Cursed Gift

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

by Rob Hobart

The treasure hunter Kaiu Sumata calls for your aid to recover a relic from the days of Toturi I.

Adventure Summary and Background

This adventure involves both the ancient past of the Empire and its immediate future.  The outcome will determine which of three major figures within the Empire falls to the power of an ancient Bloodsword, ushering in an era of turmoil and dread for the Empire.

The catalyst for these events is the latest treasure-hunt by Kaiu Sumata, a Crab engineer and scholar who specializes in hunting for ancient treasures and lost knowledge.  Sumata believes he is on the path of a notable treasure, the lost wakizashi of Takuan.  Takuan was one of the most famous followers of Toturi I, a skilled ronin general who became regent during the Emperor’s absence.  Takuan’s katana was destroyed centuries ago, but his wakizashi is unaccounted for, and Sumata believes recovering it would be an accomplishment to cap his entire life’s work.  After much work, he believes he has traced it to the ruins of the lost ronin settlement of Nanashi Mura.  Unfortunately, the lands where Nanashi Mura lies are unclaimed and wild, so Sumata has called in some help – the PCs – to protect him and his team of laborers while they search for the sword.  

Unfortunately, there will be several problems confronting Sumata and the PCs.  Besides the problems of ghosts and bandits who lurk near the ruins of Nanashi Mura, there is also the unfortunate issue that Sumata’s quest is not a secret.  It has attracted the attention of three major figures in Rokugan, all of whom wish to acquire Takuan’s wakizashi for their own purposes: Akodo Gintaku (the Akodo family daimyo), Moto Temujin (the Unicorn Clan Champion), and the mysterious figure behind the team of assassins known as the Spider’s Fangs.  All three of them have sent spies to watch over Sumata’s activities, and all three will dispatch agents to retrieve the sword if it is found.  The PCs will be forced not only to fight for their lives against the Fangs, but to choose which of the other two factions should have the sword – a choice which could be quite difficult, if the PCs have Unicorn and Lion in their own ranks.  

And worst of all, the sword which Sumata is hunting down is not, in fact, the wakizashi of Takuan…   

Introduction

The scenario begins in the Lion Clan trade center of Toi Koku, located north of the Drowned Merchant River, early in the month of the Horse (July in gaijin speech):

Toi Koku lies in the middle of broad, heavily-cultivated plains.  The town is obviously prosperous, sprawling up and down the roads, spreading like mold along the arteries of trade.  You pass a large open-air marketplace on the edge of the town, with a dozen or more merchant caravans parked there and their personnel mingling and haggling eagerly.  On the far side of the town, a sturdy five-story castle rises from a low hill, flying the Lion colors.

Toi Koku, formerly a Dragon settlement, is a major trade center and a key point in the Lion defenses for their northern territorial acquisitions.  Some PCs may have visited it before in the adventure “Treacherous Terrain.”  Lion patrols check the area around the town regularly, and the PCs have to show their travel papers several times on the way in.

The PCs have been sent to Toi Koku in answer to a request from Kaiu Sumata.  He has sent letters to all the families and daimyo who owe him favors from previous accomplishments, as well as to all the samurai he knows across the Empire.  The PCs have arrived in response to these requests for help.  They know only that Sumata is undertaking another of his famous treasure hunts, for which he apparently needs assistance.  

Scene One: Meeting with Kaiu Sumata

Kaiu Sumata meets the PCs in a teahouse, where he is busy slurping up a bowl of noodles in broth.  He is a plump, nervous samurai who the PCs may have previously encountered in the adventures “Stolen Relics” or “City of the Lost,” or during the interactives “Imperial Funeral” or “Retirement.”  

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

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

Sumata’s Mission

Kaiu Sumata greets the PCs with an anxious smile and an offer of noodles.  “They make quite good ones here, you know,” he says, fumbling between offering to call a serving-girl while trying to cram another chopstick-full of noodles into his mouth.  

“Some of you may know the story of Takuan, the great ronin tactician who served in the army of Toturi the Black during the Clan War.  Takuan was both a warrior and scholar of formidable skill, and later served as regent when Toturi was absent from the capital.  He is one of the great heroes of the Empire, truly!”  Sumata clasps his hands like a star-struck fan.  “When Toturi I became Emperor, he gifted Takuan with a set of new swords, swords which are reputed to have been of legendary quality.  I have long hoped to retrieve Takuan’s swords for the greater glory of the Emperor and the Toturi dynasty.  Now, as it happens, we know that Takuan’s katana was lost when the old Imperial capital, Otosan Uchi, was burned by the accursed Dark Lord Daigotsu.”  He wrinkles his face and spits to one side, on the dirty floor of the teahouse.  “His wakizashi, however, is unaccounted for.  I believe I may have tracked it down.”
“I have found records in the Imperial libraries referring to a settlement of ronin, a place called ‘Nanashi Mura.’  Very peculiar, a group of ronin living on their own!  It seems they had some connection to the early Toturi Dynasty, and Takuan himself may have lived there for some time before he became one of Toturi’s foremost followers.  I suppose it makes a certain amount of sense, since Toturi I was himself a ronin for a time during the Clan War, or so the legends claim.  And according to other documents I have found, it seems that Takuan’s wakizashi was gifted to the ronin of that settlement as a way of showing his connection to them.  Now, from what I can determine the place was destroyed by the Lion Clan some time ago, over a century at least.  Not unexpected, really – I’m actually surprised they let it survive that long.  But – and this is the really interesting part – the Lion Clan’s records confirm that a ronin who fought in the final battle possessed a wakizashi of notable quality. According to their accounts, this ronin’s weapon was never recovered – which means it should still be there, in the ruins of this ronin settlement!”

Sumata sincerely believes he has a chance to retrieve a great treasure from the days of the Clan War.  He will explain the situation further to the PCs.  

· Why has he asked the PCs to help?  “Oh, I would never presume to expect samurai to help me in the simple labor of digging up ruins.  But according to the records, the ruins of Nanashi Mura lie in unclaimed lands between the Lion and the Phoenix.  Such territories are often overrun with bandits and wild animals.  A group of brave samurai could be crucial to protecting our operations.”  

· Does he expect trouble?  “Well, there have been some reports of bandit troubles and peasant unrest in the Lion lands.  Nothing that would trouble a group of brave samurai like us, of course!  But if it was just me and my workers, that would be another matter.”

· What does the wakizashi look like?  “By all accounts, the swords were not especially remarkable in design, but were of superb quality, swords which would not rust even under the harshest conditions.  They were made by Asahina artisans at the direction of Emperor Toturi himself.  If we find such a blade intact in the ruins, especially one with a Crane maker’s mark, I am sure it cannot be anything else – after all, these were ronin, most of them would not be carrying around swords of superlative quality!” If there are any ronin PCs, Sumata will start to laugh and then suddenly break off in embarrassment.    “No offense, samurai-san, of course!”  

· Does anyone else know of this quest?  If a paranoid PC thinks of asking this, Sumata will look surprised by the question.  “I suppose many people know, actually.  I have made no secret of it.  Why would I?”  

Sumata’s workers are a collection of peasant laborers, men dressed in loincloths and loose, simple peasant garments, with cloths to cover their heads from the summer sun.  Most of them are men in their thirties, but they look older due to their rough peasant lifestyles.  Many of them are missing teeth, sunken-chested, display warts, scars, and growths, or have bad eyes or missing digits.  They are generally a cheerful bunch, however, and exchange crude jokes, folk-tales, and other such low-brow entertainments with each other.  They are led by a skinny older man, Manju, with a crooked jaw and a broken nose. He has a raspy voice and a permanent squint, but also possesses a cheery nature and a wry sense of humor.  He will be respectful to samurai, but is not overly servile and will joke and chat if they give him the chance.  

Preparations

Sumata’s workers are carrying a formidable array of supplies and gear, including tents, blankets, food and cooking supplies, shovels, mattocks, baskets, and a wide array of other mundane gear and supplies.  Much of this will be carried by the peasant laborers, but they have also brought along an ox to carry the heaviest gear. If the PCs look over the supplies, they can roll Intelligence/Hunting (Survival) at TN 20 to be able to see that Sumata knows what he is doing and has covered all likely eventualities.  

PCs who wish to pick up supplemental gear or supplies can do so easily enough – they are in a trade city, after all.  Since this is a trade hub, items here will be normal L5R rulebook prices.  

