The Face of Fear

A One Round Low-Rank SHADOWLANDS Adventure for Champions of the Emerald Empire 

by Robert Hobart

A chance meeting in Garden Under Shadow City leads you to a desperate rescue mission into the Shadowlands.  Death may be the least of your concerns.
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This is a standard RPGA Network tournament. A four‑hour time block has been set aside for this event. Begin by passing out the player characters; pass them out based on class only, not revealing gender or race. Instruct the players to leave the character sheets face down until you have read the introduction. Then, tell them to study their character sheets, select spells, and notify you when they are ready to begin the adventure.


It is a good idea to ask each player to put a name tag in front of him or her. The tag should have the player's name at the bottom, and the character's name, race, and gender at the top. This makes it easier for the players to keep track of who is playing which character.


The actual playing time will be about three hours. Make sure you use the last 20 to 30 minutes of the event time block to have the players capsulize their characters for each other and vote.  The standard RPGA Network voting procedures will be used. Make sure you have finished voting before you collect the players' voting sheets. This way you will not be influenced by their votes and comments.


The players are free to use the game rules to learn about equipment and weapons their characters are carrying.


A note about the text: Some of the text in this module is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in bold italics. It is strongly recommended that you paraphrase the player text, instead of reading it aloud, as some of the text is general and must be adapted to the specific situation or to actions of the player characters. 

GM's Information:

THIS TOURNAMENT SHOULD NOT BE RUN COLD!

This adventure is a Low Rank adventure.  This means that only Rank 1 or 2 characters should be allowed to play.  This adventure was not written with Rank 3 through 5 characters in mind and cannot anticipate what these characters may bring to the table.

The world of Rokugan is a cross between feudal Japan and China.  It is set in an age of honorable samurai, serving their Lords (Daimyos) and Empire.  Remember that family names come before personal names.  Akodo Toturi is from the Akodo family and his personal name is Toturi.  

A note on female designations: If a samurai has the designation of –ko, then the samurai is a female.  For example, if you see Samurai-ko, then this denotes a female samurai.

A note on commerce in Rokugan: Samurai are not supposed to care about worldly possessions, especially money.  A samurai pays a commoner as if the money is meaningless, a concession to the commoner’s silly needs.  Between samurai, the exchange of money and merchandise is an exchange of “gifts.”

Introduction


Miya Ejiki is not the wisest of courtiers.  Always displaying more curiosity than common sense, he has recently decided to visit the famed Kaiu Wall (“I have heard that it is even taller than the enchanted walls of Otosan Uchi!”) and see the dreaded Shadowlands at first hand.  The fate of such men is often unfortunate; Ejiki has been lost into the Shadowlands.  Now, one of his friends, Daidoji Mei, asks the PCs to search for him.


This is a SHADOWLANDS adventure, and as such presents a serious threat of death to the PCs.  The GM should be sure to state up-front what sort of adventure this is.  The PCs will have to face the indescribable evils of the Shadowlands, including the possibility of acquiring the Taint, and may well have to exercise dishonorable skills of stealth and deception in order to successfully rescue Miya Ejiki before it is too late.  But such risks are not without reward: if they do manage to rescue Ejiki, they will have the gratitude of a wealthy and influential Imperial servant.   

A Beginning: Garden Under Shadow City


The tournament begins in Niwa Shita no Kage Toshi (Garden Under Shadow City), the city of the Daidoji family which perches on the southern tip of Crane lands, just across the Tidal Landbridge from Crab territories.  A small but prosperous city, this place is the heart of the Daidoji family’s mercantile interests, as well as one of the two primary bases for the Daidoji army (the other being Shiro Daidoji to the north of the Spine of the World Mountains).  


The Fortunes’ path has dictated that you find yourself in Niwa Shita no Kage Toshi, Garden Under Shadow City, on this warm summer day.  Seabirds cry above the crowded city streets, and merchants and artisans compete with their noise to hawk their wares and skills.  Seeking respite from the incessant clamour, you turn down a side street which contains shrines to several of the Fortunes, and pause to ask their blessing.  You can see that several other samurai have chosen a similar path.

This is an opportunity for the PCs to describe and introduce themselves.  Once the various characters have been established, go on with the scene.

Another person seems to have had a similar notion.  Kneeling before the shrine of Jizo, Fortune of Mercy, is a delicate young woman in Crane colors, her hands clasped in fervent prayer.  After a moment she rises to her feet, and you can see the traces of tears at the corners of her eyes.  She blinks as she notices your presence, then smiles and bows with her eyes properly downcast.  “A good day to you, noble samurai,” she says softly.  “Do the Fortunes keep you well?”

This is Daidoji Mei, a young woman just past her gempukku who is training as a Doji courtier.  She is also a wealthy noblewoman, heir to a prominent Daidoji merchant family.  Any PC rolling Heraldry/ Perception at TN 15 (TN 10 for Crane PCs, TN of 5 for Daidoji PCs) will recognize her.  Her bodyguard, a hulking Daidoji bushi named XXX (Strength), waits politely at the far end of the street, but watches the PCs with eagle eyes (Stealth/Perception at TN 15 to notice him).  If any of them behave improperly, he appears at Mei’s side as if by magic, hand on sword-hilt.  

Mei has just received word that her childhood friend Miya Ejiki has vanished into the Shadowlands.  Frightened and grief-stricken by this terrible news, she jumps at the chance to speak with someone new and different.  She will converse pleasantly with all the PCs, especially females, members of the Imperial families, and fellow Cranes, asking who they are, what brings them to Daidoji lands, what adventures they have had in the Emperor’s service, and so forth.  She will be slightly reticent toward Crabs, as though they disturb her in some way, but will never be rude or hostile.  Mei should come across as a true innocent, an idealistic and sweet-tempered young woman who does not understand the darker side of the Empire.  

Assuming the PCs are not terminally rude or openly hostile, Mei will invite them to join her for lunch at a local restaraunt, Isora’s Gift (named after the Fortune of the Seashore, as PCs can recognize with an Theology/Intelligence roll at TN 15).

Lunch with Mei

Isora’s Gift is owned by Hoji, a plump heimin of middle years who happily welcomes his guests; a swarm of young commoner women serve the various tables, hurrying about on slippered feet.  The food – mostly seafood – is excellent, and a full meal is only 5 copper zeni.  The clientelle includes both samurai and wealthy commoners (seated in seperate parts of the restaraunt, to maintain propriety).  Hoji welcomes Mei by name, announcing that he is honored to share his restaraunt with anyone who is her friend, and leads her and the PCs to a private room on the second floor.

