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The Brotherhood of Shinsei seeks your help in the Crab lands, and fate offers you the chance to end a curse three centuries old. 

Adventure Summary and Background

This adventure is the fourth installment of the “Remorseful Seppuku” series, which focuses on Toritaka Yamamiya’s efforts to lift the curse on his family bloodline.  Thanks to information he learned from the spirit of Hida Hiroku (see the adventure “Unquiet Graves”), Yamamiya now knows this curse began with the actions of his ancestor Toritaka Tonozaka.

Tonozaka lived almost four centuries ago, during the time of the Second Day of Thunder.  During one of the many desperate battles of those days, Tonozaka and several allies fought a pitched battle in the Prosperous Pass, an abandoned route through the Wall Above the Ocean Mountains.  In order to survive, Tonozaka (who had the Cloud tattoo) communed with the Kami of the mountain, which advised him of an ancient tunnel.  Thanks to the Kami’s advice, Tonozaka and his friends were able to escape a hopeless situation.  In exchange for the mountain Kami’s help, Tonozaka promised to build a shrine to honor it.

Unfortunately, Tonozaka was never able to return.  Consequently, the Kami of the mountain cursed Tonozaka and all of his descendants.  Now, Toritaka Yamamiya has learned this story and decided to carry out his ancestor’s long-abandoned pledge.  

Yamamiya has managed to convince his superiors in the Crab Clan to offer him financing and assistance for the completion of this shrine – after all, if the mountain Kami can be appeased, the Prosperous Pass might become usable again.  Thanks to previous friendly contacts with the Brotherhood of Shinsei, Yamamiya has also been able to request the services of monks to consecrate the shrine once it is completed.  The PCs have been assigned by their daimyo to escort these monks to the site of the shrine (which is, after all, a remote location in the mountains of the Crab lands).

Unfortunately, the combination of Yamamiya’s bad luck, the continuing resentment of the mountain Kami, and harassment from a local tribe of mountain goblins is threatening to derail the entire project.  When the PCs arrive on the site, it will be up to them to ensure that Yamamiya can carry out his ancestor’s pledge.

Adjusting for Party Strength

This is a Low-Rank adventure, and thus can involve parties of varying capabilities.  The encounters have been optimized for a party of average Rank 2.  

Although most of the challenges here are role-play oriented and thus not terribly dependent on party strength, a few changes can be made to adjust the adventure difficulty for low-end parties, as follows:

Low-End Party (half or more of the characters are Rank One):

· Lower the TNs of Skill and Trait rolls by 5.

· The goblin shaman does not have Carapace.

· Reduce the total number of goblin warriors to 10.

· The “swarm” of goblin females and young inflict 2 Wounds per round, instead of 1k1 per round.

Player’s Introduction: Mura Sabishii Toshi

The scenario begins with the PCs arriving at the Temple of the Seven Fortunes in the Crane port city of Mura Sabishii Toshi.  At this point, all the Clan and Imperial PCs have orders from their daimyos to meet with three monks of the Brotherhood of Shinsei, and escort them to Crab lands.  The Brotherhood has requested help from the Clans and the PCs’ daimyos are honored to respond.  

Ronin PCs have been hired by a daimyo who is unwilling to send any of his own bushi on such a task, but has the money to hire a few wave-men.  The most likely choices are the Crane, Tiger, or Tortoise Clans, but the GM should make a specific choice based on the back-story of the ronin in question.

Mura Sabishii Toshi is a prosperous port town, perched on lightly forested slopes that rise from the shore of the Umi Amaterasu.  The town is home to the legendary Daidoji Trading House, the central repository of the Daidoji family’s trade network.

The Seven Fortunes Temple stands out from the town in its simple, refined elegance.  Though it is outwardly a humble edifice, the harmony of its graceful lines give it a magnificence beyond any mere carvings or decorations.  Seven red-painted torii arches, one for each of the major Fortunes, rise over the perfectly raked gravel path that approaches the temple’s front steps.  Three men in simple saffron robes wait there, apparently deep in meditation.  All three of them are quite elderly – the youngest appears to be in his early sixties, the oldest in his mid seventies.    
These three monks are named Akihisa, Harunobu, and Tadayoshi.  (See Appendix #1 for detailed descriptions of them, their backgrounds, and their motivations.)  Akihia and Harunobu are both actually meditating, while Tadayoshi is counterfeiting – however, the PCs can only notice this if they ask specifically about the monks’ state and roll Awareness/Meditation at TN 25.

After a few moments, the monks come out of their trances, smiling and bowing to the PCs in greeting, and collect their gear to prepare for a journey.  They each have a bo staff and a simple bundle of clothing and food (rice cakes) for travel.  

The PCs will have the opportunity to speak with the monks and learn what they are doing.  The monks explain that they are traveling south to the Wall Above the Ocean Mountains, where they are to consecrate a new shrine which is being built in one of the mountain passes.  The pass has been abandoned for centuries, making the journey difficult and potentially dangerous – which is why the Brotherhood has asked for samurai to escort them.  The journey will be overland, and will take between two and three weeks.

The monks can share the following additional information, if the PCs ask appropriate questions:

· The shrine is dedicated to a major Kami of the Wall Above the Ocean Mountains.  The monks do not personally know any details about this kami, or why a shrine is being built to it now.

· The shrine is being built by the Crab, specifically the Toritaka family.

· The closest major settlement is Higashiyama Mura, and the monks will be passing through there on their way to the pass. 

· Consecrating the shrine will be a laborious and spiritually demanding process, requiring the monks to chant prayers and dedications for three days.

The monk Akihisa can tell the PCs the following additional information, if they specifically ask him:

· The pass has been abandoned for hundreds of years.  There used to be a Crab fortress there, but it has supposedly been abandoned for even longer.  

· There are rumors of evil spirits that roam the mountains in that area.  However, this is most likely just superstition.

The monk Harunobu can contribute the following additional information:

· The area near the shrine was the site of an ancient, major battle during the Clan Wars between the forces of the Crab and He Who Should Not Be Named.   Not all of the Crab accepted Hida Kisada’s alliance with the Shadowlands, and a group who remained pure made a stand in those mountains to protect some monks.  There were no survivors.

The monk Tadayoshi has no additional information, and will generally try to avoid getting into extended conversations with the PCs.

Once the PCs have learned as much as they want to (or as much as the monks know), they will be ready to begin their journey.  They will be traveling overland, through the southern Crane lands, skirting the Sparrow territory and then crossing into the Crab territories.  The monks expect the trip to take about twenty days.

The PCs can make whatever plans and precautions for the journey they find appropriate.  Their trip will be without incident, however, since this part of the Empire is currently free of any major wars or problems.

The Fraudulent Monk

The PCs may be able to realize during this journey that there is something not right about the monk Tadayoshi. 

· If anyone interacts with Tadayoshi, the may make a Raw Awareness roll at TN 20 to realize something deeply troubles him.  If asked about this, however, he won’t elaborate.  

· If any conversation with Tadayoshi turns specifically to Shintao (or Rokugani religion more generally), the PCs in the discussion can roll Intelligence/Theology at TN 20 to realize that Tadayoshi doesn’t know nearly as much as the other two monks.  

