Corrupted Region

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

by Rob Hobart

The Emperor has outlawed a troublesome foreign substance, and now you are charged with enforcing his laws and making them stick.

Adventure Summary and Background

In the last two years, the Empire has encountered a strange new scourge – a drug called Red Flower, fearsomely addictive and morally degrading.  Alerted to this growing problem, the Emperor has proclaimed the use and distribution of this new drug to be illegal, and the Emerald Magistrates have been ordered to enforce this new proclamation all across Rokugan.  The PCs are dispatched on one such mission, to bring the Emperor’s law to the Phoenix settlement known as the City of Remembrance.  

The source of Red Flower is a mystery to the Empire, although most people naturally blame the Scorpion Clan.  The yakuza gangs controlled by the Scorpion are indeed the main force distributing Red Flower across the Empire, but they are not the source of the addictive substance.  Red Flower is a foreign drug, refined from flowers on a distant continent, and smuggled into Rokugan by ruthless, greedy Thrane merchants, with the help of dishonorable elements in both the Mantis and the Scorpion Clans.  The profits from this covert trade go to fund other, more sinister activities.  

Daniel Hatcherman, an agent of the Thranish king, has been investigating his countrymen’s activities in Rokugan for the last two years, and has begun to suspect that something is afoot far worse than mere smuggling.  He will attempt to assist the PCs’ investigation into Red Flower smuggling in the City of Remembrance, hoping thereby to pick up clues to the larger plot whose outlines he only barely discerns.  

Player’s Introduction

The adventure begins with the PCs on their way to the City of Remembrance (Toshi no Omoidoso) in Phoenix lands.  Emerald Magistrates have been dispatched to cities and regions across the Empire where Red Flower is a serious problem – their mission is to assist the local authorities in enforcing the Emperor’s decree, closing down the trade in Red Flower and arresting those responsible for its distribution.  According to reports received by the Office of the Emerald Champion, Toshi no Omoidoso is one such troubled area.

If one or more of the PCs is an Emerald Magistrate, those PCs have been placed in charge of this mission, and the remaining PCs have been assigned as their yoriki.  (Since the scourge of Red Flower is an Empire-wide problem, all of the Clans have been required to contribute to the task of eradicating it.)  In this case, the Emerald Magistrate PCs share authority over the mission, with all other PCs (regardless of Status) required to assist them to the best of their ability.

If none of the PCs are Emerald Magistrates, they have been assigned to assist a newly-appointed Magistrate named Toku Irui.  Irui is a plain but very well-dressed woman in her early twenties, with a personality that can only be called “vapid” – she was appointed an Emerald Magistrate through the influence of the Scorpion Clan, as a favor to her Clan, the Monkey.  She is a clotheshorse, always accompanied by a half-dozen servants carrying a vast array of baggage (mainly garments).  She has a wearisome fascination with all things related to fashion, and will engage in endless hours of conversation on the latest trends in court kimono, the subtle art of tying the obi, and so forth.  On matters of the law she is appallingly ignorant, and clearly expects the PCs, as her “loyal yoriki,” to handle all the drudgery and details of their mission.

As the adventure begins, it is mid-morning, and the PCs sight their destination ahead of them:

The City of Remembrance, Toshi no Omoidoso, is a large walled settlement on the coast of the Heart of Yakamo, home to perhaps 4,000 people.  To the south, the Mountains of Regret line the horizon, a low but jagged range of peaks.  To the north, the gentle, rolling lands of the Phoenix extend to the distant green-gray smudge of the Isawa Mori on the northern horizon.  Your attention, however, remains chiefly on the city before you, and the glittering waves of the ocean beyond it.  The city walls are beautiful structures of orange-tinted stone, topped with crenellations which are as much works of art as they are protective.  Convoys of merchant wagons roll up and down the roads from the city gates, clear evidence that it remains a prosperous trade center even after last year’s drought.    

The City of Remembrance is both a major trade center and one of the few ports in Phoenix lands, and the piers are crowded with kobune bearing the colors of the Mantis, Crane, and even the Crab.  Although the local commoners show a certain gauntness from the hunger of the last year, there is nevertheless a definite sense of energy and vigor to the city.  

· PCs who have played the adventure “Corrupt Officials,” they may have previously encountered addicts of the drug called Crimson Flower or Red Flower.  If not, they can roll Intelligence/Lore: Law at TN 20 to know that the drug is a red powder which is usually sprinkled on the tongue, and brings on a powerful sense of euphoria.  It is supposed to be far more addictive than opium, and addicts become violent and crazed if they are denied their fix for more than a couple of days.  Their eyes are characteristically bloodshot if they have taken the drug more than a few times. 

· If the PCs know what symptoms to look for, they can roll Perception/Investigation (Notice) at TN 20 to notice many commoners in the streets who show the characteristic bloodshot eyes of addicts.  PCs can confront these addicts if they wish, although doing so will typically result only in terrified denials.  See “Part Two: Preliminary Investigations” for what else the PCs might be able to learn from these addicts. 

Part One: Meeting the Authorities

The PCs’ first order of business once they arrive in Toshi no Omoidoso is to report in to the local authorities – the city governor and the local Clan magistrate.  If Toku Irui is in charge, she will naturally announce this and will sniff loudly at anyone who fails to agree promptly.  If the PCs are on their own, they should roll Intelligence/Etiquette or Lore: Law at TN 15 to remember this rule – without reporting to the local officials, their investigation will not have official sanction and they cannot expect any cooperation.

The Governor’s residence in Toshi no Omoidoso is a fine samurai residence located on a low hill on the northern side of the city.  The building is surrounded by a walled estate of gardens, shrines, and servants’ quarters, covering perhaps two acres.  The gate to the estate is watched by a pair of Shiba bushi, who bow respectfully and ask the PCs’ business before escorting them through the estate to the residential mansion.   

Once at the mansion, the PCs wait for a couple of hours in a small, pleasant room with an open door looking out on a well-maintained rock garden with a koi pond and a small shrine to Hotei, Fortune of Contentment.  Servants offer them tea and rice candy, and promise the governor will see them as soon as possible.  Eventually, the PCs are escorted into another, larger room where the governor and magistrate await them:

Midday sunlight glows pleasantly through the paper outer walls of the chamber, shining on the polished wooden floor of the room.  Seated at the far end of the room, one arm resting on a polished wooden rest, is a placid-looking middle-aged man in Phoenix orange, with a writing kit and several sheets of paper on the floor nearby.  Seated to his right is a small, well-kept man, a few years younger, who regards you with an expression of remote distaste.     

The governor is Agasha Jikato, a scholar and theologian, a kindly and well-educated man who is ill-suited to running a major city of any kind, let alone a trade center afflicted with a drug problem.  The magistrate, seated to his right, is named Shiba Gyuji, a man with little creativity or soul.  Gyuji is a hard-working magistrate but one who takes the attitude that the obvious solution is nearly always right.  Although this attitude served him well in the past, now that he has been promoted to the magistrate of a major city, it has proven much less effective.  However, he is too reactionary and arrogant to change his approach now.  He is also highly protective of his prestige and position as magistrate, and resents the presence of Emerald Magistrates in his territory, regarding them as insulting his performance.  Further, it is likely that some, perhaps even all, of the PCs have gained Shiba Gyuji as a Sworn Enemy in the adventure “Scholarship.”  

