In Search of the Future

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

by Rebecca and Rob Hobart

While attending the Boys’ Festival, you are offered the chance to recount a strange and dangerous adventure. 

Adventure Summary and Background TC \l1 "Adventure Summary and Background
In this adventure, the PCs are enlisted by a daimyo of the Lion Clan to search for his daughter, a headstrong and unpredictable girl who has disappeared shortly before she was due to undergo her gempukku.  The local sensei is threatening to banish her from the school for her failure to appear for classes, and the daimyo is distraught at the potential loss of face involved.  He hopes the PCs can quickly and quietly retrieve his daughter before it is too late to protect the family’s reputation. 

In point of fact, his daughter has been born to a strange fate – she is destined to become one of the Kikage Zumi, the tattooed men of the Dragon Clan, and her first tattoo has already spontaneously appeared on her skin.  Possessed by an unfathomable urge to seek her destiny, she has fled north toward the Dragon territories.  The PCs will need to track her down – and then make a decision as to whether to fulfill their duty to her father, or allow her to fulfill her destiny.  

This adventure uses an unusual structure and design.  Instead of progressing through the story in a linear fashion, the PCs will experience this adventure as a flashback.  At the beginning of the adventure the PCs are attending the Tangu no Seku (Boy’s Festival) in Akodo lands, and their story will be told with the assistance of a Shiba illusionist from the theater troupe Korede Gokko.  This will present an unusual situation in which the PCs believe they already “know” they will succeed.  (As will be seen, this is not necessarily the case.)  

Important Note for GMs:  TC \l1 "Important Note for GMsIt is very important that the GM have the PCs nail down what is in their travel packs prior to beginning this module.  At the start of the module, the only thing the PCs know is that they are attending the Boy’s Festival and will be recounting their past deeds.  

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):

· Raise Trait and Skill roll TNs by 5.

· Use the “High End” stat block for Goro the Boar.

· Choujo has Bishamon’s Blessing.


First Introduction TC \l1 "Introduction
It is a bright, clear morning early in the month of the Dragon (May to gaijin), and the town surrounding Shiro Sano ken Hayai, the Castle of the Swift Sword, is a riot of color and celebration.  It is the day of the Tangu no Sekku, the Boy’s Festival, which celebrates young boys learning to be men.  Above each house, multi-colored carp-shaped streamers of paper or cloth are mounted on tall poles, filling with wind and seeming to swim in the air amidst long red and white ribbons.  By tradition, the houses mount one carp for each son in their family.   In addition, in front of each samurai residence are small shrines adorned with miniature helmets, suits of armor, swords, and silk banners bearing the family mon.  

Shiro Sano Ken Hayai (Castle of the Swift Sword) is home to the Akodo war college, one of Rokugan’s oldest and most legendary military schools.  The finest Akodo generals and warriors have trained here for centuries.  In the final year of their training, the students are required to recite acts from the works of famed Rokugani playwrights from memory.  In recognition of this aspect of their training, the Lion have invited the famed noh theater troupe Korede Gokko to attend the Boy’s Festival.  The troupe will be performing the play “Virtue” by Ikoma Jiju, the same author selected for the Akodo students to memorize this year.

While the PCs are wandering about enjoying the festival, they will encounter a small samurai boy, about five years old.  He is Kitsu Jinan, the son of Kitsu Daika.  

“Samurai-sans!  You’ve seen lots!  Show me a story!  A samurai story!”  

The boy’s father hurries after his son, smiling and bobbing his head in apology.  “Forgive my son, Samurai-sans.  He is young yet, and this is his first true outing.  Would you be willing to tell a tale for him?”

“I don’t want it told!” the child pouts.  “I want to see it, like we saw the Dragons last night!”

“Jinan-kun, we discussed this.  That was an illusion.  These people can’t do that sort of thing.”  He glances at the PCs to confirm the truth of the statement.

The child continues to pout, demanding to “see” a story, while his father tries to explain that this is not possible.  However, during this conversation, a small, slightly mousy-looking woman in Phoenix garb approaches and speaks in a soft voice.  “Forgive my interruption, Kitsu-sama, but perhaps I may be able to help?”  

This is Shiba Sakkiko.  PCs who have played the adventure “Bloom of the White Orchid” may have encountered her before.  She is a Shiba tejina (illusionist) and a member of the Korede Gokko.   Her forgettable exterior conceals a passionate and impulsive heart.  In public she usually seems subdued and lacking in confidence, but her energy and vivacity bubble to the surface when discussing the troupe’s work, lighting up her face and making her surprisingly attractive.

The child’s face brightens instantly at her approach.  His father looks embarrassed and bows low to Sakkiko. “We do not wish to impose, Shiba-sama, but if it is not too much trouble..?”  

Sakkiko nods and turns to the PCs.  “If you would be so kind, then, as to recount a tale of your most recent deeds?  The spirits will only be able to work with your permission.”  

Presumably at least one PC is willing to tell a tale for a young boy.  Once they agree, Sakkiko begins chanting softly, casting a spell of her own creation.  Shugenja PCs will not recognize it as any spell they know, but an Intelligence/Spellcraft roll at TN 20 will reveal that it is an Air spell, and a powerful one at that.

The air swirls a bit as the kami gather for one of their favorite games.  In the air above the PCs, an image forms of another place, and of the PCs themselves.   Kitsu Jinan claps his hands delightedly and sits down to watch.  

Second Introduction TC \l1 "The First Introduction
It is a rain-soaked day at the beginning of the Month of the Hare (April to gaijin).  You have been invited to attend the Boy’s Festival early next month at Shiro Sano Ken Hayai (Castle of the Swift Sword).  The harsh spring rainstorms, however, have forced you to stop for a few days at Toshi no Meiyo Gesei (City of Honor’s Sacrifice) to recover your strength and wait for the roads to dry out.  In the meantime, you can enjoy the (admittedly limited) hospitality of the Lion Clan.
The PCs should now introduce themselves.  They are all staying at the House of the Gold Lotus, the main inn in the town, and the cold rainy weather has given them a couple of days to make each others’ acquaintance.     

The GM should make it clear to the PCs that they must “play through” this flashback – it is not an automatic event. 

Part One: City of Honor’s Sacrifice

The City of Honor’s Sacrifice is close to the Unicorn border, and has evolved into a bustling trade center, feeding off the commerce from the nearby City of the Rich Frog.  The town is home to a little over 2,000 people, and includes a marketplace, a geisha house, three inns (of which the Gold Lotus is the largest and most respectable), a barracks for the local garrison, and the personal residences of several higher-ranking Lion samurai (officers and gunso, retainers of the local daimyo, etc).  Like all Lion cities, Honor’s Sacrifice is walled, with gates in all four compass directions.  There is a modest three-story castle near the south wall which houses the daimyo, Ikoma Biraju, and his family.  

The city’s only real claim to fame is the local shrine, Meiyo Seido, which is regularly visited by traveling samurai and ronin.  It is described in the appropriate section below.  

The PCs are free to explore the town, or they can simply stay inside the House of the Gold Lotus and protect themselves from the bitter weather. 

The House of the Gold Lotus

The House of the Gold Lotus is a large two-story inn, clean and well-kept, though not especially luxurious (the Lion have little taste for softness and comfort).   The place is run by a middle-aged widower named Kinpaku and his teenage daughters Netsuai and Katagi. The inn’s one real luxury is its food – Katagi is an excellent cook – and the common room is packed every night by both visiting samurai and locals of all castes.  

Kinpaku has worked hard to protect his daughters from any bad influences, and will not tolerate any improper behavior toward them.  Although he is a mere heimin, he is a respected member of the community and can generally count on the local Lion bushi to back him up against any misbehaving outsiders.  

Unfortunately, Netsuai, the elder daughter, has a bit of a wild streak – she is beautiful, charming, and flirtatious.  She handles most of the serving in the common room, and uses this as an opportunity to flirt with the customers.  However, she won’t do anything improper while her father is looking.  The local young heimin  return her flirtations with enthusiasm, and more than one is hoping to marry her and inherit the inn.  The madam of the local geisha house, the House of the Morning Dew, has made more than one offer for her, but Kinpaku has always refused – he is reasonably wealthy and has no sons to continue his family line.

