Uncertainty

A One-Round Low-Rank Adventure for Heroes of Rokugan (Champions of the Sapphire Throne)

by Rob Hobart

A storm assails a group of samurai staying in a famous village – where they soon find themselves menaced by a strange and unexpected threat.  Not all is as it seems, and the past always haunts the present.

Adventure Summary and Background

Centuries ago, the Crane fought a private civil war when Daidoji Hira, the second son of the Daidoji family daimyo, led a band of fanatic followers into the forests and swamps to do battle with his own family.  Eventually, after a long and bitter struggle, Hira and his followers were exterminated.  (Details of this sordid and secret episode, known as the Foxfire War, can be found in Secrets of the Crane.)

…almost exterminated.

One tiny fragment of Hira’s band, one single village, Kuso, remained deep within the Uebe Marshes of the southern Crane lands.  There it lingered, the population slowly shrinking and degenerating, for century upon century, while its inhabitants trained in their ancient ways of ambush and murder and waited for the day they would resume their ancient war.  To their fevered minds the long-ago conflict assumed the character of legend and religion.  They called themselves the “Hira-gumi.”

Late last year, the village was discovered, by an agent of one of the Empire’s most powerful politicians.  On the orders of his superior, the agent – who calls himself “Kageko” (“Little Shadow”) – convinced the weak, degenerate inhabitants of Kuso that he was their founder Hira come again, to resume the great war against the Crane.  

Kageko intends to use the people of Kuso to achieve a specific goal: to kill Daidoji Hayashi, the highly capable and aggressive daimyo of the Daidoji family.  Daidoji Hayashi’s imminent visit to Friendly Traveler Village will allow him an opportunity to accomplish both goals. 

The PCs are in Friendly Traveler Village to escort their daimyo’s merchants for the annual purchasing of the village’s legendary sake, the so-called “Taka label” sake.  A daimyo who cannot offer some of this fine sake to his guests at Winter Court will be shamed, and escorting a purchasing mission is a suitable task for lowly ji-samurai such as the PCs.  (Imperial and Emerald Magistrate PCs are here escorting Otomo Komaji, an Imperial conducting the annual tax assessment.  Ronin PCs have been hired as escorts by a caravan of independent merchants.)

The adventure starts with everyone arriving, exploring the town and meeting the local authorities (the Crab who claim the land, the Crane who collect the taxes).  Then, as bad weather moves in and rain drenches the village, the PCs attend a dinner held by the village daimyo… and the degenerate Cranes strike! 

Adjusting for Party Strength

This is a Low-Rank adventure, and the encounters have been optimized for a party of average Rank One.  

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 high-end parties, as follows:

High End Party (half or more of the characters are Insight Rank Two):

· The Hira-gumi warriors have Agility of 3.

· Half (rounded down) of the Hira-gumi warriors have Earth of 3.

Introduction: A Guide to Friendly Traveler Village

Friendly Traveler Village is a modest-sized but immensely prosperous town tucked in to the shoreline of the Umi Amaterasu, close to the Tidal Landbridge and a day’s travel southwest of the splendid Fields of the Morning Sun.   The village is isolated, surrounded to the northwest by the forests of the Wall Above the Ocean Mountains, to the south by the sea, and to the northeast by the Uebe Marshes, the great swamp which covers much of the southern coast of Rokugan.  A single road accesses the town, passing through the marshes on a causeway before heading up the coast toward the Asahina lands.  Most trade with the village goes via the sea.

The layout of Friendly Traveler Village is shown on Map #1.  

The town has a total population of about six hundred, the vast majority of whom are employed in sake brewing (either by growing the brown rice or working in the brewery itself).  The village supports itself on the sake trade and on tourism from those anxious to see the source of the famed Taka-label sake – food must be imported, since the villagers produce very little of their own.

Crab Garrison: This post was built after the war (in 1158 IC) which split the Yasuki family between the Crane and Crab Clans.  It is a fortified building placed to strategically cover the main road into Friendly Traveler Village.  A two-man watchtower rises from one corner of the building, but is usually unmanned.  

Hida Masato is the local military commander for the Crab.  A burly, bad-tempered man of less than sterling intellect and skill, he was assigned here after proving himself insufficiently competent for the Wall.  He has a single half-squad of five bushi.  Although Masato’s authority is officially limited to military protection of the village, he tends to more often use his troops to maintain order in the somewhat fractious village population.  

Docks: A few of the villagers still use fishing boats, although this is more out of pride than economic need.  The docks are used mainly by trade kobunes carrying shipments of Taka-imprint sake.  At the time this scenario takes place, two kobunes are docked here, one from the Mantis Clan and one from the Crane – the latter is an especially large and luxurious vessel, the Lady Doji’s Grace, which brought Daidoji Hayashi to visit the village.

Yoritomo Gyoshoku is the captain of the Mantis vessel, the Kaori.  He is a muscular man in his early thirties with a bushy moustache and a casual, smiling attitude.  There are darker depths to him, but he keeps them carefully hidden.  He is here to pick up a shipment of sake, as well as to romance Yasuki Fumi.   

Daidoji Ajito is the captain of the Lady Doji’s Grace.  A portly, smooth-shaven man of indeterminate age, with a samurai topknot nicely hiding his receding hairline.  Ajito is a soft, indulgent man who enjoys creature comforts, and takes advantage of his visit to Friendly Traveler Village to get off his ship and onto land.  He has a taste for young peasant women. 

The Drunken Carp: A restaurant built at the end of the docks, the Drunken Carp serves fresh seafood year round, prepared with a unique mixture of flavors and spices.  The place also maintains its own supply of the famed Taka-label sake, which it sells to customers for one silver bu per bottle.  The interior of the restaurant is small, laid out as a three-sided counter around a stove where the cook and owner prepares sashimi and cooked meals.  The menu includes a variety of seafood, as well as soups, vegetables, and noodles.  

The owner and principle cook of the restaurant is Kouma, a retired Crane courtier.  A handsome fity-something man with a shaved head and a charming smile, Kouma runs the place as a unique sort of exercise in enlightenment, seeking to perfect his soul by perfecting the food he offers his customers.  He works every day at the restaurant stove behind the counter, never closing except for religious festivals.  

The Drunken Carp is frequented by most of the samurai and better-off commoners in the village, and Kouma is well-liked by all.  He chats amiably with his customers and is an excellent source of both gossip and conversation.  He keeps a jitte on the wall behind him as a symbolic warning to those who might misbehave in his establishment, but never uses it – the local Crab troops are more than happy to “discipline” anyone who causes trouble for their favorite eatery.  

Kouma avoids talking too much about himself but, if a PC is friendly and seems honorable and genuinely curious about him, he may eventually confess to some aspects of his past: “I once served my Clan in the courts, telling beautiful lies and filling men’s and women’s minds with dreams.  But that life was… empty.  I find far more meaning now in filling bellies.”  He slices up a fish with a serene smile.      

Eta District: These five huts are home to the eta who serve the village’s needs.  Besides carrying out their usual duties of dealing with dung, leather, and corpses, these eta also include a torturer who occasionally assists the local magistrate.  

First Wave Inn: One of two inns in the village, this place has been destroyed numerous times in monsoons and taifuns, but the considerable profits it earns allow the family which owns it to rebuild it every time.  It is not quite as fancy as the Fortune’s Mercy Inn, but is also more affordable.  The PCs who came here with merchants will be staying here (as will the merchants themselves).  

Fortune’s Mercy Inn: This high-quality Inn was originally owned by the legendary Yasuki Taka, and a carving of his smiling likeness now adorns the signboard in front of the main door.  Today it is owned by his descendent Yasuki Fumi, and she assigns a commoner woman named Yukashi the task of running it.  Yukashi is a pleasant woman in her thirties, who runs the Inn with the assistance of her mother and her six children.  Her husband died in a boating accident several years ago, and she will often exploit his memory to evoke sympathy from her customers.  

Daidoji Hayashi and his entourage are staying here (Fumi has given them the entire upper floor).  Any Imperial Family PCs will also be staying here.

Geisha House: Located across the street from the Fortune’s Mercy Inn, the House of Green Eyes is a fine-quality establishment that caters to wealthy visitors.  There are two entrances, one for samurai and the other for merchants, and the interior of the house is laid out to ensure that neither group encounters the other during their visits.  

The ladies of the House of Green Eyes are of the finest quality, although none of them actually have green eyes at the moment.  The madam, Kimo, is a thin, ugly woman in her fifties with who puts on an air of charming servility when she is dealing with her customers (and takes out her anger and bitterness later with cruelty toward the girls in her employ).  She keeps close tabs on everything happening in the village and can be quite the font of information if she is suitably flattered and bribed.     

Magistrate’s Office: Located at the far end of the village, this large private house is home to Daidoji Jikuro, the Crane magistrate assigned to collect taxes on the production and commerce of Friendly Traveler Village.  He has only a single Crane bushi to serve as his yojimbo/yoriki.  Since he has no official responsibility for actually holding or protecting the village, his attempts to exert his authority often lead to conflict with Hida Masato.  The Imperial tax assessor, Otomo Komaji, will be staying in his house as a guest.

Market: A large open-air marketplace, with several dozen stalls.  All the merchants here are sponsored by the Yasuki, but some are Crane Yasuki while others are Crab Yasuki, resulting in fierce haggling and frequent exchanges of insults.  Except for the depths of winter, this place is always bustling, even in the evenings, when the merchants hang colored lanterns to entice customers to their stalls.   

Rice Fields: These fields extend along the coast for almost two miles to the southwest.  They are given over entirely to the production of the brown rice from which sake is brewed, rather than the white rice which people eat.  Peasants are at work in these fields from morning to evening, from early spring to the fall harvest.   

