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Tensions on the Lion-Unicorn border seem to promise a renewal of an ancient war. Is someone manipulating events for their own purposes?
Adventure Summary and Background

Recently, the borders between the Lion and Unicorn territories have been afflicted with a series of bandit attacks.  The bandits are the underlings of an Ide gokenin, Ide Matsura, supplied carefully by the wealthy landlord.  His hopes are to test Lion defenses and line his own pockets.  His ambitions are not particularly aimed at war against the Lion, but he sees that event as inevitable and hopes to profit from it prematurely, both in political terms (through reconnaissance) and in financial terms (from spoils of war).  

An Imperial, Otomo Sukishi, has begun a very careful investigation of these incidents of banditry, using an Emerald Magistrate named Asako Taroemon as his agent.  At the same time, he has arranged for a pair of Lion Wardens, Ikoma Maru and her sister Ikoma Rika, to search the area and prepare an attack on the bandits.  Lion troops crossing the border into the Unicorn lands may well inflame tensions between the Clans, but Sukishi would prefer to have the bandits publicly wiped out in this way, rather that let anyone (such as the peace-obsessed Imperal Herald, Miya Shikan) sweep the incident under the rug.  Sukishi is an Otomo traditionalist and believes that a war is preferable to the artificial and strained peace which Shikan has forced onto the Empire.  

Nevertheless, Sukishi does want to find out who was behind the bandit attacks.  The PCs will be drawn into this when Otomo Sukishi invites them to the well-traveled city of Hisatu Kesu.  He will request their assistance to Asako Taroemon as yoriki.  Sukishi is making sure Taroemon has the assets he needs for the investigation – not warriors, but scouts and investigators, verifying some or all of his suspicions regarding the unusual bandit force.

If the PCs are both skilled and swift with their reconnaissance, they may be able to find the secret that Sukishi and Taroemon are looking for.  Otherwise, the evidence will be destroyed when the Lion strike at the bandit gang.    

The potential political outcome of this adventure is significant.  The aggressive Lion action will raise tensions with the Unicorn, and should the PCs reveal Ide Matsura’s plot, a threat of war will loom that may prove difficult for even Miya Shikan to stymie.  

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 (more than half the characters are Insight Rank Two):

· Add 5 to the TNs of all skill rolls.

· Increase the Defense, Kenjutsu, and Kyujutsu skills of the Sergeant Bandits by 1.

· Shinjo Hoshie has Agility of 4.

Player’s Introduction  

At the start of the adventure, each PC receives a letter from Otomo Sukishi.  PCs who are Clan or Imperial receive Handout #1.  PCs who are ronin receive Handout #2.

The city of Hisatu-Kesu is a major crossroads in the Empire, lying on the Unicorn side of the Seikitsu Pass, the one large pass through the Spine of the World Mountains.  Merchants throng the streets of a city whose size seems to grow and shrink with the trade seasons.  It is a sprawling settlement, home to over 4,000 people, loud and boisterous with the clamor of human life.  Even the fields outside the walls are crowded with industrious peasants.  

As requested in Sukishi’s letter, the PCs arrive on the fifteenth day of the Month of Hantei, the month of June to gaijin.  The Traveler’s Hope Inn, which they have been directed to find, is actually a fairly modest business, located on a side-street, but they can find it within an hour of searching.    

Scene One: The Traveler’s Hope Inn

The Traveler’s Hope is an older, smaller Inn run by an aging matron named Mara, a kindly old heimin.  She is accustomed to samurai guests, and while her Inn is older and less refined than most, it offers all the proper amenities – baths, stables, weapons stands for samurai to leave their blades while drinking, etc.  Mara is both kind and courteous, doing her best to meet the needs of even the most demanding of samurai.  

Aside from the PCs, the only samurai staying at the Traveler’s Hope are a handful of minor Unicorn ji-samurai and ronin escorting merchants who are passing through town.  The merchants themselves, and various other commoners, make up the remainder of the Inn’s customers.  The PCs should be naturally drawn into discussion with each other, especially since they are obviously all waiting to meet someone, and the GM should encourage this by having each player describe their character.  

If the PCs are looking for news or gossip, they will find little here, since there are only Unicorn, ronin, and commoners to speak with.  However, if they roll Awareness/Courtier (Gossip) at TN 20, they can pick up a few things:  

· The Emperor has officially proclaimed that Beiden Pass will be re-opened to build a new trade road through Lion lands to the southern Empire.  Many of the merchants and commoners here are speculating about how badly this will damage Hisatu Kesu’s economy.  

· There are rumors of bandits striking along the border between the Lion and Unicorn.  Many of the merchants are concerned about the damage this is causing to trade, especially with the expense of hiring ronin guards.  

· The Unicorn Khan has been trying to re-establish the Shinjo Magistrates in their full Empire-wide authority.  The Unicorn samurai will all loudly support this idea, but some of the commoners whisper that this is evidence of the Khan’s growing ambitions, reminiscent of his notorious ancestor Chagatai from the early Toturi dynasty.

· There is a rumor that the Emperor’s eldest twin sons, Toturi Hatsu and Toturi Kobashi, will be undertaking a grand tour of the Empire later this year, to celebrate completing their training in their respective bushi schools.   

If the PCs look for NPCs to speak with, there is one man who may draw their attention: a middle-aged ronin, Kagekaze, sitting quietly at a corner table and drinking sake in a slow, appreciative manner.  

Kagekaze the Killer: Unlike most ronin, Kagekaze is clean-shaven and well-kept, and wears his hair in a traditional topknot.  His kimono is of good quality, in neutral shades of light gray, dark blue, and tan.  His swords are currently stored in his room, and with or without them he behaves always with great restraint and decorum, speaking in a soft voice.  Physically, he appears to be in his early forties, with a thin, narrow frame and long, lean arms and legs – he gives the general impression of being somewhat worn down by the rigors of life.

Kagekaze is a civilized and educated man, and will converse pleasantly with any PCs who approach him.  He has a significant amount of money, and is not looking for work – he is simply passing through here on his way elsewhere.  If any of the PCs ask how he got his money, he will smile and say, “A man of my skill is always well paid.”  He will carefully avoid talking much about his past or what he does for a living.  

Any bushi PC who speaks with Kagekaze for more than a few moments can roll Raw Awareness at TN 15 to come to the hair-prickling realization that they are actually speaking with what is possibly the deadliest man they have ever encountered.  Kagekaze is actually one of the half-dozen most dangerous swordsmen in the Empire.  If a PC expresses fear or unease around him, he will be quietly amused, but is far too polite to draw attention to their fear.  

Otomo Sukishi Arrives

After sufficient time has passed for introductions, gossip, and possibly meeting Kagekaze, Otomo Sukishi will arrive:

The setting sun glows through the doorway of the inn as a new guest enters.  He is an elegant, pale-skinned young man, his long black hair tied back behind his head.  He smiles thinly as he enters the room and surveys its contents.  His green eyes alight on your table and he fans himself ostentatiously as he approaches you.

“Konbanwa, samurai,” he says, his thin and wispy voice clearly audible despite the evening crowd.  “I am Otomo Sukishi.  I am glad to find you here today.”  
Sukishi is a player character in the campaign, and it is possible that some of the PCs have previously met him. PCs who have not met Sukishi can roll Raw Awareness at TN 35 to see if they recognize him.  Those who know or recognize him will know that Sukishi is known as something of a hedonist.  Although he has recently married, he is known to be unfaithful in his attentions.  Aside from these items of notoriety, he is little more than a minor bureaucrat.  

Sukishi will speak with each of the PCs politely, referring to them by their family names (unless they are ronin).  He will treat even openly rude characters with at least a modicum of respect, though there are limits to his patience – he is an Imperial with Status 2.6, and has the right to expect a certain amount of deference from lower-ranking PCs.  He will be somewhat more polite and forgiving toward Mantis PCs than toward others – he is under an Obligation to the Mantis Clan.  

If a PC outright insults him, Sukishi will retaliate later and in subtle fashion (see “Rewards for Completing the Adventure” for details).  He will also use his Rank Two technique against anyone who employs an Honor Roll or Test of Honor against him in an Opposed Social roll.   

Once he has introduced himself and chatted for a bit, Sukishi will explain that he wishes the PCs to assist the local Emerald Magistrate, Asako Taroemon, in a “minor investigation.”  He is quite relaxed and casual about the whole thing, appears to be in no hurry, and is more than willing to answer any questions that the characters ask.  

· If the PCs ask for information about the investigation, Sukishi will initially merely say, “Asako Taroemon-dono has a task that requires assistance from intelligent, able-bodied samurai capable of the proper decorum and discretion.”

· If the PCs press him for details, Sukishi may let slip that the investigation relates to some bandit activity in neighboring territories.

· If the PCs ask why Taroemon does not simply request help from the local garrison, Sukishi will vaguely explain that, due to various factors, the local troops are unavailable at this time.  (An Opposed roll of a PC’s Perception/Investigation against Sukishi’s Awareness/Etiquette will suggest that Sukishi is holding something back, but is not being outright deceptive.)

· If any of the PCs are ronin, Sukishi will suggest that Asako Taroemon may be able to offer them a job.    

· If the PCs ask why he is involved in this matter, Sukishi will smile and gesture lazily with his fan.  “It is the duty of the Imperial Families to assist those who protect the Empire.  Wouldn’t you agree?”   

Once the PCs agree to help, Sukishi will be happy to escort the PCs to Taroemon’s office, or give them directions.  If, for whatever reason, they refuse to assist him, the adventure is effectively over.