· If the PCs are speaking with the monks more generally on these topics, they may make a Raw Perception roll at TN 15 to realize Tadayoshi almost never contributes to the discussion.

Part One: Signs and Portents

During the journey, the PCs will encounter three odd incidents, omens of the troubles to come.  

The First Omen

While traveling through the Crane lands, the PCs come to a small river (little more than a stream) crossed by a wooden bridge.  

The simple well-maintained wooden bridge stretches a mere fifteen feet from one side of the river to the other.  Scattered across the bridge are the remains of dozens of dead frogs.  Each frog lies on its back, its belly punctured and its entrails torn out and half-eaten as though by carrion birds.

Unicorn characters will instantly know that the frog is a major symbol of luck.  There is nothing luckier than a frog that swallows a coin.  Any non-Unicorn will also know this if they roll Intelligence/Lore: Superstitions  (or a similar Lore skill) at TN 15 or Intelligence/Divination or Intelligence/Theology at TN 25.  Akihisa and Harunobu both make the Divination check automatically. 

If the PCs ask how many frogs there are, they can count 66 dead frogs.  This is an exceedingly unlucky number.  (Even numbers are unlucky and 66 adds another even number.  6 + 6 = 12.)

If the PCs try to interpret this incident, they can roll Awareness/Divination (Omens) at TN 15.  A success tells them that they will encounter exceedingly bad luck in the near future.  The monk Harunobu will make the Divination check if none of the PCs succeed.  

Tadayoshi will not realize the significance of this incident at all.  If a PC asks him about this, he will “confess” he has not been a monk all that long and has not yet learned to read such signs.

If the PCs wish to avoid treading on the dead frogs, they can easily cross the river by wading – it is only about three feet deep at the center.  

The Second Omen

While the PCs are skirting the Sparrow territories, the day after they cross the River of Gold on a river-barge, they will have to spend one night camping out doors.  The monks will be quite untroubled by this, unrolling their thin blankets and eating rice-balls.  Civilized and delicate PCs may find this less pleasant, although open whining should cost them a point of Glory.  

Have all the PCs roll Awareness/Divination at TN 15 or Perception/Hunting at TN 20 to realize that only a single star is showing in the night sky.  The others stars are covered by clouds.

Any Hare in the group will understand this is a bad omen signifying an enemy is watching.  The other PCs can realize this on an Intelligence/Lore: Superstitions  roll at TN 15 or an Intelligence/Divination (Omens) roll at TN 20.  If the PCs beat the TN by 5 or more, they will realize, based on the cloud formation, that the enemy has been following them.

None of the monks are aware of the significance of the single star.  If the information is discussed out loud, both Akihisa and Tadayoshi will listen with interest and afterwards appear to be deeply contemplative.  

· Akihisa is so because he has not fully left behind his life as a Crab – since they are approaching Crab lands now, he wonders if they are being pursued by an enemy from his previous life.  

· Tadayoshi is so because he is wondering if the star means something to him.  

· Neither monk will speak to others of what is bothering them.  

· Harunobu will not be troubled by the omen and will dismiss it as superstition.

The Third Omen

The PCs will encounter the last of the omens as they approach the Crab village of Higashiyama Mura in the foothills of the Wall of Above the Ocean Mountains.  PCs who roll Perception/Investigation at TN 20 or Raw Perception at TN 25 notice several bowls of overturned rice near the edges of the rice fields.

Akihisa, and any Crab PCs, know having a bowl of rice near a field is a peasant superstition to ward off goblins. Other PCs will realize this on an Intelligence/Lore: Superstitions roll at TN 20.  Further, a roll of Awareness/Divination at TN 25 will allow the PCs to realize that this is also an omen, signifying that they will be plagued by numerous small misfortunes.

Part Two: Higashiyama Mura

The village of Higashiyama Mura is a large settlement, located on the eastern slopes of the Wall Above the Ocean Mountains, well positioned to guard the Crab Clan’s eastern frontier against the Crane or the Scorpion.  Although it has been centuries since the Shogun Kaneka forced a truce between Crab and Crane, the Hida still maintain a small stone fortress outside the town, with a few bored-looking sentries marching its battlements.

The town itself has the look of a place which once was larger, but which has shrunk in more recent generations. The stone walls do not seem to have been repaired recently, and within them the PCs find more than a few empty buildings.  Still, despite this decline, the town easily boasts some 2,500 inhabitants.        

Several factors have contributed to the decline of Higashiyama Mura, but the greatest is probably the splitting of the Yasuki family three centuries ago, which weakened the trade routes running through the town.  Today the place is something of a hardship posting, and the Crab bushi here are understandably resentful.  A fair number of Crane samurai can be found here, mostly Daidoji and Yasuki conducting trade, and brawls between them and the Hida garrison troops are not uncommon.   

Aside from serving as a source of information, the town is the last opportunity for the PCs to rest at an inn before they enter the wild, unsettled mountain pass.  The town’s largest and most prosperous inn is called the Inn of Fallen Stars, and the monks will go here unless the PCs deliberately choose otherwise.  

Speaking with the Peasants

The local peasants in Higashiyama Mura all believe that the mountain pass is cursed, and has been for centuries. If the PCs ask about the pass or the shrine project, or mention that they will be traveling into the mountains, the peasants make warding gestures and mutter prayers. None of them have any concrete information about what is wrong with the pass, they simply believe it is cursed.   

The peasants can confirm that there is some sort of construction project in the pass, and can report (with a mixture of fear and vindication) that it has been going badly wrong.  They know that the local ronin are refusing to guard the project anymore, and that the peasant foreman, Kusano, has quit working.  If the PCs ask where the ronin are, they will be directed to the Inn of Falling Stars.  If they ask for Kusano, they will be sent to a sake house, the Blind Bottle.       

If the PCs ask about the rice bowls left in the fields, or ask anything about Shadowlands creatures in the area, the peasants become talkative.  In the past, a network of tunnels and caves in the nearby mountains sometimes attracted infestations of Shadowlands creatures, and Crab troops would arrive periodically to clean them out. A couple of centuries ago, an exceptionally powerful Kuni collapsed the tunnels and ended the problem, much to the relief of the village (although some of the businesses miss the annual influx of samurai – “in those days there were several more inns and sake houses here, samurai-sama”).  In the last couple of years, however, the village has been having trouble with tools, food, small animals, and other such things disappearing at night.  The villagers suspect an infestation of goblins, but the Crab have not found any sign of the Taint in the area.  

Speaking with the Garrison

The local Crab garrison is thoroughly uninterested in what is happening in the mountains.  The commander, Hida Kasuga, is a thick-set man with a nasty scar creasing the right half of his face.  He will mutter irritably about the trouble and commotion caused by the construction project in the mountains, but is largely unaware of the project’s current difficulties, except for the fact that it has dragged on much longer than expected.  

He can, however, identify the name of the Crab who is running the project: “Some young fool from the Toritaka family, Yamamiya I think.”  

