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The Crab daimyo Kuni Kobota has demanded that the other Clans send samurai to experience the duty of the Crab first-hand. Unfortunately, your Clans sent you.

Adventure Summary and Background

Kuni Kubota is a senior daimyo of the Kuni family, and an angry and unhappy man.  Last year he had the honor of attending the Emerald Tournament as a guest, supervising the Crab contestants in that prestigious event.  He was thoroughly disgusted by the lackadaisical attitude of the other Clans toward the threat from of the Shadowlands.  Because the forces of Jigoku have not been quite so visible in this century, the other Clans have become dismissive of the hazards faced by the Crab as they carry out their historical duty. To Kubota, it was as if they had forgotten the threat that stood outside the Empire… and had also forgotten that Crab Bushi died every day defending them from it. 

Kubota’s response to this has been to wage a year-long public campaign demanding that the other Clans send some of their young samurai to the Wall, to learn the ways of the Shadowlands and see first-hand what the Crab must endure.  With the full support of his family daimyo, Kuni Yuriko, and the Hiruma family daimyo (Hiruma Tsuken), he has succeeded in browbeating the Clans into sending a group of promising samurai to attend the Twenty Goblin Winter as guests… and to undertake a crash-course in surviving the Shadowlands. These samurai are, of course, the PCs. 

Kuni Kubota has another problem keeping him up at night.  His son, a Hida-trained bushi named Kuni Yakuto, has failed his gempukku ceremony, fleeing from the field while the rest of his class stood and faced the horde of goblins and other creatures. Because Yakuto is a daimyo’s son, he is to be given one more chance, and he will accompany the PCs into the Shadowlands.  

With the fate of his own son at stake, Kubota has assigned a highly experienced Crab scout, Hiruma Noiyama, to guide the group heading into the Shadowlands.  Unknown to anyone, however, Noiyoma is a servant of the Oni Lord Kyoso no Oni, and has been sacrificing her fellow Crabs to this Oni to protect herself.  The PCs may have the chance to expose and destroy Noiyama – or they may be her latest victims.

The Firearm Issue

Once the PCs head into the Shadowlands, they will encounter a further complication in the form of a semi-crazed Kuni shugenja, Kuni Satome.  Satome is obsessed with the possibility of using gaijin weapons to fight the Shadowlands.  To that end, he “lost” his entire fortune to a Crane Yasuki cartel, the Armored Crane, in order to obtain a highly illegal gaijin firearm.  Armed with his new “thunderstick,” Satome has traveled into the Shadowlands to experiment with it, using it to kill or wound Tainted creatures.  He is living with a small ratling tribe, the Runny Nose, while he conducts his noisy and dangerous experiments.  By a twist of fate, Hiruma Noiyama also has allies among the Runny Nose, and the PCs will arrive there in her company.  

Kuni Satome’s experiments have attracted the attention of Noiyama’s mistress, Kyoso no Oni, and the Oni Lord is worried about this strange new weapon.  As the adventure begins, she has dispatched one of her Spawn to deal with Satome and the ratlings who are sheltering him.   

Meanwhile, the Armored Crane cartel has also decided to send someone to check on these rumors of thundering noises in the Shadowlands.  They fear that should their client be found out, should his toy become known, their own activities will also be exposed.  Accordingly, the Armored Crane have made sure one of their representatives, Yasuki Hideyori, is accompanying the PCs on this “learning experience.”

All of these disparate plotlines will come together when the PCs enter the Shadowlands under Noiyama’s guidance.  Whether they can survive remains to be seen, for when the Shadowlands has samurai in its grasp it does not like to let go.   

Special Introduction

This adventure forms part of the “Twenty Goblin Winter” sequence which also includes the adventures “Strength from Weakness” and “Failure of Courage.”  It is not important which of these adventures the PCs play first, and in fact some characters will not be able to play all of these adventures, since some are Mid-Rank while “Failure” is Low/Mid.    

Regardless of what order the PCs play the adventures, the following special introduction scene should be run for any characters who are playing their first adventure out of the “20 Goblin Winter” sequence:

Ahead of you, the fog which shrouds the coast of the Shadowlands parts, as your ship cuts through the muddy, gray-brown water and approaches land.  The green glow of sacred jade greets you – the enchanted walls of Shinsei’s Last Hope, warded by the Kuni centuries ago.  As the fog thins and you are able to see the coast more clearly, you make out the forms of huge, grim stone fortresses, standing guard over the jade-studded walls of the village.  The Crab are taking no chances of letting the village be threatened again as it was in the time of the Four Winds.  A giant stone causeway runs from the nearest fortress down to the docks, and you can see armored Crab warriors standing guard.  

The docks are crowded by ships, most of them Yasuki vessels loading and unloading cargo and people.  Two of the mighty Crab iron-turtle ships are visible as well, however, guarding the area against any attack from the water.  

Clan/Imperial PCs are arriving here as guests of the Crab, sent by their lords to observe the famous Twenty Goblin Winter and to answer the challenge posed by the Crab daimyo Kuni Kubota.  Ronin PCs are here to see whether they want to try their chance at winning admission to the Crab Clan.  It should be noted that none of the PCs have been allowed to bring steeds with them – the Crab know better than to allow such animals this close to the Shadowlands.

Chance has placed all the arriving PCs on the same ship, and as their vessel docks and they walk down the gangway, they can see other samurai guests disembarking from nearby ships.  The busy crews ignore the passengers, focusing their energy on unloading supplies – bales of rice and grain, barrels of sake and pickled vegetables and dried fish, lumber, bars of iron stock, bolts of cloth, and so forth.  

While the PCs and the other guests stand around, somewhat at a loss, a huge Crab in full armor marches up to them.  He has a huge iron-plated tetsubo resting casually on one shoulder, and his massive helm is adorned with a pair of giant inward-turning crab-claws. The huge samurai regards the PCs for a few moments with a mixture of irritation and indifference, then grunts, “Travel papers.”  After the PCs show him their papers, he snorts to himself, then growls, “Follow me,” and heads away up the causeway.

The stone causeways leads the PCs to a huge beetling stone fortress, passing through a tunnel guarded by murder holes and portcullises.  On the far side, a stone ramp descends inside the jade-lined walls of Shinsei’s Last Hope.  

Before the PCs can descend the ramp into the village, the hulking Crab holds up one gauntleted hand.  “My brothers of the Crab can continue.  The rest of you, before you go running off to see the sights, a few words.”  He glowers down at the PCs, daring them to take offense at his tone and attitude.  “I am Hida Shigematsu, commander of the garrison here, and you will listen to my words carefully.  They might keep you alive, and free of the Shadowlands’ clutches.”

“You will be housed on the second floor of Shiro Hachi, which is the castle on the opposite side of the village, there.”  He points to the fortress across the village.  “You will sleep there, and only there – no spending the night with pretty peasant girls.  Dinner will be served in the main hall each night – if you are not present, we will send troops to find you, and they will assume that you have fallen under Shadowlands influence.”

“You will keep your weapons on you at all times, and during the day you will also wear your armor, if you have it.  If an attack takes place, you will immediately go to your quarters and remain there until the all-clear is signaled, by the firing of a yellow signal arrow.  If a blue signal arrow is fired instead, commit your souls to Yomi and prepare to die fighting.  Anyone who cannot fight should be beheaded immediately, to prevent them from falling to the power of Jigoku.”  He looks around at the PCs with cold, dark eyes, eyes which have seen more horrors than most of the PCs can ever imagine.  “Any questions?  No?  Good.  Now get out of my sight.”  He turns and strides back into the fortress, leaving the PCs alone on the ramp.

Things to Do in Shinsei’s Last Hope

The village is a large one, home to over a thousand peasants.  A thick wooden palisade surrounds both the village and its fields of rice and grain, and the outer face of this palisade is covered with chips of jade, imbued with powerful enchantments laid centuries ago by Kuni shugenja.  There is a single gate in the palisade: it faces inland and north, toward the Crab lands (and also, unfortunately, toward the intervening Shadowlands territory).  The jade-studded gates are normally kept closed and barred, with Crab sentries standing watch on squat stone towers to either side.

Next to the gate is the massive stone bulk of Shiro Hachi, named after Yasuki Hachi, the Emerald Champion who saved Shinsei’s Last Hope during the time of the Four Winds.  It was built subsequently to ensure that the village would never again be threatened with destruction.  Opposite it, a smaller fortress and causeway guard the approaches to the village’s docks (this is where the PCs first arrive).

Within the palisade, the total land is about fifteen acres. The village lies on the north side of this territory, near Shiro Hachi and the land-side gate.  There is a spring in the center of the village, a large pool surrounded by rock.  Pure icy water wells up from below and flows out as a wide stream, watering the fields and then passing through a dike in the palisade and flowing down to the sea.   

The village is composed mostly of ordinary peasant dwellings, but there are also several teahouses, two inns, noodle shops, a sake brewery, two blacksmith’s shops, a carpenter’s shop, and several other minor businesses.  

Although Shinsei’s Last Hope is too small a settlement to have a true geisha house, the Autumn’s Blessing Tea House offers a substitute, with pretty serving maids offering smiles and flirtation along with drinks and food.  Off-duty Crab favor this tea-house to relax here for an hour or two before returning to the castle.        

A large monastery is located near the center of the entire settlement (outside of the village proper).  A granite statue of Osano-Wo stands outside its gates.  

People in Shinsei’s Last Hope

Besides Hida Shigematsu, there are just over 300 Crab bushi on permanent assignment to Shinsei’s Last Hope, all of them tough, ruthless veterans.  PCs from more civilized Clans will find these Crabs difficult company, since they are surly and disrespectful at the best of times, and prone to ill-temper, drunkenness, and violence when off-duty.    

The high-ranking daimyo Kuni Kubota is present at the village to enjoy the results of his year-long campaign to force the other Clans to send samurai to face the Shadowlands. 

Hida Arisuto and Hida Toshimi are two of the most noticeable and prominent Crab bushi in the garrison.  They are lifelong rivals and spend all their off-duty time sniping at each other about who is better-looking, more manly, a better drinker, more popular with women, etc.  If any PC speaks with them at all, they will try to get that PC to “take sides” and declare which of them is superior.   For example, Toshimi might declare: “I have beaten you fairly in the Drinking contest. It is obvious, I am the superior samurai.”  To this Arisuto replies: “You did not beat me fairly.  I had already gone against five challengers, while you had faced none.  It is obvious I am the superior samurai!”

There are a large number of ronin in the village, hoping to win admission to the Crab Clan via the Twenty Goblin Winter.  The PCs may recognize the ronin Hideki (who appeared in the adventure “A Day’s Sail”). He is a short, bandy-legged man with a missing left ear. Despite this disfigurement, he possesses a certain roguish charm, especially around women, with whom he flirts enthusiastically.  He wears a number of tattoos on his arms – any Mantis PC will recognize these as tattoos common in the Mantis fleet, and other PCs can do the same by rolling Intelligence/Lore: Mantis at TN 15 or Intelligence/Lore: Heraldry at TN 30.

Another ronin who the PCs may notice is a fuzzy-cheeked young man named Migu, barely fourteen years old, with a pair of very old and high-quality swords.  Migu inherited the swords from his dying father, who told him they are an ancient and honorable legacy of their bloodline.  He will show them to a PC who seems honorable.  Any PC who examines the blades and rolls Perception/Lore: Heraldry at TN 15 recognizes the symbol of a wolf etched into the sword.  A roll of Intelligence/Lore: History at TN 25 recalls a story of a famous ronin unit called the Wolf Legion that existed during the early years of the Toturi Dynasty.  Supposedly it was eventually destroyed in war, although the details are lost in the mists of time.

Crab Gossip

While the PCs are in Shinsei’s Last Hope, they can pick up on a variety of different gossip and news which the Crab are discussing.  The GM should bestow one or two of these rumors on any PC who spends time drinking or socializing with the Crab and rolls Awareness/Courtier (Gossip) at TN 15 (TN 25 for Crane or Scorpion PCs, who are generally regarded poorly by the Crab at the moment).  

General Gossip:

· That Yasuki woman in charge of Friendly Traveler Village still hasn’t chosen a husband. It’s unseemly for a woman of her age to hold out so long on such a decision.

· Hida Toshimi beat Hida Arisuto in a drinking contest last week, breaking Arisuto’s seven-month record.

· Things don’t burn right in the Shadowlands. All you get is a weak sputtering flame of blue that gives off little light and less heat.

· There has been some crazy Kuni (“Aren’t they all crazy?”  “Shh… Kuni-sama might hear you!”) running around with a tribe of ratlings in the area.  

· “Ratlings have been pretty thin on the ground these last few centuries, but they’ve been starting to come back lately.”

Scenario Specific Gossip:  

· Kuni Kobata has always been a harsh taskmaster, but he’s really been on a tear since he returned from the Emerald Tournament.   “The Failure” hasn’t helped matters any.   (If the PCs ask what is meant by “The Failure,” the Crab shrug and mutter, and change the subject, realizing that they have said too much.)

· Kuni Kobata feels, rightly so, that the other clans disrespect the Crab.  But he probably overreacted.  “This little outing of yours is liable to get a bunch of you killed, and that’s more likely to make the other Clans hate us more than to make them respect us.”  

· Recently, there have been occasional thunderous roars echoing over the Shadowlands in the dead of night.  Four times in the past month.  The Crab mutter glumly that this might be a new kind of Oni.  “Whatever it is, it can’t be good.”

