advised crossing. The road runs through
unoccupied grasslands and forested hilltops
before turning into the great northern mountains
and Ihe vale which holds the Shrine. The ride
should be fairly pleasant, but there won't be much
in the way of fellow travelers - the route is only
used by those wishing 10 visit the liny Dragonfly
Clan. Lion and Crane roads to the south are better
maintained and thus preferable to mosl

The journey will lake some fifteen days. and
can be peppered with as many or as few
encounters as the GM wishes. TIle following Iwo
are prOVided as examples.

Merchant Ghosts
TIle Drowned Merchant River was named so

three hundred years ago. when a prominent
Crane merchant and his family were lortured and
killed along its banks by a gang of bandits. Ever

to participate in the competition.. and delivering
the scrolls will guarantee them a spot on the list.
For everyone. it will be a chance to sec onc of the
great festivals of the Emerald Empire.

Gidayu himsclf plans to aliend the festivities,
but has no wish to arrive with the caravan "like a
common mcrchan(. (He won't mention Ihis 10 lhe
PCS.) He will leavc ahead of the charaders and
make rnU<:h better time to the shrine of the Ki·
Hin. He expects 10 see them there within two
wceks. TIlCY will be provided with papers placing
Ihem in charge of lIle caravan, and (if they lack
other means) passes allo\\ing them to proceed
through all of the territories en route to lIle
Shrine.

At some point Ol'er dinner. the characters
might ask Gidayu if his karo (assistant) might not
be better suited (0 the task of guarding the scrolls.
Gidayu will reply bluntly:

';/ do no/have a Juno. My karo is dead."
This should signal the end of the conversation;

Gidayu's lOne suggests he docs not wish to
discuss i~ and any attempts to bring the subject
up again will result in a grave loss of face to
whoever is foolish enough 10 do so.

IOORNEY TO THE SHRINE
The caravan arrives at Gidayu's fortress from

the Juchi school within IWO days. Gidayu will be
long gone. but has im·ited the characters to enjoy
his hospitality until they lea\'e. The fonress is
small. but contain a few amenities. including a
IX1ir of rock gardens and a gorgeous hedge maze
patterned after a similar gaijin structure
somewhere in the far north. The players should
have no trouble occupying themselves. and the
GM is welcome to come up with any minor
palace encounters with servants, bushi guards.
etc, that seem appropriate.

On the morning of the second day of their stay,
the caravan passes through the fortress gales.
They remain long enough to water the horses and
take on lIle PCs. then move on as quickly as they
can. The characters are free to arrange themselves
however they wish. and establish any sort of
order or routine for the other guards. TIley arc in
charge. and everyone traveling with them will
obey thcm.

The caravan consists of the following:
TIlree wagons. rilled with Silks, spices. and

other wares to be sold at the festi\'al. The wagons
are pulled by shaggy work ponies (two apiece).
and occupied by fh'e Unicorn merchants, to

CARAVAN
MERCHANTS (5)

EARTH: 2
WATER: 2

Perception: 3
FIRE: 2

Intelligence: 3
AIR: 2

Awareness: 4
VOID: 1
School/Rank: None.
Skills: Animal

Husbandr}' 1, Appraisal 4,
Gommcrce 3. Etiqucllc I.

Horsemanship I. lore
(Trade Routes) 3, Sincerity 3.
one or two Crafl skills
(Armorer. Craft,
Weaponsmilh. etc.) 31 Rank
2 each.

Honor: 1.8
The merdmnls are

minor members of the Ide
family. interested in going
10 the feSlival. They range
in "age between 20 and 40
'cars uld, and are dressed

in the modest finery that
befits their station. They are
a....'llte of the caravans lrue
nature and undersland lhe

• risks, but are 1101 uained in
, combat and "ill be of little

lISe in lhe ('\'1m! of attack.
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EARTH: 2
Stamina: 3

WATER: 2
Strength: 3

FIRE: 2
AIR: 2

Reflexes: 3
VOID: 2
School/Rallk: Akodo

Bushi I
Skills: Archery 2.

Alhletics 1, Bard 1, Battle 2,
Defense 3. lIand-lo-Hand 1.
Hislory 2, Kenjutsu 2.

Weapons: Katana (3k2).
Wakizashi (2k2). Da·kyu (as
arrow).

Honor: 3.5
Glory: 1.5

IMPERIAL CARAVAN
GuARDS C/S)

The guards are Jow·!c\·el
bushi aUachcd to th~

Em~rald magistrates. They
\\IilI fight valiantly to defend
the caravan, but their duties
will change once they reach
the Festival. They will not
be under the dlaracters'
command after the caravan
"'ches ils desU,,,'''. l

hair will gain a streak of white for their troubles,
and they suffer an Honor loss as appropriate to
their station (one or two for a regular bushi, five
or six for a Lion samurai). 'I1lOSC who succeed
may interact with the ghosts as they wish, but will
be unable to Sily anything to assuage them. 111C
men who murdered them died warm in their
beds. and nothing the characters say or do can
change thaI. \\~1Cn they realize Ihat they cannot
be avenged. the ghosts will rise into the air. Their
moans turn to shrieks like those of their children,
and as they vanish into the night sky, the horrible
gurgles of the drowned follow after them. If the
ghosts arc confronted with pieces of jade, or other
appropriate holy items. they will vanish in a flash.
Done quickly enough, it will prevent the fear
effects on other party members.

In addition to any who were frightened off, the
display is enough to spook the caravan horses.
Any not properly tied down will panic and bolt
into the night. Their fearful whinnies can be
heard on the wind as they disappear. Luckily, thc
ground is fairly even anclthe waxing moon gives
good light: nonc of the animals will be injured
galloping through the dark. Any that have run off
can be found the next morning - after a few
hours searching - in the nearby fields.

Before leaving, the charatters may want to
perform a purifitation ritual to honor the

since then, the river banks have been haunted by
their ghosts, who wander its length searching for
revenge. Local peasants refuse to go near the
waters after dark, Unfortunately, the caravan's
planners didn't consider such superstitions
worthy of consideration, and plotted the path
directly across the site where the merchant family
wcre killed.

'I11is encounter takes place in thc dead of
night, after most of the characters have gone to
sleep. A posted guard (hopefully onc of the pu.
although the other bushi will stand walch in turns
if the players don't think of it) will catch site of a
fain! glow approaching the campsite. ll1e glow
soon resolves itself as a pair of harrowing figures
- the merchant and his wife, glowing white in the
moonlight. Their eyes are empty sockets and their
faces arc drawn with pain and horror. As
approach the camp, they give a hideous howl in
the sky:

"Where is the blood 0/ my clJifdrclI?" he
scren/lls, "Where are the /IIell who tore them/rom
me?" (llle cry will awaken characters on a roll of
1·6). III allswer to "is questiolls, n quartet 0/
smnller ghosts. two boys alld two girls, will
appear ill Ihe middle 0/ the camp. 71tey are
eyeless, like tlteir parents, and their small bodies
are rull through with arrows and /lage·yari. They
hold 0111 their arll/S and rush wailing toward tlteir
mother and /alher, only to
vanish again just bt/ore they
arrive. Their screams /lim to
agollizing screeches, then 10 a
horrible wet gurgle Ihat slowly
dies down. The two parent
ghosls will slalld agltast, then
hold their hallds oul pleading to
allY witnesses. "TIle line of Illy
ancestors ended witlt their
llIurder. 77te cries 0/ countless
unborn canl/ot be silenced with
time. Tell me tltat justke has
been brought to their butchers,
that I may /illally rest ill peace."

The guards who first saw the
ghosts. or anyone else who
witnessed the demonstration
from beginning 10 end, must
make a Willpower roll at TN 15,
or else run shrieking into the
night. (With the exception of
luthi Taiga, any Niles will
automatically fail the roll.) Their



of scrolls and copy as many of them as he can.
The faci that such copies probably won't work
hasn't occurred 10 him; if he gets them made, he
believes that he will have access to the original's
power. He knows the palace bushi guarding the
box, and will be able to get past them without 100

much trouble. IIJ(:hi Taiga will be sleeping nearby,
but Ekai can move very quielly when he wishes.
He will succeed in breaking open the box's lock
and making hurried copies of three or four scrolls
before dawn. He will then relock the box and slip
out with no one the wiser. Or SO he thinks.

If allY players are guarding the scroll box (i.e.
in the direct vicinity of the box throughout Ihe
night), they should be allowed to try and stop
Ekai if they Wish. Otherwise, Taiga will notice that
the box has been tampered with immediBlely
upon waking, and raise a considerable Slink
aboul it - firsllo the guards on duty, then to their
host. Sodan will be shocked 10 hear of such a
thing, and will make attempts to apologize for the
incident. Taiga. however, will be so rude in his
aa;usations, that Sodan's humility will soon be
replaced by Bnger. Who is thiS barbarian fool to
make light of his hospitality so? The argument
quickly grows out of proportion, and threatens to
come to blows.

departed ghosts, Taiga will
suggest so if no on else thinks
of it. The rilual (3 variation of
Blessings of Purity, known to
any shugcnja who possesses
Ihat spell) takes all hour and
will prevent the spirits frolll
tormenting the caravan again.

DragollOy Castle
111e halfway poinl for the

journey is Kyuden Tonbo, the
home fortress of the Dragonny
CJan. Here, the characters will
have a chance to sleep in a real
bed, surrounded by protective
walls. rather than the
uncomfortable and decidedly
unsafe wilderness. The fortress
itself is not formidable; in fac~ it
seems laughably small
compared to the palaces of the
Great Clans. But ils size belies a
quiet power. for mighty wards
have been placed upon its walls.
The magic has protecled them
since the Dragonfly were
founded; no enemy has yel managed to capture
the place.

l1\e caravan will be met by a Mirumoto patrol
as it enters Dragonfly lands. ll1e Mirumoto
recognize the Dragonfly provinces as their
protectorate, and assign a small percentage of
their troops to help patrollhe border. 'nle patrol's
leader (a Dragonfly samurai·ko named Tonbo
Sakol will ask for their traveling papers and
purpose for entering Dragonfly territory. She will
pointedly ask if they have any business or
information they wish to pass on to Ihe Dragon
lands. Assuming everything is in order, Ihe guards
will then escort the caravan to Kyuden Tonbo.

The players will be greeted al the gates by
Tonbo Sodan, the son of the daimyo and heir 10

the Dragonfly's leadership. He is a pleasant-faced
man with an easy smile, who seems to take an
instant liking 10 the party. He will regale them
over dinner with amusing anecdotes about his
Dragon cousins, and entertain them with a group
of sleight·of·hand magicians.

There is, however, a small snag to this
otherwise pleasant evening. One of the palace
shugenja (Mirumoto Ekai) has nol been permilled
to attend the festival. In a fit of shame and
jealousy, he has decided 10 break open the cache

THE DRAGONFLY
AND THE FESTIVAL

'me Dragonfly have no
shugeojll school of their

olVn (mosl are trained in
the Phoenix or Dragon
schools), bUI have senl

several of their members to
compete in the festival. and
are looking forward to the
recognition their clan will

receive there. The Festival is
one or the few limes the

Dragonfly are accepted as
an independent clan. and

not an extension of the
Dragon or the Phoenix.

I



As the leader of the
Ronin. Niban firmly belie\'cs
in them and looks oul for
their welfare. His \;ews on
bushido are somewhat
obsessive. which leads him
to make some ver}'
unconventional decisions;
Hc left his home dan of the
Unicorn because he felt lhl'y
were not honorable enough;
now. he searches to find
something better. With the
Village of the Nightingale.
he thinks he has found i

EARTI1: 4
WATER: 3
FIRE: 2

Agili~': .3
AIR: 4
VOID: .3
School!Rank: Shinjo

Bushi 4
Skills: Archery 2,

Armorer 3, Athletics 3.
Bailie 3. Commerce 2.
Defense 1. Etiqueue 2­
Hand·tD-Hand ;, Horse
Archery 3. Horsemanship ~

Hunting 2, laijulSu 4.
Kenjutsu 4. Lance 2.
Leadership 4, Lore (samurai
bushldo) 4, Shintno 3.

Weapons: Katana (3k2).
Honor: 4.8
Advantages: Iligher

Purpose {ronin village~

Kharmic Tie (Kochol
Disadvantages: Social

Disadvantage (ronin)

which means somebody is going to have to
charge lheir position. Volunteers, anyone?

Stats for the ronin are in the sidebars. TIley arc
led by a lIlan named Niban and his lieutenant
Tobuko. who have a very specific purpose for
launching the attack. A Perception + Baule roll
(IN 15) reveals that the allackers are deliberately
trying to keep their opponents alive. The arrow
volleys are intended as cover fire only. and the
pattern of their assault suggests a diversion, not
attrition. 'nlCY will defend themselves if forced to,
but otherwise will not cause any lethlll damage.
Whomevcr they are. they seem to have more
respect. for human life than most bandits.

While the -bandits" are distracting lhe caravan
guards. the shugenja Koan will make a move for
the box of scrolls, Hidden by an Essence of Air
spell, he will creep inlo the center wagon and
search for it Before he does so, however, he will
cast a powerful Wind-Borne Slumbers. putting
everyone in me vicinity of the wagon to sleep
(player characters included. unless they make an
Earth roll at T 30). The only one definitely
unaffected by the spell will be Taiga, who will
remain awake and alert when Koan enters the
wagon. He spots the rogue shugenja and
immediately launches an attack. Unless the Pes
can intervene, Taiga will be killed in the ensuing
scume. struck down by Koan's wakizashi. The
bollom of the wagon will also catch fire (a spell of
Taiga's that misfires when he dies). and spread
slowly throughout the entire wagoll. The ronin
will quickly gather up the box and make his
escape,

No matter what happens, Koan geL~ away with
the spell scrolls. He is using powerful magic to aid
him, and will not let himself be deterred by
anything.. The players should be suitably occupied
by the allack. (and the smoke rising (rom the
center wagon) to keep from following them. 0

one will fire on a character or NPC attempting to
put the fire in the center wagon out, further
evidence that the attackers are trying to minimize
injuries. The ronin bushi will break off once Koan
has the scrolls. and will not trouble the caravan
further. If for some reason, the players pursue Ihe
raiders. they will have a frustrating time of it
Their path is well marked, but ends at a Sleep
ravine. The bridge across it has been cut leaving
the party to find another way across. It will take
several days to do SO - time the players do not
havc. TIley are due at the shrine the next

It is up to Ihe PCS to slep in and reconcile Ihe
Iwo pllrlies. This should be a role·playing
experience. and the GM should judge success
based on how well the players deliver their
arguments. Taiga can be reasoned with by
pointing OUi thai none of Ihe scrolls were stolen.
so no harm has been caused. Sodan will be
assuaged by complimenting his hospitality and
asking for his assistance in determining whal
happened and why. [f Sodan questions the guards.
they will quickly point to Ekai, The erranl
shugenja will claim he merely wished to see the
great cache. He will apologize for any
misunderstanding. and beg luchi Gidayu's pardon
for his thoughtless dismissal of the Unicorn's
sacred duty. Under no circumstances will he
admit to copying any of the scrolls.

Further development can be handled in any
manner the GM sees fit. Regardless of how the
confrontation ends. Sodan will dispatch another
unit of guards to see the caravan safely out of
Dragonfly lands..

"Bandit" Attack
At some point after they pass Ihe Dragonfly

lands - on the final leg of their journey to the
shrine - the character will come under allack
from a large band of what appear 10 be bandits.
In actuality. they arc merely ronin bent on
achieving a specific task. The masterless samurai
are angry at the Phoenix Clan and are hoping to
take some measure of revenge by stealing the
scroll box. The players. unfortunately, are in the
way.

The land they have been traveling through has
become increasingly hilly, with patclles of trees
and se\'eral deep vales between them. To the
north. the mountains loom up on the horizon,
becoming larger with each passing day. Once they
pass sours Edge Road (the route to the Dragon
lands), they will encounter evidence of numerous
rockslides. The land seems to grow more and
more wild as they proceed,

The a\lack comes as the caravan passes
between two wide hills. The pathway is
constricted here, and nearby rocks provide good
cover. while three nearby vales give easy escape
for those who know about them. The raiding
party consislS of some forty ronin, plus a powerful
shugenja named Koan, They willlaundl arrows at
both sides of the caravan. trying to keep the party
pinned down and off balance. They will not
engage in hand·to-hand combat until approached.



morning; the Festival i1sclf is scheduled to begin
in a litlle less than forty-eight hours.

TH£ SHRIH£ OF TH£ kl-R'N
The characters are now faced with the

unpleasant prospect of arriving at Ihe feslival
without the grand prize. They ha\'e scveral ways
of dealing with Ihe problem. but should continue
on to the Shrine of Ihe Ki·Rin before doing
anything. The merchants cannOI be left in this
wild land alone, and lllOSt of the bushi arc
anxious to reach Shinjo Gidayu and tell him what
happened. The player characters assigned to court
Otomo Yoroshiku should also be eager to
proceed; their orders contain nothing about going
after lost scrolls. In any case, they are close
enough to their destination that they can come
back and hunt the "bandits~ without too much
difficulty.

The caravan will roll inlO Dragon Heart Plain
O\'erlooking the Shrine of Ihe Ki·Rin about
midday. The festi\'al participants are in the midst
of preparations: raising tents. preparing foods.
and rehearsing the numerous ceremonies that

-- "~

will take place O\'er the neXI week. Streamers are
festooned everywhere. and the smell of cooking
rises through the air. Representatives from all
scven dans can be seen milling about talking in
clusters. or conducting courtly intrigues in the
numerous noblemen'S quarters SCi up around the
site. A group of drummers pounds oul rhythms
somewhere in the distance, while Phoenix
acrobats rehearse the dance of a great paper
mame dragon. TIle centerpicr:c of the fcstival is a
huge circle littered with invocations to the
Elements - the site of the great shugenja
lllmpetition.

TIle Shrine itself stands below the plain, on a
naturally-occurring shelf of rock in the midst of
the mountains. It provides a stunning view of the
lands north and cast, including the entirety of the
Phoenix provinces. The Great Wall of the North
can be seen quite clearly, marking the final
barrier between Rokugan and the barbarian
lands beyond. The shrine itself consists of a large
white statue of a Ki-Rin rearing up to the north.
Its visage is covered in names and its eyes rcnect
a thousand years of wisdom. TIle rising sun

~I



EARTIl: 4
WATER: 3
FIRE: 2

Intelligence: 3
AtR: 3
VOIO: 2
School/Rank: Mantis

Bushi 3.
Skills: Archery 2,

Armorer 2. Athletics 2.
Commerce 4. Courtier 2.
Gambling 2. Hand·to-Hand
2. Hunting 2. laijutsu 2.
Imimidalion 2, KenjulSu 3.
Lore (rollin) i Manipulation
1 Music (singing) I.
SillCl'ril)' 2.

Honor: 01
Ad\'3nt3ges: Blackmail

(Ad\'l':nture 'Ibm . may not
be re\'ealed unlilthen),
I-Ieanless.

Oisad,'anlagcs: Drivcn
(ambition), Social
Disad,'antage (ronin)

New Disadvantage:
Missing Eye (3 points) - No
depth perception (+5 TN to
all attacking and \'1sual
Perception rolls)

Tabuka is a true rollin. ~
al hem a woman who cao I
neo.'t'r kneel before another.
She likes me freedom of
being a W3"C woman. and
despises lIle concept of
bushido. She likes 10 sing: it

relaxes her. and she docs it
just berore doing things she
can'l lurn hack from. Lately.
she's been singing a 101.

TOIlVKO

construction of a haiku. There will doubtless be
more suitors soon. If the courting PCS wish to
make their presence known. they should probably
do so fairly quickly. lest she gel swamped by too
many suitors.

• There are no ronin shugenja present in lhe
crowds. All of the competition participants - in
fact all of the noblemen at the festival - belong to
one clan or another. All of them wear their
affiliation proudly, either by sporling dan tulors.
or displaying their mon, Considering that there
are over 100,000 ronin in Rokugan, it would stand
to reason that at least a few would be here ...

(Note: TIlere arc no ronin here because the
Phoenix will not allow them to participate in the
shugenja competition. This has some bearing on
the players' current predicament; see the next
page for more information.)