If the PCs ask him who locally might know more about the project, he will remember that the Kaiu sent a peasant foreman to assist on the work.  “I think some of the men said they saw him at the Blind Bottle sake house.”    

The Inn of Falling Stars

The innkeeper, Tokai, is a rough-looking man with obvious battle scars – he hangs a katana on the wall behind the counter within easy reach.  The inn has a large weapon closet by the front door which is chock full of assorted weapons, most of which appear to have seen better days.  A cursory glance about the inn will show that the majority of the patrons are ronin, and the place is noisy and rambunctious.  Crab samurai from the garrison, and traveling merchants (both commoners and members of the Yasuki and Daidoji families) come here as well, and if the PCs stay the night they will likely see at least one Crab-Crane brawl.  (PCs who participate in such a brawl gain a point of Infamy.) 

If the PCs ask Tokai about his inn and clientele, he will tell them the inn has been a popular place for ronin for centuries, ever since the Second Day of Thunder (Tokai is rather vague on when that occurred, and will sometimes speak of “a thousand years”).  Traditionally a ronin has always owned the establishment, ever since the founding, when a posh Crane samurai gave several ronin a purse-full of koku to start the business.  When each innkeeper retires or dies, he chooses another wave-man to carry on.  

If the PCs interact with the ronin guests, they will learn several of them were recently working to guard caravans and workers going into the mountains to work on the “new shrine.”  However, they have all quit this work, and if the PCs ask for more information they will mutter, make warding signs against evil, ask for more drinks, and generally behave quite uncomfortably.  They are convinced that the shrine is cursed and that evil spirits are at work there.  If the PCs listen sympathetically, and especially if they buy the ronin a few drinks, they will be regaled with stories of the ill fortune which has been plaguing the work site.  

· Tools have gone missing, or been found broken in the mornings, even when they were under guard. 

· Freshly cut wood would rot or warp by the next morning. Food supplies and water also went bad overnight. 

· The donkeys and oxen working at the site mysteriously all went lame in one day.

· The first merchant hired to bring supplies ran off with the money and was never seen again.  The second merchant delivered the wrong set of supplies on his first trip.

· Many of the laborers claimed to hear cackling voices at night.  The ronin claim they never heard such things, but their bravado is forced – some of them are not so sure they didn’t hear the same thing.  

· The foreman on the labor teams, a man named Kusano, quit work last week and is now reputed to be a drunkard.  He usually lurks at one of the sake houses in town, the Blind Bottle.  

If the PCs ask who is in charge of the project, or whether anyone is still working at the site, the ronin will say that a lone Crab is in charge, and is still at the site, trying to keep things going.   None of them know his name.

Kusano the Foreman

When you look around the small, dark sake house, you easily spot the foreman – a grizzled, muscular man in his forties, with thinning hair and work-roughened hands, dressed in simple peasant garb.  He sits alone at a small corner table, nursing a bottle of sake with a gloomy expression.

Kusano is a trained peasant from the Kaiu lands, and was sent here to act as work supervisor on the project (Toritaka Yamamiya did not have enough clout to convince the Kaiu family to send an actual samurai engineer).  He is quite experienced and has worked on many construction projects, both alone and under the supervision of Kaiu engineers.  He estimated this project would take about two weeks, which included extra time in case of bad weather or terrain.  However, he has been working on it for over a month, and is now convinced it can never be completed.  His supplies are exhausted, and laborers are refusing to go up the mountain, claiming it is cursed.   

Kusano does not know what to do – he cannot return home until the shrine is completed, but he sees no prospect of being able to do that.  If the PCs speak with him, he can share the same stories of problems and misfortunes at the work site as the ronin – however, in addition he will also speak of his difficulties in keeping workers on-site once the problems began.  “Once the ronin quit and left, none of the laborers would stay either.  The only one left up there now is the Crab.”  He identifies the Crab as a member of the Toritaka family.

See Part Four for details of what will happen if the PCs try to get him to return to work.  

 Part Three: The Shrine Site

To get to the shrine, the players must travel up the old abandoned pass, still known as Prosperous Pass even though the name is now only a sour joke.  It has not been used in hundreds of years and has deteriorated badly, with sections buried by landslides and trees growing up right through the middle of the road.  The recent heavy traffic by laborers and merchants working on the shrine site, combined with the autumn rains, has actually made things worse, churning the road into gluey mud.  The PCs and their monk companions will have a laborious day-long hike to get up the pass to the site of the shrine.  In the afternoon, gray clouds drift down across the mountains and a thin drizzle soaks the PCs to the bone.   

Horses and ponies will be extremely unhappy on the pass, whose muddy, uneven surface is hazardous to the animals.  Steeds can be led safely up the road, but if a PC rides, it will be necessary to make two Awareness/Horsemanship rolls at TN 20.  On a failure, the steed slips and falls, breaking a leg (and inflicting 2k1 damage on the PC). 

In late afternoon, the PCs see what appears to be the ruins of an ancient castle.  A square stone shell, its roof collapsed and gaps in the sides, rises from a grassy, overgrown mound, surrounded by thick pine trees.  There is no sign of traffic to the ruin, which is bypassed by the road.   

· If the PCs decide to visit the ruin, they will find that it is little more than a hollow shell, the interior full of dirt, rubble, and dust.  There is nothing here to indicate what happened to the castle or who it belonged to before it was abandoned.  

Beyond the castle, the path snakes up a steep slope, almost a cliff, to a higher plateau covered with dense pine forest.  There, barely visible, are the bare wooden posts of a building under construction.  Once the PCs ascend the last muddy, uneven section of the pass, they can see the site clearly:

Thick wooden pillars rise from the ground, forming the outlines of what would become a sturdy building.  However, the skeletal frame of wood makes it difficult to envision what sort of building it would be.  The ground around the site is muddy and churned by the feet of many laborers, but the only person visible is a single man perched on the roof, trying to wrestle a cross-beam into place.  He wears a traditional samurai topknot but is unclothed except for a loincloth, and his skin is covered in dirt and sweat.  Seeing you approach, he stands upright to wave, but as he does so the board he is standing on creaks ominously and then breaks, dropping him fifteen feet to the muddy ground.  He lands with a heavy “oof!”  A falcon circles down from the nearby trees and swoops down to land beside him, regarding him with a contemplative air while he sits up and attempts to wipe off the worst of the mud.

This it Toritaka Yamamiya, with whom the PCs may well have dealt with previously (in the adventures “Wrath of the Kami,” “Scholarship,” and “Unquiet Graves”).  He has three ranks of Unluck and suffers from the Bad Reputation, “Bad Things Happen Around Him for No Reason.”  For much of his life, Yamamiya has been a fatalist, accepting his atrocious bad luck as simply his lot in life.  Since learning about the curse, however, he has become more hopeful, and has dedicated himself to lifting it.  Despite his sometimes almost comical clumsiness and ill fortune, he is a brave and honorable man (as well as a stubborn one), and is quite dedicated to his quest to lift the curse on his family line.   