If the PCs are asking about local news or events, they can easily learn about the local shrine, Meiyo Seido, which attracts pilgrims from across the Empire.  Lion PCs in particular will get a strong suggestion from the local bushi that they should visit the shrine.  Other news which the PCs might pick up, if they socialize, could include the following:

· There is a rumor that the Dragon Clan is plotting war against the Badger, in revenge for the death of one of their sensei last year.  The Lion generally seem to feel that the Dragon deserve to lose in such a war, but doubt it will actually happen at all, given the Imperial Herald’s opposition to armed conflict.

· The merchants and travelers are all discussing the fact that a new trade road will soon be under construction in the northern Empire.  They expect this to bring additional prosperity to the region, if it is actually completed.

· There is word that the spring rains have been unusually heavy, and the Drowned Merchant River is in danger of bursting its banks and flooding the surrounding farmlands.  This would be a major disaster, since it would wreck the rice planting.  There are rumors that the Lion shugenja are trying to appease the Kami of the river to prevent a flood. 

· If the PCs ask about the local daimyo, he is identified as Ikoma Biraju, a skilled administrator.  He is not involved much in politics himself but is reputed to have several skilled courtiers among his followers.   

Meiyo Seido

The city’s austere shrine is a small pagoda structure with a rock garden and a single bamboo “deer chaser” fountain.  A simple and rather worn-down statue of a samurai-ko stands under the pagoda.  Three monks look after the shrine.  

When the PCs arrive, two Lion bushi are standing in front of the shrine, throwing small stones at the statue.  The monks observe this untroubled, apparently finding it perfectly normal.  A PC who rolls Intelligence/Theology (Ancestor Worship) at TN 20, or Intelligence/Lore: Lion Clan at TN 15, will recall that this sort of act is performed by the Lion toward ancestors who did some great deed but whose lives were nevertheless tainted by deep dishonor.  

If any of the PCs ask the history of the shrine, the monks will be pleased to recount it.  The shrine venerates the memory of a Lion samurai-ko who kept a secret lover here.  When her daimyo discovered her secret, she vowed to commit seppuku to show her loyalty to her lord.  The daimyo agreed, but at the ceremony he gave her a wooden sword to perform the act.  She accepted the sword and performed the ceremony flawlessly, proving her Honor and shaming the daimyo.  The city itself is named after her deed.  Although the shrine is famous and attracts many visitors, the Lion themselves never forget the samurai-ko’s original failing of forsaking duty for love.  

Firefly Plains Trading Grounds

The city’s marketplace is located along its west edge, apart from the rest of the community, and carefully watched by Lion Wardens.  Merchant caravans pass through the area regularly, and the market is a bustle of activity throughout the day.  Many of the caravans are from Unicorn lands, due to the proximity of the border, and PCs can find plenty of odd gaijin artifacts from Senpet lands here if they are interested.  (Opium addicts can also feed their habits here, if they ask discreetly.)  

Possible items and artifacts which the PCs could find in the market, if they are looking:  


· Gaijin hot spices (1-5 bu)

· Spyglasses (2-3 koku)

· Metal lanterns (4 bu)

· Jewelry (1-5 bu)

· Rugs (5 bu)

· Fur and leather clothing (1-2 koku)

· Scissors (5 bu)

· Hourglasses (3-5 bu)

Part Two: Meeting Akodo Wabiru

Akodo Wabiru will come to the House of the Gold Lotus for dinner on the evening that the PCs arrive in the city.  He is very anxious about his missing daughter, and decides to escape his home and calm his nerves with a quiet meal and some sake.  His elegant dress stands out from the other visitors, but he initially avoids attention and seats himself alone at a corner table.

Wabiru is a tall, slender man who dresses in fine silk robes of Lion brown and gold, with bright red edges on the sleeves.  (Intelligence/Heraldry at TN 20 to recognize that this signifies a student of the Shiro no Yojin dojo.)  Although trained in the Ikoma Tactician school, Wabiru’s strongest talents are in the courts, and his daimyo Ikoma Biraju prizes his political skills.

Wabiru will eat and drink quietly for a time, leaning over his table and nursing his sake cup with a worried, pensive expression.  Eventually, however, he straightens up and begins looking around the room, visibly scanning each samurai in the area.  His gaze will light on the PCs and, after a moment of consideration, he will rise and approach them.  

Wabiru will make a Raw Awareness roll at TN 20 to detect the PCs’ Honor ranks relative to his own (note that Apparent Honor will work against this).  He will wait politely until there is a pause in the conversation, then addresses the PC with the highest Honor.  (If he cannot tell, he will choose a Lion first, then a Phoenix or a Crane, preferring female PCs to males.)   He speaks hesitantly and clearly looks a bit lost.  “Forgive my interruption, samurai-sans.  If you are able to spare the time, may I speak with you privately a moment?  It is a matter of some importance.”  

Wabiru’s Request

It can probably be assumed that at least some of the PCs agree to a private meeting.  (Wabiru will request a meeting room from the innkeeper if none of the PCs volunteer their own rooms.)  

Wabiru apologizes to the PCs again, then explains the situation.  Although he keeps control of himself, it quickly becomes obvious that he is barely containing his anguish.  

“Yes, it’s a very difficult situation.  My daughter, Akodo Mirai, is missing.  She disappeared sometime this week.  Ah, I shouldn’t call her Mirai yet - a father’s anticipation.  She is still Choujo until she passes her gempukku.  But she won’t if she isn’t here, and it’s in less than a month.  Please – do you have the time to look for my daughter?  It would be a great favor.  I would go looking for her myself, but my duties here...” Wabiru shrugs with a hopeless look on his face.

Assuming the PCs accept (if they don’t, the adventure is effectively over), Wabiru will nearly fall over himself with gratitude, and answers any of their questions that he can.  If the PCs ask, he will also give them permission to visit his house and look through Choujo’s room.

Wabiru can share the following information with the PCs, depending on what questions they ask:

· Choujo is his eldest daughter and heir.  She has been studying intensely for her gempukku, in which she must recount her ancestry.  

· If the PCs ask when he last saw Choujo, he confesses that he has not seen her in over a week.  He is not sure exactly when she disappeared – the servants apparently did not tell him she was gone, and he finally discovered her absence today when he went to check on her progress with her gempukku training.  

· He does not consider it odd that he went several days without seeing his daughter – her training for gempukku and his duties to Lord Ikoma Biraju combine to keep them apart for days at a time.  

· When he visited her room, it was still neat and tidy, but several of her things were missing, including her grandmother’s swords, which she was planning to carry at her gempukku.

· Choujo’s gempukku is in three weeks, and if she doesn’t return by then, she will be banished from the school by her sensei.  Wabiru is desperate that this not happen, and urges the PCs to bring her back before then at all costs.  

· If the PCs ask for a description of Choujo, he smiles proudly.  “Choujo is a beautiful and healthy young woman, and her eyes are shimmering gold – Kitsu ancestry, I’m sure.”  If the PCs ask about her personality, he somewhat reluctantly admits that she is a headstrong girl, willful and occasionally unpredictable.


· If the PCs ask if she had any friends or acquaintances, he thinks for a moment and then mentions that she sometimes studied swordsmanship with the daughter of a neighboring samurai.  “Akodo Jijo, I think she is called.” 

· Wabiru will make it clear he wants the PCs to be reasonably discreet, since he would lose considerable face if it came out in public that his daughter had run away.  This is why he has sought the help of the PCs rather than the local authorities.

Akodo Wabiru’s House

Akodo Wabiru resides in a well-apportioned samurai house on the northern side of the town, in a neighborhood with five or six other samurai houses.  Each house has a walled garden in front, providing privacy against passerby.  A servant watches the gate and requests the business of any visitors.  At night, paper lanterns are hung outside each gate, allowing visitors to find the gates with a minimum of trouble.

The houses have tiled roofs and “half wood” construction (the lower half of the outer walls being solid wood, the upper half paper), and the interior floors are covered in high-quality tatami mats.  Each house has about a half-dozen servants in addition to the samurai family which resides there.   

Wabiru will accompany the PCs back to his house the first time they visit, and instructs the household servants to cooperate with the PCs.  

