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In the Palace of the Emerald Champion is a bonus adventure for
the Legend of the Five Rings Roleplaying Beginner Game. It is
designed to follow the events of The Topaz Championship, the
adventure included in the Beginner Game.

During the events of The Topaz Championship, the Player
Characters (PCs) underwent their gempuku, or coming-of-age
ceremony, which consisted of a series of contests concerning
athletic skills, martial prowess, and knowledge of Rokugan’s his-
tory and culture. While there, they encountered a mysterious
ghost and uncovered a plot to disrupt the tournament.

Their heroic actions attracted the notice of the Ruby Champi-
on, who recommended them to become Emerald Magistrates.
Now it is time for the PCs, who have become full samurai, to go
to the palace of the Emerald Champion to begin their training
and assume their new duties to the Emperor. The castle is filled
with intrigue and danger, however, and their training may be the
least of their worries.

If you are planning to act as Game Master, then read on to
find out more. You should read through the entire adventure
before beginning your first session. However, if you are planning
to be a Hero Player in the adventure, please stop reading now in
order to avoid spoiling any surprises.



During the last adventure, the PCs engaged in the Topaz Cham-
pionship and hopefully foiled Bayushi Sugai's plot for revenge.
These feats proved their worth in the eyes of Agasha Sumiko,
the Ruby Champion; impressed by their heroism and commit-
ment to justice, she recommended them to become Emerald
Magistrates. They are set to go to the palace of the Emerald
Champion, also known as Shiro Yogasha, for training. Howev-
er, questions surrounding Doji Satsume, their ghostly visitor, still
linger. Satsume, the previous Emerald Champion, died there, so
this journey promises to reveal new secrets surrounding his shad-
owy past and mysterious death.

Note that if the PCs didn't successfully resolve the earlier
events (such as failing to ensure Hitoshi completed his gempuku
or stopping Sugai's plot), the GM should adjust encounters and
reactions from characters accordingly.

This adventure is divided into three Acts, which allows the PCs
to further explore their abilities. It begins with several events
that continue from the ending of The Topaz Championship, such
as allowing the PCs to select their new adult names and receive
gifts from their families.

Act 1: The Journey (page 10) takes place on the road
from Tsuma to the Emerald Champion's castle. The journey
takes several days and should be rife with conflict as the PCs
travel the several hundred miles along dangerous terrain, prov-
ing their newfound skills against the measure of the open road.
They once again encounter the ghost of the previous Emerald
Champion and begin to unravel what he desires of them.

Act 2: The Castle (page 18) has the PCs immersing them-
selves in their training as Emerald Magistrates. Alongside their
studies, however, Agasha Sumiko also commands the PCs to
investigate Doji Satsume’s murder. They must interview poten-
tial witnesses and suspects while gathering clues in order to
piece together the truth. This takes place over four days, con-
sisting of the day they arrive and then three days of training.

Act 3: The Findings (page 35) is when the PCs present
their evidence to Sumiko, having debated about which version
of the truth to tell. They must learn that the public truth and
the private truth are sometimes vastly different—especially since
their announcement could have far-reaching consequences con-
cerning the fate of many in Rokugan. This portion of the adven-
ture lasts one day, when the PCs become Emerald Magistrates
and present their findings.

The Beginner Game includes a map of the Castle of the Emerald
Champion, which the GM should allow the players to examine.
This should be a useful tool for them to plan out the locations
they wish to investigate for clues, or places to arrange rendez-
vous for meetings. The players may notice the secret room at
the lower right side. If they question the GM about it, though,
the GM should remind the players it would be dishonorable
to act on such information they (as players) have gained. Their
Player Characters will need to find the clues that reveal the loca-
tion on their own!

This adventure includes new rules to expand on those in the
Beginner Game. These will be introduced as they come up, just
like in The Topaz Championship.

These are introduced on page 12 of the Rulebook, and this
adventure includes complications for each PC. Each PC has
one complication (and possible events that can introduce them)
described as follows, but GMs can create new ones to add as
well. Using these is not necessary for the adventure, but it's
highly encouraged as they will allow players to add flavor and
emotion to their roleplaying experience.



Remember that no matter who introduces a new complica-
tion, each character can have only one complication per game
session—though a character's turmoil can always come up
whenever the GM and player see fit.

Akodo Masako: Her brother Akodo Kiruhage is here! And
everyone likes him! This complication can occur when
Masako learns of Kiruhage's presence at the castle, likely
during breakfast the day after arrival (see page 25).

Bayushi Kyo: Kyo knows their sensei has sent a secret
missive to them, but a fellow PC (or an NPC) has unknow-
ingly intercepted it. This complication can arise when the
PCs visit the hennery (see page 26) or the cave (see

page 26) and search for clues. The missive is unimport-
ant, but Kyo won't know this until they retrieve it.

Doji Ren: He overhears Mantis samurai bragging about
the ease of “procuring” Crane trade goods. This compli-
cation can occur during the Festival of Millet (see page
27), which several Mantis merchants also attend.

Shinjo Takuya: Doji Chikaze has spread rumors about
him, and they have reached the ears of everyone in the
castle. This complication can come about as other NPCs,
such as the Jealous Emerald Magistrates (see page

30), encounter Takuya.

Hida Sugi: Everyone avoids talking to her, afraid she will
attempt to recruit them for the Wall. This complication
can happen during any of the training sessions as the
instructor and other students avoid talking with her.

