Stolen Relics

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

by Rob Hobart

You have been enlisted to assist Kaiu Sumata in his search for a relic of the Dragon Clan, lost 350 years earlier in the fall of Otosan Uchi. A simple and honorable task, with no complications. What could go wrong?

Adventure Summary and Background

Kaiu Sumata is a treasure hunter.  He has spent a lifetime seeking out the ancient lost relics of the Empire.  Sometimes his quests have taken him into the Shadowlands, hunting down artifacts stolen long ago by the forces of Fu Leng.  At other times they have taken him across the Empire, searching through dusty libraries and ruined castles.  

Currently, his services have been retained by Akodo Gintaku, the Akodo family daimyo.  Gintaku wants Sumata to track down Renkai’s Helm, an artifact of the Dragon Clan.  The helm originally belonged to Mirumoto Renkai, a minor hero of the Dragon during the time of the Four Winds.  Renkai intended to present the helm as a gift to his betrothed, a Crane samurai-ko, but their plans were interrupted by Daigotsu’s attack on the city.  Renkai died in the fighting, protecting his betrothed.  The Crane pledged to honor his memory by returning the helm, but in the subsequent fighting and destruction the helm was never recovered, leaving the Crane Clan’s promise unfulfilled.  Gintaku hopes to be able to return the helm himself, embarrassing the Crane and obstructing the recent attempts to form a Crane-Dragon alliance.  

Gintaku suspects that others may try to obstruct Kaiu Sumata’s quest.  Accordingly, he has called in some favors to arrange for a group of samurai (the PCs) to provide assistance and protection to Sumata.

Gintaku’s suspicions are correct – his plans have come to the attention of another of Rokugan’s power-brokers. This individual has dispatched agents of his own: a sinister criminal gang called the Spider’s Fangs.  They have been ordered to follow Sumata and to recover the helm (and kill all witnesses) once it is found.  

The Helm’s path since its loss was a convoluted one, but it ultimately wound up in the hands of a ronin otokodate, the East Wind.  There it remained for many centuries.  Recently, however, the otokodate was destroyed when its second in command betrayed his leader.  The Helm wound up in the hands of a demented ronin named Teiju, a man slowly going mad from Taint. In order to fulfill their quest, the PCs will have to locate the murderous madman Teiju, defeat him, and then survive the attentions of the Fangs. 

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 2.  

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 low-end parties, as follows:

Low-End Party (half or more of the characters are Rank One):

· Teiju has Reflexes of 4 and Earth of 4, and is School Rank 1.

· The Fangs Agents have Earth of 2.

· Shuji the Fang Leader has Reflexes 4.

Introduction

Each of the PCs will receive a letter informing them of their assignment to assist Kaiu Sumata.

· Imperial PCs and most Clan PCs (except members of the Shosuro family) will receive Handout #1.

· Shosuro-family PCs will receive Handout #2.

· Ronin PCs will receive Handout #3.

The letters direct the PCs to meet with Sumata at the Last Leaves Inn in the West Hub Village of Otosan Uchi.  The PCs will be able to do so easily by the deadline (the fifteenth day of the Monkey, September by the gaijin calendar).  

The Last Leaves Inn 

The Last Leaves Inn is located on the main street of West Hub Village.  Like the other three Hub Villages, West Hub Village has grown into a booming mid-sized city in the decades since the gaijin Thrane began trading through Otosan Uchi.  Over 4,000 people live here now, and the streets are busy day and night.  

The Last Leaves is a large, successful establishment with a bustling common room.  Merchants, urban laborers, visiting peasants, and ronin jostle for places at the tables, drinking and eating.  Samurai are led to quieter tables in the back of the room, where serving maids bring them food and drink.    

Kaiu Sumata is waiting for the PCs at one of these tables.  He is a thick-bodied balding man with a jowly face and oddly small, short, plump fingers.  His usual expression is open and smiling, and there is a general aura of childlike innocence and vulnerability about him.  Sumata is the Rokugani equivalent of a nerd – a man so focused on his research that he seems to lose track of everything else (including his own health) and so remote from normal affairs that he doesn’t really grasp the painful realities of Rokugani life.  He is quite friendly in a puppy-dog manner, and almost pathetically attentive and worshipful toward attractive females.  He is oblivious to most forms of rhetorical by-play and takes what he is told literally.  Around people of significantly higher social rank (Status 5.0 or higher) he tends to get nervous and tongue-tied, often stumbling over his words and otherwise making a fool of himself.

However, there are hidden depths to Sumata.  This is a man who has been into the Shadowlands and survived unscathed.  For all his seemingly wimpy and innocent nature, he is still a samurai at heart, and unafraid to die.  When confronted with a threat he understands or a challenge that lies within his field of expertise, he becomes quite capable and self-assured.   

When the PCs arrive, Sumata will jump up and bow to them, bobbing his head anxiously and smiling, and repeating this each time another PC comes to the table.  Once all the PCs have arrived, he will explain the nature of his mission.

“I am a specialist in the recovery of ancient artifacts and other lost treasures of the Empire.  My services have been retained by Akodo Gintaku-sama, the honorable daimyo of the Akodo family, for a most challenging and intriguing task.   He wishes me to track down Renkai’s Helm, an artifact of the Dragon Clan.  The helm originally belonged to Mirumoto Renkai, a minor hero of the Dragon during the time of the Four Winds.  It seems Renkai intended to present the helm as a gift to his betrothed, a Crane samurai-ko, but their meeting was interrupted by the Dark Lord Daigotsu’s attack on the city.”  His face wrinkles in disgust as he mentions the long-departed Dark Lord.  “Renkai died in the fighting, protecting his betrothed.  The Crane Clan pledged to honor his memory by retrieving the helm, but in the subsequent fighting and destruction it was never recovered, leaving the Crane Clan’s promise unfulfilled.  Gintaku-sama intends to see that this artifact is finally recovered and returned.”   

Sumata does not find anything strange about a Lion daimyo trying to recover an ancient Dragon artifact, despite the current poor relations between the two Clans.  “It is a noble task to retrieve such lost relics.  Why shouldn’t the noble Lion daimyo do such a thing?  The recovery of such a prestigious artifact will certainly bring great honor to his house.”   

The Kaiu can provide the following additional information, should the PCs ask appropriate questions.  

· Renkai perished during the attack on the city, but there are no records as to where, exactly, he fell.  Some time later, the Lion Clan and the Imperial legions razed the city.  Sumata has consulted their records (Akodo Gintaku gave him access to the Lion Clan’s archives) but could not find anything about Renkai or the helm.  “I suspect the artifact was either buried in the ruins, or had already fallen into someone else’s hands.”

· He can describe the helm, according to the records he has seen (mainly stories passed down through the Dragon Clan and Crane Clan): “It was sculpted in the form of a roaring dragon’s head, framing the warrior’s head within its jaws.  The lacquer was green and gold, of course, but I suspect that may have been replaced or flaked off by now, if the Helm is still intact at all.”  

· If the PCs express more interest in Sumata himself, he will be somewhat obviously surprised that anyone would care to learn about him.  If the PC who asked is female, he will be reduced to blushing, stammering incoherence, a Glory-mangling loss of face which the PCs should, hopefully, politely ignore.  Otherwise, he will explain (with an almost pathetic eagerness) that he has dedicated his life to recovering lost artifacts, relics, and forgotten knowledge of all sorts.  “So much of our history, so many great works of art and craft, so much knowledge and wisdom has been lost over the centuries.  How much stronger and finer the Empire could be if we recovered all of that!”
· Sumata is not by nature a boastful man – he is so fixated on his quest that it does not occur to him to be proud of his accomplishments.  However, if the PCs specifically ask whether he has previously been successful in recovering artifacts or knowledge, he will mention the following: the recovery of two ancestral daisho of the Hiruma family (both lost in the Shadowlands), the retrieval of a number of lost scrolls and records of the Kuni, Toritaka, Daidoji, and Yasuki families (both from old records and from in the Shadowlands), the recovery of the Hare Clan’s ancestral armor (lost when the Scorpion destroyed their first castle in the 11th century), and the successful excavation of a Dragon Clan artifact lost during a volcanic eruption/earthquake.   

PCs can confirm Sumata’s accomplishments from their own memories by rolling Intelligence/Lore: History at TN 25 or Intelligence with an appropriate specialized Lore skill (such as Lore: Crab Clan, Lore: Hare Clan, Lore: Relics, etc) at TN 20.

Sumata’s Plan

Kaiu Sumata believes the best source of information on the lost helm is the records of the Tiger Clan.  “Even in those days, the Yotsu family – the ancestors of the Tiger clan – were responsible for the ruins of Otosan Uchi.  And of course they spearheaded the later efforts to cleanse the city.  If anyone might have recovered the helm, or have a clue as to its whereabouts, they are the ones.”  He will state frankly that he will be relying on the PCs to arrange this.  “I’m afraid that diplomacy isn’t a strong point for me,” he says, rubbing his plump, sweaty hands together with anxiety.  

If the PCs ask how Sumata was able to read the Lion archives, he explains that Akodo Gintaku granted him access when he asked him to undertake this task.  