Governor Jikato is a soft-spoken man, very polite and a bit remote and detached.  He will welcome the PCs (and Irui, if present) to his lands, and promises full cooperation in their honorable tasks, but seems rather vague on what exactly those tasks might be.  If the PCs explain the exact nature of their mission (enforcing the Emperor’s decrees against Red Flower), he looks rather shocked.  “Are you suggesting my city is a center for… for such illicit activities?  Surely not!”  If any PCs mention having seen addicts on the streets, he will clearly be shaken.  Regardless, Jikato will not really offer any direct help to the PCs, although he promises that his magistrate Shiba Gyuji will assist them to the best of his ability.

Gyuji will be coldly polite but not especially informative, although he will pledge to discuss his cases and information with the PCs at his offices later.  PCs who roll Awareness/Investigation at TN 20 can tell that he resents their presence, although he does not commit any public breach of etiquette.  

Once the meeting is over, Jikato will politely dismiss the PCs and turns to writing a letter.  Gyuji will accompany the PCs to his offices if they wish, or they can meet with him later.  If Toku Irui is with the PCs, she will make a point of asking Jikato about the local tailors and silk-sellers before departing.    

Shiba Gyuji’s Office

The office and residence of Toshi no Omoidoso’s magistrate is in a fine samurai house, located just outside the walls of the governor’s estate.  Servants move silently through the halls and yoriki occasionally stop by to deliver reports.  

Any time the PCs visit, even if it is right after their meeting with the governor, Shiba Gyuji will make them wait for half an hour (one gaijin hour) in a front room, thereby reinforcing his own sense of importance and his irritation at their presence.  How Gyuji will interact with the PCs will depend on whether any of them are Sworn Enemies of his.  

If some PCs are Sworn Enemies: Gyuji will be relentlessly uncooperative and will, in fact, do his best to sabotage them.  He will insist that Red Flower is not a significant problem in Toshi no Omoidoso and that the city has no criminal underclass.  “Surely you would not presume to tell me the state of my own city.”  

· Gyuji will claim (truthfully) that he has already announced the Emperor’s ban of Red Flower and has closed down any tea-houses and other businesses which were offering it, and flogged their proprietors.  He believes this is sufficient action to deal with the problem.  If the PCs ask the names of the businesses which he closed down, he will snort, “It is not important.  They are gone, their owners properly punished.”

· Gyuji not allow the PCs to review his case reports, and will state there is nothing in his records of interest to their investigations.  (PCs who try to insist on seeing the reports anyway are insulting Gyuji by suggesting he is a liar, and he will throw them out of his residence, inflicting Glory loss on them for being publicly shamed.)   

· Gyujin does not allow the PCs to intimidate him.  If they cite their authority as Emerald Magistrates, he will coldly but politely assure them of his complete cooperation without changing his positions in the slightest.  If the PC attempt to cite higher goals like protecting the Empire or carrying out the wishes of the Emperor, he will firmly assert he is serving the Empire to the best of his ability, and takes insult at the PCs for suggesting otherwise.    

If none of the PCs are Sworn Enemies: Gyuji will be somewhat more cooperative, although he still sees the presence of the PCs as an imposition on his position and prestige.      

· Gyuji will again truthfully report he has shut down those local businesses which distributed Red Flower, and flogged their proprietors.  He will give the PCs the names of those business and their proprietors: a tea-house called the Green Cup (owned by a man named Taro), another tea-house called the Friendly Smile (owned by a man called Kitaro), and a geisha house called the Sparkling Diamond (the madam named Hitomi).  

· He did not bother to learn the identity of any merchant or samurai patron behind these businesses, and will be somewhat offended if the PCs ask him about such matters of commerce.  “Such things are not worthy of a samurai’s attention.”    

· Gyuji will allow the PCs to review his reports and records, although he is clearly a bit miffed that they are not simply taking his word on everything.

Part Two: Preliminary Investigations

Once the PCs have finished speaking with the governor and Shiba Gyuji, it will be early afternoon.  For the rest of the day they will be free to begin their own investigations, although they are unlikely to make very much progress, especially if they suffer from Gyuji’s enmity.

If the PCs are accompanying Toku Irui, she will repair to an inn to bathe, change her clothes, and make arrangements to procure silk from the local merchants.  She will order the PCs to pursue their mission and any associated investigations to the best of their ability.   

Gyuji’s Records

Shiba Gyuji will only allow the PCs to review his records if none of them are Sworn Enemies to him.  If he does allow it, he will direct a servant to guide the PCs to another room in his residence where scrolls are stored in shelves along the wall.  

Searching through Gyuji’s reports will require a roll of Intelligence/Investigation at TN 25 to find information on a specific topic.  

· If the PCs seek information on the implementation of the Imperial decree on Red Flower, they can find several reports on the closing of three business establishments: a pair of tea-houses called the Green Cup and the Friendly Smile, and a geisha house called the Sparkling Diamond. All three establishments were closed down and their proprietors (Taro, Kitaro, and Hitomi) publicly flogged.  If the PCs look for who actually owned the businesses, the report does not include that information.  However, if the PCs make TN 30, they find subsequent reports which show that all three businesses have re-opened under other managers, with the Green Cup renamed the Friendly Bottle.    

· If the PCs seek information on possible sources of Red Flower, they come up empty.  Gyuji has been unable to find any information on the source of Red Flower’s flow into the city – hence his focus on shutting down the establishments which distributed it.  PCs who make TN 30 suspect that Gyuji has not actually been looking very hard for the source of the drug.

· If the PCs look for information on local criminal gangs, yakuza bands, or otokodate (ronin bands), they will find that Gyuji does not report any local criminal organizations in the city.  However, there is a reference to a “neighborhood brotherhood” in the fisherman’s district called the Smiling Tigers.  PCs who have played the adventures “Writ of Justice” or “Corrupt Officials” may recall this name as the title of a yakuza gang active in the North Hub Village and the city of Toshi Aitate.  

· If the PCs check overall crime rates, they can see that the number of crimes reported to the magistrate’s office has climbed sharply in the last eighteen months.  If they ask, this does not coincide with Gyuji’s appointment – he has only been magistrate for Toshi no Omoidoso for 11 months. 

A dishonorable PC might wish to sneak in at night and view the reports covertly.  This will require an Agility/Stealth (Sneaking) roll at TN 30 to avoid detection.  If a PC is caught, Gyuji and his two Shiba yoriki will do their best to kill the intruder. 

Gyuji’s Yoriki

Shiba Gyuji has three yoriki working out of his office.  The PCs can find them simply by waiting around the magistrate’s office for a couple of hours, or they can track them down in the city by rolling Perception/Hunting at TN 25.  

Two of the yoriki are Shiba bushi, named Shiba Kenji and Shiba Atsuki.  Both are earnest, well-intentioned young men, dedicated to their role of enforcing the law and protecting the Phoenix Clan.  They respect Gyuji as their social and official superior, and will be insulted if any PCs speak against him.  If Gyuji is hostile to the PCs, they will refuse any cooperation, politely explaining that any questions should be directed to Gyuji-sama.  