If the PCs seek additional information about Nanashi Mura, the local merchants can readily tell them stories about the lost ronin village – Toi Koku was close enough to be the major trading point for Nanashi, and many tales of the place are still told today.   Alternatively, PCs who don’t want to lower themselves to talking with merchants can roll Intelligence/Lore: History at TN 30, or Lore: Ronin at TN 20, to recall the following legends and rumors:

· Supposedly, Nanashi Mura was founded a couple of decades before the Clan Wars, by a Unicorn ronin named Fuyari, a man who forsook a path of vengeance in order to build a home for wave-men. 

· During its hey-day, the village was supported by both the Dragon Clan and by monks of the Brotherhood, although different stories credit different sects of the monks with this role.

· The name of Nanashi Mura literally means “no-name village” although nobody remembers where that title came from.      

· The Lion war which destroyed the village was supposedly provoked by the ronin inhabitants building walls and other defenses, something previously not allowed by the Dragon.  According to most accounts, the Dragon themselves did not authorize the walls to be built, and thus refused to protect Nanashi as they had in the past.     

If the PCs seek information about bandits, peasant uprisings, or other potential threats, they can roll Awareness/Courtier (Gossip) at TN 20 to unearth the following information:

· The Lion claim to have completely suppressed the peasant rebellions which flared up during the spring. However, there are rumors that some of the rebels fled north into the unclaimed lands between Lion, Dragon, and Phoenix.

· There was some significant bandit activity in the area last year, but the construction of the Emperor’s new Great Road has reduced this greatly.  

Scene Two: Into the Wilderness 

The lands north of Toi Koku are mostly unclaimed and lightly inhabited wilderness, a mixture of jagged hills, scrub forest, and open, rolling plains.  Old roads and trails wind through the hills, half-overgrown with weeds and sometimes washed out by rains or landslides.  There are occasional small peasant villages in these lands, but they are widely scattered and heavily fortified, protected by hired ronin and peasant doshin.  They are cautious toward visitors, although they will not cause trouble for a group of Clan samurai.   

The summer heat lies heavily on Sumata and the PCs, and the buzzing of insects is a constant drone in their ears.  Sumata huffs and puffs his way through each day, sweating profusely, fanning himself, and pausing to rest at the top of each hill.  Manju and his peasant laborers sing to themselves in low voices as they trudge along, backs bowed under the heavy packs they carry.  They cool themselves with cheap paper fans and grumble to each other about the heat, the bugs, and this crazy mission into the wilderness.  The ox lows plaintively and has to be whipped or shoved into action much of the time, the peasants cursing the recalcitrant animal.  

The journey to Nanashi Mura takes a total of four days, as Sumata and the PCs laboriously make their way north and somewhat east of Toi Koku.  The weather is steaming hot – it is getting into high summer now – and small thunder-squalls sometimes blow through in the afternoons.   

The Trials of the Ox

As the PCs travel through rougher territory on the third and fourth days of the journey, the ox will become a source of potential trouble.  The beast is thoroughly unhappy with the heat and the rugged, uneven ground it is forced to travel over.  

On the third day, the PCs come to a section of road which has been buried years before in a landslide, leaving a rough slope of bare earth, weeds, and rocks.  At this point the road is passing through some hills, winding along the sides of their slopes, so below the landslide is a steeper, tree-choked slope leading down into a gully containing a stream.  The ox balks at being forced to make its way along the surface of the landslide (which has been turned soft and muddy by the intermittent rainfall).  It bellows loudly and sets its feet against the blows, shoves, and tugs of the laborers.  Manju trudges over to Sumata and suggests perhaps taking a different path.  “The beast is unwilling, Kaiu-sama.  Perhaps we might go back and find another route?”  

Kaiu Sumata will be reluctant – he points out that going back will add at least a day to their journey, and will force them to divert northwest into the Dragon Heart Plain.  If none of the PCs have heard the rumors about Lion peasant uprisings, he will mention, “The Lion had some trouble with peasant uprisings this last spring, and I’ve heard that some of the rebels took shelter in the unaligned lands north and west of here.”  He will look hopefully at the PCs – he has no skills or knowledge of how to deal with animals himself.  However, if none of the PCs are willing to help, he will reluctantly agree to turn back and find another route.  See “Meeting the Rebels” for details of what happens if the party takes the alternate route.

If the PCs do try to help get the ox through the landslide, the following conditions apply:

· Persuading the ox to cross will require a roll of Willpower/Animal Handling (Ox) at TN 25.  Each PC may make one attempt to persuade the ox. 

· Dragging/shoving/forcing the ox across the landslide will be difficult, since the animal is extremely unhappy about the steep muddy slope.  This will require a roll of Strength/Athletics or Strength/Jiujutsu at TN 35.  This can be a Cooperative Roll, and while each PC may make only one attempt as the “primary” on this roll, they may assist others any number of times.  (The peasant laborers will happily attempt to assist if they are so ordered, but they roll only 4k2.)  

· If PCs are trying to force the ox across the landslide and fail the roll by 20 or more, the ox slips off its feet and slides downslope, lowing in panic, threatening to tumble into the ravine at the bottom.  PCs who were trying to force the ox to move and try to forcibly halt the slide with a roll of Strength/Athletics at TN 40 (again, this can be a Cooperative roll).  A thrown rope can snag the ox with a roll of Reflexes/Athletics at TN 20, allowing any PCs holding the rope to try to halt the ox’s slide with a roll of Strength/Athletics at TN 25.  Magic may also be used to save the ox, although the GM must adjudicate whether a particular spell can be effective.   

· Spells can also be used to get the ox across the landslide.  For example, a spell such as Nature’s Touch could award Free Raises to an Animal Handling roll to get the ox across, or a spell like Call Upon the Wind could be used to float the ox across.  More creative applications are also possible – a clever PC, for example, could Banish all the Water spirits from the landslide to make the ground drier and firmer.  

If the ox does fall into the ravine, it will be severely injured, two legs broken.  Unless a shugenja PC has the spell Regrow the Wound, there will be no way to heal the animal successfully – the PCs will have no choice but to redistribute as much of its load as possible among the laborers (much to their displeasure, though they are careful not to grumble openly in front of samurai).  If this happens, the tents will have to be abandoned – they are too bulky – unless at least two PCs volunteer to carry them.  PCs who are not Sparrow Clan or ronin should lose 2 points of Glory for engaging in manual labor.

If the ox survives its ordeal on the third day, the PCs will be able to proceed onward to Nanashi Mura without further direct incident.  

The Lion Patrol

If the PCs manage to pass through the landslide and proceed on toward Nanashi Mura, the next day they will encounter a Lion patrol.  This comprises eight men on foot and an officer on horseback.  They are in armor and two of the foot-soldiers are wearing back-banners. 

The leader of this group is Akodo Kiresu, a stern and deep-voiced samurai in his middle years.  He wears a short-trimmed beard and a tight samurai topknot.  Any PC who rolls Intelligence/Lore: Lion Clan at TN 25 or Lore: Heraldry at TN 35 will know that this man is a hatamoto (sworn personal vassal) of the Akodo family daimyo, Akodo Gintaku.  He will not mention this himself, however.   

Kiresu will claim he and his men are here to patrol for rebels and bandits, many of whom have taken refuge in this region.  (He will not admit that these are refugees from the recent peasant uprising in Lion lands.)  He is lying, but it will be difficult for the PCs to tell, since he is a skilled deceiver (his Awareness/Deceit (Lying) roll is 7k4+3).  He will look everyone over carefully and will politely but firmly ask to see their travel papers (the PCs’ travel papers will be properly in order – Sumata has seen to this).  Any PC who rolls Perception/Investigation (Notice) at TN 30 will sense a slight hesitation when Kiresu looks at Sumata’s papers, and his eyes flicker to look at the plump Crab for a moment before he continues.

Once he has checked the PCs’ papers and questioned them about whether they have seen any bandits in the area, Kiresu will take his eight soldiers and move on, marching off toward the northwest.      

Meeting the Bandits

If the PCs agree to retrace their route and find a path which the ox can handle, their path takes them into the southern fringes of the Dragon Heart Plain, where the land becomes less rugged and more open.  This will extend the length of the journey by one day.  On the afternoon of the fourth day (one day away from Nanashi Mura) the PCs may possibly encounter the refugees from the Lion lands.

Allow the PCs to roll Perception/Hunting (Tracking) at TN 20.  With a success, they notice an old farm trail, half-overgrown with grass and weeds, leading to the north.  There has been heavy recent traffic on the trail, a large number of tracks from men wearing sandals or walking barefoot, some of them dragging staffs or other objects behind them.  If the PCs look to the north, they can see a clump of trees and some faint charcoal smoke, as from a farmhouse or other settlement.