The room you arrive in is small but pleasant, with an open window offering an excellent view of the western half of the city.  The midday sun shines brilliantly on the waters of Earthquake Fish Bay, and a Crab watchtower is just visible on the far shore of the Landbridge.  Mei's bodyguard remains at her side, and once you reach the room he kneels silently behind her, ready in her defense.  Hoji asks what he wishes to eat, but the bodyguard silently shakes his head.  Mei smiles.  “XXX takes his duty very seriously,” she says.  “As though anyone here would harm me.”  But as she finishes this remark she falters a bit, as though reminded of something unpleasant.  

The meal is excellent, and includes fish, shrimp, stir-fried vegetables, and fine quality tea.  Over the meal Mei continues to converse with the PCs, asking their opinions on current events in the Empire (such as the rising tensions the Lion and Crane Clans), the health and fortunes of their families, and so forth.  This is an opportunity for the players to develop some of their characters’ background and opinions. 

Mei will also share some information about herself.  She is the younger daughter  of Daidoji XXX (“Kindness”), and has been training as a courtier – she hopes and expects to attend the Winter Court with the Emperor next year.  (“It would be a great honor to our family, for I would be the first from our line to share the Shining Prince’s winter.”)  Her older sisters Atsuko and Rumi have both married into other families, Atsuko to a Phoenix and Rumi to a Crane, while her younger brother Kotaro has not yet reached his gempukku.  Mei falters again as she remarks that Kotaro has earned an invitation to the Daidoji bushi school, and with a Investigation/ Perception roll at TN 15, the PCs notice her eyes flick briefly to the far distant shore of the landbridge.  

As the conversation continues, it should become increasingly clear that Mei, beneath her cheerful and pleasant facade, is deeply troubled.  If the PCs ask about this, Mei will at first deny there is anything wrong (especially if the PCs were blunt or ill-mannered in their inquiries) but eventually will break down and confess what has alarmed her so.  If the PCs are too restrained to inquire, Mei eventually broaches the subject by asking, carefully and hesitantly, what the PCs know of the Shadowlands.  

Mei’s Request


Regardless of whether the PCs open the topic (by asking what troubles her) or Mei does so on her own initiative, she will eventually confess (in a quiet, controlled voice) that one of her friends has recently run afoul of the Shadowlands.  “Miya Ejiki has been a friend of mine since early childhood, when he was fostered to my family,” she explains.  “He is a good and enlightened man, but he sometimes... acts impulsively.  A couple of weeks ago he passed through here, on his way to Crab lands.  He said... he said he had decided to see the Kaiu Wall, because it was said to be even taller than the enchanted walls of Otosan Uchi.”  Mei pulls a folded piece of paper from under her obi.  “Last week I received this letter from him.”  It is apparent that Mei is having trouble holding back tears, struggling to maintain her public face.  “He said he had decided to visit Hiruma Castle, in the Shadowlands.  He said it would be...a grand, grand adventure, to see the legendary fallen castle.”  Mei draws a deep breath.  “This morning, a messanger arrived from the Crab Clan, on his way to Otosan Uchi.  He said Ejiki-san has been lost to the Shadowlands.”  Her face firms.  “But I am sure he must still be alive.  Perhaps hurt, in danger, but alive.”

Mei has a Kharmic Tie to her childhood friend, and is convinced that he is still alive somewhere in the Shadowlands.  Since she has no way of visiting the Shadowlands herself, she is hoping to convince the PCs to go and seek her childhood friend.  She believes the Fortunes have chosen to send the PCs here at just the right time to help her, and she will be quite eloquent in her appeals.  Mei is far too proper to suggest any sort of reward for PCs who help her – she believes true samurai assist each other on general principle – but she will mention that the PCs would have her “eternal gratitude” for helping her.  If any ronin PCs are crass enough to mention money, Mei looks shocked but then admits that she could probably pay them.

It is up to the PCs whether or not they agree to help Daidoji Mei.  If they choose not to, Mei is clearly very disappointed, and may even drop a subtle put-down such as, “I see I misinterpreted you.”  In this case the scenario is over (unless the players wish to spend the remainder of the round in role-playing).  If the PCs do agree to help her, go to “Launching the Journey,” below.  

Launching the Journey 


Mei’s face lights up with gratitude when the PCs agree.  “The spirit of bushido shines within you,” she smiles.  Her bodyguard looks disapproving, but says nothing; if the PCs speak with him privately, he suggests (delicately) that Mei-sama is letting her feelings cloud her judgement.  “It is not my place to interfere.”  

Mei will help the PCs prepare for their journey any way she can, such as by hiring mounts from a local stable or purchasing basic supplies for them (as the scion of a merchant family, she has more money than she can use).  However, she cannot provide them with armor, weapons (except for arrows and other minor items), jade or crystal items, or magical items of any kind.  She will not let them meet with the rest of her family (she suspects, correctly, that her father would disapprove of what she is doing).  However, if any of the PCs need travel papers (e.g. there is no Emerald Magistrates in the party), Mei will arrange them through her family’s contacts.


Mei will also describe Miya Ejiki, so the PCs will know him if (“when,” to her mind) they find him.  Ejiki is a tall, slim man, with a “kindly face,” delicate hands, and a precisely trimmed goatee.  His last letter came from Shiro Kuni, the “Castle of the Nation,” the central command post for the Kaiu Wall.  

To the Crab Lands


The journey from Garden Under Shadow City to Shiro Kuni takes five days if the PCs cross the Tidal Landbridge, seven days if they take the longer route through Yasuki lands.  

The Landbridge route takes the PCs through the Kuni Wastes, a land of gray, ravaged soil which lies bare to the bleak sky.  Isolated huts containing enigmatic Kuni shugenja occasionally break the monotony of the landscape.  The Kuni are hostile to anyone not of the Crab Clan, and will only grudgingly allow travellers to spend the night in their dwellings.  “Wouldn’t be safe for you to stay out in the open,” they observe.


The longer route takes the PCs north around Earthquake Fish Bay, through the estates and cities of the Yasuki family.  These former Cranes are friendly in an unctuous, greasy sort of way, cheerfully welcoming such “noble travellers” to their lands.  Past this region the PCs enter the domain of the Hida family, where heavyset bushi glare from the gates of small castles and even the peasants routinely carry weapons in the fields.  