Surveillance by the Fangs

When the PCs first meet with Kaiu Sumata, he is already under observation by the Spider’s Fangs.  An agent of the Fangs will be following Sumata and the PCs throughout the rest of the adventure, while the rest of the Fangs’ squad waits nearby, ready to take action.  

There is a chance that the PCs can notice they are being followed.  Each PC should be allowed to roll Perception/Investigation once during the adventure, at a random time chosen by the GM.  The TN of this roll is 40 (the Fangs are extremely skilled at covert surveillance), but the PCs should not be told this.  If a PC makes the roll, that PC (only) recognizes the face of a random peasant, day laborer, or other passerby, and realizes they have seen the same person a half-dozen times over the course of the day.   

If any PC approaches their observer, the Fang will immediately turn away and disappear into the crowd.  They are also extremely skilled at shaking pursuit – PCs who want to follow them will need to make a successful Opposed Roll of their Perception/Hunting against the Fangs’ Agility/Stealth.   

In the unlikely event that a Fang is unable to shake a PC, he will attempt to lure the pursuing PC into a darkened side-street, where the PC will be ambushed by the other Fangs.   Given the Fangs’ skills, this is likely to end with the death of the PC in question. 

Part One: Meeting the Yotsu

Any PC will know that the residence of the Tiger Clan daimyo is within the ruins of Otosan Uchi, close to the port where the Tiger and Tortoise conduct their trade with the Thrane barbarians.  

The two minor Clans have built several roads through the bleak, gray wasteland that was once the Imperial capital, and Tiger bushi patrol these roads in pairs.  The PCs have travel papers from their daimyo authorizing them to assist Sumata, and he in turn has travel papers from Akodo Gintaku, authorizing him to go pretty much anywhere in the Empire in order to carry out the task of retrieving Renkai’s Helm.  The Tiger bushi raise their eyebrows at such unusual papers but nevertheless pass the PCs on.

Centuries ago, Otosan Uchi was the capital of the Empire and the mightiest city in Rokugan.  Today, the beautiful houses and small castles of the Tiger Clan are the only signs of human habitation.  The rituals of the Kuni cleansed the Taint from the city, but they also took the kami which support natural life, and the ruins of Otosan Uchi are as lifeless as the Kuni Wastes.

The daimyo’s residence is a large, elegant house posted atop a dusty hilltop, looking down on the great blue oval of the Bay of the Sun, its surface scattered with the sails of kobune and the strange, tall Thrane ships.  Two Tiger bushi, looking rather bored, stand guard outside the gate of the house.  

When the PCs approach, the Tiger soldiers straighten up and examine their papers carefully.  They admit the PCs through the gate into the walled front yard of the house, where a small, tepid garden has been constructed (using soil and water imported from elsewhere).  A pair of servants come out if the house and take the PCs’ chops, politely asking their business, then withdraw into the house.  The PCs are left in the garden to endure the chilly autumn breeze and occasional drifting puffs of gray, gritty dust.  

During this period of waiting, a trio of little girls (ages 5, 8, and 10) run through the garden area, shrieking loudly and playing at fighting each other with small bokken.  They will use the PCs as obstacles in their play, hiding and dodging behind them.  They are pursued after a few moments by a plump, smiling woman (dressed in a kimono in Tiger colors), who mildly scolds them for being unladylike.  

· If any of the PCs appear to take offense at the noise and disruption, the woman will bow and apologize to them, then shoos the children away.

· If the PCs are tolerant or kindly toward the girls (or even play with them), she will again apologize for the disturbance, but is clearly pleased by their kind-hearted behavior.  

· Either way, Kaiu Sumata will be startled and rendered helpless by the presence of females (of any age), shrinking into himself like a snail.

Although the PCs may not realize it, they have encountered the wife and three of the daughters of the Yotsu daimyo.  The PCs can do their quest considerable help (or harm) through their behavior here.   

The Meeting

Eventually (after about an hour) the PCs are admitted to the house.  Servants lead them down several hallways and into a large, airy room.  Afternoon sunlight filters through the white paper walls, giving the room a soft, pleasant glow (while shutting out the bleak exterior landscape).  The daimyo awaits the PCs at the far end of the room, leaning on an armrest, with his wife and his two eldest daughters (14 and 11) seated behind him.  PCs will, of course, recognize the wife and one of the daughters from earlier.  Outside the room, the PCs can hear laughter from the two younger daughters as they continue to play.

Daimyo Yotsu Araki is a pleasant, genial man in early middle age, with a kettle-belly and graying hair at his temples.  He will ask the PCs their business and listens attentively, resting the tips of his fingertips together.  PCs who try to get a read on his attitude (quite likely if they inadvertently offended against his wife and children) will find it difficult to get past his placid, smiling exterior – he rolls Awareness/Etiquette (Sincerity) of 8k4+4. 

Servants will offer tea.  Araki sips from his own cup and listens to the PCs with a smile.  He is a very enjoyable conversationalist, with a fatherly air and a knack for saying just the right thing to set his guests at ease.  

The PCs will need to explain their mission – if they let Sumata speak, he will stumble over his own words and generally make a fool of himself.  So long as they are reasonably polite and eloquent, and do not try to deceive him, Araki will listen to their request with an open mind.  In order to convince him to let them see his Clan’s records and histories, the PCs will have to role-play effectively and roll Awareness/Courtier at TN 20.

If the PCs offended his wife and children in any way, he will automatically reject their petition unless they take the initiative and apologize.  An effective apology must be well role-played and accompanied by a roll of Awareness/Etiquette (Sincerity) at TN 20.  The TN rises to 25 if the apology is delivered by someone other than the PC who committed the offense.     

If the PCs are unable to convince Yotsu Araki to help them, all is not yet lost.  A PC who has a Favor with another Clan (such as the Scorpion or the Phoenix) can offer that Favor to Araki in exchange for gaining access to the Clan’s records.  This will require a suitably role-played offer, showing due consideration for Araki’s position and avoiding being so crass as to openly bargain.  Under such restrictions, the offer will succeed.

Needless to say, resorting to physical threats or outright violence is a bad idea – despite his age and belly, Yotsu Araki is a capable warrior, and a dozen Tiger bushi will quickly swarm the room from outside.  Rude or threatening behavior will simply get the PCs thrown out of the house, effectively ending their mission (although a PC who avoided getting involved in such behavior could go back later and try to continue the mission alone).  

The Yotsu Archives

The records of the Yotsu family are kept in the basement of their strongest castle, a three-story donjon called Shiro Giri.  The PCs descend a narrow stone staircase into a small, dry, candle-lit chamber whose walls are lined with wooden shelves.  A Tiger courtier, Yotsu Kiju, will accompany the PCs but does not assist them, merely sitting quietly to one side of the room.  

In order to find the information they need, the PCs will need to roll Intelligence/Investigation at TN 30 or Intelligence/Lore: History at TN 25.  Needless to say, Kaiu Sumata will roll as well, using Lore: History and spending a Void point.  

With at least one successful roll, the PCs discover a scroll from the time of Yotsu Seio, the leader of the family during the reign of Toturi III.  At that time, the Yotsu were still a ronin family, but had already claimed responsibility for protecting the ruins of Otosan Uchi.  The scroll tells of an incident in which Unicorn troops visited the North Hub Village outside the city and uncovered a cache of weapons and artifacts.  The Unicorn apparently made an arrangement with a local otokodate (ronin band), the East Wind, located in East Hub Village and led by a man named Hokatsu.  They handed over the materials they found in North Hub Village to this otokodate in return for help dealing with an unnamed problem inside Otosan Uchi itself.  

The scroll does not say specifically what gear and wealth the Unicorn found, but it does refer to an unnamed Tortoise samurai who had been retrieving weapons and wealth from the other Hub Villages, which had been overrun by a gang calling itself the Sons of Shadow.  

If the PCs collectively make three or more successful rolls, they find another scroll which shows that after this incident, the Yotsu and the “East Wind” otokodate cooperated to destroy the so-called “Sons of Shadow” gang.  The end of this scroll states that the Yotsu allowed the “East Wind” to continue operating in the East Hub Village after this, in respect for their assistance. 

There are no further references to the East Wind in the Yotsu records – in order to learn more, the PCs must visit East Hub Village.  If the PCs wish to try to learn more about the unnamed dead Tortoise, they will have to consult the Tortoise Clan’s records.

Part Two: Speaking with the Tortoise

The PCs may decide to consult the Tortoise Clan records, most likely due to learning about a dead Tortoise who was involved in recovering artifacts from Otosan Uchi.  

The Tortoise Clan’s records are currently kept in a small, fortified three-story castle located on the northern peninsula of the Bay of the Golden Sun, near the ruins of the ancient Dawn Tower.  The castle is plain and unadorned, with a single banner with the Tortoise mon fluttering from above the battlements.  Gaining admission will be relatively easy for PCs with any significant Status (3.0 or higher), since the Tortoise are careful not to offend anyone with influence.  Such PCs will be readily admitted, and a polite Tortoise courtier will listen to their request and, so long as it is delivered politely, lead them to the Clan’s records-room.  Tortoise-Clan PCs, of course, will be automatically admitted. 

