Essence of Yume-Do

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

by Willie Stampley

and Rob Hobart

A breach in the barriers between the spirit realms threatens a Lion province. Can the PC’s discover the danger before it is too late?

Adventure Summary and Background

The minor settlement of Kyakuchu Mura (Footnote Village) is the seat of power for Matsu Tokai, an aging Lion daimyo.  He has outlived both his sons and his wife.  His wife, a Crane he married as part of a minor courtly alliance, died in childbirth with his third child.  Both of his sons succumbed at early ages to severe epileptic seizures, a trait they picked up from their Crane ancestry, while his third child, a daughter, was a sickly child who outlived her mother by only two years. Tokai's lack of an heir has begun to drag him into a spiral of self-destructive depression.  

Tokai’s karo, Akodo Kushiro, is an idealistic young samurai who cares deeply about his lord, seeing Tokai as a substitute father (Kushiro’s own father died in a border skirmish while he was young).  For a time, young Kushiro’s dedication and love kept Tokai anchored in the real world despite his hidden grief.  Over the last year, however, his underlying depression has begun to overwhelm him, and he has succumbed to the desire to simply sleep through life, escaping the pain of existence.   He has spent more and more time asleep, hiding in Yume-Do, the Realm of Dreams.

Recently, the despair Tokai emits in his dreams has drawn the attention of a Baku-no-Oni, corrupted dream spirits.  This creature has trapped Tokai’s soul and begun torturing it, hoping thereby to tear open the Veil of Sleep and escape from Yume-do into the waking world.  These actions have begun to fray the Veil of Sleep, allowing strange influences from Yume-do to contaminate Kyakucha Mura.  If the Oni is not stopped, it will eventually tear the Veil completely, erupting into the mortal realm and destroying the village.

The PCs will stumble into this situation when chance (and bad weather) bring them to Kyakucha Mura.  Akodo Kushiro, increasingly desperate to help his surrogate father, will attempt enlist the PCs’ help.  Ultimately, honorable and compassionate PCs will have the opportunity to enter Yume-Do itself and free Matsu Tokai’s soul from the grip of the Oni no Baku.   

Players’ Introduction 

The adventure begins in late autumn, and the PCs are traveling through western Lion lands, heading north from Shiro Matsu toward Kyuden Ikoma and the borders with the Unicorn and Lion.  There are any number of reasons why the PCs might be on the road in these lands, but the most obvious reasons would include delivering letters or messages for their daimyos, or returning home from some minor mission or escort duty.  Ronin PCs are presumably simply traveling through looking for work.  Regardless, the PCs are not engaged in any kind of urgent or serious duty, making them free to become involved in this story. 

The lands north of Shiro Matsu have reminded you of the Lion clan for the majority of your trip; reserved in times of peace, violent in times of conflict, and at all times proper to a fault.  When the weather holds, the late-autumn sunlight brings out the colors around you and casts breath-taking shadows from the mountains that guard the western horizon.  But since this morning, brief but violent rain-squalls have swept out of the west, drenching you before you could find much shelter, but ending just after you settled down to wait them out.

As the afternoon sun travels onward, a shadow passes over your group and you see the clouds looming in your direction once again, boiling across the Seikitsu Mountains. Happily, a torii arch over a side-road indicates that you are close to the settlement of Kyakuchu Mura.  
PCs who roll Intelligence/Lore: History at TN 20 (or Lore: Lion Clan at TN 15) will know that Kyakuchu Mura is the seat of Kaeru Province (one of the Matsu provinces), and was once a fairly significant trade center and military outpost.  It fed on the commerce through Beiden Pass and was also home to a large military garrison.  It has declined greatly in importance since the Pass was closed, and the troops who once trained in the village have been re-posted elsewhere, but the conservative Lions continue to maintain it as the provincial seat of government.  A PC who makes 10 over the TN also remembers the name of the castle in the village: Shiro Maruoka, named after the first military commander posted to the village.

Part One: Kyakucha Mura

Presumably the PCs will head to the village in hopes of escaping the latest rainstorm.  The road passes through light forest for about a quarter-mile and then opens onto clear land.  The PCs see a modest village ahead of them, home to perhaps a thousand people at the most, but there are a large number of abandoned huts and uncultivated fields in the surrounding lands.  The rice and grain fields that are under cultivation have clearly suffered from the severe heat-wave and drought that afflicted the Empire this summer, and the autumn rains are only just beginning to restore them.  

There is nothing left of the barracks which once housed hundreds of Lion troops, but the PCs can guess that a large flat cleared area on the north side of the village was probably its home.  Now, the village oxen graze there.

On the far side of the village is a four-story castle located on a low hill, guarding a secondary road that continues on toward the Seikitsu mountains and the former Beiden Pass.  

A PC who rolls Perception/Commerce at TN 15 will notice that these lands are clearly not well cared-for, to an even greater degree than one might expect for a region in decline.  The road is pitted and has weeds growing through it in places, and some of the rice paddies contain rice which is clearly in need of harvest but has not yet been touched.  Some peasants are visible working in the fields, but they do not seem to be well-organized for the labor at hand.  Once the PCs enter the village, another such Commerce roll (or a roll of Perception/Engineering at the same TN) will notice that many of the buildings in the village are also in need of repair.

As the PCs approach the village, the rainstorm catches them, pouring down in a blinding torrent.  The peasants in the fields run for shelter as thunder rumbles through the darkened sky.  

A Strange Incident

As the PCs arrive in Kyakucha Mura (probably looking around for a place to take shelter from the downpour), a strange event occurs, one that heralds the supernatural problems which are plaguing this area.

As the PCs hurry up the rain-lashed street, they suddenly experience the eerie sensation that they are not moving – no matter how fast they walk (or run), the road stretches out before them just as long as before, and the houses which promise shelter from the rain grow no closer.  

PCs who role-play a calm, curious, or indifferent response to this event will be able to “shake off” the effect almost immediately.  However, if any of the PCs respond with fear, alarm, or panic, the GM should take them aside.  Inform these PCs that not only do they not seem to be making progress forward, but the rain is also blinding them, spraying into their eyes until they are not even sure where they are going.  Then, allow the PC to make an Awareness/Meditation roll.  If the PC role-played a firm, courageous response to the situation, the TN is 10. If the PC was frightened or confused, the TN is 15.  If the PC seemed indifferent, or failed to role-play at all, the TN is 25.

A successful roll allows the PC to “snap out” of the strange hallucination with no harm done.  A failed roll means the PC also escapes from the experience – but utters a cry of fear, losing 1 point each of Honor and Glory.

Regardless of whether or not anyone cries out, the strange hallucination abruptly ends, leaving the PCs standing in a rain-soaked road.    

Things to Do in Kyakucha Mura

There are many buildings on the main street of the village which appear to have once been businesses – geisha houses, tea houses, merchant shops, and so forth – but most of them are either abandoned or have been converted into cheap boarding houses for the poorer villagers.  There is a palpable sense of a once-prosperous settlement which has gone to seed.  