Sake Works: The single largest structure in the village, this huge walled compound is where the famed Taka-label sake is brewed and bottled.  Only the employees and the personal retainers of Yasuki Fumi are allowed into the facility, which jealously guards the secret of its unique flavor of sake.  A pair of doshin (armed peasants) beholden to Yasuki Fumi watch the entrance, and when strangers are in town (such as now) Fumi arranges for one of Hida Masato’s bushi to stand guard there as well.  

Silk’s Kiss: A small merchant’s shop located near the Sake Works, with an unprepossessing exterior and a tiny sign over the door.  Inside, however, the single room is packed to overflowing with products – mostly silks and other clothing items (sandals, fans, jewelry, etc).  The general tone is one of elegance and near-luxury – the shop caters to the high average income of Friendly Traveler Village.

The shopkeeper is Uromasu, a skinny, smiling, bald-headed man is his mid-forties.  Uromasu plays the part of an obsequious, fawning merchant to the hilt, and speaks with a high voice and a nervous stutter.  In actuality, he is a Daidoji harrier operating undercover, tasked with keeping tabs on the village and making sure the Crab don’t get up to anything.  He will not willingly reveal himself to anyone, even fellow Daidoji.    

Uromasu’s spartan private quarters are located in a pair of small rooms behind the shop.  Although they appear to be the normal residence of a commoner, all is not as it seems: he keeps a locked crate beneath a loose floorboard.  Inside the crate are an assortment of “ninja” weapons along with enciphered scrolls containing his reports on Friendly Traveler Village.

Temple of Daikoku: The Fortune of Wealth has been specially revered in this village ever since the days of Yasuki Taka, and this particular temple is actually directly connected with the production of the famed Taka-label sake: it is built atop a freshwater spring, and the monks deliver buckets of the water to the sake works every morning.

The abbot of the temple is Inpu (Wealth), a retired Phoenix, a smiling, pot-bellied man in his sixties.  He is cheerful and mischievous, but also deeply moral and spiritual, perfectly capturing the contradiction of those who venerate Daikoku: simultaneously embracing wealth and rejecting the illusions and desires of the material world.  Twelve other monks assist him in running the temple.  

Yasuki Fumi’s Residence: A huge and ostentatiously beautiful house with a gorgeous red-tiled roof, located on a low rise that places it above the danger-line for tsunamis.  It is laid out in a large rectangle surrounding a splendid interior garden which is visible from half the rooms in the place, including the main front hall and the dining hall.  There is a sizable koi pond full of huge red and white carp, with a stream (a branch from the spring in the Temple of Daikoku) entering beneath the house to feed the pond and then winding between artfully placed rocks and shrubs before going beneath the house to exit once more.  (The large separate baths also use water diverted from this stream.)  The interior is full of elegant and beautiful works of art (statues, paintings, ikebana arrangements, etc) and a small army of servants keeps it spotless at all times.  

Yasuki Fumi, a woman who is a distant cousin to the both the Crab and Crane Yasuki daimyos, is the current lord of Friendly Traveler Village.  She is technically a Crab but keeps close ties with the Crane Clan as well.  (She is effectively a regent – the Crab are traditionalists and usually don’t allow women to inherit these sorts of positions.  Her husband, the previous daimyo, died young and in somewhat suspicious circumstances.)  She is a stylish and elegant middle-aged woman who has managed to preserve a great deal of her good looks.  Fumi is a direct descendent of Yasuki Taka and has inherited her ancestor’s ruthless mercantile ways; she is also adept at playing on men’s desires and weaknesses.  Since she has no children, samurai from both the Crane and Crab Clans have been courting her for years, but she plays them off against each other without making any commitments.   

The Daidoji Daimyo

Daidoji Hayashi is a tall, lean man in his late twenties with a narrow, unhandsome face.  His white hair is worn in a strict samurai topknot.  While in Friendly Traveler Village he wears a fine-quality but plain blue kimono, with no armor, but carries his swords.  He has only a single bodyguard who routinely accompanies him everywhere.  He is also usually accompanied by Kakita Deju, a simpering courtier who serves as his assistant and clerk.  

Hayashi is here for negotiations with Fumi over issues of border security, smuggling, and division of tax revenues.  He is also trying to defuse some recent minor incidents between Daidoji and Crab troops.

Personality-wise, Hayashi is a serious, competent, bitter, hard-edged man with a piercing gaze.  He has a deep hatred for the Lion Clan (due to the tragedies of the War of Bleeding Flowers almost fifty years ago), but is rigidly self-controlled and careful to avoid any provocation.     

Hayashi and his assistants are staying at the Fortune’s Mercy Inn, but visit Yasuki Fumi’s house every day. 

Part One: Arrival in Friendly Traveler Village

The PCs arrive in Friendly Traveler Village over the course of a two-day time span.    

· Each Clan PC is part of an escort for a merchant in the service of their lord.  The merchant is tasked with arranging the purchase of some of the famous Taka-label sake for their lord’s winter supplies.  The PCs are the only escorts – this is a minor mission and not one requiring a significant commitment of force.  Any Clans which are not represented in the party have not yet sent merchants to the village.  The GM should decide in what order the different Clan groups arrive.  Most of them arrive by land, but Mantis PCs arrive by sea on the Kaori.

· Ronin PCs will arrive with the independent merchant caravan on the afternoon of the first day.  

· Imperial PCs arrive on midday of the second day, accompanying the Imperial tax assessor, Otomo Komaji.  

The Clan Merchants

Each Clan PC has accompanied a merchant representing his/her lord.  These merchants are commoners, but are respected vassals and the PCs are expected to protect them and to listen to their suggestions.  The PCs are not themselves expected to take part in actual trade negotiations unless they are Yasuki or other merchant-types themselves (such as members of the Daidoji Trading Council). 

The merchants will negotiate with agents of Yasuki Fumi over the course of two or three days, attempting to secure the best possible deal.  These negotiations take place during the day, in meetings at the village market or at one or the other of the two inns.  PCs who participate can roll Awareness/Commerce at TN 20 to try to nudge the deal in a favorable direction, but this will entail a loss of 1 or 2 points or Honor and Glory for engaging in commercial activities (unless they belong to a family or school which removes such penalties).

The Independent Merchants

A caravan of six wagons comes into the village on the late afternoon of the first day.  The merchants driving these wagons are independent, lacking a sponsor within the Clans, and are led by a cunning Ronin named Otogawa.  He is a tall but portly man in his early thirties, with a grizzled three-day beard that never seems to grow any longer.  

The merchants set up at the edge of the marketplace and Otogawa immediately begins negotiating with the Yasuki.  He has brought a wagon-load of high-quality pottery (the sake works is constantly in need of bottles for its product), and hopes to exchange them for a large supply of sake that he can sell at a profit elsewhere.  

Ronin PCs will be released from service until the caravan leaves, which is expected to be in three days.  These merchants do not stay at either of the inns – they set up tents next to their wagons, and the ronin will be allowed to sleep in these tents as well.  

Exploring the Town

The PCs should be allowed a chance to look around Friendly Traveler Village, visit any locations that interest them (such as the Temple, the inns, the restaurant, or the geisha house), and get to know the NPCs who inhabit the place.  

Gossip and Speculation

If the PCs spend any time speaking with the locals or sharing information and gossip with local samurai, they can pick up on several interesting bits of information.  Exactly how this information is conveyed, of course, should depend on who the PC is speaking with (a merchant or a local peasant will clearly speak in a different manner than a samurai):

· There have been several minor border incidents in the last few months between the Crane and Crab.  Nobody has been killed in these incidents, but several samurai have been injured.

· Daidoji Hayashi, the Daidoji family daimyo, arrived in the village a few days ago and has been visiting Yasuki Fumi almost every day.  It is generally thought he is here to discuss the recent border incidents.   

· The Miya family has announced the creation of a new Imperial office, that of the Sapphire Magistrates, who are to be tasked with upholding peace across the Empire.  Supposedly these magistrates will be chosen through a series of tournaments. 

· There is a scandalous rumor circulating that one of the Emperor’s two eldest sons (either Hatsu or Kobashi, depending on who tells the story) has fathered an illegitimate child.

The Candyman

The man who calls himself “the Candyman” is a street entertainer who travels around Friendly Traveler Village in the afternoons and early evenings, performing to small street-side crowds and sometimes in the common rooms of the Inns or the restaurant.  He dresses in a plain and slightly baggy kimono and hakama, but makes up for his mundane clothing with a ready smile and a great deal of charisma.  He has a small wheeled cart containing various props and tools for his street performances (umbrellas, balls, tops, paper for origami, flutes and drums, and so forth).  It also contains a small firepot with which he keeps a tray of sugar candy warm.  His main trick, and the one which gives him his name, is to spontaneously create small edible sculptures (such as mice, birds, and butterflies) from the wax-like sugar candy and hand them out to the audience.  Other performances include juggling, various prestidigitation “magic tricks,” spontaneous origami, music, etc., all accompanied by an entertaining act and patter.

The Candyman has been here since spring, subsisting on the donations from his audiences, and sleeping nights on the front porch of the Temple of Daikoku.  He is a friendly and personable fellow, but makes a point of being evasive about his past, substituting jokes about how far he has traveled, how sore his feet are, the holes in his sandals, etc., rather than answering any questions up front.  In actual fact, the Candyman is an eta who has escaped his caste by adopting the life of a traveling entertainer.  

Although he will not talk about his own past, the Candyman is very knowledgeable about what is happening in the village – he talks with everyone, after all.  If the PCs make a few small donations, he will be happy to answer their questions.  He knows the following:

· Hasaki the Knife-sharpener is a new arrival and has only been here four days.  He speaks in a very old-fashioned way.