Isawa Aki: The unhappy anniversary of Isawa Juriko’s . : : : .
death approaches, requiring some kind of memorial. Togashi Yoshi: He thinks he sees a glimpse of Kaie in the

This complication can occur whenever there is serious castle’s library. This complication can arise when Yoshi

talk of death, such as when the PCs talk with Doji Hotaru visits the library to study, ideally when he is alone. Yoshi
about Doji Satsume, her late father. may also be eager to learn more of the Perfect Land

Sect from peasants at the castle; should the GM wish to
explore this, then Oji (see page 26) can have secret
beliefs in the sect.

Other complications the GM or players could devise include:
Receiving a letter from a loved one the character has not

seen in some time

Realizing that a masked enemy is, in fact, the character’s
long-lost sibling

Encountering the haunting scent of a perfume often
worn by the character’s deceased friend

Running into a character’s secret lover somewhere the
two cannot acknowledge each other

Spotting an obvious reminder of one’s unfulfilled oath to
bring an enemy of the clan to justice

Noticing a chance to pursue one’s desire or duty—at
cost to the group’s current goal



Having passed their gempuku, the PCs are now officially recog-
nized as adult samurai. As such, each adopts an adult name and
receives valuable gifts from their family.

Each player can select an adult given name from the six pro-
vided below for their character, or they can create their own.
Alternatively, if desired, the GM can skip this section, and each
player can keep the name used in their character folio.

Akodo Masako: Chise, Chiyo, Runa, Setsuko, Tomoka,
Yumako

Bayushi Kyo: letsuna, Inoue, Kimiko, Sh6z6, Shusui,
Ytgao

Doji Ren: Kenza, Nobuhito, Seiku, Shuzaku, Sukeyasu,
Tadamasa

Hida Sugi: Isami, Kogimi, Mikka, Mushanokoji, Sawako,
Terao

Isawa Aki: Kurumi, Madoka, Nokiba, Taro, Taya, Yaeko

Shinjo Takuya: Ichizo, lyonosuke, Kazashi, Oyuun,
Shun’ichi, Tameyoshi

Togashi Yoshi: Akashi, Jarobei, Keishi, Kofuyu,
Nakamaru, Toyoharu

The PCs are presented with their daishé and other new weapons
as part of their gempuku. A daishd consists of a wakizashi, or
short sword, and one other weapon, usually a katana. See Chap-
ter 3: Equipment on page 22 of the Rulebook for the profiles
for these weapons, and have the players record this information
in their character folios.

If a player desires, some PCs can choose another weapon
instead of a katana; these weapons are in the Rulebook as well.
Note that no matter what, each PC always has a wakizashi as this
is their formal indication of being a samurai.

Hida Sugi can choose a tetsubd, a large, two-handed
club (Damage 7, Range 1) .

Shinjo Takuya can choose a Unicorn scimitar (Damage 4,
Range 1) and yumi (bow) (Damage 5, Range 2-5) with a
quiver of arrows.

If the GM permits, players can select any one weapon that
costs 20 koku or less instead of their katana. (Privately tell Bay-
ushi Kyo's player that the heavy linen wrapped around their
katana contains two hidden vials of poison; if they select another
weapon, then the poison is included with that weapon.)

Each PC also gains a suit of armor with the Resistance (2)
quality. This reduces the damage the character would suffer from
an attack or other effects by 2 (see page 25 of the Rulebook).

In addition, each clan presents the PC from that clan with a
ceremonial gift celebrating their advancement into adulthood.
Read the information on their gift aloud to each player.

Akodo Masako (Lion): A pole banner with the Lion mon
(emblem)

The fury of battle can discourage even the bravest of
fighters. This banner serves as a reminder not only of the clan
you fight for, but of those who fought before you. With their
ancestors behind them, a samurai never stands alone.

Bayushi Kyo (Scorpion): A small packet of chrysanthe-
mum seeds

As seeds, these have no purpose, only potential. It is duty
that drives one to plant them properly so that they flourish and
grow. Let them be a reminder to keep duty to the Throne in your
heart at all times.

Doji Ren (Crane): A tiny golden mirror

Mirrors are necessary to ensure one’s appearance to others
is as perfect as one’s manners and actions. A Crane must at all
times embody perfection, after all.



Hida Suki (Crab): A small jade talisman

Carved to a point, the stone is meant to serve as protection
both spiritual and physical. The sharp end can be used in a pinch
to end the life of some horrid creature from the Shadowlands;
however, when worn around the neck, the talisman serves as a
constant reminder that danger and duty are always nearby.

Isawa Aki (Phoenix): Six small nashi pears

Six fruits serve to remind a samurai how the elements are
responsible for all life. No matter how beautiful or delicious, all
lite is fleeting. The pears are tasty but temporary.

Shinjo Takuya (Unicorn): A satchel of dried meat and a
goatskin for water (or sake!)

The mark of a Unicorn is freedom, but there are two chains
they can never be free from: food and water. These are all one
needs to choose one’s own course, and with ample supply, all
the world is one’s pasture.

Togashi Yoshi (Dragon): Agarwood incense sticks

Smoke and meditation are two keys in finding wisdom.
Gempuku is when the body comes to life for the first time, and
incense awakens the soul. As a dragon breathes smoke and is
enlightened, so it should be with all in the Dragon Clan.

Each family also provides their PC with a small gift to present
to the Ruby Champion when the PCs arrive at the castle. These
gifts are sealed, and the PCs are warned to leave them so until
they are presented.