• A Dragon ise zumi is in conversation with a
Kuni Witch Hunter. BOlh Wilch Hunters and
Tauoocd Men arc rarities at the festival: they
usually have less fri"olous things on their minds.
That two would be together and talking like this
suggests that something foul may be afool

• A small child seems to be following the
characters around. He always appears at a safe
distance. and seems well·\'ersed in the art of
concealment They may spot him severaitilllcs as
they movc through the crowd. but if they try to
approach. he vanishes without a trace - only to
appear again a few minutes later.

(Note: the dli1d. Koeho, has been sent by the
~bandits~ to keep an cye on Lhe player d13racters.
TIlCir leadership assumes that the party will come
arter them eventually and wants to make sure
that someone stays dose to them. Scc the next
page for more details.)

After some time, they will come upon Gidayu's
tent The purple and gold banners above have
been lied in strange barbarian patterns, while the
tents are arranged in thc Unicorn's traditional
triangular formal A flerce·looking samurai·ko
will hail the characters as they approach, and lead
them 10 her daimyo.

Gidayu will listen to what the characters have
10 say and shake his head sadly. He was quite
fond of Taiga, and will be understandably upset at
his death. When they are done. he will consider
for a moment then speak.

'71,e loss of Ihe scrolls is a tremendous
dishonor, Olle which /aims the elltire proceedings.
If flIIJ'Olle is 10 learn Ihal we do /101 have them,

bathes the statue in its Iighl causing it to glow
brightly. A phrase has been carved on the
pedestal: MLook to the horizon. for the visions
there are the footsteps of Ihe future." A prayer
bowl and se\reral burning sticks of incense
surround it at all times: a small contingent of
monks cares for the Shrin" }·ear-round.

While the merchants depart to sci up their
stalls. the players should find Shinjo Gidayu and
report to him as soon as possible. It should lake
some time 10 find the tent housing the Unicorn
lord. TIle charaders will gain a great deal of
aHention from the festival participants, especially
if they are sporling recent injuries or the bodies
of companions (faiga, for example). 11\(! crowds
will part to let them through; their hardened
demeanors will quiet the levity around them.

As they proceed, observant characters may
have a chance 10 notice a few things about their
fellow attendees. ACourlier + Awareness roll rrn
15) is required to learn each fact; they should
have only a few moments to notice them before
the jostling crowds block them from sighl Some
of them ha\'e bearing on later adventures; others
are included Simply as fia\'or, to be developed
howe\'er the GM wishes.

• The characters pass a Shiba lord (Shiba
Himitsu. ncxt in line for the position of Phoenix
Champion), wandering around and looking quile
distracted. He bumps into people and objects with
muttered apologies. while distant concern creases
his face. Normally, this wouldn't draw undue
attention, but the party passes him several limes
as they wind their way through the crowd.

(Note: Himilsu is placed here as
foreshadowing: he becomes quite important laler
on in the adventure. Under no circumstances
should the players be allowed to kill or harm
him.)

• A group of Scorpion noblemen have
surrounded a small band of their Lion
counterpans and engaged them in debate. The
Lions look angry enough to come to blows. and
the Scorpions seem to be walking a delicate line
in their carefull}'-worded speeches. There are ten
Scorpions in the group: more by far thnn can be
secn anywhere else at the festival.

• The counship of Olomo Yoroshiku has
already begun. The Emperor's niece can be seen
commanding the atlenlions of two NPC samurai:
a Crane and a Phoenix.. The Crane is tUlllparing
her beauty to thc splendor of their surroundings,
while the Phoenix works diligently in the

I



characters pursued them to the bridge across the
ravine. they should have no problems (Hunting +
Perception. TN 10) getting back there. This time.
they won'i have 10 worry aboui crossing the
ravine, sillt'(~ they will be approaching the path
from the north. If the characters didn't pursue
them after the first attack. then the bridge will
still be up. Starting from the site of the allack
should enable them to pick up the marauders'
trail quickly and easily.

The ronin struck and retreated through a wide
spur of mountains to the wesi of the Shrine and
south of the a waterfall called Firebird Cascade ~

a no man's land 011 the edge of Phoenix territory.
The area is quite mountainous, and ihe road
perilously winds its way across the peaks.
Acrophobic characters may have a hard iime
advancing in places where the road drops off
precariously. Here and there, Oat valleys can be
seen between the mountains, marking several
good spots for a hideaway. TIle trail is easy to
follow; there is little traffic in these parts and the
path of forly men is not hard to ascertain.

A day or SO after leaving the festival. the
characters reach their destination - a wide valley,
green and fertile amid the mountains' rocky gray.
As they get closer, they can see buildings on the
valleys floor - new ones by the look of them. A
closer inspection reveals something peculiar. 111e
buildings do not have a military style, nor arc
ihey the product of unrefined ruffians looking for
shelter from the wind. TIllS is no bandit's hideoui
or crude fortress. It appears to be a peasant
village, a vibrant community in the midst of birth.
Rice paddies are growing along the Ooor of the
valley, while houses and other buildings are in
the final stages of construction. Women and
children can be seen performing chores. and
several beasts of burden work alongside of them.
There are even a pair of banners, displayed
proudly at the village entrance. A man in the
shape of a nightingale can be seen on the cloth.

'me characters will be spotted as they enter
the valley, but allowed to proceed into the village.
All work will stop at their approach, and the
entire population (some two hundred souls), will
gather to watch them. There are fifty ronin
present, plus the shugenja Koan and his young
apprentice. All of them arc armed and fingering
their weapons: some arc taking up shooiing
positions on the nearby buildings. If the
charaders killed anyone during the raid on the
caravan, the crowd will muller darkly at their

the sctlndal could ruin us. As t/rose c/rarged wilh
it its protection, 1 fear thar you /IIay bear the
greatest weight of the burden. However, there is
stil/hope. If you can find the scrolls before tlte
end of tIre festival and bring l/rem back ill lime
for the winner of the competition to receive tltem,
then alf will be well. As far as tlte rest of Ihe
feslival knows, they were /lever lost at alf. 17le
apprehension of these dogs will allow you to save
face, alld erase the dishonor of your earlier
failure. Do yOIl think you con find the bandits
who robbed YOII?"

Any character with the Hunting or Battle skill
will have no problems saying yes. The ~bandilS"

were a large force, and could not have hidden
their tracks particularly well. Roads in the
mountain are scarce, and they would have few
paths to follow. Furthermore. any Dragon players
(especially Mirumoto) will be familiar enough
with the territory to lead the party through. The
shugenja competition will not take place until the
end of the festivaL so the players have a few days
to find the scrolls.

Since Gidayu's reputation is on the line as well
as the players', he sends one of his own samurai
to go with them. Shinjo lruko, the samurai-ko
who first greeted them. will bow 10 her lord and
swear to return the scrolls. How the players deal
with this new companion is up to them. lruko will
pay them grudging respect. but already has a
fairly low opinion of them (she silently blames
the characters for failing Gidayu's trust), and docs
not want to be sidetracked by any of the
characters' other agendas. Naturally, she will wish
to leave right away. and wastes no time tracking
down any waY'vard characters.. TIlOse who may
have engaged in other activities (like introducing
themselves to Yoroshiku) will be quickly found
and dragged off with a few curt apologies. At this
point, she doesn't care what the characters want
to do. lruko is in no mood for games; her
daimyo's honor is at stake. The characters are
coming with her, and they're coming with her
right /lOW.

With lruko in tow, and the knowledge that
their honor is on the line. the players are now free
io retreat from ihe festival and hunt down the
men who robbed them.

THE V,UAGE OF THE
NIGHTINGALE

Ii should not be too dtrficult to track the path
of the "bandits" who attacked the caravan. If the

'ARTH: 2
Stamina: 3

WATER: 3
FIRE: 2
AIR: 2

Reflexes: 3
VOID: 2
ehool/Rank: None.

Skills: Animal
Husbandry 2, Athletics 1,

'fmmerce 2. Defense 1.
otsemanship 2, Hunting 3,

Shintao 1. one or two Craft
kills and one or two

weapons skills (GM's choice)
a.t Rank "2 each.

Wellpons: By Weapon
ill.

Ollar: 2.5
Advantages:

irreproach'lble
DisudvlInluges: Social

isadvamage (ronin)

mlesc arc the masterless
shi united under Niban.

The~' have varying traits
nd motivations for

, ollowing him, but all are

l ell·trained warriors (if a
ittle scruffy around the

e:dges).
TIley have spent a great

eal of time building their
villiage, and learning and
teaching each other the
skills which they will need
erc Many of them have a

weal deal im'csled in the
lilIage of the Nightingule.



EARTII: 4
WATER: 4
FIRE: 3

Intelligence: 6
AIR: 3
VOID: 8

SchooURank: None..
Skills: AsItoloro' 2. Bard

2, So Stick 3, Calligraph~' 4.
History 2. Intimidation 3,
Lore (Shugenja) 4, Lore
(Elements) 4. Meditalion S.
ShinlaO 3. Theology 3

Spells: Too many to Iisl
(an}'1hing you want from
the RPG and more)

Weapons: Bo Stick (2k2)
Honor: 2.4
Ad\'8ntages: 11igher

Purpose (ronin village~

tnnale AbililY (3 spells of
G~fs choice)

Disad\'antagcs:
Overconfident. Social
Disadvantage (ronin)

"Koan~ (who dropped hi
true name long ago) is a
loud, outspoken and
confident ronin. as ready 10

drink wilh his friends as he
is to tangle with his i
enemies. With the Village of
the Nightingale. he fecI h
has found his place in the
world, and will do anythint:
to prolCCl il His own
recocnition in the eyes of
lhe lsawa serves Utal
purpose - as well as his
own sense of self·
importance.

RETURN TO TN£ F£STIVAL
TIle characters should make their way back to

Dragon Heart Plain with little difficulty. Along the
way. they have a dlance to interact with Koan,
who is willing to discuss his dilemma at length
with them. He is sorry for the death of luthi Taiga.
but does not regret what he has done. HI am
searching for a vindication of my honor.- he will
explain. "Would you hesitate to strike a man who
had offended yoursT He promises. however. to
pray to Taiga's spirit and honor the memory of the
fallen shugenja at thc tournament

Shinjo Gidayu will welcome the characters
back and inquire after the details of their
adventure. He scowls at the ronin shugenja who
took Taiga's life. but after listening carefully to

tournament judges. If they stand behind Koon
and support his entry into the tournament the
19awa family may be persuaded to let him in. H
Koan enters the tournament they can send a
messenger back and Niban will bring the scrolls
himself. lruko, for her part is willing to do
whate\'er it lakes 10 gel the prize back.. She will
side with Niban and try and convince the players
that his cause is just Of course.. she wasn't shot at
by Niban's companions. so her pride isn't on the
line as lhe characters' are. She will champion this
options as lhe only way out of the situation. The
pla}'ers may suggest any olhers they wish: Niban
is open 10 anything reasonable (i.e. anything that
meets his goal of getting Koan into jhe
competition).

The characters can always fight Ihe ronin for
lhe scrolls if lhey wish, but they arc heavily
outnumbered and fighting on the ronin's home
turf. Many of the armers have already taken
position and have the players in a nasty kill zone
as they speak 10 Niban and Tobuko. TIle
characters should be dissuaded from fighting. If
combat breaks out the ronin will attempt \0

subdue the PCS while the women and (:hildren
duck for cover. If any of the villagers is killed in
the altercation, the rest will slaughter the players
without mercy.

If the characters agree 10 support Koan's
participation. then the shugenja will return to the
festival with them - as will his apprentice. Uisako.
and the boy Kocho, who has been following them
for the last few days. If Koan enters the
tournament, he will return 10 the village and tell
Niban, who will then bring the scrolls. Koeho is
the only one Niban trusl~ enough to believe.

approach. If not, they will simply wait to see what
the party does next.

The ronin leader Niban and his one.cyed
samurai-ko lieutenant Tobuko. will emerge to
speak to the characters. Both look as if they had
been building something; Niban has a hammer
stuck in his belt and Tobuko's clothes are covered
with sawdust They will speak plainly and openly,
asking the characters their business in their
village. Neither of them look surprised to see
outsiders here. iban is wearing a symbol on his
gear which is not seen at any other place in the
village. (The symbol can be seen on the Table of
Contents page.)

The Village of the ightingale (il is far too
small to be called e\'en a minor clan) has been
carved out here by a group of masterless samurai
looking for a home. TIred of endless wandering,
lhey have pooled their resources into procuring
some land and supplies here. \\-ben the village is
built and the crop harvested, they hope to
eventually petition the Phoenix for membership
in the clan. Before they can do that however, they
wish to make a poinl

Koan is a very powerful shugenja, as
demonstrated by his mastery of sc\'eral spells in
succession during the raid 011 the caravan. His
efforts have helped protect the village in these
early days. and he has taken up a position of de
facto leadership in the new community. However.
despite his skill, he has not been allowed to
panicipate in the Setsuban Festival. The Phoenix
do not recognize his status and have barred him
from competing. 'Ole decision dishonors them
and ridicules their inevitable allempts to join the
clan. They wished to be recognized as assets with
honor and respect not beggar·samurai coming to
the Phoenix on their knees. In retribution. they
have taken the contest's prize right out from
under the Phoenix's nose.

Niban is a reasonable man. and will not hold
any grudges against the PCS for their actions
during the raid. However. he sleadra~tly refuses to
turn over the scroll cache unless Koan's
grievances are addressed. TIle shugenja has a
righl to demonstrate his prowess, they argue. If he
can be allowed to compete in the tournament as
an equal. they will return what they have stolen.
Otherwise. lhe scrolls stay.

The PC's best option is to bargain with the
ronin. As the guardians of the saolls on the last
leg of their journey, lhe characters arc in an
honored position and may hold sway with the



reputation and cause Ihe family to
lose an incalculable amount of face.
He can compete and prove his
"'adequacy" to a certain eXlent. bUI if
he enters the final round. he mUSI be
prepared to deliberately lose ralher
than accept Ihe trophy. Koan will
grumble a great deal <lbout Ihis. but
will eventually relent and agrcc to
their lerms. If he cannol become
champion. he reasons. he can at least
show the other competing shugcnja
that he is a force to be reckoned
with. Knock a few of them down. and
they will remember his name for
some lime to come.

The Festival has only just begun,
and the players now have an
opportunity to enjoy the remainder
of it While many events are staid
and formal. others arc full of
ebullient joy. 111ere arc ceremonies
invoking the Five Elements, asking
for balance in the coming cydc.
Other rituals ill\'oke the blessings of
the Emperor. and the cosmic
harmonies which dance across the

night sky. There is storytelling and Noh
performances from some of the best actors in the
Empire. 111ere are dancers and acrobats. and the
costume dragon weaving menacingly through the
crowd. And there are politics galore, as the
players hove already seen in their errorts 10 get
the scrolls back.

It all closes with the great shugenja
tournament held in the center of the plains. It is
divided into four parts, based on the four tangible
elemenlS. Each contestant must cast one spell
based on each element (Air, Earth Fire and Water)
to the best o[ his or her ability. The winners in
each category are determined by the respective
Elemental Master. and ",ill be permitted to enter
the next round. In addition. the top four "all·
around" winners (demonstrating the greatest skill
in all four elemental magics) move on as well.
leaving a field of eight to compete for the grand
prize.

The eight remaining rompelitors then each
cast one spell, to be judged by the assembled
panel of Elemental Masters. The spells at this
stage are known for their daring and spectacle.
Bonus points are earned if a shugenja creates a

what occurred. will grudgingly support Koan's
entry inlo the tournamenl. It is the only way to
preserve honor on all sides. he agrees. Avenging
Taiga's death (and Inc death of anyone else in the
C<lravan) comes second 10 saving face.

111e [sawa judges will be a bi! harder to
convince. The Setsuban Festival is one of Ihe most
honorable occasions in Rokugan, and they will
not stand for some "unwashed dog"' leaving his
mark upon it. They are quite smug and
condescending about it As Ihe grealesl shugenja
in the Empire - the uhimale arbiters of spiritual
magic - their opinion is unimpeachable in Ihis
arena. They do nOI consider Koan worthy of
competition. Period

Allow Ihe players to use any arguments Ihey
wish 10 convince the judges otherwise. Keep in
mind, however. that the Ismva do not know that
their grand prize is being held hostage. and that
both the players and Gidayu will be dishonored if
they find out If presented with a credible
argument however. the lsawa may eventually
conscnt to letting the ronin in - under one
condition. He cannot be allowed 10 win the
lournament: to do so would indelibly slain its

kOCHO

EAR1lI: 2
WATER: 1

Pcrceplion: 3
FIRE: 3
AIR: 2
VOID: 2
School/Rank: None
Skills: Acting 2. Animal

Husbandry i Archery 1,
/uhlelics 1, Defense 2,

Hand·to-Hand I.
Horsemanship I. Hunting.
Knife 1, Stealth 3

Weapons: Tanio {lk2~

Honor: 2
Ad\'3nlages: Kharmic Tie

(Niban~ Luck (9 poinls)
Disad\llnlages:

~Ieddler. Social
Disa(h'3ntagc (ronin)

Koeho is th!' cute,
cuddly. and adorable eyes
and ears [or lhe ronin
village. He lost his P'lrcnts
long ago. and somehow
Ilooked up with Niban as an
apprentire. He's learned
quickly. and has found

self laking on a 101 of
l.' srouling duties for the

\1.llage of the Nightingale.
Someday. he hopes to be a
greal man like 'iban is.

o 10\'eS horses (a
connection to the Unicorn.
perhaps?), bUI has neH'r
got/en the hang of riding
lhem. When he's bigger, he
is sure he'll do much better.



}

As the adventure
continues. lruko will find
herself growing attracted to
one of the male PCs. She
will Slly lillIe of her feelillgs
and will do an admirable
lob of covering up any
emotions. but the attraction
will have ramifications
further on in the campaign.

LOV£STRtKk
SHINJO

ceremony and signals the end of the SelSuban
Fcstival

In addition 10 the regular experience and
honor rewards (as determined by thc GM), the
characters will be congratulated on a job well
done by Ihe Unicorn daimyo. Honor has been
accrued by all paT1icipants. and through their
efforts. the festival has gone unmarred by any
nasty altercations. Gidu)'U is aware that they may
have been interested in courting the Emperor's
niece, and realizes Ihat they have squandered
their chance while fulfilling their duties to him. In
return, he invites the c11aracters to attend him at
the Phoenix Winter Courl, where they will again
have an opportunity to interact with the beautiful
Yoroshiku. In addition, he offers Shinjo lruko to
one of the PCS as a yojimbo (io better keep an eye
on them in the future). The ronin have achieved
their goal. and fed confident about approaching
the Phoenix now. Niban offers the services of the
boy Kocho as a token of appreciation for the
players' efforts on Koan's behalf. When they wish
to turn in the favor, they can simply send the boy
home..

ncw or prcviously unseen cffect From thcse cighL
four semi·finalists arc chosen. who thcn begin
another round of spell·casting. At this poinL spells
cast must be new to Ihe tournament; the
participants cannot use any demonstrated in the
previous rounds - including the firsL Two finalists
arc selected from the four. who then begin a
direct head to head competition. One by one. the
judges call OUI a series of spell names: the first
finalist unable to cast lhe proper spell loses. If
neither contestant can perform a given spell. the
competition continucs until only one succeeds.
TIle winner receives the grand prize, bUI may not
participate in any future tournaments - thus
kecping the competition from being dominated
by anyone shugenja year after year.

Player characters who wish to participate in
the tournament may do so - provided they can
cast at least one Air, Earth, Fire and Water spell.
The higher the mastery of the spell, the more
impressh'e it is to the judges. They can also boost
their chances by using raises to increase the
spells' effects. Assume lhe PC must cast four
spells with a TN of at least 20 to be able to move
on. Participants in the tournament will gain an
extra Experience Point as a reward: two if they
manage to last to the second round.