The GM should feel free to insert a few “typical Crab” encounters during the trip, thereby preparing the PCs for what they will find at Shiro Kuni.  On the other hand, if a large part of the slot has already been consumed in the introduction, feel free to condense the trip into some brief description.  

Shiro Kuni and the Kaiu Wall


Your journey comes to an end in late morning of the (fifth/seventh) day, as you espy the gray line of the Kaiu Wall crouching on the horizon.  A sturdy, compact military fortress lies a half-mile in from the wall, and you realize this grim fortification must be Shiro Kuni, the Castle of the Nation, central command post for the mighty Crab armies.  The Wall itself is an awesome edifice, a hundred feet in height, studded with towers and redoubts.  Barracks and supply bunkers dot the ground below the wall, and a road (lined with small merchant stalls) runs along the length of the fortification as far as the eye can see.  As you draw nearer, you can make out obvious scars and scorchmarks on both the Wall and Shiro Kuni itself.

Crab PCs, and non-Crabs who roll History/ Intelligence at TN 15, will recall that Shiro Kuni was briefly besieged last year by a Shadowlands force that made it over the wall.  Despite the scars, neither the Wall nor the fortress have suffered any significant damage.  


Presumably the PCs will first stop at Shiro Kuni to inquire about the fate of Miya Ejiki.  If they go directly to the Wall, the troops there sneer at them and refuse to share any information unless some of the PCs are Crab.  In that case they can confirm that a Miya came here and went into the Shadowlands.  They know nothing else, and direct PCs with further questions to speak with “Rikugunshokan Tampako” in Shiro Kuni.

The burly Hida and Hiruma bushi who stand guard at the gates of Shiro Kuni are likewise rude and uncooperative with anyone who is not a Crab, and single out Cranes, Scorpions, and courtier-type PCs for especial hostility.  They will grudgingly take the PCs’ names to the fortress commander, Hida Tampako.  The general lets the PCs cool their heels for several hours before making time to see them.  

Speaking with the Rikugunshokan   


Hida Tampako is the current Rikugushokan (general) of Shiro Kuni, having replaced Hiruma Makasu, who was killed in the siege last year.  A classic bulky, crude-spoken Crab, Tampako spares only a few minutes from his duties for the irritation of dealing with these visitors.  Yes, he remembers the “fool Miya,” who went traipsing into the Shadowlands like a child in a garden.  His men warned the Miya not to do anything so foolish, but the idiot was set on visiting the famed Hiruma Castle.  “A patrol found the bodies of three of his Seppun guards a couple of days later,” Tampako shrugs.  “What can I say?  We warned him.  His skull is probably decorating some oni’s lair as we speak.”  


Tampako will be more cooperative if there are Crab characters among the PCs (although he will wonder what they are doing in such foolish non-Crab company).  Like many Crab, Tampako is pretty well oblivious to Rokugani social nicities, and will not be impressed with PCs who try to use subtlety, clever banter, or political influence against him.  PCs who are blunt and plain-spoken, on the other hand, will pleasantly surprise him.  In any case, depending on which questions the PCs ask (and how they ask them), Tampako can provide the following additional information:

· Miya Ejiki had a total of four Seppun bodyguards, plus a courtier scribe.  They all accompanied him into the Shadowlands, although the scribe seemed quite unhappy about it (“little squeaker was shaking in his sandles”).

· Only the bodies of three bodyguards were identified.  One of them was already reanimating as a zombie.  The patrol burned the bodies and brought back what scraps of equipment they could recover

· There was no sign of Miya Ejiki himself, nor of the fourth bodyguard or the scribe.  Tampako admits it is possible Ejiki was taken alive, but dismisses any hopes for a rescue.  “Better he had died clean than what might happen to him.”

· The recovered equipment was checked for Taint and then sent back to Otosan Uchi with a courier, to report Ejiki’s fate.  This is the same courier who Daidoji Mei spoke with before meeting the PCs.

· Hiruma Castle has been largely unoccupied since the battle of Shiro Kuni (also known as “Twilight’s Battle”) last year.  According to the latest scouting reports, the place is only held by a few ogres and goblins.

· The corpses of the bodyguards were found on a hill just east of Hiruma Castle.  The scouts found tracks of goblins, ogres, and onikage (“demon-horses”) on the site as well.

Preparing for the Shadowlands


Again, it is up to the PCs whether to continue with their quest or to give up and take their news back to Mei.  If they are determined to continue, Hida Tampako looks disgusted and mutters something about “fools never see what’s here and then think they can handle it like some courtyard duel.”  If there are Crab in the party, he suggests they should try to talk some sense into their companions.  If all this proves unable to deter the PCs, he sighs and orders that each PC be given a “finger” of Jade – enough to protect them from the Taint for one week.  “I gave the same to that fool Ejiki,” he growls.  “Maybe you’ll be luckier than him, maybe not.  Never let it be said the Crab allowed the Taint to claim a fellow samurai... no matter how much they might deserve it.”

Aside from the jade, Tampako will not volunteer any help unless some of the PCs are Crab, in which case one of the guards will quietly pass a pouch of jade powder (for smearing on weapons) to each Crab PC.  No other PCs will be given jade powder unless they ask for it (politely!) and roll Etiquette/ Awareness at TN 20.  Tampako will not provide any other help for the PCs, nor will he allow them to take their steeds (if any) into the Shadowlands.  “Can’t have you giving the enemy more onikage,” he snorts.

Once the PCs have made any preparations they like (the Crab recommend prayers to the Fortunes), the Crab lower them over the wall with rope ladders.  A unit of Hiruma scouts ferries them across the River of the Last Stand on some light boats, and the PCs finally set foot...in the Shadowlands.  

Effects of the Shadowlands


The following effects apply to the PCs while they are in the Shadowlands:

· Wood, cloth, and other flammables will not burn properly, emitting only a weak, sputtering blue flame which offers little or no heat.  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 magics and nemuranai (such as Crane fetishes or Dragon Clan potions) will work normally, however.  Also, any time a PC is injured in the Shadowlands, they must roll Simple Earth at TN 10 or gain a point of Taint.  

· All spells cast in the Shadowlands (except maho spells) are at +10 TN due to the unfriendly nature of the local spirits.    

· Void points and spell rings do not recover naturally (e.g. through rest).  The Meditation skill will still work, but the TN is at +10 due to the disharmonious nature of the Shadowlands.  It is impossible to perform a Tea Ceremony in the Shadowlands.  