At some point before their journey to the castle, the Player
Character also restock their traveling packs so that each con-
tains a small tent, a blanket, a bowl, flint and tinder for starting
fires, chopsticks, and plenty of travel rations.

Doji Satsume’s death left an intense power vacuum, and every
Great Clan awaits the upcoming Emerald Championship tourna-
ment to decide his successor. This has heightened clan tensions
throughout the Emerald Empire as samurai attempt to outdo
or humiliate their rivals in hopes of gaining an advantage over
potential competitors.

Despite these conflicts, almost no one wants to see anoth-
er Crane as Emerald Champion. Doji Satsume was infamously
strict, even cruel, in his position of power, and many parties had
strong motives for wanting him removed. Such universal dislike
fuels the gossip regarding Satsume’s death, suggesting that
even though no foul play was discovered, the Grinning Crane
(so named for his distinctive scar) surely had enough enemies to
become a target of some kind of plot. The Great Clans would
love to see Satsume's legacy diminished or even destroyed, and
in turn, they would love to blame each other for the deed. In the
meantime, the Ruby Champion—Agasha Sumiko of the Dragon
Clan—is currently also acting as the Emerald Champion, and
many of her rivals are likewise eager to watch her fail.

Many people are content with publicly claiming that Satsume
died of natural causes, even if they believe the real cause was
murder, in order to keep the peace. The introduction of scandal,
heresy, dishonor, and crime into the story behind the sudden
death of the second most powerful person in Rokugan could
certainly send the Empire into chaos.

The PCs might choose to follow their own clan’s rivalries with
the Crane or the Dragon, but they might instead adopt a more
loyal attitude toward their Emperor and his servants. Either way,
their opinions are sure to cause strain in their relationships with
samurai from the other Great Clans.

The GM can also include some of the current rivalries between
clans through their families. This can also be learned through
their clan representatives when they arrive at the castle or at
other points during the adventure if desired.

The Lion and the Crane are in conflict due to the dispute
over which clan should possess the city of Toshi Ranbo.

A Crane family defected to the Crab Clan long ago, but
the Crane still haven't forgiven this insult.

The Crab and the Dragon argue over the level of sup-
port the latter clan offers against the threats of the Shad-
owlands, which the Crab wage an endless war against.

The Unicorn and the Phoenix have disputes over their
rival methods of invoking the spirits; the former uses
means they learned while they were outside of Rokugan
called meish6dé which the Phoenix say is heretical

and dangerous.

The Lion and the Unicorn are threatening each other
because Shinjo Altansarnai of the Unicorn recently
rejected Ikoma Anakazu of the Lion in an arranged mar-
riage, thus angering the Lion.

And, of course, no one trusts the Scorpion Clan.

If they haven't already, the players can now spend the 4 XP they
each gained at the end of the Beginner Game adventure. Note
they do not have to spend that XP immediately; they can accu-
mulate it if they wish so that they can afford more expensive
character upgrades later.



Office of the Emerald Champion

Office of the Ruby Champion

Castle Locations



Cave: This small and unassuming cavern, which seems
to wind to an end after a few dozen yards, is a popular
location for students seeking quiet isolation. Charac-
ters can move aside a large stone in the rear, to reveal
a cramped tunnel that leads to the other side of the
castle complex. This allows people to exit and enter the
grounds unseen.

Stables (on other side of main gate): A large shelter for
housing horses and oxen.

Library: This room houses Rokugan's largest collection
of historical and reference documents regarding Impe-
rial law. Its thousands of scrolls and books, some over
a thousand years old, are meticulously maintained by
librarians under the command of the Ruby Champion.

Dining Hall: The main dining room for most of the
castle's inhabitants.

Court of Judgment: An outdoor courtroom located

in a thickly walled, austere stone courtyard, the Court

of Judgment is where justice is meted out. There, the
Emerald Champion presides over only the most import-
ant trials: those involving the most flagrant and disgrace-
ful abuses of Imperial law, which makes this court the
primary wellspring of Rokugan’s most scandalous gossip.

Armory: A long, narrow room that runs along the Court
of Judgment, the armory is where weapons are made,
stored, maintained, and repaired. It is fully stocked with
a vast variety of arms, which are mostly for display and
training, as the castle has never been attacked in record-
ed history. Indeed, the castle has little in the way of
defenses, as an attack by one clan would surely trigger
the others to strike at that clan in retribution.

Ruby Champion’s Estate: These rooms are similar to the
Emerald Champion’s rooms, though they are smaller and
have less room for dependents and retainers.

Audience Hall: This is the main hall reserved for public
audiences. It is luxurious enough to hold court, should
the Emperor visit the castle.

Room of Law: The private office space of the Emerald
and Ruby Champions, the Room of Law is where Imperi-
al law is written, updated, and revised.

Barracks: Sleeping quarters for the soldiers of the Impe-
rial Legion stationed at the castle.

Gardens of Verdant Serenity: Occupying the main dec-
orative courtyard, the Gardens of Verdant Serenity come
complete with a koi pond and a stream that flows from

a spring deep within the hill. The gardens feature trees,
shrubs, and flowers representative of the various regions
of Rokugan.

Courtyard of Punishment: This courtyard is a private
space reserved for executions and ceremonial suicides.
The castle retains an executioner from the lowly hinin
class for such occasions.