If all of the PCs have less than 3.0 Status, and none of them are members of the Tortoise Clan, they will have to ask the Tortoise for assistance.  Assuming they ask with suitable good manners (arrogant PCs will simply be politely refused), the Tortoise will smilingly offer to let the PCs look through their records… in exchange for a later favor.  If the PCs agree, all of them gain a 3-point Obligation to the Tortoise Clan.  

Researching the Tortoise Clan records will require a roll of Intelligence/Investigation at TN 30 or Intelligence/Lore: History at TN 25.  Kaiu Sumata will again roll, using Lore: History, but does not spend Void this time.  A successful roll uncovers a report on a samurai named Kasuga Miike, who was tasked with recovering weapons and valuables from Otosan Uchi and the Hub Villages.  The report is somewhat vague on why Miike was given this task, but does refer to unnamed “problems” in Otosan Uchi and to the rise of an aggressive criminal gang called the “Sons of Shadow.”  Three or more successful rolls also discovers a follow-up report which refers to Miike’s remains being returned by a ronin band called the “East Wind,” apparently based in East Hub Village. 

Part Three: East Hub Village

The East Hub Village is located on the northern shore of the Bay of Sun, and is of all the Hub Villages the one with the strongest presence by the Tortoise Clan.  It is a prosperous place, home to over 3,000 residents, and full of bustle and energy.  A large fleet of fishing boats helps provide its food needs, and a pair of military kobune with Tortoise colors patrol the waters offshore.  The Tortoise Clan administers the town, maintaining a magistrate here as well as a small barracks with twenty bushi.  Looking out onto the Bay of the Sun, the PCs can see Rokugani and Thranish ships sailing back and forth, and the bustling port of Otosan Uchi is visible a mile across the water.  Although none of the Thrane ships are actually allowed to dock in East Hub Village itself, the town is still a significant trade center, feeding parasitically off the wealth of Otosan Uchi.  A huge marketplace is located close by the docks district.   

Unfortunately, the local magistrate, Kasuga Chokaru, is a corrupt man who is running a smuggling ring for gaijin goods.  He is assisted by a rather brutal local ronin band called the “Broken Wings,” essentially a criminal gang which he protects from legal repercussions.  The Broken Wings are, in fact, the heirs to the old “East Wind,” which their leader betrayed and destroyed.   

This town is also home to another former member of the East Wind, the crazed murderer Teiju, who is the current owner of Renkai’s Helm.  

Notable Locations

The East Hub Village is a thriving town with no less than four inns (two in the docks district, two inland) where the PCs can stay.  These places are always busy, with commoners, ronin, and visiting samurai stopping for food and drink or a night of rest.  None of the inns have anything specially distinguishing them from each other.  

There are two competing geisha houses in East Hub Village, the House of Green Eyes (owned by a Unicorn merchant) and the House of the Jade Lantern (locally owned).  Both are respectable and prosperous establishments, although their intense competition causes them to regularly slander each other.  The rest of the town’s commoner residents find much amusement in the endless commercial feud between these two businesses.  

The town also has some less reputable businesses: a pair of sake houses, one of which – the “Crooked Stone” – doubles as a gambling den.  Both are located in the docks district, and both are officially run by local merchants sponsored by the Tortoise Clan.  

The town’s marketplace is a huge, sprawling area of stalls and tents, surrounded by warehouses where the various merchants keep their bulk goods.  This place is busy and raucous from early morning to late twilight. 

The docks district is noisy and energetic from dawn until late afternoon, as fisherman go and return with their catches and trade ships load and unload.  At night, however, this part of the town is unusually quiet, due to the recent string of murder.  The two Inns and the sake houses are the exceptions, of course, and are if anything even more crowded than normal, people taking shelter from rumors of death with late-night revelry.    

The PCs will find all of these locations and establishments to be excellent places for collecting rumors and gossip.   

Speaking with the Locals

Once the PCs arrive in East Hub Village, it is probable that at some point they will go out seeking rumors or gossip.  Depending on where they go (to a semi-reputable place like an inn or the marketplace, or less reputable locale such as a sake house), they can roll either Awareness/Investigation at TN 20 or Awareness/Underworld at TN 20 to pick up the local news.  What they learn will depend on what topic they are trying to ask about:  

The East Wind

· The East Wind no longer exits.  However, most people clearly recognize the name.  The PCs will find a distinct sense of unease and alarm which arises whenever they mention the East Wind, and no one in the town is willing to openly say what happened to the otokodate.  The PCs can learn, however, that whatever happened was relatively recent (within the last couple of years).

· If the PCs drop a few bribes when asking what happened to the East Wind, they may catch muttered remarks of “the Broken Wings know, and the Magistrate.  Ask them.”  

· If the PCs specifically ask whether any of the old band are still around, the locals will mention (furtively) that some of them are in the Broken Wings.  

· If the PCs specifically ask for any former members who are not part of the Wings, they can roll Awareness/Investigation at TN 25 to track down reports of Guroi, a drunkard who hangs out in the marketplace district doing odd jobs for money.     

· If the PCs ask about the East Wind’s headquarters, the locals will hesitantly point them to the burned ruins in the docks district.  They will not say what happened to the building, other than to shrug and mutter, “A fire.”  

The Broken Wings

· If the PCs ask whether there are any active ronin groups in the town, the name of the Broken Wings will quickly arise.  

· The general tenor with regards to the Wings is one of fear and intimidation, especially in the sake houses and other disreputable locales.  The locals will point out members of the band, but will do so furtively.    

· If the PCs ask who leads the Wings, they can learn the name “Kabo.”

· By spending a bu or more in bribes, the PCs can learn the otokodate’s current headquarters, a building on the northern edge of the marketplace district.    

The Magistrate (Kasuga Chokaru)

· If the PCs ask about the local authorities, they will quickly be pointed at Kasuga Chokaru.

· Chokaru has been magistrate of East Hub Village for about five years.  The previous magistrate retired after serving for over twenty years.

· Chokaru is quite wealthy, and is widely rumored to be corrupt.  The exact nature of the corruption is never openly discussed.  PCs who roll Awareness/Investigation at TN 20 notice that people clam up on this topic whenever the Broken Wings are around.  

· If the PCs ask for any personal details about Chokaru, or ask about him at either of the geisha houses, they will quickly learn that he is widely known to be besotted with Mido, the finest girl at the House of Green Eyes.  He has been trying to buy her contract for months, but the madam is holding out, hoping for a more prestigious customer than a lowly Tortoise.   

· Chokaru makes little effort to actually enforce the law in the town.  The Tortoise troops seldom leave their barracks to patrol the town, even during the day, and are never seen at night unless someone goes to summon them.

Crimes/Murders/Strange Incidents/Problems

PCs who ask about any sort of strange incidents, violence, crimes, and suchlike can learn about two separate things, depending on what they ask about.

· If they ask about murders or violence, they can learn that there has been a rash of violent deaths in the docks district over the last three months.  Five different people have been brutally killed, literally ripped limb from limb and then set on fire.  The magistrate hanged a dockworker for the first two crimes, but three more have happened since then.  The most recent one was two weeks ago.  

· If the PCs ask about financial crimes, yakuza, smuggling, or anything associated with the magistrate, they can catch rumors that “a lot of gaijin goods are moving through here, and probably not taxed either.”  PCs who make a Raise on their roll, or who spend a koku or more in bribes, can get vague hints that both the magistrate and the Broken Wings are involved in this activity.

Part Four: The East Hub Magistrate, Kasuga Chokaru

The magistrate’s residence is a small but fine-quality house located on East Hub Village’s main street, a few blocks from the town’s two geisha houses.  An eight-foot-tall wooden wall surrounds the house, with a large front gate and a smaller servant’s gate in a side alleyway.  A Tortoise bushi stands guard outside the main gate at all times.  Chokaru being a rather paranoid individual, the alleyway leading to the servant’s entrance has only one exit – out onto the street, within view of the front gate and the guard.   

If the PCs seek an audience with the magistrate, the guard will make them wait out on the street while a servant takes their chops inside.  The wait will be a long one – Chokaru will leave them to stand on the street for at least an hour, emphasizing his status and authority.  If they specifically state beforehand that they are seeking information on the East Wind, he will refuse to meet with them at all, eventually sending out his servant to tell them “Kasuga Chokaru-sama regrets that he is unable to see you today, and suggests that you try again tomorrow.”  (A PC who rolls Intelligence/Etiquette at TN 10 recognizes this as a polite way of saying, “Don’t come back.”)

If the PCs do gain access to Chokaru’s residence, they will be led in to a small interior room:

The chamber is richly furnished, with elegant paintings along the walls and fine sculptures in the corners.  The floor is polished to a high shine, reflecting your images as you bow to the magistrate.  Kasuga Chokaru is a short, thin man in his thirties, with a pot-belly and a face that tapers to a narrow, receding chin.  He sips on a cup of tea and regards you with narrowed eyes.

Chokaru is a corrupt, paranoid man, growing wealthier every month off covert gaijin trade, and under equally covert pressure from the Scorpion Clan’s criminal networks.  He will regard the PCs with instant suspicion, especially if some of them are Scorpions, Mantis, or fellow Tortoise, and will do his best to be completely uncooperative with them (although, as a skilled courtier, he will be careful not to insult them past the boundaries of protection offered by his station).  He speaks with a nasal, reedy voice and interrupts his speech with frequent noisy, slurping sips of tea.

