Loyalty

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

The Final Episode of “The Code of Bushido”

by Rob Hobart 

and Claudia Hall

Destiny and the final test of Honor await in the Shadowlands.

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 samurai who died before fulfilling their destiny 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, fatally flawed. When Emma-O sought to draw her back into Meido to be judged, Nishari resisted – and received help from an unlikely source: Jizo, the Fortune of Mercy. Jizo argued to Emma-O that Nishari could be redeemed, and could indeed deserve 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. 

Note on the Code of Bushido Series 

The adventures in this story arc 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 particular aspects of Bushido. It is important to realize that PCs should be rewarded for adhering to the virtues as Rokugani would understand it, not as usually understood in the modern West. The Code of Bushido series is intended to emphasize the differences between Eastern and Western thinking. GMs are encouraged to emphasize these differences more than usual with ad-hoc Honor rewards and penalties. 

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, and especially to realize that what would be considered tragedy in the West is not always so in the East. 

This specific module is designed to test the characters’ Loyalty, a subset of the virtue of Chugo (Duty and Loyalty). While Loyalty by itself is not generally considered a virtue of Bushido by most Rokugani, it is a virtue the Scorpion Clan believes in above almost all others.  Nishari, though born a Unicorn, was a Scorpion when she died, and she must prove she understands and can teach this virtue as well in order to meet her final judgment. 

Adventure Summary and Background

Bayushi Nishari is close to completing her quest for redemption, but she has not yet fully confronted her own past failings.  Hundreds of years ago, she forged a supernatural tie with her lover, Otaku Taro, in the misguided belief that she could save him from his Taint. This tie has remained in place, dormant, through all the many years since her death – Taro had become one of the Lost, and dwelled in the Shadowlands, dreaming of the time when he might rise to threaten Rokugan once more.  When Nishari began to teach Bushido to samurai in the mortal world, her link with Taro re-activated, and he began to grow stronger, gathering followers among the other scattered Lost.  And when the Fortune of Mercy, Jizo, granted her the ability to walk upon the world in the form of a mendicant nun, the link grew stronger yet.

Taro has gained control of a significant number of the Lost, and he is gathering them near the Festering Pit, plotting a great sacrifice to unleash the power of Jigoku and magnify his own strength a hundredfold.  The Toritaka and Kuni families of the Crab Clan have become aware of a threat looming deep within the Shadowlands, but with much of the Crab army tied up with conflicts elsewhere in the Empire, they have been forced to call on outsiders for help.  Meanwhile, Nishari has become aware of Taro’s plans, and hopes to join the PCs in the quest to defeat them.  

The party will have to fight their way into the Shadowlands and deal with Taro before it is too late. The majority of the encounters in the Shadowlands can be avoided or negated by a clever party, but the final battle cannot be skirted – the PCs must face Taro, and Nishari must accept responsibility for her past failures.  

Note: As a Shadowlands module, Loyalty can prove exceptionally deadly to PC’s who are not extremely paranoid and cautious. Nishari has the ability to avoid most of the threats the PCs may face, but GMs should use her very sparingly during the course of this adventure, and not allow her to turn into a Deus Ex Machina who saves the PCs from their mistakes.  Characters who have survived to high Insight Rank should, by all rights, already know about the dangers posed by the Shadowlands. 

Players’ Introduction

The adventure begins on a cool, clear day in late spring, the eighth day of the Month of the Serpent, soon after the conclusion of the Cherry Blossom Festival.  The PCs have been sent hurriedly to the northern Crab lands, responding to an urgent request from none other than Kuni Yuriko, the aged and revered Kuni family daimyo.  She has requested immediate help on behalf of the Toritaka family, to deal with a “potential serious threat” to the Empire.  

· Clans friendly to the Crab (Mantis, Lion, Phoenix, and some Imperials) sent the PCs readily enough, as a favor. 

· Clans neutral or hostile to the Crab (Crane, Dragon, Scorpion, Unicorn, minor clans and most Imperials) sent the PCs to figure out what is going on.  They are assuming the worst about the Crab Clan’s intentions, but a request from the Kuni daimyo is not readily ignored, so sending a few prominent samurai allows them to maintain appearances and, hopefully, find out useful information.

· Ronin PCs have received word through the “grapevine” of the wave-man community that the Crab are hiring soldiers for a dangerous mission, one where distinguished success might mean possible adoption into the Toritaka family.

The PCs have reached the northern Crab lands, approaching the home castle of the Toritaka family.  They are met on the road by a patrol of Crab bushi, led by a grizzled man named Toritaka Jieichou with a prominent white streak through his topknot.  The other soldiers are so alike as to be nearly identical, and are very taciturn. 

This should provide an opportunity for the PCs to introduce themselves (as Jieichou reviews their papers).  He will look somewhat searchingly at any Crane, Dragon, or Unicorn PCs, but does not insult or antagonize them.  To the contrary, he will be generally polite and simply asks the PCs to accompany him back to his lord’s castle.  

If any of the PCs seem uneasy at traveling through Crab lands during a time of war, or try to start a confrontation with the Toritaka or with another PC, Jieichou frowns and speaks in a firm voice: “Samurai-san, the lady Yuriko-sama and our own lord have invited you here as their guests.  I must ask that you respect our superiors’ wishes and set aside your troubles until after this matter is concluded.”  

· PCs who insist on pushing open hostilities (as opposed to low-level sniping) beyond this point will be ejected from the adventure.  Jieichou will sigh and say, “If you cannot work together within Rokugan, there is no way you could do so in the Shadowlands.  Please depart these lands before you waste more of our time.”  He tells off four of his men to escort the troublesome PCs out of Crab territory.

Once the initial review of papers is complete, Jieichou and his men will lead the PCs the remaining five miles to the Toritaka seat of power.  The lands are rugged and uneven, with mountains to the south and the dark line of the Shinomen Forest to the north.  Farmlands and villages are found in narrow valleys between the mountains, and are infrequent at best.  PCs who roll Perception/Commerce at TN 20 will realize there are somewhat fewer peasants working the fields than would be typical for this time of year.  

· PCs who show any curiosity about these remote lands can roll Intelligence/Lore: History at TN 25 or Lore: Crab at TN 20 to recall that the Toritaka used to be a separate minor Clan, the Falcon Clan, charged with guarding Rokugan against ghosts and dangerous spirits.  Their gempukku involved solitary forays into the nearby Shinomen Forest, and they made intensive study of ghosts and other dangerous spirits.  They were absorbed into the Crab Clan after they were nearly destroyed by a mysterious catastrophe in the 11th century.

· If the PCs ask about any rumors or gossip associated with the Toritaka family, they can roll Intelligence/Courtier (Gossip) at TN 20 to recall the latest stories.  Supposedly, the previous Family Daimyo, Toritaka Genzo, was not seen at court for over ten years. There are some rumors that the Family has been cursed and the Daimyo lost in the Shinomen Forest, but the Toritaka have publicly denied this.  

Talking with the Crab

Jieichou and his men will not be outgoing, but if the PCs initiate conversation with them, they will speak readily enough.  They expect to be treated politely – the PCs are guests in their lands, after all – and will ignore any PCs who are aggressive or insulting.

· They identify their lord as Toritaka Tenkei, and say he is “a good young lord, a man anyone can serve with honor.”  He took office last fall after his father died suddenly.

· If the PCs ask for more information on Tenkei, the bushi smile proudly.  “He’s a fine young man, a real throwback to the old Toritaka bloodline,” Jieichou says.  

· If any PCs ask about Tenkei’s father, or what happened to him, they will be noncommittal.  “Lord Toritaka Genzo-sama was an old man.  The Fortunes came for him.”

· If the PCs mention Kuni Yuriko (they know their request came from her, supposedly), the Toritaka confirm she is here.  “She’s been here about a week.  Lots of private meetings with our lord.  And we’ve heard rumors of something brewing in the Shadowlands.  Must be something important, hm?”

· If the PCs ask why the Toritaka are assuming they will be visiting the Shadowlands, Jieichou shrugs.  “The lady of the Kuni has summoned you, and we’re hearing rumors of danger in the dark realms.  Where else do you think she would be sending you?”

· If any of the PCs mention the dearth of peasants in the area, the Toritaka look at them archly for a moment, then Jieichou clears his throat.  “As it happens, samurai-san, many of our peasants have been called away to serve as ashigaru, alongside our own men.”  

The Toritaka will refrain from any direct commentary on the war and associated alliances and conflicts.   PCs who roll Raw Awareness at TN 15 can sense that they are mildly disgusted with the entirety of current political events, but as good samurai they do not say anything against their betters.   

Part One: A Meeting at Shiro Toritaka 

After a brisk hour’s hike, the PCs reach Shiro Toritaka.  The castle is located in the hillside of the narrow valley which is the core of the family’s lands.  The Shinomen forest looms to the north, barely three miles away.  Below the castle is a small village, about 400 people, with an Inn, a teahouse that is clean and serviceable (if  rather ordinary), and a double-handful of peasant huts (including an eta family on the side closest to the forest).  There are only a handful of rice paddies, with most of the peasants growing barley, millet, and other grains.   

The wall surrounding Shiro Toritaka itself is thick and defensible, with heavy gates.  PCs who roll Perception/Spellcraft at TN 20 will notice a variety of wards and other supernatural defenses etched into the precisely-fitted stones of the fortifications.  

Within the walls, the Toritaka keep consists of a single four-story tower, surrounded by several smaller buildings which include two dojo, a small stable (only used for visiting horses), a shrine, a sizable falconry, a bathhouse, and the servant’s buildings. 

Toritaka Jieichou escorts the PCs through the gates and into the courtyard within the walls, where he leaves them with a polite bow.  After a few minutes, another  man arrives, an elderly fellow stooped over a wooden cane.  His hands shake slightly as he bows to the PCs, and he speaks in a quavering voice, but his eyes are still clear and bright.  “I am Toritaka Atoku, karo to our lord Toritaka Tenkei,” he says. “Welcome to our home.  Please follow me and I will show you to your quarters.”   

The interior of the castle is simple and ascetic in design and decoration, with no real windows, only arrow slits.  The overall atmosphere is of duty and stern attention, almost totally devoid of human warmth.  The only artworks or decorations which the PCs see are a number of polished wooden pedestals displaying various strange artifacts, none of which are immediately recognizable. Examples include a box made out of some sort of hide stretched over bamboo; a felted pad displaying a collection of oddly sized and shaped beads, some kind of bladed instrument with multiple spearhead points, and so forth.

· If the PCs show interest in these artifacts, they can roll Intelligence/Lore: History at TN 25 to be able to tell that all of them are extremely old, and none are recognizably Rokugani (or gaijin, for that matter).  Beyond that, there is no way to tell what they are. 

· Atoku does not answer any questions about the objects, merely shaking his head and suggesting, “You should discuss such things with my daimyo, samurai-san.”

Atoku will lead the PCs to a handful of empty guest rooms on the second floor.  The rooms are plain and austere, falling somewhere between the Crab and the Dragon in aesthetics. The only decoration comes from the paper wards placed in each room, and the small ancestor shrines atop each wardrobe.  Atoku assigns a pair of servants to show the PCs the way to the dojo and bathhouse if they wish to cleanse themselves or practice their skills.  “Lord Toritaka Tenkei-sama and lady Kuni Yuriko-sama will meet you at dinner this evening, samurai-sans,” he says, and departs with a clacking of his cane.  