What Sukishi wants:  Sukishi ardently wants the bandit force to be exposed.  He began this investigation and turned it over to a more capable man, the Emerald Magistrate Asako Taroemon.  He is convinced, as is Taroemon, that there is a plot behind these bandits, that they are being funded by someone.  Sukishi suspects the involvement of Ide Matsura and has leaked information to the Lion Clan, hoping that either the Lion troops or the PCs will expose the Unicorn gokenin’s plot.  He is unconcerned about the potential scandal and war-scare that such an exposed would create, and in fact desires it. Not only would the true culprit be caught, but tensions between Unicorn and Lion would grow significantly worse, taxing even Miya Shikan’s best peacemaking efforts.  

Scene Two: Office of the Emerald Magistrate

Otomo Sukishi leads the PCs to a well-apportioned house located near the main gate of Hisatu Kesu.  The servants usher him and the PCs into a small but comfortable meeting room next to a modest interior garden, and ask them to wait there, explaining that Asako Taroemon-sama will meet them as soon as he is able to do so.  In the meantime, they offer rice, tea, and sliced freshwater fish with pickled vegetables.  

The PCs will have to wait a Rokugani hour (two gaijin hours) to meet with Taroemon.  During this time, the sun will set and the servants will deploy colored paper lanterns throughout the house, including the gardens.  

If Sukishi accompanied the PCs, he will be happy to chat with them, or to engage in peaceful meditation if they prefer.  He will not discuss the investigation in any more detail, but he will drop hints that he regards it as an important matter, and that he expects the PCs to offer Taroemon their full effort and energy.

Aside from these hints, however, Sukishi seems rather thoroughly bored with the investigation, and will become irritable and dismissive if the PCs continue to pursue the topic.  On the other hand, he will be more than willing to gossip on any other topic, and seems to welcome the chance to catch any choice news the PCs may have from other parts of the Empire.  He will politely rebuff any romantic or seductive appeals from women, but is more than willing to entertain discreet advances by any male characters with the Dangerous Beauty and/or Benten’s Blessing advantages.  He will not actively pursue anyone who does not initially show interest in him.  (A male PC who actually has an affair with Sukishi will lose a point of Honor, two points if their current Honor Rank is 3.0 or higher, and gains one point of Infamy – tales travel quickly in large cities.)  

Meeting with Asako Taroemon

At the end of the PCs’ long wait, the door slides open and Asako Taroemon enters the room.  He appears to be lost in thought when he arrives, but as soon as he notices the PCs, snaps to attention and stares sharply at each PC in turn before offering a brief bow.  Toward Sukishi he frowns slightly, as though in disapproval.  

Taroemon is a gaunt middle-aged man, with the appearance of someone who has lived a physically demanding and much-traveled life.  His narrow, bony face displays a pair of cold, piercing eyes which seem to bore deeply into anyone who speaks with him.  His voice is raspy and low, like sandpaper.  

“I apologize for my lateness, samurai.  However, Kitsuki Jiro-dono’s needs are many, and he keeps his magistrates occupied with a wide variety of particulars at this time, particulars that must be completed immediately and which require my focused attention.  Nevertheless,” he glances at Sukishi before continuing, “the Emperor’s justice must continue.  I require assistance in tracking down a gang of bandits in the neighboring territories that have become a growing concern.”

Taroemon has only three official yoriki, all of whom are currently busy with other investigations here in Hisatu Kesu, and has no wish to divert valuable assets to investigate bandit incidents which should properly be dealt with by the Unicorn Clan’s local authorities.  In truth, he is somewhat resentful of Sukishi’s interference in his affairs, and regards the whole matter as rather overblown.  Nevertheless, he will pursue the investigation as honorably and effectively as he can.     

Once the PCs express their willingness to assist him, Taroemon will explain their mission as follows:

“My sources have managed to trace these bandits to the region of Unicorn lands near the border with the Lion Clan’s territory.  Through some chance or quirk of fate, the bandits have managed to acquire mounts, and are raiding along these borderlands quite extensively.  I require reconnaissance of the area to locate their hideout and identify any defenses or fortifications.  Once we have this information, I will be able to commandeer a detail of the Imperial Legions or Unicorn troops to deal with them decisively.”  He urges the PCs to be thorough. “The more information I acquire, the more complete and swift the emperor’s justice will be.”  

Taroemon will give the PCs papers making them temporary yoriki, deputizing them to investigate on his behalf.  He will not volunteer additional information – the PCs were chosen by Sukishi, not him, and if they are not willing to ask questions he will simply regard it as proof of Sukishi’s poor judgment.  If the PCs do ask questions, however, he will seem quietly pleased, and answers to the best of his ability.  He can share the following information:

· If the PCs ask for more information on the nature of the bandits, he will explain that judging from the accounts of surviving witnesses, they appear to be ronin, and are reasonably well-trained and organized.  Their numbers are uncertain but are probably around fifty or so, and they are riding Rokugani ponies, giving them the mobility to evade Lion and Unicorn patrols.

· The bandits are operating mainly in the territories to either side of the Kawa Mitsu Kishi (Three Sides River), between the Lion strongholds of Shiranai Toshi (to the south) and the City of the Rich Frog (to the north).  Taroemon suspects the bandits are based on this side of the river, since the Unicorn territories are less densely populated, more rugged, and consequently less well patrolled.  No major garrisons or settlements are located on the Unicorn side of the river.

· It is unknown whether or not there are any shugenja among the bandit forces, although their success suggests either very skilled leadership or magical support.  

· Taroemon does not want a direct confrontation, since this might tip off the bandits and would almost certainly result in the PCs dying without bringing back any useful information.

· If any of the PCs ask about Otomo Sukishi’s involvement in the investigation, Taroemon’s response will depend on whether Sukishi has accompanied the PCs to the interview.  If Sukishi is present, Taroemon will politely remark that Sukishi has provided “useful efforts” with interviewing witnesses.  If he is not present, Taroemon will be less positive, observing tightly that Sukishi has “inserted himself” into the matter without prior notification.   

· If any ronin PCs ask about payment (or other PCs ask on their behalf), Taroemon will look openly disgusted.  “Such distasteful matters are handled by clerks,” he snaps.  

After the PCs have sated their curiosity, Taroemon bows and thanks them for their assistance.  Servants bring in documents appointing the PCs as his agents in this matter.  Taroemon immediately departs, apologizing for the demands of his office.  

If there are ronin among the PCs, a heimin clerk will approach after Taroemon leaves and offers each ronin a bag containing one koku in copper coins.  “An additional payment will be presented on conclusion of a successful investigation,” the clerk explains, bowing humbly and low.

Scene Three: Preparations and Investigations

When the PCs leave Asako Taroemon’s residence, it is mid-evening, so the earliest they will be able to leave to begin their investigation is tomorrow morning.  If Sukishi accompanied them to the magistrate’s residence, he will bid them goodnight and promises to meet with them once more in the morning, at the Traveler’s Hope.  

When the PCs leave the magistrate’s office, have each of them make a Raw Perception roll at TN 20.  With a success, the PCs feel a prickling sense that they are being watched, although they cannot be sure by whom – a great multitude of samurai are passing in the street, and many given the PCs some attention as they leave Taroemon’s residence.  In point of fact, the PCs are being watched by Ikoma Mara, who knows they have been brought in by Otomo Sukishi and wants to know what they are up to.

Equipment

The PCs are free to make whatever preparations they think proper for scouting a rugged, lightly-populated area.  Hisatu Kesu is a trade center, so the PCs can easily locate any standard gear that is not already in their outfits – most merchant shops are open into the evening.  Since this is a Unicorn city, the PCs can also locate some exotic gaijin goods, although nothing of great rarity or value.  

Investigating Taroemon

Some of the PCs may wish to learn more about Asako Taroemon.  This can be done by asking around the local inns, marketplaces, or sake houses and rolling Awareness/Investigation, Awareness/Underworld, or Awareness/Courtier (Gossip) at TN 20.  The information learned with a successful roll will depend on the skill used: 

Courtier (Gossip): Taroemon is a man widely known for being virtually inaccessible.  He has limited manpower and the new Emerald Champion, Kitsuki Jiro, has assigned him a great deal of additional bureaucratic work.  As a result, he has allowed some cases to go unresolved, and he has achieved no successes of note.   

Investigation: Taroemon is known to be meticulous and scrupulous, though extremely busy.  He is considered a trustworthy magistrate, one who does not accept bribes and who assiduously enforces the Emperor’s law.  

Underworld: Taroemon is a man who can be worked around if one is careful and makes few waves, as he has little time available to deal with minor problems.  There are rumors that the Lion Clan has taken an active interest in one of his most recent investigations.  

Investigating the Rumors

The PCs may decide to seek more information about the rumors of banditry, see whether anyone else is investigating the matter, or ask about reports that the Lion are interested in one of his cases.  Again, they can learn more by asking around the local inns, merchant markets, and sake houses.  The potential skill rolls are Awareness/Investigation or Awareness/ Commerce at TN 20.

Investigation: The bandits have been operating in this area since early spring.  The local Emerald Magistrate has not been able to look into the problem much, and the Unicorn do not have a garrison in the border area where the trouble is happening.  With a Raise (or at least one koku spent on bribes), the PCs learn that there are reports of a Lion agent, Ikoma Mara, looking into the problem on behalf of the Lion Clan. 