· The Hiruma scouts based in the village like to gossip about Hiruma Noiyoma, who is a rare female bushi from their family.  Supposedly, she has survived several scouting parties in which all the other samurai died, and has brought back the heads of several oni which no one else could defeat.  Many of the Hiruma clearly regard her as premium marriage material, and comment glumly that she seems far more interested in leading raids than in finding a husband.   

· If the PCs ask for more information about Noiyama (especially after meeting her), they can learn rumors that she had a lover a couple of years ago – supposedly, a fellow scout who accompanied her on patrols.  However, according to the story, he was lost in the Shadowlands, and since then she has rebuffed all suitors.   

Scenario Introduction

Once the PCs have had the opportunity to settle into the village and interact with the Crab, a samurai will arrive and inform all of the Clan/Imperial PCs, “Kuni Kubota is ready for you to fulfill your lords’ commitments.”  He escorts them into a meeting room in the upper levels of Shiro Hachi.  Kuni Kubota is seated behind a writing desk, poring over a pile of scrolls.

Kuni Kubota is an irritable middle-aged shugenja, with shaggy hair and a perpetual scowl.  He does not even seem to notice the Crab samurai’s polite bow and departure, and continues looking through the scrolls for several minutes.  A PC who rolls Awareness/Etiquette at TN 15 will know that they must wait for Kubota to acknowledge their presence – a PC who instead tries to draw his attention will lose 1 point of Honor for violating the Virtue of Courtesy.  In this case, Kubota deliberately waits even longer before noticing the PCs.

Eventually, however, Kubota will look up and acknowledge the PCs.  He looks them over and his scowl deepens, as though he is disgusted by what he sees.  Finally he speaks.

“Samurai.  You have come here because I have asked the clans to send their brightest and best to learn from the Crab.  Your daimyo saw fit to send you instead.”  PCs offended by this remark must grit their teeth and endure, since Kubota is their social superior.  If any of the PCs are Crab, Kubota nods at them and adds, “Fortunately, our own Clan has provided you with protection.”

Regardless, Kubota continues.  “I recently had the honor of attending the Emerald Tournament.  I have never been more disgusted in my life.  The decadence and frivolity shown by the Great Clans is appalling in the face of our constant war with the Shadowlands. Therefore, you have been summoned to learn from us and take the lessons back to your Clans… since they seem to have forgotten why we are here.”

“You will be sent beyond the Kaiu Wall, accompanied by one of our best scouts, as well as my son Yakuto, who is undertaking his gempukku.  You will see how warriors are made, and our scout shall teach you the ways of our most hated enemies.  If you return, perhaps you shall be able to show your Clans why the Crab are here, and why they should be grateful for our presence.”
All PCs can roll Raw Awareness at TN 20 to notice there is some tension under Kubota’s harsh surface when he mentions his son.  He will not discuss this under any circumstances, however, and if the PCs inquire about it he will bluntly tell them that they are mistaken and their concern should be with staying alive to learn their lesions.  

A Capable Scout

At this point, Kuni Kubota will nod to someone behind the PCs, and they are startled to realize that a muscular young samurai-ko in Crab colors is standing behind them.  This is Hiruma Noiyama, who bows deeply to Kubota.   The PCs should be startled by her presence, since they did not notice her enter or come up behind them.  (If the players protest that she could not have done this because of this or that ability, Advantage, or school Technique, the GM should insist that she did. This will help create an aura of mystery and capability around Noiyama.)   

Noiyoma is a woman of average height and slightly muscular build.  She is not pretty, but rather shares the blunt, plain features of her family’s men.  She appears to be in her early twenties, and boasts several visible scars on her face and arms.  

Kuni Kubota will quickly and bluntly introduce the PCs to Noiyama.  “You are under Hiruma-san’s command from here forward,” he finishes, and dismisses them. 

Noiyoma will lead the PCs down to the main floor of Shiro Hachi and speaks to them in the hall outside the main castle gate.  “We will be leaving for the Shadowlands tomorrow at dawn, for a five-day patrol.  Listen carefully to my words, for I will not repeat myself.”  Her voice is calm and flat, almost emotionless, and she seems to regard the PCs as little more than annoyances.  

“Nothing will burn properly in the Shadowlands.  It does not matter if the kindling is drier than sun-bleached parchment, all you will get will be a few blue sparks which serve only to attract unwanted attention in the night.  Be prepared for cold and wet.  We will also be unable to cremate any fallen comrades.”

“If you are wounded, I hope you have your affairs in order.  A cut to the finger can be as good as a knife through the heart.  All the Taint needs to grab you is the smallest of openings, and blood always beckons it. Nor will you be able to heal should you get such a wound, as Jigoku does not care to let its prey be strengthened.”

“You will be provided with Jade to protect you from the Taint, provided you stay uninjured.  If you lose this jade, you lose your best chance of living a normal life after your return.  It will only protect you for a short time before it is consumed by the evil of the land.  If it blackens prematurely, we must return immediately.”

“Food and water are not to be eaten within the Shadowlands unless you are sure it has been properly treated.  Eat and drink only the rations and water you are provided at the outset of this mission.  Consume anything else and I will kill you immediately as a threat to the rest of us.”  

“Once we enter the cursed land, if anyone disappears from your sight for even the briefest moment, they should be considered an enemy until they can prove otherwise.”

If there are any shugenja among the PCs: “If any of you  need to call on the Kami, you had best pray to the Fortunes that your will is strong.  Otherwise, you may attract the attention of the evil spirits that reside there. If those spirits have their way, you will soon join their cause.”

Finally, if some of the PCs are ronin (and thus did not attend the meeting with Kubota), she will look over the group of PCs and frowns.  “There are not enough of you.  I suggest that you recruit help from the ronin here in this settlement.”  This should be the PCs’ cue to “recruit” any ronin PCs into joining them for the rest of the adventure.

With her instructions delivered, Noiyama excuses herself and reminds the PCs to be at the gates ready to leave at dawn.  She departs back into the castle, leaving the PCs to their own devices until then.

· All of Noiyama’s advice is truthful.  If any PC tries to get a general read on her attitude and personality, they can roll Awareness/Investigation at TN 25.  With a success, they sense that Noiyama regards them as completely expandable.  She is too practiced at hiding her true nature for them to sense more than that.

· If a PC is ever so uncouth as to mention the rumors of her lost lover, she will coldly dismiss the matter.  “I have no time for idle gossip, samurai-san.”  The topic clearly makes her angry, although she is good at controlling herself. 

· Likewise if any PC makes any sort of romantic or flirtatious approach to her, Noiyama will rebuff it in an extremely cold and hostile manner.

· Noiyama is a practiced liar – her Awareness/Deceit (Lying) roll is 9k4+5 – she has to be, to survive betraying her fellow Crab repeatedly.  It is thus very unlikely that the PCs will be able to learn much about her true nature.   

· If a Kuni Witch-Hunter tries to sense whether Noiyama is Tainted, he does not get a reading – her Taint is too low to show the sort of symptoms that Witch-Hunters are trained to detect.  A Moto Death-Priest can sense that Noiyama is slightly Tainted, but the testimony of a Death-Priest will not be accepted in Crab lands, where they are regarded as gaijin interlopers whose powers cannot be understood or trusted.   

Part One: Into the Dark Realm

At dawn the next morning, the PCs gather at the main gate of Shinsei’s Last Hope.  Hiruma Noiyoma is waiting for them, along with a large Crab bushi,  a handsome Crane bushi, and a young Crab samurai of about seventeen years.  

The large Crab is Hida Toshimi, who the PCs may have encountered in the village due to his noisy rivalry with Hida Arisuto.  He is here to help keep the PCs alive, a fact which he will not hesitate to mention.  If any of the PCs are Crabs themselves, he will loudly and openly sympathize with them for getting stuck with “babysitting duty.”

Noiyama introduces the young Crab as Kuni Yakuto, giving him a quick glare and identifying him as “a young samurai undergoing his gempukku.”  Yakuto is of average height and weight and has the very minimum beginnings of a goatee beard.  He greets the PCs with a nod and then tries to blend in with the wall behind him.  He seems very embarrassed and nervous.

The Crane samurai introduces himself as Yasuki  Hideyori.  He is very handsome and well-kept (traits which run in his family), with long white hair which he wears in a prominent ponytail.  He will be happy to flirt with any woman who shows an interest in him, but will not go further than that – he prides himself on being the honor of his family.

Once the brief introductions are over, Noiyoma hands out packets of rations to each of them, along with fingers of jade hung on silk cord (she will not give jade fingers to any PC who already possess them).  There is enough food and water to last six days, with strict rationing.  Each bushi PC will also be given one pouch of jade powder.  “This will damage an invulnerable foe, but only one strike will have full effect, and once you place it on your weapon it will quickly lose its efficacy, so do not employ it until you meet a dangerous foe.”  See GM’s Aid #2 for the effects of jade powder.

Once the PCs have their supplies, Noiyama signals the Crab on the towers to either side, and the gates swing open.  The PCs and their companions pass through, into the realm of Jigoku… into the Shadowlands.

Within a hundred yards of the glowing green walls of Shinsei’s Last Hope, the ground becomes lifeless, a barren plain of desiccated cracked earth, the sickly color of dried blood.  The light of the Sun seems to bounce off the ground, nearly blinding you.  Wind whips around you with unnatural fury, swirling up choking dust.  In the distance, you can see rugged hills, and Noiyama turns your path in that direction.  Behind you, the comforting might of Shiro Hachi quickly fades into the distance, until it seems almost a mirage.  

Effects of the Shadowlands

Once the PCs leave Shinsei’s Last Hope, they will be in the Shadowlands.  Within that domain, the following special conditions apply:

· Wood, cloth, and other flammables will not burn properly, emitting only a weak, sputtering greenish-blue flame which offers little or no heat (but does attract nocturnal predators).  Dead bodies also are reluctant to burn naturally, should the PCs need to perform an emergency cremation (the Crab usually use spells). 

· Wounds will not heal naturally.  Curative magic (such as Path to Inner Peace), kihos, and nemuranai (such as Crane fetishes or Dragon Clan potions) will work normally, however.  Also, any time a PC is injured, they must roll Simple Earth at TN 10 or gain a point of Taint.  

· All spellcasting rolls (except for maho spells) are at +10 TN due to the unfriendly nature of the local spirits.  If a PC misses the spell-casting roll due to the +10 penalty, a kansen (evil spirit) will contact the PC and offers to produce the spell.  A PC who agrees to this will indeed cast the spell successfully, but will gain a number of points of Taint equal to the Mastery Level of the spell.   

· Any Commune spell cast in the Shadowlands will automatically contact a dangerous kansen which will try to bargain with the PC, offering information in return for a small gift of Taint (1 point for each question answered.)

· Void points and spell rings do not recover naturally (e.g. through rest).  The Meditation skill will still work for recovering both Void and spell rings.  It is impossible to perform a Tea Ceremony inside the Shadowlands.  

· If the PCs fail to acquire jade “fingers,” or lose them, they will be vulnerable to the Taint.  They must roll Simple Earth for each day and each night they spend unprotected in the Shadowlands.  The TN is 5 for the first roll, 10 for the second, 15 for the third, and so forth.  If a roll is failed, the PC gains a point of Taint immediately, and one additional point each day and each night thereafter until they leave.  

· Food and water will quickly become Tainted and diseased unless it is stored in proximity to jade.  Likewise, any food or water the PCs find in the Shadowlands carries the Taint, unless it is supplied by the ratlings.  Eating Tainted food or drinking Tainted water requires a Simple Earth roll at TN 15 to avoid getting 1-5 (1 die halved) points of Taint.  
· Any PC who is injured in the Shadowlands will need to roll Simple Earth at TN 10 to avoid getting 1-5 (1 die halved) points of Taint.  If the injury is treated with jade salve (or sprinkled with jade powder), there will be no risk of Taint.

Companions on the Road

Hiruma Noiyoma will ignore her companions and keeps her eyes firmly on the land around them, watching constantly for danger.  If any PC tries to talk with her (Yakuto and Hideyori will not attempt it), she will impatiently warn them not to distract her.  “All of our lives may depend on my ability to spot danger before it reaches us, samurai-san.  Be silent.”

Hida Toshimi will abandon his casual, joking ways and becomes “all business” once he enters the Shadowlands, watching the bleak landscape with steady attention and emulating Noiyama’s silence.  If the PCs start talking with Kuni Yutako (see below), he will give the eloquent young Kuni several disgusted glances but will not say anything aloud.

If there are any Crane, Phoenix, courtiers, or non-Crab shugenja in the party, allow the PCs to roll Raw Perception at TN 20 to notice that Kuni Yakuto is taking discreet glances at them.  He will not initiate conversation, but if any PC speaks with him, he will respond readily.  He attempts to talk in a flowery, courtly manner, and given the chance, will express a strong interest in music.  

· An example of his dialog would be: “Though I am of the great and noble Crab blood, there are many things my people do not see as necessary for service on the Wall.  While we excel at many arts, most of my Clan shy from that of making a wondrous sound come from a… simple piece of craftsmanship.  I, myself, prefer the… whistle of air through a wooden pipe.”

