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A newly-appointed Emerald Magistrate summons you to investigate strange occurrences in Scorpion lands. 

Story Arc Summary and

Background
The War Against the Shadow is ancient history to most of Rokugan, as is the Second Day of Thunder. The majority of the events that took place there are common knowledge for those who study Rokugan’s history.  What is less well-known is that the battles fought there so warped the fabric of the Celestial Order that entirely new realms of order came into being. One of these was the Realm of Thwarted Destiny, a place where heroes who died before their destiny could be fulfilled awaited the chance to live out the end that karma had originally intended for them. Over time, this realm changed and became the Realm of Lost Heroes. The inhabitants still waited for karmic completion, but only the noblest of heroes were allowed to stay. 

When Emma-O, the Fortune of Death, reasserted his position as the judge of the dead, one soul that had been drawn into the realm of Thwarted Destiny particularly caught his attention. Bayushi Nishari was a samurai who had strived to live nobly, but who had allowed her understanding of Bushido to become so twisted by her sins that she wound up a traitor to the very Celestial Order she had pledged to protect. Nishari was never evil, just deeply flawed. When Emma-O sought to draw her back into Meido to be judged, Nishari resisted – and found help from an unlikely source: Jizo, the Fortune of Mercy. Jizo argued to Emma-O that Nishari could be redeemed, and that she indeed deserved a place in the Realm of Lost Heroes. Emma-O was not convinced, but he was reluctant to directly oppose a fellow Fortune. He decided to set Nishari the task of teaching samurai living in the Empire today the Code of Bushido. If she could show that she truly understood Bushido by teaching others to follow it properly, she might be worthy of redemption. 

Nishari knew failure was not an option if her soul was to be purified, so she set out to fulfill her task. The adventures in this story arc will present samurai from across the Empire with challenges based on the code of Bushido, and offer them the chance both to learn its meaning and, by doing so, to help redeem Nishari’s soul. 

This adventure, like all the ones in the Code of Bushido series, is intended to focus on and teach a particular facet of Bushido (in this case, Honesty).  It is important to realize that PCs should be rewarded for adhering to this virtue as it would be understood by Rokugani, not as it is usually understood in the modern West.  It is intended that this entire series offer the players opportunities to see the important differences in mindset between an Asiatic culture like Rokugan and our own modern ideals, especially to realize that what would be considered tragedy in the West is not always so in the East. 

Adventure Summary and Background

Last year, during a Scorpion gempukku ceremony, a mysterious fire erupted in the sacred location known as Sacred Grove.  Five trees burned, and the imprisoned souls of five traitors escaped into the present-day Empire, possessing the bodies of their descendents.  One of them was recaptured immediately (these events are depicted in the adventure “Bayushi Lineage”).  Another has recently been brought to justice as well (as depicted in “Kharmic Vengeance”).  Now, an opportunity arises to deal with a third escaped soul.

The Emerald Champion, Kitsuki Jiro, is very curious about the strange fire that took place last year, and about the Scorpion Clan’s reluctance to speak about it.  He has appointed a new Emerald Magistrate, Otomo Arishikage (formerly Shosuro Arishikage), with the understanding that she will uncover the details of the fire and bring this information to him.  Arishikage realizes the political implications of this mission, and hopes to find a way to perform her duties to both Clan and Emerald Champion, a tricky balancing act.  She will recruit the PCs to aid her, giving her both extra eyes and deniable assets.  

The investigation, however, will reveal much more than she bargained for.  One of the souls released in the burning of Traitor’s Grove was an ancient companion of Bayushi Nishari: her husband Bayushi Tanaka.  Nishari falsely accused him of treason in an attempt to preserve the life of the man she loved, and his soul was duly imprisoned in one of the trees.  Now released, his vengeful spirit has possessed a Crab descendent, nad has begun wreaking havoc.  However, he is not truly evil, and Nishari hopes to redeem him to fulfill her kharmic duty.

Note on Otomo Arishikage: This individual is a player character in the campaign, and it is quite possible that some PCs may have met her in previous adventures.  She will not actively run the investigation – she plans to use the PCs as “front men” to both handle the work and take the blame should anything go wrong. Unless very unusual circumstances prevail, she will survive this adventure regardless of the PCs’ actions.

Introduction

The adventure begins with the PCs arriving in the Imperial Capital, Toshi Ranbo, in response to a summons from an Emerald Magistrate (Otomo Arishikage).

If the PCs are Clan/Imperial samurai, Arishikage has requested their daimyo provide help with an investigation in Scorpion lands, and the PCs have been assigned to her for the duration.  If the PCs are themselves Emerald Magistrates, their lords have asked them to cooperate with her in order to curry favor with the Imperial court.  Otherwise, the PCs have simply been assigned as yoriki (deputies) for the duration of her investigation.  

Ronin PCs have been hired directly by Arishikage, at the rate of 4 koku, to serve as yojimbo to either non-bushi PCs or, if there are none, to herself.  

If any of the PCs are members of the Scorpion Clan, Arishikage will send them notes, asking them to meet privately with her at a local Inn (the House of the Golden Flower) after she has briefed the entire party.  

The PCs arrive at a fine private residence in the noble quarter of Toshi Ranbo.  They are shown into a large waiting room and offered tea and other niceties.  The wait is moderately long (about a half-hour in Rokugani time, an hour in gaijin measure) and will provide ample time for the PCs to introduce themselves if they wish.  

Meeting Arishikage

Eventually, a door slides open and Otomo Arishikage enters the room.  She is a beautiful young woman, dressed in the full formal kimono of a married woman, with Imperial colors.  She does not wear a mempo (mask), but has painted a flight of fanciful butterflies on her face, enhancing her looks rather than concealing her features.  Her voice is musical, obviously carefully trained.  She wears the Otomo family mon on the left (over her heart), and a Scorpion school mon on the right.  Any PCs who make an Intelligence/Lore: Heraldry roll at TN 20 will recognize the school mon as Soshi, but notice that the design seems unusual.  If they make TN of 30 or more, they realize it is intertwined with the Shosuro family mon.

Any PC who wants more information on Arishikage can roll Raw Awareness at TN 20 or Intelligence/Lore: Scorpion at TN 25 to be aware that she is a former Scorpion courtier and shugenja-ko who married an Otomo courtier last year.  A PC who beats the TN by at least 10 will also be aware that she and her husband have adopted a young ronin as their heir… and that she has the Bad Reputation: Husband Cannot Sire an Heir.

· If PCs try to make an Awareness roll to check her Honor, the normal rules apply.  If they succeed, she comes across as someone who is often quite dishonorable but does sometimes try to adhere to bushido. 

“Greetings samurai.  I am Otomo Arishikage, Emerald Magistrate in the service of Lord Kitsuki Jiro-sama, and wife to the honorable Otomo Sukishi-sama.  It is my pleasure to welcome you to my home. Thank you for your service to the Empire and the office of the Emerald Champion.” 

Ariashikage personally serves tea to each of the PCs (perhaps smiling a bit if they seem uneasy at accepting tea from a Scorpion), and makes pleasant small talk, gathering introductions from the PCs, inquiring about their health, praising their Clans and capabilities, etc.  If any PCs have especially high Glory (6 or more ranks) she will make a complimentary reference to their past deeds.  She will avoid mentioning anything about Bad Reputations or other unfortunate past events.

Once the proprieties have been dealt with, Arishikage seats herself with a smooth motion and begins to explain the mission.  “I have but recently come to this office” she says, laying one delicate hand on the Emerald mon on her kimono.  “However, Kitsuki Jiro-sama has entrusted me to assist him in an unusual investigation.  Some of you may know of what I speak. At the last year’s gempukku ceremony of the Bayushi family, there was a fire.” 

If any PCs played the adventure “Bayushi Lineage,” they were present for this incident, and she will nod to them before continuing.  “This fire was certainly most mysterious, and Jiro-sama wishes me to find out its cause and the identity of the person, or persons, who set it.  I fear, however, that I am ill-suited to such a task.  My talents lie in the courts, not in the way of the magistrate.  So, I requested the assistance of a few bold samurai to aid me.” 
Arishhikage explains her plan for the investigation: she expects the PCs to do the actual work of seeking out clues and questioning witnesses, then report their results to her.  She will handle the political side of the investigation, ensuring that it receives full cooperation from local authorities.  She gives each PC a document appointing him or her as a yoriki, with authority to assist in the investigation of the fire at the “sacred grove” near Kyuden Bayushi.

· If the PCs ask for more information on the case, Arishikage has few details to offer.  She knows only that trees in a sacred grove near Kyuden Bayushi were burned and the Emerald Champion wishes to know who is responsible for such sacrilege.  (This is all true.)  

· Arishikage will impress on the PCs the delicate nature of this assignment.  “It is not wise to speak crassly about the spiritual life of any Clan, especially the Scorpion.”

· Under no circumstances will Arishikage admit the true nature of Traitor’s Grove, which she refers to only as a “sacred grove to remember our ancestors” which has great spiritual significance to the Scorpion Clan.  If any PC presses her on this issue, she will go cold and stern, reminding that PC of the importance of avoiding giving offense to the Clan.  “This investigation is into the sacrilege committed against the Scorpion Clan, not into the private rituals of the Scorpion Clan.”   

Arishikage will answer other PC questions and concerns to the best of her ability.  She is unfailingly polite, even to those who treat her less-than-politely, or who she has regarded as enemies in the past.  However, Arishikage never forgets a slight and will surely remember such boorish PCs well.  (See the end of the module for how to adjudicate this).

· If any PCs ask about her unusual mon, she offers them an appraising smile as she answers.  “I was trained by the Soshi to pray to the kami, and my original family was Shosuro.  I wear their symbols to honor them.  But my marriage made of me a new woman, and I serve the Otomo family now… and of course the Emerald Champion.”

· If any PC is so rude as to ask about her Bad Reputation, she will arch an eyebrow at them and reply coolly, “I have an heir, samurai-san, and have done my duty to the Empire and my family.  Of what possible relevance is this to the investigation?”  She will play the role of the dutiful wife and will not brook any criticism of her husband or their adopted son.  If a PC continues to press this issue, she will dismiss them from the case.  “I fear an error has been made.  You obviously lack the basic manners required in Scorpion lands.”   The PC can avert this with a well role-played apology and a roll of Awareness/Etiquette (Sincerity) at TN 25 – otherwise, this PC is out of the adventure.  

· Likewise, if any PC questions the notion of a “sacred grove” or suggests the Scorpions are hiding something more sinister behind that term, she will go very cold.  “Despite the fact that my former kinfolk are often seen as the villains of this land, samurai-san, I am a priest, one of many to come from the Scorpion Clan. I can assure you Scorpion are as devout as any other Clan.”  Wise PCs will stop the discussion; again, if they press the topic she will dismiss them from the case unless they can make a strong apology.

Once the PCs have asked any questions they might have, Arishikage will give them traveling papers (unless they are Magistrates themselves, able to write their own).  She will also provide steeds for any PCs who lack them.  With that explained, she dismisses them with the announcement that they will depart for Kyuden Bayushi in the morning.  

Scorpion PCs: The Special Meeting

Arishikage was born a Scorpion, and still considers herself a loyal member of the Clan despite her marriage to a minor Imperial nobleman.  She will meet the Scorpion PCs later that evening at the House of the Golden Flower.  The GM should take these PCs aside for this brief scene.

Arishikage shares tea with the Scorpion PCs in a private meeting room.  On this occasion she is dressed in Scorpion colors and wears a full-face mempo (mask) in the form of a stylized Ki-Rin.  After some brief pleasantries she gets down to business, explaining that she was a Scorpion before her marriage, and still feels kinship with her former Clan. (Smart PCs should realize this is her way of declaring where her true loyalty lies.)

Arishikage believes that the best way to satiate the curiosity of the Emerald Champion is by giving him what he wants, as far as this can be done without compromising the secrets of the Scorpion Clan.  She sees no reason to hide or obscure information so long as the true nature of the Grove remains secure.  

· Arishikage makes it crystal-clear to the PCs that the exact nature of the Grove is not to be shared with outsiders.  The official story of it being a “sacred grove to remember our ancestors” is to be stuck to at all costs.  

· Arishikage will also mention that if the investigation reveals the Scorpion themselves are somehow responsible for the fire, there is no need to share such a discovery with anyone – that makes it an intra-Clan affair, and thus not under the jurisdiction of the Emerald Champion.