If Gyuji is not hostile, the yoriki will readily speak with polite PCs, offering the following information:

· Both of the yoriki are aware that the city has a problem with Red Flower, but they accept their superior’s approach of closing down the establishments which distribute it.  They can name the three businesses which were closed if the PCs ask: a pair of tea-houses called the Green Cup and the Friendly Smile, and a geisha house called the Sparkling Diamond.  They do not recall the names of the proprietors, although they remember that both tea-houses were run by men, and of course the geisha house was run by a woman.

· They do not know where the city’s Red Flower is coming from, nor who distributes it.  They are vaguely aware that there are still addicts in the city but accept that Gyuji’s actions will control the problem.

· They do not believe there are any yakuza gangs or similar organizations in Toshi no Omoidoso – the concept is simply beyond their mental horizons.  They are vaguely aware of the Smiling Tigers as a “fraternal organization” that helps keep order in the fisherman’s district, but do not realize it is a yakuza gang, and will not even mention it unless the PCs bring it up first. 

The third yoriki is a ronin, Bakeniro.  He is a well-kept and polite man as ronin go, although he sports a couple of ugly scars on his face and a missing middle finger on his left hand.  Bakeniro knows somewhat more about the realities of Toshi no Omoidoso than Shiba Gyuji or the other two yoriki, but he will be careful not to say anything which contradicts his superiors while in their hearing.  In particular, if Gyuji is hostile to the PCs, Bakeniro will not cooperate with them in public at all, fearing to lose his comfortable position as a yoriki.  

Most likely, in order to win Bakeniro’s cooperation, the PCs will need to meet with him privately (away from the Phoenix) and offer him a significant bribe – at least 5 koku, more if Gyuji is hostile.  If the PCs seem offended at this, he will point out that as a wave-man, he is most fortunate to have a secure position, and must be cautious about imperiling it.  If they do pay him, and perhaps also buy him a meal or a few drinks, he will share the following information:

· He knows there is a yakuza gang in the city, the Smiling Tigers, which masquerades as a “neighborhood brotherhood” that helps maintain the fisherman’s district.  He will warn the PCs not to meddle with the Tigers, since those who do have a habit of showing up dead in back alleys.

· He knows Red Flower is still in the city and widely available, but does not know where it is distributed. “I don’t see the need to meddle in things that don’t interest Gyuji-sama.”  If the PCs ask whether there is a connection to the Smiling Tigers, he shrugs.  “Maybe.  The Tigers have been here for several years.  They have interests in lots of things… geisha houses, gambling dens, opium.  Red Flower would fit their methods, certainly.”  

· If the PCs specifically ask about who controlled the businesses which Gyuji closed down, Bakeniro frowns.  “Word on the street is the Smiling Tigers took over some of them after the previous owners were shut down. Before that, from what I’ve heard it was some Mantis merchant.  Not sure of a name, though.”  If the PCs ask whether Shiba Gyuji looked into the merchant, he shakes his head.  “Gyuji-sama doesn’t like to deal with such lowly folk more than he can help.”  

The Three Businesses and Their Current Owners

The PCs may decide to look into the three businesses which Gyuji closed down for distributing Red Flower.  All three have now re-opened under other owners, although one of the tea-houses, the Green Cup, has re-named itself the Friendly Bottle.  

The Friendly Bottle is a small, unimpressive tea-house located on a side-street.  It is run by Kamoto, a greasy middle-aged commoner with sunken cheeks and eyes.  He will simperingly promise the PCs that his establishment has nothing to do with Red Flower.  “The previous owners were disreputable sorts, but I assure you my own master is a respectable samurai.”  If pressed, he names his patron as Yasuki Fumi, the acting daimyo of Friendly Traveler Village.  “We serve the fine Taka-label sake here, of course, samurai-sama!  Perhaps a sample, as a gesture of my admiration?”  Although the PCs may suspect the worst of Kamoto, he is in fact exactly what he appears – a greedy man who took advantage of another’s misfortune to take over the business.   

· If the PCs ask him about the previous owner, he will identify the man as “Taro,” and claims he died soon after.  “A disgraceful man, no doubt he has been reborn as a dung-beetle.”
· If the PCs ask who sponsored Taro, he will shrug.  “I’ve heard it was a Mantis, but that could be just gossip.”
The Friendly Smile teahouse and the Sparkling Diamond geisha house are now both run by the Smiling Tigers yakuza gang, although this will not be automatically apparent to the PCs if they have not learned it from other sources.

The Friendly Smile is located in the fisherman’s district, close to the docks, and does a strong business with merchants and sailors coming into the city by sea.  PCs who hang out and watch the Friendly Smile will be able to spot Red Flower addicts in the tea-house’s common room by rolling Perception/Investigation (Notice) at TN 20, although they will not see anyone actually purchasing the drug.  The Smile is run by a tough, muscular woman in her thirties, Chikyu, who carries a tonfa through her belt with which to club rowdy customers.  She is a crude and rough-spoken woman, although she will show a gruff deference to samurai.  

· Chikyu will insist she knows nothing about any “damned Red Flower” or any other illicit activities.  

· If the PCs ask the name of her patron, she claims to be a “simple merchant” who has no patron.  This is technically true but is actually a deception, since she is sponsored by the Smiling Tigers.  Her Awareness/Deceit (Lying) roll is 4k2+2.

· If the PCs mention the Smiling Tigers, or pressure her on who sponsors her ownership of this business, she grudgingly admits that she is supported by a “neighborhood brotherhood,” and will name the Smiling Tigers if the PCs insist.

· If the PCs ask about the previous owner, she identifies him as a man called “Kitaro,” sponsored by “some Mantis samurai.”  If the PCs ask where he is now, she shrugs: “Sleeping in a ditch somewhere, most likely.”

The Sparkling Diamond is the city’s low-end geisha house, located at the lower end of the Street of Scarlet Delights, the city’s modest red-light district.  The current madam is a plump, high-voiced woman, Kusae, who wears an excess of cosmetics and whose manners are nauseatingly obsequious.  She will claim to be completely willing to cooperate with any samurai, especially magistrates, but will actually do her best to obfuscate and confuse them with a torrent of babble and flattery.    

· She identifies the previous madam as “Hitomi” and condemns her as a foolish, malicious woman who got what she deserved.  “Hitomi was always treating her girls badly, keeping all their gifts for herself, and watering down the sake for her customers too!  Good riddance, indeed, is what I say.”
· If the PCs ask about Red Flower, she chuffs and flutters her fan.  “Nasty powder, indeed, I certainly don’t allow any of that here!  Only typical of Hitomi that she gave that miserable stuff to her customers.  Disgraceful!”

· If the PCs ask where Hitomi is now, she will not be able to avoid gloating.  “Oh my, yes, I’ve heard she is working at one of the dock-side sake houses now, just a mere serving maid.  Some terrible dive called the Blue Lantern.  Such a terrible fate for a geisha, don’t you agree?”

· If the PCs ask her own background, she claims (truthfully) to have been a successful geisha at one of the other houses in Toshi no Omoidoso.  “I saved up a great deal of koku from my admirers – I was quite the beauty in my younger days, I’ll have you know!  When Hitomi was disgraced, I had the opportunity to step in and buy the contracts for all her girls, and now I have a house of my own!”  This is not the whole truth – her Awareness/Deceit (Lying) is 7k3+4 – since she received some funding and support from the Smiling Tigers to purchase the contracts and building.