If the PCs seem at all civilized or sympathetic, Yukato will ask them about music and artistry elsewhere in the Empire.  “Though I cannot compare to the most wondrous of artisans that you have surely encountered in the courts, I do try my hardest to honor my ancestors with what little talent I do possess.  Perhaps you would be able to help me advance this pursuit by telling me of any artisans you may have heard play?”  He will listen with almost pathetic eagerness to anything the PCs can share with him about artistic life elsewhere in the Empire.  If a PC actually brought along a musical instrument, however, he will dart a glance at Hiruma Noiyama and say softly, “Ah, as pleasant as that might be, perhaps it had best not be indulged in this place, for our own safety.”

If any PC wishes to make a Perception/Investigation roll against his Awareness/Etiquette (Sincerity) (he rolls 4k2) and succeeds, they will realize that he is trying to conceal a deep underlying fear and shame.  Should they inquire about this, he will initially try to excuse it as eagerness to complete his gempukku.  “As you may be aware, samurai-sama, in our Clan it is tradition that those trained in the Hida school go into the Shadowlands and return with the head of a foe.  It is a great honor, you see… I expect I shall return successfully.”  Any PC who makes another Investigation roll at the same TN can tell he is not telling the full truth, however.   

Should any PC press the matter, Yutako will cave and tell the PC just enough of his dishonor to placate them.  “Ah… as it happens, you see, this is my second trip into the Shadowlands.  The first was… not successful.”  The PCs can read what they wish into that.

Yasuki Hideyori will make the time to light-heartedly flirt with any female PCs, as well as playing up his image as a “typical Crane” – unthinkingly arrogant, slightly spoiled, wealthy, good-looking and knows it, etc.  His actions and behavior will probably be more annoying to other Cranes than to anyone else.  He will identify himself as of the Yasuki, but a fellow Crane (or a Crab Yasuki) can roll Intelligence/Lore: Heraldry at TN 20 to identify him as a member of the Nabuto vassal family of the Crane Yasuki.  

If anyone inquires as to why Hideyori is here, he will say, “For the same reason as yourselves, no doubt.”  If they inquire as to why his daimyo chose to send him, or ask for any personal details, he will expound at some length on the fact that his twin brother was honored with a place in the Hida Bushi school and constantly tells Hideyori that his own Crane training couldn’t possibly be anywhere as good as the Hida.  

Hideyori will never outright say, “I am here to because I want to prove my brother wrong,” but he will allow the PCs to believe that this is the case – and besides, he won’t mind if he manages to do so.  If anyone actually wants to see if Hideyori is lying about his reasons for being here, they should roll Perception/Investigation (Interrogation) against his Awareness/Etiquette (Sincerity) roll of 9k4+10 (this total includes the relevant Skill Mastery). If they succeed, they will know he is indeed telling them the truth – just not the whole truth.  There is definitely a second reason for him coming here.  

· If they actually suggest as much, he will laugh it off: “All Samurai have other reasons besides their own ambitions.  Surely we will both prove to our lords that they chose well in sending us on this mission.”

·  If the PC continues to push the matter, Hideyori will change the subject completely, or begin speaking to another PC.  

The First Night’s Camp

The day passes without incident, as the PCs slowly move into the more rugged ground and hills they saw in the distance that morning.  As the sun finally vanishes into the shadowy horizon, a dense, foul-smelling fog drifts across the hills.  Hiruma Noiyama looks around, visibly counting the PCs to make sure no one is missing, and then begins unpacking blankets from her packs.  Meanwhile, Hida Toshimi sits down and pulls out his rations (carefully-wrapped rice balls), eating them carefully while continuing to look around himself.   

After Noiyama has finished checking the area, she also digs into her travel pack and pulls out a rice ball, eating it quickly before drinking a few sips of water from a jug tied to her waist.  She turns to Yutako, Hideyori, and the PCs and instructs them: “If you eat only one of the rice balls you were given in the morning, and one in the evening, and drink only the water in your bottles, your rations will last out this trip.  If you eat or drink anything else. Toshimi and I will kill you.”  Toshimi nods calmly, offering a half-apologetic shrug to any PCs who seem upset by this.

If a PC is foolish enough to actually test Noiyama and Toshimi on this, they will fight without hesitation – Toshimi regretfully, Noiyama with cold ferocity.  The GM should give the PCs plenty of chances to back down from such a fatal error.

Watches and Incidents

Noiyama will have the party divide into four watches of 2-3 people each (she includes herself in the watches, along with Toshimi, Yutako and Yasuki Hideyori).  She will volunteer to take the final watch before dawn.

The night remains foggy for much of its length, making it impossible to see anything, but late in the second watch, the fog clears for a time and the Moon bathes the unnatural landscape in pale late.  During this time, allow the PCs on watch to roll Raw Perception at TN 20.  With a success, they hear the distant mournful noise of a hunting horn.  A few minutes later, they see a distant figure on horseback, silhouetted against the horizon.  

If Noiyama is awakened, she instantly freezes and warns the PCs not to move or make noise.  Regardless of what the PCs do, the distant figure will blow its horn one last time and then rides away, vanishing into the returning fog.  

· If the PCs did not listen to Noiyama’s advice, she snarls at them in fury once the figure is gone.  “Your foolishness could have meant all our deaths, or worse than death.  Do such a thing again and I will abandon you here in Jigoku’s realm.”  

· If the PCs ask what the figure was, she scowls and shrugs.  “One of the Lost, almost certainly, and a strong one to draw attention to itself like that.  In this place, strange and unknown things should be left alone.”

Nothing else happens this night.  When the PCs awaken in the morning, remind them that they have not regenerated any Void or spell slots they spent the day before.  

The Second Day

Hiruma Noiyoma checks on everyone to make sure they lived through the night.  Then she looks inside helmets and traveling packs to make sure no blood leeches or other dangerous parasites have slipped in during the night.  (Hida Toshimi pre-empts her by checking his own gear.)

After their brief morning meal, Noiyamsa prepares the PCs to get moving.  “We have a long march today,” she says.  “Stay alert.  We are now beyond the range of the normal patrols, and if danger comes, we cannot expect help.”  If any PCs ask where they are going, she says, “Our goal is a ratling warren where we have some friendly contacts.  After we visit them we will return to Shinsei’s Last Hope.”

During the second day, the PCs descend on the far side of the hills.  The ground here is divided up into narrow gullies between steep, jagged walls of rock, and the PCs must descend a narrow notch in the stone in order to reach the lower level.  Each PC must roll Agility/Athletics (Climbing) at TN 15 to navigate down the stony notch successfully.  A failed PC slips and tumbles down, suffering 2k1 in bruising and battering damage.  If the PC suffers 15 or more Wounds (before any Void reduction) from this fall, the PC has suffered a sprained ankle and will be under the effects of the Lame disadvantage for the remainder of the adventure.  (Spells such as Path to Inner Peace and Regrow the Wound will not heal the sprain, although they will heal the Wounds and remove any normal Wound Penalties associated with them).  

· Noiyama, Toshimi, and Hideyori will make the climb without difficulty.  Kuni Yakuto is less fortunate, and tumbles painfully down the notch, but luckily takes only 10 Wounds.  

· Since these injuries do not break the skin, anyone who takes damage here is not in danger of getting the Taint.  Noiyama will be sure to mention quite loudly how “lucky” the PCs are, especially if they are in a lot of pain.

Forest of Heat

Beyond the rocky ground, the PCs enter a dense, unnatural forest: 

For what seems like hours, you follow the tireless scout on an erratic path through the dark trees, their trunks emerging from the fog like ghosts and then vanishing again behind you.  Sometimes the trees seem dry and dead, their bark cracked, but at other times the branches around you thicken and seem healthier, and their bark is covered with a dark, oily sheen almost reminiscent of blood. 

It is extremely hot during this day, and the PCs sweat profusely beneath their armor and gear.  The PCs must make Raw Stamina rolls at TN 20 to resist the debilitating heat – failure means they are at a +5 TN penalty to all actions for the remainder of the day.  

Around mid-afternoon, the PCs cross a shallow stream and enter a bleak, empty plain scattered with rocks and boulders.  Around this time, they pass a narrow, trickling stream of water.  The sight of this water is a torment to the PCs, especially any of them who failed the earlier Stamina roll to resist the heat.  Those specific PCs must now roll Raw Willpower at TN 20 to resist the urge to drink something.  A PC who drinks their own water supply will end up without water during the final day of the adventure (see Part Five below).  A PC who drinks water from the stream will suffer the usual effects of ingesting something within the Shadowlands.  

· The Crabs will all resist the heat successfully.  Yasuki Hideyori is visibly wilting by the end of this day, but manages to fight off the urge to drink extra water.

Meeting with a Rat

As the Sun drops to the west, vanishing behind a dense bank of ugly gray clouds, the PCs reach the far side of the plain and climb into another region of rocky hills.  Here they find a sheltered, stony bowl where the ratling Mach’ithith awaits them.    

Squatting on the rocks is a small rat-like creature, about three feet high.  Its shaggy fur is littered with small beads and shiny stones, apparently woven into the dirty strands.  It is staring down at something held in its pinkish-gray forelimbs.

Hiruma Noiyoma holds up her hand for the PCs to halt, then steps forward alone and calls out, “Mack’ithith!”

The creature jumps up, startled, and its eyes widen as it apparently recognizes her.  Its pink nose wrinkles as it sniffs deeply and then says, “Noi-noi!  Bad-bad Noi-noi scare Mack’ithith!”  It looks past her at the PCs.  “These friend-samurai?”
“Hai,” she nods and gestures for the PCs to step forward.  “These are the samurai who will be staying with us.  Thank you for your help.”

“Mack’ithith happy to help Noi-noi!” the ratling squeaks, circling around the PCs and sniffing curiously.

Having established contact with Mack’ithith, Noiyama will explain the situation to the PCs.  “This is Mack’ithith, a Nezumi and an ally.  He will lead us to his warren tomorrow.  We will gather news and rumors from his people before returning.  We should get there around mid-day tomorrow.”  

· PCs who have played “Devoured by the Sea” may have met a ratling before.  Otherwise, non-Crab PCs who roll Intelligence/Lore: Shadowlands at TN 20 will know what the Nezumi are.  

· If none of the PCs know about ratlings, Hiruma Noiyama will explain that they are creatures who inhabit the Shadowlands but are immune to the Taint. 

If the PCs show interest in what Mack’ithith has in his paws, he will hesitantly show them a rock (about the size of a golf-ball) which sparkles when the sunlight plays on its cracks and jagged surfaces.  “Shine-shiney,” he says with an eye-gleaming smile.   

Yasuki Hideyori will show interest in the ratling Mack’ithith, and will ask the ratling about his tribe and village.  The ratling will be delighted with this attention and will soon mention the “loud-loud man” who lives among the Runny Nose tribe.  From his descriptions, this can be identified as a Kuni (“face covered in white and red colors sometimes”).  If anyone asks why he is called “loud-loud” (Hideyori will not do so), the ratling says the man is “always making big noises, fire and smoke.”  The ratling cannot describe this clearly enough for the PCs to ascertain whether he is describing spells or something else.  

If the ratling mentions the Kuni, Hida Toshimi will grunt.  “Must be that crazy Kuni I’ve heard about, the one living with the ratlings.”  Kuni Yakuto knows nothing about these stories.

If any PC specifically watches Hiruma Noiyama when the Kuni is mentioned, or asks how she reacts to this, they can roll Perception/Investigation at TN 20 to realize that she is slightly disconcerted at the mention of the Kuni’s presence.

Noiyama will again set watches for the night.  The PCs’ sleep will again be largely uneventful.  However, during the night, the ratling Mack’ithith will attempt to  “borrow” something small and shiny from one of the sleeping PCs.  Due to the thick fog and the ratling’s inherent sneakiness, the ratling gains two Free Raises to his Agility/Stealth roll to avoid notice by the PCs who are on watch.  Of course, he will only take small shiny or colorful objects, not anything large or important.  

The Third Day

Dawn comes slowly and with only a slight brightening of the heavy fog.  The pale light filtering through is just enough to broaden the PCs’ vision slightly without giving them any real idea of their surroundings.  

Hiruma Noiyoma again checks on everyone to make sure they lived through the night and once again looks inside helmets and traveling packs to make sure no one picked up a hitchhiker.  This time, she will discover a large, fang-toothed worm-like creature inside the traveling pack of a randomly chosen PC.  She stabs the thing with her tanto, and it writhes and whimpers like a human infant as it dies.  

With that done, Noiyama orders everyone to collect their gear and prepare to move out.  “We should reach Mack’ithith’s village by mid-day at the latest.  From there we will swing back toward Shinsei’s Last Hope, patrolling along a different route.”  

Noiyoma sends Mack’ithith out in front to guide the party.  The fog still does not lift, and the PCs must pick their way carefully over the rocky, irregular landscape.  At one point, Noiyama holds up her hand and crouches low – after a moment, the PCs hear flapping wings overhead, as some unknown creature passes overheard.  

About an hour after the PCs leave camp, their route takes them down out of the rocks and into a soggy, humid, stinking marshland. Feet occasionally stick in the thick mud, requiring straining effort to pull them out, and progress is slow.  Blackened and withered trees grow chest high and seem to reach out at passerby, snagging and tearing their clothes.  The smell is, of course, indescribable.  