Visiting Magistrates’ Quarters: These are guest rooms
for Emerald Magistrates when they visit the castle. New
Emerald Magistrates stay here during their training.

Ruby D6j6: The primary dojo for Emerald Magjistrates,
here special weapons and dueling techniques devised
by past Emerald Champions are passed down by numer-
ous sensei.

Dignitaries’ Quarters: These rooms are reserved for
higher-caste visitors, including messengers and vassals.

Training Yard: An immaculately maintained courtyard
used for outdoor martial practice.

Entrance Hall: The main foyer and designated place to
receive expected visitors. Stewards usually greet guests
here before taking them to the appropriate location in
the keep.

Main Gate: The enormous entryway into the palace
complex, the main gate includes gatehouse quarters for
guards in its upper floors. Its front gate proudly bears
the Imperial Chrysanthemum, signifying the castle’s ded-
ication to the Empire, an association that transcends any
clan affiliation.

Room of Questioning: The Room of Questioning is
where strangers and unexpected visitors are properly
identified and then questioned upon arrival. Occasional-
ly, such visitors are denied entrance to the castle, some-
times violently.

Not far from Shiro Yogasha sits Takahara Village. Its residents
enjoy the protection of the Emerald Champion; in return, they
care for the fertile farmland that feeds the castle. Beyond the
village lie the Plains of the Emerald Champion, the empty grass
fields that give the castle’s lookout towers their panoramic view.
Any force that might threaten the castle can be easily spotted
long before they would arrive, yet another reason why the castle
has never been attacked.






In this encounter, a group of bandits ambushes the PCs shortly
after they leave Tsuma, perhaps on the second day of their trav-
el. This gives the PCs their first real chance to test their martial
skills against a band of deadly enemies as well as their ability to
adhere to Bushido despite fighting those who do not.

As the PCs approach the ambush point, read or paraphrase
the following aloud to the players:

If the PCs take any time to debate whether to discipline the
farmers, the “peasants” should spring to their feet and attack
them, revealing that they are actually bandits. Several more
climb from a nearby irrigation ditch to join the fray. There should

be one for each PC, plus their leader Goro. If the PCs strongly
combat-oriented, add one additional bandit to the group.

Determine initiative order by having the PCs make a TN 1
Tactics check, then adding their vigilance to the number of
bonus successes on the check. Roll the same check for Goro,
but add his focus (instead of vigilance) as he was ready for the
attack. Half of his bandits have an initiative of 2, and the other
half have 3. The area is clear, but the area outside of the road is
filled with unstable rocks and ditches, and so is Dangerous (see
the Terrain sidebar). The road is quite wide here, about 15 feet
(range 3).

The encounter shouldn't take long, as the bandits weren't
expecting samurai who could put up a fight. As the PCs gain
the upper hand (such as by felling more than half of the bandits),
Goro (or another bandit if Goro has already fallen) calls for retreat,
and the bandits flee in separate directions. If any bandits are cap-
tured, read or paraphrase the following aloud to the players:
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In this encounter, the PCs come across a band of goblins who
have ambushed a group of peasant merchants traveling to
Otosan Uchi, the capital of the Emerald Empire. If the group
includes veteran players (and at least three PCs), the GM may
wish to include a wounded ogre among the goblins to provide
a greater challenge. The ogre was wounded while fighting the
merchants’ bodyguards, who have all been killed. If an ogre is
included, paraphrase the text below appropriately.

If the PCs approach the goblins, read or paraphrase the fol-
lowing aloud to the players:

If the PCs choose to rescue the merchants, they must delay
their journey slightly, but they would also be providing a valu-
able service to the Empire. If they choose to ride on, they can
report the incident to Agasha Sumiko at Shiro Yogasha.

It is probable that the PCs want to attack the goblins. If they
do, there is a group of three goblins for each PC (along with the
wounded ogre, if desired). As before, each PC makes a TN 1 Tac-
tics check, but now adds their focus as they caught the monsters
unprepared. Make one check for each group of goblins; as they
weren't ready they add their vigilance to their bonus successes.
Each group of goblins attacks a PC together as a squad (see the
rules for assistance on page 6 of the Rulebook). The ogre, if pres-
ent, also makes the same check and adds its vigilance.

The area around the road has tall bushes on the right and is
considered Obscuring. On the left are dense weeds, and thus
this area is Entangling. The road itself is a width of range 2,
around 10 feet. If desired, the entire area (out to range 4) can
have the Imbalanced (Void) terrain quality to represent the vile
rituals that were used to attract the creatures to this site.

The goblins and ogre probably fight to the death, though if
the ogre is killed and three or fewer goblins are left, any remain-
ing goblins try to flee. The PCs can easily run them down; use
the chase rules on page 30 of The Topaz Championship adven-
ture if desired, or the GM can narratively have it occur.
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In this act the PCs arrive at Shiro Yogasha, the castle of the Emer-
ald Champion, to begin their training as Emerald Magistrates.
They also are tasked with investigating Satsume’s death, which
they must conduct in secret while undergoing their training.

After arriving, and receiving their mission concerning Sat-
sume's death, the PCs' days consist of training in the morning,
then free time for study in the afternoon. The PCs should use
the latter for conducting their investigations (if they are unsure
about this, Sumiko can offer it as a suggestion when she briefs
them). Their training lasts three days.

Areas important to the investigation get more information in
the pages that follow, linked to when it is likely the PCs will visit
them. Should the PCs go to other areas, the Gazetteer informa-
tion starting on page 8 can be used.