· If the PCs bring up the Tigers, or otherwise suggest she is concealing things, she will flutter her fan, hem and haw, but finally admit that she did have some help from a “local beneficial organization” to make the purchase.  She will grudgingly identify them as the Smiling Tigers, if the PCs press her on the matter.       

Clever PCs may think of questioning the geisha and other employees at the Sparkling Diamond about their previous mistress, or about Red Flower.  If this is done as part of an official investigation, they will clam up and say nothing, fearing Kusae’s wrath.  However, if the PCs arrange to visit the house as guests (with the approval of Kusae), or meet with them during the day when they are away from the house.  

· The employees know that their previous mistress, Hitomi, got Red Flower from somewhere.  They don’t really know how, but a PC who rolls Awareness/Investigation (Interrogation) at TN 25 will get one of the geisha to remember that whenever new shipments of Red Flower arrived, about once a month, the mistress would offer free entertainment to a pair of Mantis samurai, Yoritomo sailors.  The geisha remembers one of these men as being named Nimai.

· If the PCs ask about her patron, they say she never told them who he was, but rumor claimed he was a Mantis merchant.  

The Three Former Owners 

Smart PCs will seek out the former owners of the three businesses which were distributing Red Flower, or try to learn who their merchant patron was.  

Taro, the former owner of the Green Cup, is dead.  If the PCs ask around to locate him, they can roll Intelligence/Investigation at TN 15 to learn that he showed up dead in an alley a few days after he lost his business.  He was apparently beaten to death.  If the PCs check the reports of Shiba Gyuji, they can find a brief report on the crime – there were no witnesses and it remains unsolved.  

If the PCs try to learn more about the circumstances surrounding Taro’s death, they can roll Awareness/Investigation at TN 25, or Awareness/Courtier (Gossip) at TN 30, to track down some locals who claim Taro was seen drinking the night before, threatening to tell people more about Red Flower.  “Word is, he said there were a lot of names he could name, important folk, samurai even, involved in Red Flower.  So he said, anyway.  Don’t know what he was thinking, we all know his word ain’t worth nothing against a samurai’s testimony.”  

Kitaro, the former owner of the Friendly Smile, is now an indigent, sleeping in ditches and subsisting on theft, scrounging, and occasional sympathy gifts.  The PCs can track him down if they spend three hours specifically searching for him in suitable locations and then roll Perception/Investigation (Search) at 30.  He is a Red Flower addict himself, and since losing his business he has been reduced to a filthy, grubby man, stinking of unmentionable things.  If anyone speaks with him, he will beg for money (or simply Red Flower itself) in a nauseous whine.  PCs will not get any cooperation out of him unless they give him money or Red Flower – he is immune to physical threats, given his deep state of despair.  

If the PCs do manage to induce Kitaro to cooperate, he will slurringly admit the following information:

· His patron was a Mantis, Yoritomo Ikeda, who lives in Broken Wave City.  It was Ikeda who arranged to begin supplying him with Red Flower.  The deliveries came in once a month via Ikeda’s samurai vassals, two sailors named Yoritomo Nimai and Yoritomo Taiyo, who arrived on one or another of Ikeda’s ships.  

· He does not have any direct proof of his accusations against Ikeda and his vassals.  However, the PCs can try to persuade him that they have real intentions of trying to take down the smugglers by rolling Awareness/Etiquette (Sincerity) at TN 20.  If successful, he will lean close and whisper that he kept records of the payments he made to Ikeda in a secret compartment under the office of his tea-house, hidden beneath a loose floorboard.  PCs who test his veracity can roll Perception/Investigation at TN 25 to conclude that he is being truthful as far as he knows.     

Hitomi, the former madam of the Sparkling Diamond, is now working as a serving-maid in a dockside tea-house, where she endures the unwanted and often crude attentions of drunken sailors, both commoners and samurai.  She is a woman in her late thirties, once beautiful but now worn down and haggard, her dirty and rough-cut hair tied back in a simple ponytail.  She will assume the worst about the PCs and their intentions, and offers them a false smile that might once have been attractive in a woman with makeup and lipstick.  

If the PCs ask Hitomi about Red Flower, her former position as a madam at the Sparkling Diamond, or her patron Yoritomo Ikeda, she will look fearful and claim she knows nothing.  She knows about the death of Taro and is afraid of meeting the same fate, and if the PCs try to persist she will say, “It isn’t worth my life to help you, samurai-sama, no matter what I might want.”  To get her to talk, the PCs can either arrest her and have her tortured, or offer a bribe sufficient for her to be able to leave the city and start over comfortably somewhere else – at least 10 koku.     

If Hitomi talks, she can share the following information:

· Her patron was a Mantis, Yoritomo Ikeda, a man who lives in Broken Wave City.  He arranged for her geisha house and other businesses to receive Red Flower, which was smuggled in on ships he owned.  His main agents in this were two samurai, Yoritomo Nimai and Yoritomo Taiyo, who delivered the drug to the Sparkling Diamond once a month.   She would allow them free entertainment at the Diamond on delivery night as part of her obligations to Ikeda.  

· She knows that the other two businesses which were shut down were also controlled by Yoritomo Ikeda.  She also knows that Taro, the owner of the Green Cup, was beaten to death by the two Yoritomo sailors after he got drunk and threatened to expose Ikeda.  The sailors looked her up in her new job and threatened she would suffer the same fate if she said anything.

· Hitomi cannot offer any real proof of what she says, and is painfully aware that her testimony is worthless against a samurai.  

If the PCs set out to research the identity of the patron who owner the three closed businesses, they can roll Intelligence/Commerce at TN 25 or Intelligence/Investigation at TN 30 to track down the name Yoritomo Ikeda.  

Once the PCs hear the name of Yoritomo Ikeda, they can roll Intelligence/Lore: Heraldry at TN 20, or Intelligence/Commerce at TN 25, to identify this person as a minor noble and mid-level merchant patron living in Broken Wave City, the off-shore island ruled by the castle of Kyuden Kumiko.

The Addicts

PCs who have noticed the presence of Red Flower addicts on the streets of Toshi no Omoidoso may wish to try to see if they can question some of these addicts directly, or to ask around for “word on the street” about where to find Red Flower.  In general, only a PC who can credibly come across as a fellow addict can get results on this approach: a ronin, a seedy-looking Crab, someone with obvious addictive symptoms, etc.  A PC who does not actually meet such a description can attempt a disguise to do so with an Awareness/Acting roll at TN 25.

Assuming the PCs can send the right person to conduct this research, a successful roll of Awareness/Courtier (Gossip) or Awareness/Investigation at TN 25 will track down some addicts who are willing to identify their sources.  They can give up the following information:

· The drug used to be distributed at the Green Cup and Friendly Smile tea-houses.  Some addicts also have heard it used to be given out at the Sparkling Diamond, though of course only samurai went there.  

· At present, Red Flower is being distributed to the addicts at night, on certain street-corners in the fisherman’s district.  The addicts can lead the PC to an appropriate street-corner if desired.      

See “The Dealers” under “Part Four: Further Investigations” for details of what will happen if the PCs seek out the distributors of Red Flower.

General Gossip  

Some PCs may wish to seek out more general information and gossip in Toshi no Omoidoso.  This will require a roll of Awareness/Courtier (Gossip) at TN 25.  With a success, the PCs can pick up the following information, depending on which topic they pursue:

· Red Flower: The city has a growing problem with this drug, and Shiba Gyuji’s efforts to shut down business which distributed the drug have made little impact on its popularity.  