· Yasuki Fumi, the ruler of the village, is actually a regent, since the Crab do not usually allow women to inherit such positions.  The two ship captains (Yoritomo Gyoshoku and Daidoji Ajito) are both trying to court her.    

· The local Crab military garrison does not get along well with the Crane magistrate.    

The Candyman does not have any patron or sponsor, nor does he have travel papers – he gets through life by being charming and harmless, and fleeing when things get scary.  If any of the PCs behave in a genuinely hostile or suspicious way toward the Candyman, he will leave town within a few hours.  If they actually try to attack or detain him, he will simply flee, if necessary dumping over his cart to obstruct pursuit.  

The Spy

The Hira-gumi have been spying on the village since Daidoji Hayashi arrived four days ago.  To facilitate this, one of them has assumed the identity of a traveling knife-sharpener, and taken up position outside the Fortune’s Mercy Inn.  During the day, there are usually one or two local villagers standing around chatting while the spy, who calls himself Hasaki, sharpens their kitchen knives on a small, foot-pumped spinning stone.  The high-pitched grinding noise is a frequent backdrop to the village’s day-to-day affairs.  

Hasaki has a small wooden cart which contains his sharpening stone, some clothing, an umbrella, a few rice cakes, and a set of travel papers.  The papers are forged, but seeing through them will require a roll of Intelligence/Investigation at TN 34.

Hasaki will offer to sharpen the swords of any ronin PCs for a mere 5 zeni (he charges 2 zeni for knives).  He is skilled at playing a harmless, nondescript commoner, but PCs who speak with him may notice (with a roll of Investigation/Intelligence at TN 20) that he sometimes uses oddly archaic turns of phrase in his language.  If the PCs point this out, he will claim that his family is from a small backwater town where everyone talks like he does.  This is a clever example of “lying with the truth” – to see through it, the PCs will have to defeat his Awareness/Deceit (Lying) by at least one Raise with their Perception/Investigation (Notice).

PCs who watch Hasaki for a sustained period of time can roll Perception/Investigation at TN 25 to realize that he is very subtly “casing” the town, figuring out the layout and tracking where everyone is.   

If a PC gets threatening or abusive toward Hasaki, he will plead for assistance from the local magistrate, Daidoji Jikuro.  The Crane will strongly disapprove of visiting PCs who make strange accusations against a harmless peddler.  He lacks the skill to recognize Hasaki’s papers as a forgery, and will likely dismiss any PCs who claim it is such unless those PCs are Emerald Magistrates.  (He will be more polite to such PCs, but will still not be willing to take action against a “harmless peddler,” especially since an Emerald Magistrate does not have any jurisdiction over the matter.)   

Part Two: Dinner with the Yasuki

On the evening of the second day (after all the PCs are in the Village), all of the samurai visitors are invited to spend the evening in Yasuki Fumi’s residence, where she is hosting a dinner.  This will include all of the Clan/Imperial PCs, the tax assessor Otomo Komaji, Daidoji Hayashi and his two assistants, and the ship captains Yoritomo Gyoshoku and Daidoji Ajito.  

Ronin PCs do not receive an invitation.  However, their employer Otogawa will bribe the Mantis captain, Yoritomo Gyoshoku, to “hire” these PCs as bodyguards for the evening.  In return the PCs get to eat a splendid meal in Fumi’s house.  This will ensure that Otogawa can learn anything of value that might be discussed this evening.  

It is late afternoon when the guests make their way up to the house.  The clear midday weather had given way to churning gray clouds and a stiff, muggy breeze.  The PCs will be able to meet some of the NPCs on the way to Fumi’s house, and can speak with them beforehand if they wish.  From these interactions the PCs should be able to learn the following:

· Fumi is being actively courted by several samurai, since she is the heiress to the village and its incredibly profitable sake works.  Yoritomo Gyoshoku and Daidoji Ajito are both known to be seeking her hand, and pursue her every time their ships dock here.  (If any of the PCs are ronin, Gyoshoku will strongly suggest that in return for his bringing them along, they should assist his courtship efforts.)

· Fumi is said to be a wonderful hostess, and holds these gatherings every chance she gets.  Crane NPCs will suggest this is an effort to bring some culture and honor into an otherwise lowly village of peasants and merchants.     

· Some of the guests may also suggest that Fumi is trying to distract herself (or others) for an evening from her negotiations with Daidoji Hayashi.

Dinner is Served

Attentive servants welcome the PCs to the house and lead them in to a large inner room.  One whole wall is made up of sliding doors, currently opened to look out on the huge garden at the center of the house.  Pleasant breezes drift through the room, dispelling the worst of the summer heat. A large weapon rack is placed prominently on one wall, encouraging the guests to set aside their blades while visiting.   (Everyone takes the hint, at least as far as katana, but several guests, including Hayashi, hold on to their wakizashi.)  Additional servants circulate the room, serving tea and snacks, then laying out a table for the meal itself.  

Yasuki Fumi is already in the room, and will welcome all of her guests in person.  She is dressed in a beautiful formal kimono and her hair and cosmetics are immaculate.  Fumi is quite extraordinarily charming and has a knack for always saying just the right thing to make everyone happy.  She will deflect any serious discussions or inquiries, keeping the dinner conversation firmly on pleasant trivia and distant gossip.

The dinner should provide the GM with opportunities to work in any of the gossip topics from Part One that have not yet been picked up by the PCs.  In addition, the following specific NPC interactions will occur:

· Yoritomo Gyoshoku and Daidoji Ajito will spend the evening trying to charm Fumi and win her favor.  This will mostly consist of paying her compliments and trying to take over any conversation which the other might be dominating.  

· Daidoji Hayashi will clearly be somewhat uncomfortable with an evening of trivial social pleasure.  He is generally taciturn, speaks briefly and to the point, and resists being drawn into conversation, even by Fumi.  Anyone who rolls Awareness/Investigation at TN 20 can tell that he regards the entire evening as a distraction from why he is here.  

· Hayashi’s two assistants are more relaxed (especially the courtier, Kakita Deju, who enjoys being able to spend an evening gossiping and dining).  Given the chance, they will speak of their lord’s negotiations with anyone not directly involved (that is, anyone who is not a Crab).  They complain that Fumi is being very cagey and evasive, and say their lord suspects she is directly involved in the smuggling and tax evasion issues he is complaining about.  Fortunately, she does seem interested in defusing the recent border incidents, so at least some good will come out of this trip. 

· Otomo Komaji will, at one point, indirectly accuse Fumi of concealing the full extant of the village’s taxable revenues.  Daidoji Hayashi clearly perks up and listens to this with interest.  Fumi will laugh off this gambit rather than being ensnared by it, but a PC who rolls Awareness/Investigation at TN 25 will see an angry flash in her eyes.

The dinner itself is excellent but also almost grotesquely rich, with many rare and expensive foods.  Fumi clearly believes in displaying her wealth through entertainment.  

She has also arranged for a musical performance by a geisha from the House of Green Eyes.  Sayuki, a stunningly beautiful young woman of eighteen, glides into the room early in the meal, seats herself gracefully, and bows low to the guests before beginning her performance.  The song she chooses is “Beautiful Regrets,” a love song about a samurai-ko who forsakes her vow of chastity for a samurai of another Clan.  Most of the guests enjoy the beautiful performance, but Daidoji Hayashi is clearly irritated by such frivolity.   

The Storm Breaks

Two-thirds of the way through the dinner, the cloudy summer weather erupts into a fierce downpour.  Rain thrashes the koi pond and sluices off the tiled roof in great streams, and lightning flashes within the clouds, accompanied by loud claps of thunder.  To her credit, Saiyuki the geisha does not miss even a beat on her song, although her eyes visibly widen at the first roar of the downpour.   

The rain continues without let-up throughout the rest of the evening and into the early night.  Several of the guests are clearly unsettled by the fierce weather, but Yoritomo Gyoshoku will use the opportunity to make reference to the great god Osano-Wo, “whose mighty bloodline graces both our Clan and that of the Crab.”

At the end of the dinner, Yasuki Fumi will rise and simperingly thank her guests for sharing the evening with her.  “This has truly been a beauteous occasion, enlivened by the magnificent display of the spirits of nature.”  She gestures at the pouring rain outside the room.  “The only thing which could make this evening complete would be a poem by which I could remember it.”

Gyoshoku and Ajito will of course leap at this bait, immediately offering short impromptu haikus and then composing longer poems.  Some of the PCs may do so as well.  Otomo Komaji, while clearly disapproving of Fumi, is too well-mannered not to offer at least one poem.  Daidoji Hayashi, however, is weary of enduring Fumi’s behavior – when his courtier assistant Deju begins to recite a poem, he abruptly rises, bows, and collects his sword from the rack.  “I thank you for a pleasant evening’s entertainment, Fumi-san, but I must depart.  We can resume our discussions tomorrow.”  He bows deeply but quickly to the other guests as his underlings scramble to their feet and collect their own gear.  Fumi tries to persuade Hayashi to stay, pointing out the bad weather, but he shrugs off her suggestions, clearly disgusted with the entire wasted evening.  By the time he strides out of the house, he will be so irritated that he even waves off the offer of an umbrella from Fumi’s servants.  His underlings morosely follow him out into the downpour.  

Part Three: The Hira-gumi Unleashed 

During the storm, the warriors of the Hira-gumi infiltrate the village and link up with Hasaki, who is sheltering outside the Fortune’s Mercy under a tattered umbrella.  Concealed by rain, thunder, and darkness, they set out to launch a reign of terror.

Their first target will be the magistrate, Daidoji Jikuro, and his yoriki.  Both are dead well before anyone leaves Fumi’s house.  The Hira-gumi believe that this attack will effectively disable the local authorities.  Their second target will be Hayashi himself as he returns across the village to the Fortune’s Mercy.     