Meeting Tenkei and Yuriko

Early that evening, after the PCs have had a chance to bathe and change clothes, a servant will come and lead them down to dinner.  The meal is held in an exterior room facing the falconry mews, with side-screens open to afford a view of the courtyard.  Three samurai are in the courtyard demonstrating their falcons’ prowess for the daimyo. 

The daimyo of the Toritaka family is a slim young man, barely past gempukku, perhaps 14 or 15 years of age. He wears his hair in a strict samurai topknot, with shaven temples, and he is struggling to cultivate a sparse goatee on his chin.  His kimono is a simple affair of blue and gray, its only decoration a falcon in flight which has been embroidered across the back. He does not wear any other signs of rank, and could easily be missed or ignored except for his eyes, which are entirely filmed over with white.

Kuni Yuriko, the daimyo of the Kuni family, is seated next to the low table which awaits the PCs.  She is an old, gnarled woman, her sunken, deeply lined face made gargoyle-like by the kabuki paint which covers it in a rictus mask. But her eyes are brightly alert and the wrinkles which surround them are from smiles as much as from age.  If any of the PCs have played the adventure “City of the Lost,” they will recognize her.  She will smile at those PCs with a slightly distracted air while she waits politely for Tenkei, their host, to speak.   

Toritaka Atoku will also be present, seated to one side, waiting for anything his lord might require.

After a few moments, Toritaka Tenkei will turn from the falconry demonstration and bow politely. “Welcome, guests, to my humble home. I am Toritaka Tenkei, lord of the Toritaka family.”  His voice is high and clear, but calm, and his general tenor is one of maturity and grace.  “Please, be at ease here and enjoy the meal we have provided.  I have arranged a demonstration of the falconer’s art, I hope you will be able to enjoy it.”  Despite his apparent blindness, he crosses the room with ease to sit down at the head of the table.  As soon as everyone is seated, the servants begin to fill cups and bring out dinner. 

Dinner is a simple meal, rice and vegetables, dried fish, and a strong green tea that has none of the grace or delicacy of finer brews.  The falconers continue their training until deep dusk has set in.  Tenkei is happy to discuss the birds, which are the pride and joy of his family. Given the chance, he will converse at length about the different techniques required to train different birds, and how each bird has a duty to perform for the family. “Hawks rid us of snakes and other small predators, the falcons deal with troublesome birds that would plague the crops, the eagles help with fishing, and the owls keep the mice down around the granary. Of course, flying them is a privilege, and each bird has its own sense of who they want.” 

· If anyone is so uncouth as to ask about Tenkai’s sight, or to wonder how he can “see” the birds in their flights, he laughs brightly.  “After my gempukku, I was left with little in the way of sight, but my other senses have grown keener.  While it is true that the birds are but a dark blur to my eyes, my ears hear their wing-beats, my skin feels the wind of their passage, and I can smell their joy as they capture their prey.”  The PC loses 1 point of Glory for this minor breach of etiquette.

During the meal, neither Tenkei nor Yuriko will speak of why the PCs are here.  Normal Rokugani etiquette expects serious business to wait until after the meal has finished, which PCs can remember with a roll of Intelligence/Etiquette at TN 15.  A PC who raises the topic anyway will get a glare from Yuriko and a soft, “Surely that can await the conclusion of the meal,” from Tenkei, and loses 1 point of Glory (and 1 point of Honor if his/her Honor Rank is 4.0 or better).  

The Threat From the Shadowlands

When dinner is over, Tenkei claps his hands and the servants whisk away the evidence of dinner.  He turns to the PCs and says, “So, you have all been asked here for an important purpose. However, not all of you may wish to serve. There will be no repercussions should you choose to leave after you hear what my lady has to say.  I trust this is clear?”  After receiving assent from the party, he nods toward the Kuni daimyo.

Yuriko clears her throat and leans forward on her cane, fixing the PCs with an intense stare.  “We have received certain… disturbing reports, from the Hiruma scouts, of a group of the Lost gathering for some unknown purpose deep within the Shadowlands, near the Festering Pit.  Normally, the Crab would dispatch a large expeditionary force to break up such a threat.  Unfortunately,” her bloodless lips compress with anger, “our lord Hida Gojiro-sama judged that such a mission would be an unnecessary waste of resources at a time when our Clan faces a serious war on our inland borders. Despite my best arguments, he has ruled that no Crab troops are to be wasted on such a diversion.  However, he has not forbidden me from taking action of my own to look into this matter.”  She smiles coldly.  “Thus, I requested aid from elsewhere. Many refused me, also citing the need to keep their battle-ready warriors with them. But a few daimyo were willing to answer my call… and so you are here.”

Yuriko does not have much more information than what she has already said – the Hiruma have reported sighting a large group of Lost, apparently engaged in some kind of gathering or ritual, near the Festering Pit deep within the Shadowlands.  She wants the PCs to travel into the Shadowlands, locate this gathering, and if possible stop, or at least disrupt, whatever they are doing.  If that is not possible, they should at least try to bring back as much information as possible on what is happening.

· Any Crab PCs are here as a result of Yuriko trading personal favors with other daimyo in the Clan, in order to ensure “there might be some in the group with experience fighting the Shadowlands.” 

· If any of the PCs are ronin, Yuriko will address them directly.  “Sadly, not enough daimyo have responded to my appeals, so I must seek the help of wave-men.  You should consider this a measure of how seriously I take this threat.  I can pay generously enough, and as family daimyo we can offer greater rewards to those who truly distinguish themselves.”     

If none of the PCs are Hiruma-trained, it is probable they will ask whether a scout is available to accompany them into the Shadowlands.  Yuriko frowns and shakes her head.  “Word of this reached me some weeks ago.  No scouts are available now.  They are all assigned to… other duties.”  She means the war with the Crane, of course, though she will not say so in that many words.

Tenkei’s Role

The PCs may wonder why they have been called to Shiro Toritaka instead of to the Wall.  Yuriko will smile a little sadly and nods toward Tenkei.  The boy says quietly, “When I lost my earthly vision, I gained a certain… spiritual vision, in its place.  Last month, while I was in meditation, I saw a vision of a terrible army arising from the Shadowlands to threaten the Kaiu Wall.  I notified the lady Kuni Yuriko-sama of this, and she came here at once.”

Tenkei will also tell the PCs about a second vision he had more recently.  “After we received word of your impending arrival, I saw a old woman traveling into the Shadowlands, accompanied by samurai.  By you, perhaps, although I could not see their faces.   I thought at first the woman might be Yuriko-sama, but she seemed both young and old, and now I am no longer sure.  But if you meet this woman, do not turn her away.”  

· If the PCs ask Tenkei for more details of his first vision, he will frown with recollection.  “It was an army of the Lost, but there were also many terrible monsters of Jigoku in its ranks.  It crashed against the Wall like a tsunami, and it seemed to me that the Wall could never hold against such a force.”
· He does not know or remember anything else about the mysterious woman in his second vision, although PCs who have met Bayushi Nishari before should have their own suspicions.  If any PC who is Haunted by Nishari asks about her current status, she is silent.
· If the PCs ask Tenkei why he is helping Yuriko, he smiles.  “Lord Hida Gojiro-sama must make choices about where to send his soldiers, and it is not my place to dispute his decisions.  However, I believe this mission is also important, and I am doing my best to assist Yuriko-sama.”

Yuriko will confirm Tenkei’s spiritual nature, and her trust in his visions.  “I have known Toritaka Tenkei-san since he was a small boy.  He has always been spiritually sensitive, a friend to the kami, and since his gempukku his gifts have grown considerably.  His vision, coming on top of the warnings from the Hiruma, convinced me that something must be done immediately.”

Other Topics of Conversation

Some of the PCs may wish to ask about the peculiar artifacts in Shiro Toritaka.  Tenkei will explain that these are relics recovered from the Shinomen Forest.  “There are many strange things to be found in the Shinomen, samurai-sans.  We know of the ancient Naga, who some say still slumber in that place, but many relics we have found are neither Naga nor anything else we know.  The world is a larger and more mysterious place than many imagine.”  

If the PCs ask about Tenkei’s father, Toritaka Genzo, he is not offended, but merely looks saddened.  “It is the duty of the Toritaka to watch for ghosts and evil spirits, both within the Shinomen Forest and throughout these lands.  This duty did not change when we joined the Crab Clan, and sometimes it proves a heavy burden.  My father spent many days in the Shinomen throughout his life.  Finally, one day, he did not return.  Such is often the fate of the Toritaka.”  Although he is saddened by the loss of his father, Tenkei is not bitter or vengeance-driven – he accepts that death is often the price of the Toritaka duties. 

Final Preparations

Yuriko and Tenkei have arranged passage for the PCs into the Shadowlands from the northern end of the Wall, which is garrisoned mainly with Toritaka troops.  She has already contacted the local garrison commander, Toritaka Watsuki, to ensure the PCs will be able to pass into the Shadowlands without incident.  He has been instructed to supply preserved rations and jade fingers to any PCs who may need them.

Kuni Yuriko will personally supply the PCs with a scroll containing the Hiruma scouts’ report on the gathering of Lost inside the Shadowlands.  “Follow these directions, and you should be able to reach the place safely,” she says.  She also gives the PCs three pouches of jade powder.  “Use this with care,” she tells them.  “Jade is not so plentiful as it once was.”  See GM’s Aid #1: Effects of Jade Powder for how jade powder works. 
The PCs may make any other preparations they see fit.  The Toritaka will care for any horses or servants they might possess (they will not allow either into the Shadowlands), and will protect any gear the PCs might leave behind, such as court clothing or gifts.   

Non-Crab PCs can refuse this mission if they choose to do so – the Crab will not hold this against them, since this is a task which they should not have to be undertaking in the first place.  Such PCs leave the adventure and earn 1 XP.  Crab PCs who refuse, however, earn the wrath of Kuni Yuriko, and are expelled from the Clan and made ronin.  

Visions of the Future

On the night that the PCs spend in Shiro Toritaka, any PC with the cert “Minor Gift of Prophecy” will have a modest vision of the future.  In addition, if a PC with the “Nishari’s Mask” cert uses it to gain information on the future, that PC will have the same vision:

You see a bleak, empty plain of gray earth and shattered stone.  A vast army marches across it, an army of men and women with pale skin and dead eyes, dressed in armor of bone.  Riding at their head is a man mounted on a monstrous mockery of a horse.  You cannot clearly see the man’s face, nor can you make out the symbols on the banner at his back, but the sword in his hand glistens with pale, deadly light.  The army follows him with the relentless thunder of marching feet.

A roll of Intelligence/Lore: Shadowlands at TN 20 will identify the soldiers as Lost and the horse-like creature as an onikage.  No other information can be gleaned from the vision.    

Part Two: To the Border

The morning after their meeting with Yuriko and Tenkei, the PCs depart for the border of the Shadowlands, mounted on sturdy Rokugani ponies supplied by the Toritaka (even Unicorn will be given these mounts, since there is no place to stable their horses at the far end of the trip).  Toritaka Jieichou again accompanies the party, smoothing over any encounters with Crab patrols. 