Investigation: Choujo’s Room

Akodo Choujo’s personal room is a small, neat, tidy place.  There is a neatly rolled-up futon against one wall, a writing desk with a sumi-e kit and a stack of papers, a center table with a teapot, an empty weapons rack, and a closet whose door is slid half-open.   

The sumi-e (writing) kit is obviously well cared-for, and the stack of papers next to it includes several different sketches and drawings, many of which appear to be nonsensical doodles.  A roll of Perception/Artisan: Painting at TN 15, or Perception/Investigation at TN 25, reveals that many of the paintings seem to feature either an image of the Moon, or some sort of night scene.  

The weapons rack is empty.  If the PCs ask about this, they can learn that Choujo’s swords would normally be kept here, but went missing at the same time she did.  The swords belonged to her grandmother, and she had been caring for them until she could wear them at her gempukku.

The teapot contains cold tea from several days ago.  There is a weak water spirit in the pot which can be reached with a Commune spell, but can only reveal that it was brought here by the maids several hours ago – the room was already empty at that time.  

If the PCs examine the rolled-up futon, they can roll Perception/Investigation at TN 20 to find a pillow book/journal hidden inside of it.  (The spell By the Light of Lady Moon will also reveal the concealed book.)  The book seems at first to be a normal personal journal of a young girl training to be a samurai, but in the later pages it begins to show some disturbing content:

· There are repeated references, throughout the journal, to the attraction of the night sky and the beauty and power of Lady Moon. 

· Midway through she begins to show signs of being emotionally erratic, writing long angry rants about minor incidents or annoyances.   

· Several later journals refer to her newfound conviction that she will one day be the greatest hero in Rokugan – maybe even a new Shogun.

· The last entry in the journal proclaims that she is leaving to find “the fastest path to my destiny.”  She refers to a “calling” to go northward.  

Investigation: Household Servants

Of the servants at Wabiru’s residence, two dealt with Choujo on a regular basis: her maidservant Mio, and the cook, Genan.  Mio is modest, nervous, and easily flustered or frightened by samurai – threats quickly melt her into a puddle of unintelligible tears.  Genan, by contrast, is a sturdy, unflappable elderly man who has lived in this household all his life, and has a somewhat fatherly attitude toward Choujo – he finds politeness or deference from samurai to be somewhat amusing, and may even mildly mock them, but will quickly remember his place if the PCs are arrogant or aggressive.  Both servants can inform the PCs of the following information, in their own distinctive styles:

· Mio will admit that she realized Choujo was gone three days ago, but was afraid to tell “Akodo Wabiru-sama” for fear she might somehow be blamed or punished.  He finally discovered the truth this morning.  Genan did not realize Choujo was actually gone, but suspected something wasn’t right, since she normally came to the kitchen every day after training to get a snack.  

· Both of them describe Choujo as a head-strong, willful, and unpredictable girl, although Genan will try to play this down as “the spirit of youth.”  

· Choujo didn’t fit in very well with the other students at the dojo, and had only one friend that anyone knows of, a girl named Akodo Jijo.

· Mio knows that Choujo had a journal, since she often noticed her writing in it during the evenings before bed.  She does not know where the journal is kept, and never peeked at it herself (especially since she cannot read).

· Both servants will admit, with the proper questioning, that Choujo was a little bit “off,” in a way that was difficult to describe.  Neither of them knew about the full extent of her mental state, and will be shocked if the PCs reveal her words from her journal.

· Genan will mention that he thought her eye color had been getting a brighter gold recently.  No one said anything, though – the Lion are too polite to draw attention to such a thing, and her father thought it was a mark of ancestral favor.  

Investigation: Akodo Jijo

Akodo Jijo lives two houses down from Akodo Wabiru’s residence.  If the PCs visit during the evening, her parents will be present and will want a good reason for letting their daughter speak with strange samurai – the PCs can get cooperation by explaining the situation, but this will cause Akodo Wabiru considerable consternation, since it will be revealing his daughter’s absence.  Alternatively, the PCs might be able to come up with some other viable reason for speaking with Jijo, although this might well require an Awareness/Etiquette (Sincerity) or Awareness/Deceit (Lying) roll at TN 20, depending on the approach the PCs take.  Alternatively, the PCs could wait until the next day and then speak with Jijo while she is going to or from her training at the local dojo.

Akodo Jijo is a quiet, self-contained girl of fifteen, with short hair in a maiden’s foxtail, and speaks in a low voice.  She will politely but firmly avoid speaking with Cranes, claiming that she cannot take time from her studies – her grandfather was slain by a Crane in the War of Bleeding Flowers.  With other PCs she will be reasonably cooperative.  She can share the following information:

· She describes her friend Choujo as “strong-willed” and “aggressive.”  “The opposite of me,” she says softly.  “Choujo never feared anything.”  

· She will not voluntarily say anything bad about Choujo, but if the PCs mention specifically ask whether anything about her was odd or strange, she will reluctantly admit that something about Choujo has always been “off,” more so in recent years.  “Of course, it could be just her eyes, they are unsettling to look at,” Jijo says defensively.

· If the PCs ask about any of Choujo’s activities or interests outside of training, Jijo mention that she likes painting.  She will be at a bit of a loss to describe the paintings, however.  “Its as though she’s painting the things directly from her head, without any context for the rest of us to understand.”  

· She knows Choujo had a personal journal, but doesn’t know what she wrote in it – she respected her friend’s privacy.    

· She hasn’t seen Choujo in the last couple of days, but assume that is because she is studying at home.  “She was working very hard to be able to pass her gempukku.  She had a hard time memorizing all of her ancestors – she was all about action, not thinking.”  If the PCs tell her that Choujo is missing, she will be very concerned, but does not know where she might have gone.

· If the PCs ask whether Choujo seemed different recently, Jijo will confess that she said something very strange a few days ago.  “She said her destiny was calling her.  I tried to ask her what she meant by that, but she didn’t seem to be able to explain it.”  

Investigation: Tracking

It will not be possible to track Choujo through the town, since the streets are well-traveled and swept clean every night by the local eta.  Due to the size of the town and the number of people, questioning the spirits will be an exercise in futility – there are simply too many people and too many spirits to find the one or two spirits who noticed her.    

Randomly questioning people in the street will likewise be unproductive – there are simply too many people in the city to find any of them who remember seeing Choujo on the day she left.  (The PCs can probably find a few people who remember a Lion girl with golden eyes, but none of them remember seeing her on the specific day she vanished.)

Smart PCs, however, may think of asking the guards at the four city gates whether they have seen a young Lion girl with golden eyes.  If they ask at the northern gate, the Lion troops there remember seeing her leave the city three days ago.  They say she took the road north, toward the Drowned Merchant River.  “Bad weather to be heading toward the river,” they observe.  None of them remember seeing her come back.      

Checking with the spirits at the city gates can also be useful.  There is an Earth spirit in the gate which will recall a “woman with golden eyes” if a shugenja PC Communes with at least two Raises for clarity. 

Part Three: Northward Bound TC \l1 "Northward Bound
Hopefully, the PCs will eventually realize that Choujo has gone north to “seek her destiny.”  Since they have no real way of finding a specific trail, they will have to follow the north road through the rainy spring weather and hope for the best.  A half day’s travel north of the city, they will reach the Drowned Merchant River:

The rain of the past few days continues to drizzle steadily.  Ahead of you, the Drowned Merchant River has swelled into a raging brown torrent, churning past its banks.  A small peasant village at the river’s edge is clearly in danger of being engulfed, with water creeping around the nearer huts and fishing boats bobbing dangerously in the raging torrent.  Peasants are out in the rain, watching the rising waters anxiously.  
The peasants here have already abandoned the houses closer to the river, doubling or tripling up in the remaining buildings.  The waters are too dangerous to allow fishing, and they are simply trying to keep their boats from being washed away.  Aside from that, all they can do is wait and hope that the flood does not get any worse.  

All of the locals remember a young Lion girl passing through a few days ago (most likely three or four days, depending on how long the PCs took to pick up the trail).  They are clearly alarmed and disturbed by the event, and describe Choujo as “coming through here like an Oni were chasin’ ‘er.  Jumped right in the river ‘n swam to the other side.”  They shake their heads in wonder and terror.  “Her eyes shone like gold – she must have been possessed by a Fox spirit or something. Never saw anyone swim the river before.”    