· Yakuza/Smiling Tigers: The city’s commoner classes and ronin community are well aware of the presence of the Smiling Tigers.  They warn not to meddle with the group.  “They call themselves a neighborhood brotherhood, but the rumor is that they’re behind most of the gambling houses in the city.”  However, the populace also has a good opinion of the two older men, Tengu and Ako, who run the brotherhood.  “They’re nice old fellows, help out folk who are down on their luck, support widows and orphans.  It’s a shame the samurai aren’t as generous as they are.”  

· Shiba Gyuji: The new magistrate has been posted here for about 11 months.  He is regarded by commoners as a harsh but essentially honorable man, and hence not terribly effective as a magistrate.  Of course, since the PCs are samurai, they will be cautious how they convey this opinion, and will avoid mentioning it at all to Phoenix.  The Phoenix samurai of the city are generally favorable to Gyuji, since he is “one of their own,” but visitors from other Clans regard him as inflexible and not terribly effective.    

Part Three: Contact With Hatcherman

At the end of the PCs’ first day in Toshi no Omoidoso, it is unlikely that they have made much progress in tracking down the source of Red Flower, although they may possibly have found a few clues or even arrested one or two minor figures.  Given the likelihood that Shiba Gyuji is hostile to them, the PCs should be feeling somewhat frustrated and ineffectual.

At their inn that evening, while the PCs are having dinner, a very strange-looking man enters the inn’s common room from upstairs: Daniel Hatcherman, agent of the Thranish king.  He is a Caucasian man in his early thirties, with a muscular build, tanned skin, and squint-lines around his eyes.  He is dressed in strange outfit that includes leather leggings and vest, a loose cotton shirt with lace at the neck and wrists, a wide-brimmed hat, and leather boots with high floppy tops.  He wears a short, straight blade (a Thranish small-sword) at his belt.  He speaks Rokugani with a strange accent, but knows the vocabulary and grammar quite well, and has enough knowledge of the Empire’s social rules to avoid any significant errors or insults.  PCs may have met him before in the adventures “A Day’s Sail” and “Legacy of My Ancestors,” and they will notice that his command of Rokugani has improved considerably since then.  As always, he carries a letter authorizing him to travel within the Empire, signed by the Tortoise Clan daimyo, Kasuga Magoro – he will readily show it to any samurai who asks.   

Daniel bows to the PCs in Thranish style, sweeping his hat before him.  Bow completed, he returns his hat to his head, and smiles in greeting.  “Well met, friends.  I am Daniel Hatcherman, and I am wondering if, perhaps, we might be seeking similar goals.  I am given to understand you are here to deal with the threat posed by a certain substance called Crimson Flower.  I am also here to address this problem.  Perhaps we might join together our efforts, for the betterment of all?”

If the PCs reject Hatcherman’s offer of assistance, he will sigh and shrug.  “As you wish, then, honorable samurai.  Should you change your minds, I will be staying here for the next few days.”  

If the PCs accept his offer, Daniel will seat himself at their table, requesting a cup of tea from the innkeeper, and shares his information readily (as outline below).  However, if the PCs speak with Daniel without actually agreeing to work together, he will be somewhat cagey, pointing out that it would be unwise for him to share all he knows without a reciprocal offer from the PCs.  “This matter concerns both of our lands, and I must serve my King even as you serve your Emperor.”  

· If some of the PCs have Daniel Hatcherman as an Ally, he will cooperate with them without requiring anything in return.

If the PCs specifically ask why Daniel wants to help them with the problem of Red Flower, or why he is trying to deal with the problem himself, he will share the following: “The problem of Crimson Flower is not solely confined to your lands, samurai.  You see, it was sailors from our continent – though not our own country – who first discovered the blossoms whose seeds can be made into this… substance.  Our King, in his wisdom, has forbidden the sale of Crimson Flower within the borders of our land, and in recent years it has become necessary to extend that prohibition to all ships which sail under… you would call it the mon, yes?  The mon of our land.  Sadly, such prohibitions do not always prove efficacious, due to the tremendous sums which can be earned by smuggling Crimson Flower.  Thus it is my duty for my King to seek out those of our land involved in such crimes.”  

Once the PCs win Daniel’s cooperation, he can share the following additional information:  

· He knows the drug is smuggled worldwide by ships from the Thrane and Meranae kingdoms.  Since only the Thrane have contact with Rokugan, he presumes Red Flower is being brought into the country on Thrane ships.

· He believes this trade is being funneled secretly through legal Thrane ships.  “At first I suspected certain illegal smugglers who were operating off your coast, but after they were apprehended, they proved to be simple freelancers with no connection to the Crimson Flower trade.”  This is a reference to the events in “A Day’s Sail,” and if any of the PCs played in that adventure, he will give them a respectful nod.  “I conclude, therefore, that the drug must be coming into your land secretly on ships which are legally operating here.”

· Daniel realizes that Thrane ships are only allowed to land legally in two place: Otosan Uchi and the Mantis port at Broken Wave City (Kyuden Kumiko).  He theorizes that the Red Flower is moved on from there by Rokugani smugglers.  He has noticed that Red Flower has become far more widespread within the Empire in the year since the Mantis gained partial control of the Thrane trade, so he believes that much the Red Flower trade is now moving through Broken Wave City.  “I have visited that island, and I note that Mantis ships from that port visit all the ports of the Empire, including this one.  Hardly surprising, then, that Crimson Flower has begun spreading so widely and quickly.”

· If any PC (especially any Mantis or Tortoise PC) takes offense at his discussions of smuggling, Daniel spreads his hands and bows his head apologetically.  “I can only say what I have discovered, samurai-sama.  I regret if it is unpleasant news.  Surely it is true that not all samurai are honorable, or there would be no need for magistrates, yes?”  

· If the PCs ask whether Red Flower is the main or only reason he is in Rokugan, he smiles.  “I have many reasons to be here, my friend, including my interest in your beautiful and fascinating Empire.”
Daniel obviously wants some return on his investment of information to the PCs.  Specifically, he wants access to any and all information the PCs discover about the Red Flower smuggling networks, especially about any Thranish involvement.  He would also like to personally question any smugglers the PCs arrest, although he realizes this is much less likely to be granted.      

Part Four: Further Investigations

This section discusses all the remaining investigations which the PCs might undertake over the course of this adventure.  It should be noted that if the PCs are here as yoriki for Toku Irui, she will be completely inactive as a Magistrate, spending her time buying clothes and silk cloth, and listening impatiently to any reports the PCs might deliver.  She will, however, sign any orders the PCs might request for arrests or troops. 

The Docks

Once the PCs have spoken with Daniel Hatcherman, it should be apparent to them that their investigation should be focusing on the docks.  It is possible the PCs may figure this out, or at least think of it, without Hatcherman’s assistance, but regardless, the docks and the ships arriving there should become the focus of their inquiries.

Any PCs from the Mantis or Tortoise Clan, the Yasuki family, or from commercial organizations such as the Daidoji Trading Council or Ichiba’s Consortium will be aware that ships arriving at any Clan’s docks are subject to inspections and tariffs.  Sometimes this is enforced by a local magistrate, while on other occasions it is handled by a district governor, harbor-master, or other authority figure.  PCs who ask around can learn that in Toshi no Omoidoso, the docks are supervised by a samurai appointed as harbor-master, who has a squadron of twenty bushi under his command.  The harbor-master’s name is Asako Itsuto.  