Commerce: The bandits have been operating since early spring.  There was no previous bandit activity in this area, and the local merchants mostly assume that the gang moved in here from somewhere else.  They seem to have been striking mostly on the Lion side of the Three-Sides River, but merchants from all Clans have been attacked.  There are also rumors that a Lion agent is here looking into the matter.  If the PC makes a Raise on the roll, or spends at least one koku on bribes, the Lion is named as Ikoma Mara.

Asking About Trade/Merchants

If the PCs think to ask whether there are any merchants who have not been attacked by the bandits, they can roll Awareness/Investigation or Awareness/Commerce at TN 25 to identify Ide Matsura, a local Unicorn gokenin (landowner).  He is known to be moderately wealthy and to have several merchants working as his vassals.  It seems that none of his merchants have been attacked.  However, this is not regarded as sinister, merely as good fortune.  

The PCs can learn a little more about Ide Matsura by rolling Intelligence/Commerce at TN 20.  With a success, the PCs know that Matsura has extensive trade interests in this part of the Empire, in both Unicorn and Lion lands, and has been doing quite well lately.  

Investigating Ikoma Mara 

If the PCs catch the name of Ikoma Mara, they may wish to learn more about her before departing on their trip to seek out the bandits.  With a Raw Awareness roll at TN 45 or an Intelligence/Lore: Lion roll at TN 25, the PCs can identify Mara as a Lion Warden who is normally based out of the City of the Rich Frog.  She has a twin sister named Rika who is also a Warden.  

Second Meeting with Sukishi

The next morning, Otomo Sukishi will visit the PCs when they are preparing to leave the Traveler’s Hope Inn.  Sukishi starts the conversation by bowing formally and apologizing that he will not be able to directly assist in the investigation.  “Asako Taroemon-dono has asked that I assist him in catching up with Kitsuki Jiro’s requests.”   Anyone who observes him can see poorly-concealed boredom beneath his polite smile.  (A suspicious character may attempt a contested roll of Perception/Investigation against Sukishi’s Awareness/Etiquette – a success indicates that beneath his boredom, Sukishi is upset at remaining behind.)

That out of the way, Sukishi offers the PCs some assistance.  He has quietly conducted a fair amount of investigation, including researching the area to locate the most likely hideouts for the bandits.  Sukishi believes they are hiding in the hill-country on the Unicorn side of the river, a lightly populated area with only a few scattered villages.  He suggests that the PCs make their search in that region.    

Sukishi will also tell the PCs that he suspects some faction or conspirator is backing the bandits.  “These bandits appeared too suddenly, in too much strength, to be some random collection of rogues.  I suspect someone financed and organized them, possibly for profit or for the purpose of fomenting trouble on the Lion-Unicorn border.  Any evidence of this that you can find and supply to Asako Taroemon-dono will be most useful.”   

Mara Follows the PCs  

Ikoma Mara will follow the PCs when they head out toward the borderlands.  When the PCs leave their Inn, allow each of them to roll Perception/Investigation at TN 25.  Success indicates that they spot one particular Lion samurai-ko among the passerby who seems to be watching them.  However, as soon as the PCs notice her, she retreats into the crowd.

If the PCs decide to follow the Lion samurai-ko, they can catch up with her easily – she is not being actively Stealthy.  She is a short, stocky, muscular woman with her hair in a short, tight ponytail.  Her manners are brusque and businesslike, though she will be reasonably polite to anyone of Clan samurai rank (especially those of higher Status than her 3.0 Status Rank).  She will introduce herself as Ikoma Mara.  If the PCs check her mons, they can roll Intelligence/Lore: Heraldry at TN 20 to recognize her as one of the Lion Wardens.  If they make TN 25 or better, they realize from her family mon that she is actually from the Kaeru vassal family of the Ikoma.

Mara will be offended at any open suggestion that she was spying on the characters (although in fact she was). She will simply claim to have been curious about the presence of an Imperial (Sukishi) in Hisatu Kesu.  She claims not to know Sukishi, and if he is still present, he will likewise claim ignorance of her.  These are all lies, of course, but the PCs will have no way to prove otherwise.  

Mara will not give the PCs any information and will be quite uncooperative, trying to avoid any lengthy entanglement with the PCs.  She will excuse herself and hurry away as soon as she can.   

Scene Four: The Borderlands

The trip from Hisatu Kesu to the border region near the Three Sides River will take almost three days.  At first, the PCs are passing through lush and prosperous lands, with abundant villages, well-tended crops, and the occasional Unicorn samurai who bows to them politely and checks their papers.  

The further from Hisatu-Kesu they travel, however, the more empty and rugged the land becomes, as low hills and patches of scrub forest separate the increasingly scattered villages.  Likewise, Unicorn samurai become rarer as the PCs travel farther.  

Lion Trackers

The two Lion scouts, Ikoma Mara and Ikoma Rika, will be tracking the PCs during their journey.  They trade off their duties so that one of them is following the PCs at all times.  If the PCs are checking to see if they are being followed, they can roll Perception/Hunting against either Ikoma Mara or Ikoma Rina’s Agility/Stealth (they will each spend a Void point to avoid detection).  If a PC succeeds, s/he notices someone on horseback following them at a distance of a mile or so.  

If the PCs seek to give chase, only Unicorn samurai or other samurai with access to a Unicorn steed should have the opportunity to catch the scouts.  (The Lion Wardens are skilled riders and adept at shaking pursuit.) This will require an Opposed roll of Agility/Horsemanship.   If the PCs succeed in catching up with one of the Lions, she will deny she is following the PCs and claims she is traveling through the area on personal business.  Both Lions can produce travel papers authorizing them to travel back to their family lands in the Lion territories.  This is obviously a falsehood, but again there is no way to prove it (the papers are genuine, even if they are being used fraudulently), and if the PCs accuse one of the Lions of lying, she will furiously demand a duel for the insult.  If the PCs actually attack, the scout will fight back as best she can and attempt to escape.  

In any case, if the scouts are spotted, they will try to retreat for now and then follow the PCs at a greater distance.   If the PCs actually kill one of the scouts, the survivor will swear vengeance, and will learn the PCs’ names at the climax of the adventure (see Scene Seven: Battle and Escape).

If the scouts are not driven off or attacked, they will continue to tail the PCs (as well as scouting the area more generally).  If the PCs remain alert, allow them additional chances to notice the Lions later on, when they move out toward the bandit lair.  

The Village of the Lonely Horse

On the late afternoon of the third day, the PCs reach the territory where Sukishi suspects the bandits to be lairing.  This region consists of low, rugged hills whose slopes are covered in scrub trees.  Narrow valleys of fertile land wind between the hills, with thin streams that wend their way eastward toward the Three Sides River.  

The villages in this area are scattered more widely, isolated from each other by the steep hills, with only narrow dirt roads serving as links between them.  Regardless of which of the many valleys the PCs choose to explore, the village they reach that evening will be the Village of the Lonely Horse.   

Another small village huddles in this narrow valley, as though taking shelter from the hills that rise on all sides.  A weather-beaten torii arch stands beside the road, carved with the kanji for “Lonely Horse.”  The village huts are all modest and unimpressive structures, except for one larger hut that is probably the headman’s residence, and a couple of other sizable buildings which might be an inn and a mill.  The peasants appear to have noticed you, and are standing in the rice paddies, watching you from a distance with a cautious mien.  As you draw closer, they bow with absolute humility.

Any PC who rolls Raw Perception at TN 20 can tell that the peasants seem unusually frightened by the appearance of a group of strange samurai, and are darting uneasy glances at the PCs’ weapons.  

As the PCs get closer to the village, they can see that despite its isolation, it is actually a fairly well-kept place, the buildings neat and tidy, and the streets raked clean and smooth.  The peasants are healthy and seem, by the standards of such people, prosperous.  
The village Inn (which is unnamed) is likewise a clean and well-tended business, albeit somewhat spartan in the amenities it offers.  The heimin who manages it, a portly fellow by the name of Shojiro, greets the samurai with a wide (but clearly a bit forced) grin.  He apologizes profusely for the modest hospitality he can offer, but is quite swift and attentive in seeing to their needs.  

It should be apparent to the PCs, from the reactions of the peasants, that the village of Lonely Horse knows something about the bandit activity.  In fact, the bandits have been through the village several times and have threatened the locals to keep them quiet.  

Inhabitants and History of the Village 

The Village of the Lonely Horse is a remote settlement, and has no samurai residents, nor a local magistrate – the place has been kept safe largely by its own isolation. The villagers see only a few samurai each year, mainly tax collectors, and they are clearly made anxious and fearful by the presence of strange samurai, even Unicorn samurai.  They will be polite and deferential but will not readily share much information with the PCs, generally directing any such inquiries to the headman, Jin.    

Almost all of the people here are peasants or craftsmen – there is a blacksmith, a carpenter, a couple of silk weavers, and so forth.  The innkeeper is the only merchant family.  Two families of eta live on the outer edge of the settlement.  

The village headman, Jin, is a stoop-shouldered man in late middle age, although the difficult life of a peasant makes him look much older than a samurai of comparable age.  He is a canny man who has led his village for many years, and hopes to see them through the current crisis safely.  Jin will readily share the basic information that a large gang of mounted bandits have passed through the area several times in recent months, but thankfully have not actually attacked the village.  “Perhaps they seek better prey than this lowly settlement,” he suggests.  

Any PC who rolls Awareness/Investigation at TN 20 while speaking with Jin or the other villagers will get the sense that they are withholding something, but are not actually lying.  If the PC makes TN 25 or better, they can tell that the villagers’ motive is fear and distrust, of both the bandits and the strange PC samurai.