On the off chance that a PC asks why the Drowned Merchant River has such a name, they can roll Intelligence/Lore: History at TN 20 (or Intelligence/Lore: Ghosts at TN 15) to recall that supposedly, six centuries ago a merchant and his family were attacked by bandits on the banks of this river.  The poor merchant family was tortured and then drowned to death in the river, and by legend their ghosts still wander the river seeking vengeance.  

Getting a Boat

The only bridge over the Drowned Merchant River is a week’s travel away, at the city of Oiku.  Given the time constraints they are operating under, the PCs would be wise to avoid taking such a long detour – especially since, by the time they reach Dragon lands, it will be too late to prevent Choujo from becoming a Hitomi monk.  If the PCs wish to have a chance of succeeding in their mission, they must cross here.   

As mentioned, there are several fishing boats in the village, but most of them are small two-man affairs that cannot hope to remain floating on such a torrent, let alone carry passengers.  Only two of the boats are large and sturdy enough to carry a party of PCs across the raging river.  Their owners are a pair of middle-aged peasants named Ryoushi and Keniji.  Neither of them will be eager to do so, starting negotiations with a humble refusal: “Samurai-samas, my humble apologies. I could not risk losing my boat, and with it the ability to feed my family and neighbors, and pay the taxes my Lord is due.”  They will be hoping for the PCs to make an offer of money.  They will initially try for at least four koku, but will reluctantly undertake the task for as little as two koku.

Alternatively, the PCs can simply order one of these peasants to carry them across.  If the PC doing so is a Lion, the peasant will fatalistically agree.  If the PC is not Lion, however, the peasants will attempt to refuse, citing their duty to their Lord to maintain the village’s resources.  The PCs will have to successfully threaten/bully the peasants into taking them across, requiring a roll of Willpower/Deceit (Intimidation) at TN 20 (or role-playing a truly brutal threat, although such behavior will cost them a point or two of Honor and possibly even gain them a point of Infamy).  

As another option, the PCs could buy or commandeer one of the boats and sail it for themselves.  Buying a boat will cost five koku (the peasants will humbly point out that it will take them many weeks of work to make a new boat).  Forcibly taking one will cost them 1 or 2 points of Honor and Glory for behaving in such a selfishly thuggish fashion.  

Crossing the River

If the PCs hire Ryoushi or Keniji to sail them across, they will be able to traverse the churning, ferocious river safely.  The peasant sailor is obviously frightened, but keeps it under tight control, and manages to maneuver the boat to the far bank.  

If the PCs are sailing a boat themselves (which they bought or requisitioned), the PC sailing the boat will need to make a series of consecutive Strength/Craft: Sailing rolls at TN 20.  (One other PC with the Craft: Sailing skill can assist these efforts.)  If the PC succeeds in two rolls in a row, the ship reaches the far bank.  If the PC fails two rolls in a row, the boat is swept downstream, ultimately washing ashore outside the City of the Rich Frog.  This will place the PCs too far away to find Choujo within the time limit of the adventure.  

During the river crossing, regardless of whether they are riding or sailing, all of the PCs on the boat will need to roll Agility/Athletics at TN 15.  If any PCs fail, the one who fails with the lowest roll is knocked overboard by a surge in the river.  The PC can roll Raw Reflexes at TN 15 to grab the side of the boat as they go over, allowing them to hang on and pull themselves back on board.  

If a PC falls into the water, they will get the eerie sensation of fingers on their ankles – the grasp of a  gaki, the vengeful ghost of the Drowned Merchant, dragging them down into the raging waters.  They will need to roll Strength/Athletics at TN 25 to resist the pull and stay afloat, or start taking 2k1 drowning damage per round.  A second roll at the same TN will be needed to climb back into the boat.  

· Up to two PCs in the boat can reach down to assist the PC in the water.  

· If the swimming PC is helpless or weak, or begins to drown, the PCs in the boat can try to haul him/her onboard by main force, requiring a Raw Strength roll at TN 25 to overcome both the current and the grasping hungry ghosts.  Up to two PCs can combine their efforts on this.  

· The PCs can gain Free Raises on these rolls if they had the foresight to tie themselves together (or tie themselves to the boat).  

· Shugenja PCs may be able to assist a rescue effort through magic in various ways, as adjudicated by the GM.  In addition, a shugenja can drive away the gaki by hitting it with a Jade Strike, although two Raises will be needed to target the ghost beneath the water.

A truly bold PC might try to swim the river.  This will require a total of four successful Stamina/Athletics (Swimming) rolls at TN 20.  A failed roll means the PC’s strength gives out and they begin to drown, taking 2k1 damage per round.   

Shugenja PCs can also cross the river in a variety of other ways (flying, walking on water, etc), depending on what spells they have available.  

Moving On

Once the PCs have crossed the river, they are free to proceed north.  The landscape across the river is unsettled, a tangle of scrub forest, low hills, and occasional grassy fields.  To the north, the mountains of the Dragon Clan are visible rising above the trees.  

Due to the steady rain, it will not be possible for the PCs to find an actual trail for Akodo Choujo – they will have to simply go north and hope for the best.   

There are no useful Water or Air spirits in the area (due to the storm, these spirits are constantly changing, and none of the ones who say Choujo are still around).  However, if the PCs cast Commune (Earth) with at least one Raise for clarity, they can find an earth spirit which remembers a woman with golden eyes climbing out of the river and running away to the north.   

Part Four: Berugu Kumori Mura TC \l1 "Berugu Kumori Mura
About five miles north of the Drowned Merchant River, as the rain-gray sky is darkening toward evening, the PCs will come upon an isolated ronin village, calling itself Berugu Kumori Mura (Mountain Shadow Village).  

You crest a low hill and emerge from the trees to see a small village in a clearing below you, surrounded on three sides by rice paddies.  The village seems to have no more than twenty or so buildings, at least one of which appears to be in serious disrepair, a huge hole rent in its side.  You can see nothing resembling an inn or other commercial structure.  The streets of the village appear to be nothing but thick mud, and a few tattered human figures trudge around with laborious effort.  A thick cloud of heavy smoke is rising from the far side of the village, despite the drizzling rain, and a sickly sweet smell drifts through the air toward you.

As the PCs observe this, they will notice four men who appear to be ronin approaching them from the edge of the village.  These men are the surviving members of the otokodate (ronin band) which protects this isolated village. After their recent vicious experience with Akodo Choujo, they will be quite cautious and defensive toward the PCs, keeping their weapons ready and carefully asking the PCs their business.  They are dressed in drab, ragged clothing and wear no armor – the only sign of their station is the swords they carry – and their manners are rather rough.  As one of them remarks, “None of us have been to Crane lands lately.”  The leader of the group calls himself Kibi, and is in late middle age, with graying hair and a grizzled short beard. 

If the PCs are aggressive or hostile, or take offense at the ronins’ lack of etiquette, the wave-men will adopt defensive stances and back away nervously, Kibi insisting that they “don’t want any more trouble, we’ve had enough of that already.”  Assuming the PCs restrain themselves or apologize, or are not hostile to begin with, the ronin will be obviously relieved, and do their crude best to welcome the PCs to Berugu Kumori Mura. Kibi apologizes for the current conditions – “We’ve just suffered a terrible tragedy, but the headman’ll still be happy to provide you with a place to stay.”  They will escort the PCs into the village, where they meet the headman, Kentai.

Kentai is an extremely old, stooped man with long white hair and thick, drooping white eyebrows.  His equally droopy eyes are rheumy and he gives the visual impression of being continually sad.  He welcomes the PCs with an attempt at courtesy, kowtowing deeply and speaking in a hoarse, raspy voice.  “Great and noble samurai, welcome to Berugu Kumori Mura.  I fear our village is unable to greet and honor you properly, and for that I beg your forgiveness.”  

Kentai will offer the village’s second best hut for the PCs to stay in – his own larger hut is currently missing a wall, making it unsuitable for habitation.  