Arishikage does not have any additional information on who caused the fire, or why, and has received no hints or warnings from her old contacts within the Scorpion Clan.  She does know that the souls of traitors bound in some of the trees were released in the burning.  One has been dealt with, but there were at least four other trees that burned, and thus four other rogue souls may be on the loose.  Technically, these are not part of the investigation, but Arishikage knows they need to be found and hushed up as quickly as possible, and will ask the PCs to be on the alert for any evidence suggesting their presence. 

Once the PCs have no more questions, the meeting is over, and Arishikage departs back to her home, reminding the Scorpion PCs to be ready to leave the next morning.

What is the Grove?  

Some PCs may wonder how much their characters actually know about Traitor’s Grove and what role it actually plays for the Scorpion Clan.  The GM can give out information based on the following criteria:  

· Scorpion PCs of Status 3.0 or better will generally know the full role and function of the Grove: a place where the souls of traitors are imprisoned forever.  Scorpions with Status of less than 3.0 have heard rumors of the Grove’s role, but have never actually heard these rumors confirmed by someone of higher rank.

· Non-Scorpion PCs who roll Intelligence/Lore: Scorpion at TN 25 have heard a rumor that the Scorpion somehow imprison the souls of their traitors within the grove.

· Non-Scorpion PCs who roll Intelligence/Lore: History at TN 20 have heard only that the Grove is some sort of sacred place where the Scorpion perform secret rituals.  If the PC makes TN 35 or better, s/he has heard the more specific rumor listed above for the Lore: Scorpion skill.  

· PCs who have played the adventures “Bayushi Lineage” and/or “Kharmic Vengeance” may well have picked up enough information in-character to make a good guess or logical deduction at what the Grove does, although such speculations will be dismissed by Arishikage and other Scorpions as “fanciful notions.”      

Part One: Kyuden Bayushi

The journey from the Imperial Capital to Kyuden Bayushi is uneventful, and takes about three weeks.  

As you crest a hill, you see in the distance the gleaming towers of the Bayushi family castle, lurking on its elevated plateau.  A small forest, no doubt the “sacred grove” where the fire occurred, clings to one side of the plateau’s lower slope, but aside from that, the sides are rocky and bare. Below, a medium-sized village drowses in the spring sunshine.   

The town numbers about 2,000 people, and is prosperous and busy on this fresh spring day.  Peasants pause in their work to bow low and respectfully as the PCs and Arishikage ride past. 

The town has a single large Inn, the Golden Mask, a well-built two-story structure with a large signboard (showing a kabuki mask painted in yellow-gold colors) and many lanterns, making it easy to find even at night. PCs who have played “Bayushi Lineage” will recognize this place.  The innkeeper, a middle-aged man named Buso, welcomes each customer personally, offering the hospitality of his establishment.  

Once the party arrives at the Inn, Arishikage announces that she will arrange for dinner with the Bayushi authorities that evening.  “We must show our hosts all due respect, of course.”  She suggests the PCs bathe and otherwise prepare themselves for the evening’s hospitality, and reminds them that the Scorpion will expect formal kimono.  

· If any of the PCs do not own a formal kimono and lack the funds to purchase one (e.g. ronin, Sparrow, etc), Arishikage will arrange for a local merchant to provide them one in their Clan colors.  She is doing this to preserve her own face, not to obligate them to her, and no Honor or Glory hit will accompany her generosity.  

· Arishikage will not provide the PCs with gifts, and they will need to roll Intelligence/Etiquette at TN 15 to remember that it is customary to offer gifts when visiting a host.  Clever PCs may recognize this as an opportunity to display their artistic and creative skills.  Otherwise, simple and acceptable gifts can be purchased from the local merchants for a koku or so.

· PCs who roll Intelligence/Etiquette or Intelligence/Lore: Scorpion at TN 20 will know it is a Scorpion custom to bring one’s own cup to a meal.  

That evening, as the Sun touches the western horizon, Arishikage will gather everyone and lead them up the winding path to the top of the plateau where Kyuden Bayushi awaits.  On the way, she will remind the PCs that while they are investigating a crime, there is no evidence it is the Bayushi family who is responsible.  If any of the PCs have come across as the sort who lack social graces, she will also remind them to behave well in this meeting.  “In truth, we are imposing on the Scorpion by conducting this investigation, and we must be careful not to offend them more than necessary.  Proper behavior is one of the marks of a true samurai. I believe you all to be samurai.  Please do not disappoint me.”

The party is met by Scorpion guards at the top of the plateau, who escort them through a large and bewildering hedge-maze to reach the front gates of the castle proper.  Servants meet the PCs there and usher them inside.
The palace of the Scorpion is a deceptively normal castle at first visit – only the truly bold and curious visitor would find the mazes of twisting corridors, hidden rooms, and concealed half-levels that interweave the castle’s more normal levels and chambers. 

Dinner with the Bayushi

The party is escorted into a small antechamber whose walls are made of shoji screens.   This is very different from the large audience hall in the adventure “Bayushi Lineage,” where some PCs may have enjoyed dinner.  If any PC makes note of this, s/he can roll Intelligence/Investigation at TN 30 to realize they are actually in the same hall – the area where they are has been sectioned off with shoji screens to make a smaller room.  Arishikage, if asked, will not admit to any knowledge of the ever-changing nature of Kyuden Bayushi. 

After only a few minutes of waiting, one of the shoji screens slides open and servants bring in a low table, placing it in the center of the chamber.  Other servants bring in plates and bowls for the meal.  Two older Scorpion samurai follow the servants into the room, bowing briefly to the PCs, welcoming them to Kyuden Bayushi on behalf of the Clan Champion (who is unfortunately too busy to meet with them), and inviting them to share a meal.   

Bayushi Kyodai is an elderly man, well into his fifties, and a trusted retainer of Clan Champion Bayushi Tomoru. He wears a neatly trimmed beard and moustache that are both iron gray, and the same color has nearly taken over his thinning scalp hair.  He wears a mask of paper and wood, covering only the upper half of his face.  He is a polite and well-spoken man, but there is a sense of cold remoteness about him, leaving PCs with the sense that they never truly spoke with the man.

The NPC at dinner is Bayushi Seiichi, another elderly samurai and a close friend of Kyodai.  Seiichi is probably a couple of years older than Kyodai – he is completely bald, and has a face deeply creased by a lifetime of worry and sorrow.  His mask is a minimal wooden frame around his eyes.  Although he, like his friend, is polite and well-spoken, he seems to lack the spark of life that propels a normal person forward.  PCs who met him in “Bayushi Lineage” get the distinct sense of a man who has lost his reason for living and is simply “going through the motions.”  

· If any PCs earned the ire of either man in “Bayushi Lineage,” dinner is a strained affair of stony silence and cold, hostile looks.  Both men blatantly ignore the offending PCs and answer questions from anyone else with brief, minimal replies.

· If, on the other hand, some of the PCs were fully successful in “Bayushi Lineage,” the two old men are polite and well-spoken as noted above, but the PCs can easily sense an undercurrent of pain within them, as the presence of the PCs reminds them of the loss of their sons.    

The dinner is simple but good, with rice, vegetables, fresh fish, and excellent tea and sake.   The Scorpions will bring their own cups to the table, of course, as will Arishikage – PCs who fail to do the same lose 1 point of Glory for the minor breach of etiquette.     

Once the meal is completed, Arishikage thanks the Bayushi for their hospitality, and produces the official letter of investigation required by Rokugani law, setting it gently on the table before bowing deeply to both men. 

“As you know, Bayushi-samas, the Emerald Champion Kitsuki Jiro-sama has requested I conduct an investigation into the burning of the sacred grove located below this very castle.  I wish to assure you that the Bayushi family and the Scorpion Clan, are in no way suspects at this time.  However, it is obvious that some person from another Clan has committed a great crime against the Scorpion.” 

The two elder Scorpions nod in acknowledgment.  “We will of course offer every assistance to the Emerald Champion’s investigation into this disgraceful and blasphemous crime,” Kyodai says smoothly.  

Arishikage bows low again.  “I thank you, samas.  With your permission, then, my yoriki will begin conducting physical investigations tomorrow.  I would like to speak with you further at that time, so that together we might try to discern who was present at the gempukku ceremony who might have wished such irreparable harm to the Scorpion Clan.  With your permission, of course, Bayushi-samas, since I would not wish to take time away from your duties to the Clan.”
PCs who roll Intelligence/Etiquette (Bureaucracy) at TN 25 or Intelligence/Lore: Law at TN 20 will know Arishikage could demand more from the Scorpion authorities, and is apparently soft-pedaling this part of the investigation. 

The two Bayushi will readily agree to Arishikage’s proposal for the investigation.  Afterward, she will ask for the chance to walk in the famous gardens of Kyuden Bayushi and pay her respects at the shrines of the Scorpion Clan’s revered ancestors.  She invites the PCs to accompany her if they wish, but will not be offended if they decline politely.  (Rude or abusive PCs, of course, will earn her enmity.)    

The Gardens of Kyuden Bayushi

The gardens are a large area, over five acres, which encompass the northwestern quadrant of the plateau.  A hedge surrounds them on the outer edge, separating the gardens from the plateau’s edge.  The centerpiece of the gardens is a very large koi pond, almost a small lake, with a shrine to Bayushi on its northern bank.  A thin stream flows out of the pond, trickling through the hedge-wall and spilling down the northern edge of the plateau.  The rest of the gardens comprise a series of winding gravel paths, circling between sculpted shrubs, cherry trees, flowers, and various other small shrines dedicated to prominent heroes of the Scorpion Clan. 

In typical Scorpion fashion, only those heroes who were unwise enough to perform great deeds in public are venerated here – those who served the Clan in the shadows, doing the true dark work of the Scorpion, are memorialized privately, elsewhere (although Arishikage will not mention that fact).

The gardens are largely unlit at night, although a single lantern is kept burning at each of the shrines. These intermittent yellow lights serve as weak, faltering guides to PCs walking through the gardens; combined with the starlight and the glow from the windows of the castle behind them, this lends an eerie, phantasmal air to the place.

If the PCs ask who (besides Bayushi) is venerated by the shrines, they can roll Intelligence/Lore: Scorpion at TN 20, or Intelligence/Theology (Ancestor Worship) at TN 30, to know the ancestors worshipped here include Bayushi Shoju (who led the Scorpion during the infamous Clan Coup), Bayushi Tangen (who wrote the notorious book Lies), Soshi Saibankan (who founded the Imperial legal system), and Bayushi Norachai (who was Protector of the Imperial City during the early years of the Toturi dynasty). 

Arishikage visits each shrine in order, beginning with the kami Bayushi and then working down through the lesser shrines in order of their age.  At each shrine she prays for the ancestors to aid the party in their mission, and thanks them for their guidance and example.  PCs observing her can roll Awareness/Theology at TN 15 can tell that Arishikage’s prayers are genuine.  A PC who makes TN 30 or higher also suspects she is attempting to impress on the party the piety of the Scorpion Clan.

Any PC who meditates, prays, or shows other reverence at these shrines and rolls Void/Meditation (or, if praying, Void/Theology) at TN 20 gains a sense of being watched.  This has no game effect, but paranoid PCs can interpret it as they wish.  

After completing her round of prayers and devotions, Arishikage will return to the Inn to spend the night.  PCs who joined her in the gardens may remain longer if they wish, although they will be watched carefully by Scopion sentries.   Regardless, once the PCs are ready to return to the Inn, guards will escort them back through the hedge-maze and off the plateau.

Paranoia?

PCs who assume the worst about the Scorpion Clan may decide to search their rooms, set up watches, and undertake similar defensive measures.  Arishikage will ignore such activity as long as it does not concern her directly.  If a PC does directly suggest to her that anti-Scorpion precautions might be warranted, she will reply with calm disdain: “You attribute too much truth to pillow-books and kabuki plays, samurai-san.  We are helping, not harming, the Scorpion.  What possible reason would they have to interfere?” 

Regardless, the PCs will not discover any covert surveillance or night-time ninja ambushers.  The Scorpion Clan trusts Arishikage to suppress any damaging discoveries. 