The eight shugenja who survh'e to the
second round include Koan, an Agasha
aldlemisl, two Asahina (one if a PC has mo\'ed
on). and four lsawa shugenja (three if more
than one PC has moved on). From there, two
lsawa, Koan and an Asahina shugenja emerge
as the four finalists (the player characters
cannot bent these four - period). Koan takes
this opportunity to bow out, deliberately
throwing his match to the Crane Asahina
Akie. II is apparent from the expression on his
face that he lomhes doing it. The two IsaWil
face off. and the young lsawa Uonu - a
prodigy with a specialty in the element of Air
- emerges victorious. In the final round. Uona
defeats Akie after nearly two hours of heated
spellcasting. The Asahina bows in reverent
respect to tiona's skills, then clears the field.
leaVing the Phoenix alone to relish her victory.
(Note: the GM should feel free to dramatize
the succeeding rounds of the competition ­
describing the flashing spell effeclS. the
determination of Ihe competitors. etc. - as
much as he or she wishes.) A rousing
fireworks display follows the awards



DAY I. MONTH OF THE HORSE
Monling
TIle characters are escorted to their rooms

when they first arrive at Gisu Castle. following
Otomo Yoroshiku's grand procession from the
shrine of the Ki·Rin. The Asako lord, Kagetsu.
greets all of his guests individually, standing at
the top of a long staircase before the palace walls.
For nearly ten hours he stands there with his
guards as each of the noble and Imperial guests
arc brought in, and offers to each of them a small
gift. telling them to please refrain from opening it
until tonight's feast. Each of the characters. as
representatives of their daimyo. is given a small
package wrapped in their dan's mono with the
appropriate family crest. If the player characters
are Magistrates. they lIlay also see the crest of the
Emerald Champion's guard. or the crest of the
family to whom they arc Magistrates.

W1,en the winter snows come, tile branches of tlte
brown trees rise like fingers, nearly touchillg the
sky. 71wre are many balconies of the palace, //lost
facing the magnificent view. In Ihe evenings of
late fall, before the first snow, members of cOllrt
gather 011 these balconies, to watch as the
flaming Slln dies each night over the crystal lake.
A small walerfall to Ihe north is tite water source
for the lake, rising {rom a clear spring near the Ki­
Rill'S shrine. KnOliJn as Firebird Falls, il is said
that Sltiba once climbed the rough stone cliffside
as part ofa cllI1l1enge whm the world was young.
ft is a sacred place to Ihe Phoenix, and mOllY say
it is a place of mystical powers and strange ktlmi.

Inside, the palace is cOllslmeted with thick
mahogany posts and richly painted rice-paper
walls and slidillg doors. Ornate camillgs line tlte
outer walls and gates. 77,e palace is obviously
built for defense against the elements, not sieges
or ballles. Inside mall)' of the illller rooms,
tremendolls fireplaces have been camed into the
walls in widely arching slone heartlts.

OlOmo Yoroshiku, the niece of the Emperor
Hantei, will be staying at Gisu Castle this winter,
spending time among the young men who seek to
court her. Her uncle requested that she choose a
husband when the first spring flowers bloom. and
there are many young suitors at the palace.
Because the court is bustling with eligible young
men, there are plenty of lovely young women as
well. ready 10 comfort (and hopdully milrry)
those suitors who do nol succeed in winning
Yoroshiku's hand.

'Pa~1t TI:
q-~Sbm011Y ,

11U~1d(l~1, a11d
Ll(lS

BACKGROUND
After the competitions of the Setsuban

Festival, the last days of fall come quickly.
Although you may decide 10 have a more
significant amount of time pass between these
two adventures, it is recommended that only a
few days to a few weeks be allowed to elapse.
Adventure Two of Code of Bllsltido takes place in
nearby Gisu Castle. a palace belonging to the
Asako family. The SelSuban Festival was a lime to
look back on the old year. Thereafter, at lhe
behest of Shinjo Gidayll. the group will retire to
spend the winter in the lands of the Phoenix. and
be given rooms in Gisli castle, under ihe eye of
Asako Kagetsu. the minor daimyo who rules
these lands.

!Villter COllrt is a time a/holidays, festivals
and gatherings, durillg which the /illest courls of
the land are held for three IIIOll1lts witltin a host's
abode. 111 these palaces, the 1I0bles of Rokllgan
use courtly graces and political manipulation to
gather resources alld informatioll lor their clans.
17le Asako court is 110 different, alld tltis year, it is
the High Court of the Phoenix, including tlte
Emperor's niece, Otomo Yoroshiku, her courtiers,
and the daimyos 0/ several o/Ihe noble houses of
tlte area. It is said that Shiba Uiimitsll, lite
solemn Champion of the Phoenix. will also be a
visitor at the court.

It is considered a great honor 10 spend the
winter in the lands of tlte Asako, primarily
because 0/ tlte spectacular scenery' and famous
celebrations lor which the Asako palaces are
noted. II woultl be a 1l.'lTible insul/. to refuse tfte
il/vitatioll.

Gisll Palace rests 011 a high mountainside,
overlooking a perfectly clear moulltain lake.

1:ARTH: 2
WATER: 2
FIRE: 2

Intelligence: 4
AIR: 2

Awarcnc...s: 6

Void: 3
SchoollRank: None,
Skills: Artisan (poetry) 2.

Courtier 4, Dance 3.
Etiquette 4. Heraldry 3,
History 3. Law 2. Lore
(vtlrious) 2. Music (biwa.
song) 3, Oraiory 4. Rhetoric
3.....%iniao 2, Sincerity 4.

Honor: 3.7
Glory: 7.5
Advantages: Social

Position (Emperor's niece).
Voice.

Yoroshikll is lovely,
impulsive, and spirited.
'ecdless to say, she's

extremely hard for her
maids to keep up with.

During ihe entire
plotHne of Code of Bushido,
Yoroshiku will spend her
ime inci1ing suitors to show

t
off, playing one against the
other. and allempting to
caplure e\'eryone's heart. If
she feels that a female PC is
gelting more attention lhat
she is getling. she's sure to
make trouble for them.

Subtly, of course, though
pglitical means. She has no
iaea that she's nOI ihe
daughter of a Hanlei.

I



Skills: Courtier 2.
I::tiquetle 2. Heraldry I.
(Court) J. Sincerity 2. Sleigh
of Haod I.

Honor: 2.3
Ad\'anlages: True Friend

(Yoroshiku). 1
Disadvantages:

Dependent(Yo~ku~

krrso SAl.

Saia is the youngest
maid. She giggles oonsta~tfY

with Nantoko. Saia. feels
personally responsible for
Yoroshiku's happiness.

EAR11J: 2
WATER: 2
FIRE: 2
AIR: 2
VOID: 1
School/Rank: None.

Hida Youta:
SkiUs: Courtier I.

Dance I. E1iquetle 2. Hand­
to-l1and I. Intimidation 3.
Seduction 2.

t1onor: 1.9
Advantages: Large.
Disad\'antages: Benten

Curse.

The Feast (Evening)
The welcoming dinner

is magnificellt, filled with
excelfenl sake amI
beautifully arranged food
Otomo Yoroshiku sits at
the table on the dais,
surrounded by fine
courliers amI the Lord
Asako Kagetsu. The
courtiers are deliberately
seated together, rather
'han by virtue of
household or family. It is
a fonl/al gathering, and
the eyes 0/ the court are
sharp to see what this
winter's entertainment

-- - will be. 111ho will court
whom, what malicious
mischief will brew ;1/ the
hearts and minds of the
representatives 0/ the
various clans, and whal
political gains al/d losses
will be made?

Various NPCs should
be pointed out to the
characters at Ihis time.
Because of their adventure
at the Ki·Rin's shrine. the
characters should be
familiar with Otomo

Yoroshiku, Mirumoto Hanzu, the suitor for the
Dragon Clan. and Shiba Sanru. from the Phoenix.
Shinjo Gidayu. a daimyo of the Unicorn, and
Shinjo lruko are also here. as guests of the Asako.
lruko continues 10 serve as yo;;mbo for one of the
PCs, fostering friendships and possibly a love
interest with one of them. One of the Elemental
Masters, 19awa Torno. will also be staying at Gisu
Palace for the winter, ahhough the others will be
following Shiba Ujimitsu when he leaves to go to
the Imperial Court in Shien Shite Reigisaho
(Violence Behind Courtliness City).

Also attending is Koan. the ronin shugenja
who performed at the Festival. He has only one
attendant, a young female apprentice named
Uisako. whom the characters may have seen
among the ronin. She is young, shy and timid. as
her master is loud. ouLspoken and confidenl

¥oroshiku's three maids are more prevalent at
the Winter Court than they were at the Festival.

-"'=---

It should be quite obvious thaI Asako Kagetsu
not only knows who each of his guests are, but
also \0 whom each guest offers allegiance and
fealty. He has laken a great deal of lime to invite.
research, and appropriately outfit his household
for the winter court. and no courtesy has been
ignored. The characters have an adjoining set of
fine rooms. with one remral balcony. Although it
is on a lower level, it sLiIl has a fine view of the
lake. down through lhe trees. The baloonies of the
daimyos aTC above them, and al the uppermost
level; the characters can sec a terrace with the
Imperial banner hanging on the wooden
walkway. II seems that the uppermost level is
buill near enough to the lOP of Firebird Falls thai
a small cable bridge. woven of living vines,
COllnects the cenler of the terrace to a small
garden area built on the rocks al the lop of the
falls. The view from thai height must be
spcclacular.



listening to their stories. He is an older man.
unable to walk without the help of a cane. but he
is very intelligent. Further. he is greatly respected
by the Asako, as he was a Magistrate here for
nearly thirty years.

Lastly, the daimyo of one of the PCS will be
arriving at court shonly after the feast begins.
entering from the rear and approaching the dais
with great solemnity. Ideally. this will be a
daimyo of whicllcver character has had the least
success courting Yoroshiku. After introducing
himself and making apologies for being late. he
will join the others at the table on Ihe dais. Iiis
eyes will scan the room until he sees the Pc. and
he will nod in recognition. If you do nOI have sucll
an Pc. one has been pro\ri.ded under lhe name
"Ryuden."

Near the end of the feast, Asako Kagetsu will
speak to the assembly. Kagetsu is a young lord.
not mudl older than the majority of PCs. lie is
dressed in a fine robe, with an enameled daisho,
and he has a warm, booming voice:

~Welcome. friends," says Kagetsu, and lite
assembled courtiers begin to tum tlteir attemion
to Ilteir Itost Kagetsu looks down from tlte sligltt
dais Dnd nods politely as Ite Ollce agaill greets tlte
lVilller Court. Afler tlte pleasantries. Ite Itolds up
aile of tlte small boxes wllielt yOIl were given
wltell yOIl emcred lite Gisu Cnstle. His is wrapped
ill lIIauve paper, lite light retldislt·purple of lite
Pltoellix Clall. '77tese gifts, Illy friends, have been
prepared for yOllr emertainmen! by Illy lovely
sister, Astlko Nuriko. Whell you Opell litem. alld I
ask tltal yOIl do /lot do so Itere, )1011 will lilld
illside a smalf ob;ect. This object is lite Italf of a
pair. 17te other Italf, you see, is ill tlte Itallds of
al/otlter member of lite court." A failll murmur
ripples tltrouglt the cOllrtiers at this, and many
people whisper softly. Kagetsll smiles. "It is the
setting lor a sllla// amusement we have plaflned.
The object of Ihe game is to find the other
member of court whose bauble matches your
OWfl Once you have., thell yOIl may ask that
person aile question per day, which. by their
Itonor, they must allswer. Tn/lltfulfy."

A IIush falls over tlte court, and lhen voices
begi" 10 hiss uTgCntly, as the surprise begins /0
pass through ti,e audience. "Of course," co"linues
KagetslI, as if /lothing had happened. ')7ou are
free to trade objects among yourselves., dltlngil1g
the game eadl time yOI/ do. A person witlt yo"r
object's match will. of course. alS() be seeking you,
SO ISlIggesJ you keep tlte object Itiddefl 111CTC are

Gisu Castle is a relatively small place, filled wilh
dark corners and twisting passages. and
Yoroshiku's maidser\'ants are constantly at her
side. Their protective presence serves to safeguard
the Princess's honor. as well as form a bufFer
between her and lhe less favored suilors. Because
Yoroshiku is a noble born of the Hantei line, all
of her maids arc of the samurai class. Hida Yauta
is a tremendously large Crab woman approaching
middle age. Her grandfather was a Yasuki, and
arranged for her to ha\'e lhis prestigious position,
and she has been the Princess's nanny since her
birth. Kakita 'antoko and KilSU Saia are the two
younger maids, and they often giggle together.
certain that lheir mistress's beauty only casts a
greater light on themselves. None of the three
maids is outstanding in any way. and they can
become comic characters as lhey struggle to keep
up with their impulsive young mistress.

Several new NPCs are visible at the Winter
Court gathering, some of whom did not atlend
the Ki·Rin festival of the previous week. Among
these arc Shosuro Tage, the foremost actress of
the Imperial troupe. along wilh a group of four
retainers and actors. She is a smiling. petite
woman, with laughing eyes and delicate. almost
fragile features. Her abilities as an actress arc
well·knuwn, and her knowledge of Rokugani
literature is semnd only to her skill in the courl.
She will approach any Scorpiun PC and attempt
tu engage him in conversation, using her high
Awareness to determine the charader's loyalty 10
the clan and knowledge of murt illlrigue.

A second visitur 10 the tour!. although one
who will not be staying long, is Shiba Ujimitsu.
Ujimilsu is the Champion of the Phocnix Clan, a
man with a solcmn, quiet temperament who is
noted for his political skills as well as his peaceful
nature. He has brought with him another young
Lord, named Shiba Himitsun. Many murtiers
whisper that Ujimitsu is training the young lad to
follow in his own footstcps. There is a retinue of
guards, yojimbo and courticrs with them, many of
whom will be traveling on in a few days. to Shien
Shite Reigisaho, where Hantei 38th's \\~nter

Court is to be held.
Another imf)Ortant NPC will be Hiruma Usigo,

a ranking Emcrald Magistrate. He has just retired,
and will be going to a monastery in the spring.
bUI decided to accepl this last invitation to Winter
Court lie lovcs to reminisct about his duties, and
will gladly spend lime with one or more or the
PCS who are Magistrates. advising lhcm and

1\11 Items should be
arge enough thai they are

oonrealable only wilh effort

- Agolden ball.
- A thick sih'cr chain.
- A colored fan (there

could be SCI'eral fans given
out of varying colors or

patterns).
- Asmall pearl-handled

lanto.

- Ahorseshoe.
- An ivory hair pin.
- Asash of \'arying

l'Olor or pattcm
- A poem on a scroll

- A large ring of brass
(as large as the horseshoc~

Each package gh"en OUI
by Asako Kagclsu oonlains

an item. In another box
.somewhere in the court, an
identical item is in someone

e1sol!''s hands.Allow the
plarers to use this game in

order to gain useful
information. gain glory
through their political

manipulations. and
otherwise have a good lime.
But remember, if things gel
too lough or confusing. feel

free to use the item game to
help them along.

Some of the items which
are gi\"cn oul in lhe

packages include:

WHAT'S IN THE
Box?

I



only two final rules. Illy dear guests. 77,e object
yOIl OWII can ollly be traded lor allother objecl
which is also ill the game, and you //Illst keep
your item Oil your person at all times."

KagelSu smiles. then. and his sister nullers her
fan beside the Imperial Princess. Arter a mOlllenL
the Princess begins to clap in appreciation of the
game, and soon all of the courtiers follow suit

The characters may open their gifts wherever
they like. at any time during the night. If they do
so in public. it will not be difficult for their match
to discover what they ha\"e" If they do so in
private. be sure to tell them what their object is
separately from the other player characters, as it
is possible that another character has their match.
Have all the characters privately roll dIDO (a dlO
for the first integer. and another for the second). If
any two have rolled Ihe same number, they have
a match. Don't tell them this yet as they should
find out on their own. When the items are given
to them. be sure to dedde ahead of time which
NPC has the matching item. Also. be prepared for
the items to shuffle between the NPCs, as they
make political bargains. or discover what item a
certain person has. TIle game is intended to be a
factor in solving the upcoming plot, so keep tmck

of the items on a separate piece of paper. and be
sure to occasionally allow a PC to 'discover' what
item someone else has. Not all the items can be
hidden easily.

Because the characters will be shuffling items
between themselves. and because this means they
will be interacting with several NPCs who aren't
integral to the plot. Who is there depends on the
GM. TIlere wilt be some from all of the chills. as
no family would refuse an invitation to spend the
winter in Gisu Castle. Use this list of names to
help you keep the image of a bustling court filled
with peripheral people and plolS. Complexity is
the rule. not the c;.;ception, in a Winter Court and
the PCS should be aware that there are
undercurTCnls they do no\ see, and stories around
them, thai they aren't involved in.

Night
Late that evening, the PC's daimyo (referred to

hereafter as Ryuden) will summon their liegeman
to their chambers. The daimyo has been housed
in chambers slightly abo\'e the Pes, nearer the
Imperial chambers. Ryuden is an outgoing. but
not very tactful daim~'O, more suited 10 the Crab
or Lion Clans. His skill on the battlefield is mud}
greater Ihan his skill in the court. With thaI in

I



suitors cotdles her eye quickly as site colltillUes,
"If ollly a blossom could be lOllI/d.....

If the charal1crs do not get the hinl, one of !.he
other suilors will. and then il will be a race to see
who can find something to gh'e Yoroshiku, to
gain her favor. If one of the characters can
actually come up wi!.h a Oower (there are none in
the house or on the grounds), they will gain 1
Glory point

During these preliminary days, the characters
should have several 0ppor1unities to sit with
Yoroshiku (after all, she is supposed to choose a
husband by spring). although ne\'Cr alone. She is
always surrounded by cour1iers. attendants, and
other suitors. Ryuden doesn't help the matter
much, either, for when he has his turn to chat
with the lady. he always seems (0 draw !.he
conversation to battle and tactics, and Yoroshiku
finds a reason to leave as soon as possible.

lruko, the yojimbo. will spend some time
attempting to discover and match the object
which her lo\'e interest among the PCs was given.
With that information, she will continually come
up with the item to match that of her PC love
interest even as the PC trades his item to other
courtiers. This should not be done in an annoying
m,mncr, as lruko is simply trying to get the pes
attention, and uses her questions to lead him into
conversations on their likes and dislikes. and the
things they have ill t'OmmOll. Clever GMs will
also use this for mild comic relief. rather than
pestering the PCS.

111C Shosuro acting troupe will convert one of
the lower rooms of the palace into all im promptu
stage, and Tage will announce that their first
performance will be "'TIle Death of the First
Hantei," in honor of their Imperial visitor. Himitsu
will spend some time with the PCS as he seems
interested in anything they can tell him about
Yoroshiku. He should seem to be no more !.han a
late suitor, hoping to catch up on her likes and
dislikes, history. relatives, actions. etc. Anything
the players tell him about Yoroshiku interests
him, although he spends little to no time asking
the Princess herself.

Ujimitsu. Champion of !.he Phoenix. will leave
for the Winter Court of the Emperor on the fifth
day of the HotsC. leaving Himitsu and several
retaine11i behind, as a cour1csy. to attend the
Asako court Usigo. howe\'er. will spend a great
deal of time with the PCs, and should become a
trusted soun:e of information about the basic
workings of the court the Asako. and !.he Phoenix

mind, he will summon the PC and begin
interrogating him on how the courting or the
Imperial Princess is going. The daimyo has some
unlikely schemes for courting the Princess, and
insists that the PC continue to advance his cause
with Yoroshiku. After their discussion. Ityuscn
will talk with the PC about the festivaL and learn
all that happened in the first ad,·enture. He will
appear very interested in !.he nearby ronin. and
their village.

Further. Ryusen asks the PC to draw a map
leading 10 the ronin village, and detail each of the
ronin who live there. He asks many questions.
about military aspects, personalities and
impressions of each of the ronin leaders (Tobuka,
Niban and Koan in particular). Once he is
finished, he will lighl a long pipe filled with
sweet·smelling tobacco, and will dismiss the Pc.
He will remain on his balcony for many hours
before he finally returns to bed. and if the
character goes onto his own terrace, he may see
Ryusen sitting and staring intently into the dark
sky.

DAYS 1-11. THE MONTH OF THE
HORSE

Morning
For several days. the court will move in its

slow circles. As people meet, and NIlCs introduce
themselves. the characters should be allowed a
small amount of time to play the object game.
meet important people and get an idea of whom
they feel they can trust (and who needs 10 be
watched).

