A Taste for Sake

This is a mini-adventure which will run once (only) over the course of the evening, assuming Taka manages to accumulate at least three PCs willing to perform the task.  

Background

Yasuki Taka’s wealth and success is founded on his sake breweries in Clear Water Village.  The sake he makes there is better (and cheaper) than any in the Empire, and Taka sells it to hundreds of castles, inns, restaurants, tea houses and geisha houses all across Rokugan.  Unfortunately, in recent months a Mantis merchant named Koburo has begun making an equally good sake on the Islands of Spice and Silk.  The Mantis Clan’s maritime trade routes enable Koburo to ship this sake cheaper and faster than Taka can, threatening to steal his markets.    

Taka has decided to take advantage of his current trip to the Mantis Isles to take action against his rival.  He has prepared several bottles of a foul herbal concoction which, when slipped into Koburo’s sake, will render it disgusting and undrinkable, ruining him.  Taka will try to recruit a few ruthless and dishonorable samurai to sneak into Koburo’s brewery and dump this concoction into the fermenting vats.

PC’s Introduction

Taka will recruit 3-4 PCs for this task, and provide them each with a bottle of his herbal concoction.  He gives them the location of Koburo’s brewery and warns them that the place is guarded.  Taka reminds the PCs that he does not want any violence or spectacle – he simply wants the sake ruined.  If the PCs are caught, he suggests they flee rather than fight.

Into the City

From Kyuden Gotei, it is only a ten-minute walk down the hill into the large port city where Koburo’s brewery is located.  If the PCs take this trip during the day, the city will be immensely busy, every street crowded with peasants, fishermen, and merchants.  It will be impossible to approach Koburo’s brewery without drawing lots of attention.

At night, the city changes: most of the energy and activity concentrates into the inns, teahouses, gambling dens, and geisha houses located in the docks district.  The area where the brewery is located becomes quiet and dark, lit only by a single large paper lantern at the end of the street and a smaller one by the building itself.

The Koburo Brewery

The brewery is a large building, over twenty-five feet tall, and stand alone facing a medium-width street.  Narrower alleys surround the sides and back.  

There is one main front entrance to the brewery, a heavy twelve-foot-high door that can be slid open to admit wagons, and one smaller man-sized front door.  There is also a smaller side-door located in one of the alleys.  The side door is normally locked.  At night, the front door is also locked, and the large door is barred from within.  

There are a few windows located high up on the side walls of the building, about fifteen feet above the ground, used mainly for ventilation.  During the night they are shuttered but not otherwise blocked.     

The Guards

At night, the Koburo brewery is guarded by three ronin, hired for the purpose.  At any given time, one of them stands at post outside the front door, a second one patrols the inside of the building, and the third is resting inside.  The resting ronin will often step out and speak with the door guard to pass the time.  Every Rokugani hour (two gaijin hours), the guards rotate their duties.  

These three ronin are all typical wave-men, a bit scruffy and world-weary but reasonably competent and brave.  They are not suicidal, and will flee an obvious losing battle.  However, whether or not they run, they will do their best to raise the alarm and call for the city guard.  

Bribery and Manipulation

Like many wave-men, these fellows can be bought.  If they discover the PCs, a bribe of 3 or more koku each will convince them to let the PCs go.  A PC who decides to bribe them into letting them into the building will have to pay a much larger bribe – probably 5 koku per wave-man, 15 total.  

It should also be noted that the ronin are bored and lonely – they can be easily distracted by a visitor offering conversation or a drink of sake.

Sneaking Inside

Avoiding the notice of the ronin will require Contested rolls of the PCs’ Stealth/Agility against the ronin’s Investigation/Perception.  The PCs must roll each time they might possibly be noticed.  

Picking the locks on one of the doors will require appropriate tools and either Locksmith/Agility at TN 10, Sleight-of-Hand/Agility at TN 15, or Simple Agility at TN 20.  Each attempt tales five minutes.

Climbing to the roof of the building, or to one of the windows, requires Athletics/Agility at TN 20 or Simple Agility at TN 25.  Reduce the TNs by 10 if the PC has climbing gear (rope, grapple hooks, climbing claws, etc).  There are no direct accesses from the roof (which is covered in clay tiles).  The window shutters can simply be slid open.