The Crabs mostly endure this with stoic silence, although Kuni Yakuto visibly struggles to deal with the mud.  Yasuki Hideyori attempts to make light of the situation by commenting in a self-deprecating manner on how he will need to re-dye his hair after this is over. Mack’ithith scampers along, his feet barely leaving tracks, and chittering “Not long now, Noi-noi!”  

Swamp Goblin Ambush

While the PCs are passing through the marsh, they will be ambushed by a small pack of swamp goblins.  Allow the PCs to roll Perception/Battle at TN 25 to spot the goblins just as they heave a large, melon-shaped rock at Hida Toshimi.  Otherwise, their first warning will be when it hits in the head with a sickening, blood-spattering crack. 

Something large, about the size of a melon, flies from a clump of trees on a nearby hummock.  The rock strikes Hida Toshimi in the side of the head.  There is a sickening, wet “smack” and a spray of red from beneath the Crab’s helmet and he topples into the mud.  Looking in the direction of the attack, you see four small, greenish-skinned creatures, their triangular heads large for their scrawny bodies.  One of them carries a rather dinged-up katana, while the other three have only clubs.  They are cheering and jumping up and down, waving their arms in gleeful triumph.  

The goblins can be identified with a roll of Intelligence/Lore: Shadowlands at TN 10.  

This is not an especially challenging combat – the PCs are facing three normal goblins and a goblin warmonger.  These are vicious creatures but not especially skillful, and the normal goblins will try to run away as soon as the warmonger goes down.  

At the start of the combat, the goblins are thirty feet away and on a ten-foot elevation.  The PCs will have to spend one round closing the distance (unless they are Fleet), and the goblins will hurl smaller rocks (damage 3k1) during that round.  

Hiruma Noiyama will order the PCs to attack while she immediately begins checking the area for other ambushers.  Kuni Yakuto will be stunned by the attack and will spend the first round standing, staring dazedly at Hida Toshimi’s body.  On the second round he will finally go into action, although he is clearly uncertain of himself.  Yasuki Hideyori will fight ably and without hesitation.

Aftermath: The Lesson

This not a difficult fight, and once the PCs drive off the goblins they may be tempted to strut.  However, the fate of Hida Toshimi may quickly bring them down.  The veteran Hida is dead, his skull crushed instantly by the rock hurled by the goblins.  Death in the Shadowlands can come at any time, without warning.  

Hiruma Noiyama will take the dead Crab’s jade, rations, and swords.  Some of the PCs may suggest beheading him, but Noiyoma will stop them.  “This is a lesson the others must learn,” she says, and makes the party wait.

During this rest period the PCs are free to tend to their own wounds.  Kuni Yakuto has a small bottle of jade salve – a gift from his father – which he will offer to help treat any wounded PCs.  (He is clearly hoping this will draw attention away from his dubious behavior during the fight.)  So long as the PCs treat their wounds with the salve, they will not be in danger of Taint or infection.     

After about ten minutes, the body that was a samurai twitches and then sits up, its dead face twisted into a grin of pure rapture.  Blood and brains spill down from under its helmet as the corpse rights itself and rises slowly to its feet.  

Hiruma Noiyoma steps forward, sword raised.  “This is what becomes of those who fall in Jigoku’s realm,” she says harshly, “and this is how they must be dealt with.”  She swings at the creature’s neck.  It lifts one arm, still warm with the life it once held, and he blade severs the limb instead of the neck.  The thing fumbles toward her with its other arm, seeking her life with mindless aggression, but she calmly steps back, re-sets herself, and then decapitates the body with a deft twist of her wrists.  A cold smile crosses her face as the thing which was a samurai falls, never to rise again.

Hiruma Noiyoma looks around at each of you as she wipes off her katana on the clothing of the dead man. Her eyes are as hard and cold as ice.  “This is the truth of the Shadowlands.  Your own friends and companions can become your enemies at any moment.  Even death cannot stop the corruption.  This is what we fight.”
PCs of a gentle or sheltered disposition may need to roll Raw Willpower at TN 20 to avoid being violently ill, a disgrace which costs them 1 point of Glory.  

Part Two: Attack on the Ratling Village

After making sure everyone has recovered from the goblin ambush, Noiyama presses on, and Mack’ithith takes up the lead once more.  His steps are quick and sure as he leads the party one through the marshlands and finally up into rockier, drier lands, covered in misshapen shrubs and pale yellow-brown reeds.  

PCs who are watching Mack’ithith or Noiyama can roll Perception/Hunting at TN 15 to notice that they avoid touching the shrubs.  A PC who sees this can avoid the shrubs automatically.  Other PCs must roll Raw Reflexes at TN 20 (TN 10 for PCs in Heavy Armor) to avoid getting snagged by the hooked barbs which adorn the branches.  This will inflict 1k1 of painful tearing and cutting.  (Kuni Yakuto will get caught on one of the plants.  Yasuki Hideyori will not.)  

The fog thins somewhat as the PCs pass through this area and ascend into a higher, rockier territory.  The sky overhead is occasionally visible, but it is cloudy and gray, and the PCs’ visibility only slightly improves.  

At this point, a loud bang, like a thunderclap, echoes across the landscape.  It seems to come from up ahead.  Yakuto and even Noiyama seem startled by the noise, but Mack’ithith seems unfazed.  “Loud man making noise-noise again,” he says cheerfully, and pushes ahead eagerly, raising his voice to call:  “Home! Mack’ithith bring friend-samurai!”
· A PC who checks on Yasuki Hideyori’s reaction can roll Perception/Investigation at TN 20 to notice that he frowns to himself at the noise.  If questioned, however, he will claim he has no idea what it might be.

The only answer to Mack’ithith’s call is a rising hubbub of noise from beyond the next slope, increasing quickly in volume.  The PCs recognize the screeches of ratlings, and other sounds which are clearly the clamor of battle.  Mack’ithith realizes it too and starts running, leaving the PCs amazed at his sudden burst of speed.  Hiruma Noiyama looks surprised as well – even more so than by the noise a few moments earlier – and steps up her own pace.  

As you crest the slope, you look down on a flat space surrounded by large boulders.  There are Nezumi bodies everywhere, most of them not moving.  You can see one or two live ratlings still alive amid the carnage, and what appears to be a man in gray robes lying still and silent on the ground.  Bodies of other creatures – small green humanoids, much like those you found in the marsh – lie scattered about as well.  At the other side of the clearing, visible dimly through the fog, additional goblins cluster around a shape straight out of a nightmare.  The creature stands eight feet tall, its four arms lashing out with wicked claws.  It is like a perversion of the stories you’ve heard about Naga, with a thick, red serpentine body surmounted by a woman’s torso, its demonic visage surrounded by dark red tentacles instead of hair.

Mack’ithith screams in rage, a sound unlike any you have heard a Nezumi make, and throws himself at the things attacking his home and family.

Battle with the Oni

This is, superficially, a straightforward battle – albeit a somewhat complex one.  Appendix #2 contains a “cheat sheet” for Initiative rolls which the GM may use to help make this combat run smoothly.  

The big “ringer” in this battle is Hiruma Noiyama.  The moment she sees the Kyoso no Oni spawn here, she realizes her mistress is involved in this matter, and immediately switches her intentions from guiding and teaching the PCs to sacrificing them.  She will deliberately take low dice on Initiative in order to act after the PCs, waiting for them to attack or move toward the Kyoso no Oni and its goblin minions. At that point she will only need to retreat into the fog in order to escape the area.  

· If a PC is actually watching Noiyama, she will pretend to be circling around for a flanking attack, and then disappear into the fog on Round Two.  If the PC tries to follow her, she discourages him by saying, “You do not have the skills to follow me.”

Kuni Yakuto will suffer a failure of courage during this fight.  He takes a few steps forward, unslinging his tetsubo, but stops halfway to the enemy and stands there with his weapon held threateningly in front of him, staying on Full Defense for the entire battle. 

Yasuki Hideyori will live up to his claim that he wants to prove his training is just as good as his brothers’.  He throws himself into battle, and also uses his Rank Three School Technique to help protect any shugenja or courtier PC that gets too close to the battle. 

Mack’ithith will attack the goblins every round until the fight is over.  He will survive if the PCs can win the overall fight in six rounds or less – otherwise, he perishes.    

The six surviving adult Ratlings will gather around the fallen Crab (who is of course Kuni Satome) and try to protect him.  Assuming the PCs engage the goblins and the Oni, this will be successful – there will be only a few extra goblins to go after a man lying on the ground. However, if no one engages the Kyoso no Oni, she will attack these ratlings in order to reach Satome (see below). 

Kuni Satome himself is unconscious, having been stunned by a well-placed rock, and will not awaken for six rounds unless he is magically healed or treated with the Medicine skill.  He has suffered 19 Wounds as well. He is lying face-down atop his hands and his traveling pack – he was busy replacing his pistol in the pack and reaching for his spell-scrolls when the rock hit him.

There are six normal goblins who will target the PCs, choosing their targets randomly each round.  Due to their terror/worship of the Kyoso no Oni spawn, they will Full Attack every round as long as she is alive.  Once she dies, they will retreat as soon as the two Warmonger go down.  

There are two goblin Warmongers, who will stay at the side of the Kyoso no Oni spawn and will engage anyone who fights her.

The Kyoso no Oni spawn is here to kill Kuni Satome. If none of the PCs engage her, she will slither forward and attack the ratlings standing over Satome’s body, killing them at the rate of two per round.  Once they are all dead (takes three rounds), she will kill Kuni Satome.  With that mission accomplished, she retreats to report to her mistress, leaving any remaining goblins to their fate.

If at least one PC attacks her before she gets to Kuni Satome, she will engage the PCs instead, snarling at them in rage.  She will use her Feeding on Flesh ability on any dead goblins (or dead humans) to regenerate some of her Wounds, but disdains to use it on ratling corpses.  

The Oni has been hit by Satome’s pistol – there is a scorched, circular wound in her torso, and she has suffered 15 Wounds.  

Aftermath of Battle

Once the fight is over, the PCs will have to deal with the consequences – and do so without the help of Hiruma Noiyama, who has fled the scene.  Thankfully, Kuni Yakuto is still here with his jar of jade salve, allowing the PCs to protect their injuries from the Taint.

· Mack’thith and the other surviving ratlings (if any) will begin digging through the pouches of their fallen tribe-mates, salvaging any useful items.  If any humans have died, the ratlings will cut off their heads to prevent them from re-animating as zombies.  Give the PCs time to check on each other (especially if any of them are Down or Out) before telling them that a Nezumi is about to cut off the head of one of their fallen. 

· Once the bodies have been cleaned, Mack’ithith will notice that Hiruma Noiyama is gone, and will bring it to the PCs’ attention if they haven’t.  He will start looking frantically around the camp, checking under the bodies of his fallen fellows, and so forth.   “Noi-Noi?  Where you be?  It safe now, Noi-Noi, Mack’ithith get rid of the Oni,” and so forth.   

· Yasuki Hideyori will immediately check on the status of Kuni Satome.  Satome will probably be coming around by this time, moaning and groaning.  (“Thank you… for helping me. You did help me, yes? But I… Oooh... my head…”)

· Kuni Yakuto will most probably be uninjured. He will sit down someplace out of the way, muttering to himself as he thanks all the Fortunes that he didn’t die and didn’t actually run away.  He will let the PCs use his jade salve if they ask for it.

· The body of the Kyoso no Oni will twitch and coil for some time after it dies.  If the PCs examine the wound in its chest, they can roll Intelligence/Lore: Gaijin at TN 30 to recognize the nature of the wound in its chest.  A PC who has previously seen a firearms wound (such as in the adventure “A Day’s Sail”) can make the roll at TN 20.

Part Three: Trapped in the Shadowlands

Once the PCs realize that Hiruma Noiyama is gone, they will be facing a serious problem – they are deep inside the Shadowlands and do not know how to get back to Shinsei’s Last Hope.  Even PCs who have the Absolute Direction or Precise Memory advantages will find they are uncertain of how to get back.  Thankfully, they are not without allies – Mack’ithith may have survived, and Satome, Yakuto, and Hideyori are also most likely still alive.

Dealing with Kuni Satome

Once Kuni Satome recover consciousness, he will be groggy and confused for a little while, while hurriedly checking his traveling pack, fumbling with his scrolls, etc.  Yaruki Hideyori will stay near him and solicitously ask how he is doing.  Given the chance, Satome will use his own healing magic to treat his injuries, and will also offer healing to other PCs who may have been wounded.

If the PCs speak with Satome, he will superficially cooperate with them, attempting to allay any suspicions they might have.  The following information represents what he can share with the PCs:

· He has been staying with the Runny Nose Tribe of the Nezumi for a few weeks now.  He claims he is here doing spell research.  

· He claims he is researching new spells to destroy Shadowlands creatures.  If the PCs mention the loud noises they have heard, he will claim those are caused by his spells.  These are lies, of course.  He will also claim that the spell doesn’t work as effectively or predictably as it should.  “Much work is still needed, oh yes.”  

· This is not the first time he’s been attacked by an Oni.  Several minor demons have raided the area in the last couple of weeks.  He suspects, correctly, that some power of the Shadowlands has started to figure out what he is doing, and is trying to stop him.  

· He doesn’t want to go into details about his spell because his research is incomplete.  But obviously he is on the right path, if the Oni attacks are any indication.  

· In the wake of the latest attack, Satome is more than ready to head back to Crab lands.  “I never intended to draw down such a terrible blow on my ratling friends.”