If the PCs check the docks for ships from the Mantis Isles, they can find eight ships currently docked, all of them trade kobunes.  PCs trying to learn the identities of the ships’ owners can check with the harbor-master (see “Asako Itsuto” below), or simply try to ask around and roll Awareness/Investigation at TN 20.  With a success, they can learn that one of the ships, the Gleaming Pearl, belongs to Yoritomo Ikeda.  

Asako Itsuto: The Harbor-Master 

If the PCs go in search of the harbor-master, they will find him in an office inside a small building at the southern end of the city’s extensive docks.  During the day, when ships are loading and unloading, samurai pass in and out of this building regularly, delivering their reports and tariff receipts.  Itsuto sits behind a writing desk in the office, the desktop covered with papers along with a writing kit, an abacus, official stamps and seals, and a small iron strong-box to hold money.  Commoner assistants and clerks pass in and out of the room periodically, carrying papers back to be filed in storage.  

Asako Itsuto is a short, slightly plump courtier in his late twenties, with pale skin and watery eyes.  He is a rather nervous and fidgety man, with a tendency to scratch his elbows and hub himself when talking to others.  PCs who played the adventure “Legacy of My Ancestors” may remember meeting him in Broken Wave City a year ago, and he will be more than a little perturbed if he realizes they remember him.  

Itsuto is the weak link in the smuggling operation here – a greedy, dishonorable man who has allowed himself to be drawn into the Red Flower network for personal gain.  Once he knows why the PCs are here (to investigate the Red Flower trade) he will get downright fidgety and shrill, anxiously asking why the PCs are here, denying any improper activity, and looking for any sort of excuse to throw the PCs out of his office.  His Awareness/Deceit (Lying) roll is 6k3+3, but his severe anxiety will grant the PCs a Free Raise.  Of course, even if the PCs realize Itsuto is lying, they will not have any real basis for arresting him if their only evidence is the testimony of commoners.  

If the PCs ask about Yoritomo Ikeda, his sailors Nimai and Taiyo, the Red Flower businesses, and any other similar information, he will deny all knowledge.  However, there is some information the PCs can force out of him without an arrest:

· The PCs can demand to see his records of ships and tariffs.  Looking through these and rolling Perception/Investigation at TN 20, or Perception/Calligraphy at TN 25, can unearth records showing that ships belonging to Yoritomo Ikeda have come into port about once a month for the last year and a half.  The tariffs assessed on these trips appear to be at the normal level.  The samurai listed as paying the tariffs is always either Yoritomo Nimai or Yoritomo Taiyo.  

· The most recent ship listed is the Gleaming Pearl, which arrived two days ago and has not yet left.  Yoritomo Taiyo is listed as having paid the tariff.

· The PCs can also ask whether any ships from Yoritomo Ikeda are in port.  Itsuto will reluctantly admit that one such ship, the Gleaming Pearl, arrived two days ago.  

Itsuto will normally be unwilling to cooperate with the PCs, and they will not be able to arrest him solely on the testimony of commoners such as the Smiling Tigers.  However, if they manage to arrest Yoritomo Nimai or Yoritomo Taiyo, their testimony will be more than sufficient to arrest Itsuto.  

If Itsuto is arrested, he will promptly “crack” and confess to smuggling Red Flower for the Mantis merchant, Yoritomo Ikeda.   

The Dealers

If the PCs spoke with the addicts or otherwise collected gossip on the Red Flower trade in Toshi no Omoidoso, they may wish to track down the dealers who distribute Red Flower at night.  

Observing and following these dealers covertly will require a roll of Agility/Stealth (Shadowing) at TN 25.  A failed roll means the PC is spotted and the dealer skulks off – if the PCs pursue, they must roll Agility/Athletics at TN 25 to stay on his tail.  

Alternatively, a PC can pretend to be an addict in need of Red Flower.  This will require either a PC who looks intrinsically seedy (ronin, scruffy Crab, etc) or who can don a disguise with an Awareness/Acting roll at TN 25. In this case, the PC can speak with one of the dealers directly.  Of course, the dealers will not tell a customer where they are getting their supply, but the PCs can arrest them for selling Red Flower.  

If the PCs successfully follow these dealers, they will eventually lead them back to the Smiling Tigers’ chapter house (see “The Smiling Tigers” below). 

These dealers are members of the Smiling Tigers gang and wear large tattoos of tigers on their backs (underneath their clothing).  They carry Red Flower in small paper packets which they sell for 3 zeni each.  They will not readily share any information with the PCs, but if they are arrested and tortured, they will eventually break and confess to selling Red Flower.  Proper questioning can bring out the following additional information:

· The drug is brought into the city every month on Mantis ships.  It was being distributed through certain businesses in the city, but after those were closed down, the Smiling Tigers took over.

· The dealers do not know the names of the specific Mantis ships and sailors who bring the drug, although they can identify Nimai and Taiyo by sight. 

· The Smiling Tigers gang is backed by the Scorpion Clan.  The dealers will try to use this to warn off the PCs from troubling their gang.  “You don’t want to mess with the Tigers, samurai, or with the Scorpion!”

The Smiling Tigers

Some of the PCs may wish to look further into the Smiling Tigers, especially if they realize that the Tigers are involved in the sales of Red Flower.  The gang inhabits a large “chapter house” in the fisherman’s district, a two-story building with a scrubby, withered garden in the front yard.  Tough-looking commoners, many of them flaunting peasant weapons, loaf around the building and yard, chewing on straws and giving insolent looks to passersby.  They will bow to a samurai who stops and confronts them, although they do so slowly and without any true respect.  If the PCs get violent or confrontational, the rest of the gang will emerge from the building – thirty-four gang members altogether.  Like many yakuza gangs in modern Rokugan, they are quite fearless and perfectly willing to fight samurai.   

PCs who have arrested one or more of the dealers, and gained their confession, they will be able to commandeer troops to storm the chapter-house and arrest everyone there.  Several members of the Smiling Tigers will escape or die during the raid, but the majority will be captured, including the leaders of the gang.  The prisoners will confess to smuggling and distributing Red Flower, and will testify to the involvement of Yoritomo Nimai and Yoritomo Taiyo.  This will actually be legally useful, since a few of the prisoners are ronin – as members of the samurai caste, their testimony carries enough weight to arrest ji-samurai like the two Yoritomo.   

More diplomatic PCs may consider trying to negotiate with the Smiling Tigers.  The bosses of the local chapter are a pair of kindly-looking middle-aged men, Tengu and Ako, who have the appearance and mannerisms of good-hearted old uncles.  They will readily negotiate with the PCs (carefully avoiding ever confessing actual guilt).  Their primary goal will be to avoid any damage to their organization, and they will be perfectly willing to “sell out” the Yoritomo in order to accomplish this goal.  “Our first duty is to our own masters, not our commercial allies, samurai-sama.”  (They will carefully avoid actually admitting that their patrons are the Scorpion Clan.)  If the PCs offer them a suitable incentive, and give their word to leave their brotherhood unmolested, they can supply ronin witnesses who will testify to the two Yoritomo smuggling Red Flower.     

