Unquiet Graves

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

by Parvez Yusufji 

and Rob Hobart

You have been chosen to protect a pair of revered grandmasters for a game of Go.  The task will afford unique challenges – especially when a certain Crab comes to visit.

Adventure Summary and Background

The PCs have been asked to provide security for a game of Go between the Empire’s two reigning grandmasters of the game.  The event is a private challenge between the two players, and is not meant to be a public formal competition.  Consequently, when news of the game began to leak out, both players applied to their daimyos to arrange security and keep the game private.  In order to cut down on the number of potential spectators, both players agreed to play in the village of Aichi-Mura, on the edge of the wasteland which was once Golden Sun Plain.  

Unfortunately, Aichi-Mura is a village which is haunted by the past.  Every eleven years, two corporeal spirits pass through the village: Hida Hiroku and Moto Tetsuo. Three centuries ago, in the chaotic days of the Four Winds, Hida Hiroku lived near Golden Sun Plain, keeping an eye on the Taint which was unleashed on those lands by Daigotsu.  When he caught rumors of a Dark Moto in the area, a survivor from the final battle with the Unicorn Clan, he sent word to his friend Tetsuo and to a pair of Phoenix shugenja who had assisted him in the past.  

The four heroes engaged the Dark Moto and its minions in a vicious battle.  It quickly became apparent that their strength was insufficient to the task, and in desperation the shugenja gave their lives to bind the Shadowlands creatures outside of time.  Unfortunately, the spell was not strong enough to endure forever – over time, it would weaken.  Hida Hiroku and Moto Tetsuo, themselves gravely wounded, beseeched the Fortunes to let them find a way to reinforce the spell.  Osano-Wo heard their prayer, and their spirits were bound into the spell.  Now, every eleven years, they return to the ruins of Hida Hiroku’s house to do battle with their enemies once more and keep them trapped.

Each time this happens, the two spirits pass through Aichi-Mura and stop for a meal and drink at the local inn, the Last Shochu.  The villagers realize this strange visit has a profound significance – indeed, the inn itself was renamed long ago due to the poem which Hida Hiroku recites each time he visits.  It has become a sacred duty for the innkeeper to serve them – a tradition handed down for generations.  

The PCs will encounter this strange tradition in the course of their duties protecting the Go grandmasters.  Unfortunately, they will also encounter a luckless samurai, Toritaka Yamamiya, who is searching for the house of Hida Hiroku in order to understand a curse on his bloodline.  Yamamiya is cursed with incredibly bad luck, and in the course of searching for clues he will inadvertently disrupt the spell, allowing the Dark Moto and its followers to escape.  It will fall on the shoulders of the PCs to protect Aichi-Mura and deal with this threat.

Adjusting for Party Strength

This is a Low-Rank adventure, and thus can involve parties of varying capabilities.  The encounters have been optimized for a party of average Rank 1.  

Although most of the challenges here are role-play oriented and thus not terribly dependent on party strength, a few changes can be made to adjust the adventure difficulty for high-end parties, as follows:

High End Party (half or more of the characters are Rank Two):

· The Oni no Genso gets two attacks per round.

· The Oni no Gorusei is Invulnerable (only damaged by jade, crystal, obsidian, or magic).

· There are four Hellbeasts, rather than three.

Part 1: The Board and 

Stones

The adventure begins with the PCs arriving in Aichi-Mura, a small village close to the edge of Golden Sun Plain.  Golden Sun Plain is now a lifeless wasteland – the Kuni rituals which purged it of the Taint also purged it of life-giving kami, and it is a bleak and empty place similar to the Kuni Wastes or the lands of the Hiruma.  As a result, the villages nearby, such as Aichi-Mura, have declined into poverty-stricken backwaters.  

The town of Aichi-Mura is a dreary, desolate place, consisting of little more than a few run-down buildings, all of which can be seen from the main street.  Aside from the peasant huts, the only notable structures are a blacksmith’s forge, a granary, and inn, and a small shrine.  All of them have clearly seen better days.  The weary and ragged villagers seem to echo the feeble health of their town.  A chill wind bites at you even though the summer sun shines brightly.

Aichi-Mura used to be a thriving village on the trade routes through Golden Sun Plain.  Now it is a bleak, gloomy place of little prospect.  A scant 50 villagers live here now.  The town is outside any Clan’s territory, making it technically the responsibility of the Imperial Legions, but in practice it is simply ignored.   The arrival of samurai in the village comes as a shock to the locals, who have not seen more than one at a time in many years. 

Clan and Imperial PCs have been sent here by their daimyos, while ronin have been hired for this task (by the Crane Clan) for 2 koku.  The PCs are here to make arrangements for the upcoming go match between Kakita Fujimura and Kamato, both of whom are ranked as 9-dan grandmasters of Go.  The two men want a quiet game against each other without crowds of onlookers, and have accordingly chosen this obscure location.  

The PCs are tasked with ensuring the game is played safely and without disruptions.  Their specific instructions are to provide whatever the two Masters need to have a pleasant game and see to their well-being.  With two grandmasters playing, the game is expected to last at least a month.

Village Locations

Last Shochu.  “Last Shochu” is the name painted on the weathered signboard outside the town’s lone inn.  It is a single-story building with a common room and four guest rooms.  The tables, floors, walls, and general structure all show a great deal of age and wear.  It is obvious that only the barest amount of maintenance has been done over the years.  In some cases, the original wood of the inn (which is over 400 years old) can be seen.
The innkeeper is Jokichi, a 50-year-old stick of a man with a haggard face.  He has been the innkeeper for 30 years, since his father passed away.  Jokichi’s family line has tended the inn for over 300 years.  Jokichi is unaccustomed to samurai visitors and will make no move to ask them to disarm themselves – his inn does have a closet where visiting samurai can leave their weapons, but it has gone unused for decades and will require effort to even slide open.

 The inn’s food is merely passable.  The meals are rice, vegetables, and tofu – fish and other meats are unavailable.  The sake is quite bad, and the tea is weak (the leaves used to make it are locally grown and not very potent).  There is, however, a barrel of shochu which is decent (and very strong, even for shochu).  

The guest rooms are plain and unadorned rooms with matted futons.  The stable which has room for up to four horses, but no stableboy (there is only one villager with any skill in the care of animals, but he normally works in the fields).  

Jokichi is a worried and unhappy man – he is getting steadily older, well past his prime, and remains unmarried.  There are few prospects in the village and he fears his family line will die out, leaving no one to inherit the inn.  Even if he has children, they will probably not be old enough to inherit when he dies.