The PCs are quite likely to assume it is Yamamiya’s bad luck preventing the shrine from being built (especially if they have dealt with Yamamiya in previous adventures).  However, he will quickly (and regretfully) inform the PCs know that the idea had already occurred to him – he knows he is cursed, after all.  “I find it difficult to believe that the mountain’s spirit would continue to curse me when I am trying to finally build a shrine and appease its wrath.  But in fact at the start of the project I stayed down at Higashiyama Mura and avoided coming on the site myself, just in case my… unfortunate luck… became a problem.”  He sighs and shakes his head.  “It didn’t matter, though.  The mishaps happened anyway.  They didn’t get worse or better after I came up here myself.”  

· If the PCs insist that Yamamiya leave the site again, he will, although he will first try to argue with them.  He is fairly convinced it will make no difference, but he is willing to try it if the PCs really insist.  

· Yamamiya knows all the misfortunes which have been happening at the site, and can recount them for the PCs if they missed any of the information back at Higashiyama Mura.  He does not have any additional information on the nature or cause of the problems – most of them happened before he even arrived on the site.

The Story of Toritaka Tonozaka

The PCs may ask Yamamiya about why he is working on the shrine and what is so important about it.  He will be somewhat embarrassed about these sorts of questions, since he now knows that the curse is partly due to his ancestor falling to the Taint.  Nevertheless, he will speak openly – his life has made him well-accustomed to people thinking his family are disreputable (or idiots).  

“After much labor I have traced the source of my family’s curse to this mountain.  It seems that my ancestor Toritaka Tonozaka made a pact with the Kami of this mountain.  In exchange for information from the Kami, he had to build a shrine.  Later, Tonozaka was given the position of a clerk and historian for the office of the Emerald Champion.  At some point…” Yamamiya coughs and fidgets a moment before continuing, “at some point, Tonozaka became Tainted.  The Taint drove him insane, and he became delusional, believing in a… well, in a different version of history.”  If any of the PCs played “Scholarship,” Yamamiya will mention the strange records they retrieved in that adventure.  “Those were, unfortunately, typical of my ancestor’s delusions – I have found more of them since then.  In any case, it seems that Tonozaka’s friends eventually discovered his Taint and confronted him.  He committed seppuku to restore his Honor.”  Yamamiya nods, obviously proud that his ancestor was able to redeem himself.  “Unfortunately, this prevented him from ever completing his pledge to the Kami of this mountain.  My family’s ill fortune and curse is the result.  I believe that if I can complete the shrine, the curse may finally be lifted.”

The Lost Supplies

PCs who look around the construction site will quickly find evidence of the problems they have been told about.  There are piles of bent, warped, and rotted  lumber scattered around the area, along with broken tools and several barrels of rotten rice.  

If the PCs examine this wreckage, it appears to be simply normal breakage and spoilage.  However, Toritaka Yamamiya (and the foreman Kusano, if he is here) will insist that this damage and spoilage frequently occurred suddenly overnight.  

If a shugenja PC checks the area for spirits (by casting Sense), they will find there are Earth spirits in the rotten/warped wood.  A Commune spell cast on any of these spirits can ascertain that they have been enraged by the “Great Kami.”  This is of course the mountain spirit which is the source of the curse. 

A PC who examines the broken tools can roll Intelligence/Investigation at TN 20 to determine that they were physically broken (e.g. someone damaged them deliberately).  Due to the muddy, rainy conditions, no tracks or other evidence of the saboteurs can be found.     

If the PCs examine the spoiled rice, they can roll Perception/Investigation at TN 20 to detect signs that the rice was contaminated by filth.  (This was placed here by the mountain goblins.)  There are no spirits in or around the rice which can remember how this happened (since it was over two weeks ago).  However, a PC who rolls Intelligence/Lore: Shadowlands at TN 25 suspects that this contamination was the spoor of a minor Shadowlands creature.    

There is no actual Taint anywhere on the construction site (mountain goblins are not powerful enough to actually Taint their environment).   

The Mountain Spirit

Some shugenja PCs may decide to try to speak with the angry spirit which is supposed to be propitiated by the shrine.  This will require casting Commune (Earth) with at least five Raises for clarity.  Additional Raises will be needed in order to get more than one question.  

The Kami of the mountain manifests as a great, booming voice that echoes with the roar of landslides and earthquakes.  It is deeply embittered by the long-broken promise, and bellows its wrath against all of Tonozaka’s bloodline (which it refers to as “the blood of the betrayer”).  

· If the PCs ask whether it caused the warping and rotting of the wood, it freely confesses to it.  “My anger is great!  All shall feel it and suffer!”  

· If the PCs ask what caused the broken tools and spoiled rice, it will snort that “the small vermin did that.”  

· If the PCs use an additional question to ask for more information about the “small vermin,” or if they ask whether there are any Shadowlands creatures in the area, the mountain Kami will complain about the creatures.  “Small verminous creatures, they irritate me!”  It lacks the vocabulary to explain where the creatures are, although if it is asked the proper question it can say that they live in a cave.  

· If the PCs ask the spirit to stop damaging the lumber, it will agree if the PC can offer a suitably devout prayer (requiring an Awareness/Theology roll at TN 20).  The monks Akihisa and Harunobu can offer the prayer if none of the PCs have the right skills.

Part Four: Completing the Shrine

The PCs should realize that completing this shrine is an important task, one worthy of their attention.  Obviously, Toritaka Yamamiya will try to persuade the PCs to help, but he may find this a difficult task, especially if the PCs have developed a dislike for him from previous modules. 

If the PCs are reluctant to help with the project, the monks Akihisa and Harunobu will quietly remind them that their daimyos have pledged to assist the Brotherhood of Shinsei in this task.  “Appeasing this angry kami and restoring harmony to these mountains is a more than worthy duty for we who follow the Thousand Gods.”  Tadayoshi will seem less concerned about the matter, but backs up the other two monks. 

In order to complete the work on the shrine, there are four problems/challenges which the PCs will have to overcome.

Labor

The first hurdle the PCs will have to overcome is restoring a labor force for the actual construction of the shrine.  

This will obviously suggest that the PCs need to convince the foreman, Kusano, to return to work.  If the PCs order Kusano to return to the shrine, he will look weary.  “To what purpose, samurai-sama?  I have no workers, I have no proper lumber or stone, and the Crab did not provide us with limitless koku.  What can I accomplish?”  Nevertheless, he knows his place in the celestial order, and if a Crab or Imperial PC insists on this he will pick up his gear, tighten his sandals, swig down the last of his sake, and begin the slow trek up the pass to the construction site.  

Toward a non-Crab/non-Imperial, however, Kusano will be less cooperative.  If they order him to return to work, they will need to win an Opposed Willpower roll against his Willpower of 3 (however, the PC gets a Free Raise by virtue of the difference in their station).  Alternatively, the PCs can try to convince him that they will solve the problems troubling the construction site.  This will require an Awareness/Etiquette (Sincerity) roll at TN 20 to convince him.  The PCs receive a free raise if a shugenja is the one promising to solve the problems.  

Bribing Kusano will not work at all.  In fact, it will offend him greatly – he is a loyal Crab servant, and doesn’t accept bribes to do as he is told.  