The Tragedy

If the PCs ask about the smoke or the stench, the damage to the headman’s hut, or about their references to tragedy, Kentai and the ronin will explain what happened.  “Two days ago, some of the otokodate stopped a young Lion girl-samurai traveling through here.  She seemed very confused and could not explain why she was here, except that she kept repeating that she had to go north.  They took her to Kentai’s hut while we tried to decide what to do.  We feared she was mad, or perhaps a criminal fleeing prosecution.  We decided to send someone to get a magistrate and take her back to Lion lands, but when Koga told her, she leapt on him and… it was like a tsunami hit us.  She killed him in an instant, took his sword and burst out of the side of Kentai’s hut like Goro himself.”  They do not initially explain this reference, although PCs can ask about it later.  “We tried to stop her, but she was like a storm, cutting and striking down anyone in her path.  Finally we just hid from her, and she swept out of town to the north.  We didn’t dare go after her.”

The smoke on the north side of town is the bodies of the dead, being burned by the village’s eta family.  Over twenty people perished from the attack, and several others are still seriously wounded, including the headman’s niece.  

One of the ronin, Borodai, sports livid bruises on his chest and walks painfully, sometimes clutching his sides when he thinks no one is watching.  If any PC asks, he will admit that he tangled with the girl personally, but tries to be stalwart about it:   “She threw me around like a rag-doll.  Felt like I was fighting Goro again!  But she didn’t cut me, I’m fine.”  

If the PCs show any kind of sympathy over this incident, both the ronin and the headman will urgently ask if any of them have medical skills.  “Some of our villagers are still injured.  Please, samurai-samas, can you help?”  

The Shrine and the Injured

The remaining seriously injured (eight villagers and one ronin) are being kept under a temporary lean-to shelter near the village well.  Behind the well is a small, humble shrine to Inari, the Fortune of Rice.  A woman in her mid-twenties, dressed in drab garments but with her head shaved like a priest, tends to the wounded with the help of several villagers.  Unfortunately, none of them have any medical knowledge beyond folk remedies, and there is little they can do for the injured other than keeping them comfortable and giving them sake to dull the pain.

The shaven-headed woman is called Arisa.  She was an orphan raised by the Brotherhood of Shinsei, but ran away from the temples when she was a teenager and ended up in Berugu Kemori Mura.  She acts as a sort of pseudo-priest for the village, using her limited youthful education in religious matters to fake things as best she can.  However, any PC who speaks with her on religious matters can roll Intelligence/Theology at TN 15 to tell that her knowledge of religious tradition is spotty at best.  Furthermore, a PC who rolls Awareness/Theology at TN 25 can detect a subtle lack of spiritual sincerity in Arisa – she does not really believe in Shinseism, and is simply using her youthful memories to provide herself with a place in life.  

The eight injured villagers and the injured ronin are suffering from serious sword-cuts and broken bones.  The ronin, Banyuu, is a loud and thuggish sort who swears and complains about his pain and shows a distinct lack of gratitude to anyone who helps him.  Most of these people can be successfully with a standard Intelligence/Medicine roll (TN 20).  They can also be treated with healing spells such as Path to Inner Peace and Regrow the Wound, if the PCs have shugenja in their ranks with such knowledge.  

The exception is the headman’s niece, an eight-year-old girl named Ifuku, lying on her stomach in the middle of the shelter.  She is in obvious pain, crying silently and clenching her hands, and her torso is swathed in bandages.  Ifuku tries to be stoic, but finds it difficult not to whimper if a PC examines her.  Arisa says her parents brought her here on the day after the attack.  

Ifuku will tell anyone treating her that she was fetching water from the well when “the golden-eyed demon-woman” hit her in the back.  She has a severe sword-cut in her back which has become infected due to her parents’ inept attempts to treat it.  Treating her will require either an Intelligence/Medicine roll at TN 30 (to both treat the wound and the infection), or using magic (Path to Inner Peace and Regrow the Wound will help the wound to heal, or Hands of Jurojin will cure the infection, allowing her to heal naturally).  

Smart PCs may suspect that the ronin Borodai is more injured than he lets on.  In fact, he is suffering from cracked ribs and internal bleeding, and a PC who watches him for a time can roll Perception/Medicine (Wound Treatment) at TN 20 to diagnose him.  Due to the nature of his injuries, only magical treatment can save him – otherwise, he will die within three days.  

PCs who make a serious effort to treat the injured people in the village (and especially who makes extra efforts to help Ifuku and/or Borodai) have demonstrated the virtue of Compassion, and gain +1 point of Honor.  Conversely, a PC with Honor of 4.0 better (or a Soft-Hearted PC of any Honor Rank) who fails to make a maximum effort to help these people will lose 2 points of Honor.

The Legend of Goro

The PCs may catch references from the villagers and ronin to Choujo as being “as strong as Goro,” “as fierce as Goro,” etc.  If any PCs asks about these references, the villagers will explain: “Goro is the great boar who lives in the forest.  He is a terrible old beast, as tall as a man at the shoulder, and viciously bad-tempered.  More than one hunter has died trying to bring him down.  The last one to try was Ryou, and now he cannot walk without a crutch.”  

They can provide the following additional information about the legendary Goro if the PCs ask the right questions:

· Goro first appeared about fifteen years ago, and has been seen every few months since then.  

· Goro attacks anyone he runs into, usually without provocation.  The village’s hunters and woodsmen always stay close to town, hoping to avoid his wrath.   

· Eight years ago, the ronin tried to hunt down Goro and slay him.  Three of their number, including the previous leader Kezuki, were killed in the attempt, and they never repeated it.  Kibi, if asked, will describe the boar as a “great lord of the forest” and freely confesses that he has no intention of risking the lives of any of his remaining men on another hunting attempt.  

· No one knows who started calling the boar “Goro,” but they all agree that the name fits the great boar.

Ryou the former hunter is a man in his early thirties, well-built and muscular, but with a left leg that is twisted and useless – the bones were shattered and healed badly, leaving a weak and stunted limb.  He walks around the village with the aid of a wooden crutch, working at various odd jobs and instructing the younger hunters.  He is a bitter and angry man, who spends his evenings drinking to dull the pain of his old injury.  He will gladly share his story with any PC who offers him alcohol.  

“I was a fine hunter, when I could walk.  I thought I could kill Goro and be remembered in this village forever, the man who defeated the great boar.”  He laughs sourly.  “I knew the beast had killed some of our ronin, but I thought I was cleverer than they were.  I had a trap prepared, a spiked pit.”  He takes a long drink and has to be prodded into talking more.  “Oh, yes, Goro fell in the pit.  Then he climbed out.  I’d already put three arrows in him, plus the stakes in the pit, and I tried to catch him on a spear… and he just ran over me. Crushed my leg like a rotten log.  If he’d circled back again I’d be dead now, but he didn’t bother.”  

The Village Otokodate

Some of the PCs may be intrigued as to how this small group of ronin came to be protecting Berugu Kemori Mura.  The ronin themselves just shrug and say, “Things worked out this way.”  The villagers know something close to the full story, but will avoid telling it around the ronin out of politeness.  Kentai himself will not tell the tale, since he would consider it boasting.

“Many years ago there was a group of ronin who had turned to crime and banditry to support themselves.  They traveled across these lands, terrorizing the villages without mercy.  Eventually it got so bad that the various headmen gathered and decided that whoever could stop them would gain a wife, one of the headmen’s daughters that were of age.  Of course, most of them still just kept hiding or giving the bandits what they wanted, but there were a few who tried to stand up to them.  The bandits generally just cut them down, for they were mere peasants without training or proper weapons.  Then our headman Kentai decided he’d give it a try.  Of course he wasn’t the headman back then, just a villager like the rest of us.  So the bandit ronin come into town and he’s standing in the street waiting for them.  But he doesn’t fight.  He offers their leader rice and tea, bold as anything, and asks to speak to him privately.  And the bandit was so surprised by this that he agreed.  No one really knows what they said to each other, but whatever it was, the bandit leader came out and announced they’d stay here and protect the village in return for food and shelter.  That was a good thirty years ago, and they’ve been here ever since, keeping their end of the bargain.  A lot of them married local girls and their sons protect us now, and we even get new recruits occasionally.  And of course since Kentai solved the problem, the headman was forced to give him his daughter, Joudama, to wife.  They say she was quite a looker in her day, though its been seven years now since she died.  Kentai became headman, of course, and he’s done a fine job.”