· Satome is not sure what direction will take them back to Shinsei’s Last Hope – he came here in the company of the ratlings.  However, he speaks the Nezumi tongue and can easily convince the ratlings to provide a guide.

· He does not know Hiruma Noiyama, although he is aware that several of the ratlings here (including Mack’ithith) are friends with Crab samurai.  If the PCs mention Noiyama’s disappearance, he will suggest that she may have run away to report what happened.  

· If the PCs express concern about his Taint, he pulls out a necklace from which dangles a finger of jade which glows very faintly.  Any PC who rolls Awareness/Spellcraft at TN 20 can tell that the jade has been blessed in some way.  A roll of Intelligence/Lore: Shugenja at TN 25, or Lore: Crab at TN 20, can recall tales of a Crab secret spell which can preserve small amounts of jade for a very long time, even when exposed to concentrated Taint.   

· Satome will firmly deny any accusations of possessing or using firearms.  He will also refuse to allow the PCs to look inside of his bag.  “It contains important research materials, and you might damage them,” he says.  “I don’t go around rooting in your bags, samurai-sama – that’s what ratlings do.”  

Yasuki Hideyori will support Satome against any PCs who start demanding to search his bag.  “Surely the demands of courtesy do not need to be abandoned simply because we are inside the Shadowlands,” he suggests with a smile.  If a Magistrate PC starts to demand to search Satome, Hideyori will politely point out that they have no basis or evidence on which to question Satome’s word.  

Ultimately, Satome will not willingly let the PCs search his traveling pack.  If the PCs want to do so, they will have to use force, and Satome, Hideyori, and the ratlings will resist such an act.  Smart PCs will realize that fighting among themselves while they are deep in the Shadowlands is a bad idea.  

If Kuni Satome is dead, the ratlings will attempt to behead him.  Yasuki Hideyori will try to volunteer to take Satome’s belongings back to the Crab, thereby taking control of the incriminating traveling pack.  If the PCs agree, he bundles up Satome’s bag, wakizashi, jade fingers, and other items and puts them inside his own traveling pack.  If any of the PCs object to his taking charge of these items, he will apologize and suggests handing the items over to Kuni Yakuto instead, since Yakuto is of the same family.  A Kuni-family PC of higher Status than Yakuto can override this idea – otherwise, etiquette and tradition effectively trap the PCs.  If a PC is crude enough to try to look through the bag anyway, Hideyori will scold them for their rudeness and disrespect for the dead, potentially causing them a small Glory loss if they go ahead and do it anyway. 

What’s in the Bag?  

If anyone does go through Kuni Satome’s traveling pack, forcibly or otherwise, they will find a gaijin pistol along with a bag of paper cartridges.  It is up to the PCs what they do with this discovery.  Satome will insist, very unconvincingly, that he doesn’t know that item came to be in his traveling pack.  

· If the PCs press Satome, he will break down and admit to using the weapon, but claims he is doing so for the greater good (“every possible weapon that can destroy the creatures of Jigoku is worth examining”).   He points out that the weapon was able to wound the Kyoso no Oni.  

· If the PCs attempt to arrest or execute Satome for breaking Imperial law, he will point out in a reasonable tone that they are not inside the Empire right now, and suggests it would be best to keep him free and functional until they can return to civilization.  “At that time, if you still insist on this, I will submit,” he promises.  A PC who tests his truthfulness will know that he is maintaining a few reservations, hoping that he can persuade the PCs differently before they return to the Empire.   

· If the PCs ask how Satome got the weapon, he will refuse to say, claiming this would endanger assets which are valuable to the Crab Clan (the Armored Crane cartel smuggles weapons to the Crab).  If a PC happens to watch the reaction of Yasuki Hideyori at this time, a roll of Perception/Investigation (Notice) at TN 25 will catch the faintest hint of relief on his handsome face.  He will deny everything, of course. 

Regardless, if the PCs find the pistol, they will have to decide what to do with it.  Gunpowder weapons are, of course, illegal for any Rokugani to possess, but dishonorable PCs may decide to rationalize something (“we’re not in the Empire right now, we’re in the Shadowlands” or “we have to get back alive before we can think about destroying this”) to justify keeping and using the device.  Such PCs should definitely lose at least a half-Rank of Honor, and also gain Infamy if their comrades are aware of their behavior.

Anyone who uses the firearm must roll Intelligence/Firearms to discharge it.  Loading takes two full rounds, during which the PC cannot be in the Full Defense posture.

See “Rewards for Completing the Adventure” at the end of the module for details of what it will mean if a PC keeps the firearm beyond the end of the adventure.   

Dealing with the Ratlings

Regardless of how things are resolved with Satome and Hideyori, the PCs will need to figure out how they can get back to Shinsei’s Last Hope.  Any surviving ratlings will be quite cooperative with the PCs, and will offer them fresh, unTainted food along with an unTainted  fermented drink of unknown provenance (Kuni Satome has been living on this food and drink for some time, and assures the PCs it is safe).  They will also offer to let the PCs rest in their village for the night, if they wish – Satome will be in favor of this, since it will allow him to try to meditate for spells and Void.  

The ratlings know that Satome has been firing a pistol, although their descriptions of this may be confusing to the PCs.  Of course, the testimony of ratlings will not be enough to overturn the word of Kuni Satome.   

It should be noted that Mack’ithith is the only ratling who speaks Rokugani with any kind of fluency.  If Mack’ithith died, the PCs will have a difficult time negotiating with the ratlings unless one of them speaks Nezumi.  Satome speaks Nezumi fluently, and can negotiate with the ratlings if he is still alive.  

If Mack’ithith lived, he will be more than willing to guide the PCs back to within sight of Shinsei’s Last Hope.  He is unwilling to believe that his friend Noiyama has betrayed them, and will try to explain her absence.  “Noi-Noi went for help.  Must be.  Noi-Noi worry about Mack’ithith.  Noi-Noi run back to green-wall place for help.  Mack’ithith help Noi-Noi and take you back to green-wall place.”

If Makc’ithith died, the PCs can negotiate with the ratlings to guide them – they will do so in exchange for a small, shiny object.  If none of the PCs have such an object, both Kuni Satome and Yasuki Hideyori can produce something suitable (in the case of Hideyori, he hands over a beautiful woman’s earring, which he regards sadly for a moment before letting it go).   

Night with the Ratlings

It is most likely that the PCs will spend the night in the ratling village – after the excitement of their desperate battle with the Oni, the ratling guides will not be willing to leave until the morning.  The PCs will be safe for this night, and the ratlings will provide them more food and drink in the morning if they wish.  

Alternative: Lost Battle

It is always possible that the PCs may have been forced to flee from a losing battle with the Kyoso no Oni.  In this case, Yakuto and Hideyori will both flee with them – Satome will die, unless a PC picks him up and carries him out.  The PCs will be safe – the Kyoso no Oni will not pursue.  Some time after the battle, Mack’ithith will track down the PCs and offers to guide them back to Shinsei’s Last Hope (“green-wall place”).  

Part Four: Heat, Traps, and More Traps

Morning will come slowly, the fog from the day before not lifting enough to tell that the Sun has arrived until it is well above the horizon.  The PCs can see about 10 to 15 feet in front of themselves.  Remind them that their Void, spells, and Wounds have not regenerated overnight.   

Your Nezumi guide leads you down the slope from his warren.  The fog that choked your sight the day before has only gotten worse, and to either side of your route, the shrubs reach out at you from the gray haze.  The ratling hurries through the marshlands at a swift and relentless pace, and by mid-day you are re-crossing the bleak plains beyond.  The Sun blazes at you from overhead, a yellow-white globe beyond the all-shrouding fog.     

It is again extremely hot, bathing the PCs in sweat and drying their mouths and throats, and they must again make Raw Stamina rolls at TN 20 to resist the debilitating heat – failure means they are at a +5 TN penalty to all actions for the remainder of the day.  In late afternoon, as they leave the plains for the forests, they again cross the shallow stream and those PCs who failed their Stamina roll must again roll Raw Willpower at TN 20 to resist the urge to drink something.  As before, PCs who drink their own water supply will end up without water during the final day of the adventure – and if they already drank extra water earlier in the adventure, they are now out of water completely.  Naturally, a PC who drinks water from the stream will suffer the usual effects of ingesting something within the Shadowlands.  

· Kuni Satome will resist the heat easily – he is an experienced Shadowlands hand and something of an ascetic in his personal life.

· Yasuki Hideyori will suffer from the heat, but will still manage to resist the urge to drink water.

· Kuni Yakuto will fail both rolls and will drink his remaining water, meaning that he will have none tomorrow.

At this point, as they enter the forest, the PCs will begin running into traps and snares laid by Hiruma Noiyama as she retreated back toward Shinsei’s Last Hope.  

The Snare/Arrow Trap

There is a loud “twang” from up ahead, and the PCs’ ratling guide is wrenched into the air by a rope around his hind-paw.  He vanishes up into the fog with a squeal of fear.  

The two PCs closest to the nezumi (roll randomly if the PCs have not specified the order they are traveling) are in danger from the follow-up arrow trap triggered by the snare.  Have them roll Reflexes/Athletics at TN 20, or Reflexes/Defense at TN 25, to avoid the arrow-studded tree-branch which whips around at them, flashing out of the fog.  If the PCs fail their rolls, they are skewered by the arrows.  They are flesh-cutters, and inflict 4k3 damage on unarmored characters.  Heavy/cavalry armor will subtract 2k1 from this damage, light armor will subtract 1k1, and ashigaru armor will subtract 1k0.  

The arrows are of Crab make, and are smeared with goblin blood.  Any PC hit by them must roll Raw Stamina at TN 15 to resist an infection.  (See “Rewards for Completing the Adventure” for the effects of an infected wound.)  If the PCs do not treat the wounds with jade, they will also need to roll Raw Earth at TN 10 to avoid getting 1-5 points of Taint. 

If a PC is wearing their jade finger around their neck, and takes 30 or more wounds from this trap (before reducing damage with Void, if any), the thong holding the jade finger is broken and it flies off into the fog.  Have the PC roll Perception/Investigation (Notice) at a TN equal to the wounds they received – if they make the roll, they realize the jade finger is gone (otherwise they will notice several hours later).  

· A lost jade finger can be located if the PCs roll Perception/Investigation (Search) at TN 25 to locate the jade finger.  

It will take about five minutes for the Ratling guide to cut/chew himself free of the snare, although the PCs can hurry this along if they find the other end of the rope where it is tied to a tree-trunk.  Mack’ithith will be quite talkative as he frees himself, clearly worried that the PCs may abandon him.  “Mack’ithith be down soon!  Mack’ithith cut rope!  Samurai-friends stay.  Mack’ithith hurry-hurry!”

Regardless of whether they triggered the trap or not, the PCs can examine it afterward and roll Perception/Lore: Heraldry at TN 20 to recognize that the arrows are of Crab make.  

Any Crab PCs or NPCs will know that this is a fairly common trap/snare used by the Hiruma Scouts to cover their paths when retreating from danger.  

If Mack’ithith is alive, once he is free from the snare he will start sniffing at the ground around this area, perking up his ears and occasionally pausing to snort mucus from his pink nose.  Eventually he will chitter happily and jump up.  “Noi-Noi!  Noi-Noi leave stupid goblin trap!  Mack’ithith find-find stupid goblin trap.  But now Mack’ithith knows how to find Noi-Noi!”

If the PCs have another ratling as a guide, it can tell them that a human scent is on the trap, and can follow the scent if they ask.   

The Pit Trap

Once the PCs resume their journey, they will travel for about another hour before it becomes too dark to continue safely.  Around this time, the PCs will come to a small clearing, about ten feet across, the ground covered in a thick scattering of rotten leaves.  

If Mack’ithith is guiding the PCs, he will slow down as the group reaches the clearing and sniff at the ground for a few moments, then perks up and claps his paws happily.  “Noi-Noi!  Noi-Noi come this way! Noi-Noi sleep-sleep here!  Mack’ithith find friend soon!”  He scampers across the clearing, eager to continue the pursuit.  

He will then do a hopping run across the clearing and start down the path on the opposite side, stopping when he realizes no one is following him. He will then turn and wave the party to follow.

If the PCs are cautious, allow them to roll Raw Intelligence to realize this is the first time they have seen leaves on the ground in the Shadowlands.

Careful PCs who probe the ground, advance a step at a time, or otherwise proceed with caution will be able to discover the pit concealed beneath the leaves.  The pit is hidden beneath a latticework of hand-woven reeds and branches, which in turn has been skillfully concealed with dirt and leaves.  If none of the PCs exercise caution, they can roll Perception/Hunting (Survival) at TN 25, or Perception/Investigation (Notice) at TN 30, to notice the trap before they step on it.

A PC who advances at a walk will automatically crash through into the pit.  A PC who advances at a run (perhaps imitating Mack’ithith) can get across the pit safely by rolling Agility/Athletics at TN 25.  (They will notice that the ground felt slightly “springy” underfoot.)  

The pit itself is actually a small natural sinkhole, about fifteen feet deep, with about a foot of oily, muddy water at the bottom, which Noiyama has “improved” with crude wooden spikes driven into the underlying clay floor.  If anyone falls into the pit, they take 3k2 damage and must roll Raw Earth at TN 10 to avoid gaining 1-5 points of Taint.  Climbing out of the pit unaided requires a roll of Agility/Athletics (Climbing) at TN 20 – if another PC assists from above, with rope or simple a hand up, the TN is only 10.  (Alternatively, if the PCs have rope, a branch, or something similar, they can haul the trapped PC out with a Strength/Athletics roll at TN 15.)  