Part Two: Investigations 

Over breakfast the next morning, Arishikage will review the plans for the day.  She will remain at the Inn, awaiting the permission of hatamoto Kyodai to return and inquire about the guests at the gempukku ceremony. She would like the PCs to conduct a physical investigation of the “sacred grove,” although she admits there will probably be not much to find after nearly a year.  She also encourages them to conduct any other investigations or inquiries in the town and surrounding lands that seem warranted.  “If some outsider committed this crime, he… or she… may have been noticed.”

Arishikage reminds the PCs of the delicate nature of the mission.  “I trust you to behave accordingly, samurai-sans.”  To facilitate their work, she will give them papers authorizing them to investigate the grove, the town, and the surrounding area as needed (but not Kyuden Bayushi itself).  Of course, if some of the PCs are themselves Emerald Magistrates, she will not insult them by offering unneeded papers.  

Investigating the Grove

If PCs do indeed go to investigate the Grove, they can easily find it, since it is located on the side of Kyuden Bayushi’s plateau and is visible from the town.  The edges of the grove are patrolled by five pairs of Scorpion bushi, and one of these patrols will intercept the PCs as they approach and ask their business.  Once they see the PCs’ papers, of course, they will bow politely and escort the PCs to the location of the fire.  They will depart once that duty is complete, but the PCs will not be left unobserved – the Scorpion have shugenja watching the grove constantly, using the spell Reflective Pool.  

The Grove is quite large, with several hundred trees of varying ages, from newer saplings to mighty giants dating back to the beginnings of the Empire.  Knives have been affixed in many of the trees, their hilts sticking out like broken limbs, and small bundles of personal belongings – masks, chops, and other trinkets – hang from the hilts of the more recent blades.  The older knives, with frayed wrappings or simply a rusty tang sticking out of the tree, are generally found in the oldest and tallest trees in the grove.  Scorpion NPCs will not offer any explanation for these knives except to say they are part of the sacred rituals observed here.  The whole place has an eerie, unsettling feel – there is very little animal life, and the chilly breeze which occasionally blows through the trees wails like a lost child.  

The fire site is on the downhill side of the Grove, near the edge.  The blackened husks of five trees stand dead, their hollowed-out trunks mute testimony to the fire which ravaged them, and no sign remaining of the knives which once pierced their trunks save for a few grooves in the carbonized wood.  The other trees nearby have all clearly suffered some fire damage, although their fresh green leaves suggest they are recovering nicely.   

There are no real clues to be found after a year, but PCs who roll Perception/Investigation at TN 25 will be confident that the fire was probably set deliberately, most likely on one of the five destroyed trees. 

If a shugenja PC decides to interrogate the local spirits with Commune, there are plentiful Earth and Air spirits in the Grove, along with a few Water spirits in the dew and damp soil.  However, none of these spirits have any useful information on the fire – the Scorpion have cast Banish here several times since then.  

· If a PC specifically casts Sense (Air) or uses the Kitsu Sense Ancestor ability to try and detect spirits or ghosts, the PC is overwhelmed by the sound of voices screaming and babbling madly.  The unfortunate PC must succeed at a roll of Raw Willpower at TN 20 or collapse, knocked unconscious from the sensory deluge.  The PC awakens after about an hour.

· Any PC who tries to meditate within the grove will find it impossible to reach a state of meditative focus here – the PC is overcome with a sense of crawling unease which cannot be shaken off.   

Sneaking: Some PCs may feel the need to try to sneak into the Grove without supervision from the Scorpion.  This is not a good idea, but the PCs can try it if they wish.  

If a PC attempts to physically sneak into the grove, the Scorpion shugenja watching the place will quickly direct two pairs of Scorpion bushi to intercept.  These bushi will politely ask the PCs if they are lost, and will escort them back to the town.  If the PCs try to bluff (perhaps by showing the papers authorizing them to investigate), the bushi respectfully but firmly suggest they return to the village until the papers can be verified. 

If a shugenja PC attempts to use The Eye Shall Not See or other means of magical concealment to enter the grove, they will be exposed almost immediately – the Scorpion maintain a constant By the Light of Lady Moon spell over the whole grove.  Such PCs will be confronted by four bushi as listed above.  

In this situation, Otomo Arishikage will vouch for the PCs and prevent them from being arrested.  However, she will be very disappointed in PCs who behave in such an improper manner, and will decline to make any further use of them for this part of the module, keeping them effectively confined to the Inn.  

Any PC who is foolish enough to resort to violence when confronted by the Scorpion bushi will be in serious trouble.  Other bushi will quickly converge on the location (remember there are a total of ten bushi patrolling the Grove) and they will try to capture or, if necessary, kill these PCs.  If the PCs are taken alive, the Scorpion Clan will most likely blame them for the original fire, torture them into confession, and execute them.  PCs who role-play a groveling apology and roll Awareness/Sincerity at TN 40 can escape this fate, but they will still be ejected from Scorpion lands, removing them from the adventure, and gaining “Bad Reputation: Spy” with the accompanying rank of Infamy. 

Other Investigations

Smart PCs will realize that eyewitness reports and rumors will offer the best chance of finding useful information a year after the original incident.  Arishikage has encouraged the PCs to pursue their investigation broadly, and they would be well advised to follow her suggestion.

General Gossip: If the PCs ask around the town about events on the night of the fire, they will find plenty of villagers and local samurai willing to chat and gossip about the incidents that night.  Getting concrete information will require a roll of Awareness/Courtier (Gossip) at TN 20 to pick up the following information: 

· Rumor has it that after the fire, several samurai guests at the castle started acting oddly.  Some stories claim that one or two of the Scorpion students died during the gempukku ceremonies.

· If the PCs ask for concrete stories of samurai “acting oddly,” the villagers will recall a Crab who stormed out of the castle on the evening after the fire.  He was very angry about something, although the villagers don’t know why.  

· Some of the villagers also recall a Scorpion bushi who left the village in full armor the morning after the fire.  “A terrible man,” they say, shuddering.  “His eyes were as cold as death, they looked right through us.”  Some of them recall seeing the Scorpion in the town on previous days, but he was not wearing armor then and didn’t behave in any sort of alarming manner.  

· Since the fire there have been many rumors of murders, mostly of peasant women. 

The Inn: If the PCs speak with the innkeeper, Buso, about the events of that night he can share the following recollections:  

· The night of the fire there were a great many samurai in town.  Most of them were guests at the castle, attending the Scorpion gempukku ceremony, but some stayed at his Inn, including two Lion bushi and many Scorpions.  
· He does not recall anything odd about the Lions, who were “honorable and noble men.”  They stayed at the Inn that night because they arrived too late to visit the castle.  The next day they went up to the castle and remained there.   

· He remembers a Scorpion bushi who behaved strangely.  “He was drinking very heavily that evening, but then he suddenly dried up.  One of the best customers at the Inn, samurai-sama, but he just stopped after the fire.  Went to his room and didn’t say another word.  The next morning he left and headed out of town – I haven’t seen him since.  He was dressed in full armor that morning, very strange.”  If no Scorpion are present he will add in an undertone, “When he left that morning… he was so focused, so intense, it was frightening, samurai-sama.  I’ve never seen anyone with that glassy look in their eyes before,” he shudders and makes a sign against evil, “and I never want to see it again, that is for sure

· If the PCs ask for more information on this strange Scorpion, the innkeeper recalls him as a Bayushi, although he does not know his personal name.  “I think he arrived a few days earlier, if I recall correctly, so I assume he came here as an escort for one of the dignitaries attending the gempukku ceremony.” 
· Since the fire there have been some rumors of murders, mostly of peasant women.  The innkeeper does not really believe the rumors, since they always seem to concern the inhabitants of different neighboring villages.
The Local Scorpion: The PCs can ask questions of the guards at the grove, or the Scorpion samurai who reside in the village.  They can also speak with the local Magistrate, Bayushi Kido, or his yoriki.  Scorpion PCs can gain full information from these sources without the need for a die roll.  Non-Scorpions wishing to question these sources must roll Awareness/Courtier (Gossip) at TN 20 to learn this information.  

· Many samurai were invited to witness the Bayushi family’s gempukku ceremonies. All of the Major clans and most of the Minor ones sent representatives, and of course the Bayushi family sent its best children from throughout the Clan territory to the ceremony.

· There was some tension between various guests, especially the Crab and the Crane, which apparently led to the ejection of a Yasuki Crab from the event.  The Scorpion minimize these incidents and believe they had no connection to the fire.

· There are rumors of a murder during the event, although none of the Scorpion available in the village have any specific information on this.  There are also rumors that some of the boys participating in the gempukku ceremony disappeared before it was over.  The Scorpion do not have concrete information on either of these rumors, and in fact PCs who played in the adventure “Bayushi Lineage” probably have more concrete information than they do.

· If the PCs ask about strange or suspicious events in the village at the time of the fire, or specifically about odd behavior by a samurai, one of the guards will recall the strange behavior of a fellow Scorpion, Bayushi Kitari.  “He came in with the other guests, probably an escort for some dignitary.  A man for drinking and fun during his time off – spent every evening in the Inn, enjoying his sake.  Don’t think I ever saw him sober after the Hour of the Dog.  Well, the morning after the fire, I was out on road patrol… the higher-ups wanted us to check the surrounding area for any strangers.  Kitari came marching down the road in full armor.  I had no orders to stop one of our own samurai from leaving, of course… and besides, the look in his eyes was stone-cold sober and murderous.  Dangerous, that one.”
· If the PCs ask about rumors of peasant women murdered, the Scorpion generally dismiss the whole thing as overblown commoner gossip.  However, the magistrate Kido and his yoriki will grudgingly admit the source of the rumors was probably a peasant woman who was murdered last spring in a small nearby village, Ikku no Mura.  The killer – a wandering samurai, probably a ronin – was never caught.  

· If a Scorpion PC specifically asks for details about the murder in Ikku no Mura, the magistrate will say that the locals claimed the killer wore Scorpion colors.  However, they found no other evidence on the killer’s identity, and suspect he was actually a ronin wearing stolen armor.  

Bayushi Kitari: After questioning the locals, the PCs should realize that Bayushi Kitari is a significant oddity. Some PCs may decide to pursue this more closely.  PCs can learn more about Kitari by asking the local Scorpions and rolling Awareness/Investigation at TN 20. With a success, they learn that he was an escort to one of the Scorpion dignitaries who came for the gempukku ceremony.  

If the PCs make TN 30 or more, they also learn that Kitari apparently went missing after the gempukku ceremony.  His superiors made some discreet inquiries afterward, trying to track down where he was, but apparently without success.  

PCs who have played the adventures “Bayushi Lineage” and/or “Kharmic Vengeance” may suspect that Kitari has been possessed by another vengeful spirit.  However, making inquiries about this will not be productive.  The Scorpion will firmly deny any knowledge or understanding of such a phenomenon.  PCs who try to press the issue will be treading on Clan secrets, and may well be reported back to Arishikage as troublesome meddlers.     

Summing Up 

Regardless of how the PCs investigations go, Arishikage will spend the day meeting with the Scorpions at the castle.  She has confirmed several details of the case, including that at least five trees were destroyed. 

Arishikage was present for the events of “Bayushi Lineage,” and if the PCs inform her of the odd behavior of Bayushi Kitari, she will frown thoughtfully.  “Perhaps this is the best lead we have,” she reflects.  “The arson itself seems to have been but one attack, but it has led to many strange spiritual occurrences.  Perhaps by finding and questioning this Kitari, we can learn more.”  She will not admit any connection between ghosts/souls and the Grove, but will instead suggest, “Evil actions, like desecrating a sacred place, often attract gaki and other manner of evil creatures.” (Any PC making an Intelligence/Lore: Spirits or Lore: Ghosts roll at TN 15, or a Lore: Shadowlands at TN 20 knows this is true.)  

If the PCs also mention the reports of a peasant woman murdered in a nearby village, she will muse that this too may be connected to the problem, and proposes investigating this also.  

Troubleshooting: If the PCs do not discover the story of Bayushi Kitari, or fail to share the information with Arishikage, she will allow them to investigate for one more day, while she conducts her own separate investigations.  If they still come up empty, she will stumble across the stories of Bayushi Kitari’s activities from her own contacts in the Scorpion Clan, and proposes that the party investigate further.  reports  

Either way, she will suggest that they leave the next morning and follow the strange Scorpion’s trail.  