TIleS(' days are designed to give the characters
some time to interact with the other nobles at the
Court Yoroshiku will be highly visible. keeping
her suitors on their toes and playing political
games in order to manipulate her suitors. One
morning. the group (including any relcvent PCS)
is sitting in the garden with Yoroshiku. enjoying
the bitter air and the taste of snow on the wind.
In a spontaneous haiku. tlte maiden suddenly
closes Iter eyes and whispers.

"Winter's friend? No/ I.
I would trade my fan for tltis:
A simple blossom."
There is SCllltered applause. alld Yoroshiku

opens her e)'es, smiling prettily. As she does so,
she looks directly into aIle of Ihe Pes C)>es. with a
la;nt smile and a hinl of challenge. "Do yOIl not
think so?" She looks away. alld one oltlte olher

EARTII: 5
'ATER: 4

Stttength: 6
IRE: ~

IR: 3
VOID: 1
School/Rank: None.
Skills: \\eapon skills

liefault to Rank 2.
M'eapons: As PC that

she is mimicking. Bonuses
om the Shadowbrands (+2
Ice to all actions. allacks

or non·comoot related.
led and kept) are applied

when she Is in darkness (in
e cellar) This is unique 10

her character, and a t'Csult
rher 'corruption:

Special: Shadowbrands
Honor: 0

Kakita Nalltoko (also
nowl~ as Yogo Bashiko) is
tcorpion spy in Crane

lilSC, senl to ~naneuver' the
incess inlo marriage with

a Scorpion·chosen
ndidate. When Himitsu

~Jakes his accusations, she

t
is sent to spy on him, and

turn the information to
Uige.

1I0wever, her
hadowbrands have become

somehow 'corrupt' sending
her into madness.. The effect
has also increased her

'Ilgs. and gh'en her sen'raJ
ge abilities. lIS not

hOI: 181- something's gone
e 'b1y wrong.



lands in this area He knows some information
about the Tonin and their ,'ilIage. but will be
unwilling 10 discuss it al this lime.

The Play (Night)
The play ~Dent" of the First Hanter was

wrilteo by Shosuro Furuyar~ a famous Scorpion
play\lTighL It is considered to be aJXlCfYphaL
because the events which it discusses arc
inconsistent wiLh Ikama histories. The Ikoma
bards claim that the first Hantei lived to a ripe
age. siring lIlany children and finally dying from
old age in the first temple of ShinseL TIle play.
however. reenacts a radically different demise. It
opens with lhe War against the Shadowl<'Jnds. the
first defeat of Fu Lcng, and the great bnttles and
heroic deeds performed by each of the Kmni.
Howel'er. ils cnding is signiricant. Hantei is
wounded by his brother. Fu Lcng, and has been
brought back to the palace al Otosan Uchi. While
Hanlei lies. dying. on lhe soft cushions of the
palace, Doji lends to his wounds. while Akodo
and Bayushi stand rcady to defend him wilh their
lires.

Hanlei, or at least tlte ador ponril}'iltg Itim,
lUms to lite woman wlto is franlically tending to
his bleeding wounds. ~", J going to die'r JIe
whispers. and the hiss rivets through the
audience.

~No, 1/0, brother, -you hear rage's voice, as site
speaks Doj;'s lines. Her face has become lhe uery
ill/age of Doji, exacllyas in the famous lapestries
in the Imperial Palace. 11,e resemblallce is simpl)'
amazing, ~lbur wounds are 1/0/ grave. YOII will
live"

'/till Igoing /0 die?" the young Hanlei Ilims /0

a iI/if man wearillg tlte characteristic eye-po/cit
wltidl defines the role of Akodo One-eye.

"Your /lOllle wil/live all with hOllar, brOlher."
Ihe 11Iml Sil}'S ;1/ a sletltorian voice. ~ mal/ with
hOllor Cflll never die."

Olle fast soft questioning, this lime to the inky
black shadow whidt seems nearly a part of the
dtJrlllle5S. "Am I going 10 die?" Hantei weakly
extem!s a hand to his brother, Bayushi

Bayuslti comes to the side of lhe olsJtioll5,
looking down be}'oltd his elaborate mask at lhe
face of his dying brother. "}~ Halllei-sama_~ His
voice is clMr, cold Comfortless. "YOIl are going to
die, and you are going to be alone. Bllt one day,
we will come afleT, to be by your side agai1/.-

With that, the ador on the cushions trembles
Ollce, and then is still, "What have yOIl done?"

munmlTS Doji. dropping tlte hand of her dead
brother and rising to sJand beside Akodo.

"You, sister, cared for o/lr brother's body.
Akodo cared for his honor. But I..... Bayushi
turns. and the 10SI fine 0/ the play is delivered to
Ihe audience. "'I cared lor his souL The soul is the
Itean ofa Halltei. II is tlte one tlting tltal 110 otlter
can It/we. 71le one thing wlticlt is lite center of rite
Empire. 71le soul,"

The play is gi,'en polite applause, and Ihe
acting troupc bows to the assemblage as
Yoroshiku rises and makes for her chambers. A
perceptive PC (Awareness 20) will notke that
Tage, after her face has relaxed into her normal
visage (a sight which should be pointed out to Ihc
players. as all the Shosuro actors 'relax' out of
their roles), is watching Yoroshiku with great
interest as if expcx1ing some reaction, Whether
she rcteived il or not Tage smiles with the others.
and takes a final bow.

DAr 11. MONTH OF THE HORSE
Afternoon
During the day in the garden. one of the PCS

who is not courting Yoroshiku mistakenly
overhears ([rom the other side of a large hedge
wall) her speaking 10 Mirumolo Hanzu.

"You know that I would choose you.
Honzu.,," tlte Princess is sayillg. "But tftat my
falher expects me ro wed a mati a/molly abilities..
I k"ow lhat yOIl are surely the bravest suitor
a11/ollg them, bill many of the collrtiers are not
aware of yOllr fille lalellls. If ol/Iy they cOllld be
COI/Vincel!. .. "

Hal/zits words are /IIuf/fed. ami a bil hard 10
hear, but pari of Itis reply is al/dible. ".. .glad to
show Ihe strel/gth of Illy StL'C!. .. hOllor, of course."

A soft response from Yorositiku confirms Ihal
tltis was wltal sile had hoped 10 hear_ and Ihen
)'ollitear a silken rustle agaillsJ the hedge as site
and her maid move on throllgh the garden

E\'cning (Hour of the Roosler, 6 - 8 pm)
Before the feast onc of the other courtiers

comes up to a PC and asks to exchange ilems
with them_ The courtier, a Phoenix named Shiba
Nessen, says thai onc of the Princess's maids (the
rather large, unpleasant looking Hida woman)
seems to be allraeted to him, and has the
matching objcc!. He's hoping 10 trade the item
with one of the JlCs. He would consider it to be a
favor, which he would owe bad, at a laler lime.
All Ihis, in order to avoid the maid's attentions.
Will one of the PCS be kind enough to help?

SHADOW8RANDS

Shadowbrands are the
strange 'essence marks' with
which Scorpions ohen brand
their servants. Kakita
Nanloko is an example of
Shadowbr:mds gone bad.
Very bad.

Nantoko's situation isn't
typical. Sen'ants of the
Srorpion aren't supposed to
turn into soulless demon·
things.. In fact. Tage has
neg\'er seen it before. Thai's
why she's willing to lei the
plarers in on the problem
in the first place.

More information about
Shadowbrands is a\'ailable
in the U&y of lite Scorpion
Clan Book, available now.



Princess. Poems will be read two hours after the
feast is finished, and the suitors quickly relire to
their chambers, 10 create thcir entrics. Ryuden
quickly approaches the PCs after the
announcemcnt is made. and asks his rctainer to
speak to him privately. Once alone, he makes an
unusual demand.

As Ryuden approaches, yOIl bow, alld you see
that he has all UllcommOIl look of glee and
excitemellt on his usually resewed, impassive
face. "I need a poem, yojimbo. Olle to woo
Yoroshiku. Only this af/emoon, ill the gardell, she
spoke to me sweet words of love, and told me that
she had all but cltosen me." He smiles and looks
filled wilh pride. "However, she says that I need to
prove my skills off the battlefield as well as on, I
know she has arranged to convince Asako
Kagetsu to hold this poetry competition to help
me prove my worth, so that she can marry me! I
have her!"

He tUTIIS to you, theil, and smiles widely. "Get
me a poem. I don't care how you arrallge it, but
//lake sure iI's beller than any of the other poems
to be read tonight. I mllst will this competition.
77le hOllor of ollr house. alld the Lady's heart, rely
on it."

TIlC poems are to be judged by Asako Kagetsu.
Hid,. Usigo, and of course, Yoroshiku. During the
poetry wmpetilions, many of her suitors read
poems. They arc met with moderate levels of
success. As Ryudcn rises to speak, howcver, he is
interrupted by Shiba Himitsu, who has been quiet
and brooding all night. He has been drinking
sake, and his face seems angered and bitter. As
Himitsu begins spcHking, TIle daimyo's face turns
an angry, unpleasant shade of red, and !.here is a
furious light in his eyes as Himitsu begins
speaking.

Althouglt his words are angry, his tone is
pleasant and polite. He offers a poem in tribute to
the Princess of the Halltei, and the hair at the
back of your lIeck prickles. He speaks:

'It blighted flower
Dandelion among chrysanthemums
A weed knows a weed"
011 the dais, there are gasps, and Yoroshiku

tums white. Several of the suitors start to cry 0111.

in protest, and Asaho Kagetsu stands angrily at
tlte breach of etiquelle. Nearby, the Lion guards
reach for their katanas and leap to their feet.
Himllla Usigo rises, alld Itis old voice quickly
brings order to the ga/ltering.

If the PCS trade with Shiba Nesshin, thcy will
receive a small porcelain doll, modeled after the
Lady Shinjo, Kcep track of whcre this itcm is, and
who has it throughout thc fcas!. Spcnd somc time
with the characters between the time they receive
the doll, and the time they go 10 the feast. so that
they have opportunities to trade away the doll if
!.hey really wish to.

The evening ends with another great feast,
similar to the one which was held on tlte first
nigltt. During tlte festivities, one of the suitors (a
Crane named Doji Fusaya) stands and
approaches the dais. He smiles al Yoroshiku, and
shows her a golden fall. "I believe, my Lady," he
smiles, 'That yOIl have in your possession the
matching object?"

Yoroshiku smiles, and her maids giggle behind
their hands. "You are incorrect, Doji-san." With a
delicate gesture, she pulls fortlt a small white
porcelain doll, and tlte courtiers applaud,
whispering to each other of Ihe Princess's
cleverness. Smiling, but abashed, the Doji bows
as she steps away from tlte dais.

If one of the PCS has the doll, read the
following text aloud to them.

Suddenly, yOIl realize tltat yOIl Itave the other
doll ... but if yOIl dOIl't speak alit immediately,
she //lay have a chalice to trade items agaill.

[f this ocwrs, steer the conversation as if an
NPC had given her the doll, seen below. Any
other tourtier wlll certainly take the chance:

Once Fusaya steps back, (NPC) steps fro/ll his
seat, holding the doll which was traded to them.
Tlte courtiers applaud a1 the trap the Pril/cess is
now caughl ill, and site smiles alld lauglts
politely. "One question, my frielld," says
Yoroshiku.

''My Lady," says (NPC), "I only wish to kllow
one thing." 17le hush is audible as the court
listells to these words. "What, above all else,
would make you happiest at this 1II0mentr 171e
court whispers approvingly as Yoroshiku
answers.

"T1te good health of my UI/cle, Halltei," 17lere
is applause, and Yoroshikll, kllowillg she has
escaped the trap. cOlltilllles, 'Il.nd a poetry
competitioll, by the fine members of this courl."

Night
[n any case, there will be a poetry competition

in the Princess's honor after the feast, whether
called for by the Princcss or by Asako Kagetsu.
All of the PCS will be invited to attend and show
their skilL TIle 10pic for poems is, of wurse, the

lruko should ha\'c her
£Crsonalily tailored to be
'tompalible with olle of the
PCs. They will be traveling
together, so use the time 10

integrate her into the PC
group.

~
lruko must become

involved with the PCs, as a
firend, and as more. If
poSSIble. she should hne a
serious romantic
involvement with onc of
them. If necessary. she will
risk her life to saVE' the PO;.
gaining their trust and
affection. Por adventure
llTce to be successful, this is

t:rilically imponanl.

EARTH: 3
WATEH: 2

Strength: 3
FIRE: 3
AIR: 2
VOID: 3
chooVRank: Shinjo

llshi 3
Skills: Archery 4.

thletics 4. Battle 3, Defense
2, Hunting 2, [aijutsu 3,
Intimidation 3. Lore
(Bushido. Samurai) 4.
Kcnjutsu 3, Horsemanship 3.
hintno 4, Sincerity 1.

Weapons: Katana (3k2),
Wakizashi {2k2), Dai·kyu (as

row).

Honor: 4.7/4.9
Glory: 3.814.3
Advlllllagcs:

Ambidextrous

I



,

Shiba Himitsu is in
grooming to be the next
Phoenix Champion. He
knows his position, and ",m
use it if necessary.

He hates Yoroshiku.
primarily because he
belie\'es that she knows her
birth as a bastard. and h~

thinks she is part of the
COVeT·Up. She isn't. but he
doesn't know thaI.

lie's always been a sake
drinker. and uses it as a
relaxation technique in
times of stress.

EARTH: 2
Stamina: 3

WATER: 3
FIRE: 2
AIR: 2
VOID: 3
School/Rank: Shiba

Sushi 3
Skills: Calligraphy 3,

Courtier 4, Defense J.
Elliquelle 2. Heraldry 4.
laijulsu 2, Im'estigation 2.
Ken[utsu 2. Lore (various) 2;

Meditation 3, Shintao 2,
Theology 2.

Wcapons: Katana (3k2~

wakizashi (2k2).
Honor: 4.9
Glory: 5
Ad\'antages: Precise

Memory.
Disadvantages:Brash.

Compulsion: Sake

Koan shakes his
head ruefully,
indicating that there is
nothil1g to be done.
17le17, they both tum to
walch Himitsu stride
alit of the hall.

Another guest who
takes particular
interest in Himilsu as
he leaves the room is
Shosuro Tage. The
Scorpions stand in the
wings. just outside the
room, and have been
ready to put on a
performance once the
poetry competition had
finished: Himitsu
passes lhrough them as
he heads bad< to his
room. 'VlJen the play
begins. characters may
nolice (Awareness at
TN 20) that there are
only Dve <tclors on the
stage, rather than six

(the total number of the troupe). Because Shosuro
actors can change their facial features, average
characters can only guess which Scorpion is not
on stage. A Perception roll at a TN of 30 confirms
lha! Tage is the missing performer.

Shortly after the play starlS. Otomo Yoroshiku
and Iwo of her three maids will relire quietly,
without disturbing the performance. The courtiers
will notice Ihat they have gone, as should the Pes.
Whispers say that the Princess has has a difficult
evening, and is likely to have an even more
difficult day lomorrow.

After the play, (he household retires with a
strange mix of eager anticipation and dread over
the next day's events. Some of the courtiers will
spend their lime in the great halL exchanging
stories. or listening 10 the sweel biwa of Kakita
Nantoko as she plays quietly by the fire.

Late Night
Ryuden calls his PC retainer 10 his chambers

shortly after the play, to discuss with him the
essentials of the duel to be held the nexl day.
Ryuden is preparing for the duel. drinking
heavily, and wondering ir Himitsu's words about
Yoroshiku were true. After al~ if Ryuden is given
Yoroshiku's hand in marriage. and then it is

"What is 'he mC011illg of this?" Usigo says in
Io-.c JOnes.

'71,e meol1illg?"liim;lsu sneers. 'i7,e meaning
you will see lor yourself. Tomorrow al sImser."

Your doimyo. enraged. steps between Himitsu
and the Princess's dais. ~1 tOO/lOlly dtallenge you
/0 a duel, Sl1mllrOl~" Ihe daimyo says. "'Your bad
mall/lim and impudent tongue have cost you
your life."

Himitsu nods. 'Tomorrow. Al dtzwn. 11,en, I
will produce my testimony abOllt this ... " T1,e
Lioll guards tense. un~ed:' He lowers in a curl
bow to all assembled, fire ;n his eyes, and leaves..

Any player who rolls their Awareness above
TN 20 will note thai Koan seems very
uncomfortable when Himilsu begins to speak.
and thai he has a nervous look on his race afier
Himitsu begins talking about 'dawn tomorrow:
His apprentice. Uisako, will draw the older
shugenja's allcntion. and whisper something
urgently in his ear. Ir a character is attempting to
listen at a distance, or read lips. then they will
catch the following information:

Uisako whispers urgently, "He's giving us
away - ClIIt we stop him?"

1

r



• Ryuden left his room. via the balcon~'. in an
attempt to speak with Yoroshiku. He met Kakita
Nantoko in the hallway. told her how much he
hated mmitsu for the accusations about
Yoroshiku. and she convinced him to return to his
chambers.

• Tomo saw Nanloko morph from Hyuden's
form to her own, and back again. Not knowing
what she was. and fearing Shadowlands
involvement. he rushed to the room. passing
Tonbo Jehenko as she left to find the guards. He
arrived just after Namoko/Ryuden had killed
Himitsu.

When the girl changed form. Torno saw Ihe
following: Her eyes turned black. her features
descended into formlessness, and a black shadow
seemed to radiale from her. On her arm, he could
see a mark of some kind: a shadowy brand. Her
skin became a shadowy grey, and her voice
echoed, like many people speaking through one
mouth.

• At 2:30, Tombo jehenko hears lhe fight. and
peers through the small tear in her wall. She
hides. At 2:45 she leaves her room to find help.
She passes Torno in the hall. and tells him
Ryuden has killed Himitsu (although Ihe fight
was still going on). Torno sends her to Asako
Kagetsu's room to alert the guards.

• The woman known as Nantoko. Tage's spy
and Yoroshiku's maid. was a shadowbrandcd
Shosuro assassin. She ignored her orders. and
killed HirnilSU and his guards inslead of simply
collecting information.

• Nantoko, disguised as Ryuden, escaped out
Ihe window, and vanished into the shadows. She
hasn't been seen since.

• Between 2:45 and 3, lsawa Tomo arrives and
Nantoko escapes out the window. Torno casts a
spell on Nantoko to prevent her from leaving Ihe
castle grounds.

• Torno interrogales the nearby karoL and Ihen
dismisses all spirits in lht' room, so others could
not hear lheir teslimony.

• The guards arrive at 3 am. and lake control
of the murder scene.

Other importom facts.
• Ryuden and HimilSu were both drunk, and

Ryuden's memory will be shaky. He wilt mosl
likely have to relite his story two or three times,
stopping to correct himself as his memory plays
Iricks on him. It l11ight even appear that he is
making it all up.

WHAT"S RULLY HAPPENING
At this poinL GMs need to understand which

of the following information is real. and which is
false. What's really happening on the night of the
12th day of the Horse can be a liule fonfusing, SO
read farefully.

711l! flour of the Rat (12 - 2 alii)
• Ryuden went to l-li111itsu's room, challenged

him to a fight, and HimitSll managed to falm
Ryuden. Ryuden left, still threatening Himitsu's
life and drunkenl~' calling him a coward.

• Koan arrived and tried to convince Himitsu
nol to go to the duel. Koan feared HimilSu would
lose, and Niban would not be able to testify about
Yoroshiku. Koan was unsuccessfuL and lefL
sending his apprentice to tell Niban what had
occurred.

• Shosuro Tage, eager to learn what seaelS
Himitsu was hiding about a member of the
Hantei family. sent in Kakita Nantoko - a trained
Shosuro spy.

• lsawa Tomo, also concerned. used the spell
Reneding Pool 10 walch I-limilsu's chambers. He
could nol hear anylhing. bul he could sec what
was going on.

77le flour of the Ox (2 - 4 am)

revealed that Ihe Princess is not of the Hantei
line. Ryuden will be shamed. and his marriage
will be useless. At the end of the conversation,
Ryuden will still be aggravated. irrational and
angry, and will dismiss lhe PC sharply, mUllering
Ihat he'lI have Iiimitsu's head. eilher way.