Jokichi’s ancestor was the one who served Hida Hiroku and Moto Tetsuo.  Everyone in their family considers it their sacred duty to pour the drinks and set the food for the ghosts.  Jokichi has seen this happen three times (once as a child and twice as an adult).  However, he will not speak of the matter unless pressed, and will do everything he can to avoid referring to Hiroku and Tetsuo as ghosts.  

The Headman’s Hut.  The headman, Keio, lives in the largest hut in the village, which has three modest-sized rooms.  He has four children, the eldest of whom is newly married and lives in one of the rooms with his own young wife.

If any PCs impose on Keio for rooms (perhaps due to a lack of space at the inn), he will oblige without voicing an open complaint.  However, due to the rarity of samurai visiting Aichi-Mura, he is not very skilled at hiding his emotions.  PCs who roll Awareness/Courtier at TN 10 will be able to perceive his anger.  

Blacksmith.  The smithy is a three-walled building, the fourth side open to the street to allow customers to enter the forge.  The blacksmith is named Tange, and also serves as the village carpenter and general handyman.  He runs the shop with the help of his teenage daughter, Meili (her mother died in childbirth and, due to the small size of the village, Tange was never able to remarry).  Originally, Aichi-Mura had multiple carpenters and Tange’s family were just blacksmiths.  However, due to the gradual decline of the village, the other carpenters left and Tange’s family line took over the job.  Since it is only him and his daughter, it is impossible for him to keep up with all the work the village needs, and he does not even try – instead working slowly and methodically.  

Anyone observing Tange and his daughter for more than a few minutes will be able to sense (with a Raw Awareness roll at TN 15) a strong feeling of subdued gloom about them.  Both of them realize that Meili is the only possible choice in the village for innkeeper Jokichi to marry, even though she is almost 30 years younger than him.  They would feel obligated to allow the marriage if he asked (since his family line is in danger), but are unhappy with the prospect.  

Granary. The town’s granary and mill is a barely useable structure, in desperate need of repairs.  Anyone looking in the building will quickly realize it contains on a fraction of the amount of grain it should.  The villagers barely manage to grow enough food to last from one year to the next.   

Shrine. This is a large courtyard style shrine.  In the center of the courtyard is a pagoda structure for visitors to pray, meditate, and burn incense.  The shrine is dedicated to <harvest>, but there is no actual statue to the fortunes – the statue crumbled 200 years ago and the village has never been able to replace it.  There is no monk to tend the shrine, since it is far too minor and obscure to merit one.  

The shrine’s pagoda is where the Go game will be played.  However, the entire place is in desperate need of cleaning and maintenance.  There is random debris and dead leaves strewn around the entire facility.  The pagoda’s floor is crumbling stone and will need to be pulled up and replaced with polished wood to create a decent play surface.  Additionally, the pagoda roof has holes and missing tiles, allowing rain to fall on anyone underneath.  

Animal Pen.  The village has a single old ox which is tended by one of the peasants, Yukawa.  The ox is used on the rare occasions when the peasants need a beast of burden, although it always complains and struggles when forced to work.  

On the day the PCs first arrive in the village, the town drunk (a peasant named Esaki) will be hanging around near the corral, half-inebriated and making faces at the old ox.  He is still sober enough to slink away from samurai, however.  

The Village Huts.  There are eighteen normal two-room huts in the village (not counting the headman’s hut), but only eleven are occupied.  None of them are in good repair – even the occupied huts are little more than hovels.  

A flock of pigeons lives in the roof of one of the abandoned huts, and periodically flies through the town, roosting on different buildings and swooping down to eat any likely-looking morsels on the ground.  PCs who are specifically looking around the village for something which might disrupt the game, they will notice the pigeons on a roll of Perception/Hunting at TN 15 or Perception/Investigation at TN 20.  

Preparing for the Match

The PCs have arrived in Aichi-Mura around noon the day before the Go match is due to begin.  They know that the grandmasters will arrive around midday tomorrow and expect to begin playing immediately.  The PCs also know that the match will take place in the pagoda of the local shrine.  

There are several things the PCs will need to take care of in the day’s time they have.  The most obvious is accommodations: there are not enough rooms at the Last Shochu Inn to house both the grandmasters and all the PCs.  The PCs can make other arrangements (such as sleeping in peasant huts, or in the stables).  The two grandmasters are modest and honorable individuals and will not openly complain if the PCs assign them unpleasant accommodations – however, they do expect arrangements to have been made by the time they are ready for bed.  PCs who fail to make arrangements will suffer a loss of 2 points of Glory for their public embarrassment.  

Additionally, the PCs will have to deal with the poor condition of the pagoda where the game will be played. They will, at a minimum, need to clean up the area – either themselves, or by drafting peasants for the task.   The villagers will do as the PCs direct, however, if the PCs do not supervise them or explain fully how things need to be the villagers will not do a proper job.  The peasants are not being willfully disobedient or lazy, they have simply lost all motivation due to their dreary, miserable existence.

The PCs will lose 2 points of Glory if the grandmasters are forced to delay their game for cleaning.

If possible, the PCs should also try to repair the pagoda (replacing the damaged floor and repairing the roof).  This will require hiring the carpenter Tange, who will require at least 2 bu to drop his current tasks and perform the work.  However, he will work very slowly and deliberately (assisted by his daughter) and will not be able to finish the job in time unless the PCs either pay him extra (at least another 3 bu) or threaten/intimidate him into working harder (appropriate role-play, but costing the PC a point of Honor if his/her Honor is 2.0 or higher).   

If the PCs do not get the pagoda properly repaired, the grandmasters will be forced to endure an uneven floor and a leaky roof (it will rain at least twice during the match).  Again, the grandmasters will not say anything or openly draw attention to their plight, but the PCs will still be publicly embarrassed by their failure and suffer an additional 2 Glory loss.  

If none of the PCs realize the importance of making these arrangements and repairs, they can roll Intelligence/Etiquette at TN 20 to realize their oversight.

If the PCs do fail on one or more of these tasks, they can try to save face by offering a public and well role-played apology and rolling Awareness/Etiquette (Sincerity) at TN 25.  This will reduce each Glory loss by 1 point.  A separate apology (and roll) must be made for each Glory loss.

The Grandmasters Arrive 

At midday on the day after the PCs arrive, the two grandmasters arrive in town.  

Kamato arrives on foot, supporting his long stride with a sturdy walking stick.  He is a tall, shaven-headed, ageless man dressed in the simple robes of a monk from the Brotherhood of Shinsei.  His usual expression is a serene smile, and he frequently rubs a string of prayer beads between his fingers.  

Kakita Fujimura arrives riding a pony, accompanied by an attentive servant on another, shaggier pony.  Fujimura is a serene, dignified man in his fifties, with a long white goatee and moustache.  He carries a beautiful white fan which he uses to tap his chin when he is thinking.  Although he is clearly a wealthy man, he behaves with great modesty and an almost monastic restraint – his only personal indulgence is a rare, high-quality tea which he always drinks during Go matches.