Each day at the castle has a list of expected events, but the
PCs may decide to do things in a different order. If so, the GM
should adapt encounters described from other days and use
them as needed, taking notes as to which areas the PCs have
investigated and what clues they have uncovered.

It's been several weeks since Satsume’s death, and the castle
is still a bit chaotic and busy when the PCs arrive. Ryu departs
before the PCs reach the walkway up to the main gate, and
heads to the rear of the castle to deposit his cart while oth-
er peasants take away the goods. Many peasants greet him; it
seems he's well liked here. Other Emerald Magistrates, some
with baggage carts filled with scrolls concerning the law, push
their way in and out of the castle, eager to attend to their duties.

Once the PCs are through the main gate and are in the
entrance hall of the castle, read or paraphrase the following
aloud to the players:

Sumiko is so busy that she has no time for the PCs at the
moment. Instead, she has delegated the task of registering the
new magistrates to her assistant, Kitsuki Kagi, who will get them
settled.

If the party is later than expected due to any delay on the
journey, read or paraphrase the following aloud to the players:



ARTISAN O [ SociALl | TRaDEO

SCHOLAR 2




Crab:
Hida Mikoro

Crane:
Asahina Tadane

Dragon:
Mirumoto Tanetsu

Lion:
Kitsu Tsuguri

Phoenix:
Shiba Sono

Scorpion:
Bayushi Negi

Unicorn:
Shinjo Akiba

Armory

Private
Dining Hall

Room of Law

Training D6jo

Garden of
Verdant Serenity

Courtyard of
Punishment

Satsume was a strict father. He hardly spoke to his eldest daughter, Hotaru,
after his wife's death. Not that he spoke with her much before it, either.

Since the death of his wife, Satsume was not very well liked, even among his
own clan. Everyone secretly blamed him for her untimely end, his daughter
Hotaru most of all.

Sumiko would often grumble about Satsume'’s secrets, frustrated with how he
felt no obligation to keep her informed of his efforts and whereabouts. She
absolutely did not trust him.

Satsume was an aggressive sparring partner, at times needlessly injuring his
soldiers during martial practices in the training yard. He was often very harsh
in his criticisms, and demanded more from everyone around him.

During the last several months, Satsume spent more and more time in the
library, where he used to spend hours referencing the Rokugani law books. It
seems that he had become interested in precedent and ways to justify novel
interpretations of Imperial law.

Satsume disappeared often, but no one could figure out how he left the cas-
tle or by what entrance he returned. This would suggest some secret in the
castle’s architecture.

Satsume was a great compromiser, ensuring that no one was happy with his
decisions but also that no one was too angry with them. He didn't get along
with most here, though. One time, Akiba says, she overheard Sumiko and
Satsume arguing about their duties to the Emperor, but the disagreement
went unresolved.




Your Mission (...and you must accept it)
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Investigation Complications



Room Inspections



Akodo Kiruhage—Lion



He closes with strong words about their new role in uncov-
ering threats to the Empire, lest it fall to dangers less obvious
than the horrors of the Shadowlands. Even this very castle and
the people in it, Hokuto says, are not immune to infiltration from
those who would tear down the Empire. He says he already
deduced the true reason why the PCs are here, and wishes them
well in their mission. He then dismisses them.

After their training and midday meal, the PCs have several hours
of free time. They are likely to want to investigate the hennery
(based on the feathers found in the hidden closet in Satsume's
room) and the cave (based on the stories of Satsume's visita-
tions here and mysterious disappearances). These locations,
along with the secret room, could be encountered on other
days, though, and the GM should adjust things accordingly.

Akodo Kiruhage is in the Gardens of Verdant Serenity, telling
stories to adoring fans. Should the PCs wish to talk with him,
Kiruhage says he did not know Satsume very well and knows
very little about his death. Sadly, the Crane was one of the few
people here who did not seem to like the Lion.

If she is one of the PCs, Akado Masako would probably wish
to pin a murder on her brother; while Kiruhage is not a great
suspect, but he could be a convenient one if desired. If Masa-
ko is not part of the adventure, Kiruhage can still be used as a
foil for the PCs, always getting in their way and always more
admired (and perhaps more skilled) than they are. If needed, he
can be represented by the Veteran Bushi profile on page 43 of
the Rulebook.

The hennery is a small building for raising and storing chick-
ens, located just outside the castle walls and connected via one
of the granary and storage rooms. What few know is that it is
secretly a drop location where spies and saboteurs have often
left hidden notes.

Upon arriving here, the PCs meet Oji, an elderly man charged
with feeding the chickens. As the PCs arrive, read or paraphrase
the following aloud to the players:

The PCs may be shocked, assuming the peasant is referring
to their murder investigation. He isn't, however. This is Oji, and
either as a response to their questions or on his own he relates
the terrible matter: several of his chickens all mysteriously died
on the same day a few weeks ago, with no signs as to the cause.
He's been asking for someone to look into this for some time,
and assumes the PCs are here for this.

He is delighted to have visitors of any sort, though—the
Emerald Champion himself visited here quite often and they
would discuss the weather, the health of the birds, and the qual-
ity of recent eggs. But no one else ever comes here.

If the PCs ask, the chickens perished the day before Satsume
was found dead. Oji thinks their deaths portended Satsume’s,
like some kind of ill omen. If the PCs don't bring this up, Oji
should mention it before they depart. This is a strong clue that
whatever killed the chickens is linked to the death of the Emer-
ald Champion.

