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Four years ago a ship went missing near the Mantis Isles, but now the husband of one of its passengers has found evidence the ship might not have been scuttled by pirates. 
Adventure Summary and Background

Four years ago a Crane ship, the Lotus Blossom, disappeared on its way to the Mantis Isles.  Among the passengers was a diplomat named Daidoji Yamiko, and her husband Daidoji Tokiru has spent the years since obsessing over the perfidy of the Mantis, a Clan of “filthy pirates” in his words, who he blames for the ship’s disappearance.  Recently, however, Tokiru received a letter from his cousin Hiruma Eniko.  The letter contained a crystal chop that had belonged to his late wife.  Eniko got the chop from a ratling ally, nick-named Ghostpaw, who said he found it in “the place where the bones are made of wood.” 

In reality, the Lotus Blossom was hijacked by agents of someone known only as “the Master,” a mysterious Shadowlands figure whose mon is a snake with two tails.  Dozens of such ships have been brought to the Shadowlands, run aground, and stripped of the supplies and crew they carried. 

Daidoji Tokiru is the nephew of the Daidoji family daimyo, and his duties make it impossible for him to look into this matter himself, despite his intense desire to do so.  Accordingly, he will call upon the PCs, asking them to investigate on his behalf.  If the PCs undertake this mission, they will be facing a hazardous journey into the Shadowlands, where they can learn the truth about Yamiko’s fate and, perhaps, gain some hints of the existence and plots of “the Master.” 

Introduction

The scenario begins in early autumn, a couple of weeks after the Setsuban Festival.  The PCs have come to Kyuden Doji as escorts for Clan diplomats traveling to important negotiations.  The Crane have recently broken their non-aggression pact with the Crab by siding with the Hare in the Battle of Shiro Usagi, and are working hard to assemble political, economic, and military leverage to prevent the Crab from retaliating.  Senior diplomats from every Clan, even the Crab themselves, have been summoned to Kyuden Doji, and the PCs were among those assigned to escort these dignitaries.  Having successfully delivered their charges to the Crane capital city, the PCs are at loose ends for the next month while they wait for the Crane negotiations to conclude.  

As the adventure begins, the PCs have been in Kyuden Doji for a week, availing themselves of the hospitality of the Crane and the famous Fantastic Gardens that surround the Doji palace.  Each of the PCs has been assigned a room inside the Doji Palace guest quarters, and all of these lower-ranking guests are fed meals in a small dining room adjacent to the gardens.  Consequently, the PCs will have met each other during this week, and the GM should encourage them to describe and introduce themselves, and perhaps engage in a bit of introductory role-play, before proceeding with the adventure. 

Once the PCs are ready to proceed, a servant will visit their table at dinner.  He prostrates himself and then tells the PCs that “the honorable Daidoji Tokiru-sama” has invited them to share the late evening with him at the Red Plum Tea House in the Fantastic Gardens. 

· Any Crane PC will know that the Red Plum is one of many tea-houses and other amenities scattered through the Gardens.  It is about a fifteen minute walk away.  Other PCs can learn this by asking the servant or by rolling Intelligence/Lore: Crane at TN 15.

· Some PCs may have encountered Daidoji Tokiru before (he is an active player character), but most will not have done so.  If the PCs want to know something about Daidoji Tokiru, they can roll Raw Awareness at TN 15, or Intelligence/Lore: Heraldry at TN 20, to see if they have heard of him.  Daidoji Tokiru is a nephew of the current Daidoji family daimyo, Daidoji Kowaru.  He is known to be an outspoken advocate of the peace Miya Shikan has fostered in the Empire, and an equally outspoken enemy of the Mantis Clan.  He is a widower, his wife having died at sea five years ago.  If the PCs beat the TN by at least 5, they also know he spent last year on Musha Shugyo, traveling the Empire as a ronin.  

· PCs who seek more information on the Fantastic Gardens can roll Intelligence/Lore: Crane or Artisan: Gardening at TN 15, or Intelligence/Lore: History at TN 20, to know the history and nature of the place.  The Fantastic Gardens started as Lady Doji’s flower garden but have expanded over the centuries to the size of a large village or even a city.  They contain many different types of gardens, including sand gardens, story gardens, and rock gardens, as well as streams and ponds.  The Gardens also are home to tea-houses, sake houses, theatres, shrines, merchant shops, and even a geisha house.  All of the businesses in the gardens are artfully designed, merging perfectly with the beauty of the place.  

Scene One: Meeting with Daidoji Tokiru

Assuming the PCs answer the request of Daidoji Tokiru (they have no reason not to do so), they come to a small grove of plum trees with a mauve paper lantern hanging from a bamboo pole.  The light of the lantern and the full moon makes it easy for the PCs to follow a path that winds through the grove to a single ancient ginko tree, rising above the plum trees that surround it.  There is a clearing beneath the branches of the ginko, paved in flat stone tiles, with several wooden benches and tables.  On one side of the clearing is a small wooden shack where quiet servants boil pots of tea over charcoal fires.  On the other side is a low wooden fence marking the edge of a cliff, looking out on the vast bay of Kyuden Doji.  The moonlight glows on the peaceful waters, and the PCs can see the yellow lights of the port city below.  

Seated on the bench closest to the ancient ginko is a large samurai with white hair. He wears a simple blue kimono and is playing a quiet song on an intricately carved wooden flute. He looks up as you approach, slips the flute into his obi, and stands to bow.  He offers a forma greeting.  “I am Daidoji Tokiru, yojimbo of the Iron Crane.  Thank you for coming.”  If he knows any of the PCs he will greet them politely and formally by name.  He will ask any other PCs for their names and stations.  (He asked his servants to invite samurai who were not busy, and was not sure who would respond to his call.)

Tokiru is tall for a Crane samurai, standing just over six feet in height.  His hair is dyed white and he wears it in a simple ponytail rather than the more elaborate samurai topknot.  He looks to be about twenty years old, though his eyes mark him as veteran of numerous conflicts.  PCs who roll Perception/Lore: Heraldry at TN 15 notice that he wears three mons on his kimono rather than the usual two – two of them are Daidoji (family and school) while the third is a personal mon depicting a bear’s head.  If asked, he will explain this is the mon he used while on Musha Shugyo.

Once the PCs have introduced themselves, Tokiru will invite them to be seated and enjoy the fine tea available here.  He may know some of the PCs personally (he is a player character), but due to the seriousness of this matter he will behave formally, avoiding familiarity.  While they sip at the flavorful brew, he tells them his story.

“I have asked you to come here because I need something done.  Due to my duties as yojimbo for my uncle I cannot do it myself.  My uncle has, however, authorized me to ask others to help me.”  He nods at the PCs and then closes his eyes for a moment before continuing.  “Almost five years ago, just after my gempukku, I was married to a woman from the Miya family. It was a good marriage politically, and in the short time we were together I grew to respect my wife greatly.  She was everything an honorable man could hope for in a spouse.” 

Tokiru breaks off for a moment, quietly steeling himself before continuing his story so that he does not show shameful emotion.  “About three months after our marriage, I was in the Mantis Isles as part of a Crane diplomatic mission.  I had no position of importance, merely served as yojimbo to one of our courtiers.  While I was there I received a letter from my wife.  She had finished her business in Toshi Ranbo and was coming to Kyuden Gotei to join us.  Weeks passed, but she did not arrive, and I received no further word from her.  Finally I was told by the Mantis that her ship had been lost at sea.” Tokiru visibly struggles with anger for a brief moment, although he does not actually lose his face.  “Lost at sea.  The weather had been beautiful throughout those weeks, no storms at all, barely even clouds in the sky. And I soon discovered that she had been traveling aboard a Daidoji trading vessel, the Lotus Blossom, loaded with fine silks and other trade goods. It seemed obvious to me the Mantis had pirated the vessel she was on and then killed her to avoid witnesses. So obvious did it seem that I came very close to saying that very thing to the Mantis Clan Champion. Our delegation hurried me away from the islands before I had done more than duel a minor functionary or two. But I swore that I would make the Mantis Clan pay for what they did to my wife.” 

Tokiru pauses and removes a small wooden box from his sleeve, along with a scroll.  “Now, however, it seems… it is possible, perhaps, that I was mistaken in blaming the Mantis for the death of my wife.  I may have been insulting an entire Clan which is actually innocent of the crime I have accused them of.  A few days ago I received this letter and box from a cousin of mine who is a scout for the Crab Clan.  The contents of the letter and the box… suggest that my wife may not have been killed at sea, but rather washed into the Shadowlands.  She may even still be alive!  Take a look at these and tell me what you think.”

Tokiru hands the box and scroll over to the PCs.  The letter is Player Handout #1.  Inside the box is a small cylinder of cut crystal inscribed with a stylized kanji, apparently a personal chop. 

“My wife’s parents gave that to her on the day of her gempukku, and she used it as her personal chop. I have no idea how it could have gotten into the hands of a nezumi in the Shadowlands.  That is what I want you to find out for me.  Please, go to Fundai Mura and meet with my Hiruma cousin.  She should be able to get permission to travel into the Shadowlands and meet with the nezumi.  Find out whatever you can.  I need to know if my wife is alive or dead.  And more importantly, I need to know if I’ve been holding a dishonorable grudge against a clan that does not deserve it.  Will you help me?”

If all the PCs agree to help, Tokiru will heave a sigh and bow his head in gratitude.  However, if less than four PCs agree to help, he will call the whole thing off – having visited the Shadowlands when he was a ronin, he knows the mission is too dangerous for less than four samurai.  If this happens, or if none of the PCs agree to help, he will nod in understanding and thanks them for their time.  (PCs who refuse to help are out of the adventure.  They earn 1 XP for playing and, if the GM judges their reasons for refusal were legitimate for their personalities, 1 XP for role-playing.)

Assuming a majority of the PCs do agree to carry out the mission, Tokiru will offer to answer any questions they might have.

What is your wife’s name, how will we recognize her if we see her? “Her name was Miya Yamiko, though after our marriage she took the Daidoji family name. She was a petite woman with long black hair. On our wedding day I gave her a crystal pendant that has been in my family for generations, so she may be wearing that. If not…” Tokiru hesitates, then reaches into his sleeve and pulls out a small wooden plaque with a delicate painted image on one side.  “This is a portrait that I had done of my wife a week after our wedding. It is precious to me and I would like it returned unharmed when you come back. Yamiko had one with my portrait on it with her when she was lost.”
What should we do if we find her?   “If she is dead, please try to give her proper funerary rights.  If she’s alive, please rescue her…”  He visibly steels himself again.  “If she lives, but has fallen to the darkness of Jigoku, I ask you to make certain she cannot harm the Empire.  Regardless, please try to bring back proof if you can, it will help ease my mind.”

What is in Fundai Mura?  Tokiru only knows that Fundai Mura is a port town where the Crab maintain their shipyards.  PCs can roll Intelligence/Lore: Crab or Craft: Sailing at TN 20, or Lore: History at TN 25, to know the town is named for the Fundai family, a vassal family of the Kaiu whose duty to the Crab clan is designing and building ships.  Fundai Mura is often called the second best shipyard in the Empire, though the Fundai family would dispute “second best.”  

Where/how will we find Hiruma Eniko in Fundai Mura? “Hmmm.  Well, since my cousin sent her letter from there, she is most probably on leave.  She is most likely relaxing… I should say drinking, actually, in the inns and sake houses. Eniko-san is easy to recognize. She’s very short for a Crab; I’ve been taller than she is since I was ten. She wears her hair short as well, it stops just below her chin. Her hair is more of a dark brown than a black; we think there was a lion in her bloodline somewhere. I haven’t seen her in a couple years but when I last did she had a few streaks of grey coming out. Ah, yes, and her eyes are also somewhat unusual – one is brown and the other is, well the closest color I can describe it as is gold. She’s my father’s brother’s daughter, which makes her a Crab through and through.  Ah, I should warn you, don’t be fooled by her size if she tries to goad you into a drinking contest.  She never loses.”  
Once he has answered their questions, Tokiru hands the PCs several folded papers and a small box.  “I have arranged with my uncle for these travel papers, signed by him personally.  With them is a letter authorizing each of you to travel where required to accomplish this mission.  The papers should enable you to go wherever you need, so long as the people you are dealing with acknowledge the authority and position of the Daidoji family daimyo.  If they do not, I trust you will be able to figure out a way to convince them your mission is honorable.”

“Also, here is a letter of introduction you should give to my cousin Eniko so she will know you are helping me.  And in this box is a gift for her, thanking her for her help in this matter.”

Tokiru will give the box and letter for Eniko to the PC who seems most honorable, choosing Cranes first, then Imperials, Unicorns, Lion, everyone else and last of all, Mantis.  Once that is done, he rises and bows to them.  “I thank you for being willing to do what Clan duty prevents me from doing.  May the Fortunes watch over you, samurai-sans.”

Ronin

If any of the PCs are ronin and mention payment, Tokiru nods briskly. “Of course I would not ask you to do this for free, ronin-san.  Please wait here after the others have left and I will see to it you are properly compensated.” After the other PCs have gone, Tokiru will offer the ronin four koku – two now and two when the mission is complete.  

Jade?