His servant, Eji, is a kindly old man who has cared for Fujimura since he was a child.  The relationship between them is respectful and even, by the standards or Rokugan, almost warm.  Once the game begins he will immediately ask to build a small fire so he can brew his master’s tea (using a teapot which he always carries with him).

The two grandmasters greet each other with full etiquette, but anyone watching can roll Perception/Courtier at TN 20 can tell there is much underlying respect and admiration between the two men.  They are quietly delighted to finally have the chance to play against each other.

Part 2: Territory

Once the two grandmasters arrive, the game will begin immediately.  The PCs are responsible for maintaining the peace and serenity of the game.  They will encounter several different challenges to this task over the next few days.  Some of these can be dealt with pro-actively by PCs who scout around the village and look for problems.  Others will be surprises, and will require quick and effective action to deal with.

The GM should randomly choose any one possible interruption to occur prior to the events in “Part Three.” The remaining potential interruptions occur between “Part Four” and “Part Five.”  

If more than three of these incidents result in an interruption to the game, the two grandmasters will quietly agree the disruptions have been too many and stop the match.  They will begin discussing other potential venues, and also send a letter to their superiors requesting better escorts for the next game.  This failure will cost the PCs 2 points of Honor, 1 point of Status, and 5 points of Glory.  

While waiting for reply to their letter, the two grandmasters will spend a few days playing casual games for relaxation.   This will allow the PCs to still experience the other events of the adventure (from “Part Five”).  

First Interruption: The Village Drunk

Esaki is a peasant farmer.  Like many of the peasants in the village, his life has been unremittingly miserable, and he has little reason for living.  As a result he frequently gets obnoxiously drunk.  

When the PCs first arrive in Aichi-Mura at midday, Esaki will be hanging around the ox corral, already halfway inebriated.   This will offer them a clue that he may be a problem later.  

At some point after the grandmasters start playing, Esaki will approach the shrine while he is thoroughly drunk.  If the PCs have not posted a guard, he will wander right up to the pagoda and start belligerently asking the grandmasters about the moves they are making, as well as offering his own drunken opinions on the game.  

If one or more PCs are on guard, Esaki will very impolitely try to push his way past them.  If he is not physically stopped, he will move into the courtyard and start yelling and cursing about samurai obstructing the road (thereby interrupting the game).  

In order to prevent an interruption, the PCs must keep Esaki from getting into the courtyard.  He cannot be persuaded, threatened, or reasoned with – he is a belligerent drunk and doesn’t care about anything but his own angry impulses.  He will have to be physically or magically constrained.  Esaki is so far gone that he will not hesitate to punch or wrestle with samurai (although once he sobers up he will be petrified with fear at his own stupidity).  

The PCs are within their rights to kill Esaki – he is a mere heimin, and is offending against his betters.  However, PCs with Honor of 2.0 or better will realize they are violating the virtue of Compassion by doing so (unless they are Heartless) and will lose 2 points of Honor for such a brutal solution.  (An exceptionally compassionate PC, especially one with Soft-Hearted, will lose 4 points.)  

A Game of Ball

During the day, the younger children in the village (those between 5 and 8 years of age) play a game they simply call “ball.”  The game has no real rules – they simply kick and throw around a small ball, running from house to house and street to street in a pack.  Sometimes they will throw the ball against the side of different buildings, trying to hit an arbitrary target.  The children only manage to play for an hour or so each day (even at their young ages, there is little time for frivolity) so they make the most of it.  Typically this is in late afternoon, after the day’s chores are done but before their mothers call them home for dinner.

When the game begins, it will be fairly far from the shrine.  Any PC outside the shrine or patrolling the town will have plenty of time to notice the children playing (and coming closer).  PCs who are inside the shrine can hear the children approaching by rolling Perception/Investigation at TN 15.  The children are extremely noisy – laughing, yelling, and generally carrying on.  

The PCs can prevent the children from interrupting by telling them to be quiet or to take their game elsewhere in the village.  The children will not immediately respond to such orders – they are unaccustomed to the presence of samurai – but the moment the PCs repeat themselves, the children come back to themselves with a start, remembering that they are peasants.  They bow low and quickly retreat, clutching their ball.

If the children reach the exterior of the shrine unimpeded, their noise will interrupt the game.  The two grandmasters look at each other, Kamato raises an eyebrow, and Kakita Fujimura leans back and closes his eyes.  The two silently wait until the noise passes.

Worse yet, if the PCs do not divert the children or drive them away from the shrine, they will continue to play their game right outside.  Within a few minutes, one of them will make an errant toss that sends the ball hurtling over the shrine wall, bouncing once and flying straight toward the Go board.  Any PC who is nearby can try to deflect the ball with a roll of Agility/Athletics at TN 20. (A quick-thinking shugenja might be able to do something as well, with an Innate spell and a Raise to cast with extreme speed.)  

If the ball does hit the board, it will not be a catastrophe – both grandmasters remember all their moves clearly, and can recreate the current state of the board from memory – but this will count as a second interruption of the game.  

If the PCs adopt an over-the-top intimidating or threatening approach to the children, or employ physical force, some of the children will become sullen and resentful.  They will try to sneak back the next day and deliberately throw the ball into the shrine.  Spotting them beforehand will require a PC outside the shrine to make an Opposed Roll of Perception/Investigation against the children’s Agility/Stealth of 2k1.  If the children are spotted before throwing the ball, they will run away and not try it again.  If they succeed in throwing the ball, they will not try it again, and will steadfastly lie to any PCs trying to find out who committed the act.  

PCs who escalate to physical violence or cruelty against children are violating the virtue of Compassion, and lose at least 1 point of Honor (2 or 3 points if their Honor is 2.0 or more).  

Pigeons

A flock of pigeons roosts in the beams of one of the abandoned huts in the village, and periodically swoops from one rooftop to another in a cloud of wings.  If the PCs specifically look around the village for things which might interrupt the game, they will notice the pigeons on a roll of Perception/Hunting at TN 15 or Perception/Investigation at TN 20.  

The potential problem posed by the pigeons can be handled before the game in a variety of ways, including shooting them with arrows, building a scarecrow, using magic to calm them or drive them away, and so forth.  The GM should reward any reasonably intelligent or creative approach.  

If the PCs do not deal with the pigeons ahead of time, at some point during the match the flock of birds will land on the roof of the shrine’s pagoda.  The PCs will have only a few minutes to shoo the pigeons away before something happens:

· If the roof of the pagoda was not repaired, the pigeons’ droppings will drop through the roof onto the Go board.  This will interrupt the game while the board is cleaned and blessed.