If the PCs decide to head in that direction, they will come across the camp of the bandits.  This will most likely catch the bandits by surprise (they are not yet sophisticated to post watches when in empty territory) and stealthy PCs can sneak up and observe them by rolling Agility/Stealth (Sneaking) at TN 20. 

You see what appears to be an abandoned farming settlement, three tattered and weed-grown farm huts gathered around a half-collapsed well.  About fifty men are camping in the midst of these huts.  They appear to be peasants, dressed in torn and dirty garments, and equipped with a ragged jumble of weapons and bits of armor that look as though they were scrounged from a dozen battlefields.  They are clearly exhausted, many of them dozing in the dust and mud or slumped against the sides of buildings.  Others are squatting around a pair of fires, watching several boiling kettles.

The moment the bandits realize the PCs are present, they spring into panicked motion, like a kicked ant-heap, snatching up their weapons and scrambling to put themselves into military formation.  A PC who sees this and rolls Perception/Battle at TN 25 can tell that despite their exhaustion, these men have some experience and competent military leadership.  

If the PCs are aggressive enough to immediately attack – a highly unwise choice, given that there are fifty opponents – the bandits will fight to the best of their ability.  More likely, the PCs will be cautious, stay on the defensive, try to bluff, or simply retreat.  (If they retreat, the bandits will not pursue.)  

Assuming a battle does not start immediately, the bandits’ leader, Mifune, will step forward.  He is a lean, tough, grizzled man in his thirties with several prominent scars, although there is a sense of sadness in his tired expression and squinting eyes.  Mifune is a former ashigaru budoka (armed retainer to a samurai), and still wears the metal-sheathed jingasa hat which was once a mark of his position.  He is dressed in ashigaru armor, carries a samurai’s katana (though not a wakizashi), and leans on a well-used yari.  He speaks and acts like a wave-man, though he will never explicitly identify himself as a samurai (since he is not). 

Mifune will, given the chance, try to negotiate a peaceful resolution to his meeting with the PCs.  He claims he and his men are seeking nothing more than to find a place where they can rest, grow crops, and pay their taxes.  “We want no trouble, samurai-samas.  We’ve had enough of trouble.”  He will propose that his men and the PCs simply move on and forget about each other.  

Mifune’s men will remain silent, watching the PCs uneasily and gripping their weapons tightly.  They will not make any aggressive move unless the PCs attack or Mifune orders them to fight, but neither will they be servile or fearful – these are the survivors of a failed peasant rebellion, and there is very little which intimidates them.    

· If the PCs accuse these men of being rebellious peasants, Mifune shrugs.  “I ask no man’s past, samurai-sama.  We all have things we are ashamed of.”  

· If the PCs ask “who is your lord” or a similar question, Mifune will chuckle and shake his head.  “We have no lord, samurai-sama.  We are wanderers in a land which has no place for us.”

· If the PCs ask how Mifune became the leader of these men, he scratches himself meditatively.  “I didn’t plan it, samurai-samas.  Just sort of happened, because I had a knack for it.”  

· If they specifically suggest that Mifune himself is a rebel, accuse him of committing crimes, or accuse him and his followers of being bandits, he will smile crookedly.  “A starving man will steal, yet still know it is wrong to steal.  A man who fears death will do whatever will keep him alive, even if it makes him ashamed of himself.”
· If the PCs ask where they are going, Mifune grins tightly and says only, “We’re heading north.”  However, a PC who beats him on an Opposed Social roll of Perception/Investigation (Interrogation) against his Awareness/Deceit (Lying) can tell that he is concealing something about his intentions.  If they press him about this, he shrugs.  “You can’t expect a man to share all his secrets with strangers.” 

If any of the PCs mention Nanashi Mura, Mifune looks pained.  “I had hoped to find that place myself, samurai-samas.  Not to stay, just to pay my respects at the shrine to Fuyari.  I would bring none of my men, if that concerns you.”  If the PCs refuse, he sighs.  “Ah well, can’t be helped.”  (This phrase, “Can’t be helped,” is something of a signature phrase for Mifune, and he will use it whenever he confronts an unpleasant reality or an unavoidable conflict.)  

Fighting?  It is possible that unwise, inflexible, or highly aggressive PCs will start a battle with Mifune’s bandits.  This is not a good idea, since these men, for all their grubby appearance and polyglot equipment, are a collection of tough and courageous survivors.  If a fight begins, the PCs will likely quickly find themselves overwhelmed.  However, retreat should always be a viable option – the bandits want to preserve their own lives, and if the PCs execute a fighting withdrawal, Mifune’s men will generally not be interested in pursuing to the bitter end.  Likewise, if the PCs start a confrontation and then try to back off and negotiate, Mifune will go along with them – he is a man weary of violence, and will avoid it if he can do so while still protecting his men.

Peaceful Resolution: Mifune does not want to have to fight a group of dangerous samurai.  If the PCs offer him any possibility of ending their encounter without violence, he will take it.  However, there are certain things on which he will hold firm:

· He will not admit that he or his men are bandits or rebels, although he will never explicitly deny it either.

· He will not allow his men to be arrested, taken into custody, or otherwise placed in jeopardy.  If a magistrate PC tries to press him on this matter, he will reasonably point out there is no evidence any of them have committed any crime.  He is prepared to fight, potentially to the death, on this matter.

· He will try to get permission to visit the shrine of Fuyari at Nanashi Mura.  If the PCs are unbending on this, however, he will give up on it for now – he is a patient man, and knows he will eventually get another chance to visit the shrine.

Exchanging Information: Clever PCs may think of asking Mifune and his bandits whether they have seen anyone else in the region.  They will mention that they have seen soldiers on horseback scouting the area in the last few weeks.  If asked what Clan, they will say that some were certainly Lion, but not all.  “There were others who wore darker colors, purple and dark blue,” Mifune says.  “I’ve never heard of Unicorn in these parts, though.”   PCs who roll Perception/Investigation (Interrogation) at TN 25 may suspect he knows more than he is telling, however.

If the PCs made a positive impression on Mifune (e.g. they avoid violence and are willing to let him visit the shrine of Fuyari), he will mention this additional information: “Last couple of weeks, I’ve seen some signs of someone else in the area.  Someone subtle, not leaving much of a trail.  A footprint here or there, some broken twigs, that’s about it.  Whoever it is, they’re skilled at not being seen.”    

Scene Three: The Ruins of Nanashi Mura

On the final day of their journey, the PCs trudge through a last line of wooded hills, navigating a half-overgrown muddy road between the short but rugged peaks.  As the PCs come out of this quasi-pass, they emerge onto the southern edge of the Dragon Heart Plain, and ahead of them are the ruins of the lost ronin city. 

Ahead of you lies an open, rocky, lightly-rolling plain. The overgrown road you have been following passes through a shallow lowland in these plains, and you can see the vague outlines of a former settlement, mostly the stubs of house timbers.  A trio of low, rounded hills also have what appear to be ruins on their gentle peaks.  Looking more closely, you can also see a line or low ridge circling the entire area – all that remains of a defensive wall.  The entire place feels desolate, an impression enhanced by the low wind which whines across the fields.  

Sumata will clearly be thrilled to reach his destination, and eagerly leads everyone into the center of the ancient settlement, placing his camp and headquarters atop one of the low hills (location #2 on the map).  

A Guide to Nanashi Mura

The layout of Nanashi Mura is shown on GMs Map #1. The following section describes the various locations in the city ruins, and what can be found there with searches or excavations:

1. Ruined Temple of Ebisu.  Atop this irregular hill are a number of stones and charcoaled beams suggesting a large structure.  This was once home to a Brotherhood temple which watched over the village.  

If anyone explores this place, they can roll Perception/Investigation (Notice) at TN 25 to find evidence that this was once a temple – prayer beads, pieces of rotten wood carved with religious symbols, etc.  If the site is excavated, it will prove to contain evidence of a fire and collapse (including many broken, charred roof tiles), and many bones, largely intact skeletons beneath the ruins, tangled together with the tiles and burned beams.  A roll of Intelligence/Battle at TN 25 will deduce that the temple was burned with the monks inside.

2. The Magistrate’s Residence.  This hilltop is where Kaiu Sumata will place his headquarters.  The ruins of a large building are visible, ancient blackened beams and posts rising from the thick grass which covers the ground.  This is where Sumata will begin his excavations unless the PCs convince him to dig somewhere else.