The only significant businesses still in operation are a merchant shop (the Lucky Koku) and an Inn named the Emerald Lily.  A PC who rolls Intelligence/Lore: History at TN 30, or Lore: Lion Clan (or another appropriate specialized Lore skill) at TN 20, will know that this Inn was once a tea-house where Toturi Tsudao, eventually Empress Toturi II, visited during her youth.  

The Lucky Koku is a small shop offering an assortment of typical goods – pretty much any normal, unremarkable item from the L5R Rulebook is available here, but due to the remote location, the prices are all 25% higher.  Weapons, armor, and rare/exotic items are not available.  The shopkeeper, Jinzu, is a tired-looking older man with a toothless smile and a simpering, groveling manner that does not completely masking his selfish, dour outlook on life.  As the only merchant in the town he is accustomed to charging as much as the market can bear, and will do the same to any visiting samurai.  A PC who tries to bargain or argue with him about prices will be engaging in dishonorable Commerce, and will lose a point or two of Glory (and possibly a point of Honor) unless they belong to a school that allows such activities.  

The Inn of the Emerald Lily will be crowded when the PCs arrive, for many of the villagers have come inside to take shelter from the torrential downpour.  They will quickly shove each other out of the way and clear a table for the PCs, and the innkeeper, a middle-aged woman named Miyu, bustles forward with a kindly smile to offer her customers hot tea and soup. 

The Inn is a large two-story building, but it is clear that much of it is unused – there is an entire wing of rooms upstairs which is dusty and empty, with no sign it has been used in years.  Miyu and her two teenage sons, Kibo and Tsubo, run the place as well as they can, but it is clearly a little beyond them.  The food and drink available are basic and cheap, particularly the sake, which is of the lowest quality.  However, if anyone asks for plum wine, they will find to their surprise that the inn has some quite excellent plum wine – if they ask, they are told that this comes from a monastery which lies a day’s travel farther up the road.

The peasants sheltering here are quite fearful and subservient.  The PCs should not really be surprised at this – these are the Lion lands, after all – but a PC who rolls Raw Awareness at TN 15 can tell that they are unusually anxious and worried, even for Lion peasants.  They generally will huddle away and not speak to the PCs unless they are spoken to.  Miyu, however, will do her best to be an attentive host and see to the PCs’ needs as well as she is able.   

Dream Influences

Due to the tear in the Veil of Sleep which exists in this area, the essence of Yume-Do has begun to seep into Kyakucha Mura, creating a number of strange supernatural influences and events.  One of these took place when the PCs first entered the village.  Several more should occur while the PCs are here, although they will stop as soon as the PCs move more than a mile from the village.  

· If any PCs have previously lost someone important to them (a friend, family member, etc), they will glimpse someone walking up the street ahead of them, barely visible through the pouring rain.  As the PCs draw closer, the stranger turns to look back at them, and for the briefest moment the PC is sure s/he is looking at the face of the dead person.  A moment later the figure vanishes into the rain.  No footprints can be found.

· At one point, a very strange-looking man trots up the street, his feet splashing through the muddy water.  He is dressed in an odd, dark-colored garment, and is holding up a shiny black parasol in his right hand while staring intently at some sort of metal bracelet around his left wrist.  He stops in front of the PCs, stares at them in complete bewilderment, and then hurries on, disappearing around the corner of the nearest building.  If the PCs look for tracks or other evidence of his presence, they find none.

· At some point, as the PCs look around at the landscape, have them roll Perception/Hunting at TN 15.  Those PCs who make the roll notice several strange silhouettes, apparently of four-legged animals, striding along the embankment between some of the rice paddies outside the village.  The shapes are difficult to make out in the rain, but appear to be quite unnatural, with long skinny limbs and no visible heads.  The longer the PCs look, the more uncertain the shapes become, and the PCs also become unsure of how far away the things are.  Finally they fade from view altogether.  If the PCs go out searching for tracks, they again find none.        

Talking with the Locals

If the PCs actually speak with the locals, they can try to learn what is going on in Kyakucha Mura.  Miyu will speak with them readily enough, but the rest of the peasants will not be very communicative unless the PCs have reputations for being protective of commoners, or roll Awareness/Courtier at TN 20 to win them over.  

· If the PCs ask the name of the local daimyo, the villagers identify him as Matsu Tokai.  If the PCs inquire further about him, the peasants will not dare to say anything negative, but the PCs can read between the lines that they are unhappy with his rule.  However, a PC who rolls Awareness/Investigation at TN 20 can tell that their unhappiness is not due to any fear of the daimyo, and presumably derives from other causes. 

· If the PCs instead ask for general information about the local authorities, or about who runs the village, the peasants will immediately mention the karo, Akodo Kushiro.  It should be clear from the discussion that the locals regard Kushiro, rather than the daimyo, as the meaningful local authority.  They seem to think well of Kushiro, although they will carefully avoid any possible direct comparison with the daimyo.

· If the PCs ask the right questions, they can potentially learn that the daimyo has not actually been seen outside the castle for many weeks, although the karo Kushiro has been seen quite often. 

· If the PCs ask about the poor local conditions (abandoned buildings, disrepair, etc), the peasants will be awkward and tongue-tied – they do not want to create the appearance of criticizing their superiors.  A PC who can somehow create rapport with peasants can get them to admit that the daimyo has not been seen outside the castle in many weeks. The karo has been trying to keep the village running but is clearly a bit out of his league.

· In contrast to the general gloom, there are rumors circulating in the village that Beiden Pass is supposed to be re-opened soon, a prospect which the villagers regard with a certain degree of tentative hope.  If the PCs seek more information on these rumors, they can roll Awareness/Courtier (Gossip) at TN 15 to learn that a Kaiu engineer is in the area and was seen arriving at the castle this morning. 

Asking About the Supernatural Problems

If the PCs ask why everyone is so nervous, the peasants will initially try to deny this, claiming that they are fine and nothing is wrong.  If the PCs press them, however, or if they specifically inquire about strange visions or hallucinations, the locals will become quite fearful and unhappy.  They will eventually admit that strange things have been happening for several weeks now – villagers have been seeing dead family members, encountering strange creatures, and so forth.  The peasants are starting to fear that their village has been cursed. 

· If the PCs ask whether the peasants have informed the local authorities, for the most part they have not – they fear that any reports would be dismissed as superstition.  However, the village doshin (see “Notable People” below) have reported some of these incidents to the karo.

· If the PCs ask for more details about these incidents, the peasants recount a variety of strange visions and events.  Some of them describe seeing someone in the street and then realizing it was a dead friend or relative, who then disappeared around a corner or into night’s darkness.  Others speak of seeing strange animals, monsters, or demonic shapes in the night, or during fog or rain.  Still others describe strange events such as walking into a room which is briefly pitch-black in the midst of the day, or momentarily seeing a night sky overhead when they leave their homes.

· If the PCs ask why they suspect a curse, the villagers will fidget and look sidelong at each other, and then reluctantly mention that they caught a traveling monk stealing food from their granary a few weeks ago, before the incidents started to happen.  The village doshin beat him and drove him away, and as he was fleeing the village he shouted curses at them.  He headed up the road toward Beiden Pass – there is a monastery a day’s travel that way. If the PCs ask the monk’s name, the peasants remember it as Fuzen.  