· If the roof has been repaired, but the pigeons are not shooed away, after a few minutes one of them will flutter down and attempt to eat one of the white Go pieces.  This will, of course, interrupt the game.

Shooing the pigeons away without interrupting the game will require a roll of Awareness/Animal Handling (??) at TN 15.  Alternatively, quickly shooting one of the pigeons (Agility/Kyujutsu at TN 20) will cause the rest of the flock to fly away and not return.  Shugenja PCs can also drive away the pigeons in a variety of ways, such as using Tempest of Air to blow them off the roof, or using Heart of Nature or similar to convince the pigeons to leave.  

“Tax Collectors”

A pair of dishonorable ronin will enter the village in the middle of the day, swaggering into the Last Shochu inn and claim to be Emerald Magistrates, brandishing an Imperial seal, and demanding food and drink.  When Jokichi the innkeeper hesitantly inquires about payment, they snarl “Emerald Magistrates do not pay,” and demand the village’s annual taxes, which they proclaim to be five koku.

Jokichi will summon the headman Keio, who attempts to sooth the ronin with promises that the money will be gathered “very soon” while summoning as many villagers as possible to try to drive away these ronin (he is fairly sure they are not really Emerald Magistrates).  Eventually the ronin will find themselves confronting a group of a dozen peasants armed with wooden tools, kitchen knives, clubs, and stones.  The ronin attempt to bluff their way through the confrontation with shouts and threats, and the peasants respond with angry shouts of their own.  (“Thieves!  Bandit scum!”)  This altercation will be audible from the shrine with a roll of Raw Perception at TN 15.

If it is not stopped, the confrontation will eventually lead to a violent fight which spills through the streets of the town, as the ronin attempt to fight their way out while the angry peasants try to beat them down.  If the fight is not stopped promptly, the noise and confusion will interrupt the Go game.

If the PCs intervene before the fight begins, the ronin will initially try to bluff that they are indeed Emerald Magistrates.  They will brandish their (stolen) Imperial seal and demand that everyone submit to their authority. However, the PCs can see through this fairly easily – for example, neither of the brigands can name the current or previous Emerald Champions, nor do they know the official duties or obligations of Emerald Magistrates.  Under pressure their lies will quickly collapse.

If the PCs expose the ronin’s lies, or intervene in a ronin-peasant fight which has already begun, the ronin will react according to how threatening they find the PCs to be.  If they are facing only one or two PCs, or if the PCs appear weak or irresolute, the ronin will likely try to kill them.  (Which will make enough noise to interrupt the Go game.)  Otherwise, they will try to flee (which they will also do if a fight goes against them).  Catching fleeing ronin will require defeating them in an Opposed Roll of Stamina/Athletics.  

If the ronin are captured, they will be defiant and foul-mouthed.  However, they are fundamentally bullies, weaklings, and moral cowards, and any sufficiently threatening or psychologically manipulative PC can soon browbeat them into confessing to the murder of an Emerald Magistrate (“some Crane, traipsing along the road like he hadn’t a care under Lord Sun”) a few weeks ago.  

Poisoned

Kakita Fujimura’s special tea has been poisoned by a jealous rival in Kyuden Doji.  It is a slow-acting poison which must accumulate in the body for many days in order to be effective.  

At some point in the game, during the middle of the day, Kakita Fujimura will start to show signs of physical distress: he begins to sweat profusely and occasionally shift or rub his belly as if suffering from indigestion.  If the PCs ask him what is wrong, he will be embarrassed, insisting he is fine and suggesting something he ate may be disagreeing with him.  However, he will submit to a brief physical examination if the PCs insist (this will not count as an interruption to the game, since it is Fujimura himself who is the source of the problem).

A roll of Intelligence/Medicine (Antidotes) at TN 20, or Intelligence/Poison at TN 15, will diagnose that he is suffering from some sort of toxin.  A roll of Intelligence/Medicine (Antidotes) at TN 20 will prescribe the proper treatment (a mild purgative), or the spell Hands of Jurojin will solve the problem.

However, since the source of the trouble is Fujimura’s tea, the problem will recur two days later, requiring additional treatment.  This time Fujimura’s illness will be serious enough to force him to spend the rest of the day in bed (interrupting the tournament).  

Smart PCs should be able to figure out the source of the trouble: Fujimura’s tea, the only thing he alone is eating or drinking.  A close examination of the leaves (and a roll of Perception/Investigation at TN 15) reveals a fine white powder on them.  This can be identified as an accumulative poison with a roll of Intelligence/Medicine (Antidotes) at TN 20, or Intelligence/Poison at TN 15.  

Once Fujimura stops drinking the tea, he will be safe from any further health problems.  There will be no way for the players to trace the poison’s origins (though they will probably want to try).

Part 3: Life and Death

The third day the PCs are in the village (the second day of the Go game), the PCs may be able to notice (with a Raw Awareness roll at TN 20) a change in the mood of the villagers.  Although the usual gloom does not lift, an aura of subdued expectation develops over the course of the day.  Several village children lurk around the Last Shochu Inn as though waiting for something to happen.

If the PCs ask anyone about this, the villagers claim ignorance and try to go on about their business.  “I surly do not know what you mean, samurai-sama.  This is just another day.”  If the PCs are at the Last Shochu, they will notice the innkeeper Jokichi puts a meal and three bottles of shochu on the counter even though no one is there.

Late in the evening, while a light rain drifts through the town, two samurai ride into town on huge Otaku warhorses.  They dismount and enter the Inn:

The door to the Last Shochu slides open and two samurai enter: a large burly Crab and a squat, stout Unicorn.  The Crab has a surprisingly neat and civilized appearance, with trimmed hair, a clean-shaven face, and clean but battle-worn armor.  By contrast, the Unicorn is a fearsome sight, his face tattooed white and covered with gruesome burn scars. The Crab wears an emerald green sash with the mon of the Emerald Champion over his blue and grey armor.  The Unicorn, oddly, wears the mon of the Scorpion alongside that of his own Clan, and has four small mons embossed on the left arm guard of his armor.  Both men are in full battlefield armor and carry an array of weapons, which they make no move to set aside.  

The PCs can roll Perception/Lore: Heraldry at TN 10 to identify the Crab as wearing the Hida family and school mons.  A roll of TN 15 determines that the Unicorn wears the old family mon of the Moto family (the death-mask mon).  The four small mons on his arm can be identified with a TN of 30 or better (or a roll of Intelligence/Lore: Shadowlands at TN 25) as the mons of the legendary Dark Moto, those members of their family who fell to the Shadowlands, and who were supposedly destroyed during the reign of Toturi I.

The two men shake the rain from their traveling cloaks and proceed up to the counter wordlessly.  In silence, they each lift a bottle of shochu in unison and drain it with a single swallow.