Following Choujo

Presumably the PCs will wish to continue following Choujo from here.  The villagers can all point to the old woodland trail which she used to flee north.  They will urge the PCs not to follow her, however.  “She must be possessed by an evil spirit.  Even Goro himself might fear such a one.  It would be best to leave her alone.”

If the PCs ask what lies to the north, the villagers say it is empty wilderness, good for nothing but hunting and gathering wood.  Smart PCs may think to stock up on food and water, which the villagers will supply (grudgingly if the PCs were unhelpful, happily if the PCs tried to assist the wounded).  

The path winds through a mixed territory of woods and open land.  Although it is still raining, if the PCs check for tracks in the areas where the tree shelter the path, they can roll Perception/Hunting at TN 20 to spot the recent marks of sandaled feet.  They are the correct size for a young woman and are no more than two days old.

Part Five: Out in the Open TC \l1 "A Night in the Open
From the village, the PCs will be heading into a largely unpopulated wilderness, traversed only by game trails and old hunters’ paths.  The PCs can continue to find occasional tracks from Choujo if they roll Perception/Hunting at TN 20.  

The rain will finally slow to a faint drizzle on the day that the PCs leave Berugu Kemori Mura, but the weather will become foggy, with dense clouds of gray vapor obscuring vision throughout the day.  The PCs will spend a long, soggy day hiking through the wilderness, following the occasional footprint from Choujo.  During this journey, the PCs will come across several moments of interest:

· Around midday, the PCs come across a piece of churned up muddy earth, clearly torn up by the cloven hoofs of a very large animal.  Any PC with at least one Rank in the Animal Handling or Hunting skills can identify the tracks as coming from a (very large) boar.  

· In late afternoon, the PCs will find what appears to be a campsite: a small pile of gnawed roots and a pile of sodden wood that someone apparently tried to ignite by rubbing together.  The PCs should be able to guess that Choujo spent a cold and unpleasant night here.

· Twice during the day, have the PCs roll Raw Perception at TN 25.  Those PCs who succeed hear a distant, angry snorting and squealing noise, coming from somewhere in the nearby forests.  Goro, however, does not attack… yet.  

A Night Outdoors

Once nightfall approaches, the PCs will have to find shelter and think about food.  Unless they thought to outfit themselves at the village, or have food in their traveling packs, the PCs will have to rely on their skills at hunting and foraging.  A PC who rolls Perception/Hunting (Survival) at TN 15 will find enough food for one person – each Raise called on the roll will find enough food for another person.  A PC who does not get food can roll Void/Meditation (Fasting) at TN 10 to avoid suffering any ill effects – otherwise, the PC suffers a +5 TN penalty to all actions the next day.

If none of the PCs have a tent in their traveling pack, they will have to improvise a shelter using Intelligence/Engineering at TN 20.  Otherwise, they sleep out in the rain, a dismal experience that leaves them at a +3 TN penalty the next day.  This penalty stacks with the one for going without food.  

Some parties may think to set watches during the night, a wise precaution.  If so, the last shift on watch can roll Raw Perception at TN 25 to hear a low, irritable grunting in the distance, at the edge of their hearing, around daybreak.

Goro Strikes!

Smart PCs will be expecting trouble from Goro, the mighty boar who inhabits these woods.  Sure enough, the mighty beast will catch their scent soon after dawn and begins stalking them through the thick, pearly-gray fog.  

If the PCs are on the alert (as they most likely are), they can roll Perception/Investigation at TN 10 to hear the snorting breaths and footsteps of the boar as it closes in on them from behind.  A shugenja PC can also spot the boar through the fog with a suitable spell, such as By the Light of Lady Moon or (to clear the fog away) Tempest of Air.  In this situation the PCs will have time to ready weapons, string bows, and make other preparations before the boar attacks.   

If the PCs do not maintain a state of alertness, they can roll Perception/Investigation at TN 20 to notice the noise of the approaching boar.  They will have one round to prepare for the combat.  If they fail the roll, the boar looms out of the fog and takes them by surprise.  

A terrifying shape looms out of the fog, a monstrous boar whose hunched front shoulders are as high as a man.  Slaver falls in rills from its gaping mouth, spilling between foot-long ivory tusks.  Tiny reddish eyes glare with animal fury as it charges.  You can see the shafts of many arrows and spears, and even the broken blade of a katana, sticking out of its bristly hide.  Incongruously, there is also an angry-looking bruise on the tip of the beast’s pink snout.  

Goro is angry – Choujo drove him off yesterday with a punch to the snout, and the PCs offer him a convenient target to take out his wrath.  He will attack the PCs viciously and relentlessly, fighting to the death.  Injuries, even magical burns, will not deter him, merely increasing his squealing anger.  

The only exception to this is if a female PC delivers a blow to his snout (requiring three Raises to hit the target) – in this case, he will abruptly halt, snorting and shaking his head and looking distinctly nonplussed.  If the PCs stop attacking, Goro will slowly back away, retreating into the fog with many angry and defiant snorts and squeals.  If they continue attacking, however, he will trumpet in fury and resume the battle more fiercely than ever.  

If Goro is actually defeated, he stumbles to a halt, snorting and snuffling, as a confused expression widens his tiny eyes.  Finally he shudders and drops heavily to the ground – the PCs can literally feel the earth tremble as he falls.  

Into the Dragon Mountains 

After their encounter with the mighty Goro, the PCs will find the landscape ascending into rugged hills and thicker woods.  At the same time, the drizzle finally stops and the fog begins to lift.  The PCs can now find fairly regular tracks from Choujo with a roll of Perception/Hunting at TN 15.

By mid-afternoon, patches of blue sky are visible, the light of Lord Sun occasionally shining through to grace the PCs with his warming touch.  Ahead, the PCs can see the hills climbing into the shoulders of actual mountains – any Dragon PC, and any other PC who rolls Raw Intelligence at TN 20, will know these are the mountains protecting the Dragon lands.  The PCs can see what appears to be a small fort partway up the side of the mountains, and Choujo’s trail seems to head in that direction.   

Part Six: The Dragon Lands TC \l1 "Encounter with Mirumoto Guards
Once the PCs reach the rocky foothills of the mountains, they will no longer be able to follow Choujo’s trail – the ground is too hard and rocky.  Furthermore, they will find that there are a great many paths winding up through the rocks toward the distant fort.  In order to find the correct path, a PC must roll Perception/Hunting (Trailblazing) at TN 25 or Perception/Investigation at TN 30.  Any Dragon Clan PC will get two Free Raises on the roll.  In addition, any PC who has three or more Ranks in the skills of either Theology or Meditation will also earn one Free Raise on their roll.  

Each PC may make one attempt to find the correct path. A failed roll means the PCs wind up on a dead-end path and must retrace their steps – each such failure consumes a Rokugani hour, so after two failures it will be nightfall, imposing a +5 TN penalty on all subsequent rolls.  If all of the PCs fail, they will find themselves completely unable to locate a route up to the fort, and must effectively give up their quest.  However, two options remain:

· One or more PCs could attempt to clear their minds and find the true path through meditation or prayer. A successful Void/Meditation roll at TN 20, or Void/Theology at TN 25, will grant that PC the insight to find the correct path.

· A shugenja might still be able to get them to the top by using magic.  For example, a flying shugenja could scout out the correct path and guide the PCs onto it.  Communing with the local Earth or Air spirits could also locate the correct route if the PC takes at least one Raise for clarity.

The Guard Post

If the PCs do locate the correct path, they will emerge onto a small flat area next to the fort.  It is a squat two-story structure with a single gate.  Beyond it, the path continues on up into the mountains.  Several samurai in Dragon green are visible on the walls, and three Mirumoto bushi stand outside the gate.  They will approach the PCs and order them to halt and wait for their commander.  Assuming the PCs cooperate, the garrison commander, Mirumoto Hogai, will soon come striding out of the fort.  

Hogai is a tall, middle-aged man in a fine green kimono with splendid swords at his waist.  His face is clean-shaven and he wears a strict samurai topknot.  He will question the PCs at some length and with considerable rudeness – he resents being assigned to this minor post and will abuse the limited authority he has (Status 4.0) to be best of his ability.  If the PCs ask about Choujo, he will snort dismissively.  “Yes, of course we let her through – those golden eyes were a blatant sign of Lady Hitomi’s favor.  We would be fools to obstruct one destined to join the tattooed orders.”  If asked for details, he says she came through late yesterday, and that she was filthy and looked exhausted, her clothing ragged and mud-stained.  She did not say anything except to demand, over and over again, that she be allowed to find her destiny.