The trip takes two days, traveling through the remote northern lands of the Crab.  There are few signs here of the war underway elsewhere, but the PCs do notice the scarcity of patrols and the reduced number of peasants working in the fields.  Supply caravans creak along the roads, and the patrols which the PCs do encounter are surly and aggressive.  The chop of the Kuni daimyo will be enough to keep them from causing the PCs too much trouble, but if any of the PCs are Scorpion, Crane, Unicorn, or Dragon, there will be a definite sense of tension.  

These lands are lightly settled (due to the proximity of the Shinomen Forest) and the PCs will have to spend their first night in a small farming villages, staying in the headman’s hut, and eating a simple meal of rice, tea, and a few pickled vegetables.  

Meeting Nishari

On the morning of the second day of their journey, the PCs will meet Bayushi Nishari:

You see what appears to be an older woman dressed in dark-colored nun’s robes, sitting by the roadside, her head concealed beneath a broad straw hat.  As you draw closer, she lifts off the hat and you can see that she is a middle-aged woman.  Her hair is not shaven down in the manner of a monk, but is worn long, in the manner of a married woman.  It is heavily streaked with white.  

Any PCs who have met Nishari in the previous “Code of Bushido” adventures, or who are Haunted by her, will immediately recognize her here.  PCs who observe her garments can roll Perception/Lore: Heraldry at TN 15 to note that her garments, while resembling those of a nun in cut and design, blend the colors of the Unicorn and the Scorpion.   

She stands and bows to the PCs, calling out in a voice which seems younger than her physical looks: “Greetings, samurai-sans.  Please, allow me to speak with you a moment.”  

PCs who are “Haunted bv Nishari” will recognize her voice and realize she is no longer speaking to them in their minds.  Likewise, if any PCs have “Nishari’s Mask,” it does not feel as it once did.  Nishari is physically present, and consequently her spiritual influence is vastly diminished.  The mechanical effects of these certs will not function for the duration of the adventure.

Assuming the PCs do not simply ride on (a very unwise course of action), she will explain herself.  “I was once known in life as Bayushi Nishari.  As some of you  may know, the Fortunes have allowed me a chance to seek redemption by teaching that which I failed to follow in life – the code of Bushido.  I have had some success in this quest, and the mercy of Jizo has allowed me to pass into Ningen-do so that I may serve the Empire as a mendicant nun.  I have some hopes that soon Emma-o-sama, the judge of the dead, will allow me to reincarnate.”  

Regardless of whether or not she has to explain her quest, Nishari will proceed to address the task at hand.  “My quest is not why I am here, at least not directly.  Rather, I am here because the threat you are about to confront is one connected to my past.  The Lost who are gathering in the Shadowlands are led by one called Taro, one who was once my dishonorable lover in mortal life.  He has grown powerful in the four centuries since he fell to the Taint, and I fear that whatever he is doing in Jigoku’s realm may threaten the entire Empire.  Taro’s existence is my greatest sin, for it was due to my dishonorable actions, my refusal to follow Bushido, that he was not destroyed when he first fell to the Taint.  I would ask you to let me accompany you, that I might aid you in putting right my terrible failure.”  

Nishari will answer any questions the PCs may ask to the very best of her ability.  She is determined to stop Taro and will share anything with the PCs that might help.

· Taro was once her lover, and she conspired to conceal it when he became Tainted and engaged in maho.  “I deluded myself into thinking I could save him, rescue him from the evil which had already claimed him.  In the cause of Desire I forsook the ways of Honor, and in the end, Taro became Lost and I paid with my life.”    

· She has a spiritual connection to Taro from when they were alive.  “In my folly I sought to protect Taro by forging a spiritual link to him, a futile gesture.  When Jizo allowed me to return to Ningen-do as a nun, I became aware of Taro once more, which is why I am speaking to you now.”  

· Nishari can sense Taro if she concentrates. “I believe he may be able to do the same thing, so I do not search for him readily or often.  But this should allow me to track him in the Shadowlands, should that be necessary.”  

· Nishari does not truly know what Taro is plotting to do, but from her brief spiritual contacts with him, she suspects he is trying to summon some sort of power out of Jigoku, perhaps enough power to make him the ruler of the Lost.  

· If the PCs ask for more information about Taro himself, Nishari sighs.  “In some ways, he was a very noble man, full of strength and courage.  But he was too proud.  He came of the Utaku line, and he was determined to prove himself better than the women of his family, whatever the cost.  In the end, his ambitions drove him to forsake Honor and commit terrible crimes.”   

· If the PCs ask Nishari about her current status, she explains that Jizo has given her physical form in return for accepting the role of a mendicant nun, so that she can learn humility and see what Honor means to those of common blood.  She has magical ability (she was a shugenja in her mortal life), although she is cautious about using it.  

· If the PCs ask more about how Nishari was granted the chance to find redemption, she will explain, “When I died, I was lost for many centuries in the spirit realms, in a place called Maigo no Musha.  When Emma-O-sama finally called me forth for judgment, the blessed Fortune Jizo pleaded for mercy, and offered me the chance to find redemption by teaching Honor to others, that I might learn it myself.”  She believes she has come a long way toward achieving this quest, and hopes that soon Emma-O will grant her the opportunity to reincarnate and return to the Celestial Wheel.  Secretly, she has some hope that Jizo may persuade Emma-O to let her enter Yomi directly, although she will not discuss this with the PCs. 

The PCs have no real reason not to let Nishari accompany them – by this time they should be well aware of her nature and intentions.  However, some PCs may raise objections or question her honesty.  She will look saddened and pained by such behavior, but if the PCs insist on not letting her accompany them, she will accede to their wishes.  In this case, Nishari will follow the PCs covertly (using the spell The Eyes Shall Not See to protect herself) and attempt to help them when things become critical in the Shadowlands.  

Assuming the PCs do accept Nishari’s help, she will travel with them quietly, staying on foot unless the PCs offer her a ride.  She spends most of her time running prayer-beads through her hands and murmuring sutras under her breath.  

PCs who observe her more closely will notice she wears a small crystal pendant, of gaijin make.  Her traveling pack contains a scroll satchel (with her shugenja scrolls) and two spare kimonos.  Both garments are in dark earth tones, with understated Scorpion mons, and are cut and sewn in an ancient style, with long splits up each leg for freedom of movement, and simple loose pants beneath. Anyone rolling Intelligence/Lore: History at TN 35 or Lore: Unicorn at TN 25 can recall this was a popular style of garment for Unicorn women about three centuries ago. Modern Utaku often wear a modified version of it. 

The Border Post

The remainder of the trip is uneventful, and at the end of the second day the PCs, Jieichou, and Nishari pass through a belt of rugged, near-mountainous hills and spot below them a bleak, empty landscape stretching to the horizon.  The sky ahead is filled with gray, ominous clouds.  Between the PCs and this forbidding landscape is a stone fortress, crouched in the stony slope below, torches flickering on its walls.  Ballista and catapults are visible on the corner towers and armored, helmeted sentries watch carefully as the PCs approach.  

This is a Crab border post, manned primarily by the Toritaka.  PCs who have played “Failure of Courage” will have encountered a similar stronghold in the Hiruma lands.  The reason for this fortress is simple – the PCs are at the extreme northern fringe of the Shadowlands here, and the Kaiu Wall ends almost fifty miles to the south.  The Crab maintain outposts like this to make sure no Shadowlands creatures slip around the northern end of the Wall.

The local commander, Toritaka Watsuki, is a tall, bluff man with a short fuzzy beard and sparkling brown eyes.  He has a pronounced limp, the result of a severe injury to his leg many years ago, and walks with the aid of a heavy oaken cane which he likes to use as a swagger-stick, waving and gesturing with it at every opportunity.  Watsuki meets the PCs at the gates and personally inspects the papers which Jieichou presents.  “Ah, the important task which Toritaka Tenkei-sama warned us of!” he booms cheerfully.  “Of course we are pleased to assist the daimyo of the Kuni family in whatever she requires.  Welcome to my humble outpost!  I fear the hospitality is meager, but we can at least promise you a safe night’s sleep.  The supplies you need are waiting for you.”  He leads the PCs inside.  “Nothing to boast of here, I’m afraid – I wish I could offer better hospitality to Kuni Yuriko-sama’s guests!  But we’ll do our best by you.”  

Watsuki is a very active commander, constantly walking about his fortress, calling greetings to his men, and making sure everything is running properly.  PCs accustomed to the remote, formal manners of Lion or Crane military forces will probably find this strange.  However, it is clear that Watsuki is an effective leader and his men treat him with affectionate respect.  (PCs who played “Failure of Courage” will notice the contrast between this properly-functioning outpost and the badly-run one in that adventure.)  

Dinner that evening is held in Watsuki’s quarters in the top level of the small fortress.  The meal is simple – rice, dried fish, pickled vegetables, tea and sake – but plentiful.  Watsuki apologizes again for the lack of better options, and urges the PCs to eat as much as they can.   “Where you are going, a meal like this will seem quite a luxury, I’m afraid!”  He also warns the PCs against leaving the stronghold at night.  “We don’t usually get too many wanderers this far north, but lately we’ve seen a lot more lesser creatures, especially goblins.  Looks like they may have lost some territory fight in the deep Shadowlands and the refugees are coming up here.  Been a pain, since our garrison’s below strength, what with the war and all.”  

Watsuki does not really care about war, politics, or other matters of the larger Empire – he is a Crab’s Crab, a man for whom the duty of fighting the Shadowlands is the only thing worth paying attention to.  He has no particular enmity for Crane or other enemies (although he shows a healthy respect for Scorpion), and treats all his guests equally.  If any of the PCs seem bent on starting an argument or otherwise dragging Imperial politics into things, Watsuki will hold up his cane and wag it scoldingly at them.  “I don’t meddle with such things, samurai-san.  My business is the command of this outpost.”   

· Nishari will keep a low profile while the PCs are at this Crab base, and will not do anything to draw attention to herself.  If the PCs discuss her powers and nature with Watsuki, she will not object.  Watsuki will be fascinated by meeting an incarnated spirit.  “I have read tales of the Spirit Wars, when many of our ancestors returned to the land of the living.”
The PCs are free to do as they wish after dinner, provided they do not leave the outpost after dark.  Each PC is given a small, plain room for themselves, with married couples bunked together.  Nishari will spend the night in prayer and contemplation, preparing herself for the trial ahead, and will urge similar action on any PCs who speak with her.  

The next day, shortly before dawn, a polite Crab bushi will awaken the PCs and leads them out to the stronghold’s courtyard.  Here the PCs are each given two weeks’ worth of preserved rations, designed for safe travel in the Shadowlands.  The Crab will also see to it that each PC has two jade fingers, supplying additional fingers to any PC who does not already have two of them.  These will last a combined total of thirteen days in the Shadowlands.  

· Nishari will accept jade and rations along with the PCs.  As an embodied spirit, she is subject to hunger, thirst, and Taint, although she needs less food and water than a normal mortal.   

Once the PCs have their gear, Toritaka Watsuki and Toritaka Jieichou wish them good luck.  “Go with the Fortunes,” Watsuki says, saluting the PCs with his heavy cane.  “With their blessing, we will see you again in two weeks’ time.”  