Noticing the Attack

The PCs who are still at Yasuki Fumi’s house may roll Raw Perception at TN 20 or Perception/Hunting at TN 25 to overhear the distant clash of swords over the rain and thunder.  The only NPC who will make the roll is Otomo Komaji – with a Raw Awareness roll at TN 15, a PC notices him pause, look up with a puzzled expression, then shake his head and return to the matter at hand.  If a PC asks him what drew his attention, he frowns and remarks, “I thought I heard the sound of swords clashing, but I must have been mistaken.  A trick of the storm, no doubt.”  

If none of the PCs decide to investigate the noises, the death of Daidoji Hayashi and his companions will be discovered when everyone finally leaves Fumi’s residence at midnight.  Some of her servants will accompany the PCs, carrying lanterns on short sticks to light the way and umbrellas to shelter them from the rain, which is still pouring down (although the lightning and thunder have abated).  Although only Otomo Komaji and any Imperial PCs are actually staying at the Fortune’s Mercy, all the PCs will need to pass the ambush site on their way back to their respective residences.  

The Ambush Site

Once the PCs head out into the rain, they will quickly discover the crime scene:

A narrow stream winds its way down from Yasuki Fumi’s house, and the road crosses it on a small flat bridge.  As you cross the bridge, a glance at the rain-churned water shows a horrifying sight: three bodies lie sprawled and half-submerged.  Although their faces are beneath the water, there is no denying the Crane colors and mons of their sodden garments.   

PCs in the Ambush

It is possible, though not likely, that some PCs may decide to tag along with Daidoji Hayashi when he leaves the dinner.  They are not obligated to do this, even if they are of the Daidoji family – after all, Daidoji Ajito remains at the party, and Hayashi gives no sign that he expects anyone other than his personal assistants to accompany him.  The GM should, in fact, try to subtly discourage the PCs from going along with Hayashi, since to do so is quite likely a death sentence.

The Hira-gumi will strike as Hayashi and his companions cross the small bridge.  Four of them are hiding under the bridge and they will attack with complete surprise. Although their weapons are crude (basically primitive nagamaki with crude forging and design), they use them with considerable skill, and the blades are smeared with a paralytic agent before the attack – with even a single Wound, the victim will find his muscles convulsing and spasming, leaving him all but helpless.  Each time a poisoned victim tries to take a physical action (including attacking or running away), s/he must roll Simple Stamina at TN 25.  The TN increases by 5 for each additional dose of poison the victim takes.  (There is enough poison on the blades for each weapon to deliver two doses.)  The Hira-gumi are completely merciless, attack everyone without hesitation, and kill anyone who is helpless or trying to flee.   

Calling the Authorities

Someone will probably want to send for the local authorities – the magistrate Daidoji Jikuro and/or the garrison commander Hida Masato, neither of whom was invited to the dinner at Fumi’s house.  If none of the PCs think to do this, Otomo Komaji will certainly do so.  Yasuki Fumi, once she learns what has happened, will make a point of notifying Masato.  

Hida Masato, once alerted, will arrive within a few minutes along with a couple of his bushi.  The grim, angry Crab stomps around the scene, glowering and chewing his moustache, obviously out of his depth. 

Daidoji Jikuro, however, never arrives.  He is dead – slain by the Hira-gumi shortly before their attack on Daidoji Hayashi.  Hida Masato will loudly complain about the “useless Crane, meddles in my business but never around when he’s actually needed.”  He will take no action to investigate.  

If the PCs did not send for Jikuro themselves, word will soon come back that the magistrate and his assistants are dead.  Hida Masato will be obviously startled, and is at a loss – the situation is escalating beyond his control.  It will be up to the PCs to take the initiative and investigate.

Investigating the Daimyo’s Death

Most likely, at least some of the PCs will take the initiative and begin looking into Daidoji Hayashi’s death-scene.  (They will probably need to send for the village eta in order to investigate properly, unless they have an eta servant of their own.)  Once they start looking around, the following clues and evidence can be discovered:

· All three victims perished from deep stab wounds, probably from a spear or naginata.  The bodyguard managed to get his katana drawn, and it is still clutched in his hand, but there is no sign that any of the three victims managed to wound their opponents.  From the disarray of their clothing, it appears they thrashed and convulsed severely before dying.

· Once the bodies are removed from the water, it becomes apparent that Daidoji Hayashi’s katana and saya (sheath) are missing.  His wakizashi is still present and in its saya. 

· If a PC examines the wounds closely, a roll of Perception/Investigation at TN 25 or Perception/Medicine at TN 20 can determine that the blades used were crude and left fragments of rust in the wounds.  A PC who makes a Raise on the TN will notice traces of a blue gel around the wounds – some sort of poison.  

· There is no physical evidence of the attackers near the scene.  However, if a PC searches the bridge itself, a Perception/Investigation roll at TN 25 will discover a few scraps of cheap silk snagged on a splinter underneath the bridge.  The cloth is dyed blue.  An Intelligence/Commerce roll at TN 15 can determine that it is a very crude, cheaply-made cloth, far below the quality of anything available locally.  

· If the PCs look for tracks, a Perception/Hunting roll at TN 20 will determine that the attackers stayed in the streambed, whose muddy floor has been churned up by their feet.  Searching up and down the stream-bank will require a light-source and at least an hour, but eventually a Perception/Hunting roll at TN 20 will discover a few sandal tracks entering the water about fifty yards away (if the PCs search near that location they can discover Hasaki’s cart, see below), and a few others emerging from the stream farther downstream, near the docks.  The tracks cannot be followed further, due to the heavy rain. 

Investigating the Magistrate’s Death

Anyone who goes to Daidoji Jikuro’s house will find the front gate open, swinging slightly in the rain and wind.  The front door of the house is also slid open, and candlelight is faintly visible inside.  

Jikuro’s yoriki, a handsome young Crane bushi, lies in the front hallway, stabbed down with his sword half-drawn.  Jikuro himself lies in the candlelit room beyond, sprawled undignified on the floor.  The broken haft of a polearm protrudes from his neck, pinning him to the blood-soaked tatami mat.  Papers are scattered across the floor from an overturned writing desk – he was reviewing the week’s reports when the attack came. His swords rest untouched in a wooden rack across the room, though it is obvious he tried to reach them before he was killed.

There are four servants in the house, all of whom were killed as well.  

· As before, the victims were killed with spears or possibly bladed polearms. 

· There are muddy prints from geta (wooden sandals) in several places around the house.  A roll of Perception/Hunting at TN 15 shows that there were at least four intruders.  With a Raise, the PCs can tell that the geta are probably crude and poorly-made.

· It appears that none of the papers in Jikuro’s room are missing.  In fact, it appears that the only reason they are spilled is that Jikuro kicked over the writing table in his death throes.     

· The broken spear, if retrieved from Jikuro’s corpse, is of crude construction, and the point is rusty.    

· As before, if a PC examines the wounds in Jikuro and the others closely, a roll of Perception/Investigation at TN 25 or Perception/Medicine at TN 20 can determine that the blades used were crude and left fragments of rust in the wounds.  A PC who makes a Raise on the TN will notice traces of a blue gel around the wounds – some sort of poison.  

· PCs may try to follow the tracks from the house, but sadly the pouring rain will quickly wash them away.  

Secondary Clues

If the PCs discover the poison on the wounds of the victims, they can try to identify it.  This will require a roll of Intelligence/Medicine at TN 25 or Intelligence/Poison at TN 20.  A successful roll determines that the poison is a reduced and thickened concoction made from the secretions of a poisonous frog found in Rokugan’s swamps.    

If the PCs retrieve one of the Hira-gumi’s weapons (such as the broken spear found in Daidoji Jikuro’s hut), close examination of it can elicit some additional clues. The blade is made from iron, not steel, and shows the marks of crude hand-forging.  A roll of Perception/Investigation at TN 25 can locate a symbol, apparently a mon, scratched into the blade near the base.  A roll of Intelligence/Lore (Heraldry) can determine that it is actually intended to be a Daidoji mon, but is badly distorted. 

PCs who check the town for anything else strange or out of place can roll Perception/ Investigation at TN 20 to notice that the knife-sharpener Hasaki is gone, along with his cart and umbrella, from his accustomed place outside the Fortune’s Mercy Inn.  If the PCs specifically look for Hasaki, they do not need to roll to notice he is gone.  If they look for wheel-tracks from his cart, they can roll Perception/Hunting at TN 25 to follow the tracks to a ditch less than fifty yards from the site of the attack on Daidoji Hayashi.  There, they find the cart concealed beneath a pile of brush.

Uromasu, the owner of Silk’s Kiss (and secret Daidoji Harrier) will quietly try to investigate both crime scenes.  PCs who make a successful Opposed Roll of Perception/Investigation against his Awareness/Deceit will notice him lurking around both crime scenes.  If any PC confronts him, he will claim he was merely curious about the ghastly crime (this will actually be somewhat believable, since by this time many of the villagers will be peering out of their huts, gathering to gossip, etc).  Again, the PCs will have to overcome his Awareness/Deceit in order to see through his act.  

· If a PC sees he is lying and begins making accusations or attempting an arrest, Uromasu will seek to escape (if necessary using his Harrier skills to non-lethally defeat the PCs) and retreat to the Lady Doji’s Kiss, hoping to report back to his superiors.

· If any of the PCs are Daidoji themselves, Uromasu will privately reveal himself to them and try to gain their cooperation. 

Magical Investigations

If there are shugenja among the PCs, they will be able to assist the investigations in a number of ways.