Mission Accomplished?

Once inside, the PCs will simply have to open the vents atop the massive fermenting vats and pour in their herbal concoctions.  Of course, they will have to avoid the attentions of the ronin guards.

Successfully carrying out this mission earns 1 XP and costs five points of Honor (3 points for Crabs, 1 point for Scorpions and Yasuki).  Failing at the mission earns no XP, but still costs the same amount of Honor.

Three Ronin

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 2 

	
	Strength 3

	VOID 2


TN to be Hit: 20 


School/Rank: None (true ronin)

Honor/Glory: 1.0/0.5

Skills: Athletics 4, Defense 4, Gambling 2, Iaijutsu 2, Investigation 3, Jiujutsu (hand-to-hand) 3, Kenjutsu 5, Sincerity 2.

Advantages/Disadvantages: Patron (Koburo the Mantis)/Social Disadvantage (ronin).
Equipment: Daisho (2k2 katana, 1k2 wakizashi), clothing, sandals, purse.



The Walking Horror


This is a mini-adventure which will run once (only) over the course of the Interactive.  Kitsune Sanae will recruit a group of samurai to destroy the Walking Horror of Fu Leng (which is actually Ryosei’s father) in order to end Ryosei’s engagement to Yoritomo.

PC’s Introduction

Word arrives that the Walking Horror has been spotted on the southern coast of Crane lands, in the marshes near  Koizumo Mura, a small fishing village.    The PCs set out to slay it and bring back its head.

Journey to Crane Lands

The PCs must hire a ship to take them to the Crane coast.  There are scores of ships, Mantis, Crab, and Crane, in the great bay below Kyuden Gotei.  However, all of them belong to  powerful merchant cartels, headed by noble samurai.  In order to convince one of these ships to hire out for such a trip on short notice, the PCs will have to pay four koku each.  This can be negotiated down by PCs who are willing to spend Favors, or who have Allies or Friends in an appropriate family or Clan (such as the Daidoji).  

Once the negotiations are concluded, the ship’s captain waves you aboard and gets his crew moving with shouts, curses, and the occasional blow.  Quickly the oars slide out and row the kobune away from the docks and into the wide bay.  Once clear of land, the square sail goes up and the ship surges forward, riding the light choppy swells of clear spring weather.  

The trip takes about half a day.  As the ship approaches the coast, a dark cloud-front comes broiling up from the south, the wind stiffens, and the waves grow higher and capped with white.  The ship’s captain grows anxious, lowering the sail and peering ahead for signs of land.  

Just as the first fat drops of rain begin to fall, the dark line of Rokugan’s coast appears ahead.  The captain turns the rudder, aiming the ship toward shore.  As the air fills with rain, the PCs will glimpse a village on the shore, half-obscured by gray lines of falling water.  

Arrival at Koizumo Mura

The village has been ravaged by the Walking Horror of Fu Leng.  Buildings have been smashed like kindling-wood, smoke drifting up from fires now sizzling out under the rain.  A fishing-boat bobs up and down at the docks, empty except for a man’s severed arm.  Other bodies and pieces of bodies are scattered through the streets and ruined buildings.  The stench of death and blood hangs in the air.  

The ship’s captain, horrified, will want to stand off and make his way down the coast to the next village, despite the bad weather.  The PCs will have to convince him to approach the docks and let them off the ship.  It will take even more convincing (and possibly a bribe) to get him to stick around while they are onshore monster-hunting.

If the PCs search the village, they can learn the following:

· There are no survivors in the village, but a Hunting/Perception or Investigation/Perception roll at TN 15 suggests that some of the villagers managed to flee on boats or into the surrounding forests and swamps.

· A Medicine/Intelligence roll at TN 15 suggests that this slaughter took place less than six hours ago, gaijin time.

· The tracks of the Walking Horror are obvious, huge holes stamped into the mud.  They radiate Taint if anyone has the ability to detect it.  Whatever made them was probably about seven feet tall.