If one or more of the PCs has the Engineering skill, they can do without Kusano.  Successfully supervising the construction project will require an Intelligence/Engineering roll at TN 20.  For each multiple of 5 by which the PC misses the roll, the construction time is lengthened by one week.   

Of course, neither Kusano nor the PCs can accomplish much without laborers.  Anyone with Engineering skill of Rank 1 or higher will know that the project needs at least fifteen laborers to complete the work within the next week.  If there are ten or fewer workers, it will take two weeks.  With less than five workers, it will take three weeks.  

The local peasants are extremely unwilling to return to the cursed place.  To solve this problem, the PCs have several options:  

· Draft or bully some of the peasants into helping.  The Crab garrison in Higashiyama Mura will not take kindly to this, however.  If the PCs include members of the Crab Clan or the Imperial families, they can try justify their actions – requiring good role-play and a roll of Awareness/Etiquette at TN 20.  Otherwise, the Crab will demand that the PCs immediately cease harassing their peasants.

· Hire laborers out of their own pocket.  It will require at least 3 bu per peasant to entice them into overcoming their fear of the cursed site.  

· Ask the monks to work on the project.  This is not what they were expecting to do when they arrived, so the PCs will have to make a respectful request and roll Awareness/Etiquette (Sincerity) at TN 20.  With a success, both Akihisa and Harunobu will readily agree to assist in the labor.  Tadayoshi will seem somewhat more reluctant, but will go along with the other two.  Each monk will count as equivalent to one peasant laborer for work.    

· Some PCs may actually decide to lend their own muscle to the work – Yamamiya will do this as well, if the PCs do not force him to leave the construction site.  Since the foreman just needs labor, not skilled workers, this will be effective.  Each samurai who works on the project will count as equivalent to two peasant laborers.  However, any non-Crab PC with Status of 1.0 or greater will be demeaned by performing such manual labor, losing 1 point of Glory.  

· A PC who serves as manual labor on the project and who has Engineering skill of at least Rank 2 will count as three peasant laborers.

Supplies

In addition to getting the foreman and a labor force, the PCs will also need to arrange for new supplies – all the lumber, tools, food, and other supplies on the site have been ruined or spoiled.  The Toritaka family provided Yamamiya with 50 koku to build the shrine, all of which has now been lost or spent.  Yamamiya will recount, at length, his miserable experiences with trying to get supplies (the first merchant, Gasuri, stole his money and ran away, while the second merchant, Eriki, delivered the wrong supplies on his first trip up the mountain).   

The total cost to get enough new materials, tools, draft animals, and supplies to complete the work in one week will be 20 koku (this includes transportation costs as well as the goods themselves).  For each additional week of work, an additional 2 koku in food and supplies will be needed.   Wealthy PCs may be able to come up with this money on their own.  Alternatively, a PC could trade in political Favors with Clans or Families – each such Favor “cashed in” is equivalent to 5 koku.    

Some PCs may try to assist with transporting the goods up the mountain, such as by using magic to make the trip easier, or employing Engineering knowledge to improve the road.  The GM will have to adjudicate whether such efforts can succeed.  In general, each such effort should reduce the total cost of supplies by 1 or 2 koku, depending on how effective the GM judges it.

The PCs can try to find the merchant Eriki and ask (or demand) that he make amends for delivering the wrong supplies before.  Eriki actually feels badly about the mix-up on his first supply trip, but his duty to his Yasuki patron means he cannot simply give materials away.  However, PCs who role-play an effective appeal for him to be honorable and make amends, they can roll Awareness/Etiquette (Sincerity) at TN 25 or Awareness/Commerce at TN 20 to convince him.  With a success, he will be willing to supply the construction site for only 10 koku.

Some PCs may instead try to track down the corrupt merchant, Tabi, who absconded with the first load of supplies. If they search for him in Higashiyama Mura, they must roll Awareness/Underworld at TN 25 to track him down.  With a success, they locate him in a seedy, low-class boarding house.  He has already spent 6 of the 15 koku he took from Yamamiya.  If the PCs locate Tabi, he will clearly be terrified, and will lie to protect himself, trying to claim that he always meant to deliver the supplies, he just got distracted with other business.  The PCs can easily pressure him into fulfilling the original order (he’ll do anything to stay alive), or they can simply take back the remaining 9 koku.  If they report him to the local Crab authorities, he will be hanged for defrauding a samurai.  

The Mountain’s Wrath

The Kami of the mountain is filled with long-standing wrath over the ancient broken promise, and it will continue to unleash this wrath on the construction project unless the PCs appease it.

Once new supplies are delivered to the construction site, the lumber will immediately begin to warp and rot in the same manner as before.  Once it is installed in the shrine, it will be fine, but as long as it is unused, the mountain Kami will continue to enrage the Earth within the wood to create this effect.  

· The PCs can prevent damage to the wood by offering a devout prayer to appease the Kami. This will require an Awareness/Theology roll at TN 20.  The monks Akihisa and Harunobu can offer the prayer if none of the PCs have the right skills.

· A shugenja PC can try to soothe the Earth spirits in the wood and prevent them from causing damage.  This will require casting Commune (Earth) with at least three Raises.

· Alternatively, the PCs can simply order extra wood deliveries and try to “stay ahead” of the warping and rotting.  This will increase the total cost of the project by 6 koku.

In addition to rotting the lumber, if the mountain Kami is not appeased with prayer it will eventually trigger a landslide.  This will take place five days after construction resumes:  

The drizzly, cloudy afternoon weather is suddenly interrupted by a low, deep rumbled from higher up the mountain.  The noise grows in volume until it becomes deafening.  You can see boulders tumbling down the mountain slopes, knocking trees aside and shattering on stony outcrops.  

Each PC must roll Agility/Athletics at TN 20 or Agility/Defense at TN 25 to avoid being smashed by a tumbling boulder for 2k2 wounds.  PCs who specify that they are looking for shelter (such as overhangs to hide behind) get a Free Raise on their roll.  Shugenja PCs may be able to come up with other ways to avoid the landslide, such as casting a flying spell – the PCs will have about two rounds before the rocks reach them.

Two workers will be killed by the landslide, and the construction site will suffer significant damage.  This will extend the work time by one week and increase the cost by 5 koku.  

Goblins

The most dangerous problem the PCs will have to deal with is a small tribe of mountain goblins living nearby.  Due to the Prosperous Pass being abandoned for so many centuries, these goblins have been able to live here without being noticed by the Crab, and they are very unhappy that men are in the area again.  Their shaman has been smart enough to come up with the idea of sabotage and harassment rather than direct attack, so the goblins have been sneaking into the construction site to break tools, poison food, lame the animals, and otherwise sabotage the project.  Their late-night cackling has also contributed to the general reputation of the area for “evil spirits.”  

Once the PCs get work started again, the goblins will resume their sabotage tactics.  The first night after the work resumes, two of the goblins will attempt to sneak into camp and break some of the tools.  