Daidoji Tokiru has been to the Shadowlands before, and knows about the threat of the Taint.  He will ask if any of the PCs lack a finger of jade to protect them from the touch of Jigoku.  If any of the PCs do not have jade fingers in their traveling packs, he will make arrangements for jade fingers to be delivered to their rooms in the morning.  

Scene Two: The Journey Begins

Once the PCs leave Tokiru, they will have travel papers for their journey.  Furthermore, in the morning Crane servants will deliver each of the PCs a traveling pack containing fine quality rations (rice balls, dried fish, etc) and a single jade finger for each one. A note in each pack will ask that what is not used be returned to the Crane Clan.

Tokiru has arranged passage for the PCs on a Crane trading vessel sailing from Kyuden Doji south to Yasuki Yashiki.  From there it is a day’s travel overland to Fundai Mura. The trip will take approximately five days total.  

Fundai Mura

Fundai Mura is medium-sized town, located on the shore of Earthquake Fish Bay, and home to just under a thousand residents.  The village docks are crowded with ships, mainly Crab vessels but also including one or two ships from the Mantis and Crane Clans.   Next to the docks are the far more extensive shipyards, which have the capacity to build two dozen kobune at the same time – though they are currently only building about half that many.  There are also three of the fabled Crab iron-armored “Turtle Ships” under construction as well.  

Fundai Mura is a somewhat peculiar town in that it has a very large samurai population for its size.  There are over two hundred Kaiu engineers assigned to the shipyards, and they live here with their families.  Consequently, there are samurai residences scattered throughout the town, and despite its modest size there is a small entertainment district with four sake houses, two inns, and a geisha house. 

Fundai Mura is a walled town, like most Crab settlements, but unlike most Crab fortifications its walls are also works of art.  The artisans who built them mixed oyster shells into the mortar, so the walls shimmer slightly in the sunlight, like the waters of a calm sea.  Scenes of ships and the sea have been carved into the outer sides of the walls.  

Arriving in the Town 

The Crab guards at the town gate will check the PCs’ travel papers and then direct them to the town’s entertainment district.  “Our inns are excellent, samurai-sans.  Enjoy your stay in Fundai Mura.”  

There are two inns the PCs can choose from: the Sea Dragon’s Rest and the Coral Reef.  Both are conventional two-story inns, nearly identical in construction, well-built but obviously weathered by centuries of use. 

The Sea Dragon’s Rest is run by an old ronin named Seki, a man who was once a sailor before he lost his left eye and left leg.  He is a stout man in his fifties with short grey hair, wears a simple green eye-patch over his missing eye, and has a peg leg made from the handle-end of a tetsubo.  He has a knack for storytelling and likes to tell sea-stories to his guests, often holding forth in the Inn’s common room late into the night.   

The Coral Reef is run by a friendly commoner woman in her fifties named Yamomi. She has seen thousands of sailors pass through her Inn and treats every one of them like a son.  She wears a necklace and pair of bracelets made out of polished pink coral, and will tell anyone who asks about the ship captain who gave her the jewelry thirty years ago as a promise to marry her and then never returned from his next voyage.  “I will see him again someday, in this life or the next.  And then the old sea dog will have to marry me.  I don’t give up easily,” she cackles.

Both of the inns are busy and prosperous, as is the town as a whole.  During the day the customers are mainly day-laborers, merchants, and the occasional off-duty samurai, stopping in for meals or drinks.  After dark the Inns both fill up with workers from the shipyards, Kaiu engineers, and garrison samurai come to relax and blow off steam. 

Both Inns have enough rooms for the PCs to each get one of their own, and both have bath-houses and other normal amenities.  The food is good if not spectacular, being mostly fresh seafood.  Each of the inns serves a different brand of sake – the Sea Dragon’s Rest serves Taka Label Sake, while the Coral Reef serves White Lotus Sake.  The innkeepers each make it a point of pride to never serve the other brand of sake. 

Finding Hiruma Eniko

If the PCs ask about Hiruma Eniko, or give a description of her, some of the engineers can point them to one of the local sake houses, the Jade Abacus. “The little drinking machine spends most of her time there,” they chuckle.  
The Jade Abacus is a single-story building which echoes with raucous laughter during the evenings.  Samurai crowd around the tables, talking loudly, exchanging jokes, and tossing dice.  Four young serving-women circulate through the room, dressed in green kimonos with embroidered patterns that resemble the beads of an abacus, delivering sake and shochu to the tables.  

If the PCs arrive while the Jade Abacus is busy, there will be a very loud commotion coming from the table farthest from the door.  There are a dozen samurai gathered around the table shouting encouragement.  If the PCs approach they witness the following scene:  

You can see two samurai seated at a table covered with sake bottles, full and empty.  One of them is a large man, dressed in a dark gray kimono.   The other is a woman, barely over half the size of the man across from her. Her hair is a deep brown with streaks of grey, and you can see that one of her eyes is lighter than the other. She is wearing a simple dark blue kimono with the mon of a tower on the right breast.  The woman lifts her cup, swallows the contents in a single gulp, and bangs it on the table. “Your turn, Fundai-san,” she says with a smile. The other samurai nods, swaying in his seat, then sets his palms on the table and regains his balance.  “You will never beat me, Hiruma-shan, I am the drinking champion of Fundai Mura!”  He lifts his own glass, swallows the contents in one gulp, and then rolls out of his seat with a crash.  He lies on the floor with a broad smile pasted on his unshaven face.   

The surrounding samurai break out in cheers and laughter, and you notice a large number of coins hurriedly passing between them.  The woman picks up the remaining full bottles and stands up, seemingly none the worse for wear,  “Remind him when he wakes up he owes me a favor,” she says, and saunters to a nearby empty table.  

This woman is, of course, Hiruma Eniko.  She is very friendly when she is not on duty, and if the PCs approach her she will immediately invite them to sit with her.  “Oi, you,” she snaps her fingers at one of the serving-women, “more sake here, for me and my friends!”

Speaking with Eniko

Hiruma Eniko is one of the rare samurai-ko of the Hiruma family, and behaves in a very forceful and masculine manner in order to hold her own with the men of her family.  She is friendly with anyone who does not insult her, and when the PCs introduce themselves she will be genuinely happy to meet them. Despite her recent drinking contest she does not appear to be more than mildly tipsy.  

If the PCs explain why they are here, she will say, “So little Toki-chan sent you, eh?  So how is my cousin doing anyway, still as broody and boring as he always was?”   If the PCs give her the letter, she will read it quickly and then open the gift box, removing a silk wrapped pillow-book and a small silk pouch.  Inside the pouch are ten polished stones carved into the shape of horses. The book is entitled “Ponies and You: A Non-Unicorn’s Guide to Horsemanship, by Utaku Tamaro.”  When she sees the title of the book, Eniko will burst into laughter.  If the PCs ask why, she will explain that she had a bad incident with a pony when she was younger and has disliked them ever since.  She will slip the bag of stone horses into her sleeve.

If the PCs ask where or how she got the crystal chop she sent to Daidoji Tokiru, she will explain: “I was on a routine scouting expedition in the Shadowlands.  Met up with one of my nezumi contacts, Ghostpaw of the Blind Eye Tribe.  He traded me the chop for some rice balls – he loves rice balls.”  She laughs.  “He told me he got it at a place where the bones were made of wood.  I’m not sure what that means.”  

Eniko believes she can get Ghostpaw to lead her to this place, if she can visit his village again.  However, she warns the PCs that getting the rest of them into the Shadowlands will be difficult.  “Now that Gojiro’s in charge, the Clan isn’t too happy about letting people into the Shadowlands for little missions like this.  Especially on the say-so of a Crane dignitary.”  
If the PCs show her their letter from the Daidoji daimyo, she sighs and shakes her head.  “Hida Gojiro has named Daidoji Kowaru a,” she pauses and looks apologetic if there are any Crane PCs here, “a sniveling harmless paper folder.  So I doubt his commanders will listen to anything from a Daidoji, especially from Toki-chan – he’s a nephew of Kowaru, after all.  There’s no specific order, you understand, but they’ll find excuses not to cooperate.” 

· In the unlikely event that all of the PCs are Crab, Eniko will speak more bluntly.  “No-one who is associated with the Crane is going to get the slightest help from our Clan authorities right now.”

Eniko personally is willing to help, however – she is Tokiru’s cousin, after all.  She will propose a possible solution.  Some of the ship captains in port currently owe her favors, so she will ask around tomorrow and see if any of them would be willing to carry a group of “ponies” into the Shadowlands.  She will suggest that they meet back here at the Jade Abacus for lunch and she’ll tell them what she’s discovered.

The PCs will be free to do what they want with their evening.  There isn’t a large amount to do in Fundai Mura.  Most of the samurai and other workers spend their time when they are off duty in the sake houses or the inns.  There are two shrines in the village – one is on the landward side of the village, devoted to Ebisu, the Fortune of honest work; the other is on the shore, and dedicated jointly to Suitengu, Fortune of the Sea and Ryujin, King of the Sea, the great Sea Dragon said to lair in Earthquake Fish Bay.  There is a single geisha house in the village called the Floating Lilly; it is fairly easy to get an invitation if the PCs ask any of the samurai in the sake houses or inns.

Scene Three: A Rokugani Scavenger Hunt

The next day at noon Eniko will meet the PCs at the Jade Abacus for a bowl of noodles and (for her at least) a bottle of sake. She will gesture for them to have a seat at her table and continue eating, holding up her hand as if to stop the PCs from speaking while she finishes her meal.  (If the PCs order food she will likewise wait for them to finish before speaking to them.)  

· If any PCs inquire or take offense at this, she will be surprised, and explains that as a scout she has been trained to eat swiftly and discuss business after meals. The times when scouts are safe enough to eat are few and short, so meals must be consumed swiftly.

Eniko spent the morning talking to the ship captains who owe her favors and are currently in port.  Almost all of them are leaving port within the next few days on missions for one daimyo or another, making them unable to help her or the PCs.  However, she did discover one of the captains, Hida Jinketsu, who is free for the next couple of weeks.  Eniko is concerned that the favor the captain owes her will not be enough to convince him to carry a group of samurai into the Shadowlands, especially without the permission of a Crab daimyo.  

Eniko thinks there is a chance of persuading him, however.  She has compiled a list of things she thinks may be able to persuade him to assist them:  

1. At least ten bottles of Tears of the Isle Sake:  Captain Jinketsu developed a taste years ago for the only brand of sake produced in the Mantis Isles.  “He was part of a joint Crab-Mantis mission to clean out a nest of pirates,” Eniko explains.  “After he tried Tears of the Isles he swore off all other brands, but it’s hard to find here in Crab lands.  If we can find some, it’ll make him far more likely to help us.”  

2. Twenty or more sweet bean buns:  Some of Captain Jinketsu’s crew are nezumi, and there are few foods that a ratling likes more than a delicious red bean bun. Such a contribution will go a long way toward keeping Jinketsu’s crew happy.

3. The newest pillowbook detailing the adventures of Miya Shyatoshi, the Bane of Pirates: Eniko grins as she explains, “Captain Jinketsu has two vices.  One of them is Tears of the Isle Sake.  The other is pillowbooks with silly adventure stories.  His favorite hero is Miya Shyatoshi, the Bane of Pirates. Those sorts of books aren’t very popular here in Crab lands, so I doubt he’s managed to track down the latest book yet.”  

If the PCs ask for help on their quest, Eniko will offer them a few suggestions as to where they might get the things on the list.  She knows there is a Yasuki merchant, Yasuki Kapa, who maintains a large warehouse at the docks and is known for procuring exotic items, things that can’t usually be found in Crab lands.  She has also heard rumors that the local daimyo, Kaiu (Fundai) Gishi, is something of a scholar as well as being an amazing shipwright – he might know where a copy of the pillowbook could be found. As for the bean buns, she knows there are two or three bakers in town who make them – it is just a matter of finding one who will sell them the quantity they need. 

Eniko is not willing to directly assist in this matter.  “I’m willing to guide you, for the sake of my cousin.  But I’m not going to stick my neck out more than I am now.”  PCs who roll Awareness/Perception (Interrogation) at TN 20 will sense that Eniko has some kind of personal connection to Hida Jinketsu, although she will not admit its nature at this time.

Yasuki Kapa: Purveyor of Fine Goods

Finding Yasuki Kapa is actually fairly easy – if the PCs ask around the docks they will be directed to the warehouse where he does business.  When the PCs arrive, a group of workers will be hauling large crates into the warehouse from the docks.  They can direct the PCs through the warehouse to an internal sliding shoji that looks more like a household interior door than something that belongs in a warehouse.  

Once the PCs knock or otherwise draw attention to themselves, a deep voice from the other side of the door invites them to enter.  Yasuki Kapa’s office is a study in tasteful luxury. The floor is covered with clean tatami mats, woven with simple but elegant designs in dark blue and gray.  Silk banners hang from two of the walls, one displaying the kanji for Duty and the other with the kanji for Persistence.  

Yasuki Kapa himself is seated behind a writing table, pouring fresh tea into a cup.  (He drinks tea obsessively throughout the day.)  Kapa is in his mid-thirties, dressed in a fine grey kimono embroidered with patterns of dark blue that resemble carps and flowers.  He wears a closely-cropped full beard and a short traditional samurai topknot, and both hair and beard are sprinkled with grey.  He has a deep commanding voice and wears a ready smile.