· If the PCs’ jade “fingers” run out, they must roll Simple Earth at TN 5 for each day and each night they spend unprotected in the Shadowlands.  If the roll is failed, the PC gains a point of Taint. For every additional day, the TN goes up by 5.  

Journey into the Shadowlands 


The scouts can point the PCs in the direction of Hiruma Castle, which they say lies two days’ travel away.  “Do not eat or drink anything you find here,” they warn.  “And fire will not burn properly.”  They smile grimly.  “Which is just as well.  Fires might attract attention.”  They march off on their own mission, leaving the PCs alone.  


The landscape seems, at first, fairly normal.  A bit bleak, perhaps, the trees stunted and scattered, the distant hills mostly bare to the gray sky.  Only as the minutes stretch into hours do you begin to notice the differences: the complete absence of animal sounds, of tracks, of indeed any sign of normal, natural life.  The leaves of the trees seem subtly off in color, too dark or too pale, and even the sunlight which peeks intermittantly through the clouds is weak and uncertain.  


The GM should play up the oppressive atmosphere of the Shadowlands, the unnatural shapes and types of plantlife, the perpetual clouds, the absence of bright colors or clear light.  As the PCs travel, introduce more ominous elements, such as unidentifiable distant sounds (might be the wind, or might be someone howling in torment), moving figures glimpsed on a far horizon, monstrous footprints (perhaps only a few of them, isolated in a clearing), foul-smelling bogs, and so forth.  Build the tension as much as possible.  The PCs are in the realm of a fallen God, and he does not appreciate trespassers.


When the PCs camp for the night, a weak drizzle begins to fall, and the discolored rain leaves dark tracks on the PCs’ clothes and skin.  They spend the night wet and shivering, waiting for an attack that never comes.  When dawn finally brings weak gray light to the sky, the PCs feel as though they have been marching for a week.  


Midway through the morning of the second day’s travel, the PCs find their path blocked by a thick bog which seems to stretch out of sight in all directions save the one they came from.  Vile-smelling mist hangs low over the bog, and the air is utterly still.  With careful observation (and a Simple Perception roll, TN 15) the PCs can glimpse low hills on the far side of the marsh, perhaps two miles away.  


The PCs can bypass the marsh...but doing so will add a full day to their journey.  Since they only have seven days until their “fingers” of protective jade are completely corrupted, they will have to decide whether speed is more important than the possible hazards of wading the slimy, gray-green water.  


Unsurprisingly, the water is unsafe.  It is the domain of a Sanshu Denki (“muck monster”) which will attempt to have one of the PCs for a snack.  The thing, which resembles a large mass of mud and rotting plant matter with a gaping, toothless maw, will suddenly surge out of the water, attempting to swallow a single PC (chosen randomly); the targeted PC must roll Simple Perception at TN 15 to notice the creature, or it will attack by surprise (reducing the TN to hit the PC by -15).  


Any PC hit by the Sanshu Denki has a base 100% chance of being swallowed, minus 10% for each rank of Defense skill the PC has and 10% for each rank of Reflexes.  A swallowed PC takes 5k3 damage per round until dead, and can only fight with small weapons (wakizashi, dagger).  Once it has swallowed a PC, the Sanshu Denki will attempt to slither off into the swamp and digest its meal.  

Sanshu Denki (“muck monster”)

EARTH 3

FIRE 2


AIR 3

WATER 2

TN to be Hit: 15

Attacks:4k2

Damage:Swallowed victims take damage as listed above.  Also, anyone touching the Sanshu Denki with bare skin or metal weapons takes 3k1 energy damage.

Wounds: 10: -1; 20: -3; 40: Dead.


Hiruma Castle 


Assuming the PCs continue after their encounter in the bog, later that day the ground becomes steadily more rugged and hilly.  Finally the PCs crest a ridge and spot Hiruma Castle in the distance.


The once-proud seat of the Hiruma family is a hollow shell, its stonework crumbling away like rotton wood.  Even from this distance, almost a mile away, you can see at least two gaping holes in the outer walls, as well as rents in the tiled roof of the castle itself.  You can’t see anyone (or anything) moving on the ramparts, but there’s a foul-smelling haze in the air which makes it difficult to be certain. 


The castle is currently occupied only by a “skeleton crew” of goblins and ogres, plus a single zombie (created from Miya Ejiki’s fourth bodyguard) which serves them.  A single goblin (typically the smallest and weakest one, since none of them want the duty) stands guard on the walls, looking for Crab attackers.  The goblin is not particularly attentive, and spends most of its time lolling atop the castle’s outer wall, scratching itself and watching for oni faces in the clouds which drift by.  If the PCs watch the castle closely, they can roll Hunting/Perception at TN 15 to notice the goblin; once they get within a half-mile, the TN drops to 10, and once they are within bow-shot (assuming the goblin has not spotted them and sounded the alarm), the TN is 5.  

The goblin must roll its Hunting/Perception (2k1) to notice the PCs.  It suffers no penalty for night (goblins see in the dark as readily as in the light).  If the PCs are approaching in the open, with no attempt at concealment or stealth, the TN for the goblin to notice them is 10 beyond a half-mile, 5 at a half-mile or less, and automatic once they get within bow-shot.  If the PCs are being cautious and trying to use terrain to conceal themselves, the TNs increase to 15, 10, and 5.  If the PCs employ the Stealth skill (losing 1 point of Honor each unless they are a Crab or Scorpion), the goblin must make a Contested Roll against each PC’s Stealth/ Intelligence ( 1k2 for goblin).

The PCs could also use certain spells (such as Know the Shadows or Mists of Illusion, for example) to approach the castle unnoticed.  Don’t forget that +10 penalty! 

The easiest way to dispatch the goblin is to sneak up to arrow range and dispatch it with a well-aimed shot.  A spell can also work, but will certainly alert the other creatures inside the castle.  If the PCs try to sneak up to melee range with the goblin, or sneak into the castle without alerting it, they will have to survive three more simple Perception tests by the goblin at arrow-range TNs above.  

If the goblin does spot the PCs, it jumps up, pulls out an oddly-shaped wind instrument carved from a human femur, and blows a long discordant note.  Two rounds later the rest of the castle inhabitants rush out onto the walls, ready to attack the PCs with arrows and hurled boulders.  