Himitsu's room is on the west side of the
palace, bloc'ked from Ihe PCS by guards who
palrol the second noor. 'nley will not be allowed
into that aTCa of the palace unless either I-liruma
Usigo or Ryuden arc with them. Ir the characters
attempt to speak to Himitsu. they will be rebuffed
by his guards, who insist Ihat the young lord is
not to be disturbed until morning, for any reason.
One of Ihe guards is a smaller man. with a scar
across his cheek Ihat makes him l'ery
recognizable.

From Ihe balcony. the PCS can hear him loudly
talking to his guards. and see the light in
Ryuden's room go oul. Then, silence. ~'Iost of the
lights on the cast side of the castle go out fairly
early, as the guests relire. However, the light in
the uppermost suite remains lit for mosl of the
nigh\, dying oul as the fire burns down, aOOull\\lo
hours before dawn.

EARTII: "
WATER; 4
FIRE; 3

Intelligence: 'j

AIR: 4
VOlD: 5
School/Rank: Shiba.

Bushi 5
Skills: Bard 3. Courtier

5, Defense Z, Etlquelle 4.
Invesligation 3, Kenjutsu 2,
Law 3. Lore (various) 3.
Meditation 3. Oratory 4.
Origami 3. Shintao 4.
Sincerity 1

Weapons: !\alana (3k2).
wakizashi (2k2~

Honor: 4.6
Glory: 7
Adl'antages: Differenl

School. Ear of lhe Emperor.

Kagetsu is a rather
'nfiuential Phoenix daimyo.
Because he has hosted
many Winter Courts. he has
the ear of the Emperor and
could cause problems if the
Pes are in\"oh'ed in any
scandals al the palace.

~
He's terribly unhappy
I there's been a murder

m his court. and is "illing
kI assist the characters in
their in\1~sligation -
provided they keep a low
profile, of course.



• Shosuro actors can change their forms and
faces, as the PCS saw earlier. Torno assumes one
of Ihe following is me lrue murderer. a Scorpion:
something from the Shadowlands: or an
unknown magic. He doesn't believe that
something so sloppy (or so seemingly magical)
could have been Scorpion, so he's looking at me
'unknown or Shadowlands' options very seriously.

• Tomo knows thai if the Yoroshiku's maid is
found to have killed Himitsu, the Emperor's line
will be sh:Jmed (even if Yoroshiku did not have
anything to do with it). Further. if the
Shadowlands have infiltrated that closely to the
Imperial Princess while she is in Phoenix lands,
the Phoenix will be shamed as well.

• Ryuden will be blamed. regardless. There is
testimony (from three sources: Tombo Jehenko,
Asako Innasai and Asako Hensuko) Ihal places
Ihe blame on Ryuden. Further. the court knows
Ryuden had a motivc, and had thc skill to have
rommiued the crime, Torno will not come
forward to clear Ryuden's namc.

• Tage was unaware Ihal Himitsu had died
(that Nanloko had disobeyed) until she heard mal
a murder had been committed.

All right? Lets sci up a murder.

DAY /3, PRE-DAWN
Morning (Middle of the Hour of the Ox, :>

am)
lust before dawn, the peaceful silence of Gisu

Palace is destroyed by the sound of an alarm.
Guards in the palace bolt the doors and fires on
the walls arc iiI. PCs are awakened by the shouts
of guards. If the PCS arc not Magistrates, they will
be asked to return to their rooms and await the
Asako to tell them that all is well. Through a
hallway, they see lS<lwa Torno speaking 10 one of
the Asako guards. A Perception roll at TN 25 can
make oul the conversation.

"Dead, you soy: IWdNl Tomo mutters. "Damn
the boy a"d his recklessness. Has al/yone
testimony /0 prove wllo Itlts d01le thisr



CWES IN THE ROOM:
due 1 - The Letter.
TN 25 allows the PCS to discover a loose board

in the table where Himitsu's daisho rests. Within
the compartment is a letter 10 Himilsu. It is very
brief, and appears to be a response 10 anot/IS!­
letter which is not prescnt. It reads:

Himitsl/·SIlma.
YOllr words are kind. and I was glad to Itave

tltem. /I is my Itope that we can become friends,
alld in time, even become part ofyour proud clan.
However, there is something I must first finis/I. I
have discovered that Y. is lIot whal she seems /0
be. and my hOllor demands Ihat I bring testimony
before a formal COI/rt. However. wilhout someolIe

rafters by thill shreds ofbalsa. Nearby, a 10llJ table
011 which a sakizuki sel ma)' Itave once resled lies
overturned. tlte pottery smashed alld soke mixed
willt blood on lite woodell boards of Ihe floor.
Snow Itas drifted ill Ihe brokell i,.'indow. mixillg
witlf tlte blood and covering one ann of the body
as it resJs upon Ihe floor.

Most gruesomely. HimitSIl's head has been
completely removed, severed with ol/e expert
blow alld resling several feet away iI/ a pool of
blood Himilsu's dais/to sli/llies, ulltouched, 011 a
stand llear the door everyone entered.

Usigo will begin speaking with the two other
daimyo about the murder while the characters
are Icrt to investigate. One thing that the
investigators will notice is that the spirits of this
room seem to know nothing about the murder. or
what occurred during the night. In facl. no spirits
currently in the area were here last night. and the
fire has been completely extinguished. It is as if
somcone has either scared away or removed all
the spirits who were here last night. Uona wm
report this to Torno if there are no PC shugenja to
discover the faCl for themselves.

The follOWing clues can be found if the
characters careFully investigate the scene of the
crime. They have been separated into two
categories: Evidence and Testimony. Remember
thai testimony is far more important in Rokugan.
Be sure the characters ha\'e more faith (and find
more 00 the false clues. in order to convince the
I'C investigators that thai Ryuden may have
committed the crime.

In nil cases below. where Perception is listed
for n roll. a character may also use Perception +
Investigation. or any other relevant combination.
as the GM allows.

"Yes, Master," Tlie guard bows respectfully as
he speaks. "17le gllflrt!S say thal the last persOIl to
enler the rooll/was (Last name) R)'uden, daimyo
of the (Clan)."

URyudenr A pause. ..-)'t!s. thaI would make
se,t5t. Ask 0/1 lite guests to remain ill their
quarters IIIttil we are renai/1 Ihere is no danger.
Keep Ryudeu-SIlIJ ill his chambers 01 0/1 costs."
With Ihat, rOlllO cOl/til/ues lip the stairs loward
Ihe second floor.

If the pcs allempllo follow Tomo. the guards
at the bollom of the stairway will stop thelll. As
they argue with the guard, Hiruma Usigo will
appear at the top of the staircase. Seeing the Pes.
he will order the guards to allow them through.
on his authority. Out of respect, the guards will
reluctantly step aside. and the PCS can join him.

As he leads Ihe way to Shiba ~Iimitsu's

chambers, Usigo tells Ihe characters that Ihere's
been a murder. He doesn't know much about it
as he was just summoned by KagelSu. He reminds
the characters to be very careful not to touch
anything until the shugenja can arrive. and
interrogate nearby spirits.

Phoenix guards are ill Ihe hallway, and there
are two bloods/ail/ed blankets covering bOllies ill
tlte hallway. Behind them. Ihe doors to Himitsu's
dlQmber have been opened: Asako Kagetsu alld
lsawa Tomo S/alld inside the room. Two other
sJlUgen;a (one of wholll you recognize from life
Feslival as lsawa UOIla) investigate the roolll. As
you enter with Usigo. he swiftly says. "These
MagiS/rates are acting as my assistants ill this
molter."

After that, )'01/ are allowed 10 look about the
rOOIl/ as you wish provided you do not dislllrb
anything.

Usigo will spend most of his time speaking
with the two lords. Kagetsu and Torno. The
characters will be able to lell that Kagetsu very
much respects the old man's advice and wisdom.
Tomo, on the other hand, seems to rely much
more on his own spells. and the assistance of
young Uona, who is also in the room. studying the
pattern of broken items strewn about the
chamber.

17,e murder of Shibo Himitsu was a
particularly brutal one, and it is lIot 01 all a
pleasont sight. TI,e body lies sprawled across lite
floor, blood spallered outward from several
woullds. A broken door marks the crimil/al's
possible ell1rallce. as tlte sliding door has b(!en
fom apart. and lies ill pieces.. Itangillg from the

AsAKo KURO

EARTH: 3
Stamina: 4

WATER: 2
Strength: 4

FIRE: 3
AIR: 2

Reflexes: 4
VOID: 2
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Bushi 2 (1-2)
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,guard. completely loyal 10
the young lsawa lord. 11('
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and has a general bad
altitude. Hes perfectly
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rather than allow anyone to
(Iisturb his lord.

Note Ihat Ihis package
represents the typical slats
of any of the Asako guards
in !ba palace. If lIle Pes
start a f1ghllhis is the kind
of person they ran expect to

cal with.



ofyour stature to stand for my words, I could not
even begin to approach such a gathering.

I know it requires three such testaments to
prove someone's tale to be true, and Isuggest you
speak to Y.'s maidservants. One of them knows far
more than she offers, and may be willing to help
for the sake of honor. I know Iltat, years ago, site
was willing to speak As fora third -I cannot say.
Perhaps, if the tale is at lasl brought to light,
another may be willing /0 admit his part in this
foul plan.

Meet me during the hour of lite Rooster, on the
121h of the Horse, outside the castle where
Sazanami Lake meets with the Drowned
Merchant river, and I will tell you alL

Below the words is a symboL sealed with a
chop which may seem familiar to the characters.
An Intelligence check at TN 30 (20 if the character
has the Precise Memory Advantage) will reveal
that the symbol is the same one used by
the ronin Niban, which was seen on his
various personal belongings at the
Village of the Nightingale (his tent, elc;
not the Village's symbol).

The letter is very clear that someone
did indeed contact Himitsu with
informalion discrediting Yoroshiku. in
some way. Whether the information was
accurate, or what it was, precisely, is not
contained in the lelLer. CharaClers may
decide to ask Koan more about it, once
they recognize the symbol.

Clue 2 - Isawa Torno
Characters who spend time talking

with the Asako daimyo, 19awa Thmo or
Hiruma Usigo will note that the Phoenix
interrogators seem to have already
decided that Ryuden committed the
murder, even before they have golten a
good look at everything. II very much
seems that the Phoenix want to sweep
this under the rug, and make certain it
doesn't upset the Winler Court. Unless
the characters come up with valid
testimony, Torno will formally ask Usigo
and Kagetsu to declare Ryuden guilty.
However, if the characters have good

. reasons to keep it open for a few more
days, Hiruma Usagi and the Asako Lord
will overrule Tomo, and grant the
Magistrates two days to rind the real
killer.

Clue 3 - Wbo was the better fighter?
One of the greatesl discrepancies in the

arguments (or and against Ryuden's molive
concerns whether he was 'afraid' to face Himitsu
in a duel. If the characters ask around different
NPCs, they will receive varied answers. Ryuden,
for one, is certain that Himitsu would have been
no challenge.

The pattern of blood on the floor indicates that
there has been intense fighting. If Himitsu was
nol Ryuden's match, there should have been much
less struggle. They had both had sake that
evening.

Que 4 - How Did the Murderer Get In?
An Awareness ched:. al TN 15 can tell that

whoever killed Himitsu came in through the door,
and left through the window. Therefore, the
guards patrolling the hallways must have known
the killer. Anyone not allowed on Ihe second floor



her bed and went to find help. After meeting
1s.1wa Tomo in the hallway, she went to Kagetsu's
chambers and alerted his guard. TIley sounded
the alarm. This was al roughly 2:45.

Cluc 2 - House Guards
Asako Innasai. a guard here at the Gisu Palace.

was on duty outside Ryuden's rooms for the last
part of last nigh!. He will say Ihat the PC who
visited Hyuden was the last to be in Ryuden's
room, and that shortly thereafter. Ryuden went to
visit Himilsu. Il1nasai claims Ihat Ryuden was
drunk and angry, and that the talk almost came
to blows, but that Himitsu rdused to be provoked.
Ryuden left, cursing. After Ryuden went back into
his room, Innasai did not sec him again. TIle
guard was relieved of duty by Asako Budo at lhe
beginning of the Hour of the Rat (12:00
Midnight).

Innasai also says thaI, while off duty and
getting some food, he saw Ryuden walking down
the corridor toward his rooms, He remembers the
event clearly, because although Ryuden had had
a lot of sake earlier. at Ihis lime the daimyo
seemed calm and sobcr. Possibly, murderously
sober. ThiS was approximatcly 2:00 am, just
before the Hour of the Ox.

Asako Budo says thaI he didn't see Ryudell at
all last night. and assumed that he stayed in his
rooms, sleeping; he couldn't possibly have been
walking the corridors at 2:00, unless he went oul
the window, across the balcony. and around the
outside of the pal'IL"C. Budo thinks thaI Ryuden
was too drunk for those kinds of acrobatics, but
[nnasai says thaI when they met in the corridor,
Ryudcn seemed very capable. Both will admit it is
possible. If pressed Budo will also admit that he
had had some sake during the evening himself.
and might not have been aware of any unusual
movement in the room, such as Ryuden sneaking
across the balconies.

Clue 3 - Guards on the Walls
If the PCS do not interrogate Ihe guards on the

walls outside the palace. lsawa Uona will. One of
them, a woman named Asako Hensuko, claims
thaI she saw a man climb out of Himitsu's
window, drop to the ground and vanish into the
shadows. She didn't know the man. but if Ryuden
is shown 10 her. she wil[ absolutely and
unquestioningly say he's the one she saw.
Hensuko is the best archer on the wall. although
she didn't have time for a shot. Her eyesight is
well known to be keen, and she has served the
Asako house dilligenlly for fifteen years.

of the palace would have been challenged berore
they gal 10 Himitsu's room. l1lere arc few people
whose rooms <lrc on the upper noor. and of them.
only Ryuden or Asako Kagetsu arc physically
capable of thiS kind of violent crime.

Further, (TN 20) if the murderer had corne in
the window, Himitsu could have easily gotten to
his katana. [f they came in the doorway. Himitsu
would have been cut off from his weapons, and
been unable to use them in the fight.

Clue 5 - TIle Balcony
TIle balsa wood of the light window casing in

Hilllitsu's room has been torn from the walL and
the balcony doors lie on the floor, some broken
parts hanging from the ruins of their frame.
Perception at TN 15 will reveal that the door was
knocked off its hinges by either a very large
person (like Ryuden), or someone who was
incredibly strong.

TESTIMONY FROM WITNESSES
Clue 1 - The Guest
A courtier in the room to the left of Himitsu's

belongs to a fearful and elderly Dragonfly Clan
woman named Tombo lehenko. She will tcllthe
characters that Himitsu had Ihree visiL~ last night.
First, Hyuden carne 10 meet with him. Hyuden
was drunk, and angry, and shouted a lot. Himitsu
let him in, there was a 101 of yelling, and Hyuden
lefl after tossing over the sakizuki table. (Or that's
how it sounded to Jchenko.) Ryuden had with
him one guard. a man whom she recognized as
Asako [nHasai, a guard assigncrl by the Asako for
their guests' safety.

Afterwards. the ronin known as Koan came to
visit It was so shortlr after R)luden, that the IwO
men must have passed in the hallway. ThaI visit
went far more quietly, and Jehenko went 10 sleep.
She is unsure how long Koan stayed, or what they
discussed. She does not remember Koan leaving,
in fact She believes he was alone.

Lastly, very early in the morning, perhaps
around the beginning of the hour of the Ox (2 ­
2:30 am), Jehenko heard more shouting in the
room next door, and a crash, as if the balcony
door had been splintered. She peered through a
tiny hole in the wall adjoining the two rooms, and
saw a man, fighting a small woman whom she
didn't recognize. Then, after they shifted out of
and back into her sight. Jehenko sars she clearly
saw Ryudcn, choking HimitSIl. After thai, she was
too terrified to look through the hole again. She
hid in fear, and after fifteen minutes, rose from

EARTH: 3
Willpower: 4

WATER: 4
Perception: 7

FIRE: :5
Intelligence: 4

AIR: 4
Awareness: 5

VOID: 2
School/Rank: Hiruma

Scout 5
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, Goblin Culture 2, Hand·
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Usigo is an aged, retired
agistrate who has served

!Jl hocnix lands for over
henty years, He is wise, not
only in the ways of killers
and thieves. but in the
olilics of a Winter's Court.

He takes a liking to the

~
' ung' PCs. and will use
every opportunity to offer
~\,jCt' or education in their
duties. if Ihey are
magistrates.

He's gone a bit blind, so
he needs thc charactcrs to
help him along. hut his
'Vl,nd ts still clever. He will
q,rrer advice, nol solulions.
so use his abilities sparingly.



Clue 4 - Motive
Everyone in court knows that Ryuden has a

motive. He believed that he was to marry
Yoroshiku, and would have killed Himitsu if it
meant defending her honor. Further, Ryuden
argued earlier in public with Himitsu, and the
Shiba insulted Ryuden's honor by interrupting
him al the poetry competition. Both men were
drunk at some point in the night, and both
were hot-tempered. Isawa Torno will mention
thai Himitsu was a fierce duelist, and perhaps
Ryuden was arraid 10 race him in a fair fighl
Many of the courtiers will agree, and the
rumor will spread Characters who make an
Intelligence + Courtier roll at TN 20 can trace
the rumor back to 19awa Torno.

Clue 5 - Koan
Koan, Ihe ronin shugenja, knows exactly

what the letter was about. If the characters
approadi him about his visit with Himilsll,
they will find him in the palace gardens.
meditating. He will say that his meeting with
the Shiba was a private matter, and had
nothing 10 do with the murder. If they bring
the letter to him, or talk to him about it, he will
hesitantly say that Ihe malter was between
Nlban and HimilSu.

"I don't know much about it." Koan begins,
sighing. "Niban has h.o.d something against
Yoroshiku since the first moment he saw her.
But Niban's like that. He has something
against the Crane. the Unicorn and for all I
know, the Phoenix. He doesn't forgive past
insults.

''But rknow he wouldn't lie. J{ he says he
has something to say about the girl, then he's
telling the truth. I trust Niban, and I trust his
word" Koan shakes his head and plucks a
blade of grass from the ground

"Niban was supposed to arrive this
morning. with infonnation he wanted to bring
forward. Himitsu was to sponsor that
information. so the Phoenix would have to accept
it as valid I know they needed another witness ­
S()meone whose name they didn't tell me. They
were also very worried about one of the lords here
Ql Gisu Palace. Niban never told me the name,
but I overheard enough to know that 'lhe daimyo'
UNJS going to be ready to kill them, when this
infonnation was released"

Hopefully, the characters will realize that tne
long trip to the Village or the Nightingale will
take too much time. By tne time they find out

what the letter was about, Ryuden will nave been
tried, convicted, and put 10 death. There will be
lime enougn for that malter, after they clear
Ryuden's name.

Morning

After the characters have investigated the
room 10 their hearts' content, they will probably
wish to leave and speak 10 Ryuden. One or the
Phoenix guards escorts them to Ryuden's room, to
vouch for their reason to see the daimyo.

While the guards at Ryuden's door h.o.ve been
doubled, they listen to your escort as he explains
that you are assisting Nirumo Usigo with the
murder investigation, alld you are allowed to
pass.



wo1l1dgladly die before I allowed ((ny dishonor to
be placed 01 the feet of the Halllei family.

"I would gladly have died to protect her."

DAY /3, MONTH OF TH£ HORS£
Morning
The Asako prepare a trial. and lsawa Uona is

asked 10 gather testimony for the Phoenix, in
Himitsu's name. The characters should 'bump
into' her during their own investigation. They
should be able to recognize that Uona is clever.
and that she will undoubtedly rind any holes in
their testimony in order to use them for Ihe
)lhoenix. Vona intends to place Ihe blame
squarely on Ryuden's shoulders.

The court is buzzing about the murder. The
representatives of various clans have wildly
varying theories on why Ryuden did it. or who
else could have; the Scorpion are completely
silent. Only a Scorpion PC, or someone who had
made an effort earlier to spend time with Tage
and hcr acting troupe, will be able to get anything
oul or them. Even then, they claim to know
nothing about the murder. although they admit
they had heard other claims that Yoroshiku's birth
was nol of the Hanlci blood.