If the PCs ask about the history of the village, or how it came to have the name “Lonely Horse,” the peasants will be happy to explain the tale – in fact, they will be relieved that the PCs seem interested in such a safe topic.  “Ah, samurai-sama, that is indeed a fine tale.  You see, long ago, a group of peasant refugees came to this land, fleeing a war.  They were seeking a place to settle where they could found a new village and live in peace and safety, but their numbers were too few to do the work of building a new settlement, and all the established towns they found turned them away, for this was, as I said, a time of war and all were suspicious of strangers.  When we came to this valley, however, we found a stray horse, wandering through the fields.  It had no gear or markings to show who owned it, and it refused to leave the valley, even when there were storms that made our oxen stampede.  Our headman decided the horse was a good omen, and settled here, and we have prospered… for the most part.”  The peasants grow slightly pensive at the end of the tale, as they are forced to remember their current uneasy situation.

Soh the Rogue

On the PCs’ first arrival in the village, if any of them are expressing any kind of suspicion or alertness, allow them to make a Perception/Investigation (Notice) roll at TN 20.  If they succeed, they will notice a rather seedy-looking peasant lurking furtively at the edge of the crowd, watching them cautiously.  This man is Soh, a local ne’er-do-well and sneak-thief.  The other locals think poorly of him, regarding him as a burden on the village, and will express their opinions on the man if the PCs ask.

Soh will watch the PCs from a distance until it becomes clear that they are trying to track down the bandits.  At that point he will try to sneak off into the country and sell out the PCs to the bandits.  If the PCs are watching out for him, or being generally paranoid, they can spot him sneaking off by rolling Perception/Hunting at TN 20.  If they follow him, they can catch him quite easily – he is neither stealthy nor swift. 

If the PCs catch Soh trying to sneak off, he will initially try to pretend he was just going for a walk (he is a terrible liar).  Any PC who is physically threatening, or who role-plays in suitably imposing manner and rolls Willpower/Deceit (Intimidation) at TN 15, will easily break him.  He will cringingly confess that he was hoping to tell the bandits that samurai were in the area.  However, he does not actually know where the bandits are headquartered – he only knows they come from the south, and assumed he could simply wander in that direction and eventually find them.

However the PCs handle Soh – immediate execution, or returning him to the village for the locals for whatever punishment they might mete out – the rest of the villagers will be somewhat more friendly toward the PCs, since they disliked Soh and already feared he might team up with the bandits.

If Soh does manage to sneak off undetected, it will not be a disaster for the PCs – he will be intercepted beyond the village by one of the Lion scouts, who interrogate and then execute him.    

Winning the Villagers’ Cooperation

In point of fact, the more intelligent peasants (especially the headman Jin) do have a good idea of where the bandits are lairing.  However, at the moment they are more frightened of reprisal from the bandits than of any visiting samurai.  In order to gain any additional information or assistance from the villagers, the PCs will have to convince them to be cooperative.   There are several ways the PCs can do this:   

· The PCs may decide to try to help the village in some way in order to show their good intentions.  Bushi PCs might offer basic instruction in combat skills, in order to help the peasants protect themselves, or a PC with Engineering skills could help the peasants fortify their village against attack.  

· Shugenja PCs could cast a wide variety of useful spells.  For example, the local blacksmith’s anvil is in need of repair, and could be fixed with Fires From the Forge.  Similarly, multiple castings of Wall of Earth could provide the village with a wall, or Speed Growth can be used to boost the crops.  

· Less soft-hearted PCs may simply try to convince the peasants to cooperate by means of speeches demonstrating their good intentions, pledging to deal with the bandits, and so forth.  This should  require a roll of Awareness/Storytelling at TN 20 (or possibly a different skill, depending on the role-playing approach the PCs take).  

· The PCs could also potentially try to win the peasants over with physical gifts (of money or items).  The peasants are poor, but they are not destitute, so gifts will need to have meaningful value in order to overcome their fear of the bandits. A total value of at 5 koku will be needed to persuade the peasants to forsake their fears.

· Intercepting Soh and either killing him or handing him over for punishment will make the villagers more friendly as well.

· Clever or creative PCs may come up with other methods of winning the peasants’ trust – the GM should adjudicate such unusual actions.

In general, the PCs will need to make at least two efforts to win over the peasants in order to persuade them of their good intentions.  However, the GM can adjust this for circumstance – if the PCs make an exceptionally well role-played effort, they can succeed with only one action, while if they are not making much effort at role-play, the GM can require three or four efforts to win the villagers’ hearts.  

Regardless, if the PCs succeed in persuading the peasants of their good intentions, Jin will take the initiative and approach them, quietly meeting with them at the Inn.  

“These bandits have been through our village several times in recent weeks, but so far, they have not harmed us.  But they have threatened us more than once, warned us to tell no one of their presence here.” Jin looks at the PCs gravely.  “I fear that I may be fatally endangering our village by speaking with you, but you seem to be honorable and compassionate samurai, and we cannot live under this fear much longer.  It can be only a matter of time before the bandits forget their mercy and attack us.”  

Having made this confession, Jin will share what he knows:

· The bandits always come from the south.  Jin knows there is a group of four hills about three miles in that direction which contains many small caves – he sometimes played in the caves there as a boy.  

· Jin says the bandits usually pass through in groups of twenty or so, and they all have mounts – Rokugani ponies.  They are well-equipped with swords, bows, and spears, and most of them have armor.

· If the PCs ask for more information on the caves, Jin will tell them that all of the hills have caves in them, but the largest caves are in the northeast hill.  “I went into one of them with a candle, once, and explored for over an hour.  I had to leave because my candle was running out, and I never had the courage to go back.”  

· If the PCs think to ask about good routes to approach the hills covertly, Jin suggests coming at them from the west.  “The woods are heaviest to that side, and the land is rugged, so it would be difficult for anyone on the hills to see you.”

If any of the PCs are Unicorn, when the conversation is over, Jin will hesitate until the PCs are leaving and then approach the Unicorn PC, bowing low.  He speaks in a low voice – other PCs will have to roll Raw Perception at TN 20 to overhear his words.  “There is one other thing, samurai-sama.  I think I have met one of the bandits before, several years ago, when I visited the large city to the west.”  This is, of course, a reference to Hisatu Kesu, where the PCs came from.  “A fierce woman, and she seemed to be the leader of the bandits when she accompanied them.  But the last time I saw her, she wore purple armor and was in the retinue of a nearby landlord.  Of course, she could have been made ronin since then, it was over five years ago.”  

If the PC asks how Jin recognized her after five years, the old man smiles.  “Hai, sama.  The scar under her right eye is quite distinctive.”  


Resorting to Brutality

PCs who are unwilling to be compassionate or friendly toward the peasants may find their stay in Lonely Horse Village frustrating.  Neither Jin nor the other peasants will be cooperative toward PCs who simply demand obedience.  They will be more deferential toward Unicorn PCs than others, but will still not fully cooperate – they fear that such heartless samurai will simply leave them to be killed by the bandits.  

Potentially, truly ruthless PCs could have Jin or other villagers tortured for information.  This will indeed gain them the basic information they need (the bandits come from the south, there is a cluster of four hills there that have many caves), although extra information such as Jin’s recognition of the bandit leader will not be forthcoming.  All PCs who engage in this brutal method of information-gathering lose 2 points of Honor (1 point for Lion, Mantis, Scorpion, or ronin PCs) and gain 1 point of Infamy.  Any PC who personally engages in torture (instead of enlisting the local eta) will lose 5 points of Honor and both lose a number of points of Glory and gain a number of points of Infamy equal to twice their Rank in the skill (minimum 1).  

Remaining in the Village

If the PCs fail to earn the trust of the peasants, and do not pick up any clues, they may choose to remain in the village for a time.  While they are doing this, the Lion scouts will be moving their troops into the area, awaiting the signal to strike.  

For the first day that the PCs remain in town, nothing of interest will happen.  On the second day, however, allow each PC to roll Raw Perception at TN 25.  With a success, they catch a brief glimpse of a mounted bandit to the south, apparently scouting the area.  

PCs with their own mounts may attempt to hunt down the bandit scout if they act promptly.  This will require an Opposed Roll of Agility/Horsemanship.  With a success, the PC will catch up with the bandit, although it will still be necessary to either subdue or kill him at that point.  He uses the Standard Bandit statistics.  

A captured bandit will normally be defiant and thoroughly uncooperative, but PCs can have him tortured.  There is no intrinsic penalty for torturing a bandit (unless a PC is Soft Hearted) but PCs who do the torture themselves suffer penalties identical to those for torturing a peasant.  Under questioning, the bandit will confess the general location of the camp (on the northeast of the four hills to the south).  

If the PCs capture the bandit (or chase him and allow him to get away), the rest of the bandits will be alerted to danger in the area.  This will cause the bandit camp to be more heavily guarded (see Scene Five: Finding the Bandit Camp).

Other consequences and benefits of capturing bandits alive are discussed in Scene Seven: Battle and Escape.   

The Battle

If the PCs miss the bandit scout, or fail to pursue him, and do not locate the bandit camp within the next two days, on the third day the Lion scouts will attack the bandit camp on their own (having located it through the combination of questioning Soh and searching the area).  

The PCs can roll Raw Perception at TN 25 to hear the distant noises of battle to the south.  If they head promptly in that direction, they will soon see a pillar of smudgy smoke rising up from one of the hills.  They will arrive in time to see the Lion mopping up the last remnants of the bandits, while the encampment burns.  At that point things will progress as described under Scene Seven: Battle and Escape.  The key incriminating evidence will have been destroyed, of course.        