To spot the goblins, a PC must be on overnight guard duty and make a successful Opposed roll of Perception/Investigation (Notice) against the goblins’ Agility/Stealth of 5k2.  Due to their stealthy dark-adapted nature, the goblins receive two Free Raises on this roll unless the PCs specifically made sure to keep the tools and supplies in a well-lit or highly secure area (e.g next to a large fire, underneath a cloth cover, etc).  

· If the goblins succeed in breaking the tools, the PCs will have to spend an additional 2 koku replacing them.

· If the goblins are spotted/interrupted, they will attempt to flee back to their lair.  See “Tracking Down the Goblins” below for details of what it will require for the PCs to follow them.

Two nights later, the goblins will again sneak into camp, this time trying to contaminate the rice supply.  The Opposed Roll to spot them will be the same.

· If the goblins succeed in contaminating the rice, the PCs will have to spend an additional 2 koku to replace it.  

· Again, if the goblins are spotted, they will try to flee.

On the sixth night, three goblins will sneak into camp to kill one of the oxen which are being used as draft animals.  Again, any PCs on watch will need to make Opposed Rolls to spot the goblins.  This time, however, if none of the PCs make the roll, they can still roll Raw Perception at TN 15 to hear the plaintive bawl of the ox as it perishes from a slit throat.  PCs who react immediately can spot the retreating goblins with another Raw Perception roll at TN 20.  

· Replacing the ox will cost 3 koku.  

If the PCs do not give up on the project, and are still here after seven days, the goblins will become desperate.  The shaman will carry out a night attack with the tribe’s nine fiercest warriors (six against a low-end party).  Again, any PCs who are on watch must make Opposed rolls of Perception/Investigation (Notice) against the goblins’ Agility/Stealth in order to spot them – however, due to the number of goblins and the faint squeaking coming from the shaman’s basket of mice (see his description in Appendix #2), this time the goblins do not get any Free Raises.  In fact, the PCs get a Free Raise to notice the goblins, instead.

If the goblins do, indeed, manage to sneak into the camp undetected, they will attack the laborers, killing four of them in the first round.  Once the PCs intervene, the goblins will fight until either the shaman and half of their number are down, or until eight of the normal goblins are down.  They are cunning creatures, and will employ flanking, ganging up on weak opponents, and similar tactics.  

Tracking Down the Goblins

After any of the goblin harassments, the PCs can look for tracks or other evidence.  The goblins are small, light creatures, and crafty about avoiding muddy areas, but they do leave tracks which can be spotted with a roll of Perception/Hunting (Tracking) at TN 25.  (The TN is increased by 10 at night.)  Once the tracks have been spotted, a roll of Intelligence/Lore: Shadowlands at TN 20 will identify them as some sort of goblin tracks.  

A second successful Hunting roll at the same TN will allow the PCs to track the goblins two miles to the mountain cave which is their lair.  If the PCs are pursuing goblins fleeing from a failed raid or attack, they get a Free Raise on the roll.

A shugenja PC can Commune with the local spirits to learn that goblins have been causing their problems.  The spirits will not be able to track the goblins to their lair.  However, a PC who can communicate with animals (with spells such as Nature’s Touch) could use this method to track down the goblin cave – the local animals all know to avoid that place.  

An exceptionally creative PC might think of using Toritaka Yamamiya’s pet falcon to track down the goblins.  Yamamiya himself will absolutely not be able to do this – the bird always disobeys him.  Another PC, however, can successfully get the bird to do this by rolling Awareness/Animal Handling at TN 25.

If the PCs go out in pursuit of the goblins, Toritaka Yamamiya will be more than willing to accompany them (he is a Crab, after all).  The monks will not do so – they are not sohei (warrior monks).

The Goblin Cave

A foul odor assaults your nostrils as you follow the trail upslope between dense pine trees.  Ahead of you the ground opens out into a patch of bare earth in front of a ragged, irregular cave opening.  The bare ground is scattered with chewed bones and bits of offal and filth.  Firelight is visible within the cave, and cackling and snarling noises echo faintly from within.

The goblins, while possessed of cunning, are not normally smart enough to set a watch – they think no-one can find their lair.  If the PCs arrive in “hot pursuit” of goblins escaping from a failed raid, the tribe will be alert and ready for action.  If the PCs arrive later, or during the day, they will have the opportunity to take the goblins by surprise, either by sneaking into the cave (potentially dishonorable) or charging in with weapons ready.   

The cave contains one main chamber (where the goblins keep a fire burning, and congregate in large numbers) and several side passages and smaller chambers.  Two of these passages eventually open out onto the mountain elsewhere, providing the goblins with escape routes.

· There are a total of fifteen adult males in the goblin tribe, plus the shaman.  Even if they already lost some of their number in a raid, they will fight as hard as they can to defend their lair.  The PCs will have to kill at least two-thirds of them before the rest will lose heart and try to flee.  

· There are also another twenty-six goblin females, immature goblins, and goblin spawn.  These creatures will not actually fight in a conventional sense – however, if the PCs invade the cave, these lesser goblins will begin swarming around, biting, scratching, throwing rocks, and otherwise harassing the PCs.  This will inflict 1k1 (non-exploding) of damage per round on each PC inside the cave.

· Shugenja PCs can drive away the “swarm” with spells like Tempest of Air, or protect themselves from it with Castle of Water or similar types of magic.

If the PCs defeat the goblins and search the cave, they will find many small household items and tools which the goblins have stolen over the years.  There is nothing else here of interest.  However, a roll of Intelligence/Lore: Shadowlands at TN 20 will suggest, based on the evidence here, that the goblin tribe has been living here for somewhere between five and ten years.  

If the PCs carry out a successful attack on the goblin tribe, all harassment of the construction site will cease – any surviving goblins will flee the area.

Panic Among the Laborers

If the goblins succeed in two or more of their sabotage attempts, or if they succeed in even one attempt and the landslide takes place, panic will begin to spread among the laborers.  They will become convinced that the work-site is indeed cursed, and will start trying to leave the worksite.

In order to prevent the workers from leaving, the PCs will have to either be extremely threatening (Willpower/Deceit [Intimidation] at TN 20), give an inspiring speech (Awareness/Storytelling [Oratory] at TN 25), or offer higher pay (one extra bu per worker).  

If the goblins successfully attack the labor force, and the PCs do not destroy the goblins immediately afterward, an even worse panic will set in.  The PCs can use the same methods to calm the panic, but the TNs for all skill rolls will be increased by 10, and the higher-pay option will require paying an extra 3 bu per worker.

Part Five: Consecrating the Shrine

If the PCs succeed in completing the construction of the shrine (which might easily require the PCs and monks to do the work themselves), one task will remain: the monks must consecrate the shrine.  This will require three days of chanting prayers, interspersed with fasting and meditation.   

Tadayoshi Attempts a Murder

It is at this point that Tadayoshi, the false monk, will likely make his attempt to murder Harunobu.  Since the monks are praying and meditating continually for three days, there will almost certainly be an opportunity for Tadayoshi to be alone with his target.  This will most likely occur in the middle of the night during the second day of the rituals, at a time when the third monk, Akihisa, is deeply meditating and thus oblivious to his surroundings.  