Excavating this hilltop site will uncover substantial evidence of a large structure of mixed stone and wood construction, almost a small castle, which was sacked and burned to the ground.  The building stones which are uncovered are covered in ancient soot and mingled with blackened, charcoaled wood and layers of ashes.  The bones of men are mixed into the ashes, along with the scorched remnants of swords, pieces of armor, etc.  Examining these remnants can produce the following information, if the right skill rolls are made:

· Perception/Lore: Heraldry at TN 25 will determine that the samurai in this building were Dragon.  PCs who learn this and roll Intelligence/Lore: History at TN 25 or Lore: Ronin at TN 20 will recall that the Dragon at one time supposedly posted a garrison at Nanashi Mura to watch over the ronin there.

· Intelligence/Battle at TN 25 will deduce that this castle was sacked by an external attack, and the defenders killed inside.   

3. Residential Areas.  Each of these three areas was clearly a residential portion of the village, with the ruins of many collapsed and overgrown houses and peasant huts.  Searching through these areas can find many small remnants of the people who used to live here – combs, household knives, pieces of pottery, etc. – but nothing of real interest.  About half the structures were burned or otherwise actively destroyed – the rest have since decayed naturally.  

4. The Headman’s Residence.  Aside from its size, this building is very hard to identify, since all that remains are scorched corner posts and roof beams and, lurking beneath the tangled grass, heaps of broken roof tiles.  There are a large number of personal artifacts beneath the ruins, but no bones or other items of real interest.  

5. The Ruined Shrine of Fuyari.  This hill is half-covered in brush and scattered trees.  Atop it are the corner pillars of a long-lost shrine.  The ground within the pillars is a tangle of grass and weeds growing over ancient, rotten wood and shattered roof tiles, which crackle and shift beneath the feet.  Near the center of this place is a mounded heap, half-overgrown with vines and creepers.  

Clearing away this mess will reveal the worn, broken-down remains of a shrine, although no plaque or statue remains within the miniature stone pagoda.  Anyone who rolls Intelligence/Theology (Ancestor Worship) at TN 25 can tell this is an ancestral shrine, although there is normally no way to tell whose shrine it is unless they know the history of Nanashi Mura or spoke with Musashi.  However, a Kitsu PC who casts Sense Ancestors can detect the presence of Fuyari’s spirit, still lurking in the area.  

The shrine can be re-consecrated by a shugenja (who will automatically know the proper prayers), or by a non-shugenja who can roll Intelligence/Theology (Ancestor Worship) at TN 30.

6. Miscellaneous Ruined Buildings.  These structures are the remnants of various mundane buildings – inns, tea-houses, a meeting hall, a restaurant, a dojo, etc.  All of them were at least partially burned, and little remains of any of them beyond beams, corner posts, roof tiles, and various junk and mundane wreckage.  PCs can deduce the function of each structure by sifting through the bits and pieces within (broken sake bottles, soup bowls, bokken from the dojo, and so forth) and rolling Intelligence/Investigation at TN 25.    

7. The Otokodate House.  There is very little remaining of this building, just a few scorched, charcoaled beams and posts rising out of the thick, tangled grass and weeds.  However, PCs who search the area in and around this place can roll Perception/Investigation (Notice) at TN 20 to find evidence of a battle here – rusted remnants of weapons, fragments of armor and helmets, and a few bones.  

If this building is excavated, it will quickly become clear that it was burned down with several people inside: there are five near-intact skeletons beneath the ashes, scorched roof tiles, and other wreckage of a building which burned and collapsed.  It will take at least a full day of excavation to unearth these bodies, one of which is still dressed in the remnants of heavy armor… and is holding a wakizashi which is still intact and clear of rust (although its hilt-wrappings have long since rotted away).  A roll of Perception/Lore: Heraldry at TN 25 will identify an Asahina-family maker’s mark on the tang.  

8. The Ruined Wall.  Surrounding the ancient settlement are the ruins of the defensive wall which prompted the Lion attack two centuries ago.  All that remains of the wall is a low mound in the earth, occasionally pierced by a pile of stones or a few ancient, petrified logs from the palisade.  If anyone digs down into the ruins of the wall, they will begin to find evidence of an ancient battle – arrow-heads, rusted pieces of swords and spears, etc. 

9. Battle Site.  At this point, there is a substantial and easily-spotted gap in the wall, suggesting either that it was never finished or that a portion of it was destroyed.  Anyone walking through this area will stumble across evidence of an ancient battle fought on this site – bits of rusted and pitted armor and weaponry, and shards of yellowed bone. Excavating in this area will uncover the clear remains of a major battle, which can be understood and interpreted by rolling Intelligence/Battle (Mass Combat) at TN 25.  Such a roll will deduce the following:

· The battle was defensive, and was waged against an attack coming through the wall.  It appears that the defenders made a fighting retreat to location 7 (the Otokodate House).

· The bodies here are all lacking their heads, suggesting they are ronin whose heads were taken as trophies.  

10. The Jail.  A small half-intact building built around an iron cage which, while scorched and distorted by heat, is still intact.  A man’s skeleton is inside the cage, the bones calcinated white by ancient heat (which can be deduced with a roll of Intelligence/Medicine at TN 20).  His identity cannot be guessed.  

Scene Four: Events at Nanashi Mura

The Excavations

Once Sumata and the PCs reach Nanashi Mura and make camp, the Crab engineer will immediately set about organizing his workers to excavate the site.  His initial interest will be in the hill of the campsite, since he knows this was a location of significance and one which could thus likely be home to Takeo’s sword.  

It will normally take two days of excavating for Sumata to be convinced on his own that the Magistrate’s Residence is coming up empty.  During this time he will discover all the potential information on the site, although the PCs might be able to discover it on the first day.  

Once this location is exhausted, if the PCs do not provide him with any guidance, Sumata will spend a day roaming around the site, investigating various locations.  At the end of that day, he will order the workers to begin excavating the battle site (location 9).  Again, unless the PCs intervene with more useful advice, it will take him two full days to exhaust that location and to deduce that the defenders retreated to the Otokodate House (location 7).  He will then move his excavations to the Otokodate House, and discovers the sword at the end of his second day of work there.  

This excavation schedule is not fixed.  If the PCs suggest other locations as being potentially more promising or interesting, he will readily listen to them, and likewise he will move to the battle site or to the Otokodate House earlier if the PCs can offer him reasons for doing so.  He is not in any way an arrogant or self-centered man, and is willing to take advice or suggestions from anyone.  

· It may be noted that Kaiu Sumata does not hesitate to “get his hands dirty” and join in with the workers in doing the labor of excavation.  He does not consider this shameful, since he is performing his duty to his Clan by recovering lost treasures.  If a PC seems indignant at another samurai performing manual labor, he replies, “W-we Kaiu also build and labor at the Wall.  Is that shameful?”

The Restless Dead

Nanashi Mura is not a spiritually peaceful place.  Hundreds of people died here, and not all of their spirits were able to leave Ningen-do for judgment.  Any PC with the intrinsic ability to sense spirits or ghosts will be uneasy here, and will feel a sense of spiritual weight and pressure.  Further, observant PCs will notice that natural animals such as birds do not seem to enter the area, and their ox is constantly uneasy, shifting its hooves and lowing constantly.   

On the second night that the PCs are here, they are awakened by the sounds of violence and horror.  There is no visible source of the noise, which fills the ruins with echoing screams, battle-cries, the roar of flames, the clang of weapons, and the shrieks of wounded horses.  This will be a Fear 3 effect.  The ox will panic and lumber off into the night, bellowing, and some of the workers will also panic, shrieking and trying to hide (although Manju will not lose self-control and will concentrate on recovering the ox).  The workers will return shame-faced in the morning, and mutter about Nanashi Mura being “cursed.”

· If the PCs search for the source of these terrible sounds, they will not find anything physically visible, but a Raw Perception roll at TN 20 can tell that the noises seem to be loudest near the battlefield (location 9), the Otokodate House (location 7), the jail (location 10), the temple (location 1), and the Magistrate’s Residence itself (location 2).    

The third night will pass without incident, but on the fourth night this eerie event will repeat, this time with faint ghostly images appearing as well.  

· At the magistrate’s residence, these appear to be samurai who are trying to fight off an attack from outside of the building, and are ultimately trapped inside as the place burns and collapses (the PCs cannot see who is attacking them).   

· At the temple and the jail, the ghosts take the form of people trapped inside burning buildings – monks at the temple, a single man who appears to be a badly-beaten middle-aged ronin at the jail.  Their screams are horrifying. 