· If the PCs ask for the specific time when the strange incidents began, the villagers are uncertain, but the consensus seems to be about two months.  

Notable People

Aside from the merchant Jinzu and the innkeeper Miyu, there are a few other locals who the PCs may find interesting:

The Headman, Baiku, is a middle-aged man with a care-worn personality.  He is badly hen-pecked by his wife Chimizu, a loud and angry woman with a tongue as sharp as a tanto.  He will do his best to assist the PCs while his wife snipes at him relentlessly.  As soon as the PCs leave, his wife will begin berating him for his alleged incompetence and weakness.  

The two village Doshin are an older man, Matte, and his muscular teenage apprentice, Kichi.  They handle most minor problems in the village (quarrels, petty theft, etc), but report any serious law-breaking or samurai crimes to the castle.  They have seen more of the strange supernatural incidents than anyone else in the village, and will be more willing to speak about them as well.  They can also recount in detail the story of the drunken monk, Fuzen (see “Asking About the Problems,” above). 

Magical Investigations

Shugenja PCs may wish to investigate the area magically, most likely by trying to Commune with the local spirits.  Unfortunately, this will be less than enlightening.  The influence of Yume-do does not really register in the perceptions of the spirits – these things are not “real” in the metaphysical sense, and so the spirits do not properly perceive them.  

The spirits do understand that something in the area isn’t quite right – they will complain of feeling “uneasy” and say that things are “out of balance” in the area.  

Visiting the Castle

With the autumn rainstorm still pouring down, the PCs may well decide to spend the night, in which case courtesy would suggest they should present themselves to the local lord.  (They may choose to do so even if they are not staying at the castle themselves.)  

If the PCs do not present themselves to the castle on their own, word will nevertheless reach Akodo Kushiro that samurai are in town, and he will send a servant (covered in a straw cloak) to deliver an invitation to dinner.  

Either way, the PCs will be admitted to Shiro Maruoka, taken to the baths to cleanse and dry themselves, and offered dry kimono in their Clan colors.  Once they are ready, the servants will lead them into an audience room where Akodo Kushiro awaits them.   

Knowledge and Research

If the PCs want more information about Matsu Tokai or Akodo Kushiro, they can roll Intelligence/Lore: Heraldry at TN 25 or Lore: Lion Clan at TN 20.  With a success, the PCs know that Matsu Tokai is a widower – his wife, a Crane political bride, dead in childbirth a decade ago, and their three children all died as well, apparently of youthful disease or illness.   Akodo Kushiro is the son of a minor gokennin (landowner) who died in a skirmish with bandits fifteen years ago.  He has served as karo to the province for the last eight years.

If the PCs have seen several of the strange incidents in town, they might be able to realize what is going on.  This will require an Intelligence skill roll with Lore: Spirit Realms (TN 25) or Theology (TN 40) to suspect the possible involvement of Yume-Do, the Realm of Dreams, in these manifestations.   

Part Two: Dinner with the Karo

Akodo Kushiro is a man of modest height and unremarkable looks, with gold-dyed hair tied back in a traditional topknot.  He is well-mannered and soft-spoken, but beneath his stern face he is a jumble of emotions.  Any PC who speaks with him and rolls Awareness/Courtier at TN 20 will sense that he is a troubled man, and is both badly worried about something, and encouraged by the presence of the PCs. 

Kushiro welcomes the PCs to the castle in the name of his lord, Matsu Tokai, who he explains is “indisposed.”  “We are honored to have such samurai visitors – we have seldom had the opportunity to offer hospitality in recent years.  I trust we will be able to meet your expectations.”  

Kushiro will personally lead the PCs into the castle’s main hall for dinner.  Aside from the PCs, the only guest here is a short, squat Kaiu engineer, Kaiu Kyujomoro.

Kaiu Kyujomoro is a gruff, short-spoken man who often replies to questions with little more than a grunt or a “hai.”  He is passing through here on the way to Beiden Pass, which he has been assigned to survey preparatory to re-opening it for the new trade roads being built across the Empire.  Discussing this project is nearly the only thing that will make him open up and become sociable – he is pretty much a single-topic enthusiast (unless someone wishes to discuss a topic as uncouth as the Shadowlands).  He will talk at some length on the potential engineering challenges of re-opening the Pass, which he suspects will be a multi-year project.  Any other subject – including the political ramifications of re-opening the pass – will reduce him once more to grunts and one-word mutterings. 

The dinner is plain but healthful, with no frills or luxuries.  The servants who bring the food and drink are silent and attentive, and treat Kushiro with great deference.  A PC who rolls Perception/Etiquette at TN 20 will realize that Kushiro is seated at the head of the table, and the servants are treating him with the deference normally reserved for an actual daimyo.  

Kushiro will make conversation with the PCs, attempting to learn more about them.  He will recognize any PC whose combined Glory and Infamy is 5.0 or better, and will ask them about their deeds and history.  Kushiro is a skilled conversationalist and will try to learn as much as he can about the PCs without stepping on toes or giving offense.  He will also make a Raw Awareness roll (as described on page 192 of the L5R Rulebook) to try to ascertain their Honor Rank.

If the PCs inquire further about the daimyo (Matsu Tokai), Kushiro will initially repeat that Tokai is “indisposed,” and will attempt to change the subject.  Pursuing the matter further will be rude (and might cost a point or two of Honor), but a PC who does so can roll Awareness/Investigation (Interrogation) at TN 20 to realize that Kushiro is hiding something very serious about his lord’s actual condition.  

If the PCs inquire about the strange supernatural incidents in the area, Kaiu Kyujomoro will visibly perk up a bit and listens attentively to the answer.  Kushiro will say vaguely that he has “heard some rumors” of strange incidents and a possible curse, and hopes to put the problem to rest soon.   

Kushiro’s Test

At some point during this dinner, Kushiro will decide to test the PCs’ sense of compassion.  He will sigh and fold his hands, looking thoughtful and troubled, and wait for one of the PCs to inquire as to what is bothering him.  The amount of time it takes for the PCs to inquire, and the manner in which they broach the topic, are important to Kushiro.  The faster they notice his trouble, and the more well-mannered and compassionate they are when they ask, the better.  (E.g. he will be far less impressed by a blunt Crab asking, “What’s wrong?” compared to a courtly inquiry such as, “You seem troubled, Kushiro-sama, is there something bothering you I could help with?”)  

· If the PCs do inquire, Kushiro will nod slowly.  “Hai, there is a small but troublesome problem in my village.”  He will explain the situation as outlined below.

· If none of the PCs inquire, Kushiro will eventually open the topic himself, remarking, “I wonder if I might seek your advice on a troublesome matter, samurai-sans.”  However, the party’s lack of interest will count against them.  