Shugenja PCs will likely seek to Commune with spirits in order to gain information on who committed the crimes.  With the storm pouring down, the Water spirits in the village are active and excited.  PCs will be able to find useful Water spirits at all of the murder sites.  There are also Air and Earth spirits at all of the crime scenes – however, due to the pouring rain, they are grumpy and will require an extra Raise to answer PCs’ calls.  Fire spirits will obviously only be available in indoor locations (such as Daidoji Jikuro’s hut).  

Earth, Air, and Fire spirits can all describe the attackers as dirty men dressed in dirty clothing and fighting with long sticks with long pieces of metal on the end.  Water spirits can show images of these men.  If the PCs watch the Water spirit images closely, they can roll Perception/Investigation at TN 20 to recognize Hasaki the blade-sharpener as one of the attackers.  (If none of the PCs spoke with Hasaki or paid him any attention, the TN for this roll is 25.)  

Due to the confusion and excitement created by the pouring rain, the PCs will find it difficult to learn where the attackers went after the murders.  The Earth and Air spirits will only be able to report that the attackers went “into the water.”  Finding a Water spirit that knows enough to guide the PCs will require at least two Raises for more information/clarity/detail.  If successful, the PCs can learn the following (if they ask the right questions):

· The attackers originally came from the Uebe Marshes.

· They are using the stream to move through the village, emerging from it to attack.  

· With four or more Raises, the spirit can give the current location of the attackers (this will most likely be approaching their next target, see “Further Operations of the Hira-gumi” for details).

If the PCs recover a weapon, or Hasaki’s cart, they can conduct some additional magical investigations.  The cart contains an Earth spirit (in the sharpening wheel) which can tell them that its owner was killed many days ago, and the killer took it and brought it here.  The weapons do not contains spirits strong enough for a Commune, but a clever shugenja may think of casting Reflections of Pan Ku.  This will show a filthy, ugly man with a suppurating sore on his face, beating the weapon into shape in what appears to be a very crude, dirty, primitive blacksmithy.  

Finally, a Void shugenja may be able to track down the Hira-gumi by using Sense Void to locate emotions in unusual locations (such as in the stream).  

Part Four: Further Operations of the Hira-gumi

The Hira-gumi, now that they are unleashed, have no intention of stopping with just two deaths.  They will continue to strike Crane targets around the village for the rest of the night, using the pouring rain to cover their attacks.  

The Hira-gumi are only targeting Cranes and former/retired Cranes.  This will eventually include Crane PCs.  

Noticing the Attacks

The Hira-gumi have run out of poison, so it will take them a few moments to kill their later victims.  As a result, PCs have a chance to hear the sounds of these ambushes (clash of weapons, shouts for help) while they are underway.  This will normally require a roll of Raw Perception at TN 20.  If a PC is fairly close by (for example, visiting the Mantis ship when the Hira-gumi attack Ajito), the TN is 15.  Of course, if they are actually at the location of the ambush, they will automatically notice it.

Daidoji Ajito, captain of Lady Doji’s Grace 

Ajito will be among those who discover Hayashi’s death.  He will remain around the murder scene, gawking and gossiping, for some time.  Once word arrives that Daidoji Jikuro is also dead, however, Ajito will clearly take alarm and head for his ship, his umbrella-carrying servant hurrying after him, struggling to hold the umbrella over his head.

Ajito will be ambushed on the docks – the Hira-gumi are waiting in the darkness beneath the pier, anticipating his return.  If any PCs accompany him, they will be attacked as well.  As before, there are four attacking Hira-gumi.  Two of them will climb onto the pier in front of him, the other two behind him.  However, they have run out of poison, so they will have to strike him down (along with the servant and any PCs) solely with their blades.

Due to the darkness and pouring rain, the attack will not be immediately noticeable from the two ships, whose crews are sheltering from the weather belowdecks.  However, Ajito and the servant will both shout for help (the servant shrieking desperately).  If the PCs hear this noise (Raw Perception at TN 20) and head for it immediately, they can roll Agility/Athletics at TN 20 to reach the docks in time to see the Hira-gumi finishing off Ajito.  

Obviously, if any PCs accompany Ajito, they will be able to confront the Hira-gumi immediately and directly, as well as adding their voices to the shouts for help.

If none of the PCs hear the noise, the crew of the Kaori will notice the sounds and discover Ajito’s body.  They will be able to report seeing four men in ragged outfits, carrying polearms, fleeing from the docks.  

If the PCs check for tracks and other evidence here, they will not find any on the pier (the rain washes away all traces).  However, if they look underneath the pier, they can roll Perception/Hunting at TN 20 to find some sandal tracks in the mud.  Likewise, if they immediately search for tracks on the road leaving the pier, they can roll Perception/Hunting at TN 25 to notice a few sandal tracks heading into the town.  (These will be washed away by the rain within half an hour.)  

Uromasu, owner of Silk’s Gift

After killing Ajito, the Hira-gumi will not immediately return to the sheltering stream-bed.  Instead, they will slink through the village’s darkened streets, hunting for Uromasu, the disguised Harrier.  

This will offer the PCs one of their best chances to catch the Hira-gumi.  Uromasu will notice the Hira-gumi while returning to his shop, and will engage them in a running fight/chase through the streets, trying to get home and arm himself.  He will try to keep silent and make it home to get his weapons – he has sworn to his superiors not to expose his identity as a Harrier.  If the PCs are anywhere outdoors in or near the heart of Friendly Traveler Village, they can notice this stealthy battle by making an Opposed Roll of their Investigation/Perception against the averaged Agility/Stealth of Uromasu and his pursuers (6k3).

If the PCs do not manage to notice this incident, Uromasu will make it back to his shop but is killed while retrieving his gear from its hiding place.  He succeeds in wounding one of his attackers before they skewer him to death.  Stealth will go by the wayside in this final struggle, and the PCs can overhear the attack in the same manner as the others.  As before, an Agility/Athletics roll at TN 20 will allow them to arrive in time to encounter the Hira-gumi as they finish off Uromasu.

· Uromasu’s death will not normally be discovered until the following morning, when a villager notices the back door to his private quarters is open.  However, if the PCs go looking for him, or send someone to find him, they can discover it earlier.    

· Uromasu’s body is lying in his private room, sprawled next to the open floor panel.  His locked crate has been pulled out but not opened.  The dead Harrier’s right hand is locked around the shaft of a crude nagamaki which pins him to the floor, and his face is set in a defiant snarl.  His blood is pooled on the wooden floor and spilling into the secret hole.  

· A PC who rolls Perception/Investigation at TN 15 discovers that Uromasu wrote something on the floor with his left hand, using his own blood.  It is the kanji for “Hira.”  A PC who rolls Intelligence/Lore (History) at TN 25 (TN 20 if the PC is of the Daidoji family) recognizes the reference to the ancient rebel who waged the Foxfire War against the Clan.

· The weapon can offer the same clues as any other Hira-gumi weapon.   

· If the PCs attempt to trail the Hira-gumi from here, and arrive within a few minutes of Uromasu’s death (e.g. they heard the fight but did not make the Athletics roll to arrive in time), they can roll Perception/Hunting at TN 20 to find a blood trail.  This will lead them to the Hira-gumi as they are preparing to attack the Drunken Carp. 

If the PCs discover and intercept the Hira-gumi during their pursuit of Uromasu, he will try to take advantage of this to flee back to his shop (avoiding the need to “break his cover”) and collect his equipment.  Thereafter he will search for the Hira-gumi on his own, stealthily.  

If the PCs arrive after Uromasu has been killed, the Hira-gumi will attempt to flee – one of them is wounded, and they have lost another of their weapons.

Kouma, Manager of the Drunken Carp

If the PCs do not intercept the Hira-gumi during their pursuit or murder of Uromasu, the four killers will retreat to the edge of the swamp to treat their injured comrade and replace their lost weapons.  The PCs could potentially trail them if they arrive at the murder scene quickly.

Otherwise, the Hira-gumi will re-enter the town half an hour later to attack their next target, Kouma.  By this time, the Drunken Carp is closed and Kouma and his workers are cleaning up the place before retiring for the night.  

The Hira-gumi will simply break in and try to kill everyone in the building.  Kouma will fall (unless the PCs are there to help him), but at least two of the commoner employees will manage to escape and flee through the streets of the village, screaming for help.  Consequently, the TN for the Raw Perception roll to hear them is only 10.  Again, if the PCs hurry (making an Agility/Athletics roll at TN 20) they can arrive in time to see the Hira-gumi leaving the building.

By this time, clever PCs may have figured out that the attackers are going after Cranes.  Thus, it is possible that the PCs will be able to get to the Drunken Carp ahead of the Hira-gumi and lay an ambush of their own.

If the PCs do not arrive in time, they will find the usual evidence of a brutal attack.  The surviving commoners can describe an attack by four grubby, dirty men dressed in dark blue clothing and wielding pole-arms.  

Attacks on Crane PCs

After Kouma, the Hira-gumi will have only one possible target remaining: PCs from the Crane Clan.  They will attempt to trail these PCs (Opposed Roll of Perception/Investigation against their Agility/Stealth to notice them) and try to attack when the Crane targets are isolated or vulnerable.  They will avoid attacking a group of PCs unless they have superior numbers.

Pursuit and Ambush

If the PCs manage to locate and confront the Hira-gumi with equal or superior numbers, the Hira-gumi will immediately break off their attacks and attempt to retreat to the swamp.  The PCs can (and should) pursue, but they will be facing a series of ambushes and traps placed by the Hira-gumi to discourage pursuit.