Some PCs who played “Bayushi Lineage” may suspect  that the two Lion samurai who stayed at the Inn were involved in the fire.  Arishikage has suspicions of her own, but will remind the PCs that they have no real evidence – the testimony of spirits, which a few PCs may have acquired in “Bayushi Lineage,” is not legally admissible.   

Part Three: Nishari’s Visit

After everyone retires for the night, the spirit of Bayushi Nishari will take action. The Realm of Dreams (Yume-do) and the Realm of Lost Heroes intermingle often, and Nishari is able to use dreams to visit those in the mortal world.  She knows who this lost spirit is, and she seeks to use the PCs to put this tormented soul to rest, in the process teaching them an important lesson about bushido.  Which PCs she selects to visit will be dictated by several factors, outlined here. 

Nishari will absolutely not speak with PCs who have the disadvantages Forsaken or Momoku.  Nor will she speak with anyone who suffers from Shadow Corruption or Shadowlands Taint, unless she already haunts them from a previous adventure in the “Code of Bushido” series.  

Aside from these restrictions, she will speak with all PCs who are already haunted by her, and to any other PCs who meet at least two of the following criteria: 

· Have met her before and helped her then.

· Have the True Love or Lost Love disadvantage. 

· Have an Honor of 2.0 or higher. 

· Members of the Unicorn Clan or Scorpion Clan. 

· Have Theology skill (or a suitable Lore, such as Lore: Shintao or Lore: Fortunes) of Rank 3 or higher. 

· Have the ability to see ghosts/spirits or discern their activity (i.e. cloud tattoo, Half-blood Kitsu, etc.)

· Has role-played as religiously devout or with a tendency to show honesty (speaking the truth regardless of cost).

If none of the PCs are haunted by Nishari, and none of them meet the criteria listed above, Nishari will instead visit all PCs with an Honor of 3.0 or better. 

Note: Nishari visits PCs individually, since she is using their dreams as a vehicle for contact. If time allows, the GM is encouraged to pull the players aside individually and role-play out the dreams. 

Read or paraphrase the following to all PCs Nishari visits: Your dreams are more vivid than usual tonight, as you find yourself walking through a meadow, thigh deep in prairie grasses. There is a fresh breeze blowing and you can see beautiful horses, obviously the sort from Unicorn lands, grazing in small herds in the distance. Nearby are tents, some kind of rude settlement, and you can see a few people in peasant garb wandering around. 

PCs who roll Intelligence/Theology at TN 25, or Intelligence/Lore: Spirit Realms at TN 20, realize they are in Yume-Do, the Realm of Dreams. 

You hear the rumble of hoof beats and see a woman riding toward you. Her image seems to shift and waver as you watch. Sometimes she is an old woman in a red-and-black kimono, wearing a black face mask; other times she is a young maiden with raven-dark hair, dressed in the fine purple silk of a Unicorn. She pulls up and bows to you from horseback, a strangely natural movement for her. “Greetings, samurai. May I have a word with you?” 

NOTE: For PCs that have dealt with Nishari before, she greets them by name, instead of the generic ‘samurai.’
PCs who refuse to speak with Nishari, or who deliberately attempt to wake up, can make a Void/Meditation at TN 20 to leave this dream and drift away into a normal sleep.  PCs who are haunted by Nishari are unable to wake up from the dream, even if they try.  If they do try, however, they awaken the next morning without void or spell slots refreshed.

If any PC tries to attack Nishari, they immediately wake, shaking and sweating as though coming out of a nightmare.  Their sleep is disturbed for the rest of the night and they are unable to recover Void or spell rings for their rest. 

So long as some of the PCs listen to her, Nishari’s horse vanishes, leaving her standing before the PCs with no visible transition.  She begins to explain the situation.  As she speaks, the sun visibly moves across the sky overhead, and drifting clouds create an unsettling and continual shifting from light to shadow.  Nishari’s own physical appearance continues to fluctuate between an old, weary Scorpion woman and a young, innocent Unicorn maiden. 

Read this only to PC’s who have NOT met Nishari before:

“I am glad to know that courtesy is still practiced in Rokugan.  My name is Nishari, and I am on a… a quest, of sorts.”  She pauses for a moment, as though readying herself for something, and then continues. “In life, I tried to be an honorable samurai, but I failed, instead embracing the Three Sins.  It is this failure that prevents me from riding with my ancestors in Yomi.  But I have been offered… a chance, to set right the harm I did so many years ago.  If I can save others from their sins, and show them the true path that I forsook, there may be hope for me.” 

For all PCs, assuming they remain interested, Nishari will explain what she knows about the fire and the events that have occurred since.  “I was married into the Scorpion Clan.  They offered me protection for the man I loved, in exchange for information.  I married a noble and honorable samurai, a man named Bayushi Tanaka.  I say he was honorable because he was, despite what many think of the Scorpion clan.  He trained with the Hida and was a fierce foe to all who were tainted by the Shadowlands.”  Nishari winces, and then her voice grows oddly flat, as though hiding great emotion. “We did not love each other, but we understood each other, or so he thought.  Then came the day I learned that my lover had consorted with the grossest evil in order to gain power.  I knew then, I should have known, that his evil could not be contained.  But in my sinful youth and arrogance I believed I could save him, that we could have the perfect romance the pillow-books talk of so often.  Ah, there is a reason Desire is one of the great sins… but I wander.  Perhaps because I do not wish to face the truth.”  She takes a deep breath and continues. 

“Tanaka did not deserve death, my lover did.  But when the investigators came seeking the evil he had unleashed, I gave them Tanaka instead.  He suffered the worst judgment the Clan could offer, his soul imprisoned and forever condemned to torment in punishment for his crimes.”  Nishari will not provide details on the nature of this “imprisonment,” but continues on.  “Last year, I felt him escape his prison, although I do not know how this happened.  I believe he may have found a way to possess someone, since I have not felt him in spirit since his escape… although I have seen glimpses of him in dreams.  He is mad, quite mad, driven to murderous wrath by his imprisonment and betrayal.  I fear that should he die, he will be condemned to Jigoku or Toshigoku for eternity.  He does not deserve this fate… though perhaps I do.”  Tears run down her face as she continues, though she does not change her expression otherwise.  “It may be possible for you to set this right, this wrong I did so many ages ago with my lies and deception.  Will you help me?”

It is up to the PCs how they choose to respond.  They will have time to ask Nishari questions, and she will answer them to the best of her ability, within the limits outlined below. 

· If the PCs ask about her past, or her shifting form, she speaks softly.  “In the dream-realm you are both what you are and what you want to be.  I was once Unicorn, and once Scorpion, and now I am neither.  Now I am only a soul searching for redemption.” 

· If the PCs ask specifically about her sins or failures, she replies tonelessly.  “I failed to follow Bushido to its fullest, allowing myself to be convinced that my actions were honorable when they were actually selfish and sinful.  I believed that Honesty did not apply to me, because I loved him.  It was worth any price to be with him, including deceiving and betraying my husband.  There are far worse things than an honorable death, but in my pride and folly I could not see that.  For this, I have been judged and condemned to eternally wander the spirit realms. I can only pray that my actions here will continue my redemption.” 

· If the PCs ask her about the dream-landscape around them, Nishari replies: “These are the fields where I grew up. It is my first memory, and my brightest. It is easiest to converse in such a place.” 

· If the PCs ask for more details about what happened to Bayushi Tanaka, she will refuse to answer.  “I have betrayed many things in my life, and for this I am judged.  I will not betray the Clan that harbored me, not again.”

· If they ask about the “evil unleashed” which her lover supposedly caused, she will shudder.  She explains her lover gave himself to Jigoku in exchange for incredible power.  “The power he gained soon turned into a force that terrorized the land around our homes.  When the magistrates tracked the evil to the village, I accused Tanaka of summoning it, and based on my false testimony he was condemned to eternal torment.”  She will not elaborate on what, exactly; the evil was, saying only, “It was dealt with long ago.”

· If the PCs ask the name of her lover, she will not give it.  “His name means nothing, now.”

· If the PCs ask for more information about Bayushi Tanaka, she will repeat that he was a Hida-trained bushi, known for his strength and honor, who served several years on the Wall before returning to the Scorpion lands.  He was chosen as her husband both to guard her from harm and to ensure she reported honestly to the Scorpion Clan, for he was firmly loyal to the Clan.

· If the PCs ask why she has not simply gone to speak with Tanaka herself, she will reply (honestly) that she cannot sense him.  “There are many dreams I can sense, like your own, but he barely dreams any more.  His madness and rage has all but consumed him.  After that first, violent flare of his presence I have caught only the briefest flashes, tiny glimpses I cannot track to a source.”

· If any PC asks (in so many words) what she wants, she replies coldly, “Desire is a sin.  I want nothing.  I pray, however, that my soul may be washed clean of its stains so that I can join my ancestors in Yomi.” 

· If any PC asks why she chose to speak to him/her, Nishari smiles sadly.  “Because your soul and mine have similar qualities.  Because I must teach others what I could not learn for myself, and you are one who can learn what I must teach.  Because I would see my harm undone, and you are capable of helping me do that.” 

· If any PC asks why she is in Yume-do, she will answer, “I am more memory or dream than anything now, condemned to relive my past.  I am not alive, not dead, not tormented and not set free.  I belong to no realm and all realms, and until my final judgment is rendered this realm is the easiest for me to converse with you in.”

· If a PC thinks to ask how to deal with Bayushi Tanaka once they find him, she will say, “If a man is possessed by another human soul, there is no ritual for forcing the spirit out.  Only if the spirit decides to leave can the victim recover.”  If a PC asks how to convince him to leave, Nishari is uncertain, but suggests, “He was condemned by my falsehood.  Truth and honesty may be able to soothe his madness.  If he has control of himself, perhaps I can reach him and seek his forgiveness.”  

Once Nishari has answered the PCs’ questions to the best of her ability, the dream begins to fade, the landscape growing vague and indistinct.  “I will come to you again, as I can.  Sleep and remember, samurai.” Nishari raises one hand in a gesture of blessing before the dream ends completely. 

Any PCs that converse with Nishari awake fully rested and regain Void and spells normally. 

Part Four: On the Trail of the Possessed

The next morning, Otomo Arishikage meets the PCs for breakfast in the common room of the inn, and makes ready to leave on the trail of the possessed Bayushi Kitari.  If PCs share their dream with her, she appears startled and then says, “If this Kitari is possessed, it would explain much… but it is also a source of great concern.  It seems many evils have been unleashed with the damage to the sacred Grove.”  She will not admit to having been visited by Nishari herself, but she does not question the truth of the PCs’ accounts, and urges them to take warnings from the spirit realms seriously.  “Of course, we must all be wary, lest the visions come from a realm not beneficial to mortals.”

· If the PCs ask Arishikage about the supposed “imprisonment” of Bayushi Tanaka, she will frown.  “I am not sure such matters should concern us, samurai.  We are here to investigate the fire and its consequences, not to dig into the private rituals of the Scorpion Clan.”

Investigating the Murder

The first step of following the trail of Bayushi Kitari will be to look into the murder at Ikku no Mura.  The village is an unremarkable place about one day’s travel south of Kyuden Bayushi, with about 500 inhabitants.  There is no local magistrate or garrison – a couple of doshin (armed peasants) keep order, and serious crimes or problems are reported to the magistrate at Kyuden Bayushi. 

If the PCs ask the doshin or the villagers about the murder, they will appear anxious and uneasy.  “It was a ronin, samurai-sama,” they say, “he came through our village that evening, and then went to widow Sana’s house that night.”  Several villagers saw him enter her hut that evening, and the headman visited to see what was happening.  The ronin had apparently decided to demand hospitality from Sana, but did not seem to be causing any trouble.  When the headman returned in the morning, however, the ronin was gone and Sana was dead, apparently strangled.  A few villagers who rose early that day reported seeing the ronin heading south on the main road.

· Any PC who rolls Perception/Investigation (Interrogation) at TN 20 can tell the villagers are concealing something about this incident.

The villagers will normally not reveal anything to the PCs – they were ordered by the Scorpion magistrate not to say anything about the truth of the case.  However, they will show the PCs to the hut where the widow Sana was killed, and they will describe the killer as a “cold, angry, scary man in full armor.”  