“Yesterday, in the town, one of the local eta dropped a jar of waste he was carrying. It shattered and some of the contents landed on the feet of one of my guards.  The guard, Matsu Kota, naturally demanded that the eta apologize and clean his sandals.  At that point, however, the story varies by the teller.  Kota-san and one of his fellow guards claim the man was being insolent and refused to apologize.  Some others who saw it, including two other guards, claim the man was so terrified that his voice wouldn’t heed his mind.  Kota-san drew his katana to threaten the eta, and at that point the eta’s daughter threw herself at Kota-san, attempting to keep him away from her father, and begging for leniency. At that point the other guards in Kota-san’s patrol decided to intervene, gathered everyone and brought them to the castle for Tokai-sama’s judgment.  Tokai-sama being indisposed, I had to deal with the matter, and after hearing the daughter’s story, Kotas-san’s story, and the witness’ story I made a decision.  However, I have been wondering if it is the same decision Tokai-sama would have made in my place.  For that matter, I have been wondering if other samurai would make the same decision in my place.  Tell me, samurai-samas, how would you have dealt with this situation, if the decision was yours?”

Kushiro will not tell the PCs his answer until they have all given him some sort of statement expressing their own views.  However, he will answer their questions if they seek additional information on the case.  

Why did the guards bring the eta here instead of simply executing them?  “Our community is small, and we can ill afford the loss of any productive citizens, even eta.  The guards know this well.”
Did you question the eta himself?  “No, I did not question the man.  His daughter claimed that she spoke for him.  I allowed this, since my judgment on the issue affected her as much as it did her father.”  

What punishment did the guard desire?  “Matsu Kota wished for the life of the girl for touching him with her unclean hands.  He wished for a hand, or a digit from each hand, from the old man, for his clumsiness with the pot, as well as a lashing, for his insolence.

Would the guard have accepted the apology he originally asked for?  “Once the girl laid hands on Matsu Kota-san, he was beyond accepting any mere apology.  Of course, he is a honorable samurai, and was ready to accept whatever punishment I chose to bestow.  But if given his own choice he was unwilling to settle for anything less than the punishment he demanded.”
What did the daughter say happened?  “The daughter claimed it had been an accident, no more. She said that Kota-san did not give her or her father time to apologize before he drew his sword.  She also claimed she was certain Kota-san was going to kill her father, and was therefore driven by desperation when she befouled Kota-san with her touch.”  
What did the other guards say?  “Their testimony differed, as I said.  One of them agreed with Kota-san that the old man was insolent and the girl’s behavior was inexcusable.  The other two said the old man appeared to be helpless with terror.”  If the PCs follow up by asking whether the guards thought Kota was too swift to draw his sword, Kushiro shakes his head.  “They agreed that Kota-san was within his rights as a samurai.”   

Where there any other witnesses?  “No, none of the villagers were nearby, and the sentries on the castle walls were too far away to see what happened clearly.”

Did you believe all of the accounts were told sincerely?  “Hai, I do not believe any of the accounts were told with false intentions.  The accounts only differ because people are different, and each person’s vision is colored by who they are.”  PCs who hear this answer may make Awareness/Courtier rolls at TN 20 to sense that this is what Kushiro considers the heart of the matter.

There is one piece of information about the case which Kushiro is holding back, in order to test the PCs.  A PC who makes an Opposed roll of Perception/Investigation against his Awareness/Etiquette can tell that he is concealing something, although not actually lying.  If the PC asks whether there is something more to the case, or some detail that has been left out (or specifically asks why the old man needed his daughter to speak for him), Kushiro will be pleased by their perceptivity, but will only say, “I apologize for my eccentricity, samurai-sama.  Please, indulge me for now.”

Once he has answered all the questions from the PCs, Akodo Kushiro will ask each of them in turn to say how they would have handled this situation.  If a PC refuses to answer, he will not press them, but that PC will automatically “fail” the test he is presenting here.  

· Kaiu Kyujomoro will be rather thoroughly uninterested in this whole story, and shrugs.  “In Crab lands we’d simply beat the eta and send them on their way, but no doubt you Lions do things differently.  Any sake left?”

Once all of the PCs have answered (or refused), he will nod to himself thoughtfully and then recount the rest of his story.  If any of the PCs answered in a compassionate way (suggesting mercy for the eta and his daughter), Kushiro will start the discussion by saying, “My decision was similar to yours,” nodding to the PCs in question.  

“I ordered that Matsu Kota-san should spend a day contemplating bushido in the castle shrine, to remind him of all the tenets of a samurai’s life.  I also arranged for a monk from the monastery up the road from here to come and help Kato-san cleanse himself from the eta’s kharmic impurity.”

“The eta girl I ordered to clean Kota’s soiled clothing and sandals, to clean the filth left from the shattered jar, and to apologize properly to Kota-san for touching him. The old man I required to apologize as well, though in his case this could not be an apology of words.  You see, his daughter explained to me that when he was young, he suffered an illness that made his tongue and throat swell and prevented him from breathing.  A local apothecary removed his tongue to save his life.  The illness eventually passed… but it seems his tongue almost cost him his life, nonetheless.”

Kushiro delivers his answer with none of the apparent uncertainty he displayed at the beginning of the conversation, and it should be apparent to the PCs that Kushiro was confident in his solution all along, and posed the question to them for some other reason.

If any of the PCs suggest aloud that Kushiro has been testing them, he nods, pleased at their perceptivity, and offers his apologies.  “Please forgive me for my arrogance, samurai-samas.  There are matters which trouble me, and I have been hoping to find someone who can help.  I posed these questions to see if you might be such help.”  

In order for the adventure to continue, at least one of the PCs needs to pass Kushiro’s test by offering a compassionate answer to the problem.  In addition, the PCs are subject to the following conditions for determining whether they pass:

· Any PC with a Disadvantage like Insensitive or Cruel should role-play in such a way as to fail the test.  If such a PC tries to offer a falsely compassionate answer, they will need to make a Deceit roll against Kushiro’s Perception/Investigation.

· If Kushiro successfully reads the Honor Rank of a PC with Honor of Rank 1 or less, that PC automatically fails, no matter how they answered the problem.  

· PC’s with inappropriate Bad Reputations (such as “Cruel” or “Thug”) will fail if Kushiro recognized them at the start of the dinner.  

· Kaiu Kyujumoro’s cold-hearted and rather bored answer fails the test.

If at least one of the PCs does pass the test, Kushiro will again apologize for presenting them with this puzzle, and asks the PCs (but not Kyujumoro) to take a walk with him in the castle gardens.

This is a Lion castle, and the gardens are a tiny plot of raked gravel and sculpted shrubs, surrounding a single cherry tree, and tucked into a side-corner of the castle courtyard where the garrison drills during the day.  Kushiro regards the cherry tree (wilted by the summer’s blistering heat) for a time, and then speaks.  “As you may have noticed, our lands are laboring under some… odd problems.  The peasants have become quite fearful, and it is difficult for them to perform their tasks.  Many of them blame their troubles on a supposed monk who passed through here on the way to the monastery up the road.  I realize it would be an imposition, but would it be possible for you to go to the monastery tomorrow and inquire about this monk?  Perhaps convince him to return and pledge to the villagers that no curse has been laid upon them?  I cannot spare my own bushi from their duties, unfortunately, and I apologize for asking you to serve as my messengers for such a minor task.  If your own lords’ needs are too urgent, I will understand, of course.”