Scene Five: Finding the Bandit Camp

If the PCs gained the cooperation of the peasants, or questioned a captured bandit, they will know that the bandits are probably based in the cluster of four hills that lie three miles to the south.  However, if they did not gain the trust of the peasants, they will be searching “blind” and will not have any obvious criteria for choosing one group of hills over another.  

Scouring the Countryside

If the PCs are completely unable to find any sort of clue in Lonely Horse Village, they may decide to simply go out and start searching the countryside for signs of a large group of mounted men.  

Attempting to find tracks in the area will require a roll of Perception/Hunting (Tracking) at TN 25.  If the PCs spread out, they must make these rolls individually. If they are tracking in a group, they can make this as a Cooperative Roll.  Regardless, with a success, the PCs can find occasional tracks of a large group (twenty or more) of horses.  With a TN of 30 or better, the PCs can specifically tell that the tracks are from Rokugani ponies, not Unicorn horses, and the depth of the tracks indicates riders.

If the PCs attempt to follow these tracks back to their source, they will not have much luck – the bandits are actually fairly skilled at making sure to periodically ride over hard ground or go through streams.  However, a PC who rolls Intelligence/Hunting at TN 25 can deduce that the tracks suggest the bandits are operating from somewhere to the south.      

In the latter case, to try to trace the bandits to their lair, the PCs will have to make some Perception/Hunting rolls at TN 20.  If they succeed at three of those rolls before failing at three, they can ascertain that the quartet of hills is the most likely source of the intermittent tracks.  If they fail at this attempt, they will be unable to figure out where the bandits are coming from (unless they employ some magical means, see below) and will have to wait until the Lions locate and destroy the bandits.  

Magical Investigation

Once the PCs learn that the bandits have been seen in the area, some of them may think of asking the local spirits about them.  There are plenty of Earth, Air, and (in the rice paddies) Water spirits in the area which have seen the bandits coming through the town.  

By Communing with these spirits, the PCs can learn the same basic information that Jin could tell them – groups of twenty or so well-armed mounted bandits have passed through the area several times, often stopping to threaten the villagers.  If the PCs use the Water spirits in the rice paddies, they can also get a visual image of the woman who appears to be the bandit leader, a lean, hatchet-faced woman with an ugly zig-zag scar under her left eye.  

The PCs will not be able to use the spirits to track the bandits to their lair – spirits do not watch events outside of their immediate vicinity, and the odds of finding individual spirits out in the countryside who saw the bandits are too low to meaningfully calculate.  

However, there is another option for magical investigation.  A shugenja PC who thinks of using spells like Nature’s Touch or Heart of Nature to communicate with the local animals (especially birds) can learn that the bandits came from a group of hills three miles to the south.  If they cast the spell within a mile of the four hills, they can trace the bandits specifically to the northeast hill.  

Approaching the Hills

Once the PCs narrow things down to the correct quartet of hills, they will have to decide how to approach them and from what direction.  If they spoke with Jin, they may know that approaching from the west offers the best concealment.  If not, they will have to choose for themselves which way to approach the hills, and which hill to search first.  

Of the four hills (south, southeast, northeast, and northwest), the northeast hill is the one where the bandits are located.  All of the hills, and the lands around them, are covered with dense forest broken up by large boulders, low cliffs, and occasional small clearings.  Limestone caves of varying size and depth are scattered around the lower two-thirds of all four hills, some of them with small streams trickling out and winding down into the densely wooded valleys.  The PCs will not be able to see for very far from ground level – but this works both ways.  

A flying shugenja who investigates the northeast hill can spot the bandit camp with a roll of Raw Perception at TN 20.  Unfortunately, unless the shugenja makes him/herself invisible, the bandits will automatically spot their aerial observer, and go on full alert.    

The Northeast Hill: Western Approach 

If the PCs approach the hill from the west (either through random choice, or due to getting Jin’s advice), allow each of them to make a Raw Perception roll at TN 20.  With a success, they notice a cave mouth low in the hillside with a trickling flow of water emerging from it.  The water smells faintly of garbage and human waste, and an odor of charcoal smoke can be detected in the air emerging from the cave.  If the PCs enter this cave, they will be able to approach the bandit lair from within.  See Part Six: Inside the Cave for details.

If the PCs ignore the cave and proceed, they will encounter a sentry post as listed below.  

The Northeast Hill: Normal Approach

The bandits have several scouts posted in the woods on the northeast hill, watching all of the obvious approaches to their camp.  If the PCs are searching this hill, they must roll Perception/Hunting at TN 25 to spot the sentries before they are spotted themselves.  

· Each sentry will normally be a lone man, a standard bandit equipped with a strung bow, a yari, and at least one hummingbulb arrow.  If the bandits have been alerted (due to the PCs running into their scout back near Lonely Horse Village, or due to a shugenja buzzing them overhead), there will instead be a group of three bandits in each sentry location.  

· If the PCs spot the sentries, it will be from a distance of about a hundred yards.  In order to get to within fifty yards, the PCs will have to succeed in an Opposed Roll of their Agility/Stealth against the sentries’ Perception/Investigation.  In order to close to within melee range, or to sneak past the sentries without being noticed, the PCs will have to make a second Opposed Roll, but this time they will have to make two Raises over the sentries’ roll.

· If the bandits spot the PCs, or come under attack, their first action will be to fire a hummingbulb arrow to alert the rest of the bandit gang.  The bandits will immediately send their “ready reserve” of eighteen mounted men (sixteen standard bandits, two bandit sergeants) to investigate, arriving fifteen rounds after the arrow was fired.   Wise PCs will flee.  

If the PCs successfully manage to sneak past a sentry post, or to kill the sentries before they can sound the alarm, they will be able to get within visual range of the main bandit camp undetected (see “The Outside Camp” below).  

The Outside Camp  

Peering through the trees, you see several tents and a few crude wooden structures, including an obvious stable and corral containing several dozen ponies.  The camp is nestled in against a low cliff in the side of the hill, and you can clearly see a medium-large cave mouth in the cliff.  Several dozen men are in the camp, some of them sitting and relaxing in small groups while others are drilling with spears, bows, or bokken.  Some of the men are wearing armor, and you can see more armor and weapons hanging from large wooden racks near the cave mouth.  As you watch, a lean woman in light armor, with a daisho thrust through her obi and her hair tied back in a ragged ponytail, strides out of the cave and looks around the camp for a moment before snapping out orders.  

There are well over fifty bandits here, and it should be obvious to the most aggressive of Lions that an attack here is suicidal – not to mention a violation of their orders to scout and collect evidence.  

The woman is, of course, Shinjo Hoshie, the commander of the bandit group, and if the PCs observe her they can roll Raw Perception at TN 20 to spot her characteristic facial scar.  If they watch her for a little while, they will see her ordering the bandits around, making sure the ponies are cared for and the weapons cleaned, etc.  Eventually she will go back inside the cave.  If the PCs observe for more than an hour or two, they will also see meals (bowls of rice and stew) brought out of the cave for the bandits to eat.  

PCs who wish to sneak into the cave at this point will have their work cut out for them.  With the bandits all wandering around the camp, PCs trying to avoid notice will as usual need to make an Opposed Roll of their Stealth/Agility against the bandits’ Perception/Investigation, but the bandits will get three Free Raises to notice the PCs.  Naturally, if the bandits notice the PCs, they will sound the alarm and the entire encampment will do its best to catch and kill them.

The Lion Attack

Eventually, the bandit camp will come under attack by the Lion.  If the PCs entered the cave to the west, this will happen around the time the PCs are first entering the residential areas of the cave.  If the PCs are watching the camp from outside (or were forced to retreat after an encounter with the sentries), this will take place about five gaijin hours after they arrive.  

When the attack takes place, one of the sentries will fire a hummingbulb arrow into the sky.  Eighteen bandits hurriedly mount up and ride out to see what the trouble might be, while Shinjo Hoshie emerges from the cave and begins quickly organizing and arming the rest of the bandits.  Within minutes, one of the bandits rides back with alarming news.  Hoshie orders a few bandits back into the cave to destroy the evidence, and rides out to lead the rest of her troops to battle.  At this point, the PCs can slip into the cave easily, if they wish.  

Scene Six: Inside the Cave

The cave complex which is part of the bandit camp is shown on MAP #1.  The bandit-occupied portions of the cave are lit with candles placed on ledges and broken-off stalagmites, but the lower portions of the cave  (where the PCs will enter if they come from the west) are completely dark.  In order to explore these caverns, the PCs will need a light source, such as a candle or torch (or a shugenja who Summons a small amount of fire).  If the PCs explore the cavern without light, they will have to feel their way through the darkness, and will be at a +20 TN penalty to any rolls they have to make.

1. Antechamber.  Within the mouth of the cave is a low, dark, reeking chamber whose floor is a wet jumble of rocks and trickling water.  Three passages lead off into the darkness, two of them uphill and one downhill.  The water flows into the room from the leftmost passage (which slopes upward) and then out through both the exit and the middle (downslope) passage.  If the PCs check for the source of the odor of smoke, they may roll Perception/Investigation at TN 20 to determine that it comes from the middle passage.  

2. Animal Den.  This deep and wide chamber is full of old twigs and brush, and the odor of old animal musk hangs in the air.  The PCs will have to search the room carefully to be sure there are no other exits.  A roll of Perception/Hunting at TN 15 can determine that this was once a predator’s den, probably a wolf, but has been abandoned for at least a year.  