It is possible that the PCs may have figured out beforehand that there is something not right about Tadayoshi – he does not seem to know or understand all he should in order to be a monk.  He will do his best to stonewall any questions and insists he is a true monk and the Brotherhood of Shinsei.  The other two monks have had only brief contact with him before going on this mission, and know nothing of his background or character.  He has been a monk for about five years.   

If the PCs are paranoid, they may try to make Tadayoshi leave the construction site.  The other monks will oppose this, however, since it will take three people to properly perform the prayers and devotions to consecrate the new shrine.  If a PC with suitable knowledge (a shugenja, or a PC with the Theology skill) offers to take Tadayoshi’s place, the monks will back down.  Tadayoshi will try to argue and obstruct the PCs, but if they absolutely insist on his leaving, he will do so.  PCs who roll Raw Awareness at TN 20 can tell that he is fighting down bitter disappointment.

If Tadayoshi is still present, it is nevertheless possible that some PCs may be suspicious/paranoid enough to keep watch over him.  Also, PCs of a spiritual bent may choose to participate in the consecration rituals on their own.  The watching PC will have to roll Raw Willpower at TN 30, or Willpower/Meditation at TN 25, to stay awake.  In that case, the PC will be able to stay awake and spot Tadayoshi when he pulls a small knife from within his robes and tries to cut Harunobu’s throat.  The PC can easily stop him with an attack or Grapple – he is an old man, after all.

If the PCs fail these rolls to stay awake, or if none of the PCs keep watch on the rituals, Tadayoshi will successfully murder Harunobu, slitting the monk’s throat with a small knife he carries inside his robes.  The deed done, he sits quietly and waits to be discovered.  

Aftermath of a Crime

Regardless of whether Tadayoshi is caught, or successfully commits his crime, he will confess his deed freely.  “I am Tonbo Iato, of the Dragonfly Clan.  Harunobu was once the butcher Matsu Satori, who slaughtered my entire family without mercy, and carved a path of blood across all the lands of the Dragonfly Clan.  His hands are stained forever with the blood he shed, and I have waited many long years for my revenge.”  

· If Harunobu survived, he will be entirely nonplussed by the attack.  He has no idea who “Tonbo Iato” is, and while he does not deny killing the former Dragonfly’s family, he does not remember it specifically.  He killed many people when he was a samurai, but that was his duty, and he regrets nothing from his past life.  

· If Tadayoshi hears any of this, he will be incensed to the point of hysteria, and will struggle desperately to free himself and kill Harunobu.

· Akihisa will be disgusted by the whole affair.  “Monks are supposed to leave their old lives behind, Tadayoshi or Iato or whoever you are.  I did so, though it took me many years.  What are you doing wearing the robes of the Brotherhood?”   

Finishing the Ritual

If the attack takes place, or if the PCs forced Tadayoshi to leave beforehand, they will face the problem of consecrating the shrine.  The ritual requires three people to perform the prayers and devotions.  At a minimum, they are one monk short – potentially two if Harunobu was killed.   

A shugenja PC will know the rituals required – they are part of the education of shugenja, who serve religious duties as well as magical ones.  A non-shugenja PC with Theology skill can roll Intelligence/Theology at TN 25 to remember the appropriate ritual.  If neither of these are available, the PCs could go back down the mountain to Higashiyama Mura and try to hire ronin shugenja to perform the rituals.  

There are two ronin shugenja in the village, each of whom will be willing to perform the ritual for 3 koku.  One of them, however, is an old man who will not be able to climb the mountain on his own – a PC will have to carry him up (Stamina/Athletics at TN 20) or lead him up on horseback (Awareness/Horsemanship at TN 20). 

To perform the ceremony, each participant must alternate long chants of prayer and supplication (typically eight or nine hours at a stretch) with somewhat shorter periods of meditation and rest.  Fortunately, if the PCs are stepping in after a murder or attempted murder, there will be only two days remaining.

· The participants must make a Stamina/Meditation roll at TN 15 on the first day, TN 20 on the second day, and TN 25 on the third day in order to remain focused and not pass out from weariness.  Note that, due to the lack of sleep, the participants will not recover Void during the ceremony.  Note also that the monks, due to their training, will always make these rolls.

· At the end of the three days of chanting, the three participants must each roll Void/Theology at TN 20 to successfully complete the prayers and consecration.  Again, the NPC monks will automatically succeed.

· No one can perform this ritual for more consecutive days than their Willpower.  Consequently, PCs who participate from the beginning of the ritual will not be able to complete it if their Willpower is only 2.  (The monks all have Willpower of 3.)

· If a PC passes out and is unable to continue, another PC with the requisite knowledge can step in and continue the ritual.  As long as there are three participants throughout the ritual, and three successful Theology rolls are made at the end, the consecration will succeed. 

Conclusion

If the PCs succeed in completing the shrine and consecrating it, the following scene takes place:

As the final words of the chant echo off the mountain peaks, an eerie quiet falls.  For a brief moment, the sounds of nature itself seemed to have stopped.  Then you feel a faint vibration through your feet.  It grows into an audible rumble, rising in volume until it feels as though all the thunder in the world is resounding here.  

A deep powerful voice, like the roar of stones breaking and falling, speaks from nowhere, making your heads ache and throb.  “Well, little man.  You finally complete the promised task.  Let this be a lesson to all men, all mortals.  You do not command the spirits of the world.  We are not your pets.  Fail to revere us, fail to respect and honor us, and you will be punished. Let those of you who bear witness tell all other men the punishment endured by this one.”

The rumble fades away into the faint sigh of the mountain breezes.  Toritaka Yamamiya, clearly both shaken and moved by the experience, bows deeply to the PCs and thanks them profusely.  

In addition, the surviving monks thank the PCs as well.  All of the PCs gain a Favor from the Brotherhood of Shinsei.

Failure?
If the PCs either give up on the shrine completely, or are unable to consecrate it, the Kami of the mountain will be incensed, its patience at an end.  A violent, shattering earthquake erupts, with Toritaka Yamamiya at its epicenter.  Anyone else around him must roll Agility/Athletics at TN 20 or Agility/Defense at TN 25 to avoid taking 4k3 damage from tumbling boulders, fallings trees, etc.  The incomplete shrine is completely destroyed as well, the entire cliff giving way and sending the wreckage tumbling down into the pass below.  

If Yamamiya is in Higashiyama Mura, the earthquake devastates the town, and hundreds of innocent people die.  This costs any PCs with Honor 1.5 or higher a half-rank of Honor as they realize they are partly to blame for this destruction.  If they are Soft-Hearted, they lose a full Rank of Honor.

Rewards for Completing the Adventure 

At the end of the scenario, any PCs with Shadowlands Taint must make a Simple Earth roll with a TN of 5 + (5 x Taint Rank).  If the roll is failed, the PC acquires one additional point of Taint.  

Experience Points 

Playing through the adventure: 

1 XP

Good role-playing:


+1 XP

PCs successfully complete the shrine:
+1 XP

PCs successfully consecrate the shrine:
+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

If the PCs successfully complete and consecrate the shrine, they gain a Favor with the Brotherhood of Shinsei.  They also gain +1 point of Glory.