It probably occurs to them that the chickens’ deaths could
point to poison (if none arrive at this, any PC who makes a TN 2
Skulduggery or TN 1 Medicine check puts the two together). If
someone concocted or possessed poison at the hennery (or in
actuality, near a feed bag inside the nearby granary), some of it
could have spilled, killing the chickens the day before Satsume
was poisoned with it. The PCs might not determine who did it,
but this now indicates that poison may have been involved.

If the PCs visit here at night and hunt around, they easily find
a note containing what looks like gibberish wedged between
two of the boards, hinting that the spot might be used as a type
of secret message drop between the outside and the castle.
The note uses a code that relies on the reader possessing a
decoding phrase, so they won't be able to decipher it. They can
add this to their report to Sumiko later on, however, as a sign of
dishonorable activities in the castle. Should it come up (Sumiko
might share its contents with the PCs later on), its message is a
simple one: There is great joy from your first accomplishment.
Now that the green is dead, ensure the red is next.

The cave appears small on casual observation, but there are lots
of footprints inside. It's a somewhat popular place to relax with-
out scrutiny; the PCs could even find Kagi smoking a pipe here.

When the PCs arrive at its entrance, read or paraphrase the
following aloud to the players:

Any PC who succeeds at a TN 3 Skulduggery or TN 2 Sur-
vival check notices that a boulder in the back of the cave looks
artificially placed (any with a vigilance of 2 or more also spot
this). With some effort (a TN 3 Fitness check [Water 2, Fire 5]),
the boulder can be moved to reveal a small exit into a tunnel
that leads to the other side of the castle. Up to two PCs can aid
the one who makes this check, as per the Assistance rules on
page 6 of the Rulebook. This could be the way Satsume left the
castle grounds without anyone noticing.

The PCs discover a small candle and flint just inside the
opening, along with a small metal bar for easier movement
of the boulder. As they move through this underground path,
strewn on the ground are also some papers, probably dropped
by accident during someone's passage through this tunnel. The
PCs can easily note the papers don't have any footprints or oth-
er marks on them.



Several of them have handwriting in an elegant blue ink; a
TN 1 Composition check confirms that this matches Satsume’s
handwriting (if the PC have any of the papers from his quarters
or his hidden closet with them, then no check is required to real-
ize this). The writing concerns his duties and meetings as Emer-
ald Magistrate as well as other official business. These could
very well be the papers missing from Satsume's hidden closet.

Others papers, though, are not so mundane—they are filled
with correspondence concerning the unjust nature of how
Rokugan is governed, specifically about the Imperial family and
its fitness to rule. The handwriting on them doesn't match any the
PCs have seen before, but appears to be addressed to Satsume.

The PCs can make a TN 1 Government or Skulduggery
check in the Library (see page 9 and page 28) or similar
location to research the writings, and learn that the contents of
the papers represent the teachings of a heretical group known
as the Kolat. Its members refuse to acknowledge the Emperor's
right to rule, and seek to eliminate the role of the Kami-founded
Great Clans. PCs who gain one or more bonus successes learn
the other information from the Kolat sidebar as well.

Given the talk of Satsume's use of the cave and his disap-
pearances, the PCs likely conclude these were all papers he had
in his possession, but dropped during one of his more recent
passages under the castle. They may (rightfully) wonder why he
would have papers denouncing the Empire on his possession.

Should the PCs continue through the tunnel, they find it exits
on the other side of the castle.

Tonight Shiro Yogasha hosts a special dinner to celebrate the
Festival of Millet, a holiday that honors farmers and is specific
to the Plains of the Emerald Champion. All the inhabitants of
the castle are there, including Agasha Sumiko. There are also a
few of the more important peasants from Takahara Village who
are properly seated far off in a separate section away from the
samurai. The dining hall is crowded and the sake started very
early tonight as part of the celebration.

This is a great opportunity for social roleplaying. Everyone
knows that an investigation into Doji Satsume’s death was com-
pleted and some are still unhappy with the outcome. A few
Emerald Magistrates accept the “natural causes” explanation;
others do not and take the dinner as the perfect opportunity
to direct attention toward someone they want blamed. Duels
(see page 23) may be arranged if conversations become too
accusatory. The PCs could become involved if any accusations
are directed against their clan and they feel they must defend
their clan’s honor. In most cases, such duels should be to the
first strike.

Some of the discussion topics could include:

Satsume was too strict with everyone. Good riddance.

Who are these new samurai here for training? They can't
the ones from the recent Topaz Championship. Those

were heroes—these are mere children. And their training
is set for only a few days! Why is Sumiko favoring them?

Everyone knows what happened to the Grinning Crane.
Look at how little his daughter grieves for him!

The death was the best thing for everyone (and the
Empire too). Who cares how it happened?

Kagi is obsessed with Kolat. He sees them everywhere!

Satsume spent too much time with peasants. That's
clearly why death came for him.

I've heard that the Perfect Land Sect is gathering adher-
ents in the nearby villages. Something needs to be done
about that!

Too many people are pointing at his own family for kill-
ing their father. It all feels too obvious—I bet the Scorpi-
on are attempting to frame them, especially Hotaru.

The Crane are having enough problems with their farm-
lands falling to the tsunami and now losing Satsume.
Another failure, especially one that humiliates the Doji
family, would be devastating.




With the clues they gathered yesterday, the PCs may now
believe that there are Kolat members in the castlel Now they
may get involved with the intrigues between the Crane and
Scorpion Clans.