· At the battlefield and the Otokodate House, the PCs see ronin battling unknown enemies, falling one by one in grisly, desperate combat.    

Regardless of whether the PCs investigate all these locations, this will be a Fear 4 effect.  The ox (if still around) will panic even worse than before, and will flee irretrievably unless a PC chases it down and either physically halts it (Strength/Athletics at TN 40) or calms it down (Awareness/Animal Handling at TN 35).  Half of the workers will also flee (and do not return) unless the PCs halt them with physical threats/attacks or a powerfully intimidating or inspiring speech (a roll of Awareness/Storytelling at TN 30).  Manju will manage to hold the rest of the workers together, but privately meets with Sumata and the PCs the next day and pleads with them to solve this problem before everyone flees.  “We are merely peasants, samurai-samas.  We cannot be expected to stand our ground in the face of such fearful things.”
If the PCs do not do something to reduce the problem, two nights later the haunting will return worse than ever.  (If the PCs have helped Sumata to locate the sword, it is possible their mission may be completed before this happens, however.)  This time, the ghosts appear to be almost real, although their feet fade into translucency.  Furthermore, if anyone goes near the ronin or samurai ghosts, they will be attacked.  Those attacked by the ghosts will feel a chilling sensation as the ghostly spears and blades pass through their bodies, and must roll a Fear 5 check.  Anyone who fails the Fear roll catastrophically (e.g. badly enough to run away) will suffer 3k3 Wounds as their entire body is wracked with terror so intense as to physically harm.

All of the remaining workers (including Manju) will flee on this night unless the PCs convince or threaten them into staying.  Direct physical threats will work, if the PCs really mean it (they may have to cut down a panicky worker to convince the others they mean business), or a speech backed up by Awareness/Storytelling at TN 30.

· If the PCs do not deal with the problem of the ghosts after the third visitation, they will return every night thereafter until they are appeased or Sumata and the PCs give up and leave the area.

· If all of the workers end up fleeing the area, it will not be possible to complete the excavation work unless at least some of the PCs pitch in and help.  Kaiu Sumata will work without hesitation (he was already helping the laborers, after all) but he cannot handle the job on his own.  Any PC who is not a ronin, Sparrow, or Kaiu Engineer will lose 2 points of Glory for engaging in manual labor.   

Dealing With the Ghosts

If shugenja PCs try to Commune or otherwise seek information on the source of this phenomenon, all the local spirits can report that this place is “disturbed” and there are many restless spirits here.  A Kitsu shugenja PC who casts Sense Ancestor over any of these key sites (the battle site, the Otokodate House, the Magistrate’s Residence, the temple, the jail) will be able to sense the presence of many ghostly spirits.  Likewise, any PC with an Inner Gift, tattoo, or other ability that allows one to see spirits can detect the ghosts which lurk in these locations.    

A PC who rolls Intelligence/Lore: Ghosts at TN 20 will be able to recognize that Nanashi Mura is haunted, even before the direct manifestations happen, simply from evidence like the absence of animals, the unhappiness of the ox, and unconsecrated bones in many places.  If the PC makes TN 30 or better, s/he will recognize that the haunting is the result of a large number of people dying here in violence and fear, without proper funerary rites, leaving their spirits lost and angry.   

Any PC who rolls Intelligence/Theology or Lore: Ghosts at TN 15 will know that restless ghosts can usually be put to rest by either appeasing them or completing whatever task they left uncompleted in life.  In this case, the “completing a task” option is not really available, since all these men died through murder or battlefield violence.  Thus, there are basically two possible ways to appease the ghosts and end this problem:

· A shugenja or monk can attempt to perform the rites for the dead in order to send these spirits to their rest.  To do this successfully, with enough devotion to appease the spirits, will require a roll of Void/Theology at TN 30.  The shugenja may attempt this once per day.  

· Any PC who makes a sincere attempt to appease the spirits, such as by making prayers for their rest, placing offerings on the battle site, or otherwise taking pro-active action can roll Awareness/Theology (Ancestor Worship) at TN 30 to appease the ghosts.  Again, this may be attempted once per day.

· If the PCs collect and retrieve the bones and other remnants at any of these locations site and bury them in a proper grave, this will award two Free Raises to any of the above listed rolls which are made subsequently.  However, this could potentially result in a loss of 1 point of Honor and Glory (due to touching human bones), unless the PCs exercise great caution (such as using cloth or chopsticks to handle the bones) or force the workers to do it for them.      

· If the PCs appeased the spirit of Fuyari by restoring his shrine, they will gain a Free Raise on any rolls to appease the other ghosts of Nanashi Mura.   

If the PCs succeed in appeasing the ghosts, the aura of supernatural anger and misery that hangs over the city gradually fades over the next couple of days.  No further nighttime incidents take place, the ox calms down, and natural animal life begins to return to the area.      

The Samurai Pass Through

In the middle of the second day that the PCs and Sumata are in Nanashi Mura, a troop of six Unicorn samurai pass through the area.  They ride out of the northwest and approach quite openly, flying back-banners, and directly approach Sumata and the PCs, reining in with a great clamor of neighing horses.  Their leader is Moto Tsuto, a squat, bandy-legged man with dark skin and long, flourishing moustaches.  PCs may have encountered him previously in the adventures “Tournament of the Topaz Champion” and “Charge of the Baraunghar.”  He has risen in the world since then, and now holds the rank of taisa (captain).  Tsuto’s short stature is something of a sore point for him, and he behaves in an exaggeratedly masculine and aggressive fashion, often ostentatiously and boorishly boasting of his martial skills, his horsemanship, and his alleged female conquests.   

Tsuto will greet the PCs in a loud and boisterous fashion, asking after their health and inquiring as to whether they have had any trouble with bandits.  He will listen to any reports the PCs might offer about Mifune’s men, but any PC who rolls Perception/Investigation (Notice) at TN 20 will realize that Tsuto is not really listening to them, and is actually sizing them up and checking the area.  

Specifically, he is looking for Kaiu Sumata, who will eventually come bustling up and asking if anything is wrong.  Tsuto will greet him effusively.  “Ah, the famous Kaiu Sumata!  An honor to meet you here.  Are you in search of another great treasure?”

Unless the PCs manage to override him, Sumata will happily babble about his quest for Takuan’s wakizashi.  He sees no reason not to discuss such matters, which are after all not a secret.  Tsuto will listen to him politely and with interest, in contrast to his boastful and exuberant behavior with the PCs.  

· If the PCs ask Tsuto why he is here, he claims he and his men are searching for bandits.  “The northern Empire has been suffering a plague of bandits lately, and the Unicorn have always been willing to protect the common people.”  

· Any PC who rolls Perception/Investigation (Interrogation) at TN 25 can tell Tsuto’s reason for being here is a lie.  However, if they suggest such a thing openly, Tsuto will be severely insulted and will demand an apology.  A PC who fails to apologize will gain “Bad Reputation: Ill Mannered” with a corresponding Rank of Infamy.  

After this conversation is over, Tsuto will wish everyone good luck (except those who insulted him) and lead his troops on, riding off to the south. 

The Bandits Visit

If the PCs did not encounter Musashi and his bandits on the way to Nanashi Mura, they will arrive on the morning of the third day that the PCs are here.  Musashi has come here to pay his respects to the shrine of Fuyari, and he and his men will appear on the west side of Nanashi Mura, approaching in between the hills which house the ruined temple and Fuyari’s shrine.  If the PCs have placed sentries, run patrols, or otherwise taken steps to ensure that they are not taken by surprise, they will spot the bandits while they are still a good mile out, ambling forward in a loose but not ineffective formation, offering the PCs plenty of time to react as they see fit.

This scene will run more-or-less the same as if the PCs encounter the bandits on the way here, the main difference being that the PCs will most likely not be catching the bandits by surprise.  Again, the bandits do not really want trouble, and Mifune will try to negotiate an opportunity to visit the shrine of Fuyari in return for avoiding any other violence.

Musashi Visits the Shrine

If the PCs met with the bandits on the way here and agreed to let Musashi visit the shrine of Fuyari, he will arrive alone on the third day, leaving his bandits encamped a few miles away.  He walks casually into the ruins of Nanashi Mura, bowing politely (if a bit casually) to Sumata and the PCs, and spends some time looking around before eventually realizing the shrine is at location 5.  (If the PCs have already located the shrine and share this information with him, he will look surprised at their helpfulness, and thanks them sincerely.)  