If a Scorpion PC speaks to the doshin or peasants away from the rest of the party, a roll of Awareness/Etiquette (Sincerity) at TN 20 will convince them to tell the truth.  Any PCs can attempt to browbeat the peasants into telling the truth through threats and intimidation, requiring a roll of Willpower/Deceit (Intimidation) at TN 25.  Finally, an Emerald Magistrate who asserts authority over the case (through the connection to the original investigation into the burning of Traitor’s Grove) can force cooperation by rolling Willpower/Lore: Law at TN 20.  

In any of these cases, once the commoners give in, they will admit that the strange killer was actually a Scorpion bushi.  After the magistrate investigated the case, he ordered them not to identify the killer, claiming the crime was an attempt to damage the name and reputation of the Scorpion Clan.  

If the PCs visit the hut, it is an empty and unsettling place – the sense of death and abandonment hangs over it like a palpable thing.  The peasants have cleared out all personal belongings in the intervening months, leaving the interior dank and empty except for a few scraps of torn tatami mats and scattered ashes from a long-dead cook-fire.  If the PCs search the place for clues, they can roll Perception/Investigation (Notice) at TN 25 to discover a torn piece of silk in Scorpion red-and-black amid the ashes and scraps on the floor.  

If a shugenja PC casts Commune in the hut, there are plenty of Earth spirits here, including one in the piece of Scorpion silk, which remember what happened (the intervening year has, sadly, purged any Air spirits which might remember what happened, which will make Arishikage ineffective).  A Fire spirit could also be evoked from the ashes with three Raises.  Either spirit can describe what happened, if asked the proper question: A man covered in pieces of earth (armor) came into the hut, sat for a while speaking with the woman, and drank some earth and water (tea) she gave him.  Another man visited briefly (the headman).  Soon after he left, the armored man jumped up and grabbed the woman around the neck, squeezing until the air left her body.  After this he held her for a long time, then lay down and slept until early morning, when he left.     

· A shugenja who Raises for clarity can ascertain that the man dressed in colors of “blood and night” (Earth) or “red and black” (Fire).  

On Kitari’s Trail 

Regardless of what the PCs learn at Ikku no Mura, Arishikage will head south on the trail of Bayushi Kitari. They will spend the next week tracing his route through the southern Scorpion lands.  Physically tracking him will not be possible – it has been a year, and the roads are heavily traveled – but by asking about a strange, cold, hostile Scorpion traveling in full armor, the PCs can piece together his route.  

Kitari generally traveled south, moving toward the Scorpion border with the Sparrow Clan territory (and, perhaps, the Crab lands beyond).  However, PCs who roll Intelligence/Investigation at TN 20 can figure out a peculiar pattern to Kitari’s travels: it appears that he backtracked several times, on more than one occasion heading north for several days before resuming his southward journey.  It appears that he criss-crossed this territory repeatedly, as though unable to decide his true destination.  

If PCs think to ask about his behavior or demeanor, they can roll Awareness/Investigation at TN 25 to realize (based on the witness recollections) that as he traveled, Kitari grew steadily more erratic, stopping for shorter times, acting belligerently, and so on. 

The Wrecked Village

After about a week, Arishikage and the PCs are approaching the southern edge of Scorpion territory.  At that point they reach a modest village of a few hundred people, which calls itself Sesshou no Mura.  If the PCs ask about Kitari here, they can roll Awareness/Investigation at TN 20 to find some villagers who recall a strange, bad-tempered Scorpion who came through early last autumn. However, he did not take the main road south – instead, he took a secondary road to the west, toward the wooded hills which march along the horizon there.  

Any PC who made the Investigation roll can tell the mention of the westward road causes unease among the villagers.  If they pursue the matter further, the villagers explain they are worried about Taiju no Mura, a village located on the far side of the hills.  “Usually, we get some traffic from there – they don’t have a silk works, so they come here to buy cloth several times a year.  But we haven’t seen anyone from there since the snows melted.” Some of the villagers speculate that the spring floods may have washed out the roads, but the general feeling is that traffic should still have re-started by now.  

The Fate of Taiju no Mura

Assuming the PCs follow the trail to the west, the secondary road winds through the wooded hills for about five miles before descending to a narrow belt of fertile land between the hills and the mighty River of Gold (the main north-south river in Scorpion lands).  Looking down on the village, the PCs can clearly see that something is wrong:

The village looks deserted – there are no people visible in the streets.   The swollen River of Gold is encroaching on the village’s rice-fields, but no-one is out working to short up the edges of the paddies, and even the village ox-pen is empty.  The only sign of life are a few dark birds circling overhead, cawing plaintively, and a single scrawny dog which scuttles through the village’s main street.  As you draw closer, however, you realize the awful truth: what at first appeared to be small piles of earth or abandoned bundles are actually human bodies, scattered through the village and the fields, and the dark shapes rising from them are dozens of additional birds, cawing angrily at the interruption to their grisly meals.  The unmistakable smell of rotting flesh drifts on the breeze.

Arishikage will turn slightly pale, and begins to murmur prayers for the dead as soon as she realizes what has happened.  She will ask the PCs to secure the area and investigate while she performs rites for the fallen villagers.  

Investigations at Taiju no Mura

The PCs can quickly determine there is no immediate threat in the area.  There are about a hundred bodies scattered around the village, indoors and out, and the PCs can tell this is about twenty or thirty people short of the correct number for this settlement.  A roll of Intelligence/Medicine or Intelligence/Anatomy at TN 20 while examining the bodies will determine that they have actually been dead for quite some time, but did not begin decomposing until spring raised the temperatures.  This roll will also ascertain that all of them were killed with sword-blows of great power, although often rather wild and inaccurate.   

In addition, for each specific area the PCs investigate, they can roll Perception/Investigation at TN 20 to learn something useful.  (Each PC may only roll once at any specific location.)

· In or around the peasant huts: A successful roll discovers that the huts contain abundant evidence of normal day-to-day work interrupted: half-mended shirts, cooking pots left over expired fires, and so forth.  There are also signs of panicked flight and violence interrupting these jogs – spilled bowls, an overturned weaving loom, and so forth.  The PCs can tell from the evidence that the disaster struck during the evening (e.g. the interrupted meals and jobs were the sorts done after the day’s main tasks are done).  Three or more successful rolls will locate a hut which appears to have remained in use long after the others – it contains large amounts of trash and garbage, and the fire-pit appears to have been used within the last month.  The PCs can probably guess that Bayushi Kitari spent the winter living in this hut.  

· In or around the fields:  A successful roll suggests the men and women in the fields were killed while fleeing, rather than while working during the day.  (None of them have agricultural tools.)  Three or more successful rolls notice that the victims in the fields are mostly men – apparently, the attacker killed women and children first.

· Missing bodies/Elsewhere in the village: If the PCs search the village for what may have become of the missing villagers, a successful Investigation roll will ascertain that the missing bodies are all women and children.  Two or more rolls will find an improvised mass grave on the edge of the village, near the trees.  Several tools (mattocks, shovels, etc) are scattered near the grave, some of them snapped or broken.  Excavating the grave will discover the bodies of the missing women and children.  

· In or around the road: One success finds a single set of old tracks leaving the village, partially obscured by the effects of spring rains.  This suggests the person left within the last two or three weeks.  The absence of any other tracks suggests that no one else lived to see the spring.  With three or more successes, or a Perception/Hunting roll at TN 30, the PCs can tell that the tracks are from a large, heavy man.  

Magical Investigations

Any shugenja PC who casts Commune here can find abundant spirits of Air, Water, and Earth.  Two or more Raises for Clarity can also evoke a Fire spirit from the ashes of the hut where Kitari/Tanaka spent the winter. The spirits can describe (or show, for Water spirits) what happened accurately, but the GM should adjust the descriptions to match the nature of the spirits, e.g. Fire spirits will tend to focus on emotions and action, while Air spirits will focus on colors and sounds, and Earth spirits will be blunt and focus on very basic elemental descriptions (“a man struck them and their water ran out of them”).  Water spirits will show accurate images of what happened, but without any sound.  

Getting information about what happened the previous autumn, when Kitari arrived in the village and attacked, will require an additional Raise for Clarity – two such Raises for Air spirits, which are notoriously flighty and distractible.  The spirits describe a muscular Scorpion man in full armor arriving in the village, where he was greeted with prostrations and deference.  If the PCs are watching in the vision of a Water spirit, they see that the samurai’s face keeps twisting with anger and confusion, as though he is wrestling with fierce emotions.  The man is taken into the headman’s hut, where the peasants serve him a bowl of rice. During the meal, however, a chubby toddler is running around the room with a stick in his hand.  He trips and pokes the Scorpion samurai in the foot.  The samurai leaps up, drawing his swords, and slaughters the entire family in a matter of seconds.  His face is twisted with crazed rage, and he charges out of the hut, killing everyone he sees – prioritizing women and children. Within a few minutes, the ferocious assault kills everyone in the village.  After the slaughter is over, however, the man wanders back into the village and suddenly falls to his knees, weeping and shouting like one mad with grief.  

If the PCs look into what happened after the attack, they will still need a Raise for Clarity, but Air spirits will no longer require an extra roll.  Kitari stays in the village through the winter, and makes several intermittent attempts to bury the bodies of his victims.  At other times he hides inside a hut for many days at a time, runs around shouting at nothing or pulling at his hair, cuts himself with his knife (not maho, more as though trying to distract himself), or curls up in a ball and lies still for long periods of time.  Throughout the winter, he obsessively performs kata and other exercises – these can be recognized as Crab training kata if the PCs see them visually.  He also constructs a crude, simple tetsubo from improvised materials.  His emotional behavior becomes more erratic as the winter progresses, but he also becomes more physically powerful as he relentlessly exercises and trains himself.  

If the PCs ask about the spring (the last few weeks), no Raises are needed – once the snow melts and the road dries out somewhat, Kitari abandons the village, taking the south road.  

PCs who get descriptions or images of Kitari’s strange behavior can roll Intelligence/Medicine or Intelligence/Lore: Shadowlands at TN 30 to suspect some form of madness, possibly even the madness of the Taint, but there is no way to know for sure without speaking to him.

Continuing the Investigation?

Once the PCs have finished investigating, Otomo Arishikage will invite any shugenja PCs to join her in speaking a final prayer for the dead.  With that accomplished, she will review the situation.  “I am not sure how much connection, if any, this man truly has with the incident at the sacred Grove.  But there is no question he is a tormented madman who is endangering the populace, and may soon cross the border to threaten the Scorpion Clan’s neighbors, if he has not already done so.  Dealing with such a threat falls under my purview as an Emerald Magistrate, and I intend to pursue this man until he is apprehended.  I would ask your assistance in this matter, samurai-samas, even though it is not strictly the task under which you first came here with me.”  

In theory, the PCs can leave the adventure at this point, and await Arishikage’s return to finalize the investigation into the fire at Kyuden Bayushi (see “Conclusions”).  However, this will mean they are allowing a dangerous madman to roam the Empire unstopped – PCs with Honor Rank of 3 or higher should probably lose 1 or 2 points of Honor for this.

Part Five: Closing in on Kitari/Tanaka 

From Taiju no Mura, Kitari/Tanaka followed secondary roads and paths southward.  The PCs can follow his intermittent trail with a roll of Perception/Hunting (TN 20) or Perception/Investigation (TN 25) once per day.  A shugenja can also follow his trail by casting Commune (Air, Water, or Earth) three times per day, with two Raises for Clarity.  

If the tracking PCs hit TN 30 or better, they can tell that Kitari’s path is very erratic.  At times, the tracks are fast and sure, while at other times he wanders aimlessly and occasionally appears to fall down and thrash about in a fit.  Within a day the PCs will also be able to tell that they are gaining on Kitari, who is traveling even more slowly than he did the previous autumn.   

Due to the remote area the PCs are now traversing, they will find villages to be few and far between, separated by many miles.  The inhabitants of these settlements will readily recall the strange, erratic, hulkingly muscular Scorpion samurai who passed through a couple weeks ago, an alarming man who they all did their best to avoid.  

Due to the rarity of settlements in this region, Arishikage and the PCs will have to camp out-of-doors each night.  As they are now fairly close to Kitari, Arishikage will insist on pushing on each day until darkness falls.   