Hiruma Shigeki, an Emerald Magistrate of the Crab Clan, is at
breakfast today. This burly former scout talks loudly to everyone
around him concerning the importance of defending the Empire
against Shadowlands Taint. Several other samurai clearly aren't
impressed. They talk in low tones about the frequent clashes
Shigeki and Satsume had concerning lack of proper support for
the war against the evils beyond the Wall, but this palace is far
to the north and thus far from such dangers. Or so everyone
wants to believe.

Now that the PCs are more aware of the Kolat, they also hear
whispers of the group and how much the Ruby Champion has
fought against them. Sumiko was very vocal and forthright that
the only thing worse than the Kolat would be for its threat to
become widely known.

The PCs' second day of training concerns weapons and takes
place in the Ruby Doj6. Their instructor is Shosuro Koharu of the
Scorpion Clan. As the PCs enter the room, read or paraphrase
the following aloud to the players:

Shosuro Koharu is a veteran of work in Ryoké Owari Toshi, the
Scorpion-controlled City of Lies, where she served as an investi-
gator for more than twenty years. She has mastered the jitte and
can use it in any situation against almost any weapon.

Shosuro Koharu displays the weapons in the d6jo and lec-
tures her students about the history and nature of weapons that
samurai commonly use, all the while twirling her jitte. Then she
has them select any weapon and attack her with it. After dis-
arming each student with ease, she returns the favor, opting to
attack them with some of her favorite weapons among the street
variety. Strange for most samurai but common among peasants,
these include clubs, long sticks, and wooden hammers. If a stu-
dent can defend themself against the sensei by making a TN 2
Martial Arts [Melee] check, Koharu allows them to keep the
peasant weapon she used as a memento of their training.

The sensei then discusses dishonorable weapons, such as
poisons. Emerald Magistrates are expected to know of poi-
sons, including how they are used and ways to hide them, but
course would never employ them—that would be a violation of
Bushidd! She relates how some of her toughest investigations in
the City of Lies involved poisons, and so she became something
of an expert in them.

If the PCs have uncovered the secret room near the grana-
ry and discovered the items within, Koharu can identify them
as ingredients for a deadly, untraceable poison that kills hours
after application. She may also want to know where these were
found, but should the PCs invoke Sumiko's name she backs off.

She concludes her training with an admonishment that as
Emerald Magistrates, their greatest weapon is their unyielding
duty to the Emperor. Nothing, not even honor or truth, is as
important as the Emperor and the Empire, she says.

The PCs may wish to explore the cave again today, but they
have something more important to deal with. There is a mes-
sage waiting for them at their midday meal—their instructor for
tomorrow's training, Miya Kotsumi, has assigned some reading
before the class concerning famous criminal cases from the past.
It says the library contains everything needed.

The PCs may have already visited this location to learn more of
the Kolat (see page 27). It is located above the dining hall,
and is filled with more books than the PCs probably ever knew
existed, let alone have seen. Read or paraphrase the following
aloud to the players as the PCs enter:

This is Bayushi Ago, an Emerald Magistrate who is earnestly
leafing through ancient records for help on a case he must win.
Or so he introduces himself—he is actually Shosuro Hametsu,
diamyo of the Shosuro family, wearing a very good disguise (see
page 29). The PCs have never met Hametsu before, though,
so they would not recognize him even if they saw through his
disguise (@ TN 5 Skulduggery check would be needed just to
realize the makeup and other implements of the masquerade).

Hametsu (as Ago) is here to drop hints that suggest Doji
Hotaru is responsible for her own father’s death; it is clear, he
says, that she was not properly mourning her father as a loyal
child should. He also insinuates that Hotaru hated her father and
has the best motive for doing him in—revenge for her mother's
passing. He also points out that Hotaru has not actively openly
pursued vengeance or justice, which some could see as a sign
of guilt.
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The final day of training concerns the laws of the Emer-

ald Empire, and how the PCs as Emerald Magistrates are to
enforce them. Perhaps more importantly, the PCs may uncover
the means by which Doji Satsume was killed—and why.

The PCs may be feeling the effects of last night's events and
be moving slowly and quietly. Everyone else is talking about
the unexpected visit from Doji Hotaru, the Crane Champion and
eldest daughter of the late Doji Satsume. Many still suspect her
for his death, especially as "everyone knows" that she has close
ties to the Scorpion Clan and actually seems to trust them. She
might even be conspiring with them! the PCs hear from a nearby
table filled with Crane.

PCs who seek out Bayushi Ago cannot find him. It seems he
vanished at dawn for reasons unknown.

The final day of training on law is in the Room of Law, as one
might expect. The instructor is Miya Kotsumi. Like Hokuto, she
is also of an Imperial family (in this case, the Miya). As the PCs
enter, read or paraphrase the following aloud to the players:

Miya Kotsumi, the law sensei, specializes in the intricacies of
Ritsuryo, Rokugani traditional law, which has been passed down
for centuries. For eleven years, she has analyzed and judged clan
disputes in Shiro Yogasha. Kotsumi's talk ranges from the origins
of Imperial law to the latest cases featuring complex technicalities
between rival clans. The PCs are likely unaware of exactly how
many laws exist in the Emerald Empire, and how intertwined they
are. She then launches into hypothetical cases of law. She sets a
stage complete with the parties in dispute as if they were grand
puzzles to solve, and asks the students for their judgments.