If the PCs are actively pursuing the Hira-gumi (rather than following a trail), they can make an Opposed Roll of their combined Agility/Athletics against the Hira-gumi’s combined Agility/Athletics.  A success means the PCs catch up with the Hira-gumi and can engage them in combat.  Failure means the PCs run into one of the traps/ambushes, and must make another Opposed Roll after surviving the obstacle.  

The obstacles will be encountered in a specific sequence, as follows:

· Pongi sticks.  The PCs walk into an area where sharp, filth-smeared sticks are concealed in small holes in the ground.  Each PC must roll Reflexes/Defense at TN 15 to avoid stepping on one of the sticks.  A PC who steps on a stick suffers 2k1 Wounds, and is considered Lame for the remainder of the adventure.  See also “Infected Wounds” under Conclusion.  

· Ambush.  Two additional Hira-gumi are in the swamp, and will stage a suicidal ambush with the goal of delaying the PCs long enough for their comrades to get away.  The PCs must make Opposed Rolls of their Perception/Investigation against the Hira-gumi’s Agility/Stealth to notice them waiting under mud-smeared woven mats.  With a success, the PCs fight normally – if none of them notice the ambush, the two Hira-gumi get one round of free attacks against TNs of (5 + Armor).  They do not have poison on their weapons (all the available poison was assigned to the attack on Friendly Traveler Village).

· Pit.  The Hira-gumi will lead the PCs through an area where a pit has been concealed beneath a mud-smeared wicker mat.  The lead PCs can spot the pit by rolling Raw Perception at TN 20.  Otherwise, these PCs must roll Reflexes/Athletics at TN 20 to avoid falling into the pit.  Those who fail fall ten feet onto a layer of wooden spikes, taking 3k2 damage.  Again, see “Infected Wounds” for the effects of being injured by these filthy wooden spikes.

At this point, if the PCs have not yet caught the Hira-gumi but are still maintaining visual pursuit, the surviving Hira-gumi will turn and fight rather than lead their enemies back to their village.  They will attempt to fight to the death, and try to stab themselves in the throat if in danger of capture.  

If the PCs hang back out of sight, the Hira-gumi will continue to flee, and the PCs can try to follow them to their village.  See “Locating the Village” in Part Five below for further details.  

Part Five: The Hira-gumi Village

The PCs may decide to satisfy themselves with driving off or killing the Hira-gumi.  However, aggressive PCs will probably want to learn where these mysterious attackers came from.

Locating the Village

There are two ways for the PCs to locate the Hira-gumi village within the Uebe Marshes.  One is for the PCs to manage to take a Hira-gumi alive and torture him into revealing the location.  The other is for the PCs to manage to successfully follow the Hira-gumi back to their village.  This will be difficult, since the PCs will have to against the   This will require three successive Perception/Hunting rolls at TN 20.  (Only one attempt may be made at each roll, and a failed roll means the PCs lose the trail.)  Alternatively, shugenja PCs may be able to use magic to track the Hira-gumi through the marshes – the GM must adjudicate such efforts, but in general, the PCs will need to be more creative than merely Communing with lots of spirits and hoping to find ones that remember the Hira-gumi passing by.

Since the village lies almost ten miles into the marshes, it will be morning by the time the PCs reach it.  The rain has stopped, although the sky is still gray with clouds.

As you push through the tall, waving marsh grass, you behold a strange and unsettling vision.  A small, decrepit village rests in the midst of the swamp.  There are no more than a dozen intact huts, clustered amid a few irregular rice paddies, although there are also remains of other huts which have collapsed into decay.  Stooped, muddy peasants dressed in dirty loincloths are working in the fields.  A few other buildings are present as well, including one that is clearly a blacksmithy (to judge from the smoke and the glow of a fire within) and another with a striking resemblance to a dojo.  In the middle of this tiny community is what appears to be a samurai’s residence, although no samurai you know would ever be satisfied with such crude and ugly construction.  All of the buildings are dirty and decrepit, with sagging roofs, warped walls, and other signs of neglect and shortage.  A few chickens wander through the muddy streets, weaving between the legs of skinny, filthy children.

A squat, ten-foot-tall watchtower stands on one corner of the village, and a man with a polearm stands in it.  Flying from the roof of the tower is a ragged banner with some sort of mon, although the colors have faded so badly you cannot read it from here.  

If the PCs approach the watchtower closely (within twenty yards) they can roll Perception/Lore (Heraldry) at TN 20 to recognize the banner as displaying a somewhat distorted Daidoji mon.  Of course, this will probably expose them to observation by the sentry unless they can defeat his Perception/Investigation with their Agility/Stealth.

Everything in the village is dirty, decrepit, old, and crude.  The population is too small to maintain all the skills and technologies they need to keep the village functioning properly, and many of the villagers suffer from mental deficiencies or physical deformities due to their long isolation and inbreeding.  Aside from growing rice, forging weapons, and training in their arts of ambush and murder, the Hira-gumi have almost no skills, and the village shows this.

Battle with the Hira-gumi Village

The total fighting strength of the Hira-gumi is ten adult men, of whom six went on the mission to Friendly Traveler Village (the four attackers and the two reserve ambushers).  One of the four who remained behind is the blacksmith, and has only limited fighting skills.  The other villagers comprise thirteen women, eight children, and two elderly, one of whom – the “daimyo” – lives in the village’s central house.     

If the PCs approach or attack the village, panicked screams will sweep the village, shouts that “the false ones have found us!”  The remaining four men (and any survivors from the earlier encounters) will fight the PCs relentlessly and to the death, refusing any quarter and doing their best to either kill or die fighting.  The civilians will gather at the central house, where, if the fight appears to be lost, they will attempt to kill themselves in various ways – cutting their wrists or throats, strangling the children, etc.  The old “daimyo” will actually commit ritual seppuku, but has no second, and ends up dying noisily and gruesomely on the floor of his house.      

It will be difficult, but not impossible, for the PCs to take prisoners.  PCs may be able to disable combatants without killing them, not all of the suicides will die before the PCs can treat their injuries, and some of the children can be saved if the PCs take out their parents quickly enough.  

Getting Help

The PCs may decide that the village is too much for them to deal with on their own.  If they seek help from the authorities, Hida Masato will initially balk, but can be won over by persuasive Crab PCs (or by enlisting higher authority, such as that of an Emerald or Sapphire Magistrate or of Otomo Komaji).  

With Masato and his five bushi along to help, the PCs will be able to easily defeat the village (in this case it will not be necessary to “roll out” the battle).  Prisoners can be taken if the PCs make sure to mention they are making efforts to do so.  

Conclusion

If the PCs successfully assault the Hira-gumi village, they will be free to explore it and try to learn more about these mysterious people.

There are several interesting locations and artifacts in the village.  

· The “daimyo” possesses an ancient wakizashi with an antique Daidoji mon inscribed on the saya.  He also has an ancient suit of armor with Crane colors barely visible on its flaking lacquered surfaces.   

· The dojo has wooden plaques on its walls recording the names of each graduating class.  These cover two entire walls, with the numbers of names (and the quality of the calligraphy) gradually increasing the older the plaques get.  A PC who reviews these carefully can deduce (with a Raw Intelligence roll at TN 20) that this dojo is over nine hundred years old.  

If the PCs take any prisoners, they can learn more.  All the villagers speak in the same antique style favored by Hasaki – the Rokugani language as it was spoken hundreds of years ago.  Although they will try to be defiant and resist questioning, their general weakness and decrepitude will cause them to break quickly under torture (or even clever or persistent questioning).  The PCs can learn the following from them:

· They call themselves the “Hira-gumi” and claim to be the true followers of Daidoji Hira, who rebelled against his family during the Foxfire War.  They see themselves as heroes, battling with Hira against the oppression and cruelty of the rest of the Crane Clan (who they refer to as the “false ones”).

· They say they have been waiting many, many years for Hira’s messengers to return and call them back to do battle again with the “false ones.”  They do not have a concrete idea of how many years – their traditions are mostly oral and their perspective on time has essentially become mythic.

· They will try to avoid mentioning the arrival of Kageko, but once the PCs start asking why they attacked Friendly Traveler Village, they will soon begin boasting that “Hira-sama” has sent a messenger to call his faithful followers back to war. They name the messenger as Kageko and describe him as a wise and powerful man who dressed in a cloak and straw hat.  

· Kageko commanded them to resume their struggle against the “false ones,” and told them one of the enemy leaders would be in Friendly Traveler Village at this time.

· Kageko is no longer in the village – he left after giving them their orders.  They do not know exactly where he went, but he told them he was going to summon other true followers of Hira to resume the struggle. 

Fate of the Sword

Where is the Daidoji family sword?  Once they took it from Hayashi, the Hira-Gumi immediately sent a runner back to the village with their prize.  The PCs will find the blade in the “dojo” of the village, where it is displayed as a prize of war.   

Infected Wounds

If the PCs were wounded by the Hira-gumi’s pongi sticks or their spiked pit, these filthy wounds will probably become infected, causing long-term problems for the victims.

Each PC who was wounded in this way must roll Raw Stamina at TN 20 to avoid getting infected.  If the PC fails the roll, the following effects take place:

· The PC is considered to suffer from the effects of the Permanent Wound and Frail Mind disadvantages.  If the PC already has either of these disadvantages, the effects stack (two Wound Ranks filled out at all times, four free raises to opponents when trying to resist with Willpower).  

· At the end of each subsequent adventure, the PC can roll Raw Stamina at TN 25 to finally recover from the infection.  If the PC fails the roll with three or more 1’s, the infection becomes fatal and the PC dies.

· The spells Hands of Jurojin or Peace of the Kami will cure the infection.  No other magic will be effective.