· Chokaru will claim to know nothing about the East Wind.  “Ronin come and go.  What does it matter?  One is as worthless as another.”  

· If the PCs ask about the Broken Wings, he will feign ignorance, and becomes offended if the PCs press him on the matter.  “I have told you that I know nothing of ronin!”

· He can confirm that the Tortoise Clan has governed East Hub Village for most of the last three centuries, since Otosan Uchi’s ruins were cleansed. However, if the PCs ask to review his office’s records or histories, he will be instantly hostile and suspicious.  “I cannot imagine how our Clan’s records would assist you in this matter, and in any case, Clan secrets cannot be divulged for such a frivolous cause.  I must refuse.”  

· If the PCs mention the recent rash of murders in the docks district, he will immediately take offense that they are questioning his competence as a magistrate.  If they pursue the matter, he throws them out of the office.  

· If the PCs actually mention any of the rumors about Chokaru’s relationship with Mido, he will take great offense at such “grotesque gossip” and immediately throws them out.

The PCs can attempt to determine Chokaru’s truthfulness in the usual manner (contesting their Perception/Investigation against his Awareness/Deceit of 8k4+4). PCs seeking a more general picture of his behavior/personality can roll Awareness/Investigation (Notice) at TN 25.  With a success, the PCs can realize the following:

· Chokaru is clearly quite paranoid, especially about the Scorpion Clan.  He regards the village as his “turf” and sees any outsiders as threats to his position.

· If the PCs mentioned the murders, his reaction was genuine, and unconnected to anything else except for the fear that the unsolved cases might somehow be used against him.  

· If the PCs mentioned Mido, his reaction was very  fearful and mostly personal (e.g. more concerned about emotional loss than disgrace in this case).

Convincing Chokaru to Cooperate

The PCs will probably want to try to gain Chokaru’s cooperation, either to review his records and reports on the East Wind, or to gain access to his information on the murders in the docks district.  Since he will absolutely not cooperate with them normally, they will have to find a way to force him into a more amenable frame of mind. There are several obvious ways in which this can be accomplished:

· Mido.  If the PCs learn that Chokaru is in love with Mido the geisha, they can use this as leverage against him.  This could be done crudely (by threatening her life), or more subtly, such as by buying out her contract and offering it to him.  Chokaru is completely helpless where Mido is concerned and will quickly capitulate when the PCs use such methods.  A threat against Mido might need to be backed up with a Willpower/Deceit (Intimidation) roll at TN 20.

· Corruption and Blackmail.  PCs can try to blackmail Chokaru over his smuggling activities.  This could simply be a bluff (claiming to have knowledge they don’t actually have), in which case they would need to defeat his Perception/Investigation roll of 6k3 with their Awareness/Deceit (Lying).  If the PCs have actual evidence – such as testimony from a member of the Broken Wings – no die roll will be needed.

· Bribery.  PCs could try to simply bribe Chokaru.  This would have to be handled delicately, in such a way as to protect his pride and relieve him from any fear that they might be setting him up for later blackmail.  (Obviously, a Scorpion will not be able to get anywhere with him, since he fears them all so intensely.)  If a PC role-plays this well, a bribe of at least 10 koku will be enough to convince Chokaru to grant them access to his records.       

· Pulling Rank.  An Emerald, Jade, or Sapphire Magistrate, or a PC with Status of 3.5 or better, could try to “pull rank” and demand Chokaru’s cooperation.  This will require role-playing an effective demand and then defeating Chokaru with a Contested Raw Willpower roll.  (Chokaru’s Willpower is 3.)   If the roll fails, Chokaru defiantly expels them from his office.  “My position may be a modest one, samurai-san, but you have no jurisdiction here!”  

What’s in the Records

If the PCs do gain access to Chokaru’s records, they can roll Intelligence/Investigation at TN 20 to research a particular topic.  

The East Wind.  The PCs can easily determine that the East Wind operated in the town for many years.  

· There is a report from two years ago that a ronin named Makojin, “apparently leader of the so-called East Wind,” was killed in a bar brawl with a man named Teiju, apparently a former member of the same group.  The report states that the magistrate was unable to apprehend Teiju.  A PC who rolls Intelligence/Lore: Law at TN 20 after reading these reports will conclude that the magistrate made only a token effort to find the killer.

· There is another report, from a month later, of the East Wind’s headquarters burning down.  Arson was suspected, but no one was ever convicted.  Four members of the otokodate died in the fire.

· There are no other reports of the East Wind after the fire.  However, a new band called the “Broken Wings” begins to appear in the reports.  It is generally depicted in a positive tone, as a group cooperating with the magisterial authority.  

The Murders.  The PCs can find reports on all five of the murders in the docks district.  They are described as brutal killings in which the victims’ arms are literally torn from their sockets, after which they were soaked with lamp-oil and set afire.  The oil typically came from lanterns stolen from nearby houses or businesses. 

· A dockworker named Mogura, known for violent brawling and starting fires was convicted and hanged for the first two crimes.  However, the conviction was based on circumstantial evidence (he was found drunk near the second body, with blood on his hands).  Mogura initially claimed innocence, and insisted he had seen the murder committed by a man with a “demon head.”  Eventually, however, he confessed.  

· The third murder was committed a week after Mogura was hanged.  The reports attempt to maintain the fiction that the later murders are unconnected to the first two, despite the obvious similarities.  

· All five murder victims were commoners, and were killed at night.  Four of them, all men, were killed while returning home from an evening at one or another of the Inns or sake houses.  The other victim (number four in the sequence of killings) was a woman, of indeterminate occupation.  A PC who rolls Intelligence/Underworld at TN 15 after reading the report will realize that she was a prostitute.    

· The only witnesses to the crimes were an old drunk named Tsube and a stable boy from one of the Inns, a child named Taro.  Unfortunately, the drunk claimed the crime was committed by a “horrible Oni with eyes of fire,” while the boy said he saw a man with a monster’s head.  Since there has been no evidence of oni or other unnatural creatures in East Hub Village, both reports were dismissed as fanciful tales.     

· There have been several weeks between each murder.  The most recent killing was two weeks ago.

Part Five: Miscellaneous Investigations in East Hub Village

Once the PCs begin looking into matters in the East Hub Village, there are a number of different directions they can go.  The following sections discuss most of them.

The House of Green Eyes

The PCs may decide to visit the geisha house known as the House of Green Eyes, either on their own or due to hearing rumors of Chokaru’s infatuations with Mido.

Despite being owned by the Unicorn Clan, the House of Green Eyes is a perfectly normal geisha house with nothing exotic or foreign about it other than its name.  The madam, Kyumi, is a skinny, sallow woman in her fifties, with a face that seems to slump downward like melting wax.  She welcomes all her guests with simpering smiles and downcast eyes.

Mido is Kyumi’s prize geisha, a sixteen-year-old girl of astonishing beauty and perfect style and elegance, the sort of woman who inspires great works of art and epic poems.  Merely sharing an evening with Mido will require repeated requests and gifts, and low-ranking individuals (Status 1.0 or less) are generally refused the chance to see her at all.  

PCs who visit the House during the evening will observe Kasuga Chokaru arriving to spend an hour visiting his beloved.  The rest of the house is well aware of this and finds it quite amusing, especially since everyone knows Chokaru has no chance – with a prize like Mido, Kyumi is going to hold out for the very best possible patron.      

It is possible that some of the PCs may decide to try to purchase Mido’s contract (in order to negotiate with Kasuga Chokaru).  In order for this to have a chance of success, the PC who is attempting the purchase must be either a member of the Imperial families, or a Great Clan samurai with Status of 3.0 or higher.  Kyumi will negotiate the price quite relentlessly, extolling Mido’s virtues at length and waxing lyrical about the loss to her house at giving up such a magnificent young student.  Her absolute minimum, bottom-line price is 25 koku, and the PCs will have to negotiate extensively to get her down to that number.    

Looking for the Broken Wings

Once the PCs realize the connection between the Broken Wings and the old “East Wind” gang, they may decide to go in search of the Wings.

The Broken Wings typically hang out in the town’s two sake houses, as well as often visiting the inns and the two geisha houses.  During the day, they can frequently be encountered swaggering through the marketplace, harassing the merchants, flirting with women, and generally behaving boorishly.  PCs can easily identify members of the Broken Wings by the “mon” they wear on their backs – a stylized image of a bird’s wing snapped in half.  Although their garments are the typical low-cost ronin garb, many of them have very good quality weapons, obviously of great antiquity.  The otokodate has a total of eighteen members, but most of them have little to set them apart – the notable ones are listed below.

The Wings will avoid directly antagonizing Tortoise or Great Clan/Imperial samurai, but will not hesitate to harass or bully other Minor Clan or ronin PCs.  

The Wings’ headquarters is a large residential house located in the transition area between the docks and the merchant district.  During the day, typically about half to two-thirds of the otokodate’s membership will be there, frequently including the boss, Kabo.  In the evening, only about one-quarter of the members are at the headquarters, while the rest are out carousing (or conducting smuggling operations for Chokaru).