The Mantis Smugglers 

If the PCs realize that the two Mantis sailors are involved in the Red Flower trade, and that one of their ships is in harbor, they can try to search the city for them.  If they ask at the ship, the other sailors will say that Nimai and Taiyo usually stay in town while the ship is in port, visiting the tea-houses and the geisha district.

If the PCs search the town for these two Mantis, they can roll Perception/Investigation (Interrogation) at TN 25 to track them down in one of the town’s seedier inns, the Broken Tooth.  Yoritomo Nimai is a very tan man with narrow eyes and knife scars on the backs of his hands, while Yoritomo Taiyo is a hard-drinking sailor with a straggly moustache.  If they are approached openly, both men will angrily deny any involvement in smuggling or Red Flower, and will forcibly resist any arrest unless the PCs outnumber them two-to-one or better.  

Smart PCs may think of watching the two Mantis covertly, tailing them through the city.  This will require an Agility/Stealth (Shadowing) roll at TN 25.  With a success, they will be able to observe the two Mantis carrying packages off their ship late and night, and delivering them to the chapter-house of the Smiling Tigers.  PCs who witness such transactions will have more than enough evidence to arrest both of the Mantis.

If the PCs do something to warn the two Mantis of their danger, but fail to arrest them that same evening, they will weigh anchor the following morning and flee back to Broken Wave City.  In this case, the PCs will have no real chance of retrieving them, since they will be immediately sent off on a distant ocean voyage by their master, Ikeda.

If the PCs arrest Nimai and Taiyo, the two sailors will eventually crack under interrogation and will confess to smuggling Red Flower on behalf of their master, Yoritomo Ikeda.  They can also implicate Asako Itsuto for taking bribes to cover up their smuggling activities.

Conclusion: Arresting Yoritomo Ikeda 

The key to true success in this adventure, ultimately, is to get evidence sufficient to arrest Yoritomo Ikeda, the merchant patron in Broken Wave City who is running this part of the Red Flower smuggling network.  

Ikeda is a minor noble of some social stature (Status 6.0) and thus cannot be brought down by the testimony of a single samurai – the PCs will need both of his underlings (Taiyo and Nimai), and preferably also Asako Itsuto.  

Ikeda lives in Broken Wave City, a half-day’s sail off the coast, so the PCs will need to arrange a ship to the island.  (If they are operating under Toku Irui’s authority, she will be thoroughly unhappy at having to undertake a sea voyage, complaining endlessly about how the salt water damages her silks, the tossing waves make her sick, etc.)  

Broken Wave City

The island which is home to Broken Wave City is all jagged peaks, rising steeply from the surface of the ocean – it was created by Isawa Sachi, the Master of Earth, during the War of Fire and Thunder 340 years ago.  The slopes have sprouted dense pine forests since then, giving the island a deep green coloration when it is seen from a distance.  

The island’s ruling castle, Shiro Kumiko, is perched atop the highest peak, looking down on an irregular sheltered bay which cuts deeply into the sheer sides of the island.  The settlement of Broken Wave City is built along the edges of the bay, and climbs the steep slopes all the way to the castle.  Due to the limited amount of land available, many of the buildings tend to be taller and narrower than normal Rokugani construction – three-story buildings are frequent.  The roads are narrow and switchback along the slopes, frequently turning into stairs at the steeper points, and houses often loom out over those below them.  Even the wealthiest samurai and merchants inhabit narrow, tall buildings with small gardens tucked into roofs and between walls. At night, the lights from hundreds of buildings make the city look like a constellation ascending toward the glowing heaven of Shiro Kumiko.     

When the PCs arrive, they will not be able to immediately go to Ikeda’s residence and arrest him, because his high Status will force them to acquire an Order of Appearance from the local magistrate and/or daimyo.  (The PCs can make a roll of Intelligence/Lore: Law at TN 15 to remember this.)  

If the PCs try to storm Ikeda’s residence without an Order of Appearance, his five samurai vassals will resist – they are legally entitled to do so, in fact, and if they survive long enough for the local authorities to arrive, they can have the PCs arrested for assault.   

More likely, the PCs will go through the proper procedures for acquiring an Order of Appearance.  This will be a pro forma matter if the PCs have recorded the testimony and confessions of the other two/three samurai criminals.  The Mantis authorities firmly declare how appalled they are that anyone carrying the name of Yoritomo would dare to commit such crimes, and immediately issue the Order for Ikeda’s arrest.

· If the PCs have the testimony of only one samurai (Itsuto or one of the two Mantis), the authorities on Broken Wave City will not issue the Order.  “Yoritomo Ikeda is a respected samurai, and we will not permit him to suffer this indignity on the testimony of a single lowly criminal.”

The Fate of Ikeda

Yoritomo Ikeda has an extensive information network, and he will be aware of his impending doom once the PCs arrive at Broken Wave City.  If the PCs do get an Order of Appearance, once they arrive at Ikeda’s residence the servants and vassals will delay them for a few minutes until he can make arrangements.  A heavy thud from the upper floor, followed by the smell of smoke, will alert the PCs to Ikeda’s fate:

Smoke fills the upper-floor room, spilling from a pile of burning papers in the center of the floor.  Lying face-down next to the burning papers is the body of a middle-aged man in Mantis green, impaled on his own wakizashi, his blood soaking into the tatami mats beneath him.    

· If the PCs are somehow watching over Ikeda, perhaps with magical surveillance or by sending in a scout to    infiltrate his residence, they will be able to see him pull out a small pile of papers, set fire to them with a candle, and then fall on his own wakizashi.

· If the PCs successfully storm Ikeda’s residence by force (e.g. without an Order of Appearance), the final result will be the same 

If the PCs stamp out the fire, they will be able to recover some fragmentary documents.  (Extinguishing the fire with water will destroy any surviving writing, reducing the paper to sodden pulp.)  The PCs can decipher some information from the half-burned documents by rolling Perception/Investigation at TN 30 or Perception/Calligraphy at TN 25.  With a success, they can identify a Thranish name, “Su-re-pingu Bu-te,” as well as find several references to something, or someone, called “Fangs” in Rokugani.  

· Using a spell to repair or recreate the writing can also gain this information.  In addition, recreating the papers in this way will give the PCs a firm understanding that Ikeda was conducting his smuggling operations in concert with elements of the Scorpion Clan, and with the support and sponsorship of certain (unidentified) higher-ranking members of the Mantis Clan.  However, none of this additional information will be legally admissible in an investigation.

If the PCs investigate further into the name “Su-re-pingu Bu-te,” they will come up blank unless they speak with Daniel Hatcherman (see below) or think to speak with the harbor-master at Broken Wave City – the latter individual can identify this as a Thranish trade vessel which has visited the city twice since the Mantis began to participate in the Thrane trade last year.  The ship is expected back in three or four months.

Working with Hatcherman 

Once the PCs complete their investigation, if they agreed to work in cooperation with Daniel Hatcherman, he will request to interview any of their prisoners, as well as to see any documents they recovered from Yoritomo Ikeda. If he sees those documents, or hears the name “Se-re-pingu Bu-te,” he will be very interested indeed.  “This name means ‘Resting Beautiful Maiden’ in our tongue.  It is the name of a ship.  I believe I shall have to arrange to speak with the captain of this ship.”  He bows to the PCs in thanks.  “This information will be of considerable use to me, samurai.  I thank you for your assistance.  Perhaps one day soon we may work together again, for the benefit of both our peoples.”    