The two men are actually spirits in corporeal form: Hida Hiroku and Moto Tetsuo.  They appear to be human to all outward perceptions (although a PC who somehow has the gift of seeing ghosts or otherworldly spirits will be able to sense their true nature).  The ritual which  binds them to Hiroku’s shrine causes them to assume mortal form once every 11 years, 11 months, and 11 days.  

Hiroku and Tetsuo do not know what year it is, and have no real memory or sense of time.  As far as they are concerned, they are on the way north to meet up with two shugenja and deal with a Dark Moto which is in the area.  They have little time for small-talk.  

Hiroku is very polite and well-mannered, but he does not suffer fools.  Tetsuo is neither polite nor mannered, but generally remains silent unless deeply provoked, preferring to grunt and glare at those who address him.  Neither of them is interested in assistance, and if any of the PCs make any offer to accompany them, Hida Hiroku will politely but plainly state that they will endanger the mission because he cannot protect them.  

After the two ghosts finish their food, they look at the remaining bottle of shochu on the counter before them.

The Moto raises his grim countenance to glower at the innkeeper.  His voice sounds like gravel in a bucket.  “We asked for four bottles and you bring us three.”

Jokichi bows very low and replies in humble tones.  “Forgive me, samurai-sama.  Due to our unexpected number of customers, this is the last shochu available.”

The Hida barks a brief laugh.  “Yes, innkeeper, this may well be the last shochu.”  With a quick and surprisingly graceful movement, he pours half the contents of the third bottle into each of the other bottles.  He lifts his half and holds it in the traditional pose for a toat.  The Moto immediately mirrors him.  The Hida’s deep baritone voice resonates within the inn.

“The lifting darkness,

Seeds left to  grow wicked fruit,

To the last shochu.”

The two down their drinks and prepare to leave the Inn. Neither man pays for the meal, but the innkeeper seems untroubled by this and simply picks up the empty bowls and cups.  

If the PCs make any attempt to stop them from leaving without paying, Jokichi will try to intercede on their behalf.  “These men have paid in the dearest coin they have a long time ago.  Their food is always free in this inn.”  He will not say any more, even if threatened.  

Outside the Inn, the two men mount up Once outside the inn, both men mount up on their huge Otaku steeds.  Anyone watching can tell that Hida Hiroku is uncomfortable in a saddle, but does not allow that to slow him down.  The two warriors set out at a fast pace northward, into the wasteland which was once the Golden Plains.

Part 4: Interlude: Yamamiya Arrives

The night after Hiroku and Tetsuo pass through the town, Toritaka Yamamiya comes into Aichi-Mura.  He is a dirty, ragged Crab bushi who has clearly been traveling for a long time.  His garments and gear are caked in mud, except for his swords (which he keep laboriously clean).  A wet, bedraggled falcon perches on his shoulder, occasionally screeching irritably or biting his ear (which he endures stoically).  

Yamamiya arrives at the Last Shochu Inn late at night, trudging wearily into the common room and asking Jokichi for a room.  If no rooms are available (highly probably, given the circumstances), he will sigh with a world-weary manner and ask if there is space to sleep in the stables.  

There is a strong chance that at least one PC has previously encountered Yamamiya (in the adventures “Wrath of the Kami” or “Scholarship”).  Yamamiya has incredibly bad luck and is cursed to be hated by all Earth spirits.  By now, his travels across the Empire have caused him to acquire “Bad Reputation: Bad Things Happen Around Him For No Reason.”  Some samurai find him a pitiable figure, while others consider him a fool.

It is likely that some of the PCs will want Yamamiya to leave immediately, fearing that his bad luck will bring disaster to the Go game.  The young Crab is well aware of his own terrible fortune, and is willing to leave if he is asked reasonably politely by someone who has helped him in one of those two previous adventures.  He will merely ask to stay long enough to eat a meal and rest his legs.  However, if the PCs are rude and aggressive toward him, he will protest that only his daimyo can order him about.  However, if the PCs are insistent, he will still ultimately cave in and leave.  

If any of the PCs ask why he is here or where he is going, he will be happy to explain: he has traced the curse on his family line to an ancestor, a historian named Toritaka Tonozaka.  Tonozaka’s writings are “somewhat eccentric,” and make reference to a number of individuals, most notably a “Hida Hiroku.”  Yamamiya has identified Hida Hiroku as an Emerald Magistrate from the time of the Clan Wars who, after the Day of Thunder, lived at the edge of Golden Sun Plain.  “Just like a Crab to live in a wasteland,” Yamamiya observes.  He plans to seek out this house and see if any clues can be found there to his ancestor’s strange and accursed life.

None of the villagers will speak with Yamamiya once he mentions the name of Hida Hiroku.  However, if any of the PCs mention their encounter with Hiroku and Moto Tetsuo, he will become quite excited, declaring that perhaps his luck has changed, and sets out immediately to seek them.   Yamamiya will not hesitate to believe that Hiroku’s ghost is in the area – he is a Toritaka, after all, from a family with a long history of dealing with the supernatural.  

If the PCs allow him to remain in the village, Yamamiya will take whatever sleeping arrangements are available (most likely the stables or a peasant hut).  Otherwise, he leaves that night and sleeps out in the country (it rains again late that night).  Either way, he will leave without disrupting the Go game – which the PCs may consider something of a minor miracle.  

Part 5: End Game

Toritaka Yamamiya will return to Aichi-Mura three days later, in the late afternoon.  He staggers into the village, clearly exhausted, even dirtier and more ragged than before.  He is also injured (down 9 Wounds), with a set of ugly parallel wounds in his side.  He will be trying to shout an alarm as he comes into the village, but his exhaustion and lack of breath leaves him unable to do more than utter a weak croak.  He will head directly toward the first PC he sees.

Yamamiya gasps out his news between deep, retching breaths.  “Oi!  Most horrible!  There are enemies behind me, forces of the Shadowlands, no more than a half-hour!”  