The Daimyo’s Death

The death of Daidoji Hayashi will represent a major political upheaval in the Empire.  The Crane Clan will attempt to blame the Crab for the incident, especially since Hayashi died while negotiating some delicate matters with Yasuki Fumi.  They demand apologies and recompense for their loss, including territorial and commercial concessions.  The Crab insist they are not to blame, refuse the Crane demands, and threaten reprisals of their own.

If the PCs successfully tracked down the Hira-gumi and managed to collect at least some clues about their identity and purpose (and especially if they located and destroyed the village in the Uebe Marshes), the tensions from the incident are significantly reduced, although the Crane continue to insist that the Crab bear some responsibility for failing to protect Hayashi.  

Regardless, the identity and purpose of the mysterious “Kageko” remain unknown.   

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 defeated the Hira-gumi ambush team:
+1 XP

PCs located and destroyed the 


Hira-gumi village:


+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

All PCs gain +1 Glory for destroying the Hira-gumi.  Crane PCs gain an additional +2 Glory, and Daidoji PCs also gain +1 Honor and +2 Status.

Daidoji Hayashi’s Sword

It is possible that a PC, most likely a Scorpion or ronin, will wish to steal Daidoji Hayashi’s sword (which is after all a magnificent Kakita blade).  

If a PC is detected doing this, he or she will be immediately hunted down and killed by all the samurai in Friendly Traveler Village.  The PC has committed a grotesque violation of bushido and is now beyond the protection of anyone.  There is no need to roll this out – the PC is killed.

It is possible, however, that a PC may be able to find a way to steal the sword without being detected – most likely by hiding the weapon in the swamp, retrieving it later, and then spinning a story to explain it.  Maintaining this story will not be easy – the cert for the blade explains the requirements.  

Besides that practical problem, the PC will also suffer an immediate loss of two full Ranks (20 points) of Honor for committing such a vile deed.  If the PC is Crane, the loss is three full Ranks.   

Appendix #1: NPCs

Daidoji Hayashi, Daimyo of the Daidoji Family

Hayashi is a tall, lean man in his late twenties with a narrow, unhandsome face.  His white hair is worn in a strict samurai topknot.  While in Friendly Traveler Village he wears a fine-quality but plain blue kimono, with no armor, but carries his swords.  Personality-wise, Hayashi is a serious, competent, hard-edged man with a piercing gaze.  He has a deep hatred for the Lion Clan (due to the tragedies of the War of Bleeding Flowers almost fifty years ago), but is rigidly self-controlled and careful to avoid any provocation.   

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 3
	WATER 3  

	
	

	VOID 3


[Wounds are at +3 per Rank.]

TN to be Hit: 26


School/Rank: Daidoji Yojimbo 3


Rank One: Add Honor Rank to total of Wounds at each Wound Level.  Add Air ring to all Attack rolls. 


Rank Two: If he takes the Full Defense posture, on the following round he may add his Insight Rank x 5 to his Initiative score.  Adds Fire Ring to his TN to be Hit at all times.


Rank Three: One ally within normal movement range has their TN to be Hit increased to match his for the remainder of the round.  Benefit from Rank One changed to add 2 x Air Ring to the total of all Attack rolls.

Honor/Status/Glory: 3.2/7.0/5.6

Skills: Acting 2, Athletics 3, Battle 1, Commerce 3, Courtier 3, Defense 4, Deceit (Lying) 2, Etiquette (Sincerity) 2, Hunting 3, Investigation 2, Kenjutsu 5, Lore (Commoners) 3, Medicine 2, Navigation 1, Peasant Weapons 2, Stealth (Ambush) 3, Theology 1.

Mastery Abilities: Add ranks in Defense to TN to be Hit.  Add 5 to the TN of Contested Social Rolls made against him.  Wound penalties to attack rolls are reduced by Weapon Skill rank when using Kenjutsu.  May spend an additional Void Point on damage when using Kenjutsu.  

Advantages/Disadvantages: Heart of Vengeance (Lion Clan), Sacred Weapon (Kakita blade), Social Position (Daidoji family daimyo), Wealth
Equipment: Daisho set (katana is Kakita blade), fine kimono, sandals.

Kakita Deju, Hayashi’s Assistant

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 3

	EARTH 2
	WATER 2 

	
	Perception 3

	VOID 2


TN to be Hit: 10


School/Rank: Doji Courtier 2


Rank One: Adds twice his Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 2 times a day.


Rank Two: Observe an opponent for one round, spend a Void point, and make an Opposed Awareness roll.  If successful, the opponent must reveal one of their Advantages.  Any time in the next day that the opponent uses this Advantage in a social situation, he gains 2 Free Raises on any Contested Social rolls against him.  (If he already knew he possessed the Advantage, he gets an additional Free Raise.)

Honor/Status/Glory: 2.5/2.0/1.8

Skills: Calligraphy 3, Courtier (Gossip) 4, Deceit 2, Defense 1, Etiquette (Conversation, Sincerity) 4, Lore (Heraldry) 3, Lore (History) 1, Meditation 2, Medicine 1, Storytelling (Poetry) 3, Theology 2.

Mastery Abilities: Adds 5 to the TN of any Contested social roll made against him.

Advantages/Disadvantages: Social Position (aide to Daidoji Hayashi)/Compulsion (Gossip).
Equipment: Fine kimono, wakizashi, fan, traveling pack (contains blank scrolls, writing kit, Hayashi’s papers, and personal journal), 10 koku.

Daidoji Bodyguard (interchangeable)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2 
	WATER 2 

	
	Strength 3

	VOID 2


[Wounds are at +2 per Rank.]

TN to be Hit: 18 (23 in Light Armor).

School Rank: Daidoji Yojimbo 1


Yojimbo Rank One: Add Honor Rank to total of Wounds at each Wound Level.  Add Air ring to all Attack rolls. 

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Athletics 2, Battle (Skirmish) 2, Courtier 1, Defense 3, Etiquette 2, Iaijutsu 3, Investigation 1, Kenjutsu 3, Kyujutsu 2, Meditation 1, Spears 2, Theology 1.

Mastery Abilities: Add Defense skill rank to TN to be Hit.

Advantages/Disadvantages: None.
Equipment: Daisho set, kimono, light armor (not worn), yari (not carried), 5 koku.

Otomo Komaji, Imperial tax assessor.  

Komaji is a tall, handsome man with perfectly-styled hair and calm, perceptive eyes.  He is a dedicated and honorable man who performs his duties to the very best of his ability.  He has some knowledge of Yasuki Fumi’s smuggling activities, but not enough to report her to the Emerald Magistrates.

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 4

	EARTH 2
	WATER 2 

	Willpower 3
	Perception 3

	VOID 2


TN to be Hit: 10


School/Rank: Otomo Courtier 1


Rank One: Does not lose Honor for using the Deceit skill unless he chooses to do so.  Any time he successfully uses the Deceit skill against someone, gains a Free Raise to be used in a Contested Social skill roll against that individual (must be used within the next day).  

Honor/Status/Glory: 3.5/3.0/1.5

Skills: Calligraphy 2, Courtier (Manipulation) 3, Deceit (Intimidation) 2, Defense 1, Etiquette (Bureaucracy) 4, Investigation 2, Lore (History) 1, Lore (Heraldry) 2, Lore (Law) 1, Meditation 2, Theology 2.  

Mastery Abilities: Adds 5 to the TN of any Contested social roll made against him.

Advantages/Disadvantages: Social Position (Imperial Tax Assessor), Wealth
Equipment: Wakizashi, badge of office, fine kimono, steed (fine Rokugani pony), traveling pack, 25 koku.

Yoritomo Gyoshoku

The captain of the Mantis vessel, the Kaori.  He is a muscular man in his early thirties with a bushy moustache and a casual, smiling attitude.  There are darker depths to him, but he keeps them carefully hidden.  He is here to pick up a shipment of sake, as well as to make a try at Yasuki Fumi’s hand in marriage.     

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3 
	WATER 3 

	
	

	VOID 2


TN to be Hit: 20


School/Rank: Yoritomo Bushi 2


Rank One: Suffers no penalties for off-hand fighting or for using a small weapon in his off-hand.  May ignore TN penalties for uneven footing if they are less than his School Rank x 5.  Opponents gain no advantage against him from flanking or higher ground.  May add his Water to all damage rolls.


Rank Two: May throw his weapon up to 20’ per Rank in Strength, gaining one kept die for damage on the hit.  In melee, may choose to sacrifice rolled damage dice for kept damage dice (number of dice switched cannot exceed School Rank).  

Honor/Status/Glory: 1.8/2.0/2.0

Skills: Athletics 3, Battle 1, Courtier 2, Commerce (Merchant) 3, Craft (sailing) 3, Deceit (Lying) 2, Defense 2, Etiquette 3, Games (gambling) 2, Iaijutsu 1, Investigation 2, Kenjutsu 2, Lore (Heraldry) 2, Medicine 1, Peasant Weapons (kama) 3, Storytelling 2, Theology 1.

Mastery Abilities: Add 5 to the TN of any Social skill rolls made against him.
Advantages/Disadvantages: Benten’s Blessing, Social Position (captain of the Kaori)
Equipment: Kimono, daisho set, pair of kama (left on ship), 5 koku.

Daidoji Ajito 

The captain of the Crane ship Lady Doji’s Grace.  A portly, smooth-shaven man of indeterminate age, with a samurai topknot nicely hiding his receding hairline.  Ajito is a soft, indulgent man who enjoys creature comforts, and takes advantage of his visit to Friendly Traveler Village to get off his ship and onto land.  He has a taste for young peasant women. 

	FIRE 2
	  AIR 3
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	EARTH 2
	WATER 2 

	Stamina 3
	Perception 3

	VOID 3


TN to be Hit: 15


School/Rank: Daidoji Trading Council/Doji Courtier 1


Daikoku’s Favor: Add Air Ring to total of all rolls involving Awareness.