111ere's still the matter of the accusation about
Yoroshiku's bloodline. The Unicorn daimyo,
Shinjo GidilYU. will ardenlly defend her, and will
ask Shinjo lruko to help him prove the
blasphemous accusations wrong. If the letter is
brought up. Gidayu argucs (and the Phoenix will
agree) that without SOJlleone to sponsor Ihe
ronin's words in courl, they are meaningless and
Cim be disregarded as those of a dishonorable
man.

Afternoon
If the players appear to be successful in

gathering enough information to cast doubt on
Ihe claims that Ryuden killed Himilsu, the
Scorpion and Phoenix will both become nervous.
Uona will approach one or the PCS (a shugenja, if
possible) alone, and discuss the case with them.
During the L'Onversation, she will say:

"Have yOIl ever sewed allyone otlter than your
own daimyo?" VOl/a smiles ill a friendly mal/ller.
"I have. 11 is a dillicl/lt decisioll, wlren one loyally
cOllies in conflict with anolher.

"lance heard a fable about a dove ill the sallie
position. The dove believed ill Ihe Law above 01/
else. Wlren Ihe lord of 'he Birds was accused of
stealing seed fro/ll a farmer's garden, Ihe dove
would have done anything 10 have cleared his

Ryudcn sits 011 his balcony, a bowl of
sleaming rice gone ulllloticed ol/his table. IlIlIen
you cn/er, Ite does /101 look a/ YOI/. His eyes are
hollow, darkened. He Iis/cns as you explain what
you have fOll/ld ill Hilllirsu's room, alld nads
slowly wlten yOIl have finished.

"I did not do Ihis horrible Ihing," he begins- "I
was willing fa give HimifSIl an hOI/arable lleallt."
Ryuden looks al the guards, standing just iI/side
lite door. "I have beel/ asked 10 remain ill my
room, and olll of honor 10 Ollr hOSI, IlIIltsl do so.
YOl/must be Ihe olles to clear our famil>''s name."

Before they can ask questions, Ryuden will tell
them what he remembers. He is only being
partially honest with the characters, and describes
his evening as follows:

He wenl to his room after the competilion,
talked with [the Pq for an hour or so, and then
dismissed him. Afterwards, he decided 10 visit
Himitsu, to see if he could talk the boy out of the
duel. Ryuden has absolute confidence in his
ability to have defeated Himitsu. He believed that
he would easily have killed the Phoenix, and was
attempting to avoid a connict between their clans.

Himilsu did nOI agree, and after some
shouting (they were both a bil tipsy), Ryuden lefl
~disgusted by that impudent boy's desire 10 kill
hilllscir on my blade~ After thM, he wenl to bed
and slept soundly.

At this point, Ryuden is lying. He did leave his
room Ollce more Ihat evening, by stepping across
10 the nenrby bakony and exiting that chamber's
door without the half,asleep Asako Buto noticing.
He wenl toward Yoroshiku's room. One of her
maids, Kakita Nantoko, met him in Ihe corridor,
and told him Lhat Yoroshiku was already asleep.
She spoke to him at length about the Princess,
and reassured him that Yoroshiku was expecting
him to win the duel and save her honor. With
platitudes and flattering words. Nantoko
persuaded Ryuden to return to his chambers.
However, on his way back, he was seen by Asako
Innasai. By that time, the sake had begun to wear
off, and Ryuden was much more lucid.

If the characters mention that lnnasai claims
that he saw Ryuden in the L'Orridor. the daimyo
will then discuss his midnight stroll.

"I wanted to reaSSl/re the Princess that I would
do everything possible 10 save her hOllar, even if
it meant killing that dog of a Phoellix," he says.
"Yoroshiku is lhe niece of the Elllperor. AllY stain
on Iter hOllor is a slail/ all the Emperor's n((lIIe. I

There are those who
would answer 'ye~

The characters should
know, being the dutiful

Rokugani citizens which
they are. thai Olomo

oroshiku is the only heir to
the Emperor's throne

besides his young son. If

YOToshiku is killed,
dishonored. or otherwise

made unsuitable to assume
the tbrone. there will he no

'safety net' for the Hantci
dynasty.

TH£ PLOT
THICk£NS

And isn't the Emerald
Throne of Rokugan worth a

lillie compromise - a lillie
dishonor?

or course. if the
characters manage 10 marry
her. and something happens
to the boy. they rould be in

a position to inhcrilthc
thronc - with a Ilule

political wrangling.



Vona's not as powerful
but she has all the Air If,
spells, most of them in
mastery, and a plethora of
other spells. too numerous
to mention. If she needs a
spell, and it's in the basic
book, she has it.

Torno has an amazing
variety of water spells. all of
which he has mastery over,
as well as a tremendous
amount of skill with other
spells. If he needs a spell, he
has it. If he needs an e/fec~

he can probably figure out
how to make it.

Remember that Isawa
Tomo is one of the five
most powerful people in ilie
Phoenix lands. He's not used
to being contradicted, and
the Asako aren't used to
contradicting him.

The two major shugen a
in the second adventure are
19awa Tomo, current Master
of Water of the 19awa
Elemental Masters. and hi
apprentice, 19awa Vona
Those players familiar with
the CCG will already know
that Uona is going to
become the next Master of
Air, but that hasn't
happened yet in the RPG.

the characters anything obvious until the end of
the scene. Finally, he slumps to the floor, dead. His
tea has been poisoned. When the characters
return to the room to find Hiruma Arawa, he is
gone.

As soon as the characters call the guards,
Asako Kagetsu will arrive with a group of men,
asking questions and trying to find out what has
happened. A successful Awareness + Poison at
TN 25 will reveal that the cup which Usigo had
been using is poisoned with a swift-acting toxin.
Kagetsu asks the characters to please keep this
death as quiet as possible, and not disturb the
other guests until they've had a chance to
investigate. He will now treat the characters as the
foremost investigators in the palace, and begin
seeking their advice on what to do with Usigo's
body, his belongings, and how to handle the
situation.

Kagetsu is a competent dflimyo, but he has
never been faced with such a dilemma. He relied
heavily on Usigo's counsel, and is now looking to
the PCS for the same. This does not mean that he
will blindly agree to their suggestions, only that
he will ask for their opinions and consider their
words more heavily than before.

The characters can find the real body of Arawa
hidden in a firepit in an empty room of the castle
(or someone else will find it very shortly, even
without them); the man was killed with a garotte,
several hours earlier. If they realize that the only
people in the palace with the ability to change
their features are the Shosuro Acting Troupe,
they'd be right. And the actors are now in their
room downstairs, preparing for tonight's show.

The Aetors
The Scorpion chambers are divided into two

parts - one area is the receiving chamber, where
warm sake rests in delicate sakizuki and painted
rice walls brighten the austere chamber. The
second is filled with costumes behind painted
screens, elaborate Kabuki masks, and the smell of
greasepainl "'hen the characters come to the
room, they are met by a young Scorpion named
Yoga Yasai, whose mask resembles a smiling
fool's face. He is only a young actor, and knows
little of politics and intrigue. If the characters ask
to speak to Tage, he will let them in, smiling
behind his mask, and go to the second room to
tell her they are here.

rage will enter, offering the characters sake
and wine, and will sit on a cushion near the fire.
At no time will she look into any of the

Master's name. But in doing so, he discovered that
the young son of the Master of all Animals had
been the one to steal the seed But if this were
discovered, all the animals would surely revolt
against their leader.

"So the dove was forced to decide. Where was
his loyalty?" Uona smiles and bows. ''To the
Emperor, or to the Law? All, but Jmust go. There
is still testimony to coJlec~ and you have no time
for silly fables. Good day, my friend"

In the garden, Yoroshiku walks with many of
the courtiers, as has been her custom in days past.
However, this time she has only her Hida and
Kitsu maidservants, both of whom are trying very
hard to put on pleasant smiles. Yoroshiku is so
practiced, of course, that hers looks genuine.
Theirs, unfortunately, could use some work. If
anyone asks, they say that Kakita Nantoko is a
gentle girl, and that the excitement has made her
ill. She'll be staying in the room for a few days.

Evening
No great feast is planned for this evening. The

horrible events of last nighl, coupled with the
continuing investigation, make festivities difficult.
Instead, Hiruma Usigo summons the characters 10
feast in his room, mentioning that he has found
something they might find very important.

Once there, they are served by Usigo's personal
attendant, Hiruma Arawa, a man who is often in
Usigo's company in the palace. Usigo offers them
all tea, and they sit on the terrace as Arawa serves
them all from a single pitcher of tea.

Usigo says that he found the following poem
among his writing utensils earlier in the day. He
did not write it, nor does he know whose
handwriting it is. As Arawa has never learned to
write, it cannot be his, either. Usigo tells the
characters that he has been away from his room
nearly all day. He oversaw the eta clearing
Himitsu's room, and then had lunch in the garden
with their host. Afterward, he was in Asako
Kagetsu's chambers, discussing the murder with
Asako Kagetsu and 19awa Torno. The poem reads:

Three little kittens
And the Emperor's Cat
Stares in the mirror
And sees two
As Usigo discusses this piece of information

with them, he begins to talk more slowly, and
with some effort. The characters may begin to
question him, or extrapolate on what he says; if
they do, he won't listen, and seems a bit detached.
Try to play this as a slow decline, without giving



charactcrs' cyes, or CVCIl in their gcneral direction.
It is as if she is avoiding looking toward them.
However, her assistant, the man who met the
characlers at the door, will sil silently just outside
the balcony door, watching them carefully.

If the PCS dcscribe the man who was in
Usigo's room, or how he mimicked Arawa's form,
Tage will listen carefully. Have thc dmracler

speaking (and any Scorpion characters in the
room) 10 roll Awareness + Sincerity at TN 15. to
see how Tagc reacts 10 their news. If the roll is
successful, they will see that Tage has decided
that they arc telling the truth.

"I see," SI10SlITO Tage murmurs,li/ling tlte sake
cup to her /ips. "So. you think that olle of my
actors //lay have killed hOl/omble flimma­
soma?" She smiles, alld sips again, "YOII would be
wrong. Tlu.-y say /he Scorpioll lise ninja - the
object of mallY children's tales - to gatlter

information. What they do not saJ' is that
somctimes, even the [inest actors lose themselves
i/1 their roles. A pity.

'illI of the troupe has been here, readying Iheir
costumes for tonight's performallce. \10 can all
speak for each other in this. and 110 olle was
missing at any time. No, Illy friends, we did not
kill either Usigo or Himi/sll, but I call show you

who did. I know where thCJ' are hiding.
"But. first, some sake. Please." Her assisralll

oilers yOIl each a glass. "Such a pleasant day
for walking in the garden. The Imperial
Princess herself spent the morning bencath the
willO'llls. She has three maids. lIell? 71ITee
lovely attendants. But ollly two today. Only
two." Tage pauses, and a faillt smile crosses her
lips.

"You must be cerlain, friends, Ihat you
know whose lIame you must kill in order to
save your Lord's. I Call110t help you wilh the
decisioll. I call only tell you this: Your lord's
lIame call be cleared, at greal cost. All illl/ocelli
must be sacrificed. Are you prepared to paJ'
that price?"

'111C magistrates among the PCS will know
Ihal even if Yoroshiku did nol order her maid
to commit the crime (which is the case), it will
appear thai she did. The name of the Emperor
will have been slandered, and Yoroshiku will
be dishonored, at least in private, Be sure to
remind the player characters of Ryuden's
words earlier:

"Yoroshiku is Ihe lIiece of the Emperor. Any
stahr on Iter IWllor is a stain on the Emperor's
name. I would gladly die before I allowed any
dishOllor to be placed at tlte feet of the Hantei
family.

"I would gladly have died to protecllter."
If the players do not clear Ryuden's name, of

course, he will be dishonorably put to death.
The secret of the real murderer will never be
discovered, and the Princess's name will

remain clean. Her maid, Nanloko. will apparently
have run off with one of the more unremarkable
courtiers, and the Winter Court will grieve the
loss of two of its most prestigious members.
Himilsu and Usigo.

If the characters do ask Tage to tell them
where to find the real murderer, she will speak of
a room beneath thc kitchcns. used as a
supplementary pantry. It is unstable, nearly
collapsed, and has been fortified with a maze of
tall shelves and stone pillars.



'There," she says softly. 'There you will find
the true killer. But be wary. It has many faces, and
some of them may be your own." rage sets down
her sake bowl witlt a faintly trembling hand "If
anyone asks, of course, I did not see you tltis
evening."

She rises, and leaves through the balcony door.
Her assistant will be sure none of the PCS follow
her. If they try to question him, or push past him,
he will say:

"Enough. Can you not see that the Lady has
dismissed you? Let Iter be alone with the death of
her friend"

The Pantry
Once, the room was used as an additional

kitchen as well. There is an old oven, very deep
and made of huge stones around a central
aperture. The sides of the room are of crumbling
rock, and if there are any explosions or if any of
Ihe pillars are destroyed, the roof could very well
fall in on the PCS. The room is approximately
twenty feet beneath the floor of the castle, and the
characters would certainly die if this happened.

TIlere is a peasant in the kitchens who is
willing 10 show the room to the characters,
complete with a small tour. He has just been
down into the pantry, bringing up firewood for
the ovens in the upper two kitchens. He is
unafraid to go there, but warns the PCS about its
crumbling walls and asks them humbly to be
careful.

Within the deepest recesses of the oven, rests
Kakita Nantoko. She is wounded, and a few
tarHke, black drops of blood can be found at the
mouth of the oven. However. it is deep enough so
that even the longest yari cannot reach her, so she
is relatively safe within.

If Ihe PCS disturb her in any way, or if they
come too close to the shaft of the oven, Nantoko
will assume the shape of the nearest pc, leap out,
and aHack them with her katana. She is quite
insane, and has no concern for her own life. If
possible, she would rather collapse the ceiling
than be taken prisoner.

It should be obvious to the players through
this combat that Nantoko has gone mad. Her
brand is massive. and covers most of her left side,
chest and back. She laughs hollowly, and strange
voices come from her lips. She fights like a
puppet on strings, and possesses a strength
beyond her natural form. She is confusing,
maddening, and dearly not sane.

In any case, Nantoko must die. Her appearance
will change throughout the fight, to make the
darkened scene as confusing as possible.
Switching from one PC's form to another
(complete with equipment and clothing), Nantoko
speaks with their voice, moves with their actions,
and knows their names. She is a perfect copy of
whomever she wishes.

If the characters kill Nantoko, her face will
turn blank and featureless (only indentations for
eyes, a ridge for a nose, and a lipless, open mouth
will remain), and a viscous black smoke will
escape from her silently screaming mouth. Then,
the body will fall 10 the ground, leaVing the face
a bloody and unrecognizable pulp.

DAY '4, MONTH OF TH£ HORS£
If Ryuden has not been cleared, he will commit

scppuku, to save his family's honor, at dawn. His
family will be dishonored, but not disgraced, and
the PCS will be lauded as true and noble
magistrates.

If they have killed Nantoko and brought the
matter to Asako Kagetsu's attention, things will be
different, of coursc. While the body is
recognizably the maid's, the large shadow·brand
on the girl's back is of great concern to the
Phoenix, and the Scorpion say they don't know
anything about the murder, Yoroshiku's birth, or
the strange powers displayed by Nantoko.. The
murders are blamed on the maid, and she is sure
to have been acting in her mistress's defense
(which, while it doesn't implicate Yoroshiku
directly, certainly validates the ronin's claims that
something is being hidden). Yoroshiku will be
dishonored, and some of her suitors will begin
looking more seriously at other females at the
Winter Court as candidates for marriage. A
message will be dispatched to Yoroshiku's unde,
and in general, the characters should be made 10
feel as if they have failcd in some way.

One final side·nole. When the maid's body is
being burned, Ryuden will mention something he
remembers from meeting Nantoko on her way to
kill Himitsu. One thing the maid said struck him
as odd:

"We don't always act on our Mistress's will, my
Lord. Some of us have other lives. Other dreams
... and nightmares of our own."

- Kakita Nantoko

EARTH: 3
WATER: 3
FIRE: 3
AIR: 3
VOID: 2
School/Rank: (As PC)

Rank 5
SkiUs: By base school

template, mostly Ranks 3·5.
Honor: 4
Glory: 7
Advantages: Social

Position (Minor Clan
daimyo).

Disadvantages: Brash.

'Ryuden' is the name
we've arbitrarily given to
the daimyo of one of your
PCS. Feel free to change it if
necessary, to maimain
continuity for your
campaign. Note that a
daimyo is not the same as
the Champion of the Clan ­
we're not talking about Hida
Klsada.

Ryuden is a noble of
some authority, who rules
the lands which the Pelives
in/hails from. As such, he
has certain direct influence
over the Pc. even if they~e
never directly met

His stats should be
adjusted for clan affiliation,
and feel free to boost one or
two Rings. until you feel
he's appropriate for the joo.



THE K,DHAPPIHG
Scene One: Rude Awakenings
Sometime after the troubles of tht' second

adventure (the quicker ~'OU make il the less lime
the characters will have to think), Yoroshiku is
kidnapped from her rooms. The following events
occur at approximately 3 in the morning.

The characters hear a piercing scream from
the other side of the household, Those who are
asleep will have 10 slir themselves out of their
dreamy slumbers while guards with polearms
and armor rush by them.

Despite all their efforts (and status), the
characters arc not allowed to exil their chambers.
Guards arc positioned at the doorways and
everyone is politely ordered to go back 10 sleep. [f
lhe ch<lr<lcters betame i.rusted by Asako Kagelsu
during part two of Code of Blishido. of if
clmracters arc prominent Emerald Magistrates,
(and only if they make a successful Awareness +
Law roll al TN 30), then they will dis(:over the
source or the clamor: Olomo Yoroshiku has been
kidnapped. Even still, once they learn the cause,
they are still urged to return to their rooms and
go back to sleep.

Any dlaracters who refuse to do as ordered
arc making a quiet claim: that the Phocnix are
unable 10 solve the situation on their own. Any
dlaraeters with Courtier Skill will know beller
than to make such an insinuation, and you should
enoourage them 10 share their observation with
their fellows. so they don't make any a\'oidable
mistakes.

Scene Two: A Qu..iet Call For Help
The next morning, the characters will find that

a l>1range hush has fallen o\'er the household. If
they ask anyone - servants. bush~ shugenja -

characters believe otherwise. they arc in for a
lesson they will never forget ...

Organi7.ation
TIlc last part of Code is not structured like the

first two. There are really only two major events
and one optional conclusion evenl How things
occur really depends on how ~'Our dlaraeters aCl

11Ie following sections is divided into three
parts. TIle first gives you what your pla~'ers need
10 know about the kidnapping itself. The second
oUllines the e\'ents Ihal occur when the characters
arrive at the ronin village. The lasl (and possibly
optional) part shows you whal happens if your
characters decide to confront the real villain of
this piece: Shinjo Gidayu.

Pal'f ~l1h?~:
n~aaly
Gl'OUna

\ \

OVERVIEW
At the beginning of this chapter, the characters

will distover Ihal Otomo Yoroshiku has been
kidnapped. A note has been left behind. notifying
everyOllc in the court that it was Niball who stole
her, and he intends to marry her. thus gaining the
status he has sought for so long. If you think this
is a little oul of character for Niban, you are right.
He had nothing to do with thc kidnapping ... but
his lieutenant Tobuko did,

She kidnapped the Otomo maiden and left the
note behind. Thm she hid the girl in the village
and notified Niban thai she saw a contingent
from the Phoenix lands - armed to the tceth ­
approaching the village. Niban panics and takes
up arms to protect what he has rightfully worked
for all these years. or course, he's walking in to a
very simple, but effective, lrap,

Whether Ihe characters rescue Yoroshiku or
not, they will return to the festival with a decision
to make. It is a decision that will change their
lives forever: a decision between doing what is
right and what is correct. It will not be an easy
decision to make, nor should it be. There is no
room for compromise in bushido. None. If the

This is it The end. The part where ~'Ou take
}'Our kid gloves off and start hitting them below
the bell II's time to start asking some really lough
questions. You know, the kind thai nobody likes
10 answer.