Presumably the PCs will ask for details and demand to know how such creatures came to be here.  Yamamiya does his best to explain.  “I… I went to find the house of Hida Hiroku, on the edge of Golden Sun Plain.  It was well past moonrise when I finally located it, a ruined house surrounded by old half-dead trees.  Inside I found a peculiar shrine, apparently dedicated to Osano-Wo.   It was obviously quite old, as old as the house, but I could feel the power radiating from its… never mind.  No time for details.  Spirits appeared there, not ghosts but something else, chanting in some sort of ritual, and then two armored bushi came in.  They must have been Hida Hiroku-sama and his companion, though it was difficult to see in the dark.  They were staggering toward the shrine as though dreadfully wounded.  I tried to speak to them.  I… well… umm… the shrine… there was a great commotion.  The two spirits stopped chanting and faded into nothingness, and the two bushi suddenly no longer looked like men – they became ghosts, I could see through their bodies.  The Hida said something to me about ‘the ritual is broken’, and the other said ‘damn him to hell, the Dark Moto is free.’  That’s when I heard what was outside…”

“I stumbled outside the house and saw… horrible creatures, things from the Shadowlands, gathered around something… it looked like a man, but its eyes blazed with a blue light, and it wore the armor of the Unicorn.  It must have been the ‘Dark Moto’ the spirits spoke of.  I had no time to study it, for I heard it tell the creatures to seek the nearest settlement and destroy all they found.  I knew that was here, so I ran at once to give warning… I have only barely managed to stay ahead of them.  There are many… one of them, a small fast one, caught up to me.  I managed to slay it, though it wounded me… the rest of them are not far behind.  I have been running non-stop to beat them here.”

Toritaka Yamamiya is a true Crab in his heart, and is fully prepared to die fighting to protect the village from the advancing Shadowlands creatures.  He will urge the PCs to do likewise.  

· If any of the PCs ask for details about what happened in the house, Yamamiya will look pained, and suggests this might better be discussed after the crisis is over.  If the PCs are insistent, he will reluctantly confess that when he stepped forward to aid the Crab, he tripped in the dark and knocked over the statue of Osano-Wo in the shrine.

· If the PCs about the nature of the creatures following him, Yamamiya says they appeared to be oni of various sorts.  “Many of them were small, fiendish and bestial creatures, like pigs but with huge tusks and fangs.  It was one of those that wounded me.  But there was also a huge one with a head like an ox, its body smoking as though on fire, and also one other larger man-like one with red skin, who carried swords.”  He does not know if the Dark Moto accompanied them.

· Any PC who hears these descriptions can roll Intelligence/Lore: Shadowlands to identify the creatures.  TN 15 identifies the small creatures as Hellbeasts (though they are usually described as larger creatures, as big as ponies), TN 20 identifies the ox-headed creature as an Oni no Gorusei (known as a large flesh-eating beast which sets fire to those it touches, and often accompanies lesser creatures), and TN 25 identifies the man-like creature as an Oni no Genso, notorious for cruelly mocking those samurai who face it in combat.  

· Yamamiya will not ask for healing, but will accept it if it is offered.  He does not have any jade or other substances that might be useful against invulnerable Shadowlands creatures.

The PCs can make whatever preparations they wish.  It is probable that they will want to confront the creatures outside of the village proper, in order to minimize the potential damage to innocent peasants (and to the Go players).  

The PCs may decide to inform the Go players of the looming threat.  This will constitute an interruption to the game, of course.  The two old men listen carefully to the PCs and agree to prepare themselves to flee the town.  However, Kamato will strongly suggest to the PCs that they defend the village to the utmost.  “It is the duty of samurai to protect those weaker than themselves, and surely the poor villagers of this humble place are deserving of such protection.”  He promises to pray to the Fortunes on behalf of the PCs’ efforts.

The Enemy

The PCs are facing a dangerous group of opponents.  Thankfully, the Dark Moto has departed the area to explore this new Empire of the future.  Even better, the long imprisonment within the spirit realms has weakened all of the creatures somewhat, making them less deadly than normal.  Nevertheless, they will pose a serious challenge to most parties.

With the Moto gone, leadership of the creatures falls on the Oni no Genso, a creature of mockery and malice.  It resembles a muscular seven-foot-tall man with red skin and demoniac features, wearing a black hakama and wielding a daisho set whose blades are jagged and toothlike.  The creature is malicious, clever, and deadly, but also arrogant, prone to ignoring tactics in order to challenge the strongest opponent.  

Supporting the Genso is a hulking, bestial creature, an Oni no Gorusei, which resembles a giant, humanoid ox fourteen feet tall, with hollow eye sockets (faint reddish lights glow deep within) and drooling yellow fangs.  It shambles along smashing through anything in its past, snatching up living creatures in its massive forepaws to feast on their flesh.  

A pack of smaller creatures, Hellbeasts, scurry ahead of the Genso and the Gorusei, snarling and snapping at anything that catches the attention of their beady predatory gaze.  They resemble small, malformed boars, with long yellow-white tusks extending from their slobbering toothy mouths.  There will be three of these creatures (there was a fourth, but Yamamiya managed to slay it).  The Hellbeasts are stupid but also aggressive and very quick, able to sprint as fast as a swift man for extended periods of time.   

Confronting the Forces of Fu Leng

North of Aichi-Mura, a muddy, disused road heads north about three hundred yards to enter a patch of scrubby, unhealthy forest.  The road winds through the trees, which peter out after about another quarter-mile, and the land turns into bleak, ugly grassland.  This extends north a day’s travel to the edge of the gray wastes that were once Golden Sun Plain.  

As Toritaka Yamamiya said, the enemy is close behind – if the PCs move north into the woods immediately, they will encounter the creatures there.  In this situation they will find themselves in immediate combat with the pack of Hellbeasts, which come hurtling out from between the trees at breakneck speed, snarling and chittering with rage and hunger.  The PCs will have one round’s warning of the approach of the slower Oni no Gorusei, as it shoulders its way through the trees.  The Oni no Genso, being a clever fellow, will follow the Gorusei into combat, shielding himself with its bulk.  

If the PCs wait at the edge of the village, they will have a slightly more advantageous position: all of the creatures will have to cross the open ground toward them, giving them the opportunity to employ archery and ranged spells.  The pack of Hellbeasts will cross the open field in a single round, entering combat on round two, while the Gorusei will take two rounds to cross, entering combat on the third round (as before, the Oni no Genso will hide behind his larger compatriot until he can reach melee).  

Fighting at the edge of the village, however, carries a risk: it is possible that some of the creatures, especially the Hellbeasts, will get past the PCs and wreak destruction and carnage against Aichi-Mura.  Any Hellbeast that survives the first round of melee combat with the PCs will try to rush past and begin rampaging through the town, attacking any peasants or other targets it can find.  Unless the PCs took the precaution of evacuating the village or having everyone barricade themselves indoors, this will result in casualties – perhaps even a threat to the Go grandmasters, although it is to be hoped that the PCs have made arrangements for their safety.

Dueling the Genso

Regardless of where the PCs make their stand, the Oni no Genso will challenge the strongest-looking PC bushi, brandishing his swords and emitting a constant mocking commentary to disrupt their concentration (see his stats for details on his abilities).  Sample taunts could include the following:

· To a samurai-ko: “A woman with a sword?  Hah!  I can think of many better things for you to be holding.”  Lascivious leer.