· Hunting/Perception at TN 10 or Investigation/Perception at TN 15 can find the tracks where the Walking Horror left the village and headed back into the forested swamps.        

· If the PCs interrogate the spirits, they can get horrifying descriptions/images of a swollen, rotting, undead monstrosity which stormed through the village, slaughtering all before it, wielding a sword whose silvery blade shed droplets of blood as though they refused to stick to it.  The spirits can also show which way the monster went when it left the ruined village.

· If the PCs have spells that let them detect Taint over great distances, they can track the Horror’s location that way (it is about three miles away).  Spells that allow flight or aerial visibility will not be helpful, because the pouring rain obstructs visibility.  

Pursuing the Horror

Once the PCs find the trail, either by rolling appropriate skills or by interrogating the spirits, they will easily be able to follow the massive footprints and the random destruction (smashed saplings, hacked blows in tree-trunks, etc) into the swamp.  A foul odor of death and decay hangs about the trail, and the PCs occasionally pass a small marsh animal such as a toad or snake, slain and left to rot.    

The trudge through the swamp is a weary and unpleasant one, mud clinging heavily to the PCs’ sandals, the awful odors of the Walking Horror blending with the ever-present stink of marshland.  

The rain will continue to pour down throughout the adventure, reducing visibility to about fifty yards.  

The Walking Horror, although powerful, moves slowly.  In a half-day it has managed to travel only three miles.  The PCs will be able to catch up with it in a little over an hour.

Battle with the Walking Horror

Ahead of you, a horrible moaning sound echoes through the swamp, rising above the steady rushing of the rain.  Out of the gray sheets of falling water emerges a terrifying form.  In outline it resembles a man, but its flesh is gray-brown and grotesquely swollen, as though trying to burst out of the skin.  The skin is split open in many places to show the working of red-purple muscles.  Maggots squirm in the open wounds.  

The thing clutches a glittering silver-bladed katana in one swollen, knotted fist.  As it turns toward you, you see that it has no eyes, only gaping holes.  Yet it seems to sense you all the same, and its mouth opens, letting out an unearthly yellow light.  “Yesss,” it moans, in a voice which seems to come from the deepest pits of Jigoku.  “Flesh, weak things, mortal.  Like her.  Yes, come to me.”  

At this point, it is a straightforward battle.  The Walking Horror is a formidable foe, and the PCs will be hard-pressed to bring it down.  The blade it clutches in its hand is the Ancestral Sword of the Fox Clan, a holy nemuranai which struggles against the Horror’s Tainted touch – a PC who manages to snatch the weapon away will have a potent tool to defeat the Horror.

Aftermath

If the PCs defeat the Horror, they can try to take its head back to Ryosei as proof that her father is dead.  This will be somewhat hazardous – anyone who carries the head with them must roll Simple Earth at TN 15 to avoid getting a point of Taint.  (Carrying jade will protect against this, although mere jade powder will not help.)  

The Fox Clan Ancestral Sword

This blade is a 3k3 katana which adds +1 die to Kenjutsu skill.  It is an awakened nemuranai and can harm Invulnerable creatures.  

Any PC who keeps the blade rather than returning it to the Fox Clan will lose at least one full Rank of Honor.    

Kitsune Gohei, the Walking Horror of Fu Leng 

	FIRE 3 
	  AIR 3

	Agility 5


	Reflexes 4

	EARTH 7
	WATER 4 

	
	Strength 5


Shadowlands Taint Rank: 8.0

TN to be Hit: 20

School/Rank: Shadowlands Rank 4 

Wounds: 50: +5; 95: +10; 135: Dead.

Skills: Athletics 4, Defense 3, Hand-to-Hand 4, Kenjutsu 6.

Carapace Armor: 9

Special Abilities: Fear 4, Blackened Claws (claws of obsidian extend from fingers, do 3k3 damage and gain +5 initiative on the round they extend, can hurt invulnerable targets), Blessing of the Dark One (+1 Wounds per rank), Feeding on Flesh (if killing with bare hands or claws, regain a number of Wounds equal to twice their lowest Ring), Invulnerability, Unholy Vision (can always see, even in darkness, smoke, or when magically blinded).   