Inside the Castle


The layout of the castle is shown on Map #1 (which is derived from the original Hiruma Castle map published in the first edition of the L5R GM’s Screen).  Interior walls are mostly gone, although remnants of rotting wood survive here and there.  At present, all the inhabitants are living on the next-to-top floor of the castle’s main keep.  They spend most of their time lolling about in heaps of rotting vegetable matter and filthy loot taken from various fallen samurai.  The zombie which was once Miya Ejiki’s fourth bodyguard shuffles about, mindlessly following their gibbering commands (which are often equally mindless).  If the PCs made it into the castle without letting the “watch-goblin” sound the alarm, they will catch these creatures by surprise; in that case, read the following text:


A startled “Grawk?” sounds from several throats as you burst into the large, empty chamber which was once an upper floor of the castle.  You can see a half-dozen goblins scattered around the room, some of them dozing, some quarreling with each other over pieces of noisome meat.  Two of them are shoving at the legs of what appears to be the animated corpse of a samurai, apparently trying to knock it over.  In one corner of the room, a sleepy-looking ogre is crawling out of a pile of what appear to be (disgustingly) rotting animal skins.  A larger and fiercer looking ogre is seated near the middle of the room, and at the sight of you it leaps to its feet, roaring challange and lifting a rusty but serviceable no-dachi over its greasy-haired head.  


The PCs must roll Fear (rank 3, TN 15) whenever they engage these creatures, whether it be in the castle or outside on the walls.  In melee, the two ogres will charge into combat with bellows of fury, lacking the intellect to do anything else.  The goblins, while equally stupid, do have crude bows and arrows, and will try to hang back and pepper the PCs from a distance.  They will also urge the zombie forward, shrieking, “Kill!  Kill!” as they poke it into motion with pointed sticks.  

The zombie and the ogres will fight until destroyed.  The goblins are more cowardly, however, and if they are clearly losing the fight they will try to flee or, failing that, surrender and beg for mercy.  One especially small and malformed goblin, in fact, will shriek out, “You wants man?  Man come here?  I tell!  I tell!”  

Goblins (6)

EARTH 2

FIRE 2


WATER 1

AIR 1 Reflexes 3
TN to be Hit: 10

Attacks: 3k2

Damage: 3k2 (pointed stick or arrow)

Wounds:8: +10; 15: Dead.


Normal Ogre

EARTH 2  Stamina 6
FIRE 3


WATER 1  Strength 6
AIR 1 Reflexes 3
TN to be Hit: 20

Attacks: 5k3

Damage: 8k2 (big club)

Carapace: 7

Wounds: 15: +5; 30: +10; 45: +15; 60: Dead.


Fierce Ogre

EARTH 3  Stamina 6
FIRE 3  Agility 4


WATER 1  Strength 6
AIR 1  Reflexes 2
TN to be Hit: 20

Attacks:5k4

Damage: 9k3 (no-dachi)

Carapace: 8

Wounds: 20: +5 40: +10; 60: +15; 80: Dead.


Zombie 

EARTH 0  Stamina 3

FIRE 1


WATER 1  Strength 3

AIR 0
TN to be Hit:10 (light armor)

Attacks: 1k1

Damage: 6k2 (fine katana)

Carapace: 7

Wounds: 60: Dead.


Special Abilities: The zombie takes half damage from slashing weapons and one-quarter danage from crushing weapons, rounded down.  It is not affected by lost limbs, which will continue to slither after the zombie.  If it is decapitated, it dies instantly.

Clues in the Castle


Besides the creatures and their disgusting nests, there are two items of interest to be found here (not counting goblin confessions).  

The first is the body of the zombie.  Assuming the PCs do not completely destroy it in the combat, they will be able to see that it wears the armor and mon of the Seppun bodyguard school, identifying it as Miya Ejiki’s fourth bodyguard.  The PCs will probably want to carry the fallen guard’s armor and weapons back to Rokugan with them, if they can manage to get them without touching a corpse (incinerating the body first might work, or handling the equipment very carefully).  PCs who decide to keep the equipment for themselves can acquire a fine katana and fine-quality light armor; however, this is a deeply dishonorable act, costing the PC in question a full Rank of Honor!  Any other PCs who allow this theft to occur lose 5 points of Honor (a full Rank if they are Cranes, Lions, belong to one of the Imperial families, or were trained in an Imperial School).

The second item of interest will only be found if the PCs search the chamber carefully (and get somewhat dirty in the process).  With a Investigation. Perception roll at TN 15, the PCs find a small scrap of paper stuffed into a niche between two of the heavy stones which make up the chamber’s outer walls.  A few hastily-written kanji are scrawled across the paper in some unidentifiable “ink” (not blood, thankfully).  With an Calligraphy/ Intelligence roll at TN 5 the PCs can make out the characters for “Moto,” “prisoner,” “southwest,” and “help.”  At the bottom is a crude approximation of the Miya family mon (identify with Heraldry / Intelligence, TN 15).  

If the PCs listen to any of the goblins trying to surrender, the creatures will gabble about “the men” who came here “little while ago” (goblins have no real sense of time).  “Thin, weak, but other mens with them very strong.  Like that one,” indicating the zombie.  “Then scaaary one come.  Big, white face, ride horse.  Take weak mens away, that way.”  Pointing southwest.  “That all!  I go now?”  

If the PCs ask exactly how many prisoners were taken away by the “scary one,” the goblins look confused, count on their fingers for a while, and say: “More than one.”

It is up to the PCs whether to actually let the surrendered goblins escape, or pump them for information and then kill them.  These are abominations of Fu Leng, after all, and as such deserve no mercy from the followers of bushido.  

On the Moto’s Trail


If the PCs look for tracks to the southwest of Hiruma Castle, they can roll Hunting/ Perception at TN 10 (or Investigation/ Perception at TN 15) to discover the tracks of several steeds, creatures with the gait of horses but with clawed, three-toed feet.  An Lore: Shadowlands/ Intelligence roll at TN 15 can identify these as the tracks of onikage, monstrous steeds created from horses which die or succumb to Taint in the Shadowlands.  The PCs can estimate the tracks are from three such creatures.


The trail leads roughly southwest, further into the Shadowlands, winding between misshapen hills and into a thick, foul-smelling forest.  Assuming the PCs fought the battle at Hiruma Castle, it will be late afternoon by the time they start on this trail, and night will fall before they can travel more than a few miles.  The weather has turned warm and unpleasantly humid since the previous night, and the PCs find themselves sweating profusely.  The heat and stifling closeness (there is no wind) makes the dense, tangled forest seem even more oppressive.  