The PCs will not have travel papers authorizing them to enter Dragon lands.  However, there are still several ways for them to convince Hogai to allow them passage:

· A Dragon Clan PC can role-play an appeal on the importance of their mission, pointing out (for example) the concerns and status of Choujo’s father, Choujo’s uncertain mental state, the possibility that golden eyes could signify Kitsu ancestry, and so forth.  With a roll of Awareness/Etiquette (Sincerity) at TN 15, the PC can convince Hogai to allow them to follow Choujo into Dragon lands.

· Non-Dragon PCs can similarly attempt to role-play an appeal to Hogai, but the TN to convince him will be 25.

· A PC who is an Emerald, Jade, or Sapphire Magistrate can use their authority to issue travel papers.  Hogai will grudgingly allow them to pass, although he clearly bristles at their overriding of his authority.  

· A PC who possesses a Favor or Ally with the Dragon Clan can “cash in” (erase) that Favor or Ally to gain Hogai’s cooperation.

Unwise PCs might try to bribe or threaten Hogai.  This will infuriate him, and he will order the PCs to leave at once or pay the price for their “abominable insolence.”  The only way to retrieve this situation is an abject, groveling, Glory-draining apology (suggested loss: 5 points of Glory) accompanied by a roll of Awareness/Etiquette (Sincerity) at TN 20.  Otherwise, the PCs must retreat or fight.  Since there are 24 Dragon bushi at the fort, fighting is extremely inadvisable.

Stealth?

Desperate PCs might consider sneaking past the fort at night.  For a straightforward sneaking attempt, the PCs must make a Combined Roll of Agility/Stealth (Sneaking) against the Mirumoto sentry’s Perception/Investigation.  A failure means the Mirumoto spot the PCs and raise the alarm.

Note that horses/mounts impose a +10 TN penalty on any attempts to be stealthy.  

Shugenja PCs may have more options, such as using spells to conceal themselves or their comrades, or flying around the fort.  The GM must adjudicate any such efforts.  

Spending the Night?

If the PCs do gain the cooperation of the Mirumoto, they will be allowed to spend the night in the fort, thereby solving their problems of food shortage and lack of rest.  

If the PCs pass the fort by stealth, they will have to make camp outdoors as before.  Thanks to the lack of rain, they will be able to sleep without difficulty.  However, the Hunting roll to find food will be at +5 TN due to the scarcity of game and plants alike.   

On Into the Mountains

Assuming the PCs get past the fort (honestly or otherwise), they find a single path that climbs higher and higher into the mountains.  Horses and ponies will find this route to be very difficult going, and PCs with mounts will be wise to lead them by hand.  Otherwise, they will need to roll Awareness/Horsemanship at TN 20 to avoid a fall that inflicts 2k1 damage on them and breaks the leg of their mount.

Part Seven: A Meeting with Choujo TC \l1 "Encounter with Choujo
Several hours of laborious climbing brings the PCs high up into the Dragon mountains.  Chilly spring breezes whip through the narrow clefts between the rocks, and the PCs sometimes imagine that they can hear voices on the breeze.  As they climb, they pass several places where dirt and gravel have been disturbed by scrabbling feet, and at one point find a worn-out woman’s sandal lying abandoned beside the road.  Thereafter, they begin to spot smears of blood on the rocks.  

Finally, after about six long Rokugani hours of climbing, they round the corner of a mountain and see, high above them and still many miles off, a splendid castle atop a high mountain peak.  Any Dragon PC will recognize this as the legendary High House of Light, the home of the tattooed orders and the seat of the Dragon Clan Champion.  Other PCs will realize this with a roll of Intelligence/Lore: Dragon Clan at TN 20 or Intelligence/Lore: History at TN 25.  

About a mile in front of the PCs, struggling across a rugged saddle between mountains, is the tattered form of a teenage girl.  She is barely moving forward, obviously exhausted, and the PCs will easily be able to catch up with her.

Choujo is a young girl of about fourteen.  She is awkwardly adolescent, all knees and elbows, and can be mistaken for clumsy – however, she is actually quite fleet and can move quickly and decisively when she has need.  Her hair is dyed Lion blonde, although it is now so caked with dirt that this is difficult to tell.  Her garments are in tatters, but she still has her swords.  One sandal is missing, and she is bleeding from the sole of that foot, as well as from numerous cuts and scratches elsewhere on her body.  Her eyes are a bright, blazing gold which is unsettling to look upon.  

Choujo will stop her journey briefly to speak with the party.  She seems very calm and very sure of herself and her path, but her wild appearance and blazing eyes seem to put the lie to her calm.  The following are examples of how she will converse:

· “I have always been an outsider in my own clan.  But now I know the reason why.  I am destined to be greater than any of them.”

· “I will be one of Rokugan’s greatest heroes, I am sure of it.  Fate has decreed so.”

· “I’m sure my destiny is in that castle up there.  But I can’t seem to see the path anymore.  It was so clear up until now!  Can you see it?”  

Choujo is actually insane – the conflict between her life as a Lion samurai and her inner call to become one of the Hitomi monks has broken her mind.  The insanity has built to the point where she frequently loses control of herself altogether, especially if she thinks her destiny is being thwarted.  Currently, the mixture of her madness and sheer exhaustion is preventing her from finding the path up to the High House of Light.  

What Do the PCs Do?

The PCs have essentially two choices: fulfill their duty to Akodo Wabiru and take Choujo back with them, or recognize her destiny and help her to ascend to the High House of Light.  Either option could be considered honorable, depending on how the PCs interpret the Code of Bushido.  

Bringing Her Home

If the PCs want to bring Choujo back, they can either try to talk her into returning, or try to bring her back by force.  

In order to convince her to come back, the PCs will have to present her with an argument strong enough to overcome her deep urge to ascend the mountain.  This will most likely mean appealing to her Lion upbringing, citing Duty, Honor, and familial obligation.  If a PC makes a well role-played appeal and rolls Awareness/Courtier at TN 25, Choujo will be able to regain enough self-control to agree to come back.

Alternatively, a PC could use Choujo’s crimes during her journey to convince her that her “destiny” has led her down a path of evil and destruction.  This would, again, require a well role-played appeal – Choujo will try to excuse her actions on the grounds that her victims were “mere peasants and ronin who were thwarting my destiny.”  Again, the PC will have to roll Awareness/Courtier at TN 25 to convince her to forsake her path of dishonor and return home.   

If the PCs become aggressive or threatening, or if they simply try to take Choujo back by force, she will immediately respond with total violence and aggression – a shocking level of violence for such a young girl, due to the maddening influence of Lady Moon.  She will pull no punches and uses optimal tactics, including the full power of her tattoos.  She will prefer to fight with her swords but is unnaturally skilled at hand-to-hand as well.  The PCs will have to reduce her to Out, or otherwise disable her, before she will stop struggling.  In this case they will also have to keep her tied up/restrained for the return journey.   

Either way, once the PCs take Akodo Choujo back, she will begin complaining within a day, “Everything is blurry, nothing is clear anymore.”  The further they go, the worse her vision gets.  However, at the same time her golden eyes will fade somewhat and her sanity will begin to return as the calling of the Hitomi grows fainter.  By the time they reach her father’s house, she will be fully sane – but completely blind.  

Going Up the Mountain 

If the PCs agree to help Choujo reach the top of the mountain, they will find the climb oddly effortless – since they are “bringing home” one of the tattooed orders, the mystical powers of the Dragon Mountains will help rather than hinder them.  As they climb the steep slope, Choujo seems to recover her energy and becomes happy, even exultant.  “It is so clear here.  I can see for miles!”  

At the top of the mountain, three tattooed monks (one from each of the Three Orders) are waiting outside the gates to the castle.  One of them is Hitomi Fuguki, who some of the PCs may have encountered in the adventure “Treacherous Terrain.”  The monks welcome their new sister with deep bows, which she returns on suddenly shaky legs.  Two of the monks take her arms and help her inside, while Fuguki turns to the PCs.  “How splendid that your paths led you to make the right choice for my new sister!  And my new sister too!”  He pauses in confusion for a moment and then smiles broadly.  “Please, come inside and have some tea!  I promise I won’t throw any on you this time.”  