Kapa will offer his tea to his guests.  It is good, though darker than normal tea and strangely spiced.  If the PCs ask about it, he will say it is a blend he buys from the Tortoise.  “I believe it combines our traditional tea with other tea-leaves from foreign lands.  An intriguing flavor, is it not?”   

Once the PCs begin explaining why they are here, Yasuki Kapa will listen attentively.  He does indeed have a supply of Tears of the Isles sake, but regretfully explains he does not have the most recent pillowbook about Miya Shyatoshi.  “There is little demand for such an item in Crab lands.  Perhaps you might speak with the local daimyo, Kaiu Gishi, however – he is known to be a man who enjoys reading.”  If they ask about red bean buns he can direct them to the local bakers.

If the PCs want to buy the Tears of the Isles sake, Kapa will smile and lean back, sipping his tea.  “You understand I must ensure that my duties to the Clan are properly fulfilled by making a suitable profit from this transaction.   Of course you will find such matters distasteful, and I offer my apologies.  We shall try to make this as brief as possible to spare your honor and dignity.  Shall we say two koku per bottle?”  

PCs who belong to groups who employ commerce (such as Yasuki family, Daidoji Trading Council, or similar) can attempt to bargain him down to one koku per bottle by rolling Awareness/Commerce (Merchant) at TN 25.  PCs who have Favors with the Crab Clan may expend those Favors to reduce the total price, at the rate of three koku per Favor.   

These prices may be beyond the means of some groups of PCs, and some may not be willing to pay such a price, especially since they also need to buy red bean buns.  If the PCs express an inability or unwillingness to pay that much, Yasuki Kapa will offer them another option: he is willing to gift them the sake for half the price if they will help him with what he describes as “a modest problem.”  

Kapa has a friendly rivalry with a Crane merchant, Daidoji Yakiro, who works out of a warehouse on the other side of the docks.  This merchant owes Yasuki Kapa a significant debt, and has yet to make good on it.  Yasuki Kapa would like someone to speak to Yakiro and persuade him to pay his debt.  He will specifically suggest anything on how the PCs should go about this, and will insist he is not asking them to do anything violent.  

“Persuading” Daidoji Yakiro

Daidoji Yakiro has a warehouse that is very similar to Yasuki Kapa’s, including a tastefully furnished office in the back.  Yakiro is also in his early thirties, has white-dyed hair, and wears a fine blue kimono with white trim.  He is greasily friendly and seems to have a perpetual smile on his clean-shaven face. 

If the PCs explain why they are here, Yakiro will look them up and down, grinning broadly.  “Indeed, it is true that I owe a certain debt to Yasuki Kapa-san.”  He opens a cabinet and pulls out a small, intricately carved wooden box.  He hands it to the PCs and says the contents should settle the debt.

When the PCs return to Yasuki Kapa and present the box to him, he will smile, thank them for their service, then opens the box and removes a small silk pouch from inside.  He upends the pouch, dropping a single zeni into his palm, and tucks the coin under his belt.   

If the PCs inquire about this strange affair, he smiles. “This was… a competition between us, samurai-sans, shall we say.  Much in the way that two swordsmen might test their skills against each other.  Each of us indebted ourselves by one zeni to the other.  The first of us to persuade a group of samurai not in our service to collect the debt would be declared the winner of the contest. This you have now accomplished for me.  You have my thanks.”  He will keep his word and sell them the Tears of the Isles sake for half price.  

Kaiu (Fundai) Gishi

If the PCs go to visit the daimyo’s residence, it is a large samurai’s residence set on a slight rise overlooking Earthquake Fish Bay.  There is a small private pier below the house, with a single intricately designed kobune docked there.   

A single Crab guard in heavy armor stands at the gate, and asks the PCs what their business is at the daimyo’s residence.  Once the PCs explain their purpose, he will invite them (in a gruff but polite manner) to leave their weapons with him, then summons a servant.  The servant will take their chops, then escorts them to an interior waiting room decorated with paintings of buildings and ships.  The PCs will be kept waiting for half a Rokugani hour (one gaijin hour) before they are called in to meet the daimyo. 

Kaiu (Fundai) Gishi will meet the PCs in a light, airy room which looks out on the blue waters of Earthquake Fish Bay.  He is a man in his early forties, his hair already completely gray.  He wears a simple gray kimono with ink stains on the sleeves.  Instead of a normal obi belt, he wears a strange heavy belt with brushes, scrolls, and strange tools sticking up out of various pouches and pockets.  Gishi is normally a serious and businesslike man, but is fascinated by stories of the world outside of his shipyards.

Gishi does indeed have a copy of the most recent pillowbook on the adventures of the legendary Miya Shyatoshi.  Having already read it himself, he is willing to part with it if the PCs can offer him another story of comparable entertainment value.  The PCs can accomplish this by rolling Awareness/Storytelling at TN 25.  A player who chooses an interesting story topic, or who role-plays telling a story, gains Free Raises on this roll – one to four such rolls, at the GM’s discretion, based on the quality of the role-play.

Each PC may try this roll once, but each one who tries must tell or describe a story they are telling.  

Once one of the PCs tells a story that satisfies the daimyo, he will pull out a dog-eared pillowbook from one of the pouches in his belt and hands it to the successful PC.  If none of the PCs succeed, they can still persuade him to give them the pillowbook if they “cash in” (erase) at least one Favor or Ally with the Crab Clan.  

The Bakers

There are three bakers in Fundai Mura, supplying buns and dumplings to the inhabitants.  None of the bakers has the entire twenty red bean buns that the PCs need, so they will need to either go to multiple bakers to get enough, or make arrangements for more buns to be delivered in the morning.  The red bean buns are two zeni apiece, so the total cost for twenty buns is four bu (4/5 of a koku).

Going to the Seablade 
Once the PCs have gathered whatever they can of the items suggested by Eniko, they should meet her again at the Jade Abacus.  She will suggest that they meet with Captain Jinketsu that evening so they can sail with the morning tide. 

Captain Jinketsu’s ship, Seablade, is moored at one of the town’s crowded commercial docks.  It is an average sized kobune, flying a banner with the crab mon.  The ship looks like its seen better days, with sections of the hull that look like they have been replaced multiple times, with many warped and bowed sections.  The rigging and sail look threadbare and worn.  

When the PCs arrive there are two sailors on deck.  Hiruma Eniko will stride casually up the gangplank as if she owns the ship.  The two sailors will start to intercept her, then stop and grin when they see her face.  One of them says, “Captain’s in his cabin, Eniko-sama.”   

Eniko will wave the PCs aboard (if they haven’t already come onto the ship) and will head to the back of the kobune, knocking on the door to the cabin there.  A few moments later the door slides open and a tall, thin man steps out.  He is dressed like a sailor and wears a straw jingasa painted jet black.  He wears a daisho set on his left hip and an ornate masakari (hand-axe) on the right.  “Ah, Eniko-chan, good to see you again.  Couldn’t stay away, I see.”  Jinketsu runs his hand over his bare chin and winks. 

The two samurai will exchange some additional jokes and double-entendres before Jinketsu asks, “So, who are your friends?  I get the feeling this isn’t a purely social call, hmmm?”  Eniko will suggest they adjourn to Jinketu’s cabin before discussing the matter. 

Hida Jinketsu

Hida Jinketsu stands just over six feet tall and is in his mid-thirties.  He always wears his black-painted jingasa and ornate masakari (hand-axe) as a tribute to his favorite hero, Miya Shyatoshi, the Bane of Pirates. He is normally a friendly man, laughing easily, but a PCs who makes a Raw Awareness roll at TN 20 will notice that he gets a brief look of sadness on his face when he looks at Hiruma Eniko.  He will not explain this.

· If a PC asks Eniko about this in private, she will say only that Jinketsu is not allowed to marry.  A PC who rolls Intelligence/Lore: Crab or Lore: Shadowlands at TN 20 will realize that this means Jinketsu has the Taint.  

· A Moto Death Priest or a Kuni Witch-Hunter can detect that Jinketsu is mildly Tainted, and if the PCs watch him on the voyage, they will notice him drinking jade petal tea every morning.   

If the PCs ask Jinketsu about his Taint, he will admit he suffers from it, but will not discuss how it happened.  Eniko will normally not talk about it either, but if a PC spends time later drinking with her, and mentions that Jinketsu has the Taint, she will eventually tell the tale.  

“Jinketsu-kun began his career as a junior officer on a Yasuki trading ship, the Scarlet Carp, that ran cargo between Yasuki Yashiki and ports in the Crane lands. His ship was attacked by pirates, and driven south into the Sea of Shadows.  The captain and half the crew were killed, and then their ship was invaded by undead, zombies that came out of the water.  Jinketsu-kun rallied his remaining crew, including the ratling Ki’rr’itch, and led them to board the pirate ship.  They killed all the pirates and sailed out of the Sea of Shadows, leaving the Scarlet Carp behind for the walking corpses.  The daimyo gave Jinketsu-kun captaincy of the ship he captured – that’s the Seablade.  And Ki’rr’itch brought all his ratling kin to serve with the captain who saved him from the undead.  But… afterward, the Kuni found that he had gained the Taint.  He was allowed to keep his ship as long as he drank his tea, but he’ll never marry now.”     

Negotiating for Passage

The captain’s cabin of the Seablade has enough room for everyone to fit inside, although it will be somewhat crowded.  The cabin is sparsely furnished, with a hammock hanging in one corner, a desk built into the wall, and a stool and large chest fastened to the floor.  When they enter, Captain Jinketsu will seat himself on the stool, asking the PCs their names and business.   

Once the PCs explain what they need (transport to the Shadowlands), Jinketsu will ask them a few questions: 

1. Is this trip sanctioned by a Crab Daimyo?  Once he learns this is not the case, he will clearly become somewhat less receptive to what the PCs have to say, though he does not reject them outright.

2. Where exactly do you want me to take you?  Eniko will be able to say roughly where she wants to go to meet with her nezumi contacts.

After he hears what the PCs want, Jinketsu will give Eniko a long searching look, then asks the PCs why he should put his ship and crew in danger to help them.  This will be the PCs’ cue to mention the gifts they have brought (if any).  After the PCs present the gifts, they will need to convince him he should place his ship and life in danger by helping them. Captain Jinketsu is fully aware of the danger they will face sailing to the Shadowlands, and is hesitant to risk Crab Clan resources without a good reason, but because Eniko is with the PCs he is willing to hear them out.

Persuading Jinketsu will require a roll of Awareness/Etiquette (Sincerity) roll with a base TN of 35.  Each of the three gifts on the list will give the PC who is making the plea a Free Raise on the roll.  The GM can also award a Free Raise for a well role-played appeal. 

There are some things the PCs can specifically say to help (or hinder) their chance of convincing Captain Jinketsu to help them. Any description of this trip as a chance for adventure or excitement will grant the PC a Free Raise.  Explaining the full story of Daidoji Tokiru’s lost wife, or otherwise speaking about love, will also grant them a Free Raise.  On the other hand, Captain Jinketsu is a Crab and doesn’t enjoy the fancy speech of courtiers – attempts to manipulate him using courtier tactics will be counter-productive, raising the TN to convince him by 5 (10 in extreme cases).  

If the PCs fail to convince Jinketsu to help them, they can expend (erase) a Favor or Ally with the Crab to make an additional attempt at +5 to their TN.  

If the PCs succeed in convincing Jinketsu to help them, he nods briefly and tells them they will sail with the morning tide.  They should be back aboard the Seablade an hour before dawn.

Failure?

If the PCs are absolutely unable to find a way to convince Hida Jinketsu to undertake the sea-voyage, the adventure is effectively at an end.  As Eniko predicted, the commanders on the Wall will not allow the PCs through, even if they are Crab.    

Scene Four: The Journey Truly Begins

Assuming the PCs succeeded in getting Hida Jinketsu to help them, the Seablade will sail with the morning tide.  The sky is lit with the faint twilight that precedes the rising of the Sun, and a light fog hangs low over the ground and sea.  The ship bustles with activity, men and nezumi swarming around as they make final preparations, loading supplies and raising the sails.  Captain Hida Jinketsu greets the PCs as they arrive, his ever-present black jingasa glistening with dew.

Although the Seablade is a normal kobune, the crew is somewhat unusual, since over half of them are nezumi from the Chipped Tooth tribe. There are seventeen ratlings on board, including Ki’rr’itch the Rememberer, who is also one of the ship’s officers. The rest of the crew consists of nine peasant sailors, three Crab samurai from the Hida family who act as junior officers, and Toritaka Yasako, the first mate. 

Hida Jinketsu will escort the PCs into the hold of the kobune.  The cargo, a maze of crates and barrels, is stacked on either side of the central passage.  Jinketsu will explain that the cargo sections are the “warren” of the nezumi crewmembers.  One of them, Ki’rr’itch, is the ship’s quartermaster.  “He makes sure all the supplies and cargo are accessible, which makes for lots of hiding places for his half of the crew to nest,” Jinketsu grins. The open part of the hold is where the human crew hangs their hammocks. There is also a single small room in the back of the hold, used as extra storage and an infirmary when necessary. 

The PCs will have to bed down in the hold with the crew – no one will be allowed to sleep on deck once they leave Earthquake Fish Bay.  Eniko and any female PCs will be allowed to sleep in the infirmary to maintain propriety.  If there are any Crab or Imperial PCs with a status over 3.5, Captain Jinketsu will offer them a place in his cabin, but he will not vacate his cabin completely, regardless.  