Kabo, the Boss.  A handsome, manipulative sociopath with powerful charisma.  Kabo was once the second-in-command of the East Wind, but sabotaged the group from within, setting up his leader’s murder by the psychotic Teiju and then arranging for Teiju to burn down their building.  With the group shattered and rudderless, he lead most of the remainder into the new “Broken Wings” gang.  All of this, of course, was done with the tacit support of Kasuga Chokaru, in return for the newly formed Wings running Chokaru’s smuggling ring.  

Kabo is a man with far too much ambition, who dreams of taking control of the entire village and building up the Wings to rival the major criminal enterprises in the Empire.  He has no real hope of success, of course – like many clever criminals, he has never been forced to confront larger, better organized enemies.   Kabo and Chokaru each believe they are using the other, but Chokaru is closer to the truth in that matter.  

Kabo is undeniably clever, skilled, and magnetic, and can be quite charming when he puts his attention to it.  He is also clever enough to avoid openly antagonizing higher-ranking samurai.  However, if the PCs try to question him about his own background, the origins of the Broken Wings, the smuggling, or anything else touching on his shady past, he will brush them off with vague answers and change the subject.  If the PCs press him aggressively, he will simply leave while his ronin brothers close in protectively around him.  

Beiku the Brute.  Kabo’s principle enforcer, serving as “bad cop” when the boss needs someone bullied, brutalized, or murdered.  A short, angry, violent man who lashes out at the slightest provocation, Beiku normally has just enough self-control to avoid openly confronting Clan samurai.  However, he is also the prototypical “mean drunk” and when deep in his cups (late at night in the sake houses) will pick a fight with almost anyone.  

Ikase, the Mourner.  If the PCs spend any time watching or asking about the Broken Wings, they can roll Awareness/Investigation at TN 20 to notice this man – a quiet, serious fellow in his early twenties, who wears a traditional samurai topknot and generally avoids the swagger and bluster which characterize the other Wings.  

Ikase was a loyal member of the East Wind, but out of self-preservation managed to convince Kabo that he had switched sides.  He is filled with guilt about this betrayal, but is self-controlled enough not to show it, and tough enough that the rest of the Wings don’t push him too hard on the topic.  

In order to gain Ikase’s help, the PCs will have to approach him separately, and in a way which shows both respect and sympathy – a difficult line to balance.  If the PCs seem to be too sympathetic or patronizing, he will dismiss them: “You can’t possibly understand what I must do to live.”  Conversely, PCs who try too hard to butter him up or flatter him will probably make him angry and offended.  “Don’t patronize me, samurai!  I am no hero!”  

Ronin PCs will obviously have a leg up on any approach to Ikase, since they can have real empathy for his circumstances.  Female PCs will also have an advantage, since he is a physically lonely young man, and quite vulnerable to romantic or seductive approaches.  

If the PCs do make a well role-played approach that avoids offending Ikase, it will be possible for them to get him to open up with an Awareness/Etiquette (Sincerity) roll at TN 20.  (A female PC who makes an appropriate approach can substitute Deceit [Seduction] at the same TN.)  

Once Ikase starts to talk, his words will burst forth as though an inner dam has ruptured.  “Makojin was an honorable man, we were all honorable men once.  Kabo wanted more, though, he was never happy with just being a lowly otokodate.  He always talked about how this was a new era, a time when the real power was money, not birth.  When that new magistrate came in, that Chokaru,” he spits, “he and Kabo started hanging out together at the House of Green Eyes.  Chokaru had his eye on the girl there even back then.  They must have planned it there, for months.”  

“It was Teiju.  He was always crazy, something wrong with him, he had joined up the year before but Makojin expelled him after a few months, when he broke a peasant’s fingers for spilling sake on him and then set the poor devil on fire.  After he left we realized he stole some of the weapons and gear from our house as well.  He jumped Makojin in the bar and beat him down, while Kabo and his personal thug Beiku prevented the rest of us from helping.  Then a week later the house burned, and don’t try to tell me it was a coincidence, the way Teiju always acted around fire.  There was nothing left after that, Makojin was gone, the house was gone, and Kabo announced he was forming a new gang and that we would work for the magistrate.  What was I supposed to do?  I had to eat.  I joined.”

Once he has vented, Ikase will answer any further questions the PCs might have:

· Who was Makojin?  “He was our leader, when we were still the East Wind.  A fine man, but a little too willing to give second chances to those with less Honor. He trusted Kabo too much.”

· Kabo and Beiku: “Kabo joined the year before me, and once he got in he started recruiting other men like him, ruthless men like that thug Beiku.  Kabo must have had his eye on the top spot from the beginning, but Makojin never realized.” 

· Teiju: Ikase describes Teiju as a “hulking vicious brute” who came from somewhere down south.  He was fascinated by fire and was always staring at it.  Ikase suspects that Teiju is responsible for the recent string of murders, but does not know where to find him.  “The magistrate made a point of not looking for him after the murder, but Kabo hasn’t meddled with him either.  He could be anywhere.” 

· If the PCs ask whether Teiju had any notable or distinguishing features, Ikase will recall one: “He wore a tattoo on his chest, I saw it a few times in the bathhouses.  It showed a claw holding some sort of pillar or tower.”  A roll of Intelligence with either Lore: Shadowlands or Lore: Crab Clan at TN 20, or Lore: Heraldry at TN 30, will identify this as a tattoo frequently worn by Crab bushi who serve on the Wall near the infamous Fifth (or Fallen) Tower. 

· The Helm: Undoubtedly someone will ask about the Helm – Kaiu Sumata will think of it if no one else does.  Ikase nods in remembrance.  “That was one of the items that went missing after Teiju left.  None of us ever wore that old thing, it was far too gaudy.”

· Smuggling: Ikase will readily admit that the gang is running a smuggling ring for the magistrate Kasuga Chokaru, but will also warn them not to meddle with it.  “Kabo will kill anyone who gets in his way. And I’m not about to cross him myself.”

PCs with money might try to get Ikase to betray Kabo by offering him employment.  This will only work if the PC is wealthy and prestigious enough to make the offer believable (at least 5 koku in their outfit, and Status 3.0 or better).  Such a PC will receive the “Ronin Dependent” cert.  In return, Ikase can provide them with information and testimony they can use to bring down (or blackmail) Kasuga Chokaru.  

Guroi the Fallen 

PCs who ask about former members of the East Wind can track down Guroi by rolling Awareness/Investigation at TN 25.  Guroi is a drunkard, a haggard man with a scruffy beard and unkempt hair.  He spends his days in the marketplace district, doing odd jobs for money which he spends on food and (mostly) sake, and sleeps at night in barns, stables, and anywhere else he can find.  

Guroi lives in fear of the Broken Wings, and hides whenever they are around.  If any ronin or Tortoise PCs approach him, he will at first assume they are working for the Wings and try to get away from them.  He is a pathetic and broken man, and once they pin him down the PCs can easily get him to talk by buying him some sake.  He drinks quickly, almost violently, and speaks in a slurred, incoherent mumble.

“Kabo did it, him and that killer Teiju.  Killed the old boss, Makojin, broke his neck like a twig.  I knew things would go bad then, and I ran.  Good thing too, because Teiju burned the house a few days later.  I saw him standing a block away, staring at the fire with those eyes of his, those bright eyes.”  He shudders.  “He was wearing the helmet, and his eyes looked like a demon’s eyes, staring out of that dragon’s mouth.”  

Guroi is the one man in the town who knows with certainty that Teiju is the murderer and where he is.  “He’s in the ruins, in the ashes.  Sleeps under there, days and days, and then digs his way out.  I’ve seen him, at night, with that demon’s helmet on and his eyes glowing like coals, but he hasn’t seen me – I was quiet, I was quiet, and he found someone else.”  

If the PCs demand to know why he hasn’t shared his knowledge or tried to do something to stop Teiju, he looks terrified.  “What am I supposed to do?  A wretched drunkard like me?  The scum of the earth.  No one would believe me.”  

Part Six: Teiju and the Killings

The PCs should eventually realize that there is a connection between the murders and their quest for the Helm of Renkai.  Even if they do not make the connection, some PCs may feel compelled to take action simply because the local authority, Kasuga Chokaru, is failing to protect the people under his charge.  

The Murder Sites

The PCs may decide to visit the scenes of the various killings.  Unfortunately, the most recent killing was two weeks ago, so all the direct physical evidence has long since been removed.  Due to the amount of time which has passed, the local spirits will effectively not remember anything either.  

However, the ground at each murder scene has been very slightly Tainted by Teiju.  If a shugenja PC Communes with the Earth spirits at any of the murder scenes, the spirits will be unhappy, complaining that they “feel foul.”  If a PC actually touches the ground with solid jade (such as a jade finger), the holy stone will turn very slightly brown from the mild Taint.   

Some PCs may think of speaking with the eta who cleaned up the murder scenes.  This can be easily done by reviewing the magistrate’s crime reports (which list the eta used in each case), or by going to the eta district and asking questions.  The eta describe the victims as “pulled apart like old rags.”  

· If the PCs specifically ask the eta about footprints, tracks, or whether they noticed anything strange or unusual at the crime scenes, some of them will remember seeing old ashes on the ground.  “Not from the burned body – those ashes are different.  These were old wood ashes, scattered and smeared on the ground, as though someone had walked through an old firepit.”