The PCs can, if they wish, stay for a meal and even a night of sleep before returning.  Of course, they will still have to explain to Akodo Wabiru why they didn’t bring back his daughter.  

One Path Only

The PCs can choose only one path here – either they help Choujo to reach the mountain, or they bring her home to her father.  

If they convince Choujo to return home, they will be unable to visit the High House of Light – the mountain itself will reject them, and they will be unable to find the path to the top.

If they bring Choujo to the High House, they will not be able to take her back to her father – she is now one of the Tattooed Orders, and will never return to Lion lands. 


Conclusion One: Returning to  Meiyo Gesei

If the PCs bring Akodo Choujo back successfully, her father is quietly delighted to see his daughter again, although also grieved at her loss of sight.  Choujo humbly apologizes to her father and her sensei for all the trouble she has caused in her “arrogance and selfishness.”  

If the PCs return to Akodo Wabiru empty-handed, he is outraged at both his daughter’s audacity and at the PCs for failing to fulfill their duty to bring her back.  His daughter is officially banished from the school, and his entire family suffers a grievous loss of face.  Wabiru quietly promises not to forgive the PCs for their failure.

Either way, the next morning the surviving PCs continue on to the Castle of the Swift Sword for the Boy’s Festival.

Conclusion Two: Ending the Tale TC \l1 "Flash Forward
The image fades as you come to the conclusion of your story.  There is a round of soft applause from onlookers for the skill of Shiba Sakkiko and her impressive spell.  Kitsu Daika and his son Jinan bow to you.  “Thank you for telling your tale, samurai-samas,” the father says.  “I’m sure your tale has taught my son much about duty and honor.  What do you say, Jinan-kun?”  The boy looks at the party with shining eyes.  “Hai!  Domo arigatou!”

If any of the PCs died during this adventure, however, Kitsu Jinan will look slightly confused.  “Wait.  I thought there were more of you here.”  The PCs realize that the images of their dead comrades were created by the spell, and in actuality only the survivors are present. The boy, however, shakes off his momentary confusion with a happy, “Domo-arigatou!”

Rewards for Completing the Adventure TC \l1 "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  TC \l2 "Experience Points 
Playing through the adventure:

1 XP

Good role-playing:


1 XP

PCs defeat Goro:



+1 XP

PCs return Choujo  to her father:

+1 XP


OR

PCs help Choujo reach the High House:
+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties TC \l2 "Other Awards/Penalties
If the PCs allowed Choujo to join the Dragon Clan, most of them will gain +1 point of Honor, but lose 2 points of Glory as Akodo Wabiru condemns their character in the courts.  Lion PCs do not gain Honor – instead they lose 2 points for failing to fulfill their duty. Tattooed Order PCs, on the other hand, gain 1 extra point of Honor.

If the PCs returned Choujo to her father, all Tattooed Order PCs lose 1 point of Honor, Lion PCs gain 1 point of Honor, and all other PCs have no change in their Honor.  All PCs gain 2 points of Glory as Akodo Wabiru praises their character in the courts.  

PCs may NOT make a Storytelling (Bragging) roll to gain extra Glory for this adventure, since the entire story was told in a public setting.
Appendix: NPCs and Creatures

Akodo Wabiru, Lion Clan Courtier

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 2
	WATER 3 

	Willpower 3
	Perception 4

	VOID 3


TN to be Hit: 18

School/Rank: Ikoma Omoidasu 3


Rank One: Glory rank is increased by Awareness rank to determine if he is recognized (this bonus may be conferred on a number of companions equal to School Rank).  Free Raises equal to School Rank on public bragging rolls.


Rank Two: During combat may bolster a number of allies equal to Awareness + School Rank, allowing them to add Yabu’s Honor rank to their attack rolls.  


Rank Three: May double any Glory gain or loss in his presence by rolling Awareness/Storytelling (Oratory) at a TN of (Target’s Glory Rank x 10).   

Honor/Status/Glory: 3.2/3.0/4.7

Skills: Athletics 3, Battle 1, Courtier 5, Defense 3, Etiquette 4, Iaijutsu 1, Investigation 2, Kenjutsu 1, Lore: Heraldry 4, Lore: History 3, Lore: Law 3, Medicine (Antidotes) 3, Storytelling (Bragging, Oratory) 4, Theology (Ancestors) 3. 

Mastery Abilities: Add 5 to the total of any contested Social roll made against him.  Adds Defense skill to TN to be Hit at all times.

Advantages/Disadvantages: Social Position (trusted courtier)

Equipment: Fine kimono, wakizashi, 6 koku.

Akodo Choujo, Crazed Lion Girl

	FIRE  2
	  AIR 2 

	Agility 3


	Reflexes 3

	EARTH 3 
	WATER 3 

	
	Strength 4

	VOID 3


TN to be Hit: 19


School/Rank: Akodo Bushi 1

Due to her insanity, Choujo cannot use most of the elements of her School Technique, although she still adds her Water Ring to the total of damage rolls.

Honor/Status/Glory/Infamy: 1.7/0.5/1.0/0.7

Skills: Athletics 5, Battle (Mass Combat) 1, Defense 4, Etiquette 1, Iaijutsu 2, Jiujutsu 4, Kenjutsu 4, Kyujutsu 1, Lore: History 2, Meditation 1, Storytelling 1, Theology 1.
Mastery Abilities: Add Defense skill to TN to be Hit at all times.  

Advantages/Disadvantages: Great Destiny (to be a Hitomi monk), Hands of Stone, Quick, Strength of the Earth (rank two)/Benten’s Curse, Brash, Driven (to fulfill her destiny), Enlightened Madness.

Special Ability: Tattoos.  Choujo’s tattoos are on her back, and are still faint and difficult to see.  However, she can access their abilities.  They are the Avalanche (once per day, spend 2 Void points to increase Strength by 2 for 3 rounds, then become exhausted and +5 to all rolls until rests for 20 minutes) and the Lion (once per day, when activated, roll 1 extra die on all Bugei skills for 2 rounds).
Equipment: Clothing, katana, one sandal.

Mirumoto Hogai, Minor Dragon Officer

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 30 (35 in light armor)


School/Rank: Mirumoto Bushi 2


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


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

Honor/Status/Glory: 1.8/4.0/2.0

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

Advantages/Disadvantages: Social Position (officer)/Bad Reputation (proud).
Equipment: Kimono, light armor, daisho set, badge of rank.

Typical Mirumoto Bushi (interchangeable)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2 
	WATER 2 

	
	Perception 3

	VOID 3


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


School/Rank: Mirumoto Bushi 1


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

Honor/Status/Glory: 2.5/1.0/1.0

Skills: Athletics 2, Defense 2, Etiquette 1, Iaijutsu 2, Kenjutsu (katana) 3, Kyujutsu 2, Lore: Shugenja 1, Meditation 2, Theology 1.

Advantages/Disadvantages: None.
Equipment: Kimono, light armor, daisho set, bow and 20 arrows.

Goro the Boar (Normal Version)

	FIRE 1
	  AIR 1

	Agility 3


	Reflexes 3

	EARTH 4
	WATER 2 

	
	Strength 4


TN to be Hit: 20

Attacks: 5k3

Damage: 4k3

Carapace Armor: 2

Wounds: 28: +3; 37: +5; 46: +10; 55: +15; 64: Dead


Special Abilities: Boars may charge, moving twice their normal movement to strike an enemy and rolling two additional dice for that attack.  Their TN to be Hit is reduced by 5 when they do this.

Goro the Boar (High-End Version)

	FIRE 1
	  AIR 1

	Agility 4


	Reflexes 4

	EARTH 5
	WATER 2 

	
	Strength 5


TN to be Hit: 25

Attacks: 5k4

Damage: 5k3

Carapace Armor: 4

Wounds: 37: +3; 48: +5; 59: +10; 71: +15; 93: Dead


Special Abilities: Boars may charge, moving twice their normal movement to strike an enemy and rolling two additional dice for that attack.  Their TN to be Hit is reduced by 5 when they do this.
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