At the GM’s option, a dehydrated PC who falls in the pit might need to make a Willpower roll to avoid drinking some of the vile, Tainted water.  

The Fourth Night

Soon after the PCs discover the pit trap, night will fall, and it will be impossible for the PCs to travel further safely.  Kuni Satome (if alive) will certainly urge them to stop and rest, pointing out the dangers of traveling after darkness.)  Kuni Yakuto, on the other hand, will be desperate to get back alive, and will support any PCs who want to press on.  If they do decide to press on after dark, they will have to make Raw Perception rolls at TN 30 every hour to avoid a stumble/trip/fall that inflicts 1k1 damage (as well as the usual penalties for getting hurt in the Shadowlands).  This should quickly discourage the PCs from trying to move on at night.

More likely, smart PCs will camp for the night and proceed the next morning – an idea which both Mack’ithith and Yasuki Hideyori will approve.

While the PCs are chewing their preserved rice-balls before retiring, Yasuki Hideyori will broach the topic of Hiruma Noiyama.  “It seems our former guide is not interested in letting us follow her,” he says thoughtfully.  

· Mack’ithith will be upset at any suggestion that his friend “Noi-Noi” is trying to kill them.  He will insist that she must be setting traps to deal with any pursuing goblins. “Noi-noi run back to tell other samurai-friends about bad things attacking Mack’ithith’s village.  But we-we catch up with her tomorrow!” 

· Kuni Satome will admit that Noiyama’s behavior seems odd, but points out that Hiruma scouts are trained to retreat from losing battles and report back to their superiors.

· Kuni Yakuto will be ready to believe the worst about Noiyama, and may even suspect that she was ordered to abandon him so that his shameful cowardice would not stain his family any longer.

· Hideyori is not prepared to fully conclude that Noyama is an enemy – he fully admits that he does not know Crab ways – but will argue that the situation is suspicious and they should be on their guard if they meet Noiyama again.  “For someone who seemed quite determined to make us understand the dangers of the Shadowlands, she abandoned us rather easily,” he points out.    

Part Five: The Oni Lord 

The next morning, the fog finally begins truly lifting allowing the PCs to see considerably farther.  The heat from the day before, however, vanishes during the night and is replaced by a bitingly cold wind out of the northeast, which cuts right through the PCs’ garments and chills them to the bone.  All of the humans must roll Raw Stamina at TN 15 to avoid being numbed by the cold, inflicting a +5 TN penalty on all physical actions.  (Mack’ithith is immune to this effect.)

If any of the PCs have drunk all their water, they will suffer an additional +5 TN penalty to all rolls (physical and mental) as thirst tortures and distracts them.  Note that Kuni Yakuto will be suffering these penalties.  

Mack’ithith (or their ratling guide) will still be able to follow the scent left by Hiruma Noiyama and will lead them forward unerringly.

The Sprung Trap

About two hours after they set out, while the Sun is still relatively low in the eastern sky, the PCs reach the edge of the forest and see the rugged cliffs and stony outcrops of the hills which they descended three days earlier.  They also see something else of greater interest:  

The rocky clearing before you is deep in shadow from the cliff behind it, but you can see a human figure moving around, apparently dragging small bundles over to a pile near one rocky outcrop.  After a moment you recognize Hiruma Noiyama, moving what appear to be headless goblin corpses which she is dragging out of a rockfall near the base of the cliff.  She does not seem to have noticed you yet.  

If Mack’ithith is with the PCs, he will not immediately speak or advance, as he has not noticed Noiyama: he has caught an alarming scent and is standing up on his hind legs, his moist nose twitching and fur bristling as he tries to identify it.  This will give the PCs a few moments to decide on their own course of action – and may also warn them of the threat in the area. 

Noiyama’s mistress, the Oni Lord Kyoso, is in a dark crevice in the cliff-wall behind her.  What happens next depends on what course of action the PCs take:

Watching 

If the PCs hold back and don’t reveal themselves immediately, they can watch as Noiyama dumps the last of the goblin corpses into a pile and slaps her palms together in a “that’s done” gesture.  Then she turns and calls toward the shadowed area at the base of the cliff: 

“Not to sound ungrateful, but this trap was supposed to be for that simpering failure and those idiot samurai, not these goblins.”

“I am hungry.” The voice which answers from the shadows seems vaguely feminine, but utterly inhuman, with a deep echoing timbre that you seem to hear in your bones.  “And you have not delivered me anyone but these bakemono.  I wonder if I should forgive you this time.”

Noiyoma crosses her arms over her chest with an angry expression, keeping her back to whatever has just spoken.  “I had no idea until we got there!  If you had warned me ahead of time, they would all have been yours right then, and I’d already be back at the Wall.”  

Something moves within the shadows, and then a monstrous twin – or perhaps, a parent – of the Oni you fought at the nezumi village slithers into view.  The abomination comes up behind Noiyoma and strokes the Crab’s hair with one massive, red-skinned hand.  “Yes, I suppose so.  You are such a good pet, after all.  So loyal.  It would be unfortunate to lose you.”
If the PCs continue to watch through this entire conversation, they will need to roll Agility/Stealth against a TN of 25 to avoid the Oni Lord’s notice.   This will be a single Combined Roll which will incorporate the stats of the NPCs accompanying the party.  With a success, the Oni Lord does not notice the party, and slithers away to the north, leaving Hiruma Noiyama alone.  The PCs will be free to confront her without her fearsome ally.  

If the PCs fail the Stealth roll, the Oni Lord will sense their presence, its massive head snapping around to look toward them.  If the PCs all flee immediately and without hesitation, they can get away.  Otherwise they will have to fight (see “Confrontation” below).

If the PCs stay in hiding after the Oni Lord departs, Hiruma Noiyama will head up into the hills, proceeding toward Shinsei’s Last Hope.

Approaching Noiyama

If the PCs approach or call out to Noiyama here, either before or after witnessing the Oni conversation above, she will try to maintain the pretense of being a true Crab:

Noiyoma looks up in surprise and waves, actually smiling after a moment.  “You are alive!  I am most pleasantly surprised.”  

She will claim that she believed the fight was a no-win situation and was trying to make it back to the Wall and report the presence of a Kyoso no Oni.  “ I feared the goblins might pursue me, so I have been laying traps to cover my trail.”  She pretends regret for any PCs who may have been injured by her traps.  As mentioned before, Noiyama is a skilled liar (9k4+5), but the PCs may be suspicious enough at this point to refuse to believe her regardless of how convincing she sounds.

If Mack’ithith is alive, he will forget about the disturbing odor he caught a few moments ago and bounds forward to happily greet his friend “Noi-noi.”  He will not realize the danger unless the Oni Lord appears – at which point he will immediately flee.  

If the PCs decide to trust Noiyama, or at least to play along with her, she will resume her role as their guide and will lead them back to Shinsei’s Last Hope.  The Oni Lord will not immediately interfere – Noiyama is too valuable a tool to risk losing, and the departure of the gun-armed Kuni has ended the threat she worried about.  

However, if the PCs show strong suspicion of Noiyama, and start leveling direct accusations, draw weapons, or otherwise show that she has been completely “blown,” go to “Confrontation” below.

Confrontation

If the PCs attack while Noiyama is in the presence of the Oni Lord, she will whip out her sword and attack, while the super-powerful demon will come slithering up to attack the PCs alongside its pet.  

If the PCs confront Noiyama after the Oni Lord departs (or later during the trip back to Shinsei’s Last Hope), she will fight to the best of her ability, but given the chance will try to flee, hoping to escape and get the help of her demonic mistress. 

· If Mack’ithith is alive, he will be quite confused by Noiyama’s hostility, and will refuse to attack her.  If the PCs are confronting the Oni Lord, he will flee – he knows full well this is an enemy far beyond his strength – but will come slinking back if the PCs survive.

· If the PCs have a generic ratling guide instead of Mack’ithith, it will flee from any combat.

· If Kuni Satome is alive, his reaction will vary depending on whether the PCs are fighting the Oni Lord or just Noiyama.  If they are fighting Noiyama, he will cast a Jade Strike on her and, if she is still alive after that, go to Full Defense.  If they are fighting the Oni Lord, however, he will move to the back of the party and dig into his bag for his Thrane Pistol.  If another PC has the pistol, Satome will try to get it from them, shouting that he is the only one who knows how to use it.  Regardless, it will take him two rounds to get out the pistol and prime it.  On round three he will fire, hitting the Oni (unless the PCs refuse to let him have the pistol).  

· If Kuni Yakuto is alive, his behavior will depend on whether he is facing the Oni Lord or just Noiyama.  If the Oni Lord is present, he will fail his Fear roll, drop his weapon, and flee.  Unless one of the PCs tracks him down (Perception/Hunting at TN 25), he will be lost to the Shadowlands – and reappears as a zombie in Part Six.  On the other hand, if the PCs are facing Noiyama alone, Yakuto will suddenly be filled with righteous fury and fights heroically.  Should this happen, eliminate all penalties from his Coward and Phobia Disadvantages for the rest of the battle. 

· If Yasuki Hideyori is still alive, he will fight to the best of his ability against any foe.

The Oni Lord Kyoso will not Full Attack or use her spells and other special abilities – she is too arrogant to think she might need such powers against the PCs – but will otherwise fight to the best of her ability, using her claw attacks and Dark Fire attacks interchangeably.  The PCs have no real hope of killing her, but they can drive her off if they inflict at least 50 Wounds on her.  Alternatively, if she is hit by a shot from the Thrane pistol, she will howl in surprised fury and flee immediately.  

If the PCs are unable to drive off the Oni Lord, they will have little choice but to flee for their lives – a decision Yasuki Hideyori will reach even if the PCs cannot.  If they do flee, she will pick one random PC to pursue.

· The unfortunate PC can try to hide from her by rolling Agility/Stealth (Sneaking) against her Raw Perception.

· Alternatively, the PC can attempt to outrun her by rolling Water/Athletics against her Raw Water.  Each round that the PC fails, she will hurl one of her black fire bolts.  

After the battle, the PCs may well have to decide what to do about Kuni Satome’s pistol.  Satome will now openly admit to his experiments, and will try to use the fact that he saved the PCs’ lives as an argument for retaining the weapon and continuing his experiments.

Yakuto’s Plea

If Kuni Yakuto did not flee during the battle, he has redeemed himself in the eyes of his ancestors and will permanently lose his Coward Disadvantage and three of his Phobias.  (However, he will still be afraid of his father.)  Having found his courage, he will speak with the PCs much more readily, and if any of the PCs are Imperials or members of the Crane Clan, he will ask for their help in convincing his father to send him to the Kakita Artisan School.  A typical approach would be: “Pardon me, Crane-sama, but I was curious as to your thoughts on my eligibility to enter your esteemed Artisan Academy.  Perhaps you could speak to my father on my behalf, once we return to Shinsei’s Last Hope?” 

If there are no friendly Crane or Imperial PCs, he will speak with any friendly courtiers or shugenja:  “Arigato, sama.  Your help with my gempukku has been most appreciated.  I was wondering, though, if perhaps you’d be willing to lend me your help with a personal matter of mine.  I do not wish to shame my family and clan further by my actions should I give in once more to Fear.  If you could speak to my father on my behalf? I am hoping to petition for entrance to Kakita Artisan School.”

Part Six: The Last Push

Whichever PCs survive their encounter with Noiyama and her dark mistress will have to push on, through bitter cold wind, to reach Shinsei’s Last Hope.  Remember any penalties for cold and thirst that may be affecting them.  

Immediately after the encounter with Noiyama, they will have to climb back up the jagged stone face of the hills.  As before, each PC must roll Agility/Athletics (Climbing) at TN 15 to navigate up the slope successfully.  PCs may be able to gain Free Raises on their rolls if they have climbing gear, tie themselves together, or otherwise take steps to enhance safety – the GM must adjudicate such efforts.  

· Also as before, a failed roll causes the PC to slip and tumble down, suffering 2k1 in bruising and battering damage.  A PC who suffers 15 or more Wounds (before any Void reduction) from this fall has suffered a sprained ankle and will be under the effects of the Lame disadvantage for the remainder of the adventure.  (Spells such as Path to Inner Peace and Regrow the Wound will not heal the sprain, although they will heal the Wounds and remove any normal Wound Penalties associated with them).  

· Hideyori will make the climb without difficulty.  Kuni Yakuto will succeed if he found his courage against Noiyama, but will fail (again) if he ran and the PCs recovered him, or if the PCs are still with Noiyama.  He takes 12 more points of damage.   Since these injuries do not break the skin, anyone who takes damage here is not in danger of getting the Taint.  

The Locusts 

Once the PCs cross the rugged line of stony hills, they descend toward the plains they crossed on the first day. At this point, with Shinsei’s Last Hope in sight, any ratling guide will depart.

The faint green glow of the enchanted walls of Shinsei’s Last Hope is visible on the horizon, a dim light through the afternoon haze, a beacon of hope and promise.  A decidedly better view than that behind you, shrouded in dark clouds ominously threatening rain.  The cold, icy winds have finally abated, and it seems the Tainted Lands have given up on tormenting you with the weather.