Part Three: The Realm of Jigoku

Less than five miles from the Crab stronghold, the PCs enter the outer fringes of the Shadowlands.  The soil beneath their feet changes from brown to gray, the sparse grass giving way to lifeless dust and stone.  A few twisted trees with knobbly bark and leafless branches are the only interruptions to the monotony.  Foul, stinking dust rises from the ground with each step the PCs take. There is no visible water, and even the air seems gritty and painful when the PCs inhale. The sky overhead is full of dark gray clouds, and when the Sun somehow peeks through, it seems somehow pale and dim.

The landscape is completely lifeless and empty, and the PCs will not encounter anything living for their entire first day of travel.  The scroll with the report from the Hiruma scouts tells the PCs to travel southwesterly, and gives directions to a place where the Black Finger River can be crossed safely.  

Effects of the Shadowlands 

Within the domain of Jigoku’s power, the following special conditions apply: 

· Wood, cloth, and other flammables will not burn properly, emitting only a weak, sputtering blue flame which offers little or no heat (but does attract nocturnal predators). Dead bodies also are reluctant to burn naturally, should the PCs need to perform an emergency cremation (the Crab usually use spells).
· Wounds will not heal naturally. Curative magic (such as Path to Inner Peace), kihos, and nemuranai (such as Crane fetishes or Dragon Clan potions) will work normally, however. Also, any time a PC suffers an open wound, they must roll Simple Earth at TN 10 or gain a point of Taint. 

· All spellcasting rolls (except for maho spells) are at +10 TN due to the unfriendly nature of the local spirits. If a PC misses the spell-casting roll due to the +10 penalty, a kansen (evil spirit) will contact the PC and offers to produce the spell. A PC who agrees to this will indeed cast the spell successfully, but will gain a number of points of Taint equal to the Mastery Level of the spell. 

· Any Commune spell cast in the Shadowlands will automatically contact a dangerous kansen which will try to bargain with the PC, offering information in return for a small gift of Taint (1 point for each question answered.) 

· Void points and spell slots do not recover naturally (e.g. through rest). The Meditation skill will still work for recovering both Void and spell rings. It is impossible to perform a Tea Ceremony inside the Shadowlands. 

· If the PCs lose their jade “fingers,” they will be vulnerable to the Taint. They must roll Simple Earth for each day and each night they spend unprotected in the Shadowlands. The TN is 5 for the first roll, 10 for the second, 15 for the third, and so forth. If a roll is failed, the PC gains a point of Taint immediately, and one additional point each day and each night thereafter until they leave. 

· Food and water will quickly become Tainted and diseased unless it is stored in proximity to jade. Likewise, any food or water the PCs find in the Shadowlands carries the Taint. Eating Tainted food or drinking Tainted water requires a Simple Earth roll at TN 15 to avoid getting 1-5 (1 die halved) points of Taint.

Nishari does not sleep – as an incarnate spirit she can easily go several days at a time without sleeping – and spends much of each night in meditation, although she will take her turn on watch as appropriate.  Each morning she will spend a short time trying to sense Taro, and will direct the PCs in the direction she feels him to be.  This will prove to be very close to the directions the PCs received from Kuni Yuriko, and between the two assets the PCs should have no difficulty reaching their destination – other than the obstacles they will encounter along the way.   

Crossing the River

As mentioned, the first day will pass uneventfully, as the PCs travel through the uninhabited northern reaches of the Shadowlands.  That night also is uneventful, although wise PCs will set watches regardless.  (The GM should ascertain what measures the PCs are taking to guard themselves at night – this may become important later on.)  Paranoid PCs will find it difficult to sleep, as the wailing of the wind often resembles the distant cries of inhuman creatures and tormented souls. 

About the middle of the second day, the PCs reach the Black Finger River, the northern branch of what will eventually become the River of the Last Stand:

The land has turned more rugged today, with your route taking you through jagged, uneven hills topped with small clumps of lifeless trees.  The sound of rushing water reaches your ears, and you pass between two hills to see a wide, shallow river, its water an unhealthy gray-brown color.  It flows southward, churning and foaming over rocks and sluicing throws narrows between the hills.  No life of any kind is visible, making the filthy water seem even more threatening.

The PCs’ scroll informs them that a crossing should be available downstream, and if they follow the river for about a mile, they will come to a place where the hills rise up more steeply on either side, becoming almost cliffs.  It appears that a major rockfall took place here, and huge boulders have interrupted the river, forming a series of giant stepping-stones with the river churning white-water between them.  It appears the PCs can cross fairly easily by hopping between the rocks.

Crossing the river on the rocks requires two successive rolls of Agility/Athletics at TN 15.  Failing a roll means the PC slips and starts to fall into the river – he can catch himself with a Simple Strength roll at TN 20.  (If the PCs have taken the precaution of roping themselves together, this can be done as a Cumulative Roll, with the slipping PC being the leader on the roll and other PCs on the rope assisting.)  

· PCs who wind up in the water and who are not on a rope must make two Strength/Athletics (Swimming) rolls at TN 25 to make it to shore safely.  Failure means they begin to drown, losing 2k2 Wounds per round until rescued.  
· A drowning PC can be rescued by another swimming PC who rolls Strength/Athletics (Swimming) at TN 30.  Alternatively, the PCs can throw a rope to the victim by rolling Agility/Athletics at TN 20.  
· Any PC who falls in the water must roll Simple Earth at TN 10 to avoid getting a point of Taint.  PCs who begin drowning must make a roll at TN 15 or gain 2 points of Taint.
Shugenja PCs may be able to find ways of crossing the river safely without any athletic challenges, or of rescuing PCs in the water.  Nishari does not have any kind of flying magic, unfortunately, but she will be able to cross the river easily on the boulders.  

On the far side of the river, the PCs will find what appears to be a sort of path, almost a road, which snakes up through the bare rocky hills and heads farther into the Shadowlands.  Their notes from the Hiruma scouts tell them to follow the road “until the forest.”
The Second Night: The Sneak

The PCs’ second night in the Shadowlands is not quite so uneventful as the first.  By the end of the day the PCs will be past the worst of the hills, and looking out on more open territory with intermittent trees and boulders.  There is no sheltered place to make a camp, so the PCs will simply have to pick a spot and wait out the darkness.

During this night, a goblin sneak – an outlier of the goblin horde which the PCs will encounter the next day – will try to sneak into the camp.  The GM should roll randomly to see which of the PCs’ watches he will choose to strike.  The PCs who are on watch will need to make Opposed Rolls of their Perception/Investigation (Notice) against his Agility/Stealth of 8k3 in order to spot him.  (Nishari’s roll is 8k4+4.)  

If none of the PCs spot him, he will steal the rations and water of one sleeping PC, then skulk away.  If any PCs do spot him, he utters a startled squawk and runs away, gibbering with fear.

Trees or Grass?

The next day, the path which the PCs are following will peter out and they will face a choice of which route to follow: 

The packed gray dirt and intermittent boulders give way to a thick forest of tall and oddly-strong trees, with thick foliage of a rich dark green.  The most direct route appears to go through this forest.  To the south, the forest ends and an open plain covered with thick, black grass stretches to the horizon.  The sky is free of clouds today, and the sun beats down on you unmercifully.

The notes from the Hiruma refer to a forest, but do not make clear whether their route went through it.  Nishari can confirm that the most direct route is through the forest.  Suspicious PCs, however, who look at the trees can roll Perception/Investigation (Notice) at TN 25 to realize that while the leaves are swaying gently, there is no wind at all.

In truth, both routes are fraught with peril.  If the PCs ultimately decide to circle around both of them, they can do so, but this will add two days to their journey.  

Predatory Trees  

The trees are a sinister and clever Shadowlands plant with a shared intelligence.  While they appear to be normal (and rather healthy) trees, their leaves are actually quite dangerous.  Once the PCs are well into the forest, the leaves will begin to fall off the branches.  Two random PCs will be touched by the first shower of leaves.  When the leaves touch the PCs, they will stick and begin worming their way through clothing and armor to reach flesh.  

· The leaves will take two rounds to burrow through and reach flesh.  Peeling a leaf off before it touches flesh costs 1 Wound, as the leaf’s acidic skin burns the fingers.  (Touching it with jade will cause it to shrivel up and fall off, but destroys one day of protection on a jade finger.)  Alternatively, a PC can strip off whatever item of clothing the leaf touched.  An umbrella can protect a PC from one leaf-hit, but the PC will have to toss the umbrella aside within two rounds or the leaf will burrow through.

· After two rounds, the leaves will reach the skin and begin burning and burrowing into flesh, costing 1k1 Wounds per round.  Pulling them loose at this point requires a Strength/Medicine roll at TN 20 – success means the leaf is pulled free at a cost of 1 Wound, failure means the leaf is still embedded.   

· PCs who are wounded in the forest must roll Simple Earth at TN 15 to avoid getting 1 point of Taint.  If they sprinkle jade powder in their wounds, the TN is only 5. 

Once the PCs realize their danger, they can roll Reflexes/Defense at TN 20 to avoid being touched by any leaves.  A PC can protect another PC from the leaves by specifically stating that intention and making TN 30 or better.  This will award the protected PC a Free Raise on their roll.  

The PCs will need to make three such rolls each in order to make it through the half-mile-wide forest without being touched by leaves.  

Alternatively, a shugenja can use area-effect Air spells such as Tempest of Air to blast away the leaves from around the PCs, or an area-effect fire spell like Fist of Osano-Wo to burn away the forest.    Flying spells can also be employed to bypass the forest, naturally.  

Nishari will be able to dodge the leaves, and will heal up to two PCs afterward for 2k2 Wounds.  

The Black Grass

The vast plain of black, slimy grass is actually one of the more notorious horrors of the Shadowlands – a vast number of zombies, clustered together and sunken into the earth until only their hair is visible.  PCs who observe the plains before entering them can roll Intelligence/Lore: Shadowlands at TN 20 to recognize what they are seeing.

Anything that touches the hair will cause the zombies to slowly stir and begin clawing their way upward, the whole field rippling and shifting, causing a Fear 3 effect.  Running through the fields quickly can allow the PCs to make it through safely – the zombies are very sluggish – but PCs who falter, or stand and fight, will be dragged down and devoured.  There are literally thousands of zombies, so fighting is not an option here – no matter how many the PCs might destroy, the horde will eventually overwhelm them.  

Getting across the zombie fields will require two rolls of Agility/Athletics (Running) at TN 20.  (This is considered to be running on uneven footing, so Advantages or Techniques that enhance balance will apply.)  Failing either roll means the PC loses his footing and plunges into the bottomless horde of zombies.  

· A PC who falls in will immediately take 2k2 damage, and an additional 2k2 every round he remains trapped.  He can fight his way clear and resume running by rolling Strength/Athletics at TN 25 – a success will allow him to continue through the fields as though he had made the original Athletics roll.  
· Other PCs who try to stop and help their comrade will be immediately trapped within the zombie field as well, and take damage as above.  A clever PC may be able to think of a way to help while still moving – the GM should adjudicate such efforts.  Spells may also be able to rescue a trapped PC before it is too late. 
· PCs who are wounded by the zombies must roll Simple Earth at TN 15 to avoid getting 2 points of Taint.  If they sprinkle jade powder in their wounds, the TN is only 5. 