· To a large samurai: “Hah!  One of your stature must be one of my kinsmen.  Perhaps I enjoyed the favors of your grandmother?”

· To a small samurai: “Put away that sword and fetch a toy top, it would be the right size for you!” 

· On bushido: “You samurai and your precious bushido.  Will bushido soothe your pain when I pull out your guts and dance on them?  Will it ease your mind when I rape your sister/wife/mother?”

· To a Crab: “I have met many of your brothers in the Shadowlands.  They are far happier there than they ever were on your precious Wall.  Why don’t you join them?”

NOTE: the nature of Oni no Genso’s taunts should be adjusted for players who are uncomfortable with mature content, or too young for it.  

Yamamiya’s Fate

Wherever the PCs choose to fight, Toritaka Yamamiya will fight alongside them, doing his best to make amends for his earlier mistake.  He is brave but not suicidal – he will fight intelligently, and if the PCs give up and retreat, he will do so as well.  However, if the PCs are losing and choose to die fighting, he will commend his soul to his ancestors and die alongside them.    

Conclusion: Counting Stones

Assuming the PCs succeed in destroying the Shadowlands attackers, the two grandmasters will resume their game (unless this was the fourth interruption).  The PCs will find their task much easier after this, as the villagers will accord them a new respect and admiration, and do their best to make sure the remainder of the long game passes harmoniously.  As a result, no further interruptions will take place, and the PCs will succeed in their task.

If Toritaka Yamamiya survived the fight, he will set out to return to Hida Hiroku’s home and complete his original quest.  Some or all of the PCs may want to go with him, both to investigate the area for themselves (and make sure there are no more Shadowlands creatures in the area) and to make sure Yamamiya does not get up to any more mischief.  

At the edge of the bleak, gray wasteland that was once Golden Sun Plain, you find an ancient, modest samurai dwelling, the paper missing from its walls and most of the tiles gone from the sagging roof.  Fresh holes have been smashed into the sides of the house, and the footprints of the creatures you fought are everywhere in the tortured soil.  A cold, bitter wind blows off of the Plain, stirring the ancient scraps of wood and paper that dangle from the wrecked house.  

Yamamiya will go inside the house immediately, searching for anything which may explain the strange history of his ancestor Toritaka Tonozaka.  He will eventually discover a broken floorboard concealing an ancient puzzle box – inside is a collection of ancient letters, including several from Tonozaka.  Yamamiya will collect these for later perusal, hoping he has finally found the key to his curse.  

The PCs, however, will probably be more interested in the shrine which Yamamiya damaged.  Sure enough, inside the central chamber of the house is an ancient shrine to Osano-Wo.  The statue of the Fortune of Thunder lies on the floor, broken into three pieces, and the rest of the shrine has been profaned, scratched and smeared with filth by the monsters which rampaged through here.

If the PCs make any effort to undo the damage (perhaps by cleansing the shrine or trying to repair the statue, or simply by offering a devout prayer), the air will shiver and the spirits of Hida Hiroku and Moto Tetsuo will appear before them.  

The two samurai are now clearly spirits, their forms translucent and faintly glowing.  They nod at you respectfully.  “You have our gratitude, samurai-sans,” the Hida says, his voice now deeper and more resonant than before.  “Without your efforts, those creatures would have done untold damage, and our long vigil here would have been in vain.”  The Moto nods silently.  

· The spirits, who now remember everything about their long duty, will explain how and why they came to be bound here (as described in the GM’s Summary at the beginning of the adventure).  

· Some PCs may ask whether there is any way to restore the binding.  Hiroku shakes his head no.  “The last remnants of the magic binding us here are fading even now.  Soon we will depart for Meido to await judgment.”

· Moto Tetsuo identifies the Dark Moto as Moto Yoshi, and warns that he will pose a grave threat to the Empire.  He urges the PCs to watch for this threat, since he and his friend Hiroku will no longer be able to do so. 

· If the PCs ask about Toritaka Tonozaka, Hiroku shakes his head sadly.  “My friend Tonozaka became… unbalanced… by the curse upon him.  He imagined a world in which I and my friends were great heroes, Thunders and Champions, and wrote about it in preference to the real Empire we all inhabited.”  If the PCs mention the travails of Toritaka Yamamiya (or bring him in to this room personally), Hiroku will be even more saddened.  “So the curse has been passed down to his descendents.  How unfortunate.”

· The PCs may ask about the nature of the curse (Yamamiya will certainly do so if he is present).  Hiroku does not know the details, but says it seems to have stemmed from a time when Tonozaka was traveling in the Wall Above the Ocean Mountains. 

Once the conversation is over, the two spirits fade away, departing for the afterlife.  Depending on how the PCs behaved, it is possible that some of them may soon find themselves gifted with the attentions of a kharmic ancestor (see “Rewards for Completing the Adventure” for details).

Tracking the Moto?

Some of the PCs (possibly those with more courage than sense) may try to track down the terrible Moto Yoshi.  Searching the area around the house and rolling Perception/Hunting at TN 20 will detect some footprints that seem to be from Rokugani sandals, but sink unnaturally deep into the soil: they move away from the house in a southwesterly direction.  After a couple of hundred yards, they simply end, as though the person making them vanished… or flew.

Ending of the Go Match

Assuming the PCs prevent the Go game from being interrupted more than three times, the two Grandmasters will continue to play for over three weeks.  Sometimes they make only one or two moves in a day, while at other times they snap the stones down in a flurry of rapid motion.  Any PC who has the skill Games: Go can tell they are witnessing a true masterpiece of play.  

After 23 days, Kakita Fujimura sits back, smiles, and bows to Kamato.  “I resign,” he says simply.   The monk bows in return and both men rise to their feet to prepare for the journey home.  The PCs’ duty is done.  

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:

2 XP

Good role-playing:


+1 XP

PCs prevent the Go game from being interrupted more than three times:



+1 XP

PCs defeat the Shadowlands creatures:
+1 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

PCs who fail to make sleeping arrangements for the Grandmasters will suffer a loss of 2 points of Glory. 

The PCs will lose 2 points of Glory if the grandmasters are forced to delay their game while the pagoda is cleaned.  

If the PCs do not get the pagoda properly repaired, they will lose an additional 2 points of Glory when the roof leaks during rainy weather.    

(PCs can reduce these losses by 1 point by role-playing an apology and rolling Awareness/Etiquette (Sincerity) at TN 25.)

PCs with Honor of 2.0 or better who kill the drunken peasant will lose 2 points of Honor for such a brutal solution.  (An exceptionally compassionate PC, especially one with Soft-Hearted, will lose 4 points.)  

PCs who use physical violence or cruelty against thr village children lose at least 1 point of Honor (2 or 3 points if their Honor is 2.0 or more).  