After the PCs have toured the ship and stowed their gear, the nezumi and human crewmen alike will take to the oars and row the Seablade out of the docks.  As the ship makes its way out into Earthquake Fish Bay, all of the crew will pause in their rowing to gather at the rail, mutter quick prayers, and each throw a piece of coral into the bay.  They will not explain this peculiar ritual – if the PCs ask about it, the sailors and ratlings simply staring at the PCs as though they are idiots for asking.  A roll of Intelligence/Lore: Crab or Intelligence/Theology at TN 20, or Intelligence/Craft: Sailing at TN 25, will identify this ritual as an offering to Ryujin, a great dragon made of coral who is said to live in Earthquake Fish Bay, asking him to ensure calm weather during their voyages.  

Once the Seablade is out of Earthquake Fish Bay, Eniko and Jinketsu will meet in Jinketsu’s cabin to look at charts and try to determine how long it will take to travel to the rendezvous location.  Any Crab Clan PCs are welcome to join them, but PCs from other Clans will be politely asked to stay outside – the charts they are using are a Crab Clan secret.  After reviewing the charts – which are actually multiple maps of the same coastline, since the Shadowlands changes and morphs over time, even at its edges – they conclude the journey should take two days. 

The Crew

The crew of the Seablade is a fairly close-knit group, despite being a mixture of ratlings and human peasants.  They like to joke between each other – the ratlings make fun of the humans’ inferior agility and refer to them as huge hairless pups, while the sailors often call the ratlings bare-tailed thieving monkeys.  

The peasant sailors each carry a masakari (handaxe) on their hip, as well as two or three knives, and they clearly know how to use them.  All of the nezumi except Ki’rr’itch carry a long tanto strapped to their backs.   

Ki’rr’itch

Ki’rr’itch is seventeen years old, the oldest nezumi aboard the Seablade.  His fur is shiny and brown, with streaks of grey running through it, and is slick enough to shed water.  His hands and feet are slightly webbed. He wears a belt covered with pouches that contain small carved sticks as well as an intricately carved staff topped with a small sliver of jade.

Ki’rr’itch has served on Jinketsu’s ship for ten years.  If the PCs ask where he is from, he says he lives in the “Yasuki warrens, in the big-big Yasuki home” – PCs who speak with him for a while realize he is describing a ratling warren beneath Yasuki Yashiki.  He serves as a liaison between the nezumi and human crewmembers, and has a knack for stopping many quarrels before they began merely by remembering events that occurred more than a few days in the past. His memory sticks have saved the crew multiple times. He is the most approachable of the nezumi crew and enjoys hearing stories of other lands and strange adventures.

Toritaka Yasako

Toritaka Yasako is a short, muscular young man who wears his hair in a long black braid.  He dresses in baggy gray pants and a shirt, in a style popular with Mantis sailors, and has a simple close-cropped goatee beard.

Yasako has served with Jiketsu for five years, rising through the ranks to the position of first mate.  He is not very sociable, but is very observant and always knows what is happening with the crew.  He is also an archer of considerable skill, and archery is one of the few topics that can make him talkative.  He will boast of his greatest achievement, when he pinned a goblin to a tree from the deck of the ship while five hundred yards away from shore.

Interactions on the Seablade
This crew has worked together for years, with only a few replacements here and there, and they completely trust each other despite their differing racial contents. The PCs are an unknown element, and since the ship is heading toward the Shadowlands, the crew is not happy about unknown elements.  Consequently, the crew will generally be cautious and standoffish toward the PCs.  They will be polite but do not go out of their way to socialize. The crew will treat Hiruma Eniko as if she was one of them – she sailed with them as a scout liaison a few years ago, and most of them remember her with favor.

Ki’rr’itch is the largest exception to the rule – he will happily talk to the PCs and gather tales of their adventures, since as a Rememberer he is interested in what kind of events cause a person’s Name to gain strength or to become weak.  

Captain Hida Jinketsu will also be willing to trade stories with the PCs, as long as they don’t discuss the Taint or Hiruma Eniko.  Jinketsu has many tales of battle with pirates that he will share with the PCs.  

Day One: A Bad Omen

The first day’s travel aboard the Seablade is pleasant. There is a steady wind and the sea is calm. The ship travels mostly within sight of the shore, passing dozens of Crab fishing boats harvesting Earthquake Fish Bay.  About mid-day, the ship passes through the mouth of the Bay and enters open waters.  Jinketsu orders the ship to head southwest, sailing out until the shore is only a thin gray line on the horizon.   

As the sun begins to set on the first day of travel, Captain Jinketsu orders the ship to pull in to the shore for the night.  At that point there is a shout from the lookout posted on the front of the ship. If any PCs goes to the front or sides of the ship to investigate, they can make a Perception/Investigation (Notice) roll at TN 25 to notice small bubbles rising to the surface of the water all around the ship. A few moments later, larger bubbles begin to surface that everyone will able to see. The bubbles release gasses that smell like rotten eggs.  

The sea in a mile-wide area around the Seablade will roil and bubble as if it is boiling, the temperature actually rising about ten degrees as the air fills with the scent of brimstone.  After about five minutes the bubbling will slow down and finally stop, and hundreds of dead fish begin to float to the surface.  The sailors and nezumi murmur anxiously and make signs to ward off evil.  The officers will try to calm them down, ordering them be silent and to go back to work.

Any of the officers or crew can tell the PCs that this kind of thing happens sometimes in the water in and around Earthquake Fish Bay.  The Crab never eat fish killed in this manner, for they have found the meat is foul-tasting and often poisonous.

After this the crew will be slightly more standoffish, regarding the appearance of the dead fish as a bad omen, although they will not be openly hostile toward the PCs. The PCs might be able to ease the tensions between themselves and the crew by offering entertaining stories, artistic performances, or just by being generally likeable. Any reasonable social or artistic skill usage – Storytelling, Artisan, Courtier, etc. – at TN 20 will work. 

The shore here is rocky and bare, with gray soil interrupted by only a few small patches of sickly vegetation.  PCs who roll Intelligence/Lore: Shadowlands or Lore: History at TN 20, or Lore: Crab at TN 15, realize these are the Kuni Wastelands.  The plants look unhealthy, but there is an abundance of sea life, with seabirds roosting in the rocks near the shore and fish swarming in the shallows.   

The night passes uneventfully – there are a few clouds in the sky but the weather stays mild. The next morning, the Seablade sets out to the southwest once more. 

Day Two: Into the Sea of Shadows

The first few hours of the second day’s journey is still pleasant, with clear weather with light winds.  The ship will pass a heavily armed kobune flying the banner of the Crab.  The Crab vessel will raise a series of colored signal flags, and Jinketsu will raise a different series of flags in response before continuing on his way.  

A couple hours after midday the wind shifts and starts blowing from the south.  The crew lowers the sail and puts their full effort into the oars.  Soon after, the wind shifts again, this time from the north, and a foul stench of decay begins to blow across the deck.  The water changes hue to a sickly shade of yellowish green, and the waves grow turgid and sluggish, as if unwilling to let the ship displace it. The clouds grow thick overhead, and become ominously dark, hanging menacingly in the sky as if they would like nothing more than to descend and smother the world below. 

At this point Hida Jinketsu will quietly bring out a pouch from his quarters and begin handing out jade fingers on neck-thongs to the human members of his crew.  That done, he will warn the PCs: “We’ve entered the Sea of Shadow.  From now on you will need to make sure you always have your finger of jade with you, and I suggest you keep your weapons near you as well.  If I give an order I expect you to follow it instantly – to do otherwise is to endanger my crew, and I will cut you down if I must to preserve this ship. From now until the time I drop you off, you will stay out of the way, and stay quiet – sometimes voices carry strangely here.  And don’t touch the water.”
Any PC who rolls Intelligence/Lore: Shadowlands at TN 20 will know the Sea of Shadows is the aquatic manifestation of the Shadowlands. It shifts and changes just like the landscape of the Shadowlands itself changes.  The water itself is rumored to be somewhat Tainted, and no ships can stay there for long.  There are many reputed dangers in the Sea of Shadows, including sea trolls and aquatic oni, as well as patches of kelp that can drag a ship to the bottom.  

Hida Jinketsu can tell the PCs more about the Sea of Shadows if they ask him, although he is too busy to volunteer information if they do not actively seek it.  He will warn them to keep their jade near them if anything goes wrong.  “If the ship starts to sink, put the jade in your mouth – otherwise the water will Taint you with certainty.”  

The crew will drop its playful and jovial attitude and become very serious and businesslike.  Five crewmen will now be placed on lookout, four men on each railing and a nezumi perched atop the mast.  Each lookout has a small steel whistle and orders to blow it on the first sign of danger. They create a very low sound very much like the cry of an owl.  

First Alarm

The first alarm happens when the ratling atop the mast sights a large patch of black seaweed near the ship. Hida Jinketsu orders the crew to turn the ship to avoid it. 

As the ship moves away, several long black tendrils stretch out as if grasping for the ship.  They look like thick black hair coated in smaller hairs.  One of them manages to latch on to the side of the ship, digging into the railing with sharp hairs.  Allow the PCs a moment to cut the tendril – if they don’t spring into action quickly, two of the crewmen will draw their handaxes and sever the tendril in a shower of blue-black ichor.  The nezumi will step forward to remove the fragment of the tendril and clean off the ichor – they are immune to the Taint, after all.  

PCs who roll Intelligence/Lore: Shadowlands at TN 25 can identify these tendrils as a type of Tainted seaweed that feeds on blood.  It is known for capturing ships, sailors, fish, and anything else it can, holding them in place while other predators rip the victims apart.  The seaweed feeds on the blood left behind by the carnage. 

Second Alarm

The second time the whistle sounds is much later in the day, as the sun sets toward the west in a glow of strange blue-green light.  The whistle is followed by the sight of every nezumi’s ears sticking bolt upright.  The nezumi all cry, “Skulltide!”

· PCs who hear the name “skulltide” can roll Intelligence/Lore: Shadowlands at TN 20 or Lore/Ghosts at TN 25 to recognize this as the name of a legendary terror of the Sea of Shadows: a swarm of thousands of skull-like gaki that devour anything they find.  They pursue their prey mercilessly and it is said that the chattering sound of their bony jaws can drive men mad. 

Jinketsu will immediately order the crew to row the kobune toward the distant, rocky shoreline.  “If we want to see tomorrow we need to find an inlet or a cove somewhere on this shore.” If the PCs join in the effort to spot a safe harbor, they can roll Perception/Investigation (Search) at TN 20, Perception/Hunting at TN 25, or Perception/Craft: Sailing at TN 20 to help find a safe harbor, a rocky inlet on the bleak, lifeless shore.

If none of the PCs succeed on this roll, Toritaka Yasako will spot the inlet.  Either way, the Seablade will get close enough to shore to avoid direct attack, but the Skulltide will get dangerously close if none of the PCs made the roll.     

As the Skulltide passes the shore and the hiding Seablade, the chattering increases until it is almost deafening.  The PCs will need to make a Fear test.  This will normally be against Fear 4 (TN 25), but if none of the PCs spotted the inlet, the Skulltide will sweep closer to the shore and the chattering will create a Fear 5 (TN 30) effect.  

If any of the PCs fail the roll by 10 or more, they will attempt to flee in terror, leaping overboard into the water.  Other PCs can rescue them by tackling them before the leap (Strength/Jiujutsu at TN 15, or Strength/Athletics at TN 20), halting them with a spell, or diving in after them, the latter option requiring a roll of Strength/Athletics  (Swimming) at TN 20 to keep the panicked PC afloat until the fear passes.  PCs who are not rescued will begin to drown. 

· Any PC who jumps in the water (voluntarily or otherwise) will be exposed to the Taint.  If the PC is wearing a jade finger, this will reduce the finger’s efficacy by one day.  If not, the PC will have to roll Raw Earth at TN 10 to avoid getting one point of Taint.

· One of the human sailors will leap overboard, driven to madness by the chattering Skulltide.  Unless a PC rescues him, he will never rise to the surface.  A PC who dives into the water without jade, and manages to save the crewman, will gain 1 point of Honor. 

Aside from the Fear effect, the Seablade will avoid the attentions of the Skulltide, and will stay anchored in the inlet overnight.  No lights will be allowed except in the hold, and the candles lit there will burn with an eerie, greenish light.  The crew and PCs will eat specially treated riceballs, stored with jade to protect them from the Taint.  (The nezumi will happily devour their normal rations, including any red bean buns the PCs brought on board.)  If any PCs are foolish enough to not wear their fingers of jade, they will need to roll Raw Earth at TN 10 to avoid getting 1 point of Taint. 

Scene Five: Into the Shadowlands

The next morning the Seablade will head back out into the Sea of Shadows and continue southwest.  There are no more incidents, and close to midday Hida Jinketsu will have the ship brought back close to the shore and the crew will lower a small boat into the water.  The shore looms dark and hostile to the north.