The Fallen Bandits

Three days after the PCs leave Taiju no Mura, they will come across the next of Kitari/Tanaka’s victims.  Allow each PC to roll Perception/Investigation (Notice) at TN 20 to notice the lazy circling of carrion birds just off the road, over a patch of scrubby brush and woods.  If they investigate, they discover an unpleasant sight:

A trail of trampled grass and broken branches leads off the road into the trees.  Here you discover eight dead men, their corpses hacked, crushed, and slashed by mighty blows.  The stench of decay assails your nostrils, and several carrion birds skwawk angrily at you and take flight as you approach.

The bodies have been dead for over a week, and are in an advanced state of decay – the grisly sight and smell will require a Raw Willpower roll at TN 15 (TN 10 for Crab PCs) to avoid being sick, a humiliating loss of control that costs PCs a point of Glory.  Arishikage will not become ill, although she turns quite pale at the sight.

There is no investigation roll needed to determine the cause of death.  The men were obviously killed with powerful blows from a sword and some sort of bludgeoning weapon, probably a tetsubo.  They are visibly skinny and dirty men, and are dressed in grubby commoners’ clothing.  Various peasant weapons are scattered around on the ground, some of them broken.  

· Perception/Battle (Skirmish) at TN 25 can deduce that these men attempted to ambush someone at the road, but were pursued back into the trees and slaughtered.  The fight was probably over in a very short time, and it appears quite unlikely that they managed to wound their opponent.  

· Commune spells can find Earth or Air spirits, although finding an Air spirit that remembers the incident will require two Raises for Clarity.  (There are no Water or Fire spirits in the area.)  The spirits will explain that a man in armor, “full of Earth and Water” (e.g. strong and tough), hit the people with a large piece of “strong mingled spirits” (katana) and then a “heavy piece of earth” (tetsubo) until they stopped moving.  If the shugenja specifically asks about the behavior of the man, and took at least one Raise for Clarity, the spirits will say that the man is “at war within himself, his elements are all disordered and agitated.”

Arishikage will insist on taking a few minutes to burn the bodies and perform proper funeral rites.  “Even if they were peasant bandits, we do not want their souls lingering here as ghosts.”  She asks any other shugenja in the party to assist her.  A shugenja PC who refuses will lose 1 point of Honor, due to failing in their duty as a priest.

The Sparrow Village

Once the bodies are disposed of, Arishikage and the PCs can push on down the trail.  As darkness approaches and they begin looking for a place to camp, they will see a few lights ahead, and arrive at a small village, the first they have seen since the early morning. 

The village is a Sparrow holding, and a fairly substantial settlement, with over 400 inhabitants.  It boasts an inn, a bathhouse, several craftsmen, and a detachment of five Sparrow bushi.  Two of them will be standing guard at the edge of the town, rough-hewn men in plain brown kimonos, with hands calloused more by farm-work than by sword-practice.  They will bow and politely request the PCs’ travel papers, then direct them to the inn for a place to spend the night.  

The inn is an unremarkable place in most respects, and definitely at the low end in terms of comfort and luxury – the food is limited to rice, barley, and some vegetables with a little tofu.  There is tea, but no sake or other alcoholic beverages.  The Sparrow bushi who are not on guard duty spend their evenings here, telling long and obsessively detailed stories to each other to pass the time and ward off boredom. 

If anyone asks about Kitari, both the local commoners and the Sparrow bushi will visibly shift and flinch, making gestures against evil.  “Yes, a large Scorpion bushi came through here, about eight, nine days ago.  He did not stop for food or drink, thanks the Fortunes.  He was very loud and aggressive, and kept saying he had to get to his sensei immediately.”  

· Everyone describes the Scorpion as “huge, muscled like an ox,” and “built more like a Crab than a Scorpion, to be truthful.”  

· All witnesses agree that the man was acting very strange and was quite belligerent, repeatedly putting his hand on his sword-hilt and shouting that he would not be stopped by “traitors or betrayers.”  The only time he fell silent was when one of the village children ran out into the street in front of him, but the witnesses are not sure if his silence was driven by sympathy or anger.  

· If the PCs ask about his travel papers, the Sparrow will reluctantly admit they did not ask him for them.  “He was… an alarming man, samurai-samas.  We felt it best to speed him from our village as quickly as possible. We were very glad to see the back of that one.”

If the PCs mention the dead bandits, the Sparrow look saddened.  “Times have been difficult, samurai-samas, with the drought last year.  We have heard rumors that some of the peasants have succumbed to their fears and taken up banditry.  We will step up patrols and try to deal with the problem, of course.”  They are being honest.  

Assuming the PCs accumulate this information, Otomo Arishikage will believe this further confirms her wisdom in following Kitari.  He is clearly a menace to general good order in the Empire, placing him under the jurisdiction of Emerald Magistrates.  (His killing of peasants, while technically not a crime for a samurai, is severely disruptive of Imperial order and therefore falls under the “general lawlessness” statute of the Emerald Magistrates’ Charter.)  

On to Crab Lands

From the Sparrow village, the PCs will reach the Crab border within two more days, passing a handful of smaller Sparrow settlements along the way.  The landscape grows progressively more bleak, fields and forests giving way to stony soil and scrub brush, then boulders and clay-based earth. 

On the border between Crab and Sparrow lands, the party is met by a pair of gruff, unfriendly Crab bushi who check their travel papers.  

· If the party asks about Kitari, the bushi will look uneasy and admit they saw a big man in Scorpion-colored armor wandering along the border several times in the last few days.  The most recent incident was a couple of days ago, and they saw him to the west, heading cross-country.  (He was too far away for them to pursue.)  They can point out the area where they saw him, if the PCs ask.

· If the PCs inquire about bandits, the Crab grimace.  “Been a lot of troubles with starving peasants running wild across the border, the Sparrow don’t have the strength to keep them in line.  Our own peasants haven’t caused any trouble, of course.”  If non-Scorpion PCs speak to them privately, they will suggest that the unrest in Sparrow lands is being fomented by the Scorpion Clan.  

Arishikage will suggest the party leave the road and follow Kitari’s trail, since it is now only a few days old at worst. To do so, the PCs will have to make a roll of Perception/Hunting at TN 25 to find Kitari’s trail, and another roll at TN 20 to follow it effectively.  If they fail, they can try two more times at TN’s that increase by 5 each time.  Three successive failures mean that the PCs cannot find the trail, or lose it if they previously found it.

Regardless of whether the PCs are able to follow the trail or not, they will not locate Kitari before nightfall, and will have to make camp. 

If for some reason the PCs overrule Arishikage and decide to stay on the road, they will realize within a day that they have lost the trail – there will no longer be any reports, tracks, or other evidence of a large, dangerous Scorpion bushi.  Smart PCs will head back to the border and find the trail again.   

Lost in the Woods

If the PCs camp out for the night, they will encounter a group of peasant bandits, starving men from the Sparrow and Scorpion lands.  They are starving and desperate, but not fearless, and the PCs can potentially find a way to resolve this situation without a fight.  

The bandits are not particularly stealthy – the PCs can hear them coming with a roll of Raw Perception at TN 15 or Perception/Battle (Ambush) at TN 20.  If none of the PCs hear them coming (roll for Arishikage as well), the peasants will be able to attack by surprise, gaining a +20 Initiative bonus.  PCs who act behind the bandits in initiative on Round One will be attacked at a penalty of 15 to their TN to be Hit.  

The total number of peasant bandits will be equal to two for each bushi or combat shugenja PC, plus one for Arishikage and one for each courtier or non-combatant PC.

If the bandits do not achieve surprise, the PCs will be able to confront them.  They are obviously near-starving, with sunken eyes and ribs sticking out through pale skin. They will try to intimidate the PCs, waving their weapons threateningly and demanding they give over their food and money.  PCs can get them to leave non-violently in a number of ways:

· Offering them food/money.  This will work if the PCs are firm and un-intimidated in their approach – if they seem fearful or desperate, the bandits will try to press their advantage.

· Threaten or intimidate the bandits.  This will require a well role-played threat and a roll of Willpower/Deceit (Intimidation) at TN 25.  

· Persuade the bandits of the unwisdom of their actions.  This will require a well role-played appeal followed by a roll of Awareness/Storytelling (Rhetoric) at TN 25 or Awareness/Etiquette (Sincerity) at TN 30. 

· A shugenja PC who can come up with a fearful and impressive display of magical power can frighten the bandits into retreat.   

If a fight does take place, the bandits will fight until half their number are down.  (They are desperate but not completely suicidal.)  Once that happens the survivors will try to flee.  

Otomo Arishikage will prefer not to fight, casting The Eye Shall Not See on herself the first round of combat and observing the fight.  She does not consider this to be problematic behavior on her part – she is a pragmatist and a survivor, and the PCs as her yoriki are supposed to defend her.  If the PCs are in serious danger of losing the fight, she will reveal herself and use her spells to help them (especially Wind-Borne Slumbers.)  

Captured peasants will plead tearfully for mercy, begging the PCs to spare them for the sake of their starving families.  Otomo Arishikage will be merciless in dealing with any captured bandits, arguing they should be executed for attacking a samurai (this is the subtle mental influence of her obsidian knife), but two or more other Emerald Magistrate PCs can combine to overrule her. 

Some parties may find themselves divided on how to deal with the bandits, with those who advocate compassion clashing with those who, like Arishikage, believe criminals must always be punished.  This is perfectly acceptable – such debates drive many of the Clan rivalries in Rokugan, after all.  However, Arishikage will not allow such disagreements to escalate to the point of immediate violence – if swords are drawn, she will invoke her authority as the senior Emerald Magistrate to insist the PCs stop their fight until they complete her investigation.  “Settle your quarrels later, samurai!  Duty comes first.”   

Resuming the Trail

Assuming the PCs defeat or otherwise deal with the bandits, they can resume following Kitari’s trail the next morning by rolling Perception/Hunting at TN 15.  If they were not able to find his trail the previous day, they can try to do so again by rolling Perception/Hunting at TN 25.  If they fail either roll, they can make one more attempt at TN 30.  At that point, if they have lost the trail, the module is effectively over, and they must return to Kyuden Bayushi to conclude their investigation. 

Part Six: Confronting Tanaka/Kitari

The tormented, maddened spirit of Bayushi Tanaka is seeking his former sensei, hoping to find help and understanding there.  At the same time, his insane fury at Nishari’s betrayal is driving him repeatedly to acts of grotesque violence, especially against women and children.  The PCs can save him from himself if they can break through his madness and force him to realize what is happening.   

Around noon of the day after the bandit encounter, the PCs notice a thin column of smoke rising on the horizon.  If they head in that direction, they will come upon a small, isolated village within an hour: 

Cresting a low ridge, you look down on a modest village of perhaps a dozen peasant huts.  Wood-smoke rises from the smoke-holes in their roofs, and oxen bleat from a pen.  But the huddled, rumpled forms of dead bodies lie scattered across the streets, dark blood soaking into the dirt streets.  You can hear a high-pitched keening wail carrying across the air, coming from a lone armored figure in the middle of the village’s main street.  He is kneeling in the middle of several dead peasants.   

The man is, in fact, the possessed Bayushi Kitari.  If the PCs approach, they can see that he is a young man in his mid-twenties, grotesquely muscular, and dressed in a dirty, battered suit of armor.  The armor is in Scorpion colors, but much of the colored lacquer is gone.  His face is unshaven, with a scraggly beard and dirt ground into the skin.  His haggard eyes stare out of deep-sunken sockets, and tears and spittle cover his face as he weeps and howls over the dead bodies at his feet.  A bloody katana is clutched in his right hand, and what appears to be a crude, hand-made tetsubo, covered with sticky blood, is strapped across his back.

If Nishari haunts any of the PCs, or has visited them earlier in the adventure, she will plead with them now, speaking inside their heads.  “This man is not Tanaka, but he is at the same time.  Please, you must help him!”  The PCs can speak briefly with Nishari, inside their own minds (this effectively takes no time, since it happens at the speed of thought).  She realizes this man is possessed by the soul of Tanaka, and fears if he dies in this state of rage and madness, he will be condemned to the Realm of Slaughter.  “You must find a way to reach him, to let him see the truth and know of my own confession, my punishment.   You must somehow get through his madness and rage.”

Fight?