If the Go game is interrupted more than three times, the PCs fail in their mission, losing 2 points of Honor, 1 point of Status, and 5 points of Glory.  

If the PCs succeed in their mission and the Go game is played to completion, each PC gains 1 point of Status and 10 points (1 rank) of Glory.

Ancestral Guidance

If the PCs succeeded in defeating the Shadowlands forces, and met with the spirits of Hida Hiroku and Moto Tetsuo afterward, there is the possibility that these spirits may decide to offer ancestral guidance to one or more of the PCs.  This is resolved as follows:

Hida Hiroku can only potentially offer his guidance to Crab PCs and Daidoji PCs.  Such PCs can try to earn his approval if they behave courageously toward the Shadowlands forces, show courtesy and respect to their fellow samurai, and meet the following criteria: 

· Honor of at least 2.5, OR

· Honor of at least 1.5 and 3 or more ranks in the Storytelling skill (2 or more ranks if they have the Poetry emphasis), OR  

· They killed either the Oni no Gorusei or the Oni no Genso in single combat (they inflicted all the damage). 

Moto Tetsuo can potentially offer his guidance to Unicorn and Scorpion PCs.  Such PCs can earn his approval if they behaved courageously toward the Shadowlands forces and fought them honorably (no sneaking around or ambushing), and showed compassion for the peasants in Aichi-Mura.  In addition they must meet the following criteria:

· Honor of at least 3.0, OR

· Honor of at least 2.0, and faced either the Oni no Gorusei or the Oni no Genso in melee combat without fleeing or falling.

In either case, the PC must achieve one final test: they must show proper religious devotion to their ancestors, through regular prayer.  This is represented by a roll of Void/Theology (Ancestor Worship) at TN 20.  With a successful roll, the PC is awarded the cert for the appropriate ancestor.  

Appendix: NPCs and Monsters

Toritaka Yamamiya, Accursed  Crab Bushi

Toritaka Yamamiya is a loyal young Crab bushi who believes fervently in his Clan and its duty of protecting the Empire against the Shadowlands.  As a member of the Toritaka family, his own role is to watch for ghosts, a task he takes quite seriously.  Yamamiya has been plagued by atrocious bad luck his entire life, a fate which he has come to accept with a weary, “grin and bear it” attitude.  Only recently has he realized that his poor fortune is inherited from his ancestor Toritaka Tonozaka, rather than being merely his own personal burden.  This has made him slightly more hopeful for the future, although he generally remains a serious, dedicated man.   

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER 3 

	
	

	VOID 2


TN to be Hit: 15 (20 with light armor)


School/Rank: Toritaka Bushi 1


Rank One: One Free Raise per school rank on all Perception rolls.  May perceive invisible spirits with a Raw Perception roll at a TN of (5 x Spirit’s Air).  Adds Water ring to total of all Attack and Damage rolls.

Honor/Status/Glory: 2.5/1.0/1.1

Skills: Animal Handling (Falcon) 1, Athletics 1, Hunting 2, Investigation 3, Kenjutsu 3, Lore: Crab Clan 2, Lore: History 2, Lore: Spirit Realms 2, Meditation 1, Shadowlands Lore 2, Spears 1, Spellcraft 1.

Advantages/Disadvantages: Combat Reflexes, Magic Resistance (rank 3), Quick, Sage/Bad Reputation (bad things happen around him for no reason), Phobia: Enclosed Spaces (1), Unlucky (rank 3), Wrath of the Kami (Earth).
Equipment: Kimono, daisho set, light armor (not worn), traveling pack, pet falcon, 3 koku.

Two Villainous Ronin (pretending to be Emerald Magistrates)

	FIRE 2
	  AIR 2

	
	Reflexes 3

	EARTH 2
	WATER 2

	
	

	VOID 2


TN to be Hit: 15


School/Rank: Ronin Warrior 1


Rank One: When the declared target of an attack, gains one additional rolled and kept die to attack or damage rolls against that opponent each round.  (Must be declared at beginning of round, and may be switched on subsequent rounds.)

Honor/Status/Glory: 0.3/na/1.0

Skills: Athletics 2, Commerce 1, Deceit (Intimidation) 2, Defense 2, Etiquette 1, Games (Gambling) 1, Hunting 1, Investigation 1, Kenjutsu 2, Knives 2, Lore (Heraldry) 1, Lore (Law) 1, Peasant Weapons 1, Sleight of Hand 1, Stealth 1, Underworld 1.

Advantages/Disadvantages: Dark Secret (murdered an Emerald Magistrate), Social Disadvantage (ronin).
Equipment: Clothing, daisho set, traveling pack, 3 bu in coins. 

Oni no Genso, Mocker of Bushido

	FIRE 4
	  AIR 3

	
	Reflexes 4

	EARTH 4
	WATER 3 

	Stamina 5
	


TN to be Hit: 20

Attacks: 6k4

Damage: 6k2

Wounds: 17: +3; 33: +5; 49: +15; 60: Dead.

Carapace Armor: 3 (bypassed by jade or crystal)


Special Abilities: Fear 4.

Taunting: The Oni no Genso’s relentless verbal taunting and mockery disrupts the concentration and emotional harmony of his opponents.  Void points cannot be used within twenty feet of him, and all opponents in hand-to-hand combat find their School Rank reduced by 1 due to their inability to remember their training.  A PC who role-plays an attempt to ignore the Oni’s mockery and remain centered can resist this effect by making a successful Opposed Roll of Raw Willpower.    

Oni no Gorusei

	FIRE 2
	  AIR 2

	Agility 4


	Reflexes 3

	EARTH 5
	WATER 4 

	
	Strength 6


TN to be Hit: 15

Attacks: 6k4 (massive paw)

Damage: 6k3

Carapace Armor: 2

Wounds: 37: +5; 61: +10; 100: Dead


Special Abilities: Fear 2.  Immune to fire, both normal and magical.  

Burning Touch: Any flammable objects touched by the Oni no Gorusei (such as hair or clothing) instantly burst into flame.  A burning character will take an additional 2k1 damage per round until the flames are smothered or doused.  

Stunted Hellbeasts, Shadowlands Predators

	FIRE 1
	  AIR 1

	Agility 3


	Reflexes 3

	EARTH 4
	WATER 3 

	
	


TN to be Hit: 20

Attacks: 3k3

Damage: 3k2

Carapace Armor: 1

Wounds: 20: +5; 30: +10; 40: +15; 60: Dead.


Special Abilities: Fear 2.  

Trample: A Hellbeast can attack while running at full speed.  This is considered a Full Attack but, in addition to the normal effects of a Full Attack, the Hellbeast keeps one extra damage die.  These stunted Hellbeasts are too small to use their Gore attack.

Unquiet Graves

Page 3