3. The Pool.  This passage winds downward for an extensive distance, foul water trickling past the PCs’ feet as they squelch through mud.  After about fifteen minutes, the PCs find themselves in a wide and low chamber filled with murky, smelly, dark water.  The water is about waist-deep and conceals jagged, slippery rocks – to cross this safely, the PCs must roll Agility/Athletics at TN 20.  Failure means they cut their foot, suffering 1k1 damage (unexploding) and must roll Raw Earth at TN 10 to avoid an infection.  (See the end of the module for details of the effects from an infected wound.)  On the far side of the pool of water, the tunnel slopes back up to the Chimney (area 4).  

4. Chimney.  The passage slopes steeply up for about five minutes, so steeply that the PCs will need to roll Agility/Athletics (Climbing) at TN 20 to ascend it – failure means a painful slide downhill for 1k1 (unexploding) damage.  The odor of charcoal smoke is noticeably stronger here.  The passage ends at the lip of a narrow, wet-slick limestone chimney worn through the stone by centuries of erosion.  The chimney extends both up and down, but the smoke clearly comes from below.  Any PC who rolls Raw Perception at TN 20 here can see faint light from below, and hear distant voices.  

Climbing down the chimney will require another Agility/Athletics (Climbing) roll at TN 20, with failure meaning a painful fall for 2k1 damage that drops the PC into the kitchen cave (see below).  The PCs can gain Free Raises on this climb by using ropes or other climbing gear, and various types of magic can be used to make the climb safely as well.

5. The Dump.  The upslope passage leads to a cool, wet chamber with water trickling down the walls from many tiny sources – much of the hill’s rainwater works its way down to this place.  The smell of garbage and waste is much stronger here.  At the far side of the cave is a damp cliff face, and faint candle-light can be seen from a cave-mouth at the top of the cliff.  A noisome pile of garbage lies at the base of the cliff, and flies buzz lazily around it.  

Attempting to climb up the cliff face is clearly possible, but difficult, requiring a Strength/Athletics roll at TN 25.  Climbing claws or other such gear can offer a Free Raise.  If a PC reaches the top and lowers a rope, the rest of the PCs can climb up at only TN 15 (or the PCs at the top can haul them up with a Raw Strength roll at TN 25).  Falling from this cliff will inflict 2k2 damage and requires a Raw Earth roll at TN 10 to avoid infection (as the wounded PC lands right in the garbage).  As always, certain kinds of magic can bypass this obstacle.  

At the top of the cliff is a small candlelit cave with a pair of chamber pots, and a passage leading into the rest of the bandit-occupied portions of the cavern.  If the PCs lurk below the cliff for long enough, one of the bandits will come in and dump the chamber pot down the cliff.  

6. The Cooking Chamber.  This cave contains a fire-pit in which the bandits keep a charcoal fire burning, and there are piles of charcoal, sacks of rice, jars of pickled vegetables, bales of tea, bowls and pots, and other such food and cooking supplies stacked in the chamber.  There will usually be at least one bandit here, cooking rice or boiling water for tea, so if the PCs descend into this cave through the Chimney, they will need to kill or disable this bandit to avoid letting him run for help.

7. Storage.  These two higher, drier caves contain loot which the bandits have collected but have not yet sent to Ide Matsura for fencing.  Bolts of silk, bags and purses of coin, ceramic pottery, fine clothing, piles of weapons and armor, and other goods are piled somewhat haphazardly into both caves.  The floors are covered with tatami mats to protect the loot from mud and damp.

8. Shinjo Hoshie’s Chamber.  It will be fairly clear that this chamber is the leader’s quarters – the floor is covered with tatami mats, and there is a futon rolled up against one wall and a set of weapons racks and armor rack on the opposite wall.  Several lanterns are placed around the room, keeping it well-lit.  In one corner, underneath two of the lanterns, is a small writing desk (with sumi-e kit) and next to it, a small wooden cabinet with several drawers.   

If the PCs arrive here before the Lion attack, there is a 50% chance they will encounter Shinjo Hoshie herself, who will immediately attack them while shouting for help.  Otherwise, the room will be empty.  If the PCs arrive here after the Lion attack, a single bandit sergeant will be rifling through the small cabinet, trying to find the papers that Hoshie has ordered him to burn.  When he notices the PCs, he will immediately throw the papers he has on the floor and dump one of the lanterns onto them, setting them alight, then attacks while shouting for help.  

If the PCs have the opportunity to search this room, they can roll Perception/Investigation (Search) at TN 20 to locate several small personal effects – a pendant, a set of hair pins, a comb, and a tanto in a carved wooden sheath – all of which are of designs characteristic for members of the Unicorn Clan.  Unicorn and Unicorn-trained PCs can tell this automatically, and other PCs can do so with a roll of Intelligence/Lore: Unicorn at TN 15.

If the PCs are able to search the papers in the cabinet, most of them are brief reports on the bandits’ activities, and refer to a variety of attacks as well as to delivering stolen goods to “our patron” for sale.  Any PC who reads these documents can roll Intelligence/Underworld at TN 20 to notice some puzzling aspects to them – for example, they are very complete and almost military-like in their detail and precision, and they make little or no mention of any profit to the bandits themselves.  

Among these documents are two longer letters written in cipher – these are the papers which the bandit will attempt to burn.  A PC who is searching through the papers beforehand can locate these documents with a roll of Perception/Investigation (Search) at TN 25.  They are written in a basic Unicorn Clan cipher, and can be deciphered by any Unicorn PC with at least two ranks in Calligraphy, or any other PC who rolls Intelligence/Calligraphy at TN 30 (the Unicorn Clan Cipher emphasis will apply).  The documents are orders from Ide Matsura, listing various targets for the bandits to attack and setting up the arrangements for them to deliver their loot.  Shinjo Hoshie is named in the documents.  Ide Matsura is not specifically named, but his identity can be derived easily from clues in the documents (where the loot is to be delivered, for example).   

9. The War Room.  This room is also floored with tatami mats, and well-lit by multiple lanterns.  In the middle of the room is a wooden table, covered with maps of the Unicorn-Lion borderlands.  

If the PCs enter here before the Lions attack, there is a 50% chance that Shinjo Hoshie will be here, looking over the map and planning her next raid.  Otherwise the room will be empty.  If the PCs enter here after the Lion attack, there will be a normal bandit here, gathering up the maps and preparing to burn them.  As with Hoshie’s Chamber above, the bandit’s first action will be to try to burn the maps.  

If the PCs get the opportunity to look at the maps, they are extremely detailed and high-quality, and show the locations of all settlements, roads, river-crossings, and garrisons in the area (including on the Lion side of the river).  Any PC with military experience can tell these are military-grade maps which would only be available to someone with contacts within one of the Clans.  If the PCs specifically look for a signature or maker’s mark, or if they simply examine the maps and roll Perception/Investigation at TN 20, they can see the mark of a Unicorn scribe, Shinjo Xujin, on the lower right corner of each map.  (Xujin is a clerk in the employ of Ide Matsura.)  

Reactions to Intruders

If the PCs are detected while they are exploring the cavern, the bandits’ reaction will depend on whether the PCs entered the caves before or after the Lion attacked.

If the PCs are detected before the Lion attack, ten bandits (nine standard and a sergeant) will react to any alarm, hurrying into the cave and converging on the PCs’ location within half a minute.  If Shinjo Hoshie is not already fighting the PCs, she will lead the group.  If the initial ten prove unable to deal with the problem, another fifteen (fourteen standard, one sergeant) will join them after one minute.  The PCs will probably have to retreat, although clever ones could set up an effective defense in narrow corridors or other choke-points.  

If the PCs are detected after the Lions attack, there will be only five total bandits in the cave – four standard and one sergeant.  As before, they will converge on the source of trouble within a half-minute (five rounds), but no other reinforcements will be available.  

Leaving the Caves

By the time the PCs have finished searching the caves, the Lion-bandit battle will not only be fully underway but will have spilled back to the bandit encampment.  At that point, if the PCs leave the cave through the front entrance, they will find themselves immediately caught within the engagement – see Part Seven below for details.  Smarter PCs will try to retreat back through the cavern.

Scene Seven: Battle and Escape 

At some point, the Lion scouts Ikoma Maru and Ikoma Rika will locate the bandit camp and bring in their troops (a unit of 40 light cavalry) to launch an attack.  It is possible that the PCs may witness part or all of this battle.  More importantly, if they entered the cave and then leave through the front after the Lion attack, they will find themselves plunging into the middle of the battle:

A pitched battle is occurring between the bandits and a slightly smaller force of bushi dressed in the gold and brown of the Lion Clan.  Both forces are mounted on ponies, but a sizable proportion of the troops are on foot, having lost their mounts.  The shouts and battle-cries of warriors mingle with the pitiful screams of wounded ponies.  The bandits seem to be fighting bravely and fairly effectively, but the superior skills, equipment, and discipline of the Lion are clearly giving them the edge.  

Smart PCs may decide to simply hide within the cave, or retreat through the tunnels, rather than involve themselves in the battle.  However, the PCs may decide to fight their way out of the cave – or simply join in the battle in order to help defeat the bandits.  These PCs will face a combat with a group consisting of four normal bandits and a bandit sergeant.    

Assuming the PCs win this fight, they will find that the battle has ended, with the Lion systematically hunting down and slaughtering the remnants of the bandits, and securing the handful who have surrendered.  Shinjo Hoshie will be dead at this point, unless the PCs somehow managed to encounter her in the cave and take her alive.    