The Witnesses

There are two living witnesses to the crimes: an old man named Tsube, and a stableboy named Taro.  The simplest way to locate them is through the magistrate’s reports, but the PCs can also find them by asking around about witnesses and rolling Awareness/Investigation at TN 25.  

Old Man Tsube: This elderly laborer lives in a small, cheap one-room apartment and subsists on simple manual jobs for the various merchants, inns, and other businesses around the town.  He drinks as often as he can afford to, but is not completely enslaved to alcohol in the manner of Guroi – he pays his rent and food first, before buying sake.  Like most such men he is afraid of samurai, and the PCs can easily gain his cooperation, regardless of whether they use threats, bribes, or kindness.

Tsube saw the fire from the third murder while he was walking home from drinking at one of the sake houses.  He is painfully aware that he could easily have been the victim, and this fear rapidly bubbles to the surface when he discusses the matter.  “The body was alight, but as I ran up I tripped over… over the leg!  It had been torn off and tossed aside like the leg of a chicken!  As I was lying there I saw it running away, the killer, the Oni.  It had the body of a man, all slimy and foul, and it had the head of a beast, great jaws agape…” He hugs himself in remembered terror.  He cannot clearly describe the killer, other than the vague terrifying image of a slimy man with a great beast’s head. 

Taro the Stableboy: This boy lives and works in the stable behind one of the dockside inns.  He actually witnessed the entire murder of the prostitute, but his story has been dismissed as the imaginings of a child.  He describes “a man with a dragon’s head, with glowing coals inside its mouth” who rushed out of the shadows, grabbed the young woman, and ripped her apart, then took a lantern from the corner of the stables and threw it on her body.  “He came with a half-dozen paces of where I was hiding!  I could hear his breath heaving, and he smelled of ashes and mud and blood.”  He remembers the direction that the murderer ran afterwards, but did not dare to follow.  

PCs who follow up can determine that the ruins of the East Wind’s old headquarters lies about ten blocks in the direction the boy described.    

The Ruins of the East Wind’s House

The PCs may come here as a result of clues from elsewhere, to search for the Helm in the ruins, or simply due to the desire to see the legacy of the East Wind.  Any local inhabitants can point the PCs at the location, but none are willing to go there in person – they do not want to be marked out by the Broken Wings as mourning the old otokodate.

Fire-blackened stubs of timbers stick up like the bones of a fallen beast from the site of the old building.  Sodden, wet mud and ashes coat the ground, which has been churned up as though swine have rooted in it.  A chill breeze blows across the abandoned site, its wail the only sound you can hear.    

The locals avoid this site, which is the main reason why no one has discovered Teiju.  The nearest houses, about thirty yards away, are abandoned due to the bad repute of the area.  The PCs will not even see anyone around them while they are here (the Fangs will still be watching them from a distance, but will not be foolish enough to go out in the open and make themselves noticeable).  

During the day, Teiju is hiding under the mud and ash of the ruin site, in a demented torpor.  At night, he digs his way out and wanders around the city, searching for food and drink (and occasionally succumbing to the urge to kill and burn) before returning and burrowing back underground in the morning.  

If the PCs look around the site, they can roll Perception/Hunting at TN 15 to notice occasional tracks in the mixture of mud and old ash that covers the ground.  They appear to be the prints of a barefoot man. 

A PC who examines the site for anything unusual or out-of-place, or who wonders why the ground is so churned up, can roll Intelligence/Investigation at TN 25 to deduce that someone or something has been digging in and out of the ground repeatedly.  

Magical Investigations

Shugenja PCs can Commune with the local spirits on the site of the East Wind House.  There are many Earth spirits in the ground, as well as a rather grumpy Water spirit that requires a Raise to contact.  Air spirits are plentiful, of course.  

To get information about the previous night, the PC will need three Raises – this will reveal that a “man” dug out of the ground, left for a while, and then returned and burrowed back in the earth.  (Anything past the previous night is probably too long ago for the PCs to make enough Raises to get the information.)  Alternatively, by asking the right questions about current conditions, during the day the PCs can learn that this same “man” is currently “sleeping beneath the ground.”  

· If the PCs are speaking with a Water spirit, they can get an image of their target: a tall, borad-shouldered, but horribly skinny man dressed only in a loincloth, smeared with mud and ash, and with the mud-covered Renkai’s helm on his head.  If the image is at night, the man’s eyes visibly glow from within the gaping maw of the helm.  

· The ground here is Tainted, a fact which the PCs can probably learn if they speak with the Earth spirits (they are very grumpy about the presence of “bad spirits” in the area).  Jade will turn slightly brown in contact with the mud here.  A PC who somehow ingests any of the mud, or who gets the mud in a wound, must roll Simple Earth at TN 10 to avoid getting a point of Taint.  

Dealing with Teiju

The obvious way to deal with Teiju is to dig him out during the day, but the PCs may not realize that Teiju is there.  Alternatively, they might stake out the ruins of the East Wind House and wait for Teiju to appear.  

Other PCs might decide to roam the city at night, looking for the murderer.  This is very unlikely to succeed if the PCs are moving as a group, since Teiju is stealthy and avoids contact with large groups.  

Overly clever PCs might split up and search alone, or even try to serve as “bait,” pretending to be wandering drunk at night.  A lone PC can spot Teiju by making a successful Opposed Roll of their Perception/Investigation against his Agility/Stealth.  Whether Teiju actually tries to attack a lone PC will depend on whether he is affected by his homicidal urges on that particular night – the GM should roll one die, and on a result of 9 or 10, Teiju will attack and try to murder the PC.  

Fighting Teiju  

Once the PCs discover Teiju, whether by digging him up, staking him out, or finding him stalking the city, he will immediately attack them:

The figure which lunges toward you is something out of a fevered nightmare.  It has the shape of a man, tall and broad at the shoulders, but the flesh is shrunken back against the bones to create a grotesque skeletal effect.  Mud and filth and ashes cover the entire body, smeared across the skin in a vile mixture.  The face is all but invisible within the roaring jaws of a dragon’s head – a helm, but so smeared with mud that it is difficult to be sure where flesh ends and helmet begins.  Two glowing yellow-orange eyes blaze from within the helm’s mouth, faintly illuminating a twisted, tormented human face.   

Teiju will immediately attack the PCs, trying to seize them and rip them limb from limb, while uttering horrible grunting and gasping noises.   Remember that he has a Fear ability which will take effect the moment the PCs see him.  He is massively Tainted and nearly mindless – his body bleeds foul reddish-brown slime when he is cut, and his eyes glow brighter the more injured he becomes.  He cannot speak except in grunting and growling noises – he has chewed off his own tongue.  

This should be an alarming fight for the PCs.  Teiju is a Tainted madman, gifted with unnatural strength, speed, and toughness, and quite fearless.  He will do his best to kill all of the PCs, trying to grab them and pull their arms off like chicken legs.  

· If any PC employs a fire spell against Teiju, the madman’s face will light up in an unholy joy at the blaze of flame.  He will actually seem to enjoy the pain of his burns, making ecstatic grunts and gasps.

· If it is night and any of the PCs have a large, persistent flame – a torch, or a persistent fire spell such as Tail of the Fire Dragon – Teiju will actually stare at the flame as though hypnotized, causing him to suffer a +10 TN penalty to all of his actions.

· If Teiju reduces a PC to the Out rank, he has ripped one of that PC’s arms (chosen randomly) out of the socket.  The PC will bleed one die of Wounds per round until treated with a successful Intelligence/Medicine skill check (TN 15) or a healing spell.  The PC will of course now suffer from the Missing Limb disadvantage.

· It should be noted that Kaiu Sumata will be quite resistant to Teiju’s Fear effect, and will also be skilled and capable in dealing with the Tainted madman – a striking contrast to his behavior in the rest of the adventure.  

Help will not be readily available to the PCs – as mentioned before, the town’s Tortoise guards are generally kept in their barracks, and the Broken Wings are more interested in smuggling than in protecting the citizens.

Once Teiju is defeated, the PCs will be able to examine him more closely.  The mud-smeared dragon-like helm can be identified by Kaiu Sumata as the legendary Renkai’s Helm.  (The Crab will not hesitate to pull the helm off the dead body, although he is careful not to let his fingers touch the corpse itself.)  PCs who examine Teiju’s body closely can roll Perception/Investigation at TN 25 to make out the dim outlines of a tattoo on his chest: a crab claw gripping a stylized tower.  A roll of Intelligence with either Lore: Shadowlands or Lore: Crab Clan at TN 20, or Lore: Heraldry at TN 30, will identify this as a tattoo frequently worn by Crab bushi who serve on the Wall near the infamous Fifth (or Fallen) Tower. 

Part Seven: The Spider’s Fangs Take Action 

The Spider’s Fangs will attempt to claim the Helm (and dispose of Sumata and the PCs) shortly after they deal with Teiju.  This will most likely take place either at night, or at the site of the old East Wind House – either way, the PCs are isolated, no help is immediately available, and they are probably badly hurt from their fight with the Tainted lunatic.