None of the PCs are under any sort of tight schedule or time constraint, so it is up to them whether they wish to assist Akodo Kushiro.  

Some of the PCs may suggest to Kushiro that the local problems are due to some sort of interference by Yume-Do, the Realm of Dreams.  He will look thoughtful and strokes his chin.  “There may be something to what you say, samurai-sama.  I will think on the matter.”  A PC who rolls Perception/Investigation (Interrogation) at TN 20 will suspect that Kushiro knows more about this than he is letting on.      

Part Three: To the Monastery 

From Kyukacha Mura, it will take about six hours’ travel to reach the monastery.  The road is a small, narrow dirt path which is clearly lightly-used, winding through lands which are only sparsely populated by scattered farmhouses.  The occasional peasants stare for a moment in shock at the sight of samurai passing by, but then quickly prostrate themselves.   The weather is clear after the previous day’s rain, with the crisp chill of autumn in the air, and Lord Sun gleams wanly from a sky of pale blue.  Ahead of the PCs, the Seikitsu Mountains loom higher and higher, filling the western sky.  

If the PCs travel the next morning, Kaiu Kyujumoro will accompany them.  He is generally taciturn unless the PCs talk to him about his interest (engineering) or his Clan’s duty (the Shadowlands).  On either of those subjects, however, he will speak at length and, in the case of engineering, with considerable enthusiasm.  

Kyujumoro does not believe the problems in Kyukacha Mura are Shadowlands-related, and is in fact somewhat partial to the “monk’s curse” theory.  Like most Crab he knows little about the spirit realms and will be rather uninterested if any PCs start talking about Yume-do.  “Ghosts, spirits, as long as there’s no Taint its no concern of mine,” he mutters.   

Assuming the PCs start their journey in the morning, they will reach the monastery in mid-afternoon, as the PCs reach the foothills of the mountains, shadowed from the westering Sun.  Perched atop a low hill is the monastery, a small complex of buildings surrounding a low, two-story pagoda temple.  A worn-down staircase consisting of wooden logs laid into the hard-packed bare earth of the hillside ascends from the plain to the temple.  Beyond the monastery, an abandoned and overgrown road heads south along the base of the mountains toward the ruins of Beiden Pass, while a smaller and marginally better-maintained path winds up into the mountains – this is one of the “Shadows of Beiden,” the tiny passes that climb through the mountains here.

At this point, Kaiu Kyujumoro will head off down the nearly-abandoned road toward Beiden Pass, to begin his survey work.  If the PCs were friendly with him, he will wish them good luck with their mission.  

The Monastery of Koubai (Plum Trees) 

The monastery is modest as such places go, with only about thirty monks in residence.  Aside from the temple, monks’ barracks, store-houses and bath-house, the only structure of note is a small winery, where the monastery makes small barrels of fine plum wine.  A sizable plum-tree orchard is located behind the winery, covering most of the rest of the hill.  

The monks here are accustomed to isolation, and will be somewhat flustered and excited by the presence of samurai.  They will hurry about, bowing and smiling anxiously, while they try to figure out what the PCs want.  Eventually the Abbot of the monastery, Jotei, will come forward, bowing low and asking how he can assist the honorable samurai.

Once the PCs ask about Fuzen, the Abbot looks concerned, and the other monks all shuffle their feet and lower their eyes.  “Ah, yes, Fuzen.  Oh dear.  What has he done this time?”    

· If the PCs inquire as to what else Fuzen has done, the monks will try to delicately step around the issue, confessing that Fuzen is “perhaps not as dedicated to the cause of enlightenment as a monk of the Brotherhood should be.”  

· If the PCs explain that Fuzen is suspected of cursing Kyukacha Mura, the abbot looks rather confused.  “I quite doubt that Fuzen is capable of placing a curse upon anything – well, a magical curse, that is.  He can certainly toss out angry oaths when he has indulged in too much plum wine.”  

· If the PCs ask for more information about Fuzen, the monks explain that he arrived here about two months ago.  “We of course welcome all Brothers into our monastery, regardless of their reputations.  Fuzen is known in the Brotherhood as… as a man who enjoys alcohol more than a monk should, and sometimes is rumored to help himself to things which are not his own.” 

Fuzen is indeed at the monastery, and if the PCs explain that they need to see him, one of the younger monks will report that he saw Fuzen in the orchard that morning, when they were collecting plums.

Speaking with Fuzen

The monk Fuzen is in the orchard, sleeping against one of the plum trees, snoring loudly.  He is a portly man in his forties, with plump jowls and a three-day’s shadow of beard.  Several empty bottles of plum wine lie overturned in the grass at his side.   

Fuzen is the epitome of the “bad monk” – a drunk, thief, and liar who wanders across the Empire, living off a mixture of charity and graft, and exploiting the generosity of his fellow monks.  He is a skilled liar and confidence man, and often gets money and food by faking rituals, exorcisms, and other activities that play on the ignorance and superstition of peasants.  However, he is also a coward and weakling.

Fuzen will initially try to pretend that he doesn’t know anything about Kyakucha Mura, insisting that he is an innocent monk and claiming the villagers are liars.  As a fall-back, he will claim that some other villainous monk must have used his name.  Naturally, all of this is lies.  His Awareness/Deceit (Lying) roll is 6k3+3, which the PCs can oppose with their Perception/Investigation (Notice). 

Of course, even if the PCs can’t see through Fuzen’s lies, they are still free to threaten or intimidate him – he is, after all, merely a monk, and a thoroughly disreputable one at that.  A verbal intimidation effort that rolls Willpower/Deceit (Intimidation) at TN 20 will break him, but the simpler option is simply to physically threaten him – he is a complete coward, and will collapse into quivering terror in the face of any credible physical threat.  

Once Fuzen breaks down, he will confess that he pretended to curse the villagers out of anger.  “I wasn’t stealing from their cursed granary, just looking for a place to sleep!  I thought it only right to make them frightened in return.”  He rubs his head as though still feeling the pain of the beating he took.  “To treat a holy man with such disrespect!  I hope they did get cursed… not that I have any powers in that way, of course.”  

Any PC who rolls Awareness/Investigation at TN 15 can tell that Fuzen is telling the truth about the “curse” – he has no supernatural powers whatsoever.   He is lying about the granary, though – he did in fact try to steal some food.  

It is up to the PCs whether to force him to return to Kyakucha Mura with them, or simply report back on their discoveries.  If they do insist on bringing him back, he will whine piteously, drag his feet, and generally make himself as unpleasant as possible without actually getting himself killed (his goal is to get the PCs to give up on him in disgust, not to die).   

If the PCs do leave Fuzen at the monastery, it will be up to them whether to punish him for his lies and thievery, order the other monks to punish him (they will do so if the PCs demand it), or simply leave him be.  Actually killing him is beyond their authority, however, unless they are Lion Clan magistrates.  A PC who executes Fuzen without authority will gain a Rank of Infamy and loses 3 points of Honor.  