One of the Lion scouts will approach the PCs after the battle is over – most likely Ikoma Mara, unless the PCs killed her, in which case it is her younger sister Ikoma Rika.  She will explain her mission (to hunt down the bandits) and asks the PCs to explain themselves and their presence, especially if they emerged from the bandits’ cave.    

· The Lion actually know why the PCs are here, of course, but appearances require that they request an explanation.  As long as the PCs explain themselves in a halfway reasonable manner, the Lion nod brusquely and dismiss the matter.  They will allow the PCs to continue their investigation, search the cave and the battle site, and so forth.  PCs who roll Perception/Investigation at TN 20 can tell that the Lions know more than they are saying, although they will deny any such suggestions.

· If the PCs spoke with one of the Lion scouts before, they will now admit that they were scouring the area for these bandits, although they will not admit to tailing the PCs, nor will they admit that Otomo Sukishi urged them to investigate on this side of the Three Sides River.    

· If any of the PCs make mention of the fact that they are in Unicorn lands, not Lion lands, the Lion will snort.  “These bandits have raided our lands, and the Unicorn have done nothing.  Honor and duty demanded that we act.”

· If any Unicorn PCs decide to make an issue of the Lion being in their lands, Mara/Rika will be more respectful, but still refuse to back down.  “We had to take action, before these bandits did any further damage.  If we had waited to seek permission, they would have caused even more damage, and we might never have been able to find and destroy them.”  

· If a Unicorn tries to challenge Mara or Rika for their actions, the Lions will politely decline.  Their Status of 3.0 most likely allows them to simply refuse.  If a PC has Status of 2.5 or higher, the Lions will instead promise to bring the matter to the attention of their lord (who will refuse permission for a duel, of course, unless the PCs expend massive political capital to force it to happen). 

· Since there are still over thirty Lion troops left alive after the battle, the PCs will be most unwise to seek a violent confrontation.  

If the PCs actually killed one of the Lion sisters earlier in the adventure, the remaining one will be exceedingly stiff and cold towards them, and takes careful note of each of their names and faces.  She is not willing to jeopardize her mission by challenging any of them now, but she will not forget them.  All of the PCs gain her as a Sworn Enemy.  

Leaving Without Meeting the Lion

If the PCs escape the cave through the back, or otherwise stay out of the battle, they can leave the area without meeting with the Lions at all.  In this case, they will be unable to do any further investigation, and will have to return to Hisatu Kesu with whatever evidence they already have.

Searching For Evidence After the Battle

If the PCs did meet with the Lion, they can freely search the bandit cave after the battle.  However, unless they intercepted the bandits which Hoshie sent in to destroy evidence, the incriminating documents (the maps, the ciphered instructions) will be burned.  The PCs can still find Hoshie’s reports on her activities, and her suspicious personal items.  

If the PCs search through the bandits’ equipment, mounts, etc., they can tell that it is of unusually high quality for a bandit gang.  There are many places where mons, lacquering, and other incriminating evidence has been scraped off of the gear.  If they roll Perception/Investigation at TN 25 (TN 20 for Unicorn PCs), they can determine that most of this gear characteristic for Unicorn make.  

Some of the bandits will be taken captive, by the Lion or the PCs.  These bandits will confess that Shinjo Hoshie (“the boss-lady”) enlisted them over the winter to be part of her gang.  She supplied them with most of their equipment.  They do not know her true name (she called herself simply “Hoshie”).  They know she worked for someone in Unicorn lands, but not who this mysterious patron was.  The Lion will execute these men as soon as the PCs are through speaking with them.

If the PCs actually captured Shinjo Hoshie, she will be defiant and uncooperative, and will demand the right to commit seppuku to erase the shame of being taken prisoner.  Torture can break her, but it will have to be extremely potent torture, applied over a lengthy period of time – in other words, she needs to be given over to Asako Taroemon and his trained torturer.  The Lions will wish to execute Hoshie as well – the PCs will have to flaunt their yoriki status and be firmly insistent in order to keep possession of her.

Returning to Asako Taroemon

The PCs’ return journey to Hisatu Kesu will be uneventful.  Once they reach the city and report to the magistrate’s office, they will be ushered in to meet him with only a brief wait.  

Unlike the last time you met Asako Taroemon, he is already waiting for you when you enter the room.  Otomo Sukishi sits nearby, listening quietly.  The Phoenix magistrate’s countenance is grave and his gaze is stern as you offer him your bows.  “I have heard disturbing reports from the border, rumors of a battle,” he says coldly.  “Speak, samurai, of what has transpired.”  

Taroemon is not a happy man, no matter what has happened – he knows the Lion incursion will have consequences.  However, he will listen carefully and attentively to the PCs’ report.  

· If the PCs successfully located the bandit base prior to the Lion attack, Taroemon will be reasonably pleased with their performance, despite the unfortunate Lion incursion.

· If the PCs are able to present some evidence implicating a Unicorn in the affair – the weapons and equipment, for example – Taroemon will listen attentively but explains that the evidence is too thin to pursue any further investigation.  However, if the PCs brought back solid evidence – the ciphered letter, the maps, or a captured Shinji Hoshie – he will become more animated, his face settling into a grim scowl.  “This is a most serious matter.  I will look into it further and uncover whoever this culprit might be.”  

· If the PCs managed to completely fail (didn’t even locate the base until after the Lion attack), Taroemon will thank them curtly for whatever limited information they found and then upbraids them for their lack of skill.  “Clearly, I was unwise to trust in the assistance of others,” he says, shooting a sidelong glare at Otomo Sukishi. 

Once the meeting is over, Taroemon will thank the PCs for their service and his servants will escort them out.  If any of the PCs are ronin, and the PCs succeeded in their investigation, a clerk will offer each ronin an additional one koku in copper coins.  

Conclusions

After the PCs report to Asako Taroemon, Otomo Sukishi will meet with them one more time and thanks them for their efforts.  If they failed to uncover any evidence of Ide Matsura, he will be relatively brief and supercilious in his thanks, and sees them on their way with a vague promise to remember their deeds.

If the PCs did successfully uncover evidence of Ide Matsura’s involvement, Sukishi will be more friendly, even quietly effusive.  “I suspected that someone was behind these troubles, manipulating the situation for their own benefit.  Have no fear, Asako Taroemon-san will see to their punishment.”  He promises the PCs he will not forget their efforts.  In this case, all PCs gain a Favor with Otomo Sukishi.

If the PCs uncovered both the pieces of key evidence (the maps and the ciphered document), or if they captured Shinjo Hoshie alive, then Asako Taroemon will succeed in uncovering the truth about Ide Matsura. Matsura is arrested and tortured into confession.  In an effort to defuse the troubles on the Lion-Unicorn border, he is handed over to the Lion Clan for punishment.  The Lion bury him alive in the middle of a main street in the City of the Rich Frog, and invite passing commoners to kick and otherwise abuse him.  He dies after three days.  

Regardless, there are rumors of war in the coming weeks, as word spreads of the Lion Clan’s incursion into Unicorn territory. 

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 

PCs play through the adventure:

2 XP


Good role-playing:


+1 XP

PCs find the key evidence 


or capture Shinjo Hoshie:

+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

If the PCs successfully completed their mission, they will not gain Glory – they were on a covert scouting mission, after all.  However, if they failed, Asako Taroemon will speak disparagingly of them in the courts.  In this case each PC will lose 3 points of Glory and gain 1 point of Infamy.

If the PCs succeed in the adventure, they each gain a Favor with Otomo Sukishi.

If a PC outright insulted Otomo Sukishi, he will wait until after the adventure and then slander them behind their backs.  These PCs will acquire a Bad Reputation (chosen by the GM, but should be appropriate to the character) with the associated Rank of Infamy.   

Infected Wounds

It is possible that some PCs may have acquired an infected wound as a result of their explorations of the cave.  Each such PC suffers the following game effects:

· The PC is considered to suffer from the effects of the Permanent Wound and Frail Mind disadvantages.  If the PC already has either of these disadvantages, the effects stack (two Wound Ranks filled out at all times, four free raises to opponents when trying to resist with Willpower).  In addition, if the PC’s infected wound is in the foot, the PC also suffers from the Lame disadvantage.

· At the end of each subsequent adventure, the PC can roll Raw Stamina at TN 25 to finally recover from the infection.  If the PC fails the roll with three or more 1’s, the infection becomes fatal and the PC dies. 

· The spells Hands of Jurojin or Peace of the Kami will cure the infection.  No other magic will be effective.

Appendix: NPCs

Asako Taroemon, Emerald Magistrate

	FIRE 2
	  AIR 3

	Intelligence 4


	

	EARTH 3
	WATER 2 

	Willpower 5
	Perception 4

	VOID 3


TN to be Hit: 15


School/Rank: Asako Courtier 3


Rank One: Whenever he makes a contested Social Skill roll that he did not initiate, he rolls an additional die for every Rank in this School.  


Rank Two: Gains a bonus to any Lore Skill Roll equal to the number of Lore Skills currently possessed.  Any Raise made on a Lore Skill Roll counts as two Raises.


Rank Three: Any time he makes a Lore Skill roll, may re-roll a number of times equal to his Insight Rank and keep the best result.