This is Code of BllsJtido's climax. No more
building action here. This is deadly ground. where
decisions have to be made, and they have to be
made quickly. or everybody dies. There's no time
for renection. or consideration. Only swifl action
will save the day here; hesitation will only seed
defeat.

This duclist is onc of
Yoroshikus suitors.
convinccd thai lhe PCS arc
simply making up alilhe
~formalion Ihcy 'find'
about Ryuden. He comcs
forward al OtiC (very public)
point. and challenges lhe
foremoSI PC to a duel of
honor.

Such a duel is
common~' to first blood, bul
ihis gU)' is intcnding 10 play
or keeps. He believes Ihal

by showing Yoroshiku his
merits in a duel for her
honor. he can convince her
10 marry him - and the PC
is no more than a good
excuse for a duel

EARn!: 2
WATER: 2

Perception: 3
FIRE: 2

Agility: 3
AIR: 3
VOlD: 2
School/Rank: MirumOio

Sushi 3
Sltills; Archery 2,

Defense 3, Kenjutsu 3.
Meditation 2. Lore
(Shugenja) 2,

Weapons; Kalana (3k2~

wakiltlShbi (2k2~

Honor: 27
Glory: 28
I\d\'antages; Luck (3

points).
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hcad of another stands Tobuko. Yoroshiku is
nowhere to be seen.

As the characters advance on Ihe village, they
can hear the screams of the two ronin. They are
in the midst of a healed argument neither hiding
their cmotions under any kind of veneer.

What's Really Going On
ll1erc's a vcry delicate game being played

here. Niban did not kidnap Oiomo Yoroshiku. His
lieutcnant did.

Tobuko has spcn! the lastlwo years of her lire
here in this villnge, raising crops. counting laxes.
dealing with brigands. and shes sick 10 death of
it. In her heart, she loves the smell of battle and
blood. She is a ronin. after all and her only dUly

Scene Three: Fall From Grace
The next scene takes place whcn they arri\'e at

Ihe ronin village. If the charat1ers send oul
scouting parties. a strange sight will be awaiting
them. In the middle of InC square arc two groups.
At the rronl of one group stands Niban. Al the

about the even! that occured last night every
Phoenix will reply ''I'm sony. sir, bUll don't know
what you're talking abouC The entire household
has been ordered to ignore the fact that the
Emperors niece was kidnapped, and they will not
contradict the orders of their lord.

All morning tong. Ihe characters will wolk
<lmong the silence, busling to ask questions they
know they should not ask. Fortunately. around
noon. Ihey will gct a reprieve. A note arrivcs,
informing them that Shinjo Gidayu wishes to
have lunch with Ihem.

When they arrh·e. the old samurai scrves them
well. When the food is done. he will solemly hand
them a rolled up piece of rice paper. The
characters read the following:

J have the girl. She will be my bride. I will be
the husband of a Hamei. I will be a samurai
again.

It is signed with Niban's chop. with which the
chorocters should be fomiliar.

Gidayu then spcaks:
~1t is not the place of the Phoenix to speak 01

such lhil/gs. and so Ihave taken it upolll1lyself to
aid them ill this time of crisis. As you
undoubtedly know by now, our beloved
Emperor's niece has been laken from this home
against her will. It is Ihe duty of all samurai to
protect lhe Ha11tei family. I call upon YOllr honor
nOllJ. YOll know where lite 1OI1in village lies.. 17te
Phoenix argue amongst themselves - bickering
about who has fhe right to sove her - while they
ignore the fOCI that we all have a duty.

~Go /lOW. alld bring her back I kl/ow that I do
/lot /Iced to speak 01 reward lor sllch a dUly, but I
also kl/ow tlwt I will be in a position to reward
all of yOIl ... " he eyes allY somurai who have
bixome "close" wilh Shinjo lruko "... some ofyOIl
more than others.."

When he's done talking. he bows to the
characters, turns on his heel and leaves the room.

It is very possible )'Our characters may decide
to leave the duty of saving the Emperors niece to
the Phoenix. If they do, each of them loses 5
!-Ionor for neglecting their duty to the Emperor. If
they try to orfer aid 10 the Phoenix, they will find
them behind locked doors with no time to speak
10 the chamcters. 111e Phoenix are far too busy
figuring out how 10 save the Emperor's cousin
and s.we face.

Make il dear to your charaders that if
something is nOI done soon, any action Ihal might
be taken will be 100 laiC.



Here's her plan. Last night. she kidnapped
Yoroshiku and left behind the note with Niban's
name signed al the bottom. Then, she hid the girl
in the village and told Niban she saw an armed
squad of men marching down 10 the village,
talking about taking his head.

Niban could respond in many different ways,
but however he responds doesn't matter 10