As you trudge forward, fighting against exhaustion and thirst, you become aware of an ominous buzzing sound, slowly rising in pitch.  Looking back, you realize with horror that the clouds boiling toward you are not clouds at all, but a great mass of locusts, swarming by the tens of thousands.  It seems the Shadowlands haven’t quite given up on their prey, after all.
At this point, if Kuni Yakuto ran way during the previous fight and was not recovered, the PCs see him lurching after them, silhouetted against the looming mass of locusts.  He is a zombie, mindlessly seeking to return whence he came.  

If the PCs aren’t running for Shinsei’s Last Hope, they are doomed.  Assuming they do run, call for three successive Stamina/Athletics (Running) rolls at TNs of 15, 20, and 25.  Remember any TN penalties for thirst (penalties for cold are no longer in effect).  Each failed roll costs the PC 1k1 damage, and requires a Raw Earth roll at TN 15 to avoid a point of Taint as hundreds of swollen black locusts bite and tear at the PC’s flesh.  

As the PCs approach Shinsei’s Last Hope, they can hear drums beating to sound the alarm.  So long as they make at least one of the Athletics rolls, they will be able to get through the gates of the village before they are closed and barred.  If they fail all three rolls, they are trapped outside with the locusts (and the pursuing zombie) until the locust swarm loses interest and disperses after several minutes. Such PCs take an additional 3k3 damage (and three more points of Taint if they do not make another Raw Earth roll at TN 15) from the locusts, and must fight the Yakuto zombie if it is present.  

The inhabitants of Shinsei’s Last Hope hunker down inside their buildings and wait for the locust attack to pass.  The enchanted jade on the walls repels the creatures, frying any of them who get too close, and the handful of Kuni shugenja in the village will blast the swarm with fire and jade.   

Once the locusts disperse, a yellow signal flare will go up and the Crab will un-bar the gates, allowing any surviving PCs to re-enter the village.

Conclusion

Once all the surviving PCs and NPCs have made it back inside Shinsei’s Last Hope, the local Witch-Hunter (a ghoulish older man named Kuni Sakamoto) will check them for Taint.  If any PC now has a full Rank or more of Taint, Sakamoto rolls Awareness/Etiquette (5k3) at a TN of 25 to detect the symptoms of their Taint.  With a success, he proceeds to test them with jade – the rest of the Crab bushi will force the PC to submit to this – and then (almost gleefully) informs them that he will be sending word to their daimyo.  This PC is now forbidden from marrying and gains “Bad Reputation: Tainted.”  

After this gauntlet is passed, the PCs meet with Kuni Kubota, who will wish to know the fate of his son and will also expect the now-experienced PCs to show proper reverence for the duty of the Crab.  The various module loose ends may be resolved as follows:  

Hiruma Noiyama

It is possible that the PCs did not discover Hiruma Noiyama’s fate and accompanied her back.  It is also possible that they simply avoided contact with Noiyama and followed her trail back to Shinsei’s Last Hope.  In the latter case, she will already be back inside the village by the time the PCs arrive.  She will pretend to be happily surprised by their survival, and sticks to her story that she came back to report the presence of a dangerous Oni.  She expresses concern about Mack’ithith’s fate (“He is a good friend”) and admits that she underestimated the PCs.

If the PCs make accusations against Noiyama, they will need to offer testimony to counteract hers.  Any PC with a higher Rank of Status than Noiyama can accuse her successfully.  Any two PCs with equal Status, or any three or more with lower Status, can also accuse her.  If only a single PC of equal or lower Status accuses her, however, she will demand a duel to the death to prove her innocence.  Since she is not yet Tainted enough to be detected by a Witch-Hunter, the Crab will approve the duel immediately.  They will not allow the normal rituals of seeking approval from superiors, returning to an appointed site, etc., since the accusation involves the charge of conspiring with the Shadowlands.  “In such matters, etiquette is irrelevant.  The truth must be ascertained at once.”  

Kuni Yakuto

If he perished in the Shadowlands, Kuni Kubota will stonily accept this.  He shows no sign of grief.

If Yakuto survived, some of the PCs may wish to petition Kubota to let his son attend the Kakita Artisan Academy.  If they role-play an eloquent and effective appeal, they can roll Awareness/Etiquette (Sincerity) at TN 25 to persuade Kubota.

Kuni Satome and his Gun

This is the final opportunity for the PCs to decide what to do about Satome’s violation of Imperial law (assuming they found out about the pistol).  

If the PCs agree to say nothing about this to anyone, Yasuki Hideyori will readily agree with this.  (Kuni Yakuto will go along with whatever everyone else does.)  Satome will tuck away his gun and happily promises great things for the future of the Crab Clan.  All PCs involved should lose a number of points of Honor equal to their current Honor Rank, and gain Kuni Satome as a 3-point Ally (2 points Devotion, 1 point Influence).  They also gain a 5-point Dark Secret: Condones Gaijin Weapons.  All NPCs who are members of the Armored Crane Cartel (including Yasuki Hideyori) gain the Blackmail Advantage against PCs with this Dark Secret. 

If the PCs do insist on accusing or arresting Satome, the Crab will immediately have him executed for violating Imperial law.  If the PCs are Crab Clan magistrates or Imperial magistrates (Emerald, Jade, or Sapphire) they can insist on questioning Satome before his execution.  Otherwise he is immediately taken away for punishment.  Satome insists to his dying breath that he had the best interests of the Crab in mind.

· Obviously, in this case the PCs must hand over the pistol and ammunition for proper disposal.

If the PCs question (e.g. interrogate and torture) Kuni Satome, what he confesses will depend on whether Yasuki Hideyori survived or died in the Shadowlands.  If Hideyori survived, Satome will do his best to protect his allies.  He will confess that he acquired the gun through “smugglers” but will refuse to offer details.  However, if Hideyori died, Satome will lose heart and confess that he acquired the weapon from a Yasuki cartel called the “Armored Crane.”  Either way, he will stubbornly insist that he did nothing wrong: “This is my life’s work. I have proved that this weapon of Gaijin design is a worthy one to fight the Shadowlands!  You should be thanking me!” 

Anyone who hears the name “Armored Crane” may roll Intelligence/Underworld to see if they know anything about the organization.  Members of the Yasuki family get a Free Raise on the roll.  The information gained depends on the TN achieved:

· TN 20: The Armored Crane is a smuggling cartel with ties to the Crab and Crane.

· TN 30: The Armored Crane cartel is rumored to be run by one of the Yasuki Vassal Families, although whether the Crab or the Crane Yasuki is uncertain.  

· TN 40: The Armored Crane are run by the Nabuto, a Vassal Family of the Crane Yasuki, and rumor has it that there are direct connections between the cartel and the daimyo of the family.  Their operations mainly involve smuggling weapons and illicit goods across the Crab-Crane border.  

If Satome died, the PCs will have to decide on their own what to do with the pistol and ammunition.  If they hand it over to the authorities (or simply destroy it), PCs with Honor of 2.0 or less will gain 1 point of Honor.  If a PC keeps it, that PC will suffer very significant penalties (see “Rewards for Completing the Adventure” for details).  Any other PCs who are aware of this (along with Yasuki Hideyori, who will certainly know) will lose 5 points of Honor and gain Blackmail against that PC.   

The Armored Crane

If Yasuki Hideyori is still alive, any PC who gained the “Condones Gaijin Weapons” Dark Secret, or who kept the Thrane weapon for themselves, will be approached a few weeks later in the winter by an anonymous member of the Armored Crane Cartel.  They will be offered the chance to join the Cartel as a low level flunky.  If they agree, they lose 5 points of Honor, gain the “Cartel Ties” cert, and lose the “Condones Gaijin Weapons” Dark Secret.  

If the PC refuses, the Cartel will expose the Dark Secret through later testimony from unimpeachable sources.  The PC loses the Dark Secret but gains two full Ranks (20 points) of Infamy.  On the other hand, the PC does gain 1 point of Honor for finally discovering scruples.

Rewards for Completing the Adventure 

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

Experience Points 

Playing through the adventure:

1 XP

Good role-playing:


+1 XP

PCs defeat the Kyoso no Oni spawn:
+1 XP

PCs make it back alive:


+2 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

If the PCs killed the Kyoso no Oni spawn, all Crab PCs gain +1 point of Glory.  If the PCs unmasked and killed Hiruma Noiyama (either inside the Shadowlands or after) all of them gain +1 point of Glory.

If the PCs have Kuni Satome arrested for violating Imperial law, they each gain +1 point of Honor.

If the PCs allowed Kuni Satome to keep the gaijin weapon, all PCs involved should lose a number of points of Honor equal to their current Honor Rank, but gain Kuni Satome as a 3-point Ally (2 points Devotion, 1 point Influence).  They also gain a 5-point Dark Secret: Condones Gaijin Weapons.  

If Satome died and one of the PCs kept the Thrane weapon, all other PCs who know about this lose 5 points of Honor and gain Blackmail on the PC.

A PC who personally keeps the Thrane weapon gains the “Thrane Pistol” cert.  The PCs also gains 3 ranks (30 points) of Infamy and loses 2 ranks (20 points) of Honor.  Other persons will not know what this Infamy is for (or even that the PC has that much Infamy), they merely sense that the character now has a slimy, uncomfortable feel about them – by using gaijin weaponry, the PC has effectively taken a step outside of the Celestial Order.  Should the PC ever actually use the gun within the Empire where anyone can see him, the PC immediately gains 10 ranks (100 points) of Infamy.  

A PC who joins the Armored Crane cartel gains the “Cartel Ties” cert.   

Infected Wounds

If any of the PCs got an infected wound, this will cause them long-term problems.  The following effects take place:

· 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).  

· 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 #1: NPCs

Hiruma Noiyoma, Corrupt Scout

	FIRE  3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 4
	WATER 3

	
	Perception 4

	VOID 3


Shadowlands Taint Rank: 0.6

TN to be Hit: 33 (30 without armor)


School/Rank: Hiruma Scout 3


Rank One: Move normally while in Full Defense.  May add Stealth Skill Rank to TN to be Hit.  Can make all food, water, and jade rations last twice as long as normal.


Rank Two: Gains a Free Raise on all attack rolls against any enemy that has not yet successfully struck her in combat (because they missed, were attacking allies, or were unaware).  Anytime an enemy attacks her and misses, may add Fire Ring to TN to be Hit against them for the rest of the combat (enemy can spend a Void point to cancel this effect).


Rank Three: Now adds twice Stealth Skill Rank to TN to be Hit, replacing the Rank One Technique benefit.  If you possess a Skill that pertains directly to a specific enemy, you may add your rank in that skill to all Attack and Damage rolls against that enemy (e.g. Know the School, Clan Lore, Shadowlands Lore, etc).
Honor/Status/Glory: 0.3/2.0/3.6

Skills: Athletics 3, Deceit (Lying) 5, Defense 5, Etiquette 3, Heavy Weapons 2, Hunting 5, Iaijutsu 3, Investigation 2, Kenjutsu 4, Kyujutsu 3, Lore: Shadowlands 6, Lore; Heraldry 2, Medicine 3, Stealth (Sneaking) 5, Theology 1, Traps 5. 
Mastery Abilities: +5 to TN of Social Rolls made against her.  Adds Defense skill Ranks to TN to be Hit except when immobile/unaware.  May enter Full Defense when initiative is rolled. 

Advantages/Disadvantages: Fleet, Perceived Honor (1 rank)/Dark Secrets (Shadowlands Taint, enthralled to Kyoso no Oni), Obligation (Kyoso no Oni).

Equipment: Daisho set, ashigaru armor, bow and twenty arrows, kimono and sandals, finger of jade, coil of silk rope, traveling pack. 

Hida Toshimi, Doomed Crab Bushi

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER 3 

	
	Strength 4

	VOID 2


TN to be Hit: 18 (28 in heavy armor)


School/Rank: Hida Bushi 2


Rank One: Add Earth ring to the total of all melee attack and damage rolls.  Ignore TN penalties for Heavy Armor for all skills except Stealth.


Rank Two: When taking Wounds, spend a Void point to make a Raw Earth roll at a TN equal to the number of Wounds suffered.  With a success, the Wounds are negated.  Earth ring is increased by School Rank when resisting Knockdown.   

Honor/Status/Glory: 1.5/1.0/4.4

Skills: Athletics 2, Battle (Shadowlands) 1, Defense 3, Etiquette 2, Games (Gambling) 1, Heavy Weapons (Tetsubo) 4, Hunting (Survival) 1, Iaijutsu 2, Jiujutsu (Wrestling) 2, Kenjutsu 2, Kyujutsu 2, Lore (Law) 1, Lore (Shadowlands) 1, Medicine 1.

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

Advantages/Disadvantages: Large/Compulsion (compete with rival Hida Arisuto) 
Equipment: Kimono, heavy armor, daisho set, tetsubo, jade finger, traveling pack.

Kuni Yakuto, “the Failure,” son of Kuni Kubota

	FIRE 2
	  AIR 2

	Intelligence 3


	Awareness 3

	EARTH 2
	WATER 2 

	Stamina 3
	Strength 3

	VOID 2


TN to be Hit: 10 (20 in heavy armor)


School/Rank: Hida Bushi 1


Rank One: Add Earth ring to the total of all melee attack and damage rolls.  Ignore TN penalties for Heavy Armor for all skills except Stealth.