The PC’s actions are crucial.  If they attack, either physically or with spells, Kitari/Tanaka will immediately counter-attack, using his tetsubo by preference.  His momentary sense of awareness and guilt will be swamped by the rage and battle-lust of his insanity.  If this happens, he will fight to kill, using the skills and School Techniques at his disposal – which are considerable, since in his mortal life Bayushi Tanaka was a Rank Five Hida Bushi.  However, he is also maddened with blood-lust, and will lack the focus and intellect to employ combat maneuvers such as Knockdown or Raising four times for a double attack.  Given his capabilities, he will not really need such tricks to pose a deadly threat.

Due to his frenzied insanity, Kitari/Tanaka will continue fighting beyond the bounds of normal human endurance. His “Down” Wound Rank is treated as a second +20 Wound Rank, and the first 20 Wounds of his “Out” Rank are likewise treated as another +20 Wound Rank.  The final 30 Wounds of his “Out” Rank function as a “Semi-Out” Rank – he will still be conscious, but will no longer be able to force his ravaged body into motion, allowing the PCs to take him prisoner (or execute him, if they wish).   

If the PCs do fight him, Nishari will try to intervene.  She will speak into the minds of any PCs she haunts or has spoken to in this adventure.  She pleads for the PCs to spare his life and try to free him from the madness which is consuming him.  “If Tanaka dies in this state his soul will surely be lost to the realm of slaughter!”  PCs who receive this warning but still attempt to kill Kitari, instead of disabling or capturing him, should lose 1-2 points of honor (plus the additional penalty if they have Idealistic or have Nishari as a Ancestor).

If the PCs try to break off the fight and speak with Tanaka, they will have to stop attacking and address him by name, urging him to listen to their words.  This will allow them to make a roll to try to get through to him, although the TN will be high (as listed below under “Talking to Kitari/Tanaka”).  


 Arishikage will not normally participate in this fight – much as with the bandits, she will cast The Eye Shall Not See and observe the battle, since she considers it vital to report back with information on what has happened.  

If the PCs kill Kitari/Tanaka, Tanaka’s soul will be condemned to Toshigoku, the Realm of Slaughter, and all chance for Nishari to redeem her failure is lost. 

Watch?

If the PCs do not immediately attack, but instead hang back and watch, they will see a strange sight: Tanaka will be struggling with his own madness for control.  Kitari’s body jerks back and forth, first flinging his head up and howling wordlessly, then mumbling to himself, then shouting things like, “No!  I did not want this!  Not this!”  

· Any PC who makes a Perception/Investigation (Notice) roll at TN 25 (TN 10 if the PC has the Read Lips Advantage) can make out what he is mumbling.  He is repeating over and over again, “I didn’t want this…I didn’t want this…this is not her death.  She needs to die, her and the unclean brat, not them, they are innocent…”

If the PCs continue to watch him without approached, Kitari/Tanaka will continue to mutter and cry out for quite some time before slowly wandering away to the south, again heading toward his old sensei’s dojo in Crab lands.

Talking to Kitari/Tanaka 

Ultimately, the PCs’ goal is to free Tanaka of his madness and convince him to leave Kitari’s body for the afterlife.  If they can do this, he will be able to face the judgment of Emma-O and take his proper place on the Celestial Wheel, in the process freeing Bayushi Kitari to resume his own life.  

If the PCs approach Kitari/Tanaka in a non-threatening manner, he will look up at them, his eyes wildly darting around for signs of an ambush, one hand flashing to the handle of his tetsubo while the other clutches the hilt of his katana.  However, he will not automatically resort to violence unless the PCs threaten him or are obviously about to attack him.  

If the PCs take this non-violent approach, they can try to communicate with Tanaka.  This will require them to role-play an appeal to his honorable nature, speaking of his duty to the Celestial Wheel, his family honor, his Duty, his ancestors, or something similar.  This will allow them to reach him with a roll of either Awareness/Etiquette (Sincerity) at TN 20 or Awareness/Storytelling (Oratory) at TN 25.  

· If the PCs mention Nishari herself at this point, Kitari/Tanaka’s face will twist with rage, and the TN to reach him will be increased by 5.  

· Any attractive female PC who is of the Unicorn Clan or who has the Dangerous Beauty advantage will remind him of Nishari.  If such PCs participate in this conversation, the TN to reach him will be increased by 5.

· If the PCs are in the middle of fighting him, or if they defeated him in combat and then try to speak with him, the TN of the roll to reach him will be increased by 10.  

· If the PCs try to employ the Deceit skill against him in any way, they will automatically fail and he will fly into a rage, shouting that they are “in league with her, with the harlot.”  

If the PCs succeed in getting through to Tanaka with this initial roll, they will be able to talk to him (see “The Conversation” below for details).  Otherwise, he will become enraged, accusing them of lying to him “just like she did.”  The PCs can calm his rage and make another attempt to speak with him if they role-play an immediate and sincere apology and roll Awareness/Etiquette (Sincerity) at TN 30.  Otherwise, he will attack, leading to results as listed under “Fight?” above.  

Arishikage will not speak with Tanaka herself, but she will not interfere with the PCs if they do so.  She stays well away from him and is ready to conceal herself under The Eyes Shall Not See if anything goes wrong. 

The Conversation

Assuming the PCs manage to get through to Tanaka, he will become somewhat lucid for a time, and they can converse with him.  However, his madness is still lurking just beneath the surface, and PCs who threaten him will quickly drive him back into a violent rage.  

If the PCs ask his name, he identifies himself as “Bayushi Tanaka,” and may also refer to himself as the “Steel Scorpion.”  He was born in the early Eleventh Century, and served in the Scorpion armies during the War Against the Darkness.  He was trained by the Crab, and married Iuchi Nishari, “the harlot,” who betrayed him.  Tanaka does not realize how many years he was trapped in the tree – the experience was both infinitely long and over in an instant.  Consequently, he also does not realize that it is now the dawn of the Sixteenth Century, and Nishari and her illegitimate child are long dead.  

Tanaka is fully aware that Nishari betrayed him, and is consumed with the need for vengeance against her and the illegitimate son she bore to her lover Taro.  If anyone mentions her, rage and battle-list visibly flares in his eyes, and he spits out, “Filthy harlot.  She knew nothing of honor, or honesty, or duty. Shamelessly gave herself to that demon, bore his child, then betrayed me to torment so he could keep walking the earth. She will pay, they both must pay for her crimes!” 
· If the PCs ask about the “demon” he mentioned, Tanaka names him as “Taro,” supposedly a Unicorn nobleman.  “He called himself honorable, swore to battle Jigoku, but he was its slave all along!  She betrayed me and our Clan, lied to all of us, for his sake, for the sake of love!”  He speaks the last word like a curse.

· If the PCs ask about the child she bore, Tanaka does not know what became of it.  “She lied again, said it was my child, but I learned better.  But before I could slay the abomination she gave me to the grove with her filthy lies!”

· If the PCs ask him about the murder he committed, or the village he destroyed, he will become calmer and even show signs of remorse.  “I am unsure what happened, samurai.  I remember… I remember speaking with a peasant woman, and there was a child… then it all goes red, and all I can remember is her, the harlot, mocking me with her smiles and bows and falsehoods.”  He shakes his head as though to clear it.  If the PCs openly accuse him of crimes, he will grab his head and moan, “No, this is not what was supposed to happen.  I am… I was… and honorable man.  The Steel Scorpion does not murder innocent peasants.”  

· If the PCs ask about the bandits, he snorts.  “Ah, yes, those foolish criminals thought they could attack the Steel Scorpion and live. They no longer have those illusions.”

· If the PCs ask about the current massacre in the Crab village, he looks around wildly, as though just remembering what is around him.  “I am… I was going back to my home.  No, not my home, but the place I called home… to my sensei, yes, that was it. He could tell me what happened, what I must do.  It’s all so hazy.  I came to the village, and I was speaking to this boy, and then it all goes red.  I woke up and I was looking down on his body…. I do not make war on children, samurai!  There is only one boy who must die, her abomination!  This is not me.” 

· If the PCs ask about Kitari, the man he is possessing, he will be confused – he does not want to realize he is in another’s body.  “I… I was trapped, it was all pain, and then it was not pain, and I was in this body.  I can’t explain it, it’s all so blurry.  I just… want to find a way to make her pay.”  If the PCs press him on this issue, such as by asking if someone else is in the body with him, he will screw up his face in concentration.  “Someone… someone is here, yes, somewhere, but I can’t see him. It’s so hard to describe.” 

· If the PCs ask what he wants, or what his plans are, he will have difficulty explaining himself clearly.  He wants revenge against Nishari and her “abomination” (the child she bore to her lover Taro), but he does not know how to get that, and he also wants to find peace.  He has the vague notion that his sensei may be able to tell him how to achieve these things.  

The Nature of Possession

Once the PCs realize Tanaka is possessing Bayushi Kitari, they may want to know what options they have for ending this possession.  A roll of Intelligence/Theology at TN 20 or a suitable Lore skill (such as Lore: Spirit Realms or Lore: Ghosts) at TN 25 will give them the following information (Arishikage can roll if none of the PCs succeed):

· Most Rokugani exorcism rituals are designed to drive out “free-roaming” spirits that might trouble a home or location.  (The “Devil Chase” held at Winter Court, and the purification rituals at houses prior to marriages, births, or other important events, are examples of this.)  Once a ghost or spirit has taken possession of a mortal body, driving it out is almost impossible – in most cases, it must be entreated to leave of its own volition.  

· If Kitari’s mortal body is killed, both his soul and Tanaka’s spirit will depart for the afterlife, and each will be judged by Emma-O.  Although this will solve the problem of the possession, it will also force Kitari to return to the Celestial Wheel for rebirth – he will not be able to fulfill his destiny within this lifetime.

Resolving the Problem

The PCs must convince Tanaka to give up his rage, leave Kitari’s body, and depart for the afterlife to accept the judgment of Emma-O.  This will require convincing him that Nishari is not only dead, but that she has acknowledged her sins and is undergoing kharmic punishment for them.  

Tanaka will not readily or easily believe the truth – he will accuse the PCs of lying to him, proclaiming they cannot be trusted any more than she could.  “She called herself honorable, claimed she was following the path of bushido, but she was a lying traitor, and all her words were filth.  You are no different, lying to me, trying to deny me my rightful vengeance!”  

Smart PCs may realize that the way to reach Tanaka is by speaking the truth, no matter how painful that might be.  However, the true nature of what they have to do may be too difficult for them to figure out on their own.  They have two possible sources of help:

· If they ask Arishikage for general advice, she says,  “The simplest solution would be to kill this man.  Although he would die, his soul would be freed to re-enter the Celestial Wheel, and this Tanaka would go to judgment.  However, it seems most unfortunate to destroy a loyal Scorpion samurai for the crimes of his ancestor.  If we could find some way of convincing Tanaka to leave his body by his own choice, that would be far better.”  

· If the PCs ask Arishikage for specific advice on how to convince Tanaka to leave, she is uncertain.  “He seems to be obsessed with betrayal and lies.  A most unfortunate condition, for a Scorpion.  Perhaps, then, the truth can be employed in some way to persuade him?”

· If the PCs think to ask Nishari’s spirit for general advice, she speaks into their minds eagerly.  “If he knows I have confessed my sins, if he knows of my punishment, that may be able to bring him the peace he needs to go to the afterlife without falling into the Realm of Slaughter.”  Since she cannot speak with him directly, she urges the PCs to speak on her behalf.

· If the PCs specifically ask Nishari how to convince Tanaka of the truth, she will hesitate a moment.  “I do not know if this is something I can ask of you, samurai.  The price may be a high one, for the path of Honor is often harsh.  I could not follow it in my own life.”  If the PCs urge her to speak on despite this warning, she continues: “It was my lies, my determination to conceal my sins and misdeeds, which condemned Tanaka to the Grove.  It is clear he is obsessed with this.  Perhaps… perhaps if you confess some sin, some truth you would wish to conceal, it will convince him of your truthfulness, and allow him to believe you on other matters.  You would prove you value Bushido above all, and as an honorable man he would have to listen to you.”  

In order for the PCs to convince Tanaka of their truthfulness, at least one of them will have to confess to a painful, shameful, or potentially lethal truth about themselves – this should most likely be something based on their Disadvantages, such as a Dark Secret, a True Love, or a crime or dishonorable act they have performed in play.  The GM should adjudicate whether the truth they are confessing is serious enough to have an impact on Tanaka, but as a general rule, anything that makes the player flinch when confessing should work.  