Honor/Status/Glory: 3.6/4.5/3.3

Skills: Calligraphy (High Rokugani, Phoenix Clan Cipher) 3, Courtier 4, Defense 2, Etiquette (Bureaucracy) 4, Investigation 6, Kenjutsu 1, Knives 1, Lore: Heraldry 3, Lore: Law 5, Lore: Unicorn Clan 2, Meditation (Zanji) 3, Tea Ceremony 2, Theology 4.
Mastery Abilities: Add 5 to TN of social rolls made against him.

Advantages/Disadvantages: Clear Thinker, Irreproachable (4), Sage
Equipment: Fine kimono, sandals, badge of office, wakizashi, fan.

Otomo Sukishi, Hedonistic Imperial Manipulator 

Otomo Sukishi is an attractive but slight and frail-looking young man, with delicate and slightly feminine facial features.  He is always extremely well-mannered, though a trained ear may notice that his tongue has a poisonous edge towards those who have angered him.  He is a low-level Imperial bureaucrat and is known in social circles as a fine conversationalist, a hedonistic fop, and a man less than loyal to his new Scorpion bride (though he is rarely seen in the company of women).  In truth, however, Sukishi is an aggressive and adept manipulator who cultivates his image as a fop quite carefully, preferring to be underestimated.  

	FIRE 2
	  AIR 3

	Intelligence 3


	Awareness 4

	EARTH 2
	WATER 2 

	
	

	VOID 2


TN to be Hit: 18


School/Rank: Otomo Courtier 2


Rank One: Loses no honor for using Deceit unless he wishes to do so.  Anytime he is successful on a Deceit roll he gains a Free Raise that may be stored for future contested Social rolls with that person.  No more of these than his School Rank may be used at once.


Rank Two: He speaks with the Emperor's Authority.  If an opponent makes a Test of Honor during a Contested Social roll, he may spend a Void point to cause that person to automatically fail.  If this is on the Emperor's behalf, he does not need to spend a Void point.

Honor/Status/Glory: 4.0/2.6/3.4

Skills: Athletics 2, Calligraphy 2, Courtier 5 (Gossip, Manipulation), Deceit 5 (Intimidation), Defense 3, Etiquette 5 (Bureaucracy), Games (Go) 1, Games (Sadane) 3, Iaijutsu 2, Investigation 4, Kenjutsu 2, Kyujutsu 2, Lore: Heraldry 2, Lore: Law 4, Storytelling 2.

Mastery Abilities: Adds Defense skill to TN to be Hit.  Adds 5 to TN of any Social skill roll made against him.  

Advantages/Disadvantages: Allies (several), Dangerous Beauty, Heartless, Social Position/Bad Reputations (hedonist, prefers company of men), Obligation (Mantis Clan)
Equipment: Fine kimono, sandals, fine court mask (Free Raise on Deceit: Lying rolls), wakizashi, steed, traveling pack, fan, 25 koku.

Ikoma Mara/Ikoma Rika, Lion Wardens

Ikoma (Kaeru) Mara and Rika are identical twins.  Even in their mid-twenties, the two are almost impossible to tell apart without having known them for a significant amount of time.  Mara is actually the older, though only by a half-hour.  Both are skilled and well-trained Lion Wardens.

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 3
	WATER 3 

	
	

	VOID 2


TN to be Hit:  18 (23 with light armor)

School Rank:  Lion Warden/Akodo Bushi 1


Lion Warden: When on foot when an opponent is mounted, or mounted when an opponent is on foot, gains a Free Raise on attack rolls against that opponent.  While using a yari, gains a Free Raise on attack rolls.  Additionally, rolls one extra die on Initiative rolls while mounted.


Akodo Rank One: Ignore opponent’s armor or gain a Free Raise when attacking.  Also, gains a Free Raise on first melee attack against an opponent in a skirmish, or against any opponent who has declared a Raise on an attack against her since her last turn.  Though these two effects are cumulative, she gains only one Free Raise for an enemy who Raised against her, no matter how many times they actually Raised.  Adds Water Ring to total for Damage and for contested Battle rolls.

Honor/Glory/Status: 2.5/2.0/3.0

Skills: Athletics 3, Courtier 1, Defense 3, Etiquette 3, Horsemanship 5, Hunting 4, Iaijutsu 3, Investigation 4, Kenjutsu 3, Kyujtsu 3, Lore: Law 2, Spears 5, Stealth 4, Underworld 2.

Mastery Abilities: When using a yari, gains a Free Raise and reduces her Wound penalties by her skill rank.  Adds her Defense to her TN to be hit at all times, except when incapacitated, in full attack posture or unaware of an enemy’s attack.  Adds 5 to TN of Social rolls made against her.

Advantages/Disadvantages:  Kharmic Tie (sister).

Equipment:  Katana, wakizashi, bow and 20 arrows, light armor, command tessen, kimono and sandals, yari, steed (Rokugani pony), traveling pack, travel papers, 3 koku.
Shinjo Hoshie, Unicorn Samurai Masquerading as Bandit Leader

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3 
	WATER 3 

	
	

	VOID 2


TN to be Hit: 25 (30 with light armor)


School Rank:  Shinjo Bushi 3


Rank One: Adds half of Horsemanship skill rank (rounded up) to the total of all Initiative and Bugei Skill Rolls. While Mounted, adds full Horsemanship skill rank to the total of all Weapon Skill Rolls.  Adds Water Ring to the total of all Initiative Rolls.


Rank Two: When in the Full Defense Posture, any opponent who attacks and misses may be attacked the following round with a number of Free Raises equal to School rank.


Rank Three: Two attacks per round.  Now adds twice her Water Ring to the total of all Initiative rolls, replacing the benefit from Rank One.

Honor/Glory/Status:  0.9/3.2/na (actually 3.0, aide to Ide Matsura)

Skills: Animal Handling (Horses) 3, Athletics 3 Battle 4, Commerce 2, Defense 5, Etiquette 2, Horsemanship 5, Hunting (Trailblazing) 5, Iaijutsu 2, Investigation (Notice) 3, Kenjutsu 5, Kyujutsu (Yomanri) 4, Spears 4, Stealth 3.

Mastery Abilities:  When wielding a sword, gains a Free Raise and Wound penalties are reduced by Kenjutsu skill rank.  She may spend an additional Void Point on a damage roll with a sword.  May declare Full Defense when initiative is rolled, and adds her Defense to her TN to be hit at all times.  

Advantages/Disadvantages: Absolute Direction, Luck (rank one), Way of the Land (Lion/Unicorn Borderlands)/Driven (to obey Ide Matsura), Obligation (Ide Matsura).

Equipment: Katana, wakizashi, bow (daikyu), 20 arrows, yari, light armor, kimono and sandals, steed (Rokugani pony), traveling pack, 3 koku.
Bandit Sergeants (Interchangeable) 

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER 2

	
	Strength 3

	VOID 2


TN to be Hit: 18 (23 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.

Honor/Status/Glory/Infamy: 0.3/na/2.0/-4

Skills: Athletics 3, Commerce 3, Deceit (Lying, Intimidation) 3, Defense 3, Etiquette 1, Horsemanship 2, Hunting 3, Iaijutsu 2, Investigation 2, Kenjutsu 3, Kyujutsu 2, Knives 2, Navigation 2, Peasant Weapons 2, Sleight of Hand 2, Spears 2, Stealth 2, Storytelling 1, Underworld 2.

Mastery Abilities: Add ranks in Defense to TN to be Hit.

Advantages/Disadvantages: Allies (bandit gang, Shinjo Hoshie)/Bad Reputation (bandit), Social Disadvantage (ronin).
Equipment: Light armor, ronin clothing, daisho set, bow (yumi) quiver with 15 arrows, yari, traveling pack, 3 bu in coins. 

Standard Bandits (Interchangeable)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 2
	WATER 2 

	
	Strength 3

	VOID 2


TN to be Hit: 18 (23 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/Infamy: 0.3/na/2.0/1.0

Skills: Athletics 2, Commerce 1, Deceit (Lying, Intimidation) 3, Defense 3, Etiquette 1, Games (Gambling) 2, Horsemanship 1, Investigation 1, Kenjutsu 2, Kyujutsu 1, Lore (Law) 1, Lore (Sons of Destiny) 2, Peasant Weapons 2, Sleight of Hand 2, Spears 1, Stealth 2, Storytelling (Oratory) 2, Underworld 2.

Mastery Abilities: Add ranks in Defense to TN to be Hit.

Advantages/Disadvantages: Allies (bandit gang)/Bad Reputation (bandit), Social Disadvantage (ronin).
Equipment: Ronin clothing, light armor, sandals, daisho set, bow (yumi) with 15 arrows, yari, traveling pack, 1 bu in coins. 

Map #1: The Bandit Cave
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Handout #1: Letter to Clan/Imperial PCs

Honorable samurai,

With the permission of your lord, I would ask for your assistance in a minor matter in the lands of the Unicorn.  You could be assured of my personal gratitude if you are able to assist me.  If you are able to answer my request, please come to the Traveler’s Hope Inn in the city of Hisatu Kesu by no later than the fifteenth day of the Month of Hantei.

I shall await your arrival with great eagerness.  

Fortunes shine upon you,

Otomo Sukishi

Handout #2: Letter to Ronin PCs

Ronin-san,

If you are in need of employment, I may have a task which would be suitable for you.  I have need of intelligent and flexible samurai to assist an Emerald Magistrate looking into a minor matter in the lands of the Unicorn.  I may offer you my personal gratitude if you are able to assist me.  Come to the Traveler’s Hope Inn in the city of Hisatu Kesu by no later than the fifteenth day of the Month of Hantei and I will explain further.

Otomo Sukishi

Unexpected Find
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