Honor/Status/Glory/Infamy: 1.5/1.0/1.0/1.0

Skills: Athletics 2, Battle (Shadowlands) 1, Courtier 2, Defense 3, Etiquette 3, Heavy Weapons (Tetsubo) 2, Hunting (Survival) 1, Iaijutsu 1, Jiujutsu (Wrestling) 1, Kenjutsu 2, Kyujutsu 1, Lore (Shadowlands) 1, Medicine 2, Meditation 1, Perform: Music (Reed Flute) 2, Tea Ceremony 1.

Mastery Abilities: +5 to TN of Social Rolls made against him.  Adds Defense skill rank to TN to be Hit except when immobile/unaware.

Advantages/Disadvantages: Great Potential (Music), Social Position (daimyo’s son)/Bad Reputation (“the Failure”), Coward, Phobias (Confrontation 1, People Yelling/Shouting 1, his Father 2).
Equipment: Kimono, heavy armor, daisho set, tetsubo, bow with 20 arrows, finger of jade, traveling pack.

Kuni Satome, Obsessed Experimenter

	FIRE 3
	  AIR 3

	
	

	EARTH 4
	WATER 2 

	
	Strength 3

	VOID 3


TN to be Hit: 18


School/Rank: Kuni Shugenja 3


Technique: Gains free Raise when casting on any target know to have Shadowlands Taint.  Affinity to Earth, Deficiency to Air.   

Honor/Status/Glory/Infamy: 1.1/1.0/4.0/2.4

Skills: Anatomy 4, Athletics 2, Calligraphy 4, Courtier 1, Deceit 2, Defense 3, Etiquette 2, Explosives 5, Firearms 3, Heavy Weapons 2, Investigation 3, Kenjutsu 2, Knives 2, Lore: Gajin (Weapons) 2, Lore: Shadowlands 5, Medicine 4, Meditation 3, Spellcraft 3, Theology 2. 
Spells: Sense, Commune, Summon, Counterspell, (Earth 1) Jade Strike (innate), Tetsubo of Earth (innate), (Earth 2) Tremor,  (Water 1) Path to Inner Peace, Purify Water (innate), (Water 2) Wisdom and Clarity, (Water 3) Regrow the Wound, (Fire 1) Fury of Osano-Wo (innate), Ignite.   Please note that when the PCs find Satome, he has only one spell-slot left in each of his Rings (two in his Void ring), due to having cast spells while in the Shadowlands.

Advantages/Disadvantages: Allies (ratlings), Innate Abilities (several spells), Strength of the Earth (rank 2)/Bad Reputation (bizarre experiments), Dark Secret (firearms experiments, Armored Crane cartel connections), Driven (find new weapons against the Shadowlands).
Equipment: Wakizashi, kimono and sandals, traveling pack, scroll satchel, gaijin pistol (3k2 damage, ignores armor, fires with Intelligence/Firearms skill), eighteen cartridges for pistol, finger of jade with Jade Eternal spell. 

Yasuki Hideyori of House Nabuto, Crane Smuggler

	FIRE 3
	  AIR 4

	
	

	EARTH 3
	WATER 3 

	Willpower 4
	

	VOID 2


[Wounds are at +2 per Rank due to School Technique.]

TN to be Hit:


School/Rank: Daidoji Yojimbo 3


Rank One: Add Honor Rank to Wounds at each rank.  Adds Air Ring to total of all Attack rolls.


Rank Two: If takes Full Defense posture, on the following round may add Insight Rank x5 to Initiative.  Adds Fire ring to TN to be Hit at all times.


Rank Three: At the beginning of the Combat round, can select one ally within normal movement range.  That ally’s TN to be Hit is increased to match the Yojimbo’s for the remainder of the round so long as they stay within movement range.  Add twice Air ring to total of all Attack rolls (replacing the bonus from Rank One Technique).

Honor/Status/Glory: 2.1/2.0/3.4

Skills: Athletics 4, Battle 3, Commerce3, Courtier 2, Deceit (Lying) 3, Defense 7, Etiquette (Sincerity) 5, Iaijutsu 3, Investigation 3, Kenjutsu 5, Kyujutsu, Lore: Heraldry 1, Lore: Law 3, Lore: Shadowlands 1, Medicine 1, Meditation 2, Spears 3, Stealth 1, Theology 2, Underworld 3
Mastery Abilities: Adds twice Defense Skill Rank to TN to be Hit (except when immobile/unaware), may enter Full Defense when initiative is rolled.  

Advantages/Disadvantages: Balance, Benten’s Blessing, Dangerous Beauty, Wealth/Dark Secret (Cartel Ties), Driven (protect the Nabuto Family’s Honor).
Equipment: Daisho set, light armor, bow and 20 arrows, kimono and sandals, traveling pack.

Appendix #2: Creatures

Mack’ithith, Semi-Heroic Ratling of the Runny Nose Tribe

	FIRE 3
	  AIR 2

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	Perception 4


TN to be Hit: 25

Attacks: 6k3

Damage: 4k1 (knife, gift from Noiyama)

Wounds: 8 Wounds per Rank (Wound Ranks as per human)


Skills: Athletics 3, Defense 5, Hunting 3, Knives 3, Lore: Shadowlands 5, Sleight-of-Hand 5, Stealth 7.
Special Abilities:

Equipment: Knife, one large sack with various collected knick-knacks (the equivalent of a traveling pack).
Generic Ratlings of the Runny Nose Tribe

	FIRE 2
	  AIR 2

	
	Reflexes 4

	EARTH 2
	WATER 2 

	
	Perception 3


TN to be Hit: 20

Attacks: 3k2

Damage: 2k1 (claws/teeth)

Wounds: 6 Wounds per Rank (Wounds Ranks as per human)


Skills: Defense 2, Hunting 2, Lore: Shadowlands 3, Stealth 3.

Goblin Warmongers (interchangeable)

	FIRE 3
	  AIR 1

	
	Reflexes 3

	EARTH 3
	WATER 2 

	
	


TN to be Hit: 20 (15 without crude armor)

Attacks: 5k4

Damage: 3k2 (crude sword)

Wounds: 18: +5; 32: +10; 48: Dead.


Generic Goblins (interchangeable)

	FIRE 2
	  AIR 1

	
	Reflexes 3

	EARTH 2
	WATER 1 

	
	


TN to be Hit: 15

Attacks: 3k3 (melee) or 4k3 (hurled rock)

Damage: 2k2 (melee) or 3k1 (rock)

Wounds: 12: +5; 24: Dead.
Kyoso no Oni Spawn 

	FIRE 3
	  AIR 3

	Intelligence 4


	Awareness 4

	EARTH 3
	WATER 3 

	Willpower 4
	Perception 4


TN to be Hit: 20

Attacks: 7k3 melee, 5k3 ranged (three attacks per round)

Damage: 3k3 (claws) or 4k2 (unholy fire, see below)

Carapace Armor: 6 (bypassed by jade, crystal or obsidian – jade powder only gets through three ranks of the carapace)

Wounds: 36: +5; 64: +10; 96: Dead.  Note that at the start of the combat she has taken 15 points of damage from the Thrane pistol.


Special Abilities: Fear 3.  Invulnerability (only hurt by jade, obsidian, crystal, or magic).  Unholy Fire: when attacking at range, she hurls black fire from her hands which burns the soul of the target.  This fire ignores armor and the victim must roll Raw Void at TN 15 (no Void points may be spent on the roll).  Failure means the target loses a Void point.  If this is the victim’s last Void point, s/he is knocked unconscious for one hour.  Feeding on Flesh: If she kills someone with her claw attacks, she immediately heals a number of wounds equal to 12 times the victim’s lowest Ring.

Oni Lord Kyoso 

	FIRE 6
	  AIR 7

	Intelligence 9


	

	EARTH 7
	WATER 6 

	Willpower 8
	Perception 7


TN to be Hit: 35

Attacks: 10k6 melee, 9k5 ranged (three attacks per round)

Damage: 5k5 (claws) or 7k2 (unholy fire, see below)

Carapace Armor: 10 (bypassed by crystal or obsidian – jade only gets through six ranks of the carapace)

Wounds: 48: +5; 96: +10; 144: +15; 192: Dead.


Special Abilities: Fear 4.  Invulnerability (only hurt by jade, obsidian, crystal, or magic).  Unholy Fire: when attacking at range, she hurls black fire from her hands which burns the soul of the target.  This fire ignores armor and the victim must roll Raw Void at TN 20 (no Void points may be spent on the roll).  Failure means the target loses a Void point.  If this is the victim’s last Void point, s/he is knocked unconscious for one hour.  Feeding on Flesh: If she kills someone with her claw attacks, she immediately heals a number of wounds equal to 12 times the victim’s lowest ring.

Generic Zombie

	FIRE 1
	  AIR 0

	Agility 2


	Reflexes 1

	EARTH 0
	WATER 1 

	Stamina 3
	Strength 4


TN to be Hit: 5

Attacks: 3k2

Damage: 5k2

Carapace Armor: 3 (against edged weapons only)

Wounds: 70: Dead.


Special Abilities: Fear 4.  Immune to poison.  Zombies fight until destroyed, unless they are decapitated, which kills them instantly.  If a zombie takes 15 or more Wounds, it is cut apart – roll to see the effect:

1-2: Left Arm
5-6: Left Leg

3-4: Right Arm
7-8: Right Leg

9: Cut in Half
10: Decapitated

If a zombie loses and arm or leg, the arm or leg slithers behind it, keeping up the best it can.  (The zombie cannot reattach the limb.)  If it is an arm, the hand tries to attack anyone within reach.  If the zombie is cut in half, the top half continues to claw after its targets.  A decapitated zombie is destroyed.

Appendix #3: Running the Twenty Goblin Winter

If any of the PCs are ronin who decide to actually participate in the Twenty Goblin Winter in the hope of joining the Crab Clan, the GM should arrange a separate time to run them through the following trials:

Hunting in the Shadowlands

Each time the PC goes into the Shadowlands, s/he is given a finger of jade (allowing seven days of protection from the Taint) and a large canvas bag for bringing back the heads of dead creatures.  

Each day the PC spends in the Shadowlands, s/he must roll Perception/Hunting at TN 20 to locate an inhabitant.  With a failure, the PC finds nothing that day.  With a success, roll on the following table.  Subtract one from the roll if the PC has at least three Ranks in the skill of Shadowlands Lore.

1 or less: Ratling.

2-3: 1-2 zombies.

4: 1-5 zombies.

5-6: 1-2 goblins.

7-8: 1-5 goblins:

9: Ogre.

10: Oni.

A ratling encounter is non-hostile, but a PC who does not know what a ratling is might choose to attack it.  If so, the PC suffers 2k2 wounds.  A PC who brings back a ratling head will automatically fail at the Twenty Goblin Winter.

A zombie encounter will inflict 1k1 damage on the PC for each zombie in the encounter.  Zombie heads count for half against the target total of 20 heads.

A goblin encounter will inflict 2k1 per goblin on the PC.

An ogre encounter inflicts 5k3 damage on the PC.  Ogre heads count for double on reaching the total of 20 heads.

An Oni encounter automatically kills the PC unless the PC manages to hide (Intelligence/Stealth at TN 20) or run away (Agility/Athletics at TN 25).

After each encounter, the PC must roll Raw Earth at TN 10 to avoid getting 1 point of Taint.

If the PC survives an encounter, s/he can choose to either return to Shinsei’s Last Hope (handing in any collected heads, and resting/recovering), or stay in the Shadowlands for another day of hunting.  

Each PC will be allowed a total of three fingers of jade (three weeks in the Shadowlands) over the course of the winter.  If the PC succeeds in accumulating 20 heads (zombies count half, ogres count for double) by the end of the winter, the PC is allowed to swear fealty to the Crab Clan.  The PC is admitted to the Hida vassal family XXX, with a starting Status of 0.5.   

GM’s Aid #1: Initiative Chart for Ratling Village Combat

	
	Round 1
	Round 2
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	Round 4
	Round 5
	Round 6
	Round 7
	Round 8
	Round 9
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GM’s Aid #2: Effects of Jade Powder

Some of the PCs and NPCs are given pouches of jade powder at the start of the adventure.  Jade powder, as the name implies, is ground-up jade, mixed with an oily paste that allows it to adhere to weapons.  It is employed by Crab bushi facing Invulnerable foes (such as Oni) when they do not have access to actual jade weapons.

Smearing jade powder onto a single weapon or arrowhead takes one normal Action.  Thus, a PC cannot smear jade and attack on the same round unless the PC spends two Void points to take an extra Action during the round (or has a Technique that grants extra Actions).  Each pouch of jade powder contains enough to cover one heavy or normal weapon, two small weapons (kama, tanto, etc), or five arrow-heads.  

Once jade powder has been applied, the weapon will do full damage to an Invulnerable foe for one hit.  The second hit will do half damage (rounded down).  The third consecutive hit will do one-quarter damage (rounded down) and the fifth and sixth hits will do exactly one Wound of damage.  After six hits, the jade has been exhausted.  

Jade powder cannot be salvaged from a weapon once it has been applied.  Also, once it is spread out onto a weapon, it becomes vulnerable to Taint in the surrounding environment.  A Rokugani hour after application, it will lose half its efficacy.  Two Rokugani hours will completely corrupt it, rendering it useless.

Strength From Weakness
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