The four Fangs (the leader, Shuji, and three regular agents) will close in on the PCs from different directions, surrounding them.  They are all dressed identically, in nondescript commoner garb, but have dark gray scarves wrapped around their faces and heads to conceal their features.  They appear to be unarmed, but each of them actually carries a sharp, high-quality knife up one sleeve.  (These can be spotted with a roll of Perception/Battle at TN 20, but PCs must specifically say they are looking for weapons to get this roll.)   

The leader of the Fangs, Shuji, speaks in a soft, conversational voice.  “We’re here for the Helm, and that Crab,” he says.  “Let us have them and the rest of you can live.”  He is lying – this is simply an attempt to get the PCs to lower their guard – but in order to know this for sure the PCs will have to defeat his Awareness/Deceit (Lying) of 8k3+5 with their Perception/Investigation (Notice).  The Fang gets a Free Raise due to the concealment of his features.  

What Do the PCs Do?

The PCs will have to react quickly to this situation.  If they do not immediately start drawing weapons, readying scrolls, going into defensive postures, or otherwise prepare themselves for combat, they will likely be caught flat-footed by the Fangs, who are quite merciless and are trained to attack without warning.  

If the PCs actually agree to Shuji’s false offer, Kaiu Sumata will look stunned, and stands unresisting as the Fang leader steps up, slits his throat from each to ear, then steps back to avoid the gout of blood and plucks the Helm from Sumata’s trembling fingers.  The bulky Crab topples to the ground, already dead.  Shuji turns away, tucking the Helm under his arm, and gestures to the other three Fangs.  “Kill them.”  The three will immediately attack the PCs.  

· Unless the PCs were weapons-out, ready for combat, and behaving in a generally paranoid fashion, the Fangs will get a +10 bonus to their initiative rolls.  Shuji will flee the area with the Helm, leaving his minions to finish the fight.

It is more probable, however, that the PCs will reject Shuji’s offer.  In that case all four of the Fangs will immediately attack.   They will still get a +5 to their initiative roll unless the majority of the PCs immediately declared they were preparing for combat.  Kaiu Sumata will do his best in this fight as well, although it is oddly clear that he felt more comfortable and confident fighting a Tainted madman than he does fighting a mysterious ninja-like gang.   

The Fangs’ Tactics

The Fangs will attempt to kill all PCs except members of the Shosuro family, who they will either avoid engaging, or (if no other option is available), engage with non-lethal tactics such as disarms and knockdowns. The Fangs are professional killers and understand the virtue of using optimal tactics (e.g. taking out spell-casters, ganging up on tough opponents, etc).  

Shuji’s primary goal will be to retrieve the Helm and get away with it safely.  His secondary goal is to kill Kaiu Sumata and all of the PCs.  If he can succeed in the first goal but the second appears to be in danger of failure, he will call a retreat and attempt to escape with the Helm.  The Fangs will also retreat if three of their number are down or seriously wounded (+20 or worse) and there does not appear to be a realistic prospect of defeating the PCs or capturing the Helm.  

Once the Fangs retreat, wise PCs will let them go.  PCs who wish to pursue must make Opposed Water/Athletics rolls against the Fangs.  The ruthless killers will not hesitate to turn and kill one or two lone PCs who pursue them.  

The Fangs are absolutely loyal to their superior.  They will never surrender or allow themselves to be taken alive.  If they are reduced to the Down rank, they will spend a Void point to be able to kill themselves, preferably by falling on their own knives.  If they are reduced to Out, their comrades will try to kill them if they have the chance.  A Fang who is reduced to Out and captured will find a way to commit suicide, even if it means something grisly like drowning himself, biting his own wrists out, bashing his head into a wall, etc.  

If the fight results in all of the PCs being killed except for PCs who are members of the Shosuro family, Shuji will bow politely to those PCs.  “Your work is finished, and so is ours,” he says calmly, and takes the Helm.

Honorable Scorpions?

It is possible that a Shosuro PC may choose to disobey orders and fight against the Fangs (most likely due to friendship with fellow PCs).  Such a PC will gain 5 points of Honor for choosing the path of Loyalty to his/her comrades, but after the adventure, the Shosuro family will demand that the PC commit seppuku.  If the PC refuses, s/he becomes ronin.

Aftermath

Hopefully, both the PCs and Kaiu Sumata survive their encounters with these two very different foes.  Sumata is clearly a bit shaken by the sudden appearance of the Fangs, and is eager to head back to Lion lands and deliver the Helm to his sponsor.  

The PCs will have to actively seek out the local authorities (e.g. the magistrate) in order to report on both the death of Teiju and the mysterious attack by the Fangs.  Kasuga Chokaru will be noticeably ungracious in thanking the PCs for dealing with the threat of Teiju. He and his troops will both be genuinely bewildered by the Spider’s Fangs.  

The Fangs’ clothing and gear is nondescript and has no markings or other identifiers.  The only signifier of their identity is a small, almost unnoticeable tattoo which each of them wears on their neck: a black outline of a spider, fangs extended.  The tattoos can be spotted with a roll of Perception/Investigation  at TN 20.  The only roll which can gain any information about these tattoos is Intelligence/Underworld at TN 35, which can recall some very vague rumors about some sort of gang or covert group that wears such tattoos.   

PCs can, if they wish, choose to keep one or more of the Fangs’ excellent sharp knives (which allow a Void point to be spent on their damage rolls).  However, this is robbing the dead – a disgusting and dishonorable act.  Such PCs lose a number of points of Honor equal to 1 plus the PC’s current Honor Rank.  (Thus a PC of Honor Rank 5 loses 6 points for this deed.)  The PC also gains 2 points of Infamy.

Conclusion

Assuming Kaiu Sumata survived, he will return Renkai’s Helm to his sponsor (Akodo Gintaku).  If Sumata died, it will be up to the PCs to make delivery of the item.  It is possible that the PCs may decide to instead deliver it to the Crane or the Dragon Clan – in this case, all of the PCs gain a Favor with the appropriate Clan, and most will also gain a 4-point Sworn Enemy from Akodo Gintaku.  See “Rewards for Completing the Adventure” below for more details.

Truly dishonorable PCs may try to find a way of stealing the Helm for themselves.  This will obviously require doing so in a way that evades the other PCs (or giving them Blackmail).  The PC will gain the cert for “Renkai’s Helm,” but will lose a significant amount of Honor unless his current Honor is less than 1.0.  The loss will be half a Rank (5 points) for a PC with Honor Rank 1, a full Rank for PCs with Honor of 2 or 3, and  two full Ranks for PCs with Honor of 4 or 5.    

Rewards for Completing the Adventure 

At the end of the scenario, any PCs with Shadowlands Taint must make a Simple Earth roll with a TN of 5 + (5 x Taint Rank).  If the roll is failed, the PC acquires one additional point of Taint.  

Experience Points 

Playing through the adventure

1 XP

Good role-playing:


+1 XP

PCs defeat Teiju:



+1 XP

PCs keep the Helm from the Fangs:

+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

PCs who successfully retrieve Renkai’s Helm and ensure its safe delivery gain +1 point of Glory.  Lion PCs who are Status 3.0 or less also gain +1 point of Status.

Shosuro PCs who betray their orders gain 5 points of Honor, but must either commit seppuku or become ronin.

PCs who steal the knives from the dead Fangs lose a number of points of Honor equal to 1 plus the PC’s current Honor Rank.  (Thus a PC of Honor Rank 5 loses 6 points for this deed.)  The PC also gains 2 points of Infamy.

A PC who hires the ronin Ikase (in order to gain his cooperation against the Broken Wings and/or Kasuga Chokaru) will acquire the “Ronin Dependent” cert.

It is possible that the PCs may decide to instead deliver it to the Crane or the Dragon Clan – in this case, the PCs still gain the point of Glory, but there is no Status gain for Lions.  All of the PCs gain a Favor with the appropriate Clan, and all non-Lions gain a 4-point Sworn Enemy from Akodo Gintaku.  Lion PCs gain 1 point of Infamy as Gintaku slanders their name.

A PC who steals the Helm will gain the cert for “Renkai’s Helm,” but will lose a significant amount of Honor unless his current Honor is less than 1.0.  The loss will be half a Rank (5 points) for a PC with Honor Rank 1, a full Rank for PCs with Honor of 2 or 3, and  two full Ranks for PCs with Honor of 4 or 5.      

Appendix: NPCs

Kaiu Sumata, Nerdy Treasure Hunter

	FIRE 3
	  AIR 2

	Intelligence 4


	Reflexes 3

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 3


TN to be Hit: 19 (24 in light armor)


School/Rank: Kaiu Engineer 2 (Path of Stone)


Rank One: Gains a Free Raise on attack rolls when operating a siege engine.  Gains Free Raises equal to School Rank on Engineering rolls.  


Rank Two: Sieges engines gain 25% range.    

Honor/Status/Glory: 2.5/1.0/3.4

Skills: Battle (Shadowlands) 1, Calligraphy 3, Craft: Armorsmithing 1, Craft: Weaponsmithing 1, Defense 2, Engineering (Siege, Construction) 4, Hunting (Survival) 2, Investigation 4, Jiujutsu 1, Kenjutsu 3, Lore: History 4, Lore: Relics 3, Lore () 1, Lore: Shadowlands 2, Medicine 1, Traps 1.