If Musashi arrives with his bandits, once he gets the PCs to agree to let him visit the shrine, he will order his men to pull out and leave the village, and then proceeds to look for the shrine as above.  

Once he locates the shrine, Musashi will spend a couple of hours in prayer and contemplation before quietly leaving the village and taking his men away to the north.

The Storm, and Evidence of Ninja

On the third night that the PCs are in Nanashi Mura, a fierce thunderstorm passes through the area, the sky flashing and shuddering as Osano-Wo displays his wrath.  The workers huddle inside their tents, muttering prayers and ducking their heads every time a thunderclap goes off.  Kaiu Sumata, a devout man but also a Crab, finds the storm an exhilarating experience, and stands out in the lashing rain shouting out prayers to Osano-Wo.  (For the PCs, this should show an interesting new side of Sumata’s character – in the midst of this fierce storm he even loses his normal anxiety around women.)  

The storm will finally blow itself out about an hour after midnight.  The next morning, if any of the PCs are patrolling or routinely checking the area, allow them to roll Perception/Hunting (Tracking) at TN 30.  With a success, they spot a few footprints, apparently made with wooden geta, in the freshly soaked soil around the village.  Apparently someone wearing geta was scouting around Nanashi Mura sometimes after midnight…    

Evidence of the Scouts

Both the Lion and the Unicorn have posted scouts near Nanashi Mura to watch over the PCs and notify their commanders if it appears that Kaiu Sumata has located the sword.  Each scout group also has a shugenja to assist them with scrying, movement, and concealment (this is considered a highly important mission by both leaders, and they have committed significant resources to it).  

Normally, there is no real chance that the PCs will notice these scouts.  However, if a PC is paranoid enough to decide to patrol the surrounding lands, rather than just Nanashi Mura itself, s/he can roll Perception/Hunting (Tracking) at TN 30 to find scattered minor evidence of camps in the woods and hills.  It is impossible to tell who was there and there are no detectable tracks.  Nor can a shugenja offer much help – any such locations have been Banished.

Scene Five: The Sword and the Confrontation 

Ideally, the wakizashi will be recovered from the ruins of the Otokodate House.  Kaiu Sumata will look over the blade, discovering the Asahina maker’s mark, and declares happily, “This must be it!  A Crane-made sword, still intact after all this time… it cannot be anything else.”  

That evening, Sumata will have the workers break out the limited amount of sake which he brought along to celebrate success.  The workers become quite merry, passing drinks around their cookfire and singing cheerful and bawdy peasant songs.  Sumata will trade toasts with the PCs, sitting cross-legged with the sword across his knees, and announces they will be heading back in the morning.  

As Sumata and the PCs are concluding their celebratory dinner, however, they hear the clopping of hoofs.  From the western side of Nanashi Mura’s appears Moto Tsuto and his group of soldiers.  At almost the same time, however, the PCs also see Akodo Kiresu and his eight men tromping up from the south.  The two groups converge on the location of the PCs’ camp.

Moto Tsuto will arrive first, reigning in and looking down at the PCs with a broad grin.  “Congratulations, Kaiu Sumata-san!  The sword of Takeo is indeed a magnificent find.  On behalf of the Unicorn Clan, who were the most stalwart allies of Toturi the Black, I shall escort this blade back to our lands where it can be enshrined with all due respect and honor.”  

Before Sumata or the PCs can respond, Akodo Kiresu double-times his way up to the campsite.  “Not so fast! Toturi the Great was a Lion before he was anything else.  This sword must go to the Lion Clan, who will place it in the Hall of Ancestors to be revered for all time!  You have no place here, Unicorn.”

“No place?  It was our Clan which fought alongside Toturi’s Army in the Clan War, while you Lion were treating him as a ronin criminal.  We have more right to this sword than you!” Tsuto booms, and his men bristle, setting hands on sword-hilts and bow-staves.  The Lion soldiers respond in the same way, and violence is clearly moments away.  Kaiu Sumata looks anxiously back and forth, clutching the sword in one hand and swallowing convulsively.

At that moment, the ambush takers place:  

There is a whistling sound as the air is suddenly filled with whirling pieces of glittering steel – shuriken.  Kaiu Sumata utters a strangled cry as a half-dozen of the deadly items slam into his body.  Shouts of fury and alarm erupt from both groups of samurai as more shuriken scythe through their ranks.  Dust, dirt, and grass shower away from two dozen human forms rising all around you.  With a shock you realize they must have worked their way to striking range while you were celebrating the discovery of the sword.

The PCs and both groups of samurai are under attack from the Spider’s Fangs, the same group which they have encountered in other adventures “Stolen Relics” and “Unexpected Betrayal.”  They will split themselves into three groups, one attacking the Unicorn, one attacking the Lion, and the third attacking the PCs and Sumata. 

Battle With the Fangs

The Fangs are dressed in drab, colorless ninja-type garments, covered with grass, dirt, and other camouflage. They are armed, as usual, with extremely sharp knives (they have exhausted their store of poisoned shurikan in the initial surprise volley).   

Kaiu Sumata will start the combat reduced to Down and at –4 Agility, due to the large number of poisoned shuriken which hit him in the surprise attack.  The PCs can heal him back up to a functional level, but the Agility penalty will persist for a full day unless the PCs can treat him with a poison-negating spell or effect like Hands of Jurojin.

Two other PCs (randomly chosen) will be targeted by poisoned shuriken during the initial surprise attack.  Because the PCs are caught by surprise, they will not gain the benefits of any Defense Skill Mastery Abilities, although their TN will be otherwise normal.  Those who are hit will suffer 1k1 of (non-exploding) damage and will also be affected by the poison known as Fire Biter. Each such PC will suffer 2k2 damage and loses 2 Ranks of Agility for one day from the poison.  A roll of Raw Stamina at TN 30 will reduce these penalties by half.  Some additional treatment options will also be available:

· A roll of Intelligence/Medicine (Antidotes) at TN 25 will identify the poison and half the duration of the effects.

· A spell such as Hands of Jurojin can negate the effects completely.  

The total number of Fangs who attack the PCs and Sumata will be equal to the total number of bushi and shugenja in the party, not counting Sumata.  

These are the elite of the Spider’s Fangs, sent for a mission which their master considers vitally important – retrieve the sword.  Their primary goal will be the sword, and one of them will snatch it up on round one while the others engage the party.  

· If the PCs do not drop the Fang who has the sword, he will begin to flee on Round Two.  A PC can catch up to him (and be able to make an attack) by winning an Opposed Roll of Water/Athletics against him (PCs get one Free Raise for each Rank of Fleet they have).  If the Fang wins, he stays ahead, and if he wins three rolls in a row he will escape.  

· If a Fang manages to flee with the sword, both Akodo Kiresu and Moto Tsuto will make signals – Tsuto will snatch up a back-banner from one of his men and wave it in a complex pattern, while Akodo Kiresu will utter a piercing whistle.  In response to these signals, Lion and Unicorn scouts will emerge from the woods to the south of Nanashi Mura and converge on the escaping Fang.   

All of the Fangs will fight to the death if there is any chance they can successfully retrieve the sword.  Once it becomes clear they cannot succeed in that mission, or once the Lion and Unicorn scouts have been summoned, the Fangs will peel off and retreat – PCs who wish to pursue must, as before, roll Opposed Water/Athletics, with Free Raises for Fleet.

Fate of the Sword 

If one of the Fangs escaped with the sword, the scouts may or may not succeed in killing him and retrieving the sword.  This will depend on how many Fangs the PCs took out.  

· If the PCs dropped half or more of their Fangs, or if at least two PCs continue to pursue the Fangs after they see the scouts coming in, the overall number of fleeing Fangs will not be sufficient, and the scouts will win (albeit with heavy casualties).  

· If the PCs killed less than half of their Fangs, and only one or no PCs pursued the escaping Fangs, the Fangs will have enough numbers to defeat the scouts and escape with the sword.  

If the Fangs escape with the sword, the adventure is over, and the PCs have failed.  Tsuto and Kiresu will blame each other, and the PCs, for not immediately handing the sword over so it could be safe – but neither samurai is willing to immediately fight over it after suffering such heavy casualties.  

Aftermath of the Ambush

Once the Fangs pull out, either because they are defeated or because one of their number has fled with the sword and is being hunted by the Lion/Unicorn scouts, the PCs can take stock of what has happened here.  Kaiu Sumata will most likely be unconscious and/or helpless, unless the PCs healed him magically.  