If Higashiyama Mura is destroyed by an earthquake, this costs any PCs with Honor 1.5 or higher a half-rank of Honor as they realize they are partly to blame.  If they are Soft-Hearted, they lose a full Rank of Honor.

Appendix #1: The Three Monks

Akihisa (formerly Hida Miroku)

Akihisa used to be a Crab, and served twenty years on the Wall’s most active sector (in front of the accursed Fifth Tower) before retiring.  This is a feat not often recorded in the Crab histories, and with good reason – Akihisa bears the physical and mental scars of his experiences, and the Clan forced him into retirement due to growing concerns about his mental stability.  He has been a monk for over thirty years now, and after long decades of study and contemplation he has finally found inner peace and tranquility.  He now views his past dispassionately, and freely says that the Clan did the right thing by forcing him to become a monk.  Akihisa is a calm and rational man, well-educated and well-spoken, and still fairly hale despite his advanced age (well past seventy).

Rank: Monk 2

Harunobu (formerly Matsu Satori)

Harunobu was once a Lion bushi, a warrior of honor and distinction who fought brilliantly in the War of Bleeding Flowers.  However, his true passion was for history, and after a quarter-century of serving his Clan, he retired from the samurai life in a ceremony attended by many notable Clan dignitaries.  As a monk, Harunobu was able to pursue his scholarly interests in peace and tranquility, and he has embraced this new life fully.  He has no desire to be remembered for his past deeds, no craving for attention or martial glory – as far he is concerned, Matsu Satori is dead, and all that remains is Harunobu.  He is committed to the quest for enlightenment and, while he does not believe he is anywhere close to finding it, he hopes he has managed to take a few steps on that path.  He is in his late sixties, has become slightly plump with age, and is seriously near-sighted.  However, he can still walk for a full day when his duties require it.

Rank: Monk 3

Tadayoshi, the false monk (formerly Tonbo Iaito)

Tadayoshi is not a true monk – not only has he never been able to leave his past as a samurai behind, but in fact he joined the Brotherhood of Shinsei for the specific purpose of tracking down Matsu Satori/Harunobu and killing him. During the War of Bleeding Flowers, Iaito’s whole family (all of whom were bushi) were killed by Satori.  The deaths were honorable ones, on the field of battle, but Iaito has never been able to deal with his grief, and is convinced that Satori was a merciless butcher who killed them dishonorably.  After many years of pretense, Iaito has finally located his target, and intends to carry out his vengeance during this mission.  He is in his early sixties, and due to a strict regimen of exercise and training is by far the healthiest of the three monks – although still nowhere near as strong as a young man.
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Rank: None.

Appendix #2: NPCs and Enemies

Toritaka Yamamiya, Accursed Crab

Toritaka Yamamiya is a loyal young Crab bushi who believes fervently in his Clan and its duty of protecting the Empire against the Shadowlands.  As a member of the Toritaka family, his own role is to watch for ghosts, a task he takes quite seriously.  Yamamiya has been plagued by atrocious bad luck his entire life, a fate which he has come to accept with a weary, “grin and bear it” attitude.  Only recently has he realized that his poor fortune is inherited from his ancestor Toritaka Tonozaka, rather than being merely his own personal burden.  This has made him slightly more hopeful for the future, although he generally remains a serious, dedicated man.   
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TN to be Hit: 19 (24 with light armor)


School/Rank: Toritaka Bushi 2


Rank One: One Free Raise per school rank on all Perception rolls.  May perceive invisible spirits with a Raw Perception roll at a TN of (5 x Spirit’s Air).  Adds Water ring to total of all Attack and Damage rolls.


Rank Two: Adds twice his Perception Rank to the total of Initiative rolls.  In combat, gains a number of Free Raises equal to his Perception Rank against any opponent with a lower Initiative score.

Honor/Status/Glory: 2.6/1.0/1.0

Skills: Animal Handling (Falconry) 1, Athletics 2, Defense 2, Hunting 2, Investigation 3, Kenjutsu 3, Lore: Crab Clan 2, Lore: Crane Clan 2, Lore: History 2, Lore: Shadowlands 2, Lore: Spirit Realms 2, Medicine 2, Meditation 1, Spears 1, Spellcraft 2, Theology 2.

Advantages/Disadvantages: Combat Reflexes, Magic Resistance (rank 3), Quick, Sage/Bad Reputation (bad things happen around him for no reason), Phobia: Enclosed Spaces (1), Unlucky (rank 3), Wrath of the Kami (Earth).
Equipment: Kimono, daisho set, light armor (not worn), traveling pack, pet falcon, 3 koku.

Mountain Goblin Warriors (Interchangeable)
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TN to be Hit: 15

Attacks: 4k3

Damage: 3k2 (club) or 2k1 (knife)

Skills: Stealth 3

Carapace Armor: None.

Wounds: 12: +5; 18: +10; 24: Dead.


Special Abilities: Mountain goblins regenerate 2 Wounds per round until dead.  They can reattach severed limbs (arms and legs) by maintaining pressure between the limb and stump.

Equipment: Loincloth, club or knife.

Mountain Goblin Shaman
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TN to be Hit: 15

Attacks: 4k3

Damage: 2k2 (ritual stave) 

Skills: Lore: Maho 2, Stealth 3

Carapace Armor: 1.

Spells: Burn, Despair, Glee (see “The Shaman’s Spells” below)

Wounds: 16: +5; 32: +10; 48: Dead.


Special Abilities: Mountain goblins regenerate 2 Wounds per round until dead.  They can reattach severed limbs (arms and legs) by maintaining pressure between the limb and stump.

Equipment: Woven basket of mice (contains 9 live mice).  Ritual staff (this appears to be a piece of wood about sixteen inches long, with a sharp point at one end and an ancient, yellowed skull of a human infant strapped to the other end).   

The Shaman’s Magic

The goblin shaman does not know true maho, but he has learned three simple maho-like curses which he will use against the PCs.  To power each curse, he pulls a mouse out of his basket and stabs it to death with his staff, chanting the name of the spell in a repeated gibbering shriek, then rolls Earth/Lore: Maho at a TN of 15.  Since he has only nine captive mice, he can only cast a total of nine times before he must seek fresh mice (or other small animals).

Burn: This spell targets one opponent, whose skin blisters and burns in an area about the size of a man’s palm.  This inflicts 1k1 of damage.  The shaman may take one (and only one) Raise for a second target.

Despair: This spell affects one opponent, who is afflicted with a Fear effect at Rank 4.  If the target fails the Fear roll, he is affected by the Fear on all actions he takes toward the shaman and his fellow goblins.  The shaman may take one (and only one) Raise for a second target.  

Glee: This spell “fires up” the shaman’s fellow goblins.  A goblin who is targeted by this spell is swept into a maniacal state of rapture for the next two rounds, and rolls an extra 2k0 on both attacks and damage during that time, while ignoring Wound penalties. (Death still stops the goblin in his tracks, however.)  The spell normally targets a single goblin, but the shaman may take two Raises to affect one (and only one) additional target.     
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