Once the PCs get past the zombie fields, they will be able to continue safely – the zombies are too slow and mindless to mount an effective pursuit.  Spells that allow flight will also enable the PCs to cross the fields without danger.  

Nishari can run across the zombie fields safely – she is quite athletic, due to her childhood legacy as a Unicorn.  She does not have any spells which can help trapped PCs, but afterward she will heal up to two wounded PCs by 2k2 each.  

Heat and Goblins
After the PCs get past either the zombie fields or the predatory forest, the rest of the day seems to go by slowly, the sun blazing down and baking everyone in its heat.  All the PCs must make a Raw Stamina roll at TN 20 to avoid suffering a +5 TN penalty due to dehydration.  If any of the PCs lost their water to the goblin sneak, the party will have to share a diminished supply of water, and the TN will be 25 instead.   

In late afternoon, allow the PCs to make a Raw Perception roll at TN 15.  With a success, they become aware of a strange rumbling sound in the distance, mingled with a distant raucous noise, like a surf of thousands of high-pitched voices.  

Wise PCs will begin looking for shelter or concealment.  They are on a fairly bleak, wide-open plain, but there are many individual boulders and shrubs.  PCs who begin looking for shelter immediately can easily find several large overhanging rocks which allow concealment.

If none of the PCs make the Perception roll, their first warning will come when a tidal wave of goblins rolls over the horizon and begins flowing toward them.  At this point, in order to find a hiding spot in time, the PCs will need to roll Perception/Stealth at TN 20 or Perception/Hunting at TN 30.

· Alternatively, the PCs can use spells to conceal themselves.  Nishari will cast The Eyes Shall Not See on herself and can cast it on up to two other PCs.

· Honorable or idealistic PCs may balk at concealing themselves rather than facing their enemy.   Nishari, however, will not hesitate to conceal herself.  She will point out to PCs who balk that there is no shame in acknowledging a superior foe, and no dishonor in avoiding an unnecessary and un-winnable battle.  “I do not doubt your courage, samurai-sans.  A samurai is expected to die at a moment’s notice.  But a samurai who throws his life away foolishly is hardly doing his lord a service.” 

If any of the PCs are unable to find a hiding place, a distant shriek of rage and aggression will rise from the goblin horde, and a hundred or so goblins will begin rushing toward the exposed PCs.  Fleeing the goblins will require the PCs to make three successful Stamina/Athletics (Running) rolls at TN 25 before they fail three times.  (The goblins are not especially fast, but they are persistent.)  Failure means the PCs are run down and killed (there are far too many goblins for the PCs to prevail, not matter how skilled they may be.)    

· Some PCs may be able to come up with creative ways to deter the goblins.  For example, a shugenja PC might bombard the goblin horde with a powerful area-effect spell and then try to bluff/intimidate them into withdrawing.  The GM should adjudicate whether such ideas can work.  The goblins are fleeing Taro’s Lost, and PCs who can make a good pretense at being powerful Lost themselves can probably deter them.

· Merely killing a few goblins in melee will not deter the horde.  The goblins are accustomed to fighting Lost, who kill them at a 10:1 ratio.

If the PCs do conceal themselves, the horde of goblins will flow past them, cackling, chattering, quarreling, and gibbering, a vast folk-migration eastward.  Two goblins, Mukk and Jakku, will seat themselves on a boulder near the PCs and will debate the relative merits of their favorite foods (Mukk favors brains, while Jakku likes intestines).  This will consist of the two goblins shouting back and forth, “I like brains!” “I like intestines!” over and over, until Mukk, the larger of the two, loses patience, grabs Jakku around the throat, and bites off the top of his head.  After finishing his meal, he tosses aside the corpse and rejoins the horde, which is now dwindling to stragglers as it trails off to the east.

It is possible that the PCs may be able to take a goblin prisoner during this encounter.  A captive goblin will not be very cooperative, and spends much of its time spitting, yelling insults, and otherwise misbehaving.  However, persistent PCs can eventually get the goblin to explain that he and his brethren are fleeing from “nasty Lost” who are taking over the lands to the west.  

Water

Around the evening, as the Sun sets to the west, the PCs finally come out of the empty plains and enter a hilly region of large jagged boulders, interspersed with gray scrubby grass.  As they are looking for a place to camp, they come across a narrow, trickling stream of what appears to be clear water.  It is coming from a crystal-clear pool located in a depression between two of the hills.  There is no grass growing around the water, and a PC who examines the pool carefully can roll Raw Perception at TN 15 to see a human skeleton in the bottom.  

The sight of this crystal clear water will be a torment to any PC who failed the roll to resist dehydration during the day.  All such PCs must now roll Raw Willpower at TN 10 (TN 20 if they lost their water to the goblin sneak) to resist the urge to immediately drink.  Quick-thinking PCs can tackle or grab their companions to prevent them from drinking.

Ironically, the water in the pool is completely pure, and can be drunk safely.  Testing the pool with jade produces no reaction.  (The water in the stream is not quite pure, having picked up Taint from the surrounding earth, and a PC who drinks it must roll Simple Earth at TN 15 to avoid getting a point of Taint.)  The skeleton in the bottom of the pool is the remains of a Kuni who sacrificed his life to purify the water here and thereby save the patrol with him.  PCs can roll Intelligence/Lore: Crab Clan at TN 30, or Lore: Shadowlands at TN 40, to have heard of tales of this legendary pool.  
The Third Night: The Blood Swarm

Soon after the PCs find the pool, the sun will set and they will need to look for a place to camp.  Allow them a roll of Perception/Hunting (Survival) at TN 30 to discover a small cave mouth tucked into the rocky bluffs.  The cave is empty save for a few old bones of some unidentifiable creature.  

That night, a blood swarm – a swarm of deadly tainted bloodsucking insects – will sweep through the area.  If the PCs took shelter in the cave, they will be safe – the swarm will pass in the night, a terrible predatory buzzing noise, but does not attack.  If the PCs camped outside of the cave, however, the blood swarm will attack them.

The blood swarm is composed of swollen, unnatural insects which combine the worst aspects of mosquitoes, army ants, and locusts – PCs who played the adventure “Strength from Weakness” encountered a less virulent form of this phenomenon.  The swarm eats through fabric, corrodes armor, and sucks blood from living flesh, infecting the victims with virulent diseases as well.  

Allow the PCs on watch to make Perception/Investigation rolls at TN 30 to hear the approaching swarm over the wind.  With a success, the PCs will have a few moments to take shelter or prepare themselves.  (Which could be very handy if the PCs found the cave but chose to camp outside of it.)  Otherwise, the first warning will be when the swarm descends to the attack.  

The swarm inflicts 1k1 per round on everyone it can attack.  Simply hiding in tents or under blankets will not be enough to protect from the swarm, which eats through the fabric within a round.  

It is impossible to fight the blood swarm with physical attacks, but Area of Effect spells can be very effective.  Any area-damage spell that inflicts 3k3 or more damage will render the majority of the swarm disabled, allowing it to attack only two PCs per round.  An area-effect spell that inflicts 5k5 or more damage will destroy the swarm outright. 

· Note that specifically targeted spells like Jade Strike will not be effective – only area of effect spells work. 

Spells that shield or protect the party (like Castle of Water) will also keep the swarm at bay. 

If the PCs cannot kill the swarm, it will disperse after five rounds.  Anyone who takes damage from the swarm must roll Raw Earth at TN 10 or gain a point of Taint. Also, they must succeed at Raw Stamina roll at TN 15 or gain a disease.  (See Infected Wounds at the end of the module for details.) 

Nishari will take a total of eighteen wounds from the swarm, but will not gain any Taint or get infected.  She will heal up to three PCs by 2k2 Wounds each, but will not heal herself (although she will not refuse healing from another PC).  

The Obsidian Valley

The effects of dehydration will end at dawn the next day.  The PCs’ fourth day in the Shadowlands sees the landscape becoming even more bleak and forbidding, consisting of little more than narrow gulches between huge piles of jagged rock.  The scroll from the Hiruma warns them of “black rock” in this area, and sure enough, as the day progresses the PCs begin to encounter outcroppings of black, sharp-edged stone, possibly even obsidian.  The PCs must pick their way through the hills, snaking up and down slopes between the increasingly sharp and menacing rocks.  All of the PCs must roll Agility/Athletics at TN 15 to avoid cutting themselves on the sharp edges of the rock.  A cut will inflict only 1 Wound, but the unfortunate PC must roll Simple Earth at TN 10 to avoid getting a point of Taint.

During this day, the PCs will notice that Nishari becomes more withdrawn and distant, and often stumbles or loses her focus on the surrounding area.  If they ask her about this, she explains that she is sensing Taro trying to find her, and is putting her strength into fending him off.  “I fear I will not be able to offer you much guidance from this point onward.  I hope we are getting close.” 

After several exhausting hours of working their way through this landscape, the PCs crest a ridge and look down into a narrow, wretched valley.  There is initially no visible life anywhere, but after a few moments, the PCs hear a distant, terrible shriek, and see what appear to be several carrion birds flapping up from the valley floor about a half-mile away.   

If the PCs investigate, they soon are able to see what appears to be a tall post of some kind, set in front of a pit in the rock.  A human form is dangling upside-down from the post.    

What appears to be a thin, near-naked man, dressed only in the torn and faded remains of a green hakama, is hanging upside down from an ancient, rusted iron post.  He is suspended over a pit that, judging from the smell, is full of rotting flesh.  His own flesh has been torn in many places, discolored blood streaking his body.  Several bloated, unnatural-looking carrion birds perch atop the post, clearly waiting an opportunity to feast on his body again.  Although he appears unconscious, from time to time he twitches and mumbles something.  

This man is Mirumoto Kagetoki, a former player-character who fell in the Shadowlands over a year ago.  Nishari recognizes him as an honorable man who helped her in the past, and is horrified to find him here.

The PCs can get Kagetoki down from the post easily enough, simply by lifting his ankles off the rusty iron hooks which pierce his flesh.  His ravaged body has no strength and he is horribly Tainted (over four Ranks of Taint), barely able to control his own mind.  The Taint has also made his body unnaturally resilient – he has been hanging here for over two weeks without dying.  He will attempt to tell his story to the PCs in fits and bursts, interspersed with insane ravings and occasional violent jerks and twitches.  

“I… my name, I was once called.., Kagetoki, Mirumoto Kagetoki.  The Emerald Avalanche, they called me.  I fell in battle, with the Lost… we had gone to a city, to find something, and the Lost attacked us.  But I did not die.  They took me to this one called Taro, and he told me I would serve him.  He had another, too, a maiden named… Chinua, of the Moto.  I tried to resist him, to defy him, but the Taint… so strong…”  

If the PCs ask how he came to be here, he laughs, a horrible cackling sound.  “I was… not weak enough.    The Taint took too long, and Taro… grows impatient.  He is planning some great ritual, he has moved to the Festering Pit, some power he seeks… I was still not Lost, and he was impatient.  Those who will not become Lost are sacrificed…”  

He describes Taro as “a monster, unstoppable, none of the Lost could hurt him.  He killed the goblins, drove them out… nothing will stop him.”   