is to her own death, Ronin should be in battle, not Tobuko. Any way this falls, it ends up with her
rice fields. They should be bathing in blood. 1I0t wandering ollce again, with a handful of men at
counting taxes. For len years, she has followed her side. If Niban buys the story, he'll either sland
Niban, and for eight of those len years, she knew and Fight (in which casco Tobuku recieves her
the life of a wandering mercenary, seeking death glorious death) or run (and she'll be the
at every corner, She longs for aTClurn 10 those wandering mercenary once again). Either way.
days, and she has kidnapped Yoroshiku in order she's free from living the life of a peasant and

~~~~::.... ~I:O~b~n~"~g~l~hc:m~b:a~Ck~.===~===~==~b:a~ck to living the life of the ronin: the way things[ oughl to be.
On the olher hand. it doesn't help thai

Niban's past is focusing his paranoia. He's
convinced that the characters were sent by
Shinjo Gidayu - a man that Niban knows
all too well. And, in a way, he's right.
Gidayu has sent the characters down here
to deal with the situation '" but he never
mentioned his true intentions.

Confused? WelL let's set a few things
straight.

Niban's Story
Sixteen years ago. Niban was known as

Shinjo Toda, karo to Shinjo Gidayu
(remember when he said, "[ have /10 karo"
at the beginning?). Gidayu was having a
discreet aFfair with a certain OlOmo Jiko, a
very married member of the Imperial
Family (although by birth a Lion). When
Jaikedo gave birth to a baby girl
(Yoroshiku), she called for Gidayu. TI1C

UniL'Orn daimyo did not come to her Side,
but instead sent his karo,the man who
became known as Niban,

Niban arrived, and discovered Jiko was
on her deathbed, sick with fever. He knelt at
her bedside. and she called him by Gidayu's
name, Niban nodded somberly. hoping his
deception would bring her a little peace in
her Hnal hours.

"The girL" Jiko whispered. "She is yours,
my love. She is your daughter,"

Niban was shocked. By cuckolding the
Imperial line, Gidayu had comitted a
serious crime, He had, in fac~ stolen an heir
from the Emperor. Niban watchcd as the
woman passed away, then returned to

Unicorn lands with the knowledge that he would
have to tell his lord what happened,

When Gidayu asked what occured, Niban
bitterly laid him. Then he said, "I swear on my life
that I will keep the secrel.~

But Gidayu shook his head. MNo. The only way
this will remain a secret is if all who know it are
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Tage is the foremost
actress in the Shosuro
troupe. ObViously in char
she is a polite leader. and
always aware or her
audience. She is petite, with
lovely, laughing eyes, and
delicate features.

She enjoys the political l
games of the court. but
knows when to respond
with deadly force. Trained
by Shosuro Hametsu. Tage's
dark nature denies her
smiling appearance.

She put the poem in
Usigo's room, of course, 10
help the characters find
Nanloko. She didn't kill
Usigo, though. Nantoko did.

Awareness:.5
VOID; 2
SchooURank: Shosuro

Actor 5
Skills: Acting 4, Bard 3

Courtier 3, Dance 2,
Etiquette 3, Forgery 2, Knife
2. Lore (Rokugani
Literature) 3, Poison 4,
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Slieght of Hand 4. Tessen 3

Weapons: lessen (0k2).
Tanto (1k2)

Honor: 1.4
Glory: 2.1
Advantages: Heartless

CONFRONTATION
With all that in mind, let's take a look at how

the characters fit into this little confrontation and
how everyone at the village is going to respond to
them.

• Niban
The ronin leader is convinced that Gidayu has

sent the characters to kill him. He docsn't know
about the kidnapping, nor does he know the girl
is unconscious and bound up in his own hut He's
completely paranoid by now (it's had a lot or time
to build), and will not listen to the characters at
all.

What's more, he has regressed back to his
"bushido is for fools" viewpoinl He's very near
madness, and when he finds Yoroshiku bound
and gagged, he will recognize her. That causes
him (0 fall right over the edge.

• Tobuko
The ex-Mantis followed Niban for one reason

and one reason only: she was convinced that
bushido was a fool's game that daimyos preached
but never practiced. As she watches Niban's ethics
rail apart, she can't help but smile. because this is
exactly what she wanted to happen. The Niban
she met was a cold·hearted killer, not a protector
of helpless, weak peasants. He once told her, "The
world is made of two kinds of people: the weak
and the strong. The strong take from the weak,
and the weak can do nothing but complain."

Now all she has to do is convince him to leave
before the characters arrive. Unfortunately, she's a
little too late.

• Koan
Many of the characters may notice thai one

element is missing: Koan. As soon as Tobuko and
Niban started quarelling, the shugenja took for
the road. He's left behind the village and all those
who live within it He may show up again
someday, but right now, he's only interested in
saving his own skin.

He's got a five hour start on the characters, and
he's using a lot or magic to put as much distance
between himself and the village as possible. By

believes, Niban knows exactly who orchestrated
his doom: his old daimyo. Gidayu.

One of two things will happeIt Either he will
come to his senses and resume the role or a wave
man, or he'll get killed and control of the gang
will pass 10 her.

Either solution will suit her just fine.

dead." Then, he ordered his karo 10 fall on his
sword.

Niban was confused "Is my word nol good
enough?" he asked.

"No,~ Gidayu responded, his voice growing in
anger. "Now, fall on your sword:'

Niban refused a second time, and Gidayu
called his personal guard into the room. "Kill the
traitor," he ordered them. TIle floor of Gidayu's
throne room was quickly covered in blood, and
the last man standing was his karo.

"There is no need," he said. "For I am already
dead. And your secret has died wilh me." With
that, Niban disappeared, never to be seen In
Unicorn lands agaiIt

He spent the next fourteen years as a bandit
Disenchanted with bushido, he reverted to his
ancestor's ways, living off the land and the
unwary. It was during this time that he gathered
the ronin who follow him now, as well as Tobuko,
his most trusted lieutenant. For over a decade, the
group became one of the most notorious bandit
gangs in the northern provinces of Rokugan,
preying off the Dragon, Dragonfly, Crane, Lion
and Phoenix.

But aU that changed two years ago. After so
many years of wandering and pillaging. Niban's
heart softened. When he reached the age of thirty­
eight he began to feel the pangs of retirement He
signed up as yojimbo for the Phoenix. and began
to build a small village just east of the Ki·Rin
shrine. For two years, they have made the village
Ihe hub of their lives. For the first time in a very
long time, Niban thoughl he had found his place
in the world.

But Tobuko was restless, as were some of the
other ronin. They sought the adventure they once
had, and lhe weallh and power lhat wenl along
with it The final straw was lhe Phoenix Clan's
refusal to allow Koan to participate in their
festival knowing lhe shugenja would make the
Phoenix look foolish in front of the other clans.

And so, Tobuko has arranged for Niban's little
dream to fall apart She knows Niban's past, and
she knows Shinjo Gidayu is one of the visiting
daimyos.

So, she's kidnapped Gidayu's daughter and
placed the blame on the Unicorn's old karo. She's
told Niban that the Phoenix are coming down 10
crush him for humiliating them at the festival, for
even if Koan didn't win, his talent blatantly
outshined the other competitors. Now, she
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Then she goes on to explain to the characters
that Niban talked of kidnapping the girl but that
she never expected him to go through with it. She
immediately orders ten men to look for
Yoroshiku. The ronin spend e.xactly three turns
(firteen seconds) looking, before they find her,
During this time. the debate with Niban and
Tobuko continues.

The ronin bring the girl up to the dlaracters as
Niban's expression slips rrom suprise to complete
IUnill.Y. !-lis sword is out berore anyone can move,
and he snatches the girl from the ron in. killing
anyone who gels in his way (at your discretion. of
t'OLlrse).

When Niban snaps, Tobuko takes charge. She
orders her ronin (note that they arc <;her" ronin
now) to stand down, and allow the PCs to deal
with Niban in their own way.

He lives or he dies. Either way, she wins.
Niban's convinced that Yoroshiku was placed

here by the M<iko and Shinjo Gidayu: he doesn't
suspect Tobuko al all. And these fools that Gidayu
scnt (the characters) are here for his life. Any
attempt to communicate with him will prove an
interesting exchange, All the doubts Niban has
allowed to sleep in his head for sixteen years have
finally awakened.

If the dlaracters try to appeal to his sense of
loyalty. he will laugh and condemn them as fools.
And one by one. as the charaders bring them up,
he will knock down the virtues that bushido
teaches.

'7hm is what bushido is: a religion lor lools.
Look al those yOIl serve. Do they lollow bushido?
Do they? Or do they lise it as a cOllvcl/iellt 1001 to
push tlleir paWIIS abolll a board that ollly they
con see?"

Honor:
"Honor? 77101 is a line WQrd. Do you know

what honor is? It is a code 01 conduct meant to
keep the strong from overpowering the weak
Those souls wllo do not have the stomach lor
killing invented it. Only we - the strong - only we
have the Slomadls to do what must be done. 77le
weak provide what we need. Isn't tllat what
bushido is all about? 77le weak leed llS and we
kill those who disobey. That is Ollr way. 17mt is
bushido."

Temperance:
"How many times have yOIl helped your lord

sneak imo the geisha house? How lIIallY limes
have yOIl killed those who iI/suited him. all
bectlllsc he was 100 drunk to mil/d his mal/llers?"

the time the characters figure out that he's
missing. he might be halfway to Crab territory.

The Characters
When they mire, things in the village are

falling apart. Niban and Tobuko are standing face·
to· race. screaming at each other. Their
conversation sounds something like this.

Niban: '71lere's ItO reason lor it! No reason at
aUr

Tobl/ko: ~\Vhat reasoll do they lleed? 77ley're
samurai, and we're ronin! \I~'re nothing to them.
77wt's all the reasoll they /leedr

Niban: "I dOIl't believe it. I won't believe it."
Tobuko: "I dOll't care what )10U say. As SOOI1 as

steel hits your fiesh, }'ou'll believe"
As the characters move closer, Niban will

order his men to take position. Remember, he's
got fifty men under his command. Ten archers
take to the rarest surrounding the village and five
more climb to the top of the village's tallest
buildings. The rest take up positions surrounding
it.

From this point, whatever happens is really up
to ~'Our players. Niban has got men all over the
village. He's got five bowmen at the tops or the
buildings and ten men more hidden in the
surrounding bush. If the characters try for a dired
assault, it"s \'ery likely they are going to gel
themselves killed.

However, ir they try a Illore ronversational
lone, they might save their hides ... at least for a
few minutes more.

If they ride in to the village with their swords
at their sides, Niban wifl allow them to approach.
Unfortunately, if the characters say anything that
puts doubt in Niban's belief. Tobuko will sabotage
their erforts. As soon as they show signs of
making peace or explaining the situation to
Niban, she'll cry oui:

"01 course they're lying! Look at them! Tltey're
probably just distractions while the real army
moves into position in the woods. Unit! Did )'OU
see tltat?"

If the characters bring up the subject or the
kidnapping, Niban's jaw will drop. Any character
making a Simple Awareness + Sincerity roll at
TN 10 will know that his readion is genuine. But
this roll isn't a freebie. They've got to ask for it;
otherwise. they don't get it.

As soon as you mel1lio/l )'oroshikll, TOOuko
also tums ashell. She looks at Niban and shakes
her head. "1 can't believe it. I kl/ew you were
desperate, bur .....
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ACTING TROUP£
(4MAL£.

1 F£MAL£)

The Shosuro acting
troup<! is onc of the mosl
famous performing groullS
in the Empire. They ha\'C

won numerous honors.

lperformed for lhe Emperor
on man)' occasions. and
ibelr abilit}, to entertain and
educate is unparalleled.

The (hoe memJx>rs of lhe
troupe (Barushi Gadigo.
Bayushi KUlsuko. Shosuro
Aidala, Shosuro Sula and
~lIr Yogo Yasai) art' all
incredibly IO}'lIJ to Shosuro
Tagt.



Lo!~lty,

'7hat is the cruelest 01 them all. 11ley demand
loyalty, and ask for our heads when we ask for
even the slightest return of what we give them.
They aTe goki. Hungry lor our lives. OUT love, our
blood. Their hunger knows no bounds, and if we
even question their judgement... even question it
onC/!... it's 'Fall on your sword, scum! You're
unworthy of my favor!

Niban will continue his tirade while he holds
a knife to the girl's throat Then, as soon as you
feel your characters are about 10 rush him, he
shouts once more:

"1 believed! r tried! I walked in Akodo's
footsteps, and look what it got me! Look at me!
I'm nothing! Nothing! And all because 01 this...
this... " He pushes the knife closer to the girl's
throat

He bas reached the point of no longer caring
about any Iife~ If the characters rush him, he will
kill the girL If any shugenja show any sign of
casting a spell. he'll kill her. Remember, Niban
has spent more than two decades training himself
as a cold·blooded killer. Add to that the fact that
he doesn't really care about anything anymore_

Why doesn't he just kill the girl? Glad you
asked. Despite all the mess he's golten himself
into, Niban wanls the truth to be known. even if
it's just the characters.

He'll tell them, if they are willing to listen - or
better, if the players have made an impassioned
plea or stunning argument (pure role-playing; it's
up to you do decide how well they pull it ofD ­
then he'll share the whole story.

When he's done, he looks at you and smiles.
"Now you know Ihe truth.'" he says. "But bushido
has no room fOT the truth, does it?" He snickers,



Ihrows down the knife and pushes Ihe slill/fled
girl loward "Go all, Iltell. Seroe your lord. Do
your duty. Kill me. I'm only a rOl/ill after all."

After Niban's words fade away into echoes,
wail If your players don't declare any actions, he
will laugh and bow sarcastically. "There is no

room in a samurai's heart for doubt~ Then, he
charges the girl. Roll for initiative (taking into
account the fact that the PCS probably have their
weapons drawn). [f he wins, Niban gels his hands
on the girl's throat and breaks her neck with a
single twitch of his hands.

Once you've finished describing that scene, ask
your players, ~Are you doing anything?~ If they
still don't move, then he'll jump on one of them
and break their neck.

Give your players only one chance to react.
Niban never hesitates. He is a killer. He sold away
his mercy long ago. If Niban gels hold of a
character, he's more than likely worm food. It's up

to you, but let's face it. if a 38 year old samurai
got his hands around your neck. do you think he
would need to roll for damage?

Niban fights to the death. He has no sword,
only his bare hands. However, particularly nasty
GMs can choose to have him pull the sword from

the obi of any fallen characters.
[f the lnaracters do nOi pause or hesitate

after Niban gives them the chance to kill him,
he dies a very quiet, ignoble death. Particularly
idealistic charactcrs may offer themselves as
his second. He shakes his head. "That is a
samurai's privilege. I lell frollliheir graces long
ago."

That's the cue to kill him outright. Niban
wanls death. Not a handsome. honorable death,
but a messy one. And one way or another, he's
going to get il

Tabuka's Fate
Tobuko observes the body of Niban, and

says "II's over now. Take the girl peacelully,
and we will part here in peace."

Yoroslziku stands ill fury, thell. pointillg a
blameful finger al lite flew rOlli'l leader. {;You
are the olle who kidnapped me! II you do /lot
pay in blood. my IIncle willltave a thaI/sand
Imperial soldiers II/mt }'Oll dowlI like fhe fifth
you are."

171e Hanlei turns 10 you and orders you 10
kill her - now.

Tobuko has lS ronin with her, a number of
which (detcrmined by the GM) are archers. She
will remain behind them unlit they are
decidedly outmatched. at which time she will
turn and run, forsaking them and the rest of
the village. 111C PCs may pursue her. as they
wish.

Be warned. If she escapes (as she is likely to
do), she will make a point to return,

someday...
Afterword
As Niban's blood spills, the characters may

note just how quiet things have become once he
has stopped screaming. The village is deserted.
Niban's ghost may very well spend the rest of
eternity here, haunting the empty huts and
rotting fields. A tragic end for a man who only
wanted to believe in bushido.

But now, the characters have a new dilemma.
111e characters and Yoroshiku have information
that only two men shared for sixteen years. and
irs timc to decide what 10 do with it.



CONCLUSION
The characters must now choose what 10 do

with the information they gained from Niban's
confessiolt Gidayu cuckolded the Hantel family
and stole their heritage. That sin is unforgivable.

Unfortunately, there are a few obslicles in their
way. First and foremost is Olemo Yoroshiku.

She was there when the ronin made claims
about her. She was too frightened at the time to
talk, bul now that he is dead. she has found her
tongue..

"I forbid any 0/ you /rom uttering Q single
word that man spoke to you regarding my
lineage. He was obviously Q liar and a scoundrel,
and his word is no better than that ofa common
churl"

Yoroshiku will nol lake -No· for an answer,
and she is in the position to ensure that she
doesn't have to. She is the Emperor's niece, after
all. What's more, she will full-heartedly admit to
being kidnapped by the ronin 10 protect her
position.

"Of course it was himlsaw him climb in
through my window and bind my hands and
feet and gag me. It was him."

It is completely up 10 the charaders how
to handle Yoroshiku. After aiL sticking up for
her may very well win her hand in marriage,
and a reward for her safe return.

The second problem is Shinjo Gidayu
himself. Confronting him with Niban's story
will cause no end of troubles. Quite simply,
the characters do not have Ihe Glory Rank 10
question his word - or Yoroshlku's for that
matter. Only if an Emerald Magistrate
presents the accusation can Gidayu's honor
even be questioned. If thai is the case, then
Gidayu has one more trick up his sleeve.

If the players roleplay the whole scene
(don't let them get away with just rolls), then
the aging Unicorn daimyo takes a deep
breath and shakes his head.

"Very well. It seems my honor is in
question. As [am an old man, and unable to
protect my honor. [rukQ.·san. [ call upon you
to serve as my chIlmpion?"

lruko will not listen to anyone who tries
to talk her out of defending her lord's honor.
Her stance on this subject is very simple.
Righi or wrong. Gidayu is her lord, and she
promised to serve him

i4 samurai is as good as his promise..
When [ say [will do Q thing. it is as good as

done, or I will die trying. Do you want me to fall
back on my word?"

From the viewpoint of bushido, lruko is right
She promised her lord to serve him, and if she
breaks her promise once, she can do it twicc. The
only thing of worth to a samurai is his honor. and
if she backs down, if she steps aside from her vow
to Gidayu, she proves that her word is worth less
thandirl

Now comes another decision. The characters
have challenged Gidayu's honor. lruko now
stands to defend it Wno will face her?

One of the PCs must face lruko, or they will
suffer consequences to both their Honor and their
Glory, and be forced to take back their
accusations about Gidayu. Anyone who backs
down is admitting that their testimony is false,
and they will lose an Honor Rank and a Glory
Rank for disgradng themselves before sum a
distinguished host Anyone faces lruko in the duel



AT TH[ LAST
SO ends Code of Bushido. II can be seen as a

tmgcdy. for there is much blood spilled by the end
of it aiL and the characters have found their
beliefs in honor and justice shaken to the very
core. But the fact remains lhat they have survived,
and in lhe midst of all Ihis treachery, perhaps
their honor has survived as well.

Expcricnl1:. Glory and Honor rewards depend
on how well the characters maintained theiT own
codes of ethics throughout the adventure. Now
Ihal you've finished reading i~ go back and take
a look al every ethical choice the characters have
to make. Remember to pay dOliC attention to
what decisions your characters make. If they
compromise or take ethical short cuts, their
rewards should be less. However, if they stand by
their beliefs, you should reward them heartily.

Not every samurai believes in the same
bushido, mind you, and you should keep that in
mind when handing out rewards. After all, what
a Lion calls honor, what a Crane calls duty, what
a Crab calls courage, and what a Scorpion calls
loyalty are all very different things.

I. \

g;11~ \Va~ Of
fl1~ ~1a11fls:
1t Pl~~lud~

"I know my place in history. My destiny is to
defeat you,"

- Kaimetsu-uo
Long ago, the son of Hida struggled to defeat

the Shadowlands before they could rise to
challenge the strength of the new·born Empire.
Osano-Wo rose to become one of the most famous
legends in the history of the Emerald Empire. He
ha~ become a Fortune in his own right and, some
say, the true incarnation of the mysterious
creature known as the Sixth Dragon.

It is said that OsanoWo was the son of the
Dragon of 111under, and Ihat the blood of the
Celestial Heavens ran in his veins through both

will likewise g,tin 3 Honor Points and 5 Glory
Points. This is not a Fight to first blood. 111is is a
duel about Imperial honor. Someone must die.
Blood must be spilled to wash away the stain that
has fallen on the courl.

• Illmko willS the duel:
Niban's claim is proven false and the

characters all must recant their words. Gidayu
(and Yoroshiku. if she's still alive) will both look
on the dlilracters with scorn. and they may gain
Gidayu as a Major Enemy in the Unicorn Clan.
111e chamcters will lose both 5 Glory and 5 Honor
points, and will be stripped of their titles (such as
Magistrate status). It is a harsh punishment, but
they should consider themselves lucky they arc
not made ronin on the spot.

• Illruko loses the duel
If Iruko loses the duel, the character dueling

her gains 5 Glory Points, and lruko is dead. The
Honor gain depends on the individual character.
Ask the character to make an Honor roll at TN 20.
If the character makes the roll. he recognizes
Iruko's devotion to her lord and is inspired by it,
even if it was mislaid. 111at character gains 3
HOllor Points. If the character fails the roll, Niban's
rant has made its way into his heart, and all he
can sec is the wasle of a beautiful woman's life.
l11at character loses 3 Honor Points.

If the character had any emotional attachment
to Iruko, he loses at least 2 poinls of Honor,
regardless of his Honor rolL

Gidayu's Fate
If Iruko wins the duel, Gidayu is redeemed. He

has kept his secret in the dark, and will continue
to do so. If Iruko loses the duel, any Emerald
Magistrates about can demand that he face the
Emperor's justice and commit seppuku.

Gidayu has no intention of falling on his
sword. He draws it from his katana and dares any
to face him in personal combat Tears well up in
his eyes and he throws ctlTses at Ihe characters'
families. The Unicorn has lost his face, and is not
going to die quietly. The chara<.1ers may choose to
beat him into submission, but if they look at the
Phoenix, they will see their eyes arc calling for
blood. 111e shame that has been brought on the
Imperial house must be cleansed. and if the
characters won't do it, they will.

Gidayu will not surrender, and will run if he
can. Characters may have to pursue him, but they
won't have to go far. He is an old man. and his
body cannot match the characters in strength. He
will fall soon enough.

Enjoy!

TH[ h\AHT/S

In Gode of BlIsltido. the
rollin lieutenant. Tobuko. is
a member of a Minor Clan

- the Mantis. In order to
nesh out her abilities. we

have included a bit of
Mantis history.

Mantis is easily the
strongest ~linor Clan. and

this is reflected not only in
the strength of their

abilities. but in their four
techniques, rather than the
standard three which most

lesser clans have created.
The reason the Mantis have

four is twofold; one. they
are the oldest true Minor

Clan, (the Fo.~ were shortlr
after), and (wo. ther ha\'e

had constant assistance
from their Lion and Crab

relatives. as lVell as the
guidance of on(' of

okugan's most well·known
Fortunes.

We hope this tides rou
ver until we can collect all

t
of the Minor Clan

techniques. You know how
hard it is to gel all the

Minor Clans to do anything
together, much less gil'e us

alliheir secrels, Bul. luckilr.
there's this nice samurai

known as Yoritomo. who
has offered to lend a

hand ...

I
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his Kami father and his Serpent mother. He
destroyed the Kingdom of the Trolls, and drove
the Shadowlands far from the Empire - a defeat
from which Fu Leng's minions took centuries to
recover.

When OsanoWo chose to marry. his bride was
me daimyo of the Matsu. On the day she
announced her pregnancy, OsanoWo celebrated
with sake. Too much sake. The next morning. he
awoke in a little peasant hut with a little peasant
girl who handed him his tetsubo with a smile.

Nine months later. two children were born ...
on the same day. Osano.\\'o formally
acknowledged the child of the peasant as his own.
and the boy was brought to Hida Palace to be
raised with his Lion half·brother. When the heir to
the Crab was decided. it was the son of the
peasant who was given the Crab Clan sword.

In a rage, Osano-Wo's Lion wife cut off her hair
and lefl it on the noor of their sleeping chamber,
taking her son away from the Crab lands 10 begin
a life of their own. They traveled across the wide
waters of the Crane bay. to a distant island chain
known only as the Islands of Silk.

The son's name was Kaimelsu,uo. and this is
the story of his clan.

kAIM£TSl1-110
"Never be afraid to speak, for Ihe words of a

tme samurai are recorded ill the histories of Ihe
Celestial Heavens, ClICn if lite II/e/l of Ihis world
are bli11d 10 the lru/It."

- Doji Satsllme
Kaimetsu-uo. son of Osanu-\\'o. was born at the

palate of the Crab and lived much of his young
life in luxury. While the Crab arc not renowned
for their great wealth. within the walls of ihe Crab
fortress, Kaimelsu·uo was given everything he
nceded: food. weapons and the training to
become one of the fillest soldiers in the Empire.
He saw everything as his right as the son of the
Champion. and had every right to believe that
one day he would assume his father's mantle as
leader of the Crab.

On the day that OsanoWo was to give Chikara.
the sword of the Crab, to his son and heir,
Kaimetsu-uo knew that he would not be the one
10 receive the prize. His father had rome to him
the night before the ceremony. and had spoken
for many hours with his SOIt They talked of
baltles, and of duty. When dawn came. Kaimetsu­
uo knew his desliny.

He found his mother sobbing and C1Jtting off
her hair in his father's dlambers, and helped her
rise. '"Stand. mother.~ he told her. "You are a
Matsu~

"I am a i\'1atsu,- she told him, MBut you are a
Crab."

~No. mother:' The boy said, gathering his
daisho. "I do not know what I am. bul I know
what I am nol"

With thal the mother and her son traveled
away rrom the lands of the Crab. Kairnetsu·uo
gathered those few men who were loyal 10 him
and set out for the islands to the east

Seventeen years later. KairnelSu,uo had built
a small town. a tall palal'e on a rOl.:ky ledge. and
a thriving legion of soldiers. One day, he received
a letter from his brother. now Champion of the
Crab. Their father had been poisoned by a traitor.
and that man was being sheltered in Phoenix
lands.

"I cannot avenge our falher," KaimelSu-uo'S
brother wrole. -I must stay here, and defend the
Empire against Ihe Shadowlands .....

\\~Ih a cry of vengeance, Kaimetsu·uo led his
men to battle against (he Phoenix. The Great dan
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first heard rumors of the small force and laughed
behind raised fans. whispering with their Crane
allies about the joke. They did not ready their
armies, nor were they prepared when the storm
came.

Only len ships followcd Kaimetsu·uo io the
norihern coasts, tcn small kobune boats filled
with loyal mcn. As they approached the shores of
Kyudell Isawa, the sky grew black and dark
around them, hiding them from view of the
mighty spellcastcrs on the Phoenix walls.

Lightning led the way through the high seas,
as the wind threw spray into the faces of lhe
soldiers. Although the 19awa called to the spirits
of air and water, no magic at their command
turned back the mighty storm. Kaimetsu-uo's men
landed on the beaches. and made their way
toward the enchanted walls of the palace,
unafraid. Despite the wind, the Phoenix blindly
hurled spears of flame and pillars of stone down
upon the advancing army. Kaimetsu's men died in
agony, but no sound crossed their lips as they
followed their lord in silence, no noise beirayed
their position.

When they reached the gates of Kyuden lsawa,
only fifteen brave samurai still lived. Seeing the

tremendous oaken barriers lodged firmly in the
stone walls of the palace, Kaimetsu lifted his arms
to the raging heavens. His face drenched with rain
and hail, bruised from the agonizing climb, he
howled like a madman to the storm.

"FATHEW' he screamed. ~Lel me avenge your
death! Give me a sign of your will, and I will
move thc mountain itself to find your killer! Open
the gates, and I will noi fail!" With those brave
words, Kaimelsu lifted his sword and cut deeply
into the wood of the gates, leaving a long scar. As
he struck, the heavens shattered, and a bolt of
blue flame raced down from the sky, exploding
the gates from their iron braces and opening the
palace or the Phoenix.

The Isawa, mute from this obvious
intervention of the Fortunes, offered treaty with
their attackers, however pitiful the army. They
refused shelter to the man accused of Osano-Wo's
death, and offered recompense of silver and
jewels. Kaimetsu·uo and his men, weary but
rewarded. returned to the lands of Ihe Crab
bearing the head of the murderer. Once there,
Kaimetsu·uo and his brother brought the body of
their father to the plains where he had been born,
and returned it to the flames of the spirit.

But since that day, the Mantis, children of
Kaimetsu'uo, have forever felt the spirit of their
forefather, and the presence of his hand in their
lives. His heart may have remained with the Crab.
but his soul stands by the son who never failed.

H,STORY
The Mantis are the strongest Minor Clan in

Rokugan because of their rich and established
history. Although the Mantis are not the
wealthiest Minor Clan, they have many resources
available from trade of the fine silks which their
islands produce. Because of this income, the
Mantis have the leisure io develop Techniques
and create their own distinct style of fighting.

Undisputed masters of sailing, it is often lhe
servants of the Maniis who pilot the kobune ships
on their ocean voyages. Because the Rokugani
have little or no true knowledge of navigation,
and because of the dangerolls and frequent
tsunami, or 'ocean waves: the art of deep ocean
voyaging has never been discovered. Instead, the
Mantis are extremely proficient in the use of tides,
wind and oiher coastal patterns. Trade ships sail
up and down the Doji coast with frequency.
carrying silver from Phoenix lands, silk from the
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Mantis isles, and iron and steel from Ihe Crab m f"...
highla"ds. ".!ilCUlllquaS:
T£RRlTORY

The Mantis Clan lives in a fertile archipelago
to the east of the Crane shoreline, within view of
Kyuden Doji. Their island is beautiFul, but
dangerous. Many volcanoes form the heart of the
islands, lhcir snowy lOps reaching into the clouds
far above the ocean. Not all of these are inactive,
however, and numerous earthquakes rock Ihe
shores of the Islands of Silk each year.

One mountain in particular, known as
Ncmuiyama (Sleeping Mountain), is formed of
thousand of layers of exploded ash and lava,
around a tremendous craler high in the hills. This
mountain, located on the small island near Toshi
no Inazuma, has collected the clear rainfall of
hundreds of years, and now contains a crystal
lake within its high rock walls. The site is
considered to be a sacred place to the Mantis, and
small shrines dot the hillside above the water.

When earthquakes rock the island, the
peasants are often known to say that it is the
snore of the great OsanoWo, who traveled 10 the
Islands of Silk in order to die with his true son,
years after the great samurai had stepped down
from being the Champion of the Crab. Of course.
this is only peasant superstition, but even some of
the more level·headed Mantis samurai believe
that the spirit of Osano-Wo still lives within the
Islands of Silk, watdling over the dlildren of his
outcast son.

Mantls BUSh! Bcheel
Benefit: +1 Agility
Beginning Honor: 1
Penalty: -I Glory Rank
Basic Skills: Athletics, Battle, Commerce,

Defense, Kenjutsu. Sailing. Anyone Bugei skill.
ew Skill: Sailing (Agilit)1

Sailing is considered a Merchant skil~ but it is
not dishonorable for a Mantis Clan member to
know and use it Knowledge of this skill includes
how to sail simple kobune craft maintain a
course on coastal seas,. and understand the
rudimentaries of boat craft and repair.

Beginning Outfit: (An items are of average
quality): Any 1 Weapon (No swords. bows or
daggers), Light Armor, Helm, Traveling Pack,
Kimono, 3 Koku.

Rank 1: Fight Without Steel
The origins of the Mantis are noble, but their

lives have been spent mixed with the simple
heimin of the Islands of Silk. Because of this
heritage, Mantis Clan members have a great
familiarity with using improvised, unusua~ or
'peasant' weapons, such as the ton fa, the
nunchaku, or kama. Mantis bushi may use any
!.AJw Weapon Skill as if it were a High Skill. In
addition, Mantis bushi fight with any weapons
they do not have a Skill Rank in as if they have a
Skill Ranking of 1. This is not a substitute for
regular Skill Ranks, and all weapons skills must
be purchased as normaL In addition, Mantis bushi
train for years on the unstable footing of the Silk
Islands and the rolling boats of the Mantis fleets.
This training allows Mantis bushi to ignore any
penalties for unsure fOOling and imbalance
during combat

Rank 2: Voice of the Stonn
A Mantis lives knowing that they arc the true

heir to the strength of Osano-Wo. Using the stonn
within their souls, they fuel their ferocity against
an opponent The Mantis bushi may spend a Void
Point when declaring a Full Attack, so that the
bushi's TN to be hit stays at its norma! level and
is not reduced due to the Full Attack.

Rank 3: Claws of the Mantis
!.AJng ago, it is said that the son of Osano-Wo,

Kaimetsu-uo, learned a style of fighting from a
traveling Dragon monk, If the bushi has a
medium or smaller sized weapon in each hand,
he rolls initiative separately for each, and gets an
attack with each weapon every round. If the
character is already ambidextrous. they may usc
the higher initiative for both weapons.

Rank 4: Voritomo's Rolling Wave
The bushi masters of the Mantis Clan have

developed a weaving and dodging style of
fighting that is perfectly suited to the rolling
waves of Rokugan's wide oceans. This movement
is hypnotizingly slow and unpredictable. and
causes the Mantis to be more diffirolt to hit
While making a nonnal attack, the Mantis bushi's
nonna! TN to be hit is increased by the bushi's
Water Ring times five. It is said that the newest
general of the Mantis armies, Yoritomo, created
this technique on his own. and has taughi ilto his
followers.

ANcrSTOR:
KAlMUSV-U<>

C5 POINTS)
~.... ,

Hida Kaimetsu·uo was
the son of Osano-wo and a
Malsu daimyo, refused hi
rightful place of honor.
within the Crob Clan. When
his mother took her son an
left for the Islands of SU~
Kaimetsu-uo renounced !lis
name and ties to his father's
dan. He is depicted in story
and song as having been
very mudllike his father. a
volatile man who believed
in action. not words. His
temper is legendary. Any
descendant of Kaimetsu·u
inherits his anreslor's nasty

disposition, and can be
easily provoked to rombat
with insults. However, their
will is nearly indomitable.
They gain one free Void
Point to spend on any tests
involving Willpower, save
those tests which would
allow him to avoid combal
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'"'To serve as a samurai is not simply to be unafraid to die. It is also to be unafraid
to live. - - Niban

At the Shrine of the Ki-Rin, shugenja gather to mark the
beginning of winter with a magical competition. Courtiers and

bushi come from all comers of Rokugan, ready to spend
Winter Court in the lands of the peaceful Phoenix Clan.

Suddenly, a group of bandits attack the caravan, stealing the
prize before it can be delivered to the Shrine. Demanding to

be allowed to enter the competitions, they challenge the
right of the Seven Clans to ostracize those who do not swear

fealty to the Code of Bushido. A brutal murder shocks the
court, and the honor of the Imperial Line is challenged.

Otomo Yoroshiku, niece of Emperor Hantei, is kidnapped,
and the once-empty threats of the bandits suddenly become

far more deadly.

When honor is more than a word, the price of loyalty may be
your life.

• Suitable for 3-6 mid-level (ranks 2-4) player ch acters.
• Filled with danger and mystery, Code of Bushi 0 can be used
independently or as part of an ongoing campaign.
• Requires a copy of the Legend of the five I,Vngs basic rules.
• Plus, a special sneak preview : Way of the Mantis!