Hida Jinketsu will hand each of the PCs a small bag containing three sealed flasks of water and three days’ worth of preserved food.  “We’re here.  The boat will take you to the shore.  We will be back here tomorrow an hour before sunset – if you aren’t back by then we will wait until morning.  If you aren’t here when the sun rises we’ll head back to the Empire.  Eniko-chan should be able to get you back here, if you listen to her.  If you make it back here after we’ve left… head straight north and you should reach the Wall in three or four days, if your food and jade hold out.  Good luck.” 

Two crewmen will row the boat to the shore, then return to the ship after Eniko and the PCs unload.  

Effects of the Shadowlands

Once the PCs go ashore, they will be in the Shadowlands.  Within that fell domain, the following special conditions apply:

· Wood, cloth, and other flammables will not burn properly, emitting only a weak, sputtering blue  or green 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.  The Medicine skill, 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 failed 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 sealed/preserved (such as the rations supplied by Hida Jinketsu) or stored in proximity to jade.  Likewise, any food or water the PCs find in the Shadowlands carries the Taint. 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.  

Ashore in the Shadowlands

The PCs find themselves on a rocky shoreline.  The stones are strangely colored in blues, reds, grays, and greens, but otherwise look like rocks anywhere in the Empire.  Hiruma Eniko will point out a few patches of vegetation that look like clumps of grass: “These will poison you if you touch them,” she warns, “and these cracks in the rock could be home to Tainted animals, so stay away from them.”  

Eniko will lead the PCs inland, and after two hours of travel through rocky, uneven terrain the PCs crest a low hill and look down on a plain dotted with copses of trees with blood-red bark.  About a mile away is what looks like a small lake, its surface glittering in the brittle, slightly greenish afternoon sunlight.  The surface seems to be moving slightly, as if stirred by a breeze.   

Eniko will lead them along a rocky ridge that skirts the valley, and if the PCs ask why she is avoiding the trees, she says, “No sense meddling with things if there’s no reason.”  PCs who roll Perception/Investigation (Notice) at TN 25 will notice that the boundaries of the distant lake seem to shift slightly, and at one point seem to envelope on the tree clumps, seemingly flowing up the sides of the trees and dragging them down.  A roll of  Intelligence/Lore: Shadowlands at TN 30 recognizes that what they see is not a lake but rather a carpet of insects with reflective shells.  If anyone mentions this to Hiruma Eniko, she shades her eyes and stares at it for few moments, then nods.  “A good thing we stayed on these rocks, samurai-sans.  The only defense against those beetle-swarms is to stay in places they don’t like, such as rocky ground or water.”

Meeting the Blind Eye Tribe

Assuming the PCs do not decide to go meddle with the beetles, the rest of the afternoon will pass without incident, and as the sun begins to set the PCs reach the far side of the plain and enter a zone of stony hills and jagged, narrow valleys.  Eniko pauses at the entrance to one of these valleys and waits.  After a few minutes, a group of five ratlings will step out from behind rocks.  They all carry crude spears, made from sticks with rusted metal blades tied to the ends.  Some of them also wear armor that looks like it was assembled from bits and pieces of scrap.  All five of the ratlings have one blank white eye, as if they are half blind. They will speak in their chittering language and Eniko will reply in kind. If a PC speaks nezumi, s/he can listen to the conversation:

Ratling Sentry: “Why you bring samurai here-here, Goldeye?”

Eniko: “We need to meet with Ghostpaw.  I need him to show me the place where the bones are made of wood.”

Sentry: “Ghostpaw not here, back soon-soon. Don’t know if we should let man-mans in warren. You have shinies?”

Eniko will pull a small pouch out of her sleeve and gives each of the sentries a small string of shiny metal beads. 

The sentry will fondle the “shinies,” grin toothily,and gesture for the PCs and Eniko to follow him.  He leads them through a small maze of rocks and deadfalls and then into a low cave in the hillside.  The tunnel inside is only four feet high, so the PCs will have to advance in a crouch through the pitch-black passage.  After a few minutes, a flickering green-yellow light appears ahead of them, and they emerge into a wide chamber with slightly more headroom (five feet as opposed to four).  The room is lit by a single unnaturally-colored fire sputtering in a pit in near the middle of the floor.  The rest of the floor is covered with crudely-woven mats, apparently made from reeds and branches.  There are about forty nezumi in the room, ranging from small pups still clinging to their mother’s fur to a single grizzled old ratling who seems to be telling some of the pups a story. They all look toward the entrance, their eyes gleaming in the strange light, as the PCs enter.  After a moment, they turn back to what they are doing, largely ignoring the PCs thereafter. 

The sentry will escort the PCs to a patch of clear floor and ask them to wait there. (Eniko will take out her bedroll and lay it on the ground before sitting down on it.)  The sentry will head over to the grizzled old ratling and talk to him for a few moments before leaving the cave. If the PCs ask Eniko what to do, she says, “Sit and wait.”  She will warn them not to eat anything offered to them by the nezumi – although the nezumi sometimes can find unTainted food, they don’t really pay much attention since they are immune to the Taint themselves.  She also warns them not to leave anything lying around near the ratlings, since they tend to think anything they can lay their hands on is theirs. Lastly, she suggests they not lie on the ratlings’ home-woven floor-mats.  “They often leave burrs or thorns in them, since their own hides are tough enough to withstand them.  You don’t want to cut or pierce yourself in the Shadowlands.”  

The grizzled old ratling will approach a few minutes after the PCs arrive.  He introduces himself, in broken Rokugani, as Tchik’chek, the leader of the Blind Eye Tribe.  He welcomes Goldeye and her samurai friends to his warren and offers to let them stay for the night. He promises that Ghostpaw the scout will be back later that night.  Eniko will thank Tchik’chek and offer him a gift of a polished stone in the shape of a horse – the old ratling’s whiskers wriggle enthusiastically when he sees it.  

If the PCs ask Tchik’check any questions, he can potentially offer the following information: 

· The Blind Eye Tribe are descended from a “great nezumi hero” who survived the ancient battle with Tomorrow.  He lost one eye in an epic battle with a monstrous Oni, and the tribe has ritually sacrificed one eye to him ever since.

· Tchick’chek does not know much about what is happening in the Empire (“man-man lands”).  He is mildly curious about what is happening to the Crab Clan, who he calls the “gray-gray men.” 

· He is aware that the “bad men” who live in the Shadowlands have been getting more active and aggressive lately, though he does not know why.  

After speaking with the PCs, Tchik’check will return to the pups he was teaching and leave the PCs to their own devices.

The other nezumi are curious about the PCs but are also cautious around humans, and will not approach them voluntarily.  If the PCs take the initiative to speak with them, however, they will quickly lose their shyness and become curious and excited – especially the pups, who squeak out dozens of questions in the high-pitched ratling language. They want to know everything: why the samurai wear such weird clothes, where are their tails, how they can find anything without whiskers, etc.  Only a few of the nezumi speak any Rokugani at all, but the older ones can translate for the rest.  The PCs should make sure they secure belongings which are small or easily taken, since the ratlings tend to try to take anything which catches their eye, especially shiny objects like koku strings or jewelry.  

Speaking With Ghostpaw

Ghostpaw the scout, whose actual name is Tek’tek, will return late that night, when most of the other ratlings are asleep. He has gray-white fur and is missing his front left paw – it has been replaced with what looks like a two-pronged hook carved from wood.   When he arrives he will grab some food from near the fire and come over to meet with Hiruma Eniko.  Any of the PCs who are asleep when he comes in can roll Perception/Investigation at TN 20 to hear him and awaken.  

Eniko and Ghostpaw will have a quite discussion, in the nezumi language, and she will hand him the pouch with several more polished stone horses in it. If any PCs can speak the ratling tongue, they will know that Eniko is asking Ghostpaw to take her to the “place where the bones are made of wood.”  From the discussion, the PCs can deduce that these “bones” are shipwrecks and Ghostpaw found the chop on one of them  (Eniko will explain this to the PCs afterward if they ask.)  With the conversation finished, Ghostpaw will leave to sleep with the rest of the Nezumi, and Eniko will sleep until the morning.  

To the Place Where the Bones are Made of Wood

Ghostpaw will lead Hiruma Eniko and the PCs out of the warren early the next morning, using an exit hidden behind a pile of gnarled wood.  Ghostpaw will take the lead, scuttling ahead through the rocky terrain and coming back now and again to point the PCs into small gullies or around slopes.  

The PCs will not encounter any direct threats during this journey, although they will occasionally glimpse strange flying creatures in the distance, or hear distant unnatural cries in the air.  The weather is cloudy and chill, and when the Sun does manage to break through the clouds it seems to shine with a greenish light that does not offer much warmth.  Unpleasant odors drift on the weak, icy breeze.  The PCs pass trees and tangles of brush, all either leafless and dead, or unnaturally vital.  Many of them are covered with molds and fungi of bizarre shape and disturbing hue. 

At one point, the GM should have all of the PCs roll Raw Reflexes at TN 15.  If all the PCs succeed, nothing happens – one PC steps on a fallen log and feels it start to give way, but pulls back their foot before anything happens.  If a PC fails the roll (pick the PC who rolled lowest if more than one failed), that PC’s foot goes into the rotten log, and the PC feels needle-sharp spines pierce the flesh.  The PC suffers 1k1 of non-exploding damage, and snatches back the foot to see a thin tentacle covered in barbed spines wrapped around the ankle.  

· The tentacle belongs to a small, squid-like creature nesting underneath the rotten log.  Stabbing or burning the creature will cause it to immediately let go and slither down into a hole in the ground.  Yanking the leg loose will inflict another 1k1 non-exploding Wounds as the barbs tear free of the flesh.

· Eniko will warn the PCs that the wound must be cleaned immediately to prevent infection.  This will require one of their sealed bottles of water.  She will also recommend bandaging one of their jade fingers against the wound to help prevent Taint.

Cleansing the wound will require clean water (either from the PCs’ rations, or summoned by magic) and a roll of Intelligence/Medicine (Wound Treatment) at TN 15.  Failure to successfully cleanse the wound means the PC will get an infection, unless treated with the spell Hands of Jurojin.  See the end of the adventure for details of the effects of infected wounds.

The normal Raw Earth roll (TN 10) will be needed to avoid getting Taint from this injury.  In addition, if the PC fails to keep jade near the wound, another such Earth roll will be required at the end of the adventure to avoid getting 1 point of Taint.  

Arrival

After about two hours of travel, Ghostpaw will stop the PCs in the shadow of a hill.  They can smell the odor of the sea, and hear waves in the distance.  The ratling speaks to the PCs in Nezumi, and Eniko translates: “Over hill in front of you is place where bones are made of wood.  Ghostpaw will not go there. Sometimes there are bad men there with sharp-sharp swords. Ghostpaw wait here for if you want to go back to safe warren.”

Eniko will nod and thank him for his help.  She crawls to the top of the hill (PCs skilled in scouting can accompany her) and then waves the rest of the PCs forward after she sees it is safe.   

Scene Six: The Graveyard of Ships

Below you lies what can only be described as a graveyard of ships  Hundreds of wooden ribs and planks rise out of a grey sand beach, like great skeletons with scraps of wooden flesh slowly rotting off of them. The ships stretch down the coastline as far as the eye can see, recent shipwrecks entangled with ancient vessels whose outlines are barely discernable.  Here and there a banner flutters amid the wreckage: Mantis, Crab, Crane, even a single Phoenix waving feeble defiance against the foulness of this place. The wood of the older ships has turned black with rot and taint.  There are no signs of life amongst the battered hulks, but a hundred yards offshore you can see what appears to be a fishing boat, tossing listlessly in the weak tide.  

Hiruma Eniko will wait for the PCs on the hilltop.  If it has not been discussed already, she will explain that Ghostpaw found the chop on one of these ruined ships.  She promises to watch their backs and warns them not to spend too long.  “If we’re going to reach the Seablade at the rendezvous point tonight we’ll need to leave here within four hours.”  

If the PCs look at the beach, wrecks, or surrounding area from the hilltop (e.g. before they go down to search), allow them to roll Perception/Investigation (Notice) at TN 25.  With a success, they observe two things:  

· The fishing boat offshore appears to be anchored in place – there is a heavy rope or cord going over the side, which is pulled taut whenever the boat rocks on the waves.

· Far to the south, at the limit of vision, the PCs can see what appear to be two or three fantastically tall ships, their masts towering into the sky.  Any PC who has seen Thranish sailing ships will recognize them as such.  Other PCs can do so by rolling Intelligence/Lore: Gaijin at TN 20. 

Searching the Wrecks

Presumably the PCs will begin searching the wrecks for evidence of Daidoji Yamiko or her ship.   Once they begin searching, it will be apparent that the ships have been stripped – there are no bodies, nor is there any significant cargo or equipment.  

Once the PCs start searching through the wrecks and scouring the beach, they can find a number of minor items, including several personal chops, half-rotted fans, rusted and broken weapons, etc.  Although none of this applies to the PCs’ personal quest, returning these items to the Empire is a an act of standard courtesy to the families of those lost here.

An hour after the PCs start searching, have them roll Perception/Investigation (Search) at TN 25 to notice a faint, hoarse voice coming from the rusted, half-collapsed remains of a Crab iron-bound “turtle ship.”  If none of the PCs hear this voice, have them roll again after each additional half hour of searching.  A PC who casts By Light of the Moon will have a 50-50 chance of being close enough for the spell to discover the Mantis hiding under the wrecked ship.  