Kagetoki’s Taint is very close to consuming him completely.  Any violence or threats from the PC's will make him snap, attacking in a frenzy until he is killed.  However, if the party questions him without menace, and asks how they can help him, he will beg for an honorable death.  “Take my head…. now, while there is still the chance my soul can escape Jigoku’s grasp.”  

PCs who fulfill Kagetoki’s request and end his life gain +1 point of Honor. Nishari is saddened by the man’s fall, but happy that his soul has been saved. 

The Fourth Night

The PCs pass their fourth night in the Shadowlands without incident unless they were foolish enough to release Kagetoki and not give him an honorable death.  In that case, he will track them down and attack them in the middle of the night.  The PCs who are on watch can roll Raw Perception at TN 15 to hear him approaching, giving them the chance to sound the alarm or prepare themselves for action.

Getting Lost 

On the fifth and final day, the PCs will no longer be able to rely on Nishari to guide them – she is putting all of her efforts into avoiding Taro’s senses.  Relying solely on the Hiruma scroll, the PCs will need to make Perception/Hunting (Trailblazing) rolls to find their way to the Festering Pit.  The PCs must make a cumulative total of three successful Hunting rolls to find the Pit, and each PC may attempt one such roll per day.  (Calling Raises on a roll will cause it to count as multiple successes.)  The TN for these rolls is initially 25, but each day the PCs fail to find the Pit, the TNs increase by 5, due to the changeable nature of the Shadowlands landscape.  (Thus, for example, if the PCs make only one success at TN 25 on their fifth day in the Shadowlands, on the sixth day they will need two more successes at TN 30, or one success Raising to TN 35.)  

The PCs will not suffer any penalty for failing to find the Pit on the fifth day, and their camp that night will be uninterrupted.  However, if they fail to find the camp on the sixth day, they will stumble into a vast, foul marsh:

The valley between the dark rocks is filled with a marshy, stagnant pool that seems to have no end in sight.  Ancient dead trees stick out of the foul water, like the ruins of some fallen temple.  

This marsh conceals a Sanshu Denki (muck-monster) which will attempt to swallow the first PC who tries to cross the water.  The PCs cannot skirt the march – if they do not wish to cross it, they must turn back, and this costs them one additional Hunting roll in their efforts to find the Festering Pit.  

If the PCs still do not find the Pit on the seventh day, a roaming Byoki no Oni will come upon their trail, and attack them just as they are making camp that evening.  It is a vicious and evil creature, and will actively try to wound as many PCs as possible with its festering attacks. 

If the PCs still do not succeed on their rolls on the eighth day, they will finally stumble across the Festering Pit by chance on the morning of the ninth day.    

Part Four: The Festering Pit

Quickly or not, eventually the PCs will come to the Festering Pit and Taro’s encampment. 

You emerge from the jagged hills and blind valleys into a broad plain of bare, lifeless earth and huge tumbled boulders.  The landscape before you seems to have a sort of spiral pattern, and in the distance, the pattern circles into a vast open pit, perhaps as much as a mile across.  Foul yellow-gray vapors rise from the open hole in the earth, and even at this distance the odor is unspeakable.  

Between you and the pit is something that looks like a foul mockery of a samurai’s encampment.  It is a camp made of bone and rotten flesh, lashed together to create crude tents, frames, and lean-tos.  Human forms are strung up on these frames, in postures of agony, and you can hear screams and moans on the wind.  You can see other human-like forms, many of them clearly armed and armored, walking through the camp and coming in and out of the tents. 

On one side of this nightmare camp is something so grotesquely out of place you are not sure, at first, whether you are really seeing it.  It appears to be a samurai residence, with a fenced yard, a stable, and a bathhouse.  What appears to be a pair of horses is grazing placidly outside the stable, and a tall pole by the front gate is decorated with prayer flags, flapping in the breeze. Behind the house, closest to the Pit, a single torii arch stands, with a large altar next to it. Both are carved out of a deep black stone that seems to swallow the sun's light.

If the PCs observe this scene, they can quickly see a great deal about what is happening here.  The encampment is home to about two thousand Lost, an extremely formidable military force.  However, they do not generally leave their encampment except when summoned by Taro.  The rugged landscape will allow the PCs to approach close to Taro’s house with a fair chance of being undetected, if such is their wish.   

If the PCs can get close enough to clearly observe Taro’s “residence,” they can see that the two “horses” are monstrous creatures with clawed feet and glowing red eyes.  A roll of Perception/Lore: Shadowlands at TN 20 identifies them as Onikage. There are three of them.  Similarly, the house and other structures are made of bone frames filled with tanned skin, rather than wood-and-paper construction.  PCs who actually manage to read the prayer-flags in front of the house can roll Perception/Theology at TN 20 to be able to identify them as invocations to Jigoku.  Likewise, close observation of the altar and torii arch will reveal they are made of obsidian and covered in prayers to Jigoku.

Nishari’s Reaction

As soon as she sees the scene at the Festering Pit, Nishari will begin to weep, tears streaming silently down her face.  If the PCs ask her why she is losing face and showing such emotion, she confesses, “This was the house Taro promised to build for me someday. All of this, the prayer flags, the grazing horses...they are a mockery of what we once were.  My sins confront me here, in this darkest of places.” 

If the PCs ask what should be done, or what she intends, she is not sure.  “He must be stopped, whatever he is planning… I do not know what he is doing here, but it is surely a threat to the Empire, to gather so many of the Lost together.  I cannot say what will happen.”  Nishari, for the first time in the PCs’ experience, seems somewhat unsure of herself.  If asked, she will confess she does not know how to stop Taro, but she is certain he must be stopped.  She will volunteer whatever power is at her disposal – chiefly healing spells, and the ability to cast a few useful Air spells, such as The Eyes Shall Not See and Quiescence of Air – to help the PCs.

If the PCs refused to let Nishari accompany them into the Shadowlands, she will appear now, explaining that she used The Eyes Shall Not See to follow them.  She apologized and explains that she simply could not let them to confront Taro without her. 

Taro’s Ritual

If the PCs watch this scene for more than a few minutes – which is very likely, since they will be trying to figure out whether they dare to take action in the presence of a huge army of Lost – Taro will come out of his house and lead his followers in a foul maho ritual.

The door of the foul house slides open, and what appears to be a young man walks out.  He is a slim, almost feminine figure, dressed in a kimono and hakama of deep purple-black.  His face is handsome and aquiline, his long hair worm loosely instead of drawn up into a topknot.  He carries a daisho at his side. Walking behind him is a lovely young samurai-ko with what appears to be an iron collar around her neck.  She too is dressed in clothes of a deep purple-black, and wears a yari strapped across her back.  She gazes at the man with a worshipful expression, and lifts a bone trumpet to her lips, blowing a haunting tone.  

· None of the PCs will recognize Taro, but Nishari will know him instantly, turning chalk-pale and clenching her fists.  A handful of PCs, however, may recognize the woman with him, a former Player Character named Moto Chinua who fell during the same excursion into the Shadowlands that claimed Mirumoto Kagetoki (recounted in the Player Tale “A Moto Lost,” by Kathi Turner).

In response to the trumpet, the Lost immediately begin to emerge from their encampment, gathering in ranks before the house.  They are dressed in what looks like Rokugani armor, but made from bone, sinew, and leather instead of iron, wicker, and cloth.  They drag with them several prisoners, men and women bound in chains of black iron.   

The prisoners are samurai, captured during raids on the Empire, and they are chained together at throat, hand, and foot.  These are “choke collars,” meaning any movement of the chain begins to strangle everyone attached to it, effectively preventing attempts at escape.

The prisoners will be taken to the black obsidian altar and sacrificed, one by one, their throats cut and blood collected in cups carved from human skulls.  Taro and Chinua drink from the cups and then pass them out to the gathered army of Lost.  As the last victim gurgles and dies, Taro begins a lengthy, ranting speech, haranguing the Lost about his certain and inevitable triumph.  PCs who try to listen in to this speech will have a difficult time – much of consists of little more than repeated incoherent descriptions of violence, torture, and death – but they can roll Raw Perception at TN 20 to puzzle out that Taro is apparently planning to enter the Festering Pit.  “When the time is right,” he howls, blood and spittle running down his face, “I shall descend into Jigoku and embrace its full power, and emerge as the new Dark Lord, ruler of Shadowlands and Rokugan alike!”  At the end of this speech, the Lost cheer maniacally, then disperse back to their camp, while Taro and Chinua re-enter their “house.”  

Some PCs may be tempted to intervene in this terrible event.  This is extremely unwise, given that the whole scene is playing out in front of 2,000 armed and armored Lost bushi.  Allow the PCs to roll Intelligence/Battle at TN 10 to recognize that any attack during this ritual is certain death.  Nishari will be essentially paralyzed in horror during this entire event, but if the PCs are stupid enough to attack, she will do her best to rescue some of them with The Eyes Shall Not See.  

Confronting Taro

Smart PCs will realize their best option is to confront Taro inside his “house.”  Nishari, clearly girding herself for the fight, will readily agree.  

· The rugged landscape will allow the PCs to reach the house’s fenced enclosure unobserved if they make at least a basic effort at concealment.  A Combined Roll of Agility/Stealth at TN 15 will suffice to allow them to reach the house without alerting the grazing onikage or the nearby Lost encampment.   

· Nishari’s Agility/Stealth roll is 6k3.  

· Invisibility spells such as The Eye Shall Not See can be extremely useful here.  Nishari can cast that specific spell up to three times if asked.   

· Smart PCs may also think of finding other ways to protect themselves, such as using Mists of Illusion to conceal their presence, or Quiescence of Air to block any sounds from reaching the encampment.  Nishari can cast the latter spell – she will not volunteer the idea, but if the PCs start discussing ways to keep themselves from being overheard, she will mention it.  

Ultimately, the goal of this adventure is to get the PCs and Nishari into the final confrontation with Taro, so any reasonably intelligent plan should be given a good chance to work.  

Once the PCs go inside the house, they find its interior, like the exterior, is a mockery of a proper samurai dwelling:

The smell of death fills your nostrils.  Bone flooring flexes and creaks beneath your sandals, and walls of tanned skin seem to flex and breath.  Artwork is on display in the corners of rooms and hallways – paintings of torture and depravity, stretched skins that display the tattoos of their former wearers, sculptures of oni carved from obsidian.  From somewhere in the house you hear the voice of the one Nishari has identified as Taro, speaking what might be prayers to darkness, or perhaps merely the babbling of a madman.  

Taro is in the central room of the house, sitting cross-legged before a huge shoji screen of human skin.  The foul shoji is painted in black, a slashing, ragged image of raging destruction.  Chinua kneels abjectly beside him, her face pressed against the floor.  Although Taro is facing the shoji, his back turned, he is instantly aware of the PCs, and of Nishari.  “Ah, Nishari-chan,” he says, without turning his head.  “My beloved has returned to me at last.  Come, Nishari-chan, together we will rule for a thousand lifetimes.”  Nishari staggers drunkenly, visibly shaken by Taro’s power, but she does not go to him – the PCs can see her visibly resisting his call, her hands clenched and her face beaded with sweat.  

Taro will not initiate violence – he is arrogant in his immortality, and believes the PCs cannot possibly harm him.  He will tell them all his plans.  “I will enter the Festering Pit and be re-made into the new Dark Lord.  I have seen it, in dreams.  I will be reborn, perfect, immaculate.  The Empire will yield to me just as Chinua-chan has done.”  He strokes the fallen Moto like a pet.  “I have waited 350 years.  Now it is time at last.”   