Her final case relates to the assigned reading. And so this
would seem to be an intractable situation, but not so! she says.
For an earlier Emperor himself provided guidance for a solution.
How did his divine words allow both clans to claim victory and
retain honor? This calls for a TN 3 Government check; PCs who
visited the library earlier treat the TN as 1 lower. Successful PCs
are given a small blank book, in which Kotsumi charges them to fill
with their own cases to use in teaching their own students one day.

Kotsumi stresses, however, that resolving cases based on
facts or history are only part of their duties, for Emerald Magis-
trates must also consider the Empire's well-being. The Law, she
says sternly, serves the Emperor, and exists only to maintain the
Empire. The GM can use this to relay some of the information
from the Investigations in Rokugan sidebar, on page 25, relat-
ing to arriving at conclusions that are acceptable for the Empire
as often being more important than what the evidence provides.

After their midday meal, the PCs' plans are interrupted by an
important meeting.

As they depart the dining hall, Kagi motions them over. It seems
that Doji Hotaru, the daughter of Doji Satsume, wishes to speak
with them. He ushers them into a small side room next to the
Room of Questioning, where they find the Crane Champion.
Read or paraphrase the following aloud to the players:

Hotaru asks the PCs to tell the story of how they saved Riku
from dishonor and possible seppuku at the Topaz Champion-
ship. It's clear she's heard this before, but is honestly delighted
to hear it from the PCs. Any mention of Bayushi Sugai brings
small winces to her otherwise perfect composure, however.



The Secret Room



The Fight
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New Title: Emerald Magistrate



Kolat Assassination

Natural Causes

Something Else...



With their report concluded, Sumiko dismisses the PCs. Read  This ends the last act of the adventure, and the GM should

or paraphrase (especially if there were multiple assassins) the
following aloud to the players:

Later that day, most of the castle is buzzing with discussion.
Read or paraphrase the following aloud to the players:

The PCs probably aren't surprised at this, especially if that
was also their determination. After learning this, and thinking
on how their reports went, any who wishes to can make a TN 2
Government (Void) check to gain awareness that their investi-
gation was really more of an information-gathering mission than
an exploration to gain the truth. By reporting what they found,
the PCs have let Sumiko know both what probably happened
to Satsume and the level of Kolat infiltration in the castle (and
possibly elsewhere). Anyone linked to the murder is either dead
or someone Sumiko has leverage on, whom she can blackmail
in order to maintain the stability of the Empire (and her position,
should she need support). As the PCs’ investigation was secret,
she also has plausible deniability should anyone complain of
their behavior during their time at Shiro Yogasha.

award appropriately:
Presenting the determination that Sumiko desires: 2 XP
Presenting another determination, but acting with honor
should Sumiko disregard their findings: 2 XP

Remember, if the PCs revealed their secret investigation to
anyone, then each PC's honor value is reduced by 10.




The PCs are now Emerald Magistrates, and soon will be sent out
from the palace to investigate and enforce the Emperor's Law.

Depending on how Satsume’s death was resolved, the PCs
may have also made some powerful enemies or allies among the
inhabitants of Shiro Yogasha. These could have further-reaching
repercussions for their interactions in the future on a personal or
even a Great Clan level. Angering a lowly magistrate might deny
a person the ear of the Emperor later. However, kindness shown
toward a single peasant might save one’s life in the future.

First, they have a visit from a now-familiar face.

During the next night, either at the castle or on the road to their
next adventure, the PCs once again encounter Doji Satsume'’s
ghost. If they declared the death to be of natural causes, found
the murderer, or assigned blame to someone not of his family,
he is satisfied. In any case, he knows his time is done now.

If the PCs cleared Hotaru and his family, Satsume’s ghost is hap-
py with the results of their investigation and thanks them for their
service; read or paraphrase the following aloud to the players:

The Ruby Champion, now that she has seen their prowess, likely
has many new cases for the PCs to investigate. The following
are some ideas for missions the PCs could be sent on in other
adventures at the castle or in other areas:

The Kolat conspiracies at the castle (and perhaps even

in Otosan Uchi) need to be eradicated, perhaps in secret
if the PCs wish to keep Satsume's blasphemous beliefs
concerning the Imperial heirs from being disclosed.

Someone hired the bandits who attacked the PCs on the
way to the castle, and the PCs are very likely eager to
find out who it was.

A messenger carrying Imperial secrets is waylaid on the

road between the castle and Otosan Uchi, and the PCs

must track down the bandits (and work with local magis-
trates) to recover those scrolls.

The appearance of goblins (and possibly an ogre) that
the PCs encountered on the way to Shiro Yogasha calls
for investigation.

The tengu appears to the PCs as they travel and offers
training to one or more of the characters who impressed
her earlier. They can gain +1 to any ring at half XP cost.
The tengu tells them to be wary of tides that move slow-
ly and darkly, then flies away. (This is a very subtle hint
concerning Dark Tides).

If the GM desires, at the end of the adventure they can have
the PCs receive word of their first assignment: the Dark Tides
adventure, which is featured in the Legend of the Five Rings
Game Master’s Kit. In that adventure, they are sent to Otosan
Uchi, the capital of Rokugan, to investigate a report regarding
samurai from various Great Clans going missing. Their investiga-
tion takes them to the sleepy village of Slow Tide Harbor, where
they uncover a conspiracy of kidnappings and maho use that
could threaten the Emerald Empire!