Delivering the News

Presumably the PCs will return to Kyakucha Mura to deliver the news that there is no curse.  If they consult with Akodo Kushiro, he will immediately summon the villagers to a meeting and announce the results of the investigation.  

“Citizens of Kyakucha Mura!  Many rumors have spread in our village recently, tales of a curse which may have been laid upon us.  I am here to tell you that these rumors are false!  These honorable samurai have gone to the monastery, and have proof that this curse was merely a lie from an honorless dog of a monk!”  If the PCs brought Fuzen back with them, he will now order that the monk be brought forward to confess his lies to the populace.  (He will do so with much sniveling and whimpering.)  Otherwise, he will have the PCs testify to what they learned.  

Once the speech is finished, Kushiro will invite the PCs back to Shiro Maruoka so that he can thank them personally for their efforts.  If Fuzen was brought back, Kushiro will order the village doshin to beat him out of the village – this time away from the monastery, so that he will not be tempted to return.  

Part Four: The True Problem 

Presumably, the PCs will have successfully exposed the monk Fuzen and returned to Kyakucha Mura.  Akodo Kushiro invites them back to the castle to express his gratitude.  

Dinner is pleasant and uneventful, and Kushiro makes polite conversation with the PCs.  At the end of the meal, he calls for sake (and plum wine for those who prefer it).  He sips at his drink thoughtfully for a time, and any PC who rolls Awareness/Courtier at TN 15 can tell that he is regarding them in a measuring way, as though deciding whether to tell them something.  

Kushiro will assess all of the PCs’ actions and behavior up to this point in deciding whether to confide in them.  PCs who failed to show much interest in his earlier “eta problem,” or who have been ill-mannered in their behavior, will be unlikely to earn his trust.  Likewise, PCs who killed Fuzen, or who have behaved cruelly or without compassion in other ways, will not pass his judgment.  However, as long as at least half the PCs behaved in a compassionate and well-mannered fashion, he will decide to drop his face and trust them with the true problem afflicting his lord and his lands.

“I must now speak plainly, and ask for your help, samurai-samas.  You all seem to be honorable samurai, who understand the tenets of bushido.”  He visibly readies himself before continuing.  “My lord, Matsu Tokai, is a man without an heir, for his children all died many years ago.  He is a good and generous man, and I have been honored to serve him as his karo.  Last year, he told me I should start taking more responsibility for these lands, since he intended that I should be daimyo after him. This seemed like wisdom, to learn to lead by leading, and I have done my best to manage his household and his lands, learning new things each week and adding more and more responsibilities.  But as I have done so, Lord Tokai-sama has… seemed to lose interest in his lands. He has spent more and more time alone in his quarters, and I have found it… difficult to manage the province without his guidance.”  Kushiro pauses again, and PCs watching him can roll Raw Perception at TN 15 to realize that he is actually fighting back tears.  “Tokai-sama has been burdened with sadness for many years, due to the tragedies which have afflicted his family line – the unfortunate deaths of his wife and children.  He has spent more and more time sleeping each night.  For the last two months, he has not even left his quarters.  Last week, I finally entered his quarters, and found him asleep and wasting away. I managed to awaken him, but he would not listen to my pleas – I am not sure if he even knew my face.”

Kushiro stops again, struggling to control himself for several moments, before continuing.  “I am not knowledgeable in such things, but I fear that Lord Tokai-sama has become so consumed by his despair that he is allowing himself to die in the grip of sin and dishonor.  I have tried to break him out of this despair, but he will no longer listen to me.  But perhaps… perhaps strangers will be able to reach him where I could not.”  
It is up to the PCs whether to respond to Kushiro.  If they have already realized the significance of Yume-Do in the strange incidents around Kyakucha Mura, they may well suspect that there is a connection with Tokai’s despairing sleep.  Regardless, Kushiro is desperate enough to take any help they can offer.  

If the PCs ask for more details of what happened to Matsu Tokai’s family, Kushiro will recount the story:  “Tokai-sama’s wife Onoko was a Crane.  She came to his house knowing her family line suffered from the shaking sickness.  Tokai’s first son, Taro, died when he suffered a fit while riding, and broke his neck falling from the saddle.  His second son Chommei was taken by the seizing as well, even though they took precautions with him that they had not with the first.  His wife passed away birthing his third child, a daughter, and the babe was sickly and died two years later.”

If the PCs ask for more details on Matsu Tokai’s condition, Kushiro will clearly have to struggle with his emotions for a few minutes before continuing.  “The last few times I visited Lord Tokai, he barely awoke at all, and did not seem to realize where he was.  He fell asleep again within moments.  The servants say he has not taken food at all for the last five days, only a little tea.  I fear his life may soon run out unless he can be drawn back from his despair.”

If the PCs ask whether anything strange, unnatural, or supernatural has been happening in relation to Tokai’s problem, Kushiro will make an effort to clear his head and then answers carefully.  “I did notice anything unnatural, samurai-samas, except… whenever I entered the room, I became rather sleepy.”  

· Any PC who hears this and rolls Intelligence/Lore: Spirit Realms at TN 20, or Theology at TN 30, suspects that a gateway to Yume-Do is somehow forming, or has already formed, in the daimyo’s room.  

· If the PCs wonder whether a spell could produce these effects, a roll of Intelligence/Lore: Shugenja at TN 15 can confirm that there are spell which can put people to sleep, but none of them can produce sustained effects of the sort which Kushiro has described.

Assuming the PCs do agree to try to help Matsu Tokai, Kushiro nods in silent gratitude.  After spending a few moments mastering himself and restoring his face, he summons the servants and orders them to escort the PCs to the daimyo’s quarters.  He does not accompany the PCs himself – he is afraid of losing his face again if he is forced to see his daimyo in such a miserable state. 

Before the PCs leave for Tokai’s room, Kushiro will speak to the group in a quiet, serious tone.  “Matsu Tokai has always treated me like a son, and I consider him to be like a father to me. Whatever happens here, even if he is beyond anyone’s ability to save, it is my wish that he remain known as an honorable man.” 
The Daimyo’s Room

The servants lead the PCs up to the top floor of the castle, passing a pair of Lion bushi who stand rigidly on guard.  The servants kneel down and slide open a pair of wooden doors to admit the PCs to the daimyo’s chamber.  

The room is dimly lit, the windows shuttered to allow only a small amount of evening sunlight to leak through. As you step inside, you encounter a strong, musty odor of stale sweat and incense.  Several incense sticks have been placed in the corners of the room, and their smoke makes your vision slightly hazy.  A large futon lies in the center of the polished hardwood floor.  A human form is visible on the futon, almost completely covered by a heavy coverlet.  A tray with a half-empty tea-cup and a full bowl of soup lies on the floor next to him.

As soon as the PCs enter the room, they will begin to feel sleepy.  Allow each PC to roll Raw Void at TN 15. A PC who makes the roll is able to remain fully functional, but is also conscious of a strange tugging sensation, pulling them toward sleep.  A PC who fails the roll becomes sleepy and sluggish, without really understanding why.  