The Shipwrecked Mantis 

Once one of the PCs hears the voice or otherwise discovers the man hidden in the turtle-ship wreck, they will discover Yoritomo Xu.  

Sheltered beneath the corroding, shattered remains of a Crab iron-armored “Turtle ship” is a half-naked man, his tattered pants colored Mantis green.  His torso is covered in small cuts and old scars.  You can see a tattoo of a praying mantis over his heart, and another of a kama on each of his biceps.  He looks at you with an expression of almost disbelieving relief on his face.  His voice is cracked and hoarse. “Rescue?  Did lord Rinsei send you to look for us?”

He will be visibly disappointed when the PCs explain why they are here.  If they ask for his name, or for more information, he will gladly tell them everything he knows.  His words are interrupted by racking coughs and wheezing breaths.  

· Who are you?  “I’m Yoritomo Xu.  I was first mate aboard the Cobalt Gull.” 

· How did you get here?  “We were on a routine run from Jukami Mura to Kyuden Gotei, carrying trade goods and a valued passenger, when the wind picked up and a storm rolled in. When it cleared we were far south of where we should have been.  Then we saw a gaijin ship, a vast vessel, like the Thrane ships in Otosan Uchi, but its hull was black, and as it drew closer we saw its crew were oni and zombies.  We rowed until we could no longer work the oars, and before we knew it we were in the Sea of Shadow.  Most of our men dove overboard to try to get back to the Empire, and the Tainted Thrane ship fell back to capture them.  I still hear their screams.  Finally, when only five of us remained, we were driven ashore in this place.  Then the Thrane vessel turned away south and left us here.”  

· Who was the passenger?  “Kamori Hisumi, the granddaughter of Kamori Tanzo, the family daimyo.  She’s young... just passed gempukku.  She was on her way home after training in the Moshi school.” 

· What happened after you beached?  “The captain, myself, Kamori-sama, and two crew survived the beaching.  We…there were people waiting for us. The Captain called out to them and they simply killed him. They took the girl and the other crew… I… I  crawled from the wreckage and hid here.  They… they ate the Captain and our crewmen, tore them apart raw and ate them.  They told the girl they were saving her for the Master, whoever that is.”

· Why didn’t you do anything?  “My legs are broken. I couldn’t stop them… I couldn’t stop them.”
· If the PCs ask for details about the people who killed his fellows, he describes them as samurai wearing a strange mon in the shape of a snake with two tails.  He is sure they were Tainted – some of them looked like they were rotting from within.  They were led by a beautiful woman, with a man who seemed to be her yojimbo.  (If a PC thinks to show her the painting given them by Daidoji Tokiru, he will identify the woman in the painting as the same person.)  

· If the PCs ask about the fishing boat offshore, he will be unsure – he has been drifting in and out of consciousness for the last two days.   

Yoritomo Xu believes he is Tainted, since he’s been in the Shadowlands for two days with no jade.  If the PC’s test him they will find that he seems to be miraculously unTainted, though both of his legs are indeed broken.  The spell Regrow the Wound will set and fix his legs, and with a little water and food he’ll be strong enough to act on his own. Intelligence/Medicine (Wound Treatment) at TN 25 will enable a PC to set his broken legs, but he will be unable to walk.

Xu will beg the PCs to rescue Kamori Hirumi.  He is certain she is not dead and hopes she can somehow be saved and taken back to the Mantis Isles.   

The Lost Pearl-Divers

Shortly after the PCs discover Yoritomo Xu, they hear splashing noises from offshore, and six Lost climb out of the water and into the fishing boat.  They do not immediately look toward shore, so there will be time for the PCs to take cover.  The Lost are all carrying mesh bags filled with large oysters.  One of them will pull up the anchor and the others will row the boat to shore. 

Assuming the PCs don’t decide to intervene, the Lost will gather on the shore, feasting on a large malformed fish which they pull out of the boat.  One of them is a beautiful young woman with long black hair, dressed in a garment which resembles a samurai-ko’s kimono but is far more revealing than any honorable samurai-ko would wear.  PCs who saw the picture given them by Daidoji Tokiru can roll Raw Intelligence at TN 10 to recognize her.  Her apparent yojimbo is a large man in full armor with a demonic mempo.  PCs who spy on the Lost can roll Perception/Lore: Heraldry at TN 20 to make out a strange, unknown mon of a snake with two tails.  

After eating their fish, the Lost will gather the oysters into two bags.  Daidoji Yamiko speaks in a cold and unnatural voice.  “Nago and I will take the cargo back to the Master.  You four remain here, watch for fresh prey, and await our return.”   Her yojimbo Nago utters a guttural growl and the gray sand erupts, releasing two onikage, demon-horses.  Yamiko and Nago mount the horses, pick up the bags of oysters, and ride away inland. 

What Now?

It is up to the PCs what to do in this situation.  Bold and aggressive PCs may simply attack all six of the Lost – a difficult battle, but not an impossible one.  (See “Fighting the Lost at the Graveyard” below for details of how to handle this.)  If the PCs instead kept under cover and watched what happened, Yoritomo Xu will urgently suggest they follow the two Lost and try to find Kamori Hirumi.  

The PCs will also have the option of trying to kill off the other four Lost after Yamiko and Nago have left. Truly pragmatic PCs may even decide to simply leave and head back to their rendezvous with the Seablade – after all, they have learned Daidoji Yamiko’s fate.  

They will also have to decide what to do with Yoritomo Xu.  If his legs were healed he will be able to travel with them (wherever they decide to go), but he has no weapons or armor unless the PCs loan some to him.  If his legs cannot be healed, the PCs will have to carry him.  A PC can do this by rolling Strength/Athletics at TN 25 (up to two other PCs can assist in a Cooperative roll), or the PCs can put together a travois and lower the TN to 10.  He is also  willing to end his own life, rather than let the Shadowlands take him, if one of the PCs will allow him to use a wakizashi and act as his second. 

The PCs will also have to be cognizant of time – if they follow Daidoji Yamiko in hope of rescuing Komori Hirumi, they will run the risk of staying too long and missing their rendezvous with the Seablade. 

· If the PCs ask Hiruma Eniko for advice, she will advocate pulling out immediately.  “You have your answer, and only a fool fights the Lost when there is no need to do so.”

Sneaking Out

If the PCs decide to leave without confronting the Lost, they will need to make Opposed Rolls of Agility/Stealth (Sneaking) against the Lost samurai’s Perception/Investigation (Notice).  The PCs can make a Combined Roll if they wish.  Regardless, they will get two Free Raises on their roll because the Lost are not expecting anyone to be here with them – their attention is focused on the sea, watching for fresh ships.  (A PC carrying Yoritomo Xu will lose these Free Raises unless the PC has at least a 4 Strength.)  

If the PCs are spotted, they can either turn and fight or try to run.  Running will require beating the Lost at three Opposed Water/Athletics rolls (one Free Raise for each Rank of Fleet) before they lose three such rolls.  It is possible that the PCs will get lost during this desperate flight, but Hiruma Eniko will find them a couple of hours later. If the PCs split up, the Lost will randomly choose which ones to pursue.   

Following the Onikage

If the PCs do decide to follow Yamiko and Nago, they will need to make a Perception/Hunting (Tracking) roll at TN 20 to follow the tracks back to their lair.  Hiruma Eniko is willing to help the PCs if they don’t go too far into the Shadowlands – she is concerned about making it back to the Seablade in time.  If she does accompany them, Ghostpaw will also come along, scouting on either side of the PCs so no one surprises them as they travel.

Fighting the Lost at the Graveyard

If the PCs do engage the Lost (either all six of them, or the four left behind after Yamiko and Nago leave), they will fight mercilessly and to the best of their capability so long as the PCs continue to engage them.   However, they will not pursue if the PCs flee – they are too arrogant, and in any case have duties awaiting them.  None of the Lost will ever voluntarily be taken prisoner, nor will they reveal where Kamori Hirumi is held prisoner unless they are tortured mercilessly.  They will not identify their mon except to say it is the mark of “the Master,” nor will they identify the “Master” himself.

· Nago and the Lost bushi will move forward to engage the PCs.  Nago will go after shugenja first (unless there are Unicorn in the group, in which case he will go after them first).  Given the chance, Nago will summon his onikage to help.  

· Yamiko will usually stand back and throw maho from behind the others, as the situation dictates.  She will try to start by casting Obsidian Armor on herself and then throw Blood Armor on the strongest looking PC.  (She will not Raise to hit multiple targets with the spell.)  She cannot use Summon Undead Champion here – there are no corpses – but after she deploys Blood Armor, she will employ Fear and No Pure Breaths without hesitation. 

· Hiruma Eniko will normally stay out of this battle, watching from afar.  However, if the PCs are clearly losing the battle, she will move in and drag away downed or unconscious PCs, trying to save as many as she can before the battle is completely lost.  Ghostpaw will not participate in the fight regardless – he is a scout, not a warrior.

If any of the PCs try to speak with Yamiko or invoke the name of her husband Tokiru, she will laugh at them.  “Do you think I care about that weakling?”  

If the PCs flee, Yamiko laughs, shouting after them, “If you ever see my husband again, tell him that I have seen the truth behind the hollow lie that is Bushido.  If he is to ever gain the power he seeks he must cast off the lie and embrace the darkness within himself!” 
Scene Seven: Rescuing Kamori Hirumi

If the PCs follow the onikage tracks, it is not difficult, just time consuming.  They lead inland for about four miles, out of the rocky terrain and into a thin, straggling forest of petrified trees.  The ground is dry and dead, cracking and puffing dust beneath the PCs’ feet, but making the onikage tracks easy to follow.  The trail skirts a small patch of foul marshland and finally emerges from the petrified forest into a secluded valley between large bare hills. 

In the center of the valley is a small hut, made from a mixture of petrified wood and human bones.  The onikage tracks approach the hut and then wander off over the hills – Nago has dismissed the creatures until he needs them again.  

· The PCs can estimate at this point that they have about one and a half, perhaps two hours of daylight remaining.  It will probably take them at least three hours to get back to the rendezvous with the Seablade. 
Inside the Hut

PCs can approach the hut with stealth and easily look through cracks in the walls – however, to avoid detection they will need to roll their Agility/Stealth (Sneaking) against the inhabitants’ Perception/Investigation (Notice).  The PCs will get two Free Raises because of the concealment offered by the walls.    

The hut is a single large room, bare and unfurnished except for a crudely constructed eating table (built low to the floor in Rokugani fashion) and a large wooden cage made of blood-darkened wood.  There are six large crates stacked against the back wall, with Mantis mons branded into their sides.  The cage is large enough to hold three prisoners but currently has only one, Kamori Hirumi – she is a pretty teenaged girl, smudged with dirt and blood, dressed in a tattered, filthy Mantis kimono.  Her hair has been crudely hacked off close to her scalp but she is otherwise unharmed.  

Yamiko and her bodyguard Nago are seated at the table, eating something that looks vaguely like brown rice (actually maggots).  A large, filthy ogre, dressed in a garment of tanned human skin, is acting as their servant, refilling their bowls from a dirty iron pot.  

Fighting or Observing?

If the PCs hang back and watch, Yamiko and Nago will eat a leisurely meal, relaxing until nightfall.  As darkness falls, Nago will summon the onikage back, while Yamiko will drag Kamori Hirumi out of the cage.  The two Lost and their prisoner will ride on into the deeper Shadowlands – if the PCs do not move promptly to stop them, Hirumi will be lost forever.

If the PCs do engage the Lost, they will fight mercilessly and to the best of their capability so long as the PCs continue to engage them.   However, they will not pursue if the PCs flee – they are too arrogant, and in any case have duties awaiting them.  None of the Lost will ever voluntarily be taken prisoner.  They will not identify their mon except to say it is the mark of “the Master,” nor will they identify the “Master” himself.

· If and when the PCs attack, Nago and the ogre servant, Yurg, will move forward to engage the PCs.  Yurg will attack the strongest looking member of the group while Nago will go after shugenja first (unless there are Unicorn in the group, in which case he will go after them first).  Given the chance, Nago will summon his onikage to help.  

· Yamiko will stand back and throw maho, either from inside the hut or from behind the other two, as the situation dictates.  If she had any warning of the PCs’ approach (e.g. the PCs blew a Stealth roll) she will cast Obsidian Armor on herself before the fight begins.  Regardless, on the first round of combat she will throw Blood Armor on the strongest looking PC.  (She will not Raise to hit multiple targets with the spell.)  After she deploys Blood Armor, she will try to use Summon Undead Champion to create a crowd of skeletons out of the bones of the hut, or employ Fear and No Pure Breaths. 

· Eniko will help the PCs fight if a battle happens here, but Ghostpaw will hide – he’s a scout, not a warrior. 

If any of the PCs try to speak with Yamiko or invoke the name of her husband Tokiru, she will laugh at them.  “Do you think I care about that weakling?”  