Doji Courtier Rank One: Adds twice his Honor to all Courtier, Etiquette, Heraldry, Oratory, and Sincerity rolls.  May call on Favor Table (L5R Rulebook, page 123) 1 time a day.

Honor/Status/Glory: 1.6/2.0/1.5

Skills: Athletics 2, Commerce (Merchant) 4, Courtier 4, Craft (Sailing) 4, Defense 1, Etiquette 4, Investigation 1, Knives 2, Lore (Commerce) 3, Lore (Sailing) 2, Medicine 1, Navigation (Sea) 2, Theology 2. 

Mastery Abilities: Add 5 to the TN of any Social skill rolls made against him.

Advantages/Disadvantages: Allies (many), Social Position (Captain of the Lady Doji’s Grace)/Compulsion (young peasant women), Lechery
Equipment: Kimono, fan, wakizashi, tanto, 10 koku. 

Hida Masato

The local military commander for the Crab.  A burly, bad-tempered man of less than sterling intellect and skill.  He has long moustaches which he chews when he is angry (which is often).  Masato was assigned here after proving himself insufficiently skilled for the Wall.  He has a single half-squad of five bushi.  

	FIRE 2
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	Reflexes 3

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 2


TN to be Hit: 18 (28 in heavy armor)


School/Rank: Hida Bushi 2


Rank One: Add Earth ring to the total of all melee attack and damage rolls.  Ignore TN penalties for Heavy Armor for all skills except Stealth.


Rank Two: When taking Wounds, spend a Void point to make a Raw Earth roll at a TN equal to the number of Wounds suffered.  With a success, the Wounds are negated.  Earth ring is increased by School Rank when resisting Knockdown.   

Honor/Status/Glory: 1.5/2.0/1.4

Skills: Athletics 2, Battle (Shadowlands) 1, Defense 3, Etiquette 2, Games (Gambling) 1, Heavy Weapons (Tetsubo) 4, Hunting (Survival) 1, Iaijutsu 2, Jiujutsu (Wrestling) 2, Kenjutsu 2, Kyujutsu 2, Lore (Law) 1, Lore (Shadowlands) 1, Medicine 1.

Mastery Abilities: Add ranks in Defense skill to TN to be Hit.

Advantages/Disadvantages: Large/Brash
Equipment: Kimono, heavy armor (usually not worn), daisho set, tetsubo (usually not carried), fan, 5 koku.

Hida Bushi (interchangeable)

	FIRE 2
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	EARTH 3
	WATER 2 

	
	Strength 3

	VOID 2


TN to be Hit: 10 (20 in heavy armor)


School/Rank: Hida Bushi 1


Rank One: Add Earth ring to the total of all melee attack and damage rolls.  Ignore TN penalties for Heavy Armor for all skills except Stealth.

Honor/Status/Glory: 1.5/1.0/1.0

Skills: Athletics 2, Battle (Shadowlands) 1, Defense 2, Games 1, Heavy Weapons (Tetsubo) 2, Hunting (Survival) 1, Iaijutsu 1, Jiujutsu (Wrestling) 2, Kenjutsu 1, Kyujutsu 1, Lore (Shadowlands) 1

Advantages/Disadvantages: None.
Equipment: Kimono, heavy armor, daisho set, tetsubo, bow with 20 arrows, 2 koku.

Yasuki Fumi, Daimyo of Friendly Traveler Village

The daimyo of Friendly Traveler Village is a stylish and elegant middle-aged woman who has managed to preserve a great deal of her good looks.  Fumi is a direct descendent of Yasuki Taka and has inherited her ancestor’s ruthless mercantile ways; she is also adept at playing on men’s desires and weaknesses.  She is a distant cousin to the both the Crab and Crane Yasuki daimyos – she is  technically a Crab but keeps close ties with the Crane Clan as well.  Effectively, she is not a daimyo but rather a regent – the Crab are traditionalists and usually don’t allow women to inherit these sorts of positions.  Her husband, the previous daimyo, died young and in suspicious circumstances.  Since she has no children, samurai from both the Crane and Crab Clans have been courting her for years, but she plays them off against each other without making any commitments.  

	FIRE 2
	  AIR 3
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	EARTH 3
	WATER 2
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	VOID 4


TN to be Hit: 15


School/Rank: Yasuki Courtier 3


Rank One: In a Contested Social skill roll, gain one Free Raise for every two Raises the opponent makes.  Lose no Honor for conducting trade in public.  Add Water ring to the total of any Social skill rolls.


Rank Two: If he fails a Contested Deceit or Commerce roll, may spend a Void point to make a second roll – if the second roll succeeds, the effects of failure from the first roll are negated.  Gains a number of Free Raises equal to School Rank on all uncontested Commerce rolls.


Rank Three: Spend a Void point to make a Contested Willpower roll with someone she is talking to.  If successful, the target unknowingly reveals something he desires.  If she makes a Raise on the Contested roll, the desire revealed is something she can provide.  

Honor/Status/Glory: 1.4/5.0/3.8

Skills: Athletics 1, Calligraphy 3, Commerce (Merchant) 6, Courtier 3, Craft (Sake Brewing) 2, Deceit (Lying, Seduction) 3, Etiquette (Sincerity) 5, Games (Sadane) 2, Investigation 2, Knives 2, Lore (Commerce) 3, Lore (History) 2, Lore (Heraldry) 3, Lore (Law) 4, Medicine 2, Stealth 1, Underworld 3.

Mastery Abilities: Add 10 to the TN of any Social skill rolls made against her.  
Advantages/Disadvantages: Allies (many), Ancestor (Yasuki Taka), Daikoku’s Blessing, Social Position (daimyo)/Dark Secrets (husband’s death, smuggling), Sworn Enemies (several). 
Equipment: Elegant clothing, tanto, fan, assorted jewelry.

Uromasu, harmless shopkeeper

Uromasu is a skinny, smiling, bald-headed man in his mid-forties.  He plays the part of an obsequious, fawning merchant to the hilt, and speaks with a high voice and a nervous stutter.  In actuality, he is a Daidoji harrier operating undercover, tasked with keeping tabs on the village and making sure the Crab don’t get up to anything.  Beneath his baggy garments is a lean, tough, whipcord-swift body.  

	FIRE 3
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	VOID 3


TN to be Hit: 24


School/Rank: Daidoji Harrier 2


Rank One: When attacking a foe from higher ground, flank position, or while they are unaware of his presence, may roll additional damage dice equal to School Rank.  Adds Fire ring to TN to be Hit.


Rank Two: At beginning of combat, designate one opponent: TN to be Hit is increased by (5 x School Rank) against that opponent only.  Add Air ring to total of all Attack rolls.

Honor/Status/Glory: 1.0/0.5/0.8

Skills: Acting 3, Athletics 3, Battle 1, Commerce 3, Craft (shopkeeper) 3, Defense 4, Deceit (Lying) 4, Etiquette (Sincerity) 2, Hunting 3, Investigation 3, Kenjutsu 3, Knives 3, Lore (Commoners) 3, Peasant Weapons 2, Staves 2, Stealth 3, Theology 1, Underworld 2.

Mastery Abilities: Add ranks in Defense to TN to be Hit.

Advantages/Disadvantages: Bland, Quick/Dark Secret (actually a Harrier)
Equipment: Commoner clothing, purse (2 koku), knife.  Given time to open his secret stash, he can equip himself with camouflaged clothing, a pair of ninja-to, a bag of shuriken, assorted chain weapons, and a set of climbing claws.
Daidoji Jikuro, Crane Clan Magistrate 

The Crane magistrate assigned to collect taxes on the production and commerce of Friendly Traveler Village.  Jikuro is a short, plain-featured man with a balding scalp.  He has only a single bushi to serve as his yojimbo and yoriki, and sometimes hires ronin to supplement this.  Since he has no official responsibility for actually holding or protecting the village, his attempts to exert his authority often lead to conflict with Hida Masato.
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	Perception 3

	VOID 2


TN to be Hit: 21 (26 in light armor)


School/Rank: Doji Magistrate 1


Rank One: TN to be Hit is always increased by twice his Perception rank.

Honor/Glory/Status: 2.5/1.0/na

Skills: Athletics 2, Calligraphy 2, Courtier 2, Defense 2, Etiquette 2, Horsemanship 1, Hunting (Tracking) 1, Iaijutsu 2, Investigation (Interrogation) 2, Kenjutsu 2, Kyujutsu 2, Lore (Heraldry) 1, Lore (Law) 2, Meditation 1, Theology 1, Underworld 1.

Advantages/Disadvantages: Social Position (Clan magistrate)/Driven (to win the tournament)
Equipment: Kimono, light armor (usually not worn), daisho set, badge of office, 5 koku.

Hira-Gumi “Bushi” (interchangeable)
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	VOID 1


TN to be Hit: 20


School/Rank: “Daidoji Harrier” 1


Rank One: When attacking a foe from higher ground, flank position, or while they are unaware of his presence, may roll additional damage dice equal to School Rank.  Adds Fire ring to TN to be Hit.

Honor/Status/Glory: 2.5/na/na

Skills: Acting 2, Athletics 3, Battle 1, Defense 3, Deceit (Lying) 2, Hunting 2, Investigation 2, Kenjutsu 3, Lore (Foxfire War) 1, Navigation 1, Peasant Weapons 2, Spears 3, Stealth (Ambush) 3.

Mastery Abilities: Add ranks in Defense to TN to be Hit.

Advantages/Disadvantages: Dark Secret (Hira-gumi)
Equipment: Clothing, ninja-to, nagamaki-type polearms 
Appendix #2: Map of Friendly Traveler Village
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