When the PCs arrive, Matsu Tokai is sleeping fitfully, occasionally tossing or muttering.  He is a man in his early forties, and was once healthy and strong, but is now visibly shrunken and atrophied by lack of food and exercise.  If the PCs try to awaken him, he mumbles and thrashes around but refuses to wake up.  If they nerve themselves to physically shake him, he does open his eyes briefly, but does not seem to react to what is around him, and falls asleep again as soon as the PCs leave him alone.   However, if the PCs try to talk with him, he will start to mumble: “No, no more, let me be.  Let me see my sons again, please, let me go.”  He will not be able to answer any questions or provide any other information. 

· If the PCs search the room for clues, they can roll Perception/Investigation at TN 20 to discover a personal pillow-book (journal) underneath his futon.  It takes about three minutes to read through it.  See “The Journal” below for details of what is inside.

· If a shugenja Communes with the spirits here, there is little information they can share.  However, both Air and Earth spirits in the room will complain that the chamber is “strange” and that things here are “out of balance.”  They cannot really explain why or how the place is out of balance, but if the PCs ask where the problem is localized, the spirits will say it is over Tokai and his futon.

· If a PC has any ability to sense spirits or ghosts, they will sense that there are powerful spiritual influences in this room, centered over the futon. 

The Journal 

The journal recounts a lonely, unhappy man’s slide into terminal depression.  In the later entries he begins to comment on how sleep is the only thing that gives him release from the pain of life.  The last few entries are confused and badly written, the kanji wandering across the pages.  He makes wandering, incoherent remarks about how his dreams have become more vivid and he has seen his sons in them.  

The final page has a long, rambling, run-on sentence: “I cannot get away, it will not let me get away...”  The PCs will need to roll Perception/Calligraphy at TN 15 to puzzle out the final words: “I cannot escape… I cannot escape… someone find me… someone help me… Kushiro…”

The Gateway

The longer the PCs remain in the room, the stronger the pull of the gate to Yume-Do will become.  The PCs must continue to roll Raw Void for every minute they remain in the room.  The TN starts at 15 and increases by 5 each minute.  PCs who fail the roll become sleepy and sluggish, unable to leave the room unless another PC leads them out.  PCs who make the roll also feel sleepy, but are conscious of it as some sort of external “pull” that seems to be coming from the area of Tokai’s futon.    

PCs who fail a second roll, or who simply give up and stop resisting, will fall asleep.

Any PC who rolls Intelligence/Lore: Spirit Realms at TN 15 or Intelligence/Theology at TN 25 will suspect that a gateway to Yume-Do exists in this room, and is trying to pull the PCs’ spirits in.  Likewise, a shugenja PC who Awareness/Spellcraft at TN 20 will be confident that this sleepiness effect is not being created by a spell.  

Going Through the Gate

Once a PC falls asleep in this room, their spirit will pass through the gate into Yume-Do.  After this happens, it will be extremely difficult to awaken the PC, requiring strong physical shaking, and unless the PC is removed from the room, s/he will quickly fall asleep again if left alone.

PCs who have realized that there may be a passage to Yume-Do here can roll Intelligence/Theology (or Lore: Spirit Realms) at TN 20 to recall some of the “rules” about spirit passages.  (Kitsu PCs get a Free Raise on this roll.)  In general, passages between realms are accessed with either meditation or physical access, depending on the specific passage. This passage cannot be accessed physically, but any PC who meditates in this room will find their spirit drawn through it.  

The PCs’ eventual goal should be to pass through the gate and learn what has happened to Matsu Tokai.  Of course, once they start falling asleep, they may not realize that this is actually taking them to their goal!   

Part Five: Yume-Do

You seem to be in the same room, but everything seems brighter, and some of the colors seem distinctly odd – the wooden floor is a rich reddish-gold color, and the sunlight seeping through the shutters has a blue-green tone.  There are no furnishings and no sign of Matsu Tokai.  In the place where Tokai’s futon lay on the floor, a shimmering, uncertain pattern of light floats about three feet above the floor.

The PCs have the full complement of equipment and gear they would have when prepared to serve their lord to the best of their ability.  Thus bushi PCs will be in armor and will have their favored weapons, shugenja have their spell-scrolls, etc.  However, PCs who have steeds will not find those steeds waiting for them in Yume-do.  

Any PC who looks at the shimmering pattern closely can roll Raw Perception at TN 15 to make out the room they came from.  They can see their own bodies lying asleep on the floor, and the waking bodies of any companions who have not come through the passage.  They will not be able to communicate through the gate. However, if they attempt to physically pass through the gate, they can roll Awareness/Meditation at TN 15 to successfully wake up again.  If so, they will still be vulnerable to falling asleep again, but their Void rolls will reset to TN 15.  

Once the PCs begin exploring the castle in Yume-Do, they find it a strange and unsettling experience.  The landscape is exactly the same as in the waking world, but there are no people or animals, and the colors and lighting are bright, odd, and surreal.  A green-yellow Sun is setting in a sky of purplish-blue, and sounds echo oddly, as though the world is somehow hollow.  Spells and other supernatural abilities function normally, although the colors and sounds are strange. 

Scenes From a Dream

Once the PCs start exploring the empty dream-version of Shiro Maruoka, they will begin to encounter manifestations of Tokai’s dreams.  These strange things will be met with randomly as the PCs work their way through the castle and the surrounding village.  They are baku – half-sentient things created by powerful mortal dreams – and are not dangerous, although the PCs may find them unsettling or frightening.  If the PCs attack them, they simply disappear.

· A pretty young girl, about twelve years old, who silently dances through the halls of the castle.  She is dressed in a child’s kimono patterned in vivid, glorious white and gold.  She will smile at the PCs but will not otherwise speak to them or respond to them unless they mention the name of Matsu Tokai.  In that case her face suddenly creases into a horrible expression of pain and sorrow, and she emits a ghastly keening wail before flying away from the PCs at superhuman speed, vanishing from sight.

· A kind-featured boy in Lion colors is sitting in the main hall of the castle.  He call himself “Mugo-kun” but says, in a confiding manner, that when he passes gempukku he will be called “Kushiro-san.”  He thinks he lives here in the castle with “Tokai-oji-sama,” who he regards as his beloved father.  If the PCs ask where Tokai is now, he looks concerned.  “I think he’s out in the fields.  I hear him calling from there sometimes, but I can’t find him.”  If they ask about any of the other strange things they find, such as the silent girl, he doesn’t know anything about them.  “I’ve never seen anything like that.”

· Whenever the PCs go outside the castle, they hear the sound of hoof-beats echoing through the courtyards and gardens.  However, they never see an actual horse.  

· As the PCs explore the village, they see a woman dressed in a white bridal kimono, walking between the buildings with her head lowered.  They can never get close enough to talk to her.  

· If the PCs look out into the countryside, they see what appears to be a small army marching along the horizon.  However, it never gets close enough for them to identify the banners or colors of the army – it simply marches back and forth, preparing for a battle that never happens.

Finding Tokai

While the PCs are exploring Yume-Do’s version of Shiro Maruoka, allow them to roll Raw Perception at TN 20.  With a success, they hear a distant scream from somewhere outside the castle.