If the PCs flee, Yamiko laughs, shouting after them, “If you ever see my husband again, tell him that I have seen the truth behind the hollow lie that is Bushido.  If he is to ever gain the power he seeks he must cast off the lie and embrace the darkness within himself!”
Aftermath of Battle

If the PCs do manage to defeat Yamiko, they will find she is wearing a simple crystal brooch around her neck.  (There is no sign of the painting she got from Daidoji Tokiru – it rotted away long ago.)  There is also a scroll tucked under her obi belt, covered in odd alien writing.  Deciphering the scroll will require two hours and an Intelligence/Calligraphy roll at TN 30.  Anyone with the ability to read the Naga language will realize that the cipher resembles the language of the naga and will gain a Free Raise on the attempt to decipher the scroll. The scroll details shipping schedules and cargo lists for twenty different ships with four different clan registries. 

If the PCs are able to search the hut, they will be able to look in the crates, which are loot taken from the Mantis ship.  The contents include iron bars, bolts of silk, and some bags of grain (all Tainted by now).  The pot which Yurg was using to serve the two Lost contains a writhing mass of brown maggots.  

In one corner of the hut is a pile of opened oyster shells and the two bags (now empty) which the Lost brought from the Sea of Shadows.  Next to them is a smaller sack containing small gray pearls.  Any PC who played the adventure “Secluded Village” will recognize that these pearls are similar to the one they encountered in that adventure.  

Kamori Hirumi will be pathetically, desperately grateful to the PCs for her rescue.  As yet, she does not detect as Tainted, although this does not guarantee that she is completely free of Jigoku’s touch – she simply does not have enough Taint yet for it to be detectable.

Dealing with the Pearls 

The gray pearls cannot be destroyed with mere physical force – even a mighty blow from a dai tsuchi will do nothing, and most spells will be completely ineffective.  A spell such as Jade Strike or Tomb of Jade will instantly destroy one of the pearls (there are fifteen of them total), or a jade or crystal weapon if the PCs are fortunate enough to have such a thing.  Otherwise, the PCs will not have any capability to destroy the pearls – merely touching them to jade, or sprinkling them with jade powder, will not harm them, although the jade will react to the presence of Taint.  Likewise, a weapon coated with jade powder will not harm the pearls.  

· If the PCs transport the pearls without taking the precaution of placing them near jade, whichever PC carries them must roll Raw Earth at TN 15 or gain 1-5 points of Taint.

A PC can roll Intelligence/Lore: History at TN 30, or Lore: Naga at TN 15, to recall legends of the Naga race using pearls to perform their enigmatic magic – however, the same legends insist that the Naga were immune to the Taint.

Returning to the Seablade
If the PCs decide to make a push for the Seablade, they will have to travel for three hours through the Shadowlands, an hour of which will be in the dark.  The first two hours will be fairly uneventful, although at one point a large shadow will blot out the Sun for a few moments and then clear away. 

As the sun sets, however, the PCs will begin to get the feeling that they are being stalked. They will hear strange noises, deep growls and lumbering steps, somewhere out in the darkness.  PCs who have played the adventure “City of the Lost” will recognize the sounds of the eternally hungry Oni they met there.  This should create a distinct sense of urgency for their journey to the Seablade. 

When the PCs reach the rendezvous point they will be able to see the Seablade anchored away from the shore.  Eniko will ask the PCs for a source of light to signal the ship – if the PCs do not have a lantern or candle, or a shugenja who can cast a spell with distinctive visual effects (almost any Fire spell, Jade Strike, etc) they will have no way of signaling the ship unless they can come up with something creative.     

· If the PCs manage to signal the ship, they will lower their boat into the water. The sailors slowly row the ship to the shore. The entire time the PCs will hear the hungry Oni lumbering closer.  As the PCs frantically scramble into the boat they hear the Oni’s massive feet crunch on the shoreline, and it bellows in fury as its prey slips out of its grasp.  

· If the PCs cannot signal the boat, they can try to escape by swimming out to the boat, or using magic to reach it.  Hiruma Eniko will take the swimming option, and will succeed.  PCs who attempt swimming will have to succeed in three Strength/Athletics (Swimming) rolls at TN 25 before failing three rolls – otherwise, the PC is exhausted and begins drowning.   

· PCs and NPCs who remain on the shore will most likely be eaten by the Oni.  The creature is Invulnerable to anything but crystal and obsidian, is TN 20 to hit, has Carapace of 8, three ranks of Magic Resistance, and over 400 Wounds.  It will snatch up one PC per round to devour them, gulping them down without bothering to kill them first.  The victims scream all the way down.

· A generous GM can allow PCs to roll Reflexes/Defense at TN 35 to dodge the oni’s grasping paw.    

· If the PCs run, they must roll Water/Athletics at TN 35 to outrun the giant creature.  Spells and Advantages that enhance movement can award Free Raises to this roll.  A flying spell can also get PCs away safely, by moving them out of the creature’s reach.  

· If the PCs try to run a short distance and then hide, they can roll Intelligence/Stealth (Sneaking) at TN 30 to escape the creature, although it will grope and snuffle its way around for several minutes before finally giving up and wandering off.  

Regardless, by the time the PCs manage to escape the Oni, the Seablade will be gone.  They will have to try to get back to the Empire overland, and without Hiruma Eniko’s assistance. 

Returning Overland

If the PCs make the initial decision to go overland, Eniko will lead them back to the nezumi warren and then set out north toward the Wall in the morning. She will remind them they do not have any papers or other authorization to be in the Shadowlands, so there will be problems at the Wall, but they are carrying valuable intelligence about one of the factions of Lost, which should help.

The journey will take four days – the GM should keep track of the status of the PCs’ jade fingers.  Eniko will guide them safely past a mob of goblins, an ogre lair, and a swamp filled with black haired zombies.

If the PCs decide to travel overland on their own (after escaping the Oni) their trip back will be extremely hazardous.  The GM should arrange a suitable mixture of Stealth and Lore: Shadowlands rolls for the PCs to try to avoid the dangers which Eniko can evade easily.

Once the PCs reach the Wall, the Crab watchmen will grill them mercilessly.  Eniko knows the correct passwords and hand-signs to allow them through the Wall – Crab PCs will be able to do the same with a roll of Raw Intelligence at TN 10.  Otherwise, the PCs will have to roll Awareness/Etiquette (Sincerity) at TN 30 to convince the Crab they are not Tainted infiltrators (one to three Free Raises for good role-play).  

Anyone who makes it to the Wall with a full Rank or more of Taint will be secluded in a windowless stone cell while the Kuni perform tests on them to see if they should be allowed back into the Empire. The rest of the PCs will meet with Hida Kido, the Taisa commanding this section of the Wall, who questions them in detail before allowing them to cool their heels for three days. If they brought the naga scroll back with them he will have the Kuni make a copy of it.

Eventually the PCs will be allowed to continue into the Empire, with a stern warning that the Shadowlands are not a place to be visited casually.  All PCs will gain 2 points of Infamy for entering the Shadowlands on a dangerous personal mission.  Any PCs who are found to be Tainted will be reported to their daimyo – they will gain Bad Reputation: Tainted instead, and will not be allowed to marry.  

Conclusion: Back to Kyuden Doji

Upon their return to Kyuden Doji, the PCs will be given rooms and allowed to bathe and rest.  The next day a servant will lead them back into the Fantastic Gardens.  This time they are taken to a larger section of the Gardens, a clearing with a stream running through it that falls down three small sculpted stone waterfalls. There is a simple red-painted wooden bridge crossing the stream.  Across the bridge is a grassy lawn with five stone benches.  Three of these have people seated on them. 

A beautiful young woman with long black hair and a flawless kimono is seated on the middle bench.  To her right is Daidoji Tokiru – he is trying to wait patiently, but his hands are fidgeting slightly.  Seated to the woman’s left is another young man, this one wearing an immaculate blue and white kimono, absently folding a piece of egg-blue paper in slim fingers.  As the conversation proceeds, the paper forms the shape of an intricate flower. 

· PCs who roll Intelligence/Lore: Heraldry at 20, or Intelligence/Lore: Crane at TN 15, will recognize the young woman as Doji Akane, the regent of the Crane Clan.  The man with the folding paper is Daidoji Kowaru, Daimyo of the Daidoji Family. 

Kowaru will take the initiative, asking the PCs what they have discovered regarding his nephew’s wife.  If they were successful, and report that she has become one of the Lost, Tokiru will nod slowly, his face locked but his eyes filling with tears, as they describe her fate.  If they present the crystal brooch, he will take it wordlessly. 

After they have finished their story, Doji Akane will speak.  “You have done the Crane a great service. One of our own was lost and has now been found. A crime we believed committed by one of the Great Clans was not and we may begin to mend our relations with them. For your service we thank you. Daidoji Tokiru-kun, do you wish to address them?”

Daidoji Tokiru stands and addresses the PCs.  “I thank you… very much. I have spent most of my adult life hating the Mantis for what I believed they had done, and now I know I was living a lie. I have many amends to make.  I thank you for helping me find the truth.  Should you ever need anything from me please do not hesitate to ask.”  Finished, he bows deeply and sits back down. 

Daidoji Kowaru normally says nothing more during this scene, simply watching attentively while he continues to create wonders from the papers in his hands.  

· If the PCs managed to decipher the naga scroll and turn it over to the Crane, Daidoji Kowaru breaks his silence once more and thanks them.  “I will see to it this information goes to the right places, so that no more ships will be lost to the Shadowlands.”
· If the PCs fled from battle with Yamiko, or simply did not fight her, Daidoji Tokiru will swear that he will see that she is slain, but still thanks the PCs for their help.

· If the PCs managed to rescue Kamori Hirumi, the Crane leaders will also thank the PCs for this accomplishment, which will go far toward improving their relations with the Mantis Clan.

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 learned the truth about Yamiko:
+1 XP

PCs rescued Yoritomo Xu:


+1 XP

PCs rescued Kamori Hirumi:

+1 XP

Total Possible Experience:

5 XP

Other Awards/Penalties

If the PCs successfully brought back the truth about Daidoji Yamiko, Daidoji Tokiru will speak well of them in court, granting them +1 point of Glory.  Any PCs who have Daidoji Tokiru as a Sworn Enemy may remove that Disadvantage.  All other PCs gain a Favor with the Crane Clan.  

If they rescued Kamori Hirumi, they gain +1 point of Glory (+2 if they are Mantis) and +1 point of Honor.  

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
Daidoji Tokiru, Distant Nephew of the Daidoji Family Daimyo

	FIRE 3
	  AIR 3

	
	

	EARTH 3
	WATER  3

	
	

	VOID 4


TN to be Hit: 32 (37 in Light Armor)


School/Rank: Daidoji Yojimbo 3/Daidoji Duelist

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).


Daidoji Duelist: Add twice Iaijutsu skill to initiative. In a duel gain Void points equal to Honor.

Honor/Glory/Status: 3.2/9.3/4.7

Skills: Courtier 1, Ettiquette 3, Iaijutsu 5, Defense 7, Investigation (Notice) 2, Perform: Music (Flute) 3, Kenjutsu (Katana) 5, Shadowlands Lore 1.

Advantages/Disadvantages: Heart of Vengeance (Mantis),  Social Position (Nephew of the Daidoji Family Daimyo), Large, Allies (Many), Strength of the Earth (Rank 2), Language (Nezumi, Rumaal)/ Driven (Bring Down Mantis Clan), Sworn Enemy (Yoritomo Rinsei, Moto Temujin, Many others).
Equipment: Excellent Quality Katana, Wakizashi, Flute, fine kimono.
Hiruma Eniko, Scout and Little Drinking Machine

	FIRE 4
	  AIR 3

	
	

	EARTH 3
	WATER  3

	
	Perception 4

	VOID 3


TN to be Hit: 31 (34 in Ashigaru 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/Glory/Status: 2.4/4.3/3.0

Skills: Athletics 3, Defense 3, Ettiquette 3, Hunting 4, Investigation (Notice, Search) 3, Kenjutsu (Katana, Wakizashi) 5, Kyujutsu 4, Lore (Crab) 3, Shadowlands Lore 4, Stealth (Sneaking) 5.

Advantages/Disadvantages: Fleet (Rank 3), Way of the Land (Crab Lands, Shadowlands), Language (Nezumi), Inner Gift (Unaffected by Alcohol), Allies and Favors (Many)/True Love (Hida Jinketsu), Small.
Equipment: Daisho set, bow (yumi), 20 arrows, finger of jade, ashigaru Armor, black body paint, traveling pack, 8 koku, assorted shiny objects.
Hida Jinketsu, Captain of the Seablade

	FIRE 3
	  AIR 3

	Agility 4


	

	EARTH 4
	WATER  3

	
	Strength 4

	VOID 3


Shadowlands Taint Rank: 1.3

TN to be Hit: 21 


School/Rank: Hida Bushi 3

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.

Rank Three:  Make an additional attack per round. Gain two additional Void points that can only be used for the Rank Two ability.

Honor/Glory/Status: 2.7/5.3/3.0

Skills: Battle (Shadowlands) 2, Defense 3, Heavy Weapons (Masakari) 5, Jiujutsu 2, Kenjutsu 3, Kyujutsu 1, Shadowlands Lore 4, Craft (Sailing) 5, Lore (Adventure Heroes) 3, Hunting 3, Lore (Crab) 2, Commerce 2.