Most of the Lion and Unicorn samurai are down – two Unicorn and three Lion remain unhurt, and two others from each group are down but alive.  Tsuto and Kiresu will each be only lightly wounded (they are both at the +3 Wound Rank).  

· If the scouts were summoned to intercept the Fangs, a total of three Lion and three Unicorn scouts survive the combat.  They will return to the main group, carrying the sword.  

Tsuto and Kiresu will immediately resume their argument, each of them demanding that the sword be handed over.  They each insist firmly that their lord has charged them to recover the sword for the sake of the Empire, to ensure its safety and honor it properly.  They will each expect any PCs who belong to their respective Clans to support them.  

If the PCs try to stay neutral, the situation will begin escalating toward violence, as each samurai will place hands on weapons, escalating their language to the level of insult, and insisting their duty to their lord leaves them no choice but to take the sword.  Kiresu will be cold and icily intimidating, sneering at the Unicorn as uncultured barbarians, while Tsuto will be brash and loud, condemning the Lion for arrogance.  However, both men are completely sincere, and the PCs can clearly tell that neither will back down.  Any proposals for a compromise will be rejected out of hand.    

If a majority of the PCs try to keep the sword for themselves, either deliberately or simply by refusing to let either of the two men have it, Tsuto and Kiresu will set aside their differences and turn on the PCs.  They and their remaining followers (including the scouts if they joined the fight) demand the PCs hand over the sword or face the consequences.  If the PCs refuse, they are facing a very difficult combat against superior opponents.  Further, Lion and Unicorn PCs will be expected to fight on the appropriate side – if they fail to do so, they will lose 5 points of Honor and gain two full Ranks of Infamy.

· It should be noted that neither of these groups has any real desire to slaughter a group of samurai.  They will try to defeat the PCs non-lethally (by reducing them to Down or Out) if possible.  

If a majority of the PCs side with Moto Tsuto, Akodo Kiresu will place his hand on his sword and try to intimidate them into backing down.  “Consider well, Unicorns, whether you truly wish to make an enemy of the Akodo.”  Assuming this does not convince the PCs to back down, he will measure the situation carefully, then clench his teeth, wheel around, and lead his men away.  Tsuto laughs a booming, boisterous laugh as he watches the Lion go.  

If a majority of the PCs side with Akodo Kiresu, Moto Tsuto will blow out his moustaches in a furious snort.  “Fools!  You think you can thwart the great Khan and go unscathed?  I’ll give you one last chance to do the right thing!”  If they refuse, he will rear his horse back as though about to charge – but instead wrenches it around and leads his men away.  Kiresu watches them leave with a thin smile of satisfaction on his face.

A Challenge?  Some clever PCs may think of proposing a duel or other challenge to settle the question of who gets the sword.  Moto Tsuto will propose a horse race, while Kiresu will suggest a kenjutsu duel.  Neither of these options will be accepted by the other side, of course, unless a PC offers to champion the side which would otherwise refuse.  Alternatively, two PCs of appropriate loyalty might duel each other, in whatever manner they mutually agree.  If a duel is accepted, both sides will abide by its results – these are honorable men, not villains.  

Sumata’s Opinion: If the PCs healed Kaiu Sumata back to consciousness, they may try to get his input on this matter.  Sumata will be somewhat non-plussed by the whole affair, and confesses a bit shame-facedly that he had not actually given much thought to what should be done with the sword.  He will not strongly object to either the Lion or the Unicorn taking it, so long as they properly credit the efforts of those who recovered it. 

Conclusion

The adventure should generally conclude with the sword going to either the Fangs, the Unicorn, or the Lion.  Anomalous results are also possible (though unlikely), such as the PCs managing to win a fight or filching the sword with stealth or magic.  

If the PCs somehow managed to keep the sword, once Kaiu Sumata recovers he will propose to take the sword to Toshi Ranbo, the Imperial capital, and presents it as a gift to the Imperial Museum of Antiquities.  

If the PCs ended up surrendering the sword to the Lion or the Unicorn, Kaiu Sumata will be disappointed but ultimately, philosophical.  “The blade has been recovered, that’s the important thing.  I’m sure they will revere it with all possible honor.”  

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

The sword is discovered:


+1 XP

The Fangs do not capture the sword:
+1 XP

Total Possible Experience:

4 XP
Other Awards/Penalties

If the PCs successfully recover the sword, word of their accomplishment soon spreads (regardless of whether it went to the Lion or the Unicorn) and they each gain 3 points of Glory.

If a Lion or Unicorn PC failed to support their side in a battle over the fate of the sword, that PC loses 5 points of Honor and gains two Ranks of Infamy.

If the PCs side with the Unicorn, all non-Lions gain “Sworn Enemy: Akodo Gintaku.”

If the PCs side with the Lion, all non-Unicorns gain “Sworn Enemy: Moto Temujin.” 

Appendix: NPCs

Kaiu Sumata, Nerdy Treasure Hunter

	FIRE 3
	  AIR 2

	Intelligence 4


	Reflexes 3

	EARTH 4
	WATER 3 

	
	Strength 4

	VOID 4


TN to be Hit: 15 (25 in heavy armor)


School/Rank: Kaiu Engineer 3 (Path of Stone)


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


Rank Two: Sieges engines gain 25% range.    


Rank Three: Five free Raises on all Engineering rolls.  Siege engines roll two extra dice for damage.

Honor/Status/Glory: 2.5/1.0/3.8

Skills: Athletics 1, Battle (Shadowlands) 2, Calligraphy 4, Craft (Armorsmithing) 1, Craft (Weaponsmithing) 1, Defense 4, Engineering (Siege, Construction) 4, Etiquette 1, Heavy Weapons 2, Hunting (Survival) 2, Investigation 4, Jiujutsu 1, Kenjutsu (Katana) 3, Lore (History) 4, Lore (Relics) 5, Lore (Shadowlands) 4, Lore (Weapons and Armor) 2, Medicine 2, Storytelling 1, Traps 1.

Mastery Abilities: May add Defense skill to TN to be Hit except when immobile or unaware.  

Advantages/Disadvantages: Allies (various), Death Trance, Higher Purpose (recover artifacts and knowledge)/Benten’s Curse, Frail Mind, Meddler
Equipment: Kimono, heavy armor, daisho set, traveling pack, two fingers of jade, pouch of jade powder, writing kit, various scrolls.

Mifune, Bandit Leader

	FIRE 3
	  AIR 4

	Agility 4


	Reflexes 5

	EARTH 4
	WATER 3

	
	Strength 4

	VOID 3


TN to be Hit: 30 (33 with armor)


School/Rank: Ronin Warrior 3


Rank One: When the declared target of an attack, gains one additional rolled and kept die to attack or damage rolls against that opponent each round.  (Must be declared at beginning of round, and may be switched on subsequent rounds.)


Rank Two: If wounded by an opponent, gain an Initiative bonus on the following round equal to the Wounds received.  If attacking that specific opponent on that round, roll two extra dice.


Rank Three: Gains an additional attack per round.

Honor/Status/Glory/Infamy: 2.3/na/3.0/-5

Skills: Athletics 3, Commerce 3, Deceit (Lying) 3, Defense 5, Etiquette 2, Hunting (Survival) 3, Investigation 3, Kenjutsu 5, Knives 2, Navigation 2, Peasant Weapons 2, Spears (Yari) 5, Stealth 2, Storytelling (Oratory) 2, Theology 3, Underworld 1.

Mastery Abilities: Add ranks in Defense to TN to be Hit, and may enter Full Defense when Initiative is rolled.  Free Raise with any Skill at Rank 5.  When using Kenjutsu or Spears, subtracts Skill ranks from any Wound penalties.

Advantages/Disadvantages: Allies (his followers), Leadership, Quick, Strength of the Earth (rank 1)/Social Disadvantage (heimin).
Equipment: Clothing, ashigaru armor, katana, yari, traveling pack (contains various minor personal effects and 2 bu in coins). 

Mifune’s Bandits (Interchangeable)

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 4

	EARTH 3
	WATER 2

	
	Strength 3

	VOID 2


TN to be Hit: 24


School/Rank: None (Insight rank 1)

Honor/Status/Glory/Infamy: 1.0/na/1.0/-3

Skills: Athletics 2, Craft (various) 2-3, Defense 4, Etiquette 1, Games (usually Gambling) 1-2, Investigation 1, Jiujutsu 1, Kenjutsu 2, Kyujutsu 2, Knives 2, Peasant Weapons 2, Spears 2, Staves 2, Stealth 2, Underworld 1.