If the PCs express defiance or resistance, or if they simply attack him (the most likely choice by Crab, for example), Taro and Chinua spring upright like wind-up toys, and the fallen man grins widely, showing white teeth stained with blood.  “Come and die, then,” he says, drawing his katana as Chinua unlimbers her yari.  “Become the first of my prey.”  

The Fight With Taro

This is a very challenging and indeed nightmarish fight, made so by Taro’s effective immortality.  His soul is linked to Nishari’s soul, and he draws life-force from her.  

· At the start of Taro’s Initiative turn each round, and at the start of each PC’s Initiative turn each round, Taro will regenerate 16 Wounds.  He will also do this on Nishari’s Initiative turn, but not on Chinua’s.  This regeneration is obvious and monstrously swift, wounds knitting themselves closed, and re-attaching any severed limbs (or even a severed head) as a Free Action.  

· If Taro is reduced to Dead, on his next Initiative turn he will heal completely back to full health.  He springs to his feet, his body slithering back together, laughing maniacally as he carves into the PCs with his katana.  “You cannot stop me!” he screams.  “No one can!  I am eternal!”  

Moto Chinua does not share her master’s immortality, but will nevertheless fight to the best of her ability until destroyed.  She is Lost and completely subservient to Taro’s will.  

· Please note that neither Taro nor China can “Embrace the Taint” to enhance their rolls – since they are Lost, their Taint is permanently set at one Rank above their highest Ring, and cannot be increased. 

Nishari roll 7k3 for Initiative.  She will try to help the PCs by healing one of them for 3k3 Wounds each round.  It is a visible struggle for her to do this, as she continues to fight against Taro’s power.  

Taro’s strength, however, is also his weakness: his connection to Nishari.  PCs who are paying attention to Nishari can roll Perception/Investigation (Notice) at TN 20 to notice that each time Taro heals, she looks a little older and weaker, and a little more of her hair turns white.  (This is TN 15 on a round when he gets up from the dead.)  

· If none of the PCs point it out, Nishari will realize the truth after the second time Taro “rises from the dead.”  

· If a PC specifically draws attention to the effect before this time, Nishari will realize the truth. 

Once Nishari realizes what is happening, an expression of terrible realization crosses her face.  She will cry aloud, “Ah, I see at last!  This is my sin, my failure.  Now I must atone.”  She turns to the nearest PC and drops to her knees.  “It is me, my strength, the strength I gave him when I betrayed Honor.  You must end my life.”  

Taro will immediately howl, “Nooo!  Get away from her!  She’s mine!  Her loyalty is to me, only me!”  If he is able to act before the PCs can strike her down, he will attempt to strike down the PCs before they can kill Nishari.  

Actually killing her will not require a die-roll, the PC simply has to take an attack action to do so (since she is fully cooperating) – Taro will thus have to drop the PCs  before they can strike at her.

As soon as Nishari dies, Taro utters a terrible shriek as his flesh visibly shrinks back against his bones.  His perfect aquiline looks give way to an emaciated, almost skeletal form, with sunken eyes that blaze with unnatural blue light.  His Earth and all of his other physical Traits drop by one Rank immediately, with his Wounds lowering by a corresponding amount, and he completely ceases to regenerate.  The PCs should now find it quite possible to kill him, although he will still not be a complete pushover.  

Once Taro is dead, the Lost encampment will quickly fall into disarray.  Chinua will still fight to the death for her master, but the other Lost do nothing, and the PCs can retreat unmolested.  

Failure?

If the PCs are unable or unwilling to kill Nishari in time, she will eventually lose her battle of wills with Taro, and collapse onto her knees, holding out her hands to Taro in supplication.  

Ultimately, the only option for failed PCs will be to flee back to the Empire, pursued by Taro’s mocking laughter.  The Lost will not pursue – the PCs are beneath their attention.

Conclusion

Eventually, whether or not they have managed to defeat Taro, the PCs must return to Rokugan.  Their return journey will be relatively free from incident, although they will still have to traverse or bypass the forest and/or the zombie fields, and cross the Black Finger River.  The GM should keep track of how many days the PCs are in the Shadowlands – their jade fingers will only protect them for a total of 13 days, and some PCs may have lost some or all of their jade.  

Once the PCs make it back, the Toritaka will escort them back to their castle, where Kuni Yuriko and Toritaka Tenkei will listen carefully to their report.  Yuriko is grave and serious, and thanks the PCs deeply for their efforts on her behalf.  “I shall not forget this,” she promises.

The PCs will also be tested for Taint, and any PC showing at least 1 full Rank of Taint will be identified as such.  (The PC gains “Bad Reputation: Tainted” and is forbidden from marrying.)  

Epilogue One: Nishari’s Fate

If the party is successful, and Nishari died to bring down Taro, the night after they report to Kuni Yuriko some of them will have a special dream.  All PCs with the certs for “Haunted by Nishari,” “Blessing of Nishari,” or “Nishari’s Mask” will have this dream.  

Meido is an empty place. The Realm of Waiting is as endless and eternal as the threads of Kharma itself. A figure seated on a throne oversees all in this realm: Emma-O, the judge of the dead. Before him kneels the figure of a young woman, dressed in red and black, her silk half-mask held in her lap and her head bowed as she awaits her judgment. 

Another figure stands beside her, his gentle face radiating compassion. “Emma-O-sama,” he says, “surely this final act has proven her worth.  Can she not be permitted to re-enter the Celestial Wheel?  Perhaps even to ascend to Yomi?”

Emma-O speaks in a hollow voice that echoes across the endless plain of Meido.  “Yomi?  That can only be reached by one who has cleansed their kharma and fulfilled their destiny.  And such deeds can only be performed while alive.  You are too soft, Jizo-sama, though such is part of your divine nature.”  His impassive gaze lowers to Nishari.  “For the deeds of your life you should justly be sent to Gaki-do, to consume the Honor of others for a few centuries until your kharmic burden is lifted.  Do you think yourself worthy of something better?  To be reborn into mortal life again?  Do you presume to think yourself worthy of Yomi?”

“Great Emma-O-sama, I no longer presume anything but to accept your judgment,” Nishari replies, her face still lowered to the ground.  

Emma-O’s expression does not change, but something about his demeanor seems to relax, as though he is pleased with her answer.  “Perhaps, then, you are worthy to return to Ningen-do, and seek to fulfill your destiny once again,” he says.

Before he can make his judgment final, however, a third figure glides into view. Dressed in robes of deep red, his face concealed beneath a simple dark cloth, he exudes an eerie, unsettling quality.  “Your pardon, mighty Lord Emma-O-sama, and gentle Lord Jizo-sama,” he says, and his voice is smooth and soft as black silk.   “'There is one other choice.  This woman has learned the true meaning of loyalty, and I can use such a one as her, one who will bear my messages and do my will at any cost to themselves. The times ahead risk the death of our Empire. Will you serve me, Nishari? You who accepted my name in life, will you embrace it in death as well?”

She looks up, startled, before prostrating herself fully. “I do not understand, Bayushi-sama.  What is it you offer me?”

It is Jizo who answers, his voice cold with anger.  “He offers you oblivion!  To give up your hope, give up yourself, leave the Celestial Wheel forever!”  

“Yes,” Bayushi replies, and his voice smiles.  “Give me all you are, and let me make of you a tool to protect our Empire.” 

Jizo shakes his head, his face a picture of sorrow.  “You would deny her any chance for redemption!  She could never return to the mortal world, never fulfill her proper destiny!  How can you demand such a thing?”

“If Nishari’s crimes had been detected in life, my Clan would have sent her to Traitor’s Grove,” Bayushi replies.  “You expect me to do any less?”  He looks down on the woman once more.  “Yes, Nishari, it is as Jizo says.  I call on you to abandon your hope for ever being a soul again.  Consider this the ultimate test of your loyalty.” 

Nishari rises from the ground, her face set and pale.  “I have learned, great Fortunes and Kami, that the truest service is sacrifice. Do with me as you will.”  Bayushi nods and reaches out to her, and they are both enveloped in mist and shadows. As Nishari fades from view, you think you see her turn toward you, very briefly, and sketch a gesture of blessing, much like she has made before.  Then she is gone, and Emma-O and Jizo are alone in the Realm of Waiting.       

A PC who rolls Intelligence/Theology at TN 25 will realize that Nishari gave her soul to Bayushi, sacrificing her eternal self and losing any chance at reincarnation.

All these PCs with the “Haunted by Nishari,” “Blessing of Nishari,” or “Nishari’s Mask” certs now lose those certs.  In their place, these PCs receive the “Final Blessing of Nishari” cert.  In addition, all loyal Scorpion characters who had this dream – Scorpion who do not have Bad Reputations showing them to be untrustworthy, and who have no made enemies (Sworn Enemy or Nemesis) within their own Clan – will find a small crystal teardrop on their pillow when they awake. This is Bayushi's Boon (certed benefit). 

Epilogue Two: The Gathering Darkness

If the PCs defeated Taro, this should be read to all the players:

The Lost gather around the withered corpse of Utaku Taro, stunned and bewildered.  “What will we do now?” one of them asks.  “Jigoku offers us no guidance.  Who will be our master now?”  The corrupted warriors look at each other, reaching for weapons, prepared to fight to the death to choose a new leader.

Then a new figure rides among them, a lean warrior mounted on a snarling onikage.  His undead flesh clings to his skeleton, but his eyes blaze with unnatural vitality, and power radiates from him in waves.  His form seems to ripple and shift, and the tattered armor on his chest suddenly blazed with red light as the mon of the fallen Moto takes form.  

“I can offer you a master,” he says, in a voice that echoes across the field, tolling with doom.  “A master approved of Jigoku, far more worthy than this dead fool.”  His mount spurns Taro’s corpse with one clawed foot.  “A master I serve willingly, for he offers us all we have ever wanted, all Jigoku has ever demanded, and does so willingly.  Follow me, and we shall trample the Empire, the world, beneath our feet.”

One by one, the massed Lost drop to their knees and prostrate themselves before Moto Yoshi.   

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 alive:
2 XP

Good role-playing:


+1 XP

PCs defeat Taro:



+2 XP

Total Possible Experience:
  
5 XP


Other Awards/Penalties

PCs who give Mirumoto Kagetoki a mercy death earn +1 point of Honor.

PCs who successfully killed Taro and report back to Kuni Yuriko gain +3 points of Glory and “Favor: Kuni Family.”

PCs who return to Rokugan and are found to be Tainted gain “Bad Reputation: Tainted.”

If Nishari died honorably, all PCs with the certs “Haunted by Nishari,” “Blessing of Nishari,” or “Nishari’s Mask” trade in those certs for the cert “Final Blessing of Nishari.”

All Scorpion characters who had the vision, who do not have Bad Reputations showing them to be untrustworthy, and who have not made enemies (Sworn Enemy or Nemesis) within their own Clan, will find a small crystal teardrop on their pillow when they awake. This is Bayushi's Boon (certed benefit). 