Advantages/Disadvantages: Allies (various), Death Trance, Higher Purpose (recover artifacts and knowledge)/Benten’s Curse, Frail Mind, Meddler
Equipment: Kimono, light armor (usually not worn), daisho set, traveling pack, writing kit, various scrolls, 5 koku.

Kabo, Villainous Boss of the Broken Wings

	FIRE 4
	  AIR 4

	
	Reflexes 5

	EARTH 3
	WATER 3 

	
	Perception 4

	VOID 4


TN to be Hit: 35 (40 with light armor)


School/Rank: Ronin Warrior 3


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.)


Rank Two: If wounded by an opponent, gain an Initiative bonus on the following round equal to the Wounds received.  If attacking that specific opponent on that round, roll two extra dice.  May spend Void Points on damage with any weapon, not just swords.

Rank Three: Gain an additional attack per round.  

Honor/Status/Glory/Infamy: 0.5/na/2.0/1.5

Skills: Athletics 4, Commerce 2, Courtier 2, Deceit (Lying, Intimidation) 5, Defense 5, Etiquette 2, Games: Gambling 3, Iaijutsu 3, Investigation 3, Jiujutsu 3, Kenjutsu 4, Kyujutsu 2, Lore: Heraldry 2, Lore: Law 3, Peasant Weapons 3, Stealth (Sneaking) 2, Storytelling 2, Underworld 3.

Mastery Abilities: Gains a Free Raise on all Deceit and Defense rolls.  May enter Full Defense as soon as combat begins.

Advantages/Disadvantages: Allies (Kasuga Chokaru, Beiku, Broken Wings gang), Benten’s Blessing, Heartless/Bad Reputation (smuggler), Dark Secret (arranged destruction of East Wind band), Social Disadvantage (ronin).
Equipment: Light armor, kimono and sandals, fine daisho set (+1 rank in Kenjutsu while fighting in a skirmish), 2 koku in coins.   

Beiku, Brutish Thug of the Broken Wings

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 2


TN to be Hit: 21 (26 with light armor)


School/Rank: Ronin Warrior 2


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.)


Rank Two: If wounded by an opponent, gain an Initiative bonus on the following round equal to the Wounds received.  If attacking that specific opponent on that round, roll two extra dice.  May spend Void Points on damage with any weapon, not just swords.
Honor/Status/Glory/Infamy: 0.8/na/2.0/0.5

Skills: Athletics 3, Commerce 1, Deceit (Intimidation) 5, Defense 3, Etiquette 1, Games: Gambling 3, Investigation 2, Jiujutsu 5, Kenjutsu 3, Kyujutsu 2, Peasant Weapons 3, Stealth (Sneaking) 1, Underworld 2.

Mastery Abilities: May enter Full Defense as soon as combat begins.  Gains a Free Raise on all Deceit and Jiujitsu rolls.  Reduces Wound Penalties by his Jiujitsu rank when attacking unarmed.  Gains an additional rolled die for unarmed damage.
Advantages/Disadvantages: Allies (Broken Wings gang), Strength of the Earth (rank 2)/Bad Reputation (brutal thug), Compulsion (sake), Small, Social Disadvantage (ronin).
Equipment: Light armor, kimono and sandals, daisho set, 1 koku in coins.   

Broken Wings Ronin (Interchangeable)

	FIRE 2
	  AIR 2

	
	Reflexes 3

	EARTH 2
	WATER 2

	
	

	VOID 2


TN to be Hit: 19 (24 in light armor)


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: 0.5/na/1.0

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

Advantages/Disadvantages: Allies (Broken Wings gang)/Social Disadvantage (ronin).  
Equipment: Light armor, clothing, daisho set, 3 bu in coins. 

Teiju, Tainted Madman

	FIRE 1
	  AIR 1

	Agility 4


	Reflexes 5

	EARTH 5
	WATER 3 

	
	Strength 6

	VOID 2


Shadowlands Taint Rank: 4

TN to be Hit: 33
School/Rank: Hida Berserker 2


Technique: When not enraged, add Fire Ring and School Rank to TN to be Hit.  (However, Teiju is always enraged the moment combat begins, and cannot come out of this state until all his foes are dead.)  When enraged, ignore Wound penalties for a number of rounds equal to (Earth x 3) plus (School Rank).  Roll and keep a number of extra dice equal to School Rank on attack and damage.  Each time he is wounded, he suffers an extra 2 Wounds.   
Honor/Status/Glory/Infamy: 0/na/0/5.0

Skills: Athletics 4, Defense 3, Heavy Weapon 2, Investigation 3, Jiujutsu 5, Kenjutsu 2, Lore: Shadowlands 1, Stealth 4.

Mastery Abilities: May enter Full Defense as soon as combat begins.  Rolls an extra unkept die for uarmed damage.  Gains a Free Raise on all Jiujitsu rolls and reduces Wound Penalties by his Jiujitsu rank when attacking unarmed.
Shadowlands Gifts: Blessing of the Dark One (Wounds at each rank are increased by 1), Fear (rank 3, increased to 4 by the Helm), Unholy Vision (vision cannot be blocked by darkness, smoke, or magic).

Advantages/Disadvantages: Large/Dark Secret (his past as a Crab), Tainted, Social Disadvantage (ronin).
Equipment: Loincloth, Renkai’s Helm (adds +2 to TN to be Hit, increases Fear by 1)

Spider’s Fangs Agents (Interchangeable)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 4

	EARTH 3
	WATER 2 

	
	Strength 3

	VOID 3


TN to be Hit: 26


School/Rank: Shosuro Shinobi 1


Rank One: Roll and keep dice equal to School Rank on Stealth rolls.  Move normally while in Full Defense.  Always in Full Defense unless declared otherwise.

Honor/Status/Glory: 1.5/na/1.0

Skills: Acting 3, Athletics 2, Deceit (Lying) 4, Defense 3, Etiquette 2, Investigation 3, Kenjutsu 2, Knives 3, Lore: Heraldry 2, Stealth (Sneaking) 6, Underworld 3.

Mastery Abilities: May enter Full Defense as soon as combat begins.  Gains a Free Raise on all Stealth rolls.
Advantages/Disadvantages: Bland/Dark Secret (real identity)
Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), 3 bu in coins. 

Shuji, Spider’s Fangs Leader

	FIRE 3
	  AIR 3

	
	Reflexes 5

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 39


School/Rank: Shosuro Shinobi 2


Rank One: Roll and keep dice equal to School Rank on Stealth rolls.  Move normally while in Full Defense.  Always in Full Defense unless declared otherwise.


Rank Two: Raises on Stealth rolls and attacks on unaware opponents are not limited by Void/skill rank.  If he has Great Potential for Athletics or a Low Skill, gains two Free Raises when using that skill.  May add twice his Fire Ring to TN to be Hit when not wearing armor.

Honor/Status/Glory: 1.5/na/1.0

Skills: Acting 3, Athletics 3, Deceit (Lying) 5, Defense 4, Etiquette 2, Investigation 5, Kenjutsu 2, Knives 5, Lore: Heraldry 2, Stealth (Sneaking) 6, Underworld 3.

Mastery Abilities: May enter Full Defense as soon as combat begins.  Free Raise on all Deceit, Knives and Stealth rolls.  Reduces Wound Penalties by Knives rank when attacking with a knife.  Suffers no penalties for wielding two knives at once.
Advantages/Disadvantages: Bland, Great Potential (Stealth), Strength of the Earth (rank 1)/Dark Secret (real identity)
Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), 3 bu in coins. 

Player Handout #1

Samurai-san,

Our lord has made arrangements to assist Kaiu Sumata-san, a samurai of the Crab Clan, in a search for a lost artifact of the Empire.  You have been honored with this assignment.  Carrying it out successfully will reflect well upon our Clan and our Lord.  Other lords have also sent samurai to assist Sumata-san, so be prepared to see your performance measured against theirs.  

Kaiu Sumata is awaiting you at the Last Leaves Inn, in the West Hub Village outside of old Otosan Uchi.  Please meet with him no later than the fifteenth day of the Month of the Monkey (September).

Player Handout #2

Loyal child of the Scorpion,

The lord of the Lion Clan has sought out samurai to assist a Crab named Kaiu Sumata in seeking a certain lost artifact.  It will certainly be quite useful for the expert Sumata to have help in recovering this artifact, and our Lord has assigned you this task.  However, once the artifact is located, agents of the Spider will take steps to bring it into the hands of the Scorpion.  Be prepared to make yourself scarce at the appropriate moment.  Until that moment, however, you should be completely helpful to Sumata-san and his quest.

Kaiu Sumata is awaiting you at the Last Leaves Inn, in the West Hub Village outside of old Otosan Uchi.  Please meet with him no later than the fifteenth day of the Month of the Monkey (September).

Player Handout #3

Ronin,

If you are in need of employment, the samurai Kaiu Sumata-san is looking for able men and women to assist him in locating a lost artifact of the Empire.

Kaiu Sumata is waiting at the Last Leaves Inn, in the West Hub Village outside of old Otosan Uchi.  If you are interested in this offer, meet with him no later than the fifteenth day of the Month of the Monkey (September).

Akodo Meiji

Aide to Akodo Gintaku

Stolen Relics
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