· In order to deliver the confession with sufficient conviction to persuade Tanaka, the PC must roll Raw Awareness at TN 20.  Advantages and Techniques that enhance Social Skill rolls cannot be used on this roll (and Disadvantages that penalize such rolls do not apply either) – the PC is speaking the truth, without relying on anything but strength of soul.   

· Each PC may make only one attempt to tell the truth.  If three or more of the PCs try to do so and fail, Tanaka will fly into a rage, accusing them of trying to manipulate and deceive him, and will attack them in possible.  

PCs who confess a truth and do so convincingly (making the Awareness roll) will most likely have to pay a price for their adherence to the Virtue of Honesty.  The GM should adjudicate this based on the severity of what they confess, but possible penalties could include the loss of Glory, imposition of one or more Ranks of Bad Reputation, or even (for especially heinous crimes) having the character made ronin or condemned to execution.  On the other hand, the PC should also gain 1-10 points of Honor for exercising Honesty, the gain proportional to the severity of the confession.  

Other PCs who listen to these confessions can potentially gain the Blackmail Advantage, but if they choose to do so, should lose a number of points of Honor equal to their current Honor Rank.  

Some PCs may wish to commit seppuku after confessing to something especially vile.  This act of extreme Honor should be rewarded with an automatic extra 15 points of Kharma for the player’s next character, over and above the standard “base” Kharma award.  

If all of the PCs refuse to try telling the truth to Tanaka, Nishari will plead with them one last time to try to save Tanaka’s soul.  “If I could confess to him myself, I would do so, but I have no power in the mortal realm.  Please, in the name of all that is honorable, I beg you to act, samurai.”  PCs who still refuse to do so should lose 5 points (half a Rank) of Honor.

Success?

If at least one PC manages to successfully confess a truth to Tanaka, his face changes, the rage fading from his eyes to be replaced by wonder.  “You… are not lying,” he whispers.  The PCs can now follow up this success by explaining Nishari’s confessions and punishment, and urging him to leave Bayushi Kitari’s body.   

Tanaka slowly nods in agreement.  He asks the PCs to see to it that he is remembered truthfully among the Scorpion, as a loyal and honorable man.  With that, he sets down his home-made tetsubo and lifts his face to the sky, closing his eyes.  A moment later the Scorpion’s body topples forward, twitching and thrashing for a moment as Tanaka’s soul departs.  It is Bayushi Kitari who looks out when the body’s eyes open again.  

Kitari remembers everything that happened as a strange, surreal nightmare in which he was trapped and helpless inside his own body.  He prostrates himself before Arishikage and the PCs, thanking them for freeing him and swearing eternal gratitude for their deeds.  

In this case, Tanaka’s soul is judged well by Emma-O, and he is permitted to enter the realm of Yomi.

Failure?

If the PCs are unable or unwilling to convince Tanaka of their truthfulness, he will sink back into his madness and attack them.  The PCs will have to fight for their lives.  If they manage to capture him alive, he will no longer be open to further conversation – his madness has fully consumed him.  

If the PCs still take Tanaka alive after this, they will have no real choice but to execute him for his crimes.  If none of them are willing to take this step, Arishikage will do so – Kitari/Tanaka has crossed Clan borders to commit crimes and foment general lawlessness, which allows her to asset jurisdiction as an Emerald Magistrate.  If the PCs have kept her fully informed of what is happening, she will know this is killing an innocent man (Bayushi Kitari), but she points out that Kitari will be reincarnated and allowed to resume his path on the Celestial Wheel.  “Any samurai should be ready to pay such a price to send a dangerous spirit to judgment.”  

If Kitari is killed or executed under these circumstances, Tanaka’s soul goes to judgment in a state of insane rage and torment, and is condemned to Toshigoku, the Realm of Slaughter.  Those PCs who are aware of Nishari can sense her deep sorrow and disappointment, and feel a keen sense of their own failure, losing 1 additional point of Honor (her own Ancestor effect does not increase this loss, since it derives directly from her).

In the unlikely event that none of the PCs have any contact with Nishari’s spirit, and they cannot figure out what to do on their own, they will have no real choice but to execute Kitari/Tanaka, sending both souls on to judgment.   

Conclusion

Once the PCs have dealt with Kitari/Tanaka (one way of the other), Arishikage will lead them back to Kyuden Bayushi to report the results of this incident and to wrap up their “investigation” into the burning of Traitor’s Grove.  If the PCs freed Bayushi Kitari, he will accompany them for much of the trip before departing to report to his lord.  Regardless, the Scorpion will quietly thank Arishikage and her yoriki for resolving an incident which might have further disrupted their already poor relations with the Crab Clan. 

Since she was ultimately unable to learn anything new about who burned the Grove, Arishikage will announce the case is unsolvable, and report accordingly to the Emerald Champion.  If any of the PCs have information or testimony implicating the Lion who actually committed the crime, she will pass on this information, but points out that it is not sufficient to make an arrest.  

Nishari’s Final Visit

If the PCs tracked down Kitari/Tanaka and dealt with him (one way or the other), when they next sleep, Nishari will dream-visit any of them she contacted earlier.  

If the PCs convinced Tanaka to leave Kitari’s body, she thanks them for helping her redeem her sins against Tanaka, and for exemplifying the virtue of Honesty.  She promises to watch over them in the future.  The PC with the highest Honor who is not already Haunted by Nishari gains the “Haunted by Nishari” cert.  

If at least one PC told the truth about him/herself in order to reach Tanaka, she will express special thanks to those PCs.  “You have shown a true understanding of Bushido, and offer me hope that my quest for redemption is not in vain.”  To the PC with the highest Honor, she says, “I offer you this with my thanks,” and removes her Scorpion mask, presenting it as a gift.  (Honorable PCs refuse twice.)  The chosen PC awakens the next morning to find the mask (“Nishari’s Mask” cert) lying next to his/her head.  The PC with the mask also gets the “Haunted by Nishari” cert, even if another PC also earned that cert.  

If the PCs ended up killing Kitari/Tanaka, condemning Tanaka’s soul to Toshigoku, Nishari will not visit them again in this adventure.   

Finally, if Tanaka was successfully sent to Yomi, a few weeks later he will begin to visit any Crab or Scorpion PCs with an Honor Rank of 3 or higher who does not currently have a certed Ancestor.  The Steel Scorpion offers them his guidance as an Ancestor (cert).  

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 track down Kitari/Tanaka:

+1 XP

PCs convince Tanaka to leave Kitari’s body:
+1 XP

Total Possible Experience:

4 XP


Other Awards/Penalties

If the PCs successfully dispose of Kitari/Tanaka (regardless of whether Tanaka was redeemed or not)

PCs who seriously offend Otomo Arishikage gain her as a 3-point Sworn Enemy.   

PCs who sneak into Traitor’s Grove gain Bad Reputation: Spy and a corresponding Rank of Infamy. 

PCs who confess secrets at the conclusion of the adventure should suffer an appropriate penalty (Bad Reputations, etc) but gain 1-10 points of Honor. 

PCs can choose to take Blackmail on other PCs based on secrets revealed during the conclusion of the adventure, with a corresponding Honor loss.  

If the PCs redeem Tanaka, the PC with the highest Honor gains the “Haunted by Nishari” cert.  The highest-Honor PC who confessed a secret gains the “Nishari’s Mask” cert and the “Haunted by Nishari” cert.

If Tanaka is redeemed, any Crab or Scorpion PC with Honor of 3.0 or better and no Ancestors can gain the cert “Ancestor: Bayushi Tanaka.”   
Appendix: NPCs 

Starving Peasant Bandits (interchangeable)

	FIRE 1
	  AIR 1

	Agility 2


	Reflexes 2

	EARTH 2
	WATER 1 

	
	

	VOID 1


TN to be Hit: 10


School/Rank: Commoner (Insight Rank 1)

Honor/Status/Glory: 0.5/0/0.5

Skills: Athletics 2, Craft (Farming) 3, Deceit 1, Defense 2, Knife 2, Peasant Weapons 2, Staves 2, Stealth 1.

Advantages/Disadvantages: Social Disadvantage (heimin).
Equipment: Peasant clothing, miscellaneous weapons (jo staffs, kama, tonfa, knives, random farm implements, etc). 

Bayushi Tanaka, Tormented Samurai Spirit, possessing Bayushi Kitari

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 5
	WATER 3 

	
	Strength 5

	VOID 4


[Tanaka’s “Down” Rank and the first 20 Wounds of his “Out” Rank function as additional “+20” Wound Ranks.  The final 30 Wounds of his “Out” Rank count as “Semi-Down” – he is conscious but cannot physically act.]

TN to be Hit: 30 (20 without light armor)


School/Rank: Hida Bushi 5


Rank One: Adds Earth Ring to total of melee attack and melee damage rolls.  Ignores TN penalties for wearing Heavy Armor (except with Stealth).


Rank Two: May spend a Void point to negate damage from a single hit by rolling Raw Earth at a TN equal to the damage total.  Earth is increased by School Rank when resisting Knockdown.


Rank Three: May make an additional attack per round.  Gains two bonus Void points which may only be used to activate School Techniques.  


Rank Four: TN bonus of any armor worn is doubled.  If an opponent attacks you, you roll and keep an extra die on all attack and damage rolls against that opponent on your next turn.  


Rank Five: May spend a Void point to ignore all Wound penalties until your next turn.  Gain another bonus Void point that can only be used on School Techniques.  Wounds per Rank are doubled.  

Honor/Status/Glory: 3.7/na/4.8

Skills: Athletics 4, Battle (Specific Enemy: Shadowlands) 2, Courtier 2, Craft (Weaponsmithing) 3, Defense 5, Etiquette 3, Heavy Weapons (Tetsubo) 5, Investigation 3, Jiujutsu 4, Kenjutsu 5, Kyujutsu 3, Lore (Heraldry) 2, Lore (History) 2, Lore (Shadowlands) 3, Medicine 3, Meditation 1, Spears 2, Stealth 4, Theology 2. 

Mastery Abilities: Free Raise with Heavy Weapons and Kenjutsu, and may subtract Skill Rank from Wound Penalties when using either of those skills.  Enemy armor TN bonus or Carapace level reduced by 1 when using a heavy weapon.  May spend an additional Void point on sword damage.  May add Defense skill Ranks to TN to be Hit (unless immobile) and can enter Full Defense when Initiative is rolled.

Advantages/Disadvantages: Possessed and insane.  
Equipment: Light armor, daisho set, tetsubo (low quality, DR 0k3), traveling pack.

Otomo Arishikage, Emerald Magistrate and Loyal Scorpion

	FIRE 2
	  AIR 4

	
	

	EARTH 3
	WATER 2

	
	Perception 3

	VOID 4


TN to be Hit: 


School/Rank: Soshi Shugenja 3


Technique: Free Raise when casting Secrets on the Wind, Reflecting Pool, and Essence of Air.  Free Raise on Stealth rolls to cast with subtlety.  Affinity to Air, Deficiency to Fire.

Honor/Status/Glory/Infamy: 1.6/4.5/4.0/1.0

Skills: Athletics 2, Courtier 3, Deceit 3, Defense 3, Etiquette 3, Investigation 2, Meditation 3, Poison 3, Stealth 2

Spells: Sense, Commune, Summon, Counterspell, Importune, (Air 1) By the Light of Lady Moon, Wind Born Slumbers, (Air 2) Secrets on the Wind, (Air 3) The Eye Shall Not See, (Earth 1) Jade Strike, (Earth 3) Strength of the Crow, (Water 1) Path to Inner Peace, (Water 2) Rejuvenating Vapors, (Water 3) Regrow the Wound.
Mastery Abilities: Add Defense skill Ranks to TN to be Hit (unless immobilized)

Advantages/Disadvantages: Benten’s Blessing, Blessing of Jurojin, Crafty, Dangerous Beauty, Heartless/Bad Reputation (unable to produce an heir for her husband), Dark Secrets (several), True Love (her yojimbo, not present in module).  
Equipment: Wakisashi, tanto, mask, kimono and sandals, obsidian knife, traveling pack, scroll satchel, 10 koku.
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