Infected Wounds 

If any of the PCs got an infected wound, this will cause them long-term problems. The following effects take place: 

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

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

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

Appendix: NPCs and Monsters

Utaku Taro, Lost Unicorn and Aspiring Dark Lord

	FIRE 4
	  AIR 4

	Agility 5


	Reflexes 5

	EARTH 5
	WATER 4

	
	

	VOID 0


Shadowlands Taint Rank: 6.0

TN to be Hit: 37  


Base Attack Roll (with Katana): 10k5+16 +Free Raise

Wounds: 13 Wounds per Rank (28 Wounds in Down Rank).  

School/Rank: Shinjo Bushi 3/Maho-Bujin 2


Shinjo Rank One: While on foot, adds half Horsemanship (rounded up) to Initiative and Bugei skill rolls.  While mounted, add all of Horsemanship.  Add Water Ring to Initiative rolls. 


Shinjo Rank Two: While in Full Defense, if anyone attacks him and misses, he gains Free Raises equal to School Rank against that opponent on his next turn.


Shinjo Rank Three: Gains an additional attack per round.  Now add 2x Water to Initiative, replacing benefit from Rank One.      


Maho-Bujin Rank One: When at least one of his opponents has Honor Rank 2.0 or better, he gains an additional attack per round – this attack is considered a Free Action and can be taken regardless of what else he does in the round, even if he is Grappled or otherwise restrained.  Adds his Taint Rank to the total of all Strength rolls, Strength-based Skill rolls, Attack rolls, and Damage rolls.    


Maho-Bujin Rank Two: During Tides of Battle, may add his lowest individual damage total from the previous round to his Initiative total.  He may do this even if he took damage during the round.    

Skills: Anatomy (Torture) 5, Athletics 5, Battle (Shadowlands) 5, Deceit (Intimidation) 5, Defense 6, Courtier 2, Etiquette 2, Horsemanship 8, Hunting 4, Iaijutsu 3, Investigation 3, Jiujutsu 5, Kenjutsu (Katana) 6, Kyujutsu (Horse Archery) 3, Lore: Law 2, Lore: Shadowlands 7, Spears 3, Stealth 3, Theology (Jigoku) 4.

Mastery Abilities: May enter Full Defense when Initiative is rolled.  Free Raise with all skills at Rank 5 or higher.  Subtract Kenjutsu and Jiujutsu Skill Ranks from Wound Penalties.   

Advantages/Disadvantages: Magic Resistance (rank 2)/Lost. 

Shadowlands Powers: Blessing and Greater Blessing of the Dark One (total of +3 Wounds per rank), Child of Darkness (natural Shadowlands creatures will not attack him), Feeding on Flesh (if he kills a creature with bare hands, may immediately heal Wound Ranks equal to twice the victim’s lowest Ring), Partial Invulnerability (takes half damage from mundane weapons, full damage from jade, crystal, obsidian, and magic), Kharmic Regeneration (18 Wounds per Turn so long as Nishari is alive), Undead Strength (all Earth x 2 Wound Ranks are considered “Healthy,” the Earth x 5 Wound Rank is considered “Down”), Unholy Beauty (no visible Taint symptoms), Unholy Vision (see clearly in darkness, smoke, or when magically blinded).
Equipment: Kimono, daisho, bow (dai-kyu) and 20 arrows, sandals, knife, “traveling pack” (filled with raw meat, grisly trophies, etc).    

Moto Chinua, Lost Battle Maiden

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 4
	WATER 3

	
	Strength 4

	VOID 0


Shadowlands Taint Rank: 5.0

TN to be Hit: 28

Base Attack Roll (with yari): 10k4+8 +Free Raise

Wounds per Rank: 9 (17 Wounds at Out rank)


School/Rank: Utaku Battle Maiden 2/Daigotsu’s Legion 2


Utaku Rank One: +1k0 with any three School Skills (Horsemanship, Kenjutsu, Spears).  While mounted, this becomes +1k1 instead.  Add Water Ring to TN to be Hit at all times.


Utaku Rank Two: At start of a combat round, may exchange Initiative with TN to be Hit for the duration of that round.  Add Air Ring to total of all Attack rolls.


Daigotsu Rank One: If she successfully hits an Enemy while using the Full Attack posture, that enemy does not get any Raises against her for his use of Full Attack.


Daigotsu Rank Two: Maximum Raises are determined by combination of Shadowlands Taint Rank and Void. 

Skills: Athletics 4, Battle 3, Deceit 3, Defense 4, Etiquette 1, Horsemanship 5, Hunting 3, Iaijutsu 3, Kenjutsu (Katana) 4, Knives 3, Lore: Heraldry 2, Lore: Shadowlands 4, Spears (Yari) 5. 

Mastery Abilities: May enter Full Defense when Initiative is rolled.  Free Raise with skills at Rank 5 or higher.  May subtract Spears skill rank from Wound penalties.  

Disadvantages: Magic Resistance (Rank 1), Strength of the Earth (Rank 2)/True Love (Otaku Taro), Lost

Shadowlands Abilities: Blessing of the Dark One (+1 Wounds per rank), Partial Invulnerability (takes half damage from mundane weapons, full damage from jade, crystal, obsidian, and magic), Unholy Beauty (no visible Taint symptoms).
Equipment: Kimono, daisho set, yari, knife, sandals, iron collar.

Onikage (interchangeable)

	FIRE 2
	  AIR 3

	
	

	EARTH 4
	WATER 4 

	
	Strength 6


TN to be Hit: 20

Attacks: 6k2 (bite or clawed foreleg)

Damage: 6k1(bite) or 6k2 (claw)

Carapace Armor: 2 (bypassed by crystal, obsidian, or jade)

Wounds: 10: +5; 25: +10; 45: Down; 50: Dead.
Special Abilities: Fear 2.  

Generic Lost Bushi (Followers of Taro)

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	


Shadowlands Taint Rank: 4.0

TN to be Hit: 24 (29 in light armor)


School/Rank: Daigotsu’s Legion 1

Rank One: If he successfully hits an Enemy while using the Full Attack posture, that enemy does not get any Raises against him for his use of Full Attack.

Honor/Glory: 0.0/1.0/0.0

Skills: Athletics (Swimming) 3, Deceit 2, Defense 2, Hunting 2, Investigation (Search) 2, Juijutsu 2, Kenjutsu (Katana) 3, Kyujutsu 2, Shadowlands Lore 1, Spears 3, Stealth 1.

Advantages/Disadvantages: Lost

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Unholy Stamina (may go without rest or sleep indefinitely). 

Equipment: Light armor, daisho set, ragged clothing, sandals, knife.
Mirumoto Kagetoki, Fallen Samurai

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 4
	WATER 3 

	
	

	VOID 3


Shadowlands Taint Rank: 4.0

TN to be Hit: 31


School/Rank: Mirumoto Bushi 2


Rank One: When fighting with katana and wakizashi together, adds (5 + School Rank) to TN to be Hit.   May substitute Kenjutsu for Iaijutsu at any time.  Adds Fire Ring to all attack rolls.


Rank Two: May make an additional attack per round.  Adds Earth Ring to TN to be Hit.

Honor/Status/Glory: 0.8/4.5/2.0

Skills: Athletics 3, Courtier 2, Defense 2, Etiquette 2, Iaijutsu 3, Jiujutsu 4, Kenjutsu (Katana) 4, Kyujutsu 2, Lore: Dragon Clan 2, Lore: Heraldry 3, Lore: Law 2, Lore: Shugenja 1, Meditation 2, Storytelling 3, Theology 2.

Advantages/Disadvantages: Large, Social Position (was formerly an Emerald Magistrate)
Equipment: None.

Special Abilities: Blackened Claws (may extend obsidian claws, DR 3k3, from his hands).

Byoki no Oni

This Shadowlands abomination resembles a loping, clumsy-looking humanoid, with thin legs and arms so long the claws practically drag on the ground.  Its leathery orange hide is covered in disgusting suppurating sores, and pus and ooze covers its entire body and drips from its sharp claws.  The skin of its face is taut and pulled back, exposing its large teeth in a terrible smile.   

	FIRE 2
	  AIR 2

	Agility 4


	Reflexes 4

	EARTH 4
	WATER 3 

	
	Strength 4


TN to be Hit: 20

Attacks: 8k4

Damage: 4k3

Carapace Armor: 3 (bypassed by jade or crystal)

Wounds: 16: +5; 32: +10; 48: +15; 64: Dead.  


Special Abilities: Diseased Touch (whenever the Oni successfully attacks someone, it makes a Contested Strength Roll against their Stamina – if the Oni wins, the victim becomes diseased, treat this as an Infected Wound), Invulnerability (only takes damage from jade, crystal, obsidian, or magic).   

Generic Goblins (interchangeable)

	FIRE 2
	  AIR 1

	
	Reflexes 3

	EARTH 2
	WATER 1 

	
	


TN to be Hit: 15

Attacks: 3k2 (melee) or 4k3 (archery)

Damage: 2k2 (melee or arrow) 

Wounds: 12: +5; 24: Dead.
Goblin Sneak

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 4

	EARTH 2
	WATER 1 

	
	Perception 2


TN to be Hit: 20

Attacks: 4k3

Damage: 3k2 (knife)

Wounds: 15: +5; 25: +10; 35: Dead.

Skills: Sleight of Hand 6, Stealth 5.

Special Abilities:
 Assassination: If the goblin sneak strikes an unprepared opponent, he gains two Free Raises on the attack.     

 Sanshu Denki (Muck Monster)

	FIRE 2
	  AIR 3

	
	

	EARTH 3
	WATER 2 

	
	


TN to be Hit: 15

Attacks: 4k2

Damage: The target who is hit is in danger of being swallowed alive.  The chance of being swallowed is 100%, minus 10% for each Rank of Reflexes the victim has.  A swallowed victim takes 5k3 damage per round.  Luckily, it can only swallow one victim at a time.

Carapace Armor: None.  However, touching the Sanshu Denshi with bare skin or weapons unleashes an electrical charge for 3k1 damage.

Wounds: 15: +5; 25: +10; 50: Dead.


GM’s Aid #1: Effects of Jade Powder 

Three of the PCs will be given pouches of jade powder at the start of the adventure. Jade powder, as the name implies, is ground-up jade, mixed with an oily paste that allows it to adhere to weapons. It is employed by Crab bushi facing Invulnerable foes (such as Oni) when they do not have access to actual jade weapons. 

Smearing jade powder onto a single weapon or arrowhead takes one normal Action.  Thus, a PC cannot smear jade and attack on the same round unless the PC spends two Void points to take an extra Action during the round (or has a Technique that grants extra Actions).  Each pouch of jade powder contains enough powder to cover one normal or heavy weapon, two small weapons (kama, tanto, etc), or five arrow-heads. 

Once jade powder has been applied, the weapon will do full damage to an Invulnerable foe for one hit.  The second hit will do half damage (rounded down). The third consecutive hit will do one-quarter damage (rounded down) and the fourth and fifth hits will do exactly one Wound of damage. After five hits, the jade has been exhausted. 

Jade powder cannot be salvaged from a weapon once it has been applied. Also, once it is spread out onto a weapon, it becomes vulnerable to Taint in the surrounding environment. One Rokugani hour (two gaijin hours) after application, it will lose half its efficacy.  After two Rokugani hours it will be completely corrupt, rendering it useless. 