Smart PCs will set watches, of course.  Lurking in the trees around them is a Tsumanugi (blood-eel), a small but vicious Shadowlands predator which resembles nothing so much as a clawed ribbon of black, rubbery flesh with a toothy mouth on one side.  The eel will attempt to slither out on a branch and drop onto a sleeping victim.  Whichever PC is on watch at the time can roll Hunting/Perception at TN 10 or Lore: Shadowlands/ Perception at TN 15 to notice something slithering along the branch; if not, the eel will strike by surprise, reducing the TN to strike the sleeping PC by -15.  Once it has wrapped itself around a victim, the blood-eel is extremely difficult to remove, requiring either a Contested Roll against the eel’s Strength (in which case the victim suffers an additional 1k1 wounds as the eel is ripped free), or applying a flame to the eel’s rubbery flesh, which will cause it to briefly flinch and recoil from its grip.   

Tsumanugi (Blood Eel)

EARTH 2

FIRE 1


AIR 1

WATER 1  Strength 4

TN to be Hit: 15

Attacks: 2k1 (3k2 when attacking from above)

Damage: 5k3

Wounds: 5: +5; 10: Dead.



The next day, the PCs can resume following the trail of the onikage.  In late morning they finally emerge from the dense, stinking forest and see what appears to be an irregular, lumpy plain of greasy black “grass” stretching about a half-mile in every direction.  Bare rocky hills surround the plain on the three sides not covered by the forest.  The trail of the onikage can be vaguely perceived crossing the black “grass” toward a gap in the hills.   


This “grass” is actually the hair of hundreds of zombies, packed tightly together and sunken into the ground – a gruesome discovery which will become apparent if the PCs try to walk across the “field” or probe it with weapons.  Once alerted, the zombies slowly stir to life, causing the whole field to ripple and distort horribly.  Hands and teeth reach for PCs, and a low moaning from uncountable throats fills the air.  PCs will have to roll against Fear 4 (Simple Willpower test at a TN 20).  The creatures are slow, and any PCs retreating at full speed will be able to easily outdistance them; once left alone the zombies gradually sink back into their bizarre torpor.  


Obviously, the safe route here is to circle around the edge of the “zombie field” and pick up the trail again on the far side, which will require a Hunting/ Perception roll at TN 10, or Investigation/ Perception at TN 15.

The Lair of the Moto


From the “zombie field,” the trail winds through rocky hills, crowned with occasional clumps of forest, for several more hours before finally reaching the lair of the Dark Moto which took Miya Ejiki and his courtier scribe.  


From atop a low hill, you look into a steep, narrow valley.  Patches of tangled forest perch on the hilltops around it, casting it into deep shadow.  You can see what appear to be several small huts or structures, apparently made of many small, thin pieces of wood lashed together.  Near the center of the settlement are three square pits cut into the earth, each topped with a wooden grating; you think you can see movement in two of the pits.  Aside from that, the only sign of life you can see is a thin stream of gray smoke curling up from a hole in the peaked roof of the largest building.  


The layout of the Moto lair is shown on Map #2.  This place is constructed as a mocking copy of a peasant village, with four “farmer’s huts,” a “stable,” and a “headman’s house.”  All of the structures are actually made of bones, a mixture of the human, animal, and monstrous, strapped together with lengths of dried sinew.  Any PC who touches one of these structures, for any reason, loses 2 points of Honor and is considered ritually “unclean” (in effect, temporary eta) until they can undergo a ritual of cleansing at an appropriate shrine.  

Each of the four smaller huts contains three zombies, standing quietly in the darkness, mindlessly waiting for the Moto’s commands.  The stable, which has open sides, contains the Moto’s onikage mount.  This creature will automatically scent anyone who moves within ten feet of the stables, no matter how stealthy they are, and will utter a whinnying shriek to summon its master.  If the PCs examine the ground around the stable, they can roll Hunting/ Perception at TN 15 to deduce that the stables recently held three onikage, even though only one is present now.  

The Moto himself, Moto Akito, is in the “headman’s house.”  The interior of the structure is arranged as a shrine to Fu Leng, with a large banner of the Dark Kami’s symbol hanging on one wall, surrounded by candles of human fat which burn with guttering, unpleasant blue-green flames.  Moto Akito will be seated before the banner, meditating to his dreadful master, unless the party alerts him to their presence.  Besides the shrine, this place contains broken bits of armor and weapons from many human victims – PCs can identify the mons of both the Crab and the Unicorn among the wreckage.  

The three roofed pits in the center of the “village” are each about ten feet deep, with the bottom foot or so being liquid mud.  The barred wooden covers to the pits are tied firmly to thick posts driven deep into the earth, but can be cut loose in a single round with a sharp blade.  One pit is empty, while the other two contain Miya Ejiki and his courtier scribe, Doji Komura.  Both are alive and (outwardly) unhurt, but Komura has clearly succumbed to the Shadowlands Taint: he lies slumped in the corner of the pit, twitching and writhing, his swollen and misshapen flesh rippling and tearing as the PCs watch.  Malformed bones swell and shift beneath taut skin, and his eyes glitter with unpleasant light.  The only sound to escape his lips is an occasional low moan.  He will not respond to PCs in any way.

Ejiki himself appears exactly as Daidoji Mei described, except for the mud and filth which now soaks his kimono.  He shows no outward signs of Taint, and will be almost frantic with desperation and relief when he sees the PCs, promising them almost anything if they can get him out of this nightmare realm alive.  He will be reluctant to leave his faithful scribe Komura behind, but can be convinced by determined PCs (or simply forced – he is too weak to do more than stumble along).  

Zombies (12)  

EARTH 0  Stamina 3

FIRE 1


AIR 0

WATER 1  Strength 3

TN to be Hit:10 (light armor)

Attacks: 1k1

Damage: 5k2 (katana)

Carapace: 7

Wounds: 60: Dead.


Special Abilities: Zombies take half damage from slashing weapons and one-quarter danage from crushing weapons, rounded down.  They are not affected by lost limbs, which will continue to slither after the zombie.  If they are decapitated, they die instantly.

Moto Akito

EARTH 5

FIRE 4  


AIR 2  Reflexes 4
WATER 4

Shadowlands Taint: 3.4

TN to be Hit:25 (Light Armor)

School/Rank: Moto Black Guard 3 (described below)

Skills: Athletics 3, Battle 4, Defense 5, jiujutsu 3, Iaijutsu 4, Kenjutsu 5, Horse Archery 5, Horsemanship 6, Hunting 4, Lore (Shadowlands) 4, Stealth 4, Yarijutsu 5. 

Wounds: 90: Dead.