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

Advantages/Disadvantages: Allies (fellow bandits, Mifune), Strength of the Earth (rank 1)/Bad Reputation (bandits), Social Disadvantage (heimin).  Many also suffer from Sworn Enemy, Driven, and/or various Compulsions (gambling, sake, etc).  
Equipment: Clothing, weapon – might be a bow (yumi) with 15 standard arrows, a peasant weapon, a sword or spear, a bo staff, or even just a knife.  Most also have a few personal belongings and 1-10 zeni.   

Elite Spider’s Fangs

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 30


School/Rank: Shosuro Shinobi 2


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


Rank Two: Raises on Stealth rolls and attacks on unaware opponents are not limited by Void/skill rank.  Gets two Free Raises when using skill with which he has Great Potential.  May add twice his Fire Ring to TN to be Hit when not wearing armor.

Honor/Status/Glory: 1.5/na/1.0

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

Mastery Abilities: Add Defense skill to TN to be Hit.  Free Raise with all skills at Rank 5.  Subtract Knives Skill rank from Wound penalties.  

Advantages/Disadvantages: Strength of the Earth (rank 1)/Dark Secret (real identity)
Equipment: Commoner clothing, sandals, sharp knife (1k1, but may spend Void on damage), 2 bu in coins. 

Moto Tsuto, Boastful Unicorn 

	FIRE 3
	  AIR 3

	Agility 4


	Reflexes 5

	EARTH 4
	WATER 3

	
	Strength 4

	VOID 3


TN to be Hit: 28 (38 in heavy armor)


School/Rank: Moto Bushi 4


Rank One: May wield a non-polearm two-handed weapon in one hand, and rolls an extra die for damage when doing so.  When mounted or making a Full Attack, rolls two additional dice for attack.  Add Earth to total of damage rolled.  


Rank Two: May subtract (Willpower + School Rank) from total of Wounds inflicted by any damage roll against him, to a minimum of 1 Wound.  Adds Water ring to all attack rolls.


Rank Three: Gains an additional attack per round.  Now adds 2 x Earth to damage, replacing bonus from Rank One.


Rank Four: Spend a Void point to roll and keep two additional dice on an attack roll.  May spend a Void points to roll and keep an additional die on any damage roll.  Now adds 2 x Water to attack rolls, replacing bonus from Rank Two.

Honor/Status/Glory/Infamy: 2.4/3.0/4.7/0.5

Skills: Athletics 3, Defense 3, Etiquette 2, Heavy Weapons 5, Horsemanship 6, Hunting 2, Iaijutsu 2, Jiujutsu 2, Kenjutsu (Scimitar) 5, Kyujutsu 2, Lore: Heraldry 2, Lore: Horses 1, Medicine 1, Polearms 3, Spears 2, Storytelling 2. 

Mastery Abilities: May use Full Attack and Full Defense while mounted.  Free Raise with all skills at Rank 5.  Adds Defense Skill ranks to TN to be Hit.  Weapons skills with Rank 5 or higher may subtract Skill Rank from Wound penalties.

Advantages/Disadvantages: Bishamon’s Blessing, Death Trance, Quick Healer/Benten’s Curse, Small.
Equipment: Heavy armor, Unicorn warhorse, daisho set (scimitar in place of katana), ono, traveling pack, purse with 8 koku.

Tsuto’s Unicorn Troops (interchangeable)

	FIRE 2
	  AIR 3

	Agility 3


	Reflexes 4

	EARTH 3
	WATER 3

	Willpower 4
	Strength 4

	VOID 2


TN to be Hit: 20 (30 in heavy armor)


School/Rank: Moto Bushi 2


Rank One: May wield a non-polearm two-handed weapon in one hand, and rolls an extra die for damage when doing so.  When mounted or making a Full Attack, rolls two additional dice for attack.  Add Earth to total of damage rolled.  


Rank Two: May subtract (Willpower + School Rank) from total of Wounds inflicted by any damage roll against him, to a minimum of 1 Wound.  Adds Water ring to all attack rolls.

Honor/Status/Glory: 2.5/1.0/2.4

Skills: Athletics 3, Defense 2, Etiquette 1, Heavy Weapons 3, Horsemanship 5, Hunting 2, Iaijutsu 2, Jiujutsu 1, Kenjutsu (Scimitar) 3, Kyujutsu 2, Lore: Heraldry 1, Medicine 1, Storytelling 1. 

Mastery Abilities: May use Full Attack and Full Defense while mounted.

Equipment: Heavy armor, daisho set (scimitar instead of katana), horsebow with 20 arrows, steed (Unicorn war horse), traveling pack, purse with 9 koku.

Unicorn Scouts (interchangeable)

	FIRE 3
	  AIR 2 

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	

	VOID 2


TN to be Hit: 24 (29 in light armor)


School/Rank: Shinjo Scout 2


Rank One: May use Stealth skill on horseback.  While in Full Defense, may add Stealth Skill ranks to TN to be Hit.


Rank Two: During the round after using the Full Defense posture, may add Stealth Skill ranks to your Initiative for that round (only) and to total of attack rolls.  

Honor/Status/Glory: 2.5/1.0/2.0

Skills: Athletics 3, Defense 4, Etiquette 1, Horsemanship 4, Hunting 4, Iaijutsu 2, Investigation 3, Jiujutsu 1, Kenjutsu (Katana) 3, Kyujutsu 3, Lore: Heraldry 2, Medicine 1, Stealth 4, Storytelling 2. 

Mastery Abilities: May use Full Attack and Full Defense while mounted.  Add Defense skill ranks to TN to be Hit.

Advantages/Disadvantages: Crafty.
Equipment: Light armor, daisho set, bow (yumi) with 20 arrows, steed (Unicorn horse), traveling pack, purse with 6 koku.

Akodo Kiresu, Agent of Akodo Gintaku

	FIRE 4
	  AIR 4

	Agility 5


	Reflexes 5

	EARTH 4
	WATER 3

	
	

	VOID 4


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


School/Rank: Akodo Bushi 3/Anniki Brotherhood 1


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


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


Akodo Rank Three: Two attacks per round, and Water bonus from Rank One technique is now doubled.


Anniki Brotherhood One: When performing an action ordered by his Anniki, he cannot lose Honor, even when using Low skills or violating the tenets of Bushido.  

Honor/Glory/Status: 3.6/3.7/6.0

Skills: Athletics 3, Battle (Mass Combat) 3, Courtier 2, Deceit (Intimidation, Lying) 3, Defense 5, Etiquette 3, Horsemanship 3, Iaijutsu 4, Jiujutsu 2, Kenjutsu (Katana) 5, Knives 3, Kyujutsu 3, Lore: Heraldry 2, Meditation 2, Stealth 2, Spears 3, Storytelling 3, Theology (Ancestor Worship) 2.

Mastery Ability: Add 5 to TN of any Social skill roll made against him.  Adds Defense Rank to TN to be Hit, and may go into Full Defense when Initiative is rolled.  Wound penalties reduced by Skill Rank when using Kenjutsu.  Free Raise with all skills at Rank 5.  May spend an additional Void on damage with swords.  May focus an additional time in an Iaijutsu duel.  

Advantages/Disadvantages: Allies (many), Leadership, Social Position (hatamoto) 
Equipment: Light armor, daisho set, yari, steed (Rokugani pony), traveling pack, 4 koku.

Kiresu’s Lion Troops (interchangeable)

	FIRE 3
	  AIR 2

	
	Reflexes 3

	EARTH 3
	WATER 3 

	
	

	VOID 3


TN to be Hit: 15 (20 in light armor)


School/Rank: Akodo Bushi 2


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


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

Honor/Glory/Status: 3.6/2.7/4.5

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

Equipment: Light armor, daisho set, bow and 20 arrows, traveling pack.

Lion Scouts (interchangeable)

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 2
	WATER 3 

	Willpower 3
	

	VOID 3


TN to be Hit: 24 (29 in light armor)


School/Rank: Lion Wardens/Akodo Bushi 1


Lion Warden: Free Raise against opponents on foot while you are mounted, or opponents who are mounted while you are on foot.  Free Raise on all attacks rolls with yari.  When mounted, gain one unkept die on Initiative rolls. 


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

Honor/Glory/Status: 3.6/2.7/4.5

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

Mastery Abilities: Adds Defense Skill ranks to TN be Hit.

Equipment: Light armor, daisho set, yari, bow and 20 arrows, steed (Rokugani pony), traveling pack.

GM’s Map: Nanashi Mura
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