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 prove the case against Ikeda:

+2 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

If the PCs successfully shut down the Red Flower smuggling by taking down Yoritomo Ikeda, they will gain +2 points of Glory.   

If the PCs work in cooperation with Daniel Hatcherman, and provide him with access to their prisoners and to any other information they find, they will gain the following benefits:  

· All PCs who already had Daniel Hatcherman as an Ally now gain him as a True Friend (unless they deliberately choose not to take this Advantage).

· All PCs who did not have Daniel Hatcherman as an Ally gain him as one now.

Appendix: NPCs

Shiba Gyuji, Grudge-Holding Phoenix Magistrate

	FIRE 3
	  AIR 2

	
	Reflexes 4

	EARTH 3 
	WATER 2 

	
	Strength 3

	VOID 3


TN to be Hit: 20 (25 in light armor)


School/Rank: Shiba Bushi 2


Rank One: When declaring posture for the round, may choose to add Void ring to either TN to be Hit, attack roll totals, or damage roll totals until next round.  May spend as many Void points as desired on any action.


Rank Two: Gain Free Raises equal to School Rank on melee attack rolls, but these Raises may only be used to Guard an ally.  With a successful Guard action, in addition to the normal effect, and bonuses to his TN to be Hit are also added to the ally.  Raise or lower the TN of any spell cast on him by 5.

Honor/Status/Glory: 2.5/3.5/2.4

Skills: Athletics 1, Courtier 2, Defense 2, Etiquette 2, Investigation 2, Kenjutsu 3, Knives (Jitte) 2, Kyujutsu 2, Lore (Heraldry) 1, Lore (Law) 2, Medicine 1, Meditation (Void Recovery) 2, Spears 1, Theology 1, Underworld 1. 

Advantages/Disadvantages: Social Position (magistrate)/Bad Reputation (unimaginative)
Equipment: Daisho set, light armor, kimono, badge of office, jitte.

Daniel Hatcherman, Gaijin, King’s Hand 

	FIRE 4
	  AIR 4

	Intelligence 5


	Reflexes 5

	EARTH 3
	WATER 3 

	Willpower 4
	Perception 4

	VOID 0


TN to be Hit: 34


School/Rank: Hand of the King 2


Rank One: The King’s Hands are adept at ferreting out falsehood, and gain Free Raises on all Investigation rolls equal to their School Rank.  In addition, by showing their badge of authority to a fellow Thrane, they can gain two kept dice on all Deceit (Intimidation) and Investigation (Interrogation) rolls against that Thrane.


Rank Two: The King’s Hands are taught to always be on alert, even when appearing completely relaxed.  A King’s Hand cannot be surprised unless he is actually asleep or unconscious.  Furthermore, while awake and able to move, he adds his Air Ring to his TN to be Hit.   

Honor/Status/Glory: n/a

Skills: Athletics 3, Commerce 4, Craft (Sailing) 3, Deceit (Lying, Intimidation) 5, Defense 5, Firearms 5, Games (Frair) 3, Investigation (Interrogation) 5, Jiujutsu 3, Knives 4, Lore (Thranish History) 2, Lore (Rokugan) 4, Lore (Trade and Commerce) 3, Medicine 2, Storytelling 1, Sword 5, Underworld 3.

Mastery Abilities: Add Defense skill to TN to be Hit, and may go into Full Defense when Initiative is rolled.  Free Raise with Defense, Sword or Firearms skill, and deducts Skill Rank from Wound penalties when using those skills.  

Advantages/Disadvantages: Allies (many, including Tortoise daimyo), Clear Thinker, Language (Rokugani), Social Position (King’s Hand)/Social Disadvantage (gaijin).
Equipment: Gaijin clothing and boots, Thranish small-sword (2k2), two knives, purse with 10 koku in Rokugani coinage, letter from the Tortoise daimyo, set of dice, badge showing his authority as “King’s Hand.” 

Typical Smiling Tiger Yakuza Thug

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2
	WATER 1 

	
	Strength 2

	VOID 1


TN to be Hit: 18


School/Rank: None

Honor/Glory/Status/Infamy: 0/0/-3/0.5

Skills: Athletics 2, Craft (former occupation before becoming yakuza) 1-2, Defense 3, Etiquette 1, Games (Gambling) 1-2, Investigation 1, Jiujutsu 2, Kenjutsu 2, Knives 3, Peasant Weapons (Tonfa) 3, Staves (Jo) 3, Underworld 2.

Advantages/Disadvantages: Allies (Smiling Tigers gang)/Bad Reputation (member of yakuza gang), Social Disadvantage (heimin).  Many also suffer from Compulsions (gambling, sake, opium, Red Flower, etc).  

Mastery Abilities: May add Defense skill ranks to TN to be Hit.
Equipment: Commoner clothing, sandals, weapons.  All yakuza have either a knife, jo staff, or tonfa, and 25% of them carry cheap low-quality swords (statistically equivalent to ninja-to).

Yoritomo Nimai and Yoritomo Taiyu, Corrupt Sailors 

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 3


TN to be Hit: 24


School/Rank: Mantis Bushi 3


Rank One: No penalties for off-hand fighting or two-weapon fighting when using a peasant weapon in the off-hand.  Uneven terrain penalties less than (School Rank x 5) are negated.  Opponents gain no advantage for flanking or higher ground.  Add Water Ring to damage roll totals.


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


Rank Three: Make an additional attack per round.  Gain a Free Raise with off-hand for a Knockdown attack (only).  When making a Knockdown attack, roll extra unkept dice equal to School Rank. 

Honor/Status/Glory/Infamy: 0.8/1.5/3.8/1.0

Skills: Athletics 4, Battle 2, Commerce 2, Craft (Sailing) 5, Deceit (Lying) 2, Defense 5, Etiquette 2, Games (Gambling) 2, Hunting 2, Investigation 2, Kenjutsu 3, Medicine 2, Peasant Weapons (Kama) 5, Underworld 2.

Mastery Abilities: Add Defense skill rank to TN to be Hit, gain a Free Raise with Defense, and may go into Full Defense when Initiative is rolled.  Free Raise with Peasant Weapons and can subtract Skill Rank from Wound Penalties when using that skill.

Advantages/Disadvantages: Ally (Yoritomo Ikeda), Taiyu has Strength of the Earth (rank one)
Equipment: Kimono, daisho set, traveling pack, 2 koku. 
Mantis Bushi (Vassals of Yoritomo Ikeda)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3 
	WATER 3 

	 
	

	VOID 3


TN to be Hit: 18


School/Rank: Yoritomo Bushi 1


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


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

Honor/Glory/Status: 1.2/1.0/na

Skills: Athletics 3, Battle 1, Courtier 1, Commerce 2, Craft (Sailing) 2, Defense 3, Etiquette 2, Hunting 2, Iaijutsu 1, Kenjutsu 2, Peasant Weapons (Kama) 4, Storytelling 1

Mastery Abilities: May add Defense skill ranks to TN to be Hit.

Advantages/Disadvantages: Ally (Yoritomo Ikeda)
Equipment: Kimono, daisho set, pair of kama, 5 koku.
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