Special Abilities: Fear (rank 3), Undead Strength (no wound penalties).

Equipment: Light Armor, Katana (3k2+6), Yari (3k3+6).

Rank 1 Technique: Power in the Darkness. The embrace of the Dark Lord grants the Moto power beyond that of normal men, giving him unnatural strength. The Black Guard may add twice his Shadowland Taint Rank to all damage rolls

Rank 2 Technique: Death is an Illusion.  Once fallen, the Moto learn that their corrupted forms are nearly impervious to injury. The are able to continue fighting at their peak up until the point when they are utterly destroyed. The Dark Moto suffers no TN Penaltys from any wound rank.

Rank 3 Technique: Ride Beyond Death. Fallen though they may be, not even death can destroy the bond between Unicorn and steed. By spending an action, the Dark Moto may summon an onikage. If within the Shadowlands, an Onikage simply appears nearby. Within Rokugan, the hideous creature bursts forth from the ground itself, mystically summoned from the Dark Lord’s realm.

Onikage (“demon horse”)

EARTH 4 

FIRE 2


AIR 3

WATER 4  Strength 6

TN to be Hit: 15

Attacks: 5k3

Damage: 6k2 (claw-hoof) or 6k3 (bite)

Carapace: 5

Wounds:16: +5; 24: +10; 36: +15; 72: Down; 84: Dead


Rescue or Death 


It is up to the PCs what plan they use to try to rescue Miya Ejiki from this place.  One of the safest courses is also the most dishonorable, using the Stealth skill to sneak in and out of the village.  This will require a Contested Roll of Moto Akito’s (and his onikage steed’s) Perception against the sneaking PCs’ Stealth/ Agility.  It will also cost all the non-Crab/non-Scorpion PCs a point of Honor, perhaps more if the GM judges any PC to be behaving in an especially dishonorable fashion.  Note also that the Onikage will automatically scent anyone who moves within ten feet of its stable.

If the PCs attempt to sneak Miya Ejiki out of the village without using the Stealth skill, Moto Akito and his Onikage will both need a Simple Perception roll at TN 15 to notice them.  If the PCs simply rush in and try to free Ejiki quickly, the villains will notice on TN 5.

PCs with spells which offer invisibility or concealment (such as Know the Shadows or Essence of Air) could use these to slip into the village.  The Moto and its Onikage mount might still smell them (Simple Perception at TN 25).  

Another option would be to stage a distraction of some sort, such as blasting one of the huts with a spell, and thereby lure the Moto out of the village while the rest of the party rushes in to rescue Ejiki.  In this case the zombies in the village will be alerted and the PCs will have to fight their way through them.  Also, whoever staged the distraction will be in serious danger from Moto Akito.

Ironically, the safest course of all (from a short-term perspective, anyway) is for the PCs to simply wait, observing the village from the shelter of the trees.  Some time after dark, Moto Akito emerges from his hut and goes to the edge of Ejiki’s pit, where he spends the night in mocking-polite coversation with his “guest.”  Around dawn, the Moto goes to the other pit, opens it, and removes the poor courtier (now far-gone in his conversion to an Akutsukai).  He and the courtier mount the Onikage, and Moto Akito calls the zombies out of their huts and briefly speaks to them (in a mocking distortion of a lord addressing his people) before riding away to the southwest, toward the Festering Pit of Fu Leng.  The village is now defended only by the twelve zombies, and the PCs are free to charge in and rescue Ejiki.  Of course, this has cost them an additional night in the Shadowlands...

A Desperate Battle 


If the PCs are discovered by Moto Akito, they will be facing a battle against one of the most powerful creatures to be found in the Shadowlands.  There is an excellent chance that Moto Akito will be able to kill the entire party – their best hope may well be for one or two of the party members to sacrifice themselves to buy time for the rest to flee.  Abandoning a comrade to such a death is a dishonorable act, however, costing each fleeing PC 1 point of Honor (unless they are pragmatic Crab or honorless Scorpion).  


It is possible that the PCs will be able to kill the Moto, especially if they have jade powder, good spells, work together and get lucky on a few die rolls.  In this case, they are to be congratulated for such an astonishing accomplishment.  All PCs will gain Honor (amount dictated by their Clan, as listed at the end of the adventure).  This will also make their return journey quite a bit safer.

The Return Journey


As the PCs begin the march back to the Crab lands (with or without Miya Ejiki), they will notice that the jade “fingers” which protect them from Taint have gotten significantly shorter – the concentration of Taint at the Moto’s lair has devoured a portion of the jade (two days’ worth, to be exact).  If the PCs did not bypass the marsh, it took them almost three days to make the trip to the Moto’s lair, which means they are a day short of making it back safely (almost two days short if they bypassed the marsh).  If they waited for the Moto to leave at night, that’s another half day.  As mentioned earlier in the tournament, the PCs will have to roll Simple Earth each day and night to avoid getting the Taint.    


If the PCs took Ejiki out of the village before the Moto departed for Fu Leng’s Pit, either undetected or by sacrificing some of their comrades, Moto Akito will not let them get away so easily.  He will hunt them down and intercept them when they recross (or circle) the bog.  Whenever this happens, read the following scene:


There is a horrible sound, a perverted mockery of a horse’s whinny, as the gaunt, skeletal form of the Moto emerges from a clump of rotton trees.  Riding astride the twisted form of his onikage mount, the undead Moto brandishes a drawn katana.  Several lumpish, humanoid forms, each about six feet tall and brandishing a heavy club, lurch out of the marsh to stand beside the Moto.  His eyes flash a horrible blue light as he speaks in a voice that seems to scrape across your ears.  “You will give my prize back to me,” the Moto growls.  “His soul belongs to my lord Fu Leng.  A prize of great value.  Leave him, and I will not destroy you.”  

The humanoid creatures are trolls, brought here by Moto Akito.  Akito is bargaining honestly as far as he goes – if the PCs hand Ejiki over, he will laugh maniacally, sweep the shrieking Miya into his saddle, and ride into the Shadowlands, not to be seen again.  The trolls, snickering and gesturing rudely, disappear into the swamp as well.  If the PCs take this way out, they each lose a half Rank (5 points) of Honor; Crane and Imperial family PCs lose a full Rank.  