Advantages/Disadvantages: Large, Social Position (Ship Captain), Balance, Language (Nezumi)/Lost Love (Hiruma Eniko), Shadowlands Taint. 
Equipment: Daisho set, fine quality masakari, black lacquered jingasa, assorted pillowbooks, jade finger, 9 koku.
Toritaka Yasako, First Mate of the Seablade

	FIRE 2
	  AIR 2

	
	Reflexes 4

	EARTH 3
	WATER  3

	
	Perception 5

	VOID 5


TN to be Hit: 20 (25 in light armor)


School/Rank: Toritaka Bushi 1/ Falcon’s Strike


Rank One: Gain one free raise on all Perception rolls. May detect Invisible creatures with a Raw Perception roll Tn 5 X Target’s Air ring. Bonus to attack and damage equal to Water ring.


Falcon’s Strike: Bonus to Kyujutsu rolls equal to Perception and Free Raises equal to Void. Bonus to damage on Kyujutsu attacks equal to Perception + Void ring. Gain bonus to Raw Perception rolls equal to Air ring.

Honor/Glory/Status: 1.4/3.2/2.5

Skills: Animal Handling (Falcons) 1, Hunting 3, Kenjutsu 3, Lore (Spirit Realms) 1, Meditation 2, Spears 2, Kyujutsu (Yumi) 5, Craft: (Sailing) 4.

Advantages/Disadvantages: Language (Nezumi), Social Position (First Mate)
Equipment: Daisho set, bow (yumi), 40 arrows (assorted types), light armor (usually not worn), jade finger, 3 koku.

Ghostpaw (Tek’tek), Ratling Scout

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 4

	EARTH 2
	WATER  3

	
	Perception 4


TN to be Hit: 23


School/Rank: Scout 2


Rank One: Add twice insight rank to all school skills (All of them are school skills.) Add Air ring to all Stealth and Athletics rolls. 


Rank Two: Gain two free raises on Hunting rolls. All advantages cost 1 less point.

Niche/Name: 2.0/2.0

Skills: Athletics 3, Defense 3, Hunting 4, Shadowlands Lore 3, Stealth 4, Knives 2, Investigation (Scrounging) 3.

Advantages/Disadvantages:  Ally (Hiruma Eniko), Language (Rokugani) / Missing Limb (Hand)
Equipment: Knife, pouch of shine-shinies, two-prong hook hand, food and water.

Yoritomo Xu, Shipwrecked Mantis Officer

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 3
	WATER  3

	
	Strength 4

	VOID 2


TN to be Hit: 21


School/Rank: Yoritomo Bushi 2

Rank One: No penalties for off-hand fighting or two-weapon fighting when using a peasant weapon in the off-hand. Uneven terrain penalties less than (School Rank x 5) are negated. Opponents gain no advantage against him for flanking or higher ground. Adds his Water Ring to damage roll totals. 

Rank Two: May throw his weapon up to 20’ per Rank in Strength, gaining one kept die for damage on the hit. In melee, may choose to sacrifice rolled damage dice for kept damage dice (number of dice switched cannot exceed School Rank).

Honor/Glory/Status: 1.9/3.2/2.5

Skills: Athletics 3, Battle 2, Chain Weapons 2, Commerce 3, Craft (Sailing) 3, Defense 3, Kenjutsu 2, Peasant Weapons (Kama) 4, Underworld 2.

Advantages/Disadvantages: Ambidexterous, Luck (2 ranks), Social Position (First Mate).
Equipment: Dirty green pants.

Appendix #2: Enemies

Generic Lost Bushi

	FIRE 3
	  AIR 3

	
	Reflexes 4

	EARTH 3
	WATER 3 

	
	


Shadowlands Taint Rank: 4.0

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


School/Rank: Daigotsu’s Legion 1

Rank One: If he successfully hits an Enemy while using the Full Attack posture, that enemy does not get any Raises against him for his use of Full Attack.

Honor/Glory: 0.0/1.0/0.0

Skills: Athletics (Swimming) 3, Deceit 2, Defense 2, Hunting 2, Investigation (Search) 2, Juijutsu 2, Kenjutsu (Katana) 3, Kyujutsu 2, Shadowlands Lore 1, Spears 3, Stealth 1.

Advantages/Disadvantages: Shadowlands Taint

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Unholy Stamina (may go without rest or sleep indefinitely). 

Equipment: Light armor, daisho set, ragged clothing, sandals, knife, yari, tainted gray pearl.
Daidoji (formerly Miya) Yamiko, Fallen Courtier

	FIRE 2
	  AIR 4

	Intelligence 3


	Awareness 5

	EARTH 5
	WATER 3 

	
	


Shadowlands Taint Rank: 6.3

TN to be Hit: 26


School/Rank: Otomo Courtier 1/Maho Tsukai 3

Otomo Rank One: Does not lose Honor for using the Deceit skill unless she chooses to do so. Any time she successfully uses the Deceit skill against someone, gains a Free Raise to be used in a Contested Social skill roll against that individual (must be used within the next day).


Maho Tsukai Technique:  While casting maho the caster may make a bonus or reduction to the roll by any amount that does not exceed the caster’s rank in Spellcraft (Maho).

Honor/Glory: 0/2.4

Skills: Athletics 2, Calligraphy (Twotail Cipher) 3, Courtier (Manipulation) 3, Deceit (Intimidation) 3, Defense 3, Etiquette (Bureaucracy) 3, Investigation 2, Knives (Tanto) 5, Lore (Law) 3, Lore (Maho) 4, Meditation 2, Spellcraft (Maho) 3, Stealth 2.

Mastery Abilities: +5 bonus to Opposed Social rolls, Free Raise with Knives, subtract Knives skill from Wound penalties when using it, may declare Full Defense when Initiative is rolled.

Spells (Maho): Blood Armor, Summon Undead Champion, Fear, No Pure Breaths, Obsidian Armor. 

Advantages/Disadvantages: Clear Thinker, Luck (1 rank), Voice/ Small. 
Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Thy Master’s Will (any time you are killed you return some time later with an additional rank of Taint), Unholy Beauty (no social penalties for being tainted), Unholy Stamina (may go without rest or sleep indefinitely), Unholy Vision (see clearly in darkness, smoke, or when magically blinded), Unearthly Regeneration (every minute recover wounds equal to taint rank).

Equipment: Kimono, knife, kimono, tainted pearl, maho scrolls, crystal brooch.

Nago, Lost Unicorn

A promising courtier who wanted to be a mounted warrior, and ran away when he was denied the chance to train with the Moto.  He has been serving as Yamiko’s yojimbo since she was recruited by the Master.

	FIRE 2
	  AIR 3

	Agility 4


	Reflexes 4

	EARTH 5
	WATER 3 

	
	Strength 4


Shadowlands Taint Rank: 6.0

TN to be Hit: 30 (40 in Heavy Armor)


School/Rank: Black Guard 3

Rank One: Adds twice his Shadowlands Taint Rank (12) to the total of all damage and Raw Strength rolls. Adds Fire Ring to the total of all Initiative rolls. 

Rank Two: Suffers no TN penalties from Wound Ranks (but still affected by Down or Out), May subtract Earth Ring from total of all Wounds received. 

Rank Three: May take a Complex Action to summon an Onikage, which appears nearby within 1 to 3 Rounds. Initiative is now increased by 2 x Fire Ring, replacing the benefit from Rank One.

Honor/Glory: 0.0/1.0

Skills: Athletics 3, Courtier 2, Deceit (Intimidation) 4, Defense 5, Etiquette 3, Horsemanship 5, Investigation 2, Jiujutsu 2, Kenjutsu (Katana) 5, Kyujutsu (Horse Archery) 2, Lore (Shadowlands) 3, Yarijutsu 3.

Mastery Abilities: Free Raise on all Skills at Rank 5 or higher.  May use Full Attack and Full Defense while mounted.  Subtract Kenjutsu skill rank from Wound penalties while using the skill.  May enter Full Defense when Initiative is rolled.

Advantages/Disadvantages: Heart of Vengeance (Unicorn), Way of the Land (Unicorn)/Black Sheep.   
Equipment: Katana, wakizashi, yari, bow (yumi), 20 arrows, heavy armor, tainted pearl.

Special Abilities: Blessing of the Dark One (+1 Wounds per Rank), Child of Darkness (natural Shadowlands creatures will not attack them), Unholy Stamina (may go without rest or sleep indefinitely), Unholy Vision (see clearly in darkness, smoke, or when magically blinded).
Yurg, Ogre Bushi

	FIRE 2
	  AIR 2

	Agility 3


	Reflexes 3

	EARTH 5
	WATER 3

	Stamina 7
	Strength 6


TN to be Hit: 26 

School/Rank: Ogre Bushi 2


Rank One: May voluntarily reduce an attack roll by any number of dice (not more than are rolled) to add an equal number of dice on the following damage roll. This is declared before dice pools over ten are reduced, may be used once per round.


Rank Two: When wielding a large weapon may voluntarily reduce attack roll by 10 to apply attack roll to everyone (friend and foe alike) within 10 feet. Roll against TNs to be Hit individually. This may only be used once per round and may not be used with grapple attempts.

Attacks: 8k3 (Large Club)

Damage: 6k3

Carapace Armor: 2

Wounds: 15 per level.


Skills: Defense 3 (may enter Full Defense when Initiative is rolled), Heavy Weapons 5 (free Raise, ignore 5 points of Wound penalties), Investigation 1, Juijutsu 5 (free Raise, ignore 5 points of Wound penalties, extra unkept damage die).

Equipment: Large club (0k3), knife, tainted pearl.

Special Abilities: Fear 2.

Onikage

	FIRE 2
	  AIR 3

	
	

	EARTH 4
	WATER  4

	
	Strength 6


TN to be Hit: 20 

Attacks: 6k2 (bite or clawed foreleg) 

Damage: 6k1(bite) or 6k2 (claw) 

Carapace Armor: 2 (bypassed by crystal, obsidian, or jade) 

Wounds: 10: +5; 25: +10; 45: Down; 50: Dead. 

Special Abilities: Fear 2.
Undead Champion (Skeleton)

	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.  Fights until destroyed, unless decapitated, which kills it instantly. 

Appendix #3: Maho Spells

Maho spells are cast by rolling dice equal to the caster’s (Ring + Lore: Maho), and keeping dice equal to the caster’s Ring.  The TN to cast the spell is equal to (10 + 5 x Mastery Rank) and the caster must spill Wounds in blood (their own or another’s) equal to twice the spell’s Mastery level.  Casters may take Free Raises for each additional amount of blood (equal to twice the Mastery level) which they spill.  The caster gains a number of points of Taint equal to the difference between the TN and the actual roll. 

Casting time is equal to the spell’s Mastery level in rounds.  This can be reduced with Raises, just like normal magic.   

Blood Armor (Mastery Rank 3)

Element: Maho, Earth

Duration: 4 rounds per caster Insight Rank

Area of Effect: Self and 1 person within line of sight

Range: 300’

This spell creates a link between the caster and a target.  Any time the caster is wounded, s/he only takes 25% of the damage (rounded up) while the target takes 75% of the damage (rounded up).  The caster may Raise to add additional targets at the rate of one target per Raise – all such targets take 75% of the damage intended for the caster.  (This cannot cause damage from a source that cannot hurt the target, such as Jade Strike on a non-Tainted target.)  

Module Special Restriction: For purposes of this module, if Blood Armor “kills” a character who is saved from death by Great Destiny or Dark Fate, the spell’s effects will expire, rather than continuing and killing the character on a later round.  

Fear (Mastery Rank 2)

Element: Maho, Air

Duration: One month


Area of Effect: 1 target

Range: 10’

The target becomes absolutely terrified of something of the caster’s choosing.  The chosen object has a Fear rating of 4 for the victim.  The caster cannot choose something vital to life (such as air or skin), but anything else is fair game.

Obsidian Armor (Mastery Rank 3)

Element: Maho, Earth

Duration: 10 rounds

Area of Effect: 1 target

Range: Touch

This spell protects the caster from Taint-targeting spells and effects – Jade Strike, Rest my Brother, etc.  The first such effect to strike the caster is dispersed without effect.  This removes the Obsidian Armor.  

No Pure Breaths (Mastery Rank 4)

Element: Maho, Air

Duration: Instant 

Area of Effect: 1 target

Range: 300’

The air in the taget’s lungs becomes Tainted and explodes violently out of the body.  This inflicts damage with a DR equal to the caster’s Air Ring.  The target suffers a +10 TN penalty until magically healed, due to ravaged and agonized lungs.  The caster may Raise for more targets, at the rate of 1 target per 2 Raises.

Summon Undead Champion (Mastery Rank 1)

Element: Maho, Earth

Duration: Permanent

Area of Effect: Dead body

Range: Touch

This spell creates and animates an undead creature from an available corpse, the undead taking the form of a zombie or skeleton depending on what is available.  (In this case it will create a skeleton from the bones built into the hut.)  The undead creature is mentally controlled by the caster as long as it stays within 25’.  The caster may Raise to create additional Undead Champions, at the rate of one per Raise.  

Player Handout #1: Letter from Hiruma Eniko

Toki-chan,

While on a scouting foray near the coast in the Broken Tree sector of the Shadowlands I met with one of my nezumi contacts. He traded me the most fascinating trinket in exchange for a few beads and a bottle of shochu.  I think you may find this trinket interesting.  If you need any help tracking down where it came from I’m always available to help my littlest cousin.  I should be in Fundai Mura for the next three or four weeks.







Hiruma Eniko

Into the Darkness
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