While the PCs are outside the castle, they can roll Raw Perception again, this time at a TN of 15.  A success hears another scream, this one clearly coming from the fields beyond the village.  The scream will recur about every fifteen minutes or so, giving the PCs another chance to track down its location.   

Once the PCs head out into the fields, where crimson-headed stalks of grain wave in an unseen breeze, they can roll Perception/Hunting at TN 15 to locate a square hole in the ground, with a stone staircase descending to a heavy iron-bound wooden door, not unlike the door to a castle dungeon.  If the PCs are unable to locate the dungeon, they can wait for another scream and then search again.  The spell By the Light of Lady Moon will also locate it.  

The Dungeon of the Baku-no-Oni

The door is made of thick wood that appears to be oak, but with a sickly greenish hue.  As the PCs approach the door, they hear a pitiful whimpering sound from the other side – the sound of a human being in pain and terror.  

The Baku-no-Oni will sense the presence of the PCs and will be ready for them.  However, it will take no action until they enter its domain, thereby giving the PCs a chance to prepare themselves before they enter the dungeon. 

You push the heavy door open on squealing hinges.  Inside is a dark stone chamber, the walls coated with foul-smelling mold.  Chained to the wall by heavy iron manacles is the ragged, shrunken form of Matsu Tokai.  His body is covered with the scars of torture and his eyes roll piteously toward you as he moans weakly.  Standing in the middle of the chamber is a swollen, distorted humanoid form, its knobbly skin colored in overlapping blotches of blue, red, and yellow.  A quartet of slit-pupiled yellow eyes gaze at you with malevolent intelligence, and slaver drips past massive yellow fangs.  A long purple tongue emerges to lick off its snout.  “He is mine,” the thing gurgles.  “You cannot interfere, little samurai.”  Black claws slide free from its thick fingers.

The Oni will fight to the death, but will not pursue PCs who flee the dungeon.  

If any PCs die in this fight, their bodies die in the waking world as well.  

Rescue

Once the PCs defeat the Oni-no-Baku, the chains which bind Matsu Tokai will become weak and brittle, easily shattered with a sharp blow.  The daimyo is too weak to do more than gasp and moan as the PCs carry him back to the gateway.  Thankfully, with the Oni dead, the gateway can now be passed through without any need for a skill roll.  The PCs awaken in the daimyo’s quarters, and the daimyo awakens as well, sitting up and shaking himself groggily, calling Akodo Kushiro’s name.  

Any injuries which the PCs suffered in the dream realm are gone when they awaken (and if the PCs subsequently return to Yume-Do, they start at full Wounds).  However, spells and Void points spent are still gone until the PCs sleep or meditate.  

If any PCs died in Yume-Do, their waking-world bodies die as well.

Defeat?

It is possible that the PCs may be forced to retreat from the Baku-no-Oni.  If they report back to Akodo Kushiro on what they have found, he will insist on personally entering the dream world to rescue his lord (and surrogate father).  It is up to the PCs whether or not they return with him, but they should probably lose Honor if they fail to do so.  If Kushiro goes into Yume-Do alone, he will be defeated by the Oni.

Conclusion

If the PCs rescue Matsu Tokai, he will be filled with shame for his failure, believing that by succumbing to grief and making himself the victim of an Oni, he has lost his right to be daimyo or even samurai.  His first impulse will be to commit seppuku.  Akodo Kushiro will clearly be crushed by this decision but is too much the obedient Lion to dispute it.

If the PCs offer persuasive arguments (perhaps suggesting that a true samurai overcomes past failures, for example, or suggesting that he should not cast aside his duties so lightly), they can roll either Awareness/Etiquette (Sincerity) or Awareness/ Storytelling at TN 20 to convince the daimyo to remain alive and resume his duties.  The PCs may gain 1 point of Honor from this if the GM judges they have upheld their Clan’s vision of Bushido by saving the daimyo.

If the PCs fail to convince the daimyo (or actually agree with him), he will commit seppuku the next morning, with Akodo Kushiro serving as his second.  Again, the PCs may gain a point of Honor for this if the GM judges them to have upheld their Clan’s ideal of Bushido by sending Tokai on to after-death judgment.  Regardless of whether they gain Honor or not, Akodo Kushiro will not forgive them for the death of his lord, and they gain him as a 3-point Sworn Enemy.

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs successfully retrieve Fuzen:

+1 XP

PCs defeat the Baku-no-Oni: 

+1 XP

Total Possible Experience:

4 XP

Other Awards/Penalties

PCs may potentially gain 1 point of Honor for resolving the fate of Matsu Tokai.  Potentially, some PCs may acquire Akodo Kushiro as a 3-point Sworn Enemy.

Appendix: NPCs and Creatures

Akodo Kushiro, Karo to Shiro Maruoka

	FIRE 3
	  AIR 3

	Intelligence 4


	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 23 (28 in light armor)


School/Rank: Akodo Bushi 2


Rank One: Ignore armor or gain a Free Raise when attacking.  Gain a Free Raise on first melee attack, or against any opponent who declared a Raise against him since his last turn.  Add Water to total of rolls for Damage and for Opposed Battle rolls.    


Rank Two: Before rolling to attack, declares whether to increase Attack roll or Damage by Honor Rank x 2.  May spend a Void Point to make an Honor Roll even if one has already been made, and loses half normal for failed Honor Rolls and Tests of Honor.  

Honor/Glory/Status: 4.6/2.0/4.3

Skills: Athletics 2, Battle (Mass Combat) 2, Calligraphy 2, Courtier 3, Defense 3, Etiquette 4, Horsemanship 2, Hunting 2, Iaijutsu 2, Investigation (Interrogation) 2, Jiujutsu 2, Kenjutsu 3, Kyujutsu 2, Lore: Heraldry 2, Lore: History 2, Lore: Law 2, Meditation 2, Storytelling 1, Theology (Ancestor Worship) 1.

Mastery Abilities: Adds Defense Rank to TN to be Hit.  Adds 5 to TN of Social Rolls made against him.

Advantages/Disadvantages: Ally (Matsu Tokai), Social Position (Karo)/Soft-Hearted, True Love (Matsu Tokai). 
Equipment: Fine kimono, light armor (usually not worn), daisho set, fan, steed (Rokugani pony).

Baku-no-Oni, Dreamlands Demon

	FIRE 3
	  AIR 3

	Agility 4


	Awareness 5

	EARTH 5
	WATER 3 

	
	


Shadowlands Taint Rank: 5

TN to be Hit: 25

Attacks: 8k4

Damage: 5k2

Wounds: 21: +3; 31: +5; 41: +10; 51: +15; 61: +20; 70: Dead.  


Special Abilities: Chosen of Fu Leng (immune to mental influence or control).  Draining Attack: Whenever his claw attack hits, the target must make a Contested Earth roll against him.  If it fails, the target loses 1 Rank of Stamina for one day.  Spirit Qualities (take half damage from all attacks except crystal, obsidian, and magic).  Unholy Vision (can see normally in darkness, smoke, or when magically blinded).
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