If the PCs refuse, Moto Akito will spur forward and attempt to seize Ejiki and ride away (rolling a To Hit against TN 10 to grab the poor Miya).  The PCs can stop him by grabbing Ejiki back (resulting in a Contested Athletics/ Strength test. Moto Aikto is 3k4 roll against the PCs), killing his mount, making a called shot to the hand which clutches Ejiki, and so forth.  If they do manage to keep hold of Ejiki, Moto Akito snarls in fury and orders the trolls to “kill them all!”  He then retreats to a nearby hillock to watch the outcome of the combat. 

There will be four trolls if the PCs total six or more, three trolls if there are five or fewer PCs.  If the PCs lose, or if only a few of them survive in fit condition, he rides back chortling and scoops up Miya Ejiki, casually slaughtering any PCs who try to stop him.  If the PCs came through the fight in reasonably good condition, however, they look around after the conflict to see that Moto Akito has faded into the mist, having decided to let them live... for now, at least.  

In any case, the PCs lose another half-day of jade from the Moto’s Taint. 

If the PCs waited for Moto Akito to head west, he will not intercept them during their return journey.  However, they will still encounter some hungry trolls.  In this case, there will be only three trolls (two if the PCs number four or fewer).

Trolls 

EARTH 2  Stamina 5

FIRE 3


AIR 1  Reflexes 3

WATER 1  Strength 5

TN to be Hit: 15

Attacks: 4k3

Damage: 6k2

Carapace: 7

Wounds: 10: +5; 20: +10; 40: +15; 55: Dead.


Return to the Kaiu Wall


Finally, having survived Akito’s pursuit, the PCs  come in sight of the mighty Kaiu Wall.  After some careful questioning, Ejiki and the PCs are allowed across the Wall, where a Kuni Witch-Hunter tests them for the Taint.  Any PC who has accumulated more than a Rank of Taint will be detected by the Witch-Hunter, who sighs and warns them “I must notify your daimyo.”  Ejiki is also found to have the Taint; he seems almost shattered by the news for a moment, then slowly straightens up as a look of quiet resignation crosses his face.  “At least I did not end my days as a servant of the Dark One,” he says quietly.  “I shall retire to a monastary, where I will be better able to combat the darkness within me.”  If the PCs have told him why they came for him (Mei’s request), he will write a letter to Mei and ask them to deliver it to her.   

Death Before Dishonor: an Option


It is possible that the PCs may find themselves in a situation where they do not believe they can save Ejiki, and choose to kill him, or help him kill himself, rather than let him succumb to the Shadowlands.  Crab in particular may seek this option – for example, by passing a dagger to Ejiki in his cage if they cannot free him from there.  Ejiki will accept a PC offer of an honorable death if the only other option appears to be remaining in the hands of the Shadowlands.  This is an honorable course for the PCs, and sometimes death is the only escape from Fu Leng’s minions.  The GM must adjudicate any such situations.    

Epilogue: Return to Mei


If the PCs return to Mei and report their adventure, her reaction will depend on exactly what the PCs accomplished (or failed to accomplish).


If the PCs rescued Ejiki and brought back his letter, Mei’s eyes fill with tears as she reads the carefully-folded paper, and she quickly turns her head aside so the PCs will not see her lose her face.  In a soft voice, trembling with emotion, she thanks the PCs for their incredible accomplishment and promises that she will always remember their efforts and sacrifices on her behalf.  If any of the PCs died or became Tainted during the trip, she is even more profound and sincere in her thanks.  All surviving PCs gain Major Ally: Daidoji Mei.  Any ronin PCs who survived are paid 3 koku.


If the PCs were unable to rescue Ejiki, but were able to offer him an honorable death, Mei thanks them gravely.  She already knows that Ejiki is dead (their Kharmic Tie has been broken) and has been grieving since that moment.  Nevertheless, she is glad the PCs were able to spare Ejiki from a worse fate, and promises them her friendship in future.  All PCs gain Minor Ally: Daidoji Mei, and ronin again receive 3 koku.


If the PCs did not rescue Ejiki (either because they didn’t find him, or couldn’t free him from the Moto, or handed him back over), but decide to report to Mei anyway, she is deeply disappointed in them, although she does her best to mask it with courtesy (“I suppose there was nothing else which could be done”).  After questioning them on what happened, she quickly dismisses them and quietly regrets her decision to rely on such dishonorable strangers.  Ronin do not get paid in this event.


If the PCs admit (or say something to make Mei suspect) that they actually abandoned Ejiki to the Moto, Mei vows never to forgive them for their perfidy.  All PCs must write down Sworn Enemy: Daidoji Mei on their character sheets.

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 

For surviving the adventure: 

1 XP

Good role-playing: 


1 XP

Successfully tracked Miya Ejiki 

to the Moto’s lair: 


2 XP

Got Miya Ejiki out of the Shadowlands 

alive:




1 XP

PC didn’t get Tainted:


+1 XP

Total Possible Experience:

6 XP

Honor

If the PCs get Miya Ejiki out of the Shadowlands alive, they receive 1 point of Honor.  Any PCs who belong to an Imperial family, or to the Crane clan, receive 2 points of Honor.  

Any PC who surrenders Ejiki to the Moto to save their own life loses a half-rank (5 points) of Honor.  Crane and Imperial family PCs lose a full rank (10 points).

If the PCs manage (against all odds) to kill Moto Akito, they are awarded Honor depending on their Clan, as follows:

Crab: +3 points of Honor

Unicorn: +2 points of Honor (+3 for Moto family PCs) 

Lion: +2 points of Honor

Crane: +1 point of Honor

Scorpion: +1 point of Honor

Dragon: +2 points of Honor

Phoenix: +1 point of Honor

Minor Clan/Ronin: +1 point of Honor (+2 for Crab/Moto ronin)

Glory

No Glory awarded for this adventure.

Other Awards/Penalties

If the PCs saved Miya Ejiki, they may write down Major Ally: Daidoji Mei on their character sheets.  If they killed him (or helped him commit seppuku), they may write down Minor Ally: Daidoji Mei.   In either case, ronin PCs receive 3 koku.

If the PCs started to help Mei, but broke off before entering the Shadowlands (or if Mei learns or strongly suspects that they abandoned Miya Ejiki there), they must write down Sworn Enemy: Daidoji Mei.

Events Summary

Fill out this form and return it with the Who’s-Who for all playings of this event between March 2001 and March 2002, inclusive.

Did the PCs track Miya Ejiki to the Moto’s Lair?

Did the PCs rescue Miya Ejiki?

If so, did they give up Miya Ejiki to the Moto later?

Did the PCs (against all odds) actually kill Moto Akito?

<